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EMPIRE OF THE PETAIL THRONIE

Bys M, A, R, Barker

100, INTRODUCTION,

What follows in these pages is 2 free adaptation of the fantasy wargame rules
presented in '"Tungeons and Dragens' by Gary Gygax and Dave Arneson (Tactical
Studiss Rules, Lake Geneva, Wisconsin, 1974} to a world of my own inventicn
(named Tékumel in the Tsolydni language). The inhabitants of thie world are
pursly my own, rather than the melange of creatures from Graeco-Foman mytho-
logy, the worke of J.R.R. Tolkien, R.E. Howard, and others, and mediasval
iharver! folklore. This world, its peoples, its beasts, its mythos, its social
systems, and its "sense of wonder' have been with me since 1 was about ten years
old, developed and worked and reworked as I completed my degrees ln Anthropology
and Linguistice, travelled to India, Pakistan, the Middle and Far East, and read
endless tales of science fiction and fantasy. What is presented here, thus, is very
much my own, in spite of an adaptation of the "game mechanics” of "Dungeons and
Dragons," Idoubt whether any other referee could guide a party through the world
of Tékumel, ns almost any imaginative ecience fiction-cum-fantasy expert can do
through the worlds of "Dungeons and Dragons, " yet I hope that this world will be
of s ient interest to participanta in '"Dungeons and Dragons” campaigns to
provide many hours of pleasurable adventuring -- and may also be of use in any
revigions of the "Dungecns and Dragons’ rules to add new features and make these

rales more playable,

200, THE WORLD OF "TEKUMEL. "

The world to ba described herein is a planet, let us say, of approximately
the size of earth, somewhat hotter at its equator, with breathable atrmosphere and
pleasant climes for the race of man, It swings around a G-Type star, together with
four sister planets, Its habitability was not always quite so perfect, howevex:
when explorers from humanspace firat discovered it, the planet was coveresd with
a riotous growth of poisonous vegetation, had an atmosphere which contained
trace slements which sapped the life from early human settlers, and == more o
the point -- was inhabited by the most inimical of all intelligent aonhuman races.
the deadly Ss. Animal life there was aplenty as well: wicious, six-legged,
mostly venomous, and thoreughly allied with the ecology of the Ssd,

Extensive terraforming was requirad, Human technology defeated the ancient
Sad, their related-aspecies allios, the Hlfss, and others. Slowly the planet was
turped into another Earth, long-loot, far across the galaxy. The jonglas were
poiscned with earth chemicals and replaced with more familiar flors and fauna
brought not only from Earth but from a hundred worlds of Humanspace., The oceans
were emptied of their teaming deadly inhabitants, The Sad and the other species
which survived at all did so only in remote 'reservations' which were closely
watched by human garrisons., The world was chenged, altered beyond recogniticn,
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and sveniually wae (urned into a carbon copy of many another Hamanspace planet,
Alion allies of Humankind -- the P¢é Chdi, the Tinaliya, the Pdchi L&i, and others

~= came ag traders and colonists In cooperation with mankind, Industries developad
natural regources wers mined (and much depleted), and trade goods flowad batwean
the: stars of Humanspace, In their last stroagholds, the Ssd and the Hifss broocded
and waited., Here and thare the Old Specias survived, adapted, and bided their time

No recoerds exist of the '"Time of Darkness. ' There is only the tradition of
vpheavals bayond comprehension, a time when the stars went out, and volcanoess
and earthquakss rolled acroszs the land. It is clear now that through some freak
of gpace, sorae fault in the fabric of Time iteslf, the solar gystem of Téhkumel
wag cast into some great cther-dimengional "Hole in the Sky. " Space was black
becavse there were no longer stars; stresces in the spacetime fabric created
unbaarable stresses within the sur of Tékumel ard within the planet ltsell, Euman
technology found no remedies, no way to return Tékumael's solar system to the
universe it bad known., The stars had gone out forever, and with them had gone
all comumuaication aad commerce with the universe Tékumel's peoples had coma
from, MNow the planet, its sun, and its four uninhabited sister worlds flew on into
the terrible dark alone,

Much of human technology was destroyed or at least dislocated seriously by the
"Time of Darkness. " Citiss fell, natural cataclysms destroyed much of Tékumel"s
food production and system of communication, Mankind began to slip back into a
teracious barbariem, 0Old ideas and anclent machines took on a divine avea, and
as thepe failed, the psoples of Tékumel lost the knowledge they had had and wars
forced to learn all over again the ways of living in an unfriendly environment,
Natural regoarces had been carelessly depleted, and in particular the slement
iron was at a premiuom. Other rare metals and esrtha were also exhavsted.

The whaels of technology require a myriad of natural resources and slaments, and
deprivad of thase, thay slowly ground down to a halt. .. In their ancient fastneszas
the Sgd and the Hlysz exalied. Here and there patches of the Old Life began to
appear again, Hamankind and ita allies retreated here, gave a little tha rs, and
slowly the world of the past was replaced by a world from the even older past.
Hamankind continued to dominate by wirtue of ite greater nurnbers and more rapid
breeding, bat itz hold npon the environment grev sver more tenacions and avaer
nora T, ., Darlmese. not only of the skies but alsc of the mind, closad down
apon Télamel forever.

The earliest records now preserved by humnan scholaras date back only some
25,000 years (and dating here is dubicus at beot} to the helf-mythical Empire of
Liyén of Tedmra, now lost completely except for a few fragments of balf-remern-
bared technology and an inscription or two [referencer '"Eabdr hillydn 141 Miisur
mra Kolumébabar®” (the Story of Llydn and His Empire), by Meseflin Baddrian,
preserved in manuscript in the Temple of Thiinie at Khéiris. . Somewtat later
in the area now occupied by the soathern regions of Taolyénu, there is referenca ic
the Three Stetes of the Triangle, another human enclave which did battle with the
fearsome nonhuman Chyrstdllu to the northwes! (another Ssed-derived species) and
with the Mih£€1li (humanoid aliens introduced by mankind as a trading colony) in thae
aest. To the south the Hl¥ss ranged out from their island fastness aad did battle
with another species brought in by mans the poweriful Shén. In timeworn Ssugand:
the Sad bided their time, . .

The earlisst period from which records can be produced in any quantity is that
of the Dragon Warrlora of northern N'lfss. It !s cenjectured that the "dragona'
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apon Wwhich these warriors rode and flew to battle were in reality sorme form of
ancient aircar stored away by the ancients, Unfortunately, asre &re no animals
suitable for riding upon Tékamel: by the time man had reached Tékumel originally
he had passed beyonc the need for living steeds, and the horse of ancient Earth,
the Ngékka of the Rigellian worlds, the Bazhdq of Deneb, etc, had all been left
bahind in man's rush for the stars, [The.rt is a rumour, troe or antroe is not
known, of some such creatures kept in what must have besn a zoological preserve
area upon an island somewhere upon Tékumel -~ but no trace of any riding animal
is recorded anywhere within known history. ] [Bibliography: ""Savidlyal hipdchn
hifandldali” (the Cities of the Lords of the Great Triangle}, by Dumdn Langehg,
ms, in the Temple of Karakdn, Jakf{lla; and "Gachdyayal” (the Dragons), by
Ménum Borddlya, ma. in the Temple of Thimis, Khéiris, |

Much more knowledge was loet during the period of the Dragon Warriors,
intrigues and plots and counterplots weakened the fabric of hurman soclety, and
thus they pariched, perhaps £, 000 years after their migrating hordes poured into
the aoft southern landa from the north, During their reign, howaver, one feature
of Teoly#Ani religious life arose which still persists: the pernicicus worship of
the Fira God Vimihls, Whether the Gods are real or whether they are simply
powerfal and Ingcrutable creatures from some unlmown dimepsion is uncertain,
of course, but during ths reign of the Dragon Kings contact with this insidious
being wae firet established, and the sact of the Red Robes spread across the land,
It is indeed certain that some creature or being existe whick answers to the call
of the Flame. In spite of aitemptis to errdicate the worship of Vimidhla forever,
thus, it still persista,

The Second Period (as it is traditionally termed) is that of the Fishermen
Kings, the lords of the coastlands of what is now Sclarvyd, After the downfall of
the Dragon Kinge the world lay in black chaos. A minor king. one Gémulu by name,
arcse in what is now the Chaigdri Protectorate. In a series of battles he drove
the Ssd back from their encroachments into the world of humankind. His sen
followed him and subdued the lands of Hilda Pakfla across the Straits. During thia
period the little state of Pechdno arises, founded by a rebellious Salarvyini general
sent to protect the borders ageinst the Seid. Tha rest of the world lay still under
the half-rule of the Red Robes of Vimithla, with their capital at Fasfliurn, Sometime
daring this period ancther contact was made with one of the Dark "Gods, " evil
Ksédrul, the Ancient Lord of Secrets, and his temple still exists in ruing in the
mountains to the north of Taolydnu., The rule of the Fishermen Kings never spread
much beyond the borders of present-day Salarvyd, although certain coastal gains
were indeed made -« which were halted by the terrible swampfolk, the nonhuman
Hlotrgd, dwelling in the marshes of what is now the Kaijd Protectorate.

The next discernible period la that of the First Imperium: founded by a woman,
daoghter of a chief of a nomadic tribe living in the Dry Bay of Ssn'dm. Inducing the
Clan-Master of the lost city of Purddnim to mnrrr her, sbe soon managed to slay

B

her husband and lqrud her rale throughout what ig now Tnnl’iinu. She rose to power
over the heads -- litorally, severed heads -~ of half a dozen husbanda , establishing

& reign of terror which is still proverbial. Her name, Naydri of the Smooth Thighs,
is still used to instill fear into children of the Empire. When desert Fasfltom
revolted, she put ten thougand of its inhabitants to the garrote; when great Purddnim
itself rebelled, she piled skalls in the square so that even today any terrible catas~
trophe is referred to as "Nayari®s Hill. " Yet {rom her bloody rule was born a
period of great art and literature., When at last she died, slain by one of her myriad
lovers, her dynasty, the Bedndllja Kings, ruled on for a hundred years in Jakdlls
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and then moved northwards to a virgin city site: the present great :apital city of
Béy 8f. To Béy 5§y was brought all of the tribute of a thougand lands for a thousand
years, and thus did Maydri's descendants coatribute much to art and literature and
caltare, belying their blood-drenched origins. [Bibliography: "Gupaggsli nga Shehi™
{the Might of Our Ancestors), by Daggdla Mukkrotérr, in Salarvydni, ms. preserved
in Teatsaydggey 'Nganjjd pa Ssd! " (Flee, Ye Ssi?), by Drdka Grlllpa, in Pechsni,
ms, preserved In the House of Skulls, Mechanénoy "Kolumélan Stdna hipathdi"
{(Royal Whore of Love}, by Pagéirtra Nemdndu, ms. preservead in the Imperial
Archives, Béy 5S¢y "Bedns#lija 16l Béy 5¢" (Bedndllja and Bfy 5¢), by the same
author, mes, preserved in Béy 5S¢, private collaction, ]

Thus bagan the Golden -I“Lgﬂ. Into this scene of magnificent vomp there entered
a curious figure, that of a ecrippled, impoverished priest from vne of the islands in
the gualf to the south of Teolydnu, Once again contact had been mada with othoer-
dimensgional beings, this time with a veritabls hierarchy of whit may be termed
"Gods, " and again with somewhat lees powerful beinge which -nay be called
‘ithe Cohorte, " for want of a better name, This pricet, calle! Pavdr, found meane
of communicating with these semi-divine beings and codifiec hie findings into the
raligion which ia atill practiced today throughout Teolydnu: the Tlomitlanyal, the
"Five Gods." Now thece five good Gods are worshipped, 2:d ten of the lesser
beings texrmed Cohoris., The prisat at length died and was cotombed upen his native
island, but the religion he had started grew and spread. lventually the last kings
of the Bedndllje Dynasty capitulated to Pavir’s faith, and the spiritusal capital of
this great empire was moved to the priest's island home, and there flourished
such arts and literature and science as had not been knova since the Time of
Darkness., Eventuslly, indeed, the secular capiial of tt¢ Empire, called

gvan hla C&nga, the "Kingdom of the Gods, " was traneferred to the island
as well, and the rule of the prisstkings began., The Er:pire reached beyond
Teolyéna to Mu'ugalavyd, Salarvysf, Yin Kér, Livydn,, Sad Allagf, and many
smaller lands, The art of sorcery was much develop sl during this period, due to
supernatural aid from the Gods and their Cohorts, The greatsst works of sculpture
and art were produced, and the polytonal music of Tiolydnu was developed to
heights andreamed of by preceding dynasties., The ;eat library at Tamizsa was
developed during this period, and to this day there ik preserved there the glorious
Ecok of Priestkings, fllustrated and illuminated in jold 2nd set with precions gems.
[Bibliography; “Shdrtokol guél daim!™ {A Priest Theye Was), by Dum#n Langshs,
g, preserved in the Temple of Avénthe, Jakdlla; "Engsvan hla Ginga, Kolumé-
babardalikei" (Engevan hla Cénga, the Great Empire}, by saveral authors, ms. in
Temple of Karakén, Béy 5¢; '"Poglirdikh hi¥olurfbabardali" (the End of an
Empire), by Kérulya Kettumridal, ms. preservel in the Temple of Avénthe, Jakilla, |

What heppened to destroy the Gloricus Empire of Engovan hla Génga is not traly
lmown., Some natural catastrophe (or too much gurcery?) did indeed come about,
sinking much of the priest's island home into the sea, The great cities seem to fall
silent all of & sudden; rifts arise between provinces of the Empire, and internccine
strife rears up to break the Golden Peece., Withla a century or two there seeme to
have been a complete brealdown in communications, a revival of the encroachments
of the Sad, the spread of nomads from the steppie of Milumanayd, and an end to all
literature and culture. Records of this time a2ru scarce and are litile more than
legends e, g. the tales of the mighty warrior, llagdrr of Pardnta, the doinge of
the evil sorcerer Subadim -- his visit to the Huiane of the Gode and what he found there,
Chirené the Dregonheaded Warrior of N'lfss (prchape a legend from an earlier time?),
the wondrous deeds of Metdllja of Salarvyd, heioic Pendérte of Khéiris, Qiy6r the
Many-tongusd, and hundreds of others. [Bibliography: "Bédsrimysl himasdk"
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(Men of Power), by Tlékku Beshyenf, ma. pregerved in Béy 5S¢, private collection *

The beginnings of the Second Imperium are shrouded in darkneas, for even th
art of writing had been much curtailed during the long years of chaos, At soms
point, however, there seems 1o have beesn a crystallisation of the Tsolydni penchnt
for formal ritual and the setting forth of clearly visible insignia of power. The
material form of this insignia is the Great Seal of the Imperium, which is pagse
from Emperor to Emperor and which is perhaps more important than the persgor i
the monarch himgelf, A: an early date the custom of maintaining the Emperor i:
total seclusion was developed, and it is still kept up to this day: the monarch,
once selected by innumerable tests and trials from among the sons of the precelisg
Emperor, is taken to the fortress-palace of Avanthdr on the heights north of Biy 5¥,
where he dwells inviolate until his death, Within his precincts he is served by a
corps of deaf-and-dumb servitors, the Omnipotent Azure Legion, who provide h
not only with all of his physical wants but with information gathered throughout t.2
Imperium. In impregnable Avanthdr, he sits upon the Petal Throne, a gloriousy
carved seat in the shape of a many-petalled flower from a gingle block of translicent
jade., To him are brought the best of the Empire’s produce, and to hie precinet:
also are brought the most beautiful and accomplished daughters of the nobility .ad
the clan-chiefs, There they may rernain with him at his pleasure until they give
birth, whereupon they are removed to the Temple of Avénthe in Béy 8¢, whare they
may live as they choose ag priestesses of one or ancther form of the Goddess,

The Chiidren of the Throne are brought up in Avanthér by the Crmnipotent Azur:
Legion, and upon the death of the Emperor they are broaght forth to compete in
many types of tests for the throne., Physical prowess, intellectual brilliance,
knowledge of arts and leiters, abilities as a gorcerer, musical talent-- all are
judged, and the candidates are taken to the Temple of Hnélla, the Supreme
Principle, in Béy 8% There ona is chosen by tha God, according to the ancient
ritual, and the rest are ceramonially gacrificed,

The Second Imperjum has now endured for 2, 354 years, impregnable to all
internal and external disruptive forces, Ewven during the War of 2, 020, when t.&
red-clad Mua'agalingi troops were within miles of attacking Avanthdr itself, t'e
custom of the Emperor, the Kélumel, was not broken, Only one Emperor, iz
"Heretic Emperor, " Hejjéka, saw the imperial seclusion dropped, but apon :is
death it was resumed by his brother and successor (he had no sons), Nghir 2du.
The present Seal Emperor is the 61st of the dynasty; his reign bas been p.acaful
and relatively calm (if ons overlocks his severe punizshment of the perpetmwiors of
an artificial famine in 2, 349 in order to profit therefroml

The government of the Empire can be characterised as a form of aut oriterian
bureaucracy, alwaye under the vigilant eyes of the Omnipotent Azure Legion. More
will be said about the divisions of Teolydni government latar. Suffice it to s.v here
that the power of the Kélumel is absclute and sternly applied, with the punisament
for almost any crime or peculation being simply death, immediate and wit'out great
delay! The society is divided into clans in three categoriess plebeian, £.illed,
and noble. Clan ruleg govern most social life; marriapge, birth, deat's and
funerals, trade, social intercourse, and so forth, Clan chiafs in each city or
village gather together and send representations to their councils in #we Palace of
the Realm, where most domestic imperial business is conducted. Tse Empire is
linked by a network of sxcellent raised highways, the S&kbe, whick sre in themselves
almost "great walls of China, ' gince they are broad, raised stone <horoughiares,
some 20 to 30 feet high and often 28 much as 70 feet in breadth, riudded with guard
towers and garrisons at get distances, and fortified even further at the borders,
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Since the War of 2, 020 there has not been an hing that could be termed
"war" involving the Empire -- the major reason being the network of Sdkbe r?uadn
which make it difficult for an invader to force his way into the Empire without
being contained in an easily surrounded cul-de-gac, Another reason is that all
of the four major Empires, Tsolyfnu, Mu'ugalavy4, Salarvy{, and Livyéru, all
have similar road systems of their own, Still another means of avoiding large
scale comnilict is the system of Hirildkie, the "little wars" of the arena of cham-
pions., Fatrone arrange for what might be termed a “gladiatorial show' between
champions of the Imperium and those of other lands, Almost every major city has
at least cne such arena, and safe passage s guaranteed for the champions of every
couniry to come and go to these circuses as they please. Battles are to the death,
and great sums are wagered and won and lost. Real military action is still con-
ducted, however, against the nomads of Milumanay{ to the north and agaiast various
forest and mountain tribes in the east and west both,

Teolydni dress consists of 2 light tunic of Firyd cloth (an indigenous fibre), and
2 kilt of the same material, plus sandals, and at times a headdress displa
rank, clan, etc, insignia. Priests wear longer kilts, starched and pleated, and
an over=-cloak dyed with t he colour of the God or Cohort they serve, Magicians
and scholars usually wear an over-robe of Gfdru, a silk-like substance secreted
from snails, again dyed with the colour of the God or Cohort they serve. An ela-
borate headdress of insignia completes the garb for priests, while sorcerers and
such wear a skallcap or sometimes a hood.

Warriors in the Empire fall into varicus categories, but the common garb is
a helmet, breastplate, and greaves of Chlén-hide, all dyed an aszure blue with the
herb Ksékkura, Since iron and steel are so scarce, the hide of the Chlén beast
is used for both weapons and armour: when fresh it can be subjected to varicus
secret processes known only to the tanners clan, whercupon it becomes extremely
pliable, At thie stage it can be molded to almost any shape, cut in the form of a
sword, etc. Ancther series of processes turus this substance into something which
ie harder than bronze (but softer than iron or, of course, steel). It is this which
is used for the majority of arms and armour in all parts of the world., Iron ans
steel iteme are available, indeed, but they are prohibitively expensive., Men £
higher rank may wear further armour; arm-guards, shoulder pleces which en
project fantastically in curious designs, backplatea, tasses, end armoured :kirts
of metal or Chlén-hide plates. Weapons include lances, spears, and axes, as well
as & number of types of straight and curved swozds, Maces, flails, mornng stars,
and other such accoutrements are also found, as are missile weapons: bowvs,
light and heavy crossbows, catapults, onagers, ballistae, and such-like., Shields
take a number of fanciful forms, from the tiny round buckler of the Islanizrs of Vrd
to the huge boedy-covering preferred by the inhabitants of Purdimédl. Tie armour
of Imperial officers is often more decoratlve than auseful, with towerin; helmet
crests of light Chlén-hide, decorations in precious gems and gold, ete.

- With no riding beasts available, all travel is done on foot -- or ¢n one of the
creaky, slow-mowving carts pulled by Chlén domesticated for the tas:, Much trade
ie conducted by the use of caravans of slave bearers, men trained io carry many,
many pounds of goods for 30 or 40 miles a day at a trot.

A word about lands bordering upon the Empire is necessary: to the west the
great Empire of Ma'ugalavyd stands as Tsolyina's great rival. The red-lacquered
troops of the Four Palaces of the Square in Ssa'dtis stand guar? upon their borders
facing the blue~clad Tsolydni legions on the summit of the oppousing Sikbe., Mu'uga-
lavyd 18 governed by clan-councils of "princes, " there being foar of thess, each
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termed a "palace. " The official chief God of Mu'ugalavy4d is some four-limbed
creaturs entitled Heésh, Yet the God worshipped by most of the people of Mu'uga-
lavyd is ancient Vimdhla, the Fire God. The country is run on similar lines to
those of Teolyfnu, with the exception of the lack of a central figurehead Emperor.

Salarvyd to the east and south is similarly well-organised. The hairy, heavily-
bearded Salarvydni worship the same Gods as do the Teolydni, but they tend to
favour gensrously-endowed Avénthe, the Female Principle and hold the other four
Gods in somewhat legs esteem. Salrvyd is governed by a king who sits in the
Hall of the Dome in Teatsaydgga -- barefaced and open, to the great scorn of the
Tsolydni! The King of Salarvyd is in const®nt danger, however, for if he becomes
ill or shows signe of weakening, the nobility has the right and duty to depose him
forthwith and appoint another from their ranks, Deposition in Salarvyd means
impalement upon & stake, to the greater glory of phallic worship of Avdnthe!
Salarvydni warriors favour the colour black, this being easily obtained from the
secretions of a type of crustacean along their seacoasts, They are great traders
and merchants, wandering far afleld in their search for wealth,

The fourth great Empire lies across the sea to the southwest of Tsolyfnu,
Livydnu, the land of soccery. The country is governed rigidly by the priests of
Caame'él, their chief God, who corresponds closely to Tsclydni Thimis, the
Leord of Wisdom, Livydni nobility owes a type of feudal sexvice to the priesthood,
with little of the ritualistic and formal clan structare of Teolydnu. The Livydni
favour bodily decoration of many intensely bright colours of paint, Both men and
women tattoo thelr faces with intricate tiny designs taken from their mythology,
and Livydni warriors similarly wear Chlén~hide armour covered with delicate
traceries of runes, magical designs, and armulets of wellbeing. Livydni women
tend to remain in seclusion, and when they do emerge, they go masked with
curious disguises representing beasts, demons, gods, and such, taken from their
complex mythology.

Other lands need perhaps less axplanation at this point. Sad Allaql is inhabited
by short, stocky men who are great mountaineers and desert trackers. Their
governmental system is somewhat fragmented, depending upon a kind of clan
loyalty to individual leaders. Milumanayd is primarily a desert and mountain land,
inhabited by tribss of nomads, Their form of government is seme simple kind of
popular democracy, with every individual in the tribe permitied into the making of
decisicns -- which is perhaps why the Milumanayidni never get much done. . .

Yén Kér to the far north is a hardy country of forthright, strong men (and even
stronger women -- gome Ydn Korydni clans are ruled by women!). Matrisrchy ia
the genaral rule in ¥Ydn Kér, with all property descending to the danghtar, rather
\ham to & son, Since Yén Kérydni clans are endogamous, marrying within the clan,
tiis does not often result in loss of property to the tribe - - but if a girl runs away
ard marries some non-member, it creates great turbulence, often resalting in
vivlience,

Am the nonhamans occupying various areas, the P& Chéi are perhaps the
bes\ iriends of mankind. The s@ and the Ssd still dwell in their ancestral holds,
waylaying and slaying all men they can., The only extensive nonhuman empire is
the land of the Shén to the south of Livydna. Occupied in their own curiouns rituals
and activities, the Shén have never been aggressive., Shén trading parties are
commin, however, and piracy on the high eeas is not unknown! Other nonhuman
enclaves will be described farther below, Suffice it to say that Tékumel is a world
of gresr variety, of great richness, and of great violence. It is now time to turn
to the development of a game based upon adventuring in Tékumel and allow others
besides myself to visit the Empire of the Petal Throne?
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300, CHARACTER TYPES.

Assuming that most people who will be reading this are already somewhat
familiar with "Dungeons and Dragons, " there is little need to elaborate upon the
organisation and materials needed for & campaign in Tékumel. Players can
choose between two "alignments" (good and evil], between being a male or a famale
character, between being a warrior, a priest, or a magician., and between baing
human or a pophuman creature. These are as follows:

310, ALIGNMENT.

For convenience' sake -~ and not to reflect reality by any means! -- all
characters are divided into two basic types: those serving the forces of Good,
and thoge serving Evil. There are no "neutrals” in Tékamel, although it is
possible to achieve a limited neutral statuas as one of the nonhurman races which
traditionally remains aloof from haman affairs.

""Good" characters may serve one of the Five Good Gods, or one of the Five
Good Cohorts, A good character does not consert with an evil one, although he
is not required to attack him unless he wishes to do so. Good characters may never
attack each other, nor.do they attack nonhostile neutrals, Similarly, evil charac-
tars may never attack each other within their own party -- although they are free to
attack good characters, neutral characters, and other evil characters not in their
group. [A group or party is here defined as a body of two or more players sharing
an adventure together. | Once 2 group has disbanded (e, g. at the end of an adven-
ture), evil characters may indeed state their intention to begin hostilitias with one
or more ex-members of the group at the start of the following adventure. - Note that
beings friendly to good characters are also hostile to evil characters; the converse
is not true, however: beinge and races inimical to man are NOT friendly to evil
characters, unless of the same species. Thus, for example, a Ssd is not friendly
towards an evil human sorcerer; he will be friendly towards another Sed, of course.

It is poasible to change alignments by going to a temple of one of the Gods [not
Cohorts) of the opposite alignment and sesking permission to change. This is
granted upon a roll of the percentile dice (dice showing | to 10 gral-te 20; & pair
of these can be read as a decimal number from +100). To achieve a change of
alignment, one must roll 60 or better. %

320. CHOICE OF SEX. :

Each player may chooge whether to be male or female. In Tsolydnu women are
generally treated as a subservient sex, but there is the freedom for a woman to
declare herself "Ariddni, " which roughly denotes “Independent. " She is then treated
officially as & man under the law, and she may become a warrior, etc. Female
priestly types may serve Avinthe or her Cohort, Dilihala (if good), or Dlamélish
or har cohort Hrihdyal (if evil). Female magic uasers ara common in tha Empire.

Sex distinctions for nonhuman beings can be safely ignored for game purpossss
thair various sexes and sexual roles are too complex to be gone into hare!

330. PROFESSION.

For playing purposes there are three "professions”; (a) warrior, (b} priest,
and (c) magic user., Details of these will be given below, Nonhuman beings in
general may declare their profession under these three categeries as well, It is
not permitted that players become animales, undead, or "monsters" in this game.
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340, NONHUMAN ALIGNMENT.

It is convenient to list "friendly, " "neutral, " and "hostile' nonhuman races
here., Their characteristics will be givan below,

Frisendly to Man Meutral Hostile to Men
Pé Choi Ahoggyd Hlutrgd
Pygmy Folk Hlika Hlyss

Swamp Folk Pdchi Lé&i Shunned Ones
Tinaliya Shén Sew

The alignment of nonintelligent creatures will be clear fxom their descriptions,
400, DETERMINATION OF CHARACTER,

Before deciding upon a "profeseion (Sec., 330}, one must discover one’s talents
and gldlls,

410, BASIC TALENTS,

These are one's genetically provided physical and intellectual capabilities,
Roll percentile dice for each of the following categoriee and note the name of the
characier and his results upon a sheest of paper.

411. Strength,

This denotes one's physical powers, ability to wisld a weapoa, bear burdens,
perform physical tasks, elc. Dice rolls are interpreted as follows:

1=-40 Weak [=] on hit dice; sea below for description of thege]
41=60 Average [no bonuses or panalties]

61-80 Strong [+1 on damage dica]

81-95 Powerful [+1 on hit dice AND +1 on damage dice)

96-100 Superb [+2 on both damage and hit dice]

412, Intelligence,
This is one's power to think, use rexson, deduce and induce, stc, Rolls are;

1=-20 Stupid [=] from both hit and damage dice (too damb to strike or
parry properlyl; inability to use "Eyes" (see below); cannot
use spells of more than Group I complexity (see balow)]

21-40 Dumb [-1 from damage dice; can use "Eyes, " but cannot use spells
of more than Group II complexity]

41-60 Average [no bonuses or penalties)

61-80 Smart [+] on damage dice; can use "Eyes" and spells casily]

81-95 Brilliant [+] on both hit and damage dice; 40 percent ability to
find gecret doors]

96-100 Genius [+2 on both hit and damage dice; 60 percent ability to fins
secret doors; 50 percent ability to detect traps]

413, Constitation,

Thisg is one's basic abllity to endure, to recover from wounds, to be restrred to
life by a priest or magic user after being killed, etc. Rolls arer

1=20 Weakling [-2 on hit dice; 30 percent chance of being revived; 40
percent chance that & recovery from wounds spell or "Eye" will
NOT work]

&1-40 Puny [-1 on hit dicey 40 percent chance of revival; 20 peicent
chance that a recovery from: wounds spell or "Eye" will not work]

41-60 Average [no bonuses or penalties)

61-80 Healthy [+1 on hit dice; &0 percent chance of revival; wound spells,
etc sure to work]
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81-95 Very Healthy [+1 on both hit and damage dice; 70 percent chance
of revival; woand spells, etc., sure to work]

Q-100 Robast [+2 on hit dice; +1 on damage dice: 90 percent chance of
revival, etc, ]

414, Psychic Ability,

Thie is cne's basic ability to employ magic, atiain communication with the Gods
and thelr cobhorts, etc, Folls are;

1-20 Non-peychic [unable to use spells or magic]
21-40 Barely Psychic [May use spells only up through Group II)
41-60 Average Paychic [no bonuses or penalties]

61-80 Somewhat FPeychic [+10 percent to chances of spells working; may
use all levels of spells and magic

81-95 Quite Paychic [+1& parcent to chancas of spella working |

96-100  Highly Paychie [+25 percent to chances of spella working]

415, Dexterity.

This is ona*s abllity to parry missilea, dodge blows, perform acrobatic acts
requiring agility, etc. Rolls are;

1-20 All Thambse [-1 on both hit and damage dice; 20 percent chance of
aspell or other weapon striking some OTHER wlctim than the
person or being aimed a.t]

21 -40 Clumsy [-—J cn damage dice; 10 percent chance of spell or other
weapon striking wrong wietim

41-860 Average [no bonuses or penalties

61-80 Clavar [-I-l on damage dice; sepells and magic weaponry always hits
chosen victim]

81-95 Dextercus [+l on both hit and damage dice]

96-100 Agile [+1 on hit dice; +2 on damage dice]

All of these scores are written down, with pluses cancelling out minuses in
the same category. Let us look at an imaginary example: "Character X%;

Strength: Rolled 98 = +2 hit dice +2 damage dice -~--
Intelligence: Rolled 53 = -~ - - s
Constitution; Rolled 37 = =1 - 40 percent chance of

revival, 20 percent
chance of spells and
Eyee of recovery not
working

Spells only through
Group 1T

20 percent chance of
spells hitting other
than intended victim

Character X is thus rather average, although he does have a +]1 on damage dice.
In view of his average intelligence and low paychic ability, he is suited best as a
fighting man, rather than a priest or magic user.

Paychic; Relled 26

=f =]

Dexterity: Bolled 14

420. ORIGINAL SKILLS.

Everyone has a2 background, including 2 number of skills acquired during child-
hood and adolescence. Although each player starts as a "blaok slate, "' realiam
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requires that he already possess some modicum of jne or more gkills, 28 would
have been the case in moadiaeval times. Omitting a great nost of less ‘ateresting
gkille and clan profegeions, thus, the following thrie grovups are lists of skills and
crafte which may be of use to characters during ti: game. [hey inclide a few
specialised skille which nre not profegsions" or crafis hut which will be of
importance for adventuring (e. g. swiraming and diving). The first qroup may be
termed "Plebaian” -- the skilla of ordinary eraftaraen ard avtisan’s the second
group is called "'Ekilled, " and includes crafts requiring greater glady and experience:
the third group, the "Moble™ gkills, includes talents requiring considerable study
and work., Acquisition of thie third group is usually rest:icted children of the
nobility, the priest-schoole, ete,

For game purposes, the acquieliion of skills ig done 28 follovu: & pair of
percentile dice are rolled, and resulis are interpreted a) follows;

1-35 Choose one skill from Group I

36-60 Choose one Group I akill and one from Croup II

61-B0 Choose one 3kill frura each of the three Groups

81-90 Choose 2 skills from Groups [ and II, plus one from Group I
91-95 Choose 3 froma Group ), and 2 from Groupe I and 1

96..-100 GChoose 4 from Group I wnd 3 from each of the other Group:

GROUP I: FLEBEIAN GROUP Il: SKILLED GROUP 1il; YOBLE
baker animal-trainer alchemist

barber bird-trainer artist-icalptor
bootmaker fletcher assas:in-spy-tracker
bricklayer hunter astrc omer-navigator
butcher jeweller-goldsmit bota ast [pl.l:nt rqnugnitiun]
carpenter mountaineer engitesr-architect
carpst-maker sailor ge«ogist [mineral recognitio
coolk scribe Ir crpreter [any language
dyer ship-bullder to Teolydni]
farmer smith-armourer jaathematician

fisherman swimmer-diver cuasiclan

glass-blower phyeician

grocer poet

mason

merchant

paper-ink-maker

perfumer

potter

rope and net maker

sail makerx

tailor

tamnner

wWeaver

wine maker

As players progress from one Expeclsnce Level [cf. below] to another, they
may add skills from these three groups ilsos

Level II + one from Group 1

Level I + one from Croup II

Lewvel IV + one from Group I

Level V + one from Group I a1d + one irom Group II
Level VI + one from Croup III

Lewvel VII + one from Groap I1

Lewvel VIII + one from any Group
Level IX up + any skill he requires
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Skilla may also be "learned" in the game itself: a Groop I skill costs 1, 000
gold Kditare (paid to the clan-chisf of the profession), plus two game months of
time to learn it. A Group II skill costs 5,000 K., plus four months of game time,
A payment of 10,000 K, ples & months is required for a Group III skill, Players
must first find the clan-chief at the Palace of the Realm in a major city (60 percent
chance for Group I, 40 percent chance for Group II, and 20 percent chance for Group
11I}. The clan-chief will provide a "teacher” at a rate of 200 K, per month for Group
I, 500 K, per month for Group II, and 1, 000 K. per month for Group LII. The
teacher then will accompany the player 28 an employee (cf, below). The willingness
of the clan-chief to help a player learn a skill depends also upon the Nonplayer
Character Reaction Table (cf. below).

430, SPECIFIC PROFESSIONAL SKILLS,

After having noted down one’s original skills, & player must now go on to
determine specific professional akille for the role he has chosen: warrior, prieat,
or magic user., These skills differ for the three professions; roll percentile dice
to determine which and how many of the following skilla the character has; rolls
are interproted as follows:

1-20 Choose any 2 skills from first 3 in one's profession
21-50 Choose 3 out of first 4
51-80 Choose 4 out of first 5
81-95 Choose 5 out of first &
96-100 Choose 5 ouat of first 7

WARRIORS PRIESTS MAGIC USERS
spearman knows 2 modern langaages control of self
mace /flail user knowe £ ancient languages {llusionist
axeman can produce light clairaudience
swordsman detect evil/good clairvoyance
elinger cure light wounds telekinesis
bola-user ESP astrologer
crossbowman telepathy medium
bowman protection from ;vﬂfgurud natare control
broadsword and dagger  control person contrel person
sapper caure serious wounds necromancer
caiapult-artillaryman TAMOVe curse control Underworld creatn #8
strategist revivify the Grey Hand

Progression to a higher Experience Level permits the player to add one skill ‘a
his profession, with the least advanced skille mandatorily being chosen first. T'is.
upon attaining the gsecond Level, » priest must chooge whichever of the top thres
powers he had originally omitted (assurning his roll was oaly 17 to begin with).

431, Warrior Skills.

The skille used by fighting men are fairly seli-evident., If a player had £haken
only 17, he could choose to know the use of the spear, the mace or flail, o the axe
and could employ two of these, Let us say that he chooses the mace and t.2 spear,
Upcn attaining 2nd Level, he must add the use of the battleaxe., Only upc: reaching
3rd Level could he use a sword,

A sapper is familiar with the techniques of mining, the constructi.n and use of
battering rams and belfroi towers, etc. A catapult expert can build wnd use cnagers,
ballistae, mangonels, and trebuchets, A strategist is in effect a geseral; he can
plan and develop campaigns, organise expeditions, marshal troops, etc.




432, Priestly Skills,
These are asg followe:

Know Z modern languages: choice of Salarvydni, Mu'ugalavydni, Livydni,
Ydn Korydni, Sad Allaqiydni, Milumanaydni, or Pechdni. A know-
ledge of modern Teolydni is assumed. All of these are descended
from Engevanydli, the language of the Engsvan hla Gdnga Empire, and
are as gimilar to cne another as French is to Spanish. Languages of
other haman nations may be learned (cf, the learning of "Noble"
gkills in Sec, 420 abowe).

Know 2 ancient languages; choice of Llyéni, Eng]?:nyili; Classical Tsolydni,

. the tongue of the Priests of Ksdrul, the archaic Salarvydni of the
Bednédllja Dynasty, Mih&lli, and poesibly others. These are important
for the reading of scrolls and ancient books, maps, etc. Nonhuman

. languages cannot normally be learned by men since their phonologies
and grammara are too alien,

Production of light: this spell produces a soft radiance 3 inches [one inch
= 10 yarde]. It lasts for 10 turne and can only be used once a day.

Detect evil/good: thiz warns the user of opposite alignments inherent in
objects and adjoining rooms, It does not specify the type of danger.

Cure light wounds: this restores 1-6 peints of hit dice damage (roll a 6
sided die) to any being. It iz usable only once a day.

ESP; the user can detect the thoughts of living beings (though not undead
or soulless automatons) in adjoining rooms. It can be used 2 times
a day. :

Telepathy: this makes communication poesible with another character and
for that character to reply, though no other can hear this. It works
over a distance of 24 inches and can be used 3 times a day,

FProtection from ﬂﬂ;"znodr thia creatae & circle of proteaction (one inech)
around the oeer. It cannot be penstrated by undead; it adds +1 to
all saving throws and takes away -2 pointe from damage dice of
an attacker. It lastz b turne and can be usad once a day,

= Cure serious wounds: restores 2 dice of lost hit points., Usable once afay.

Control person: 1-6 persons (including intelligent nonhumansg) can be
brought under the control of the aser for & turns,

Remove curse; takeg away curses from objects, changes alignmentsof
sewords and other magical weapons, restores magically ¢ cs beings
to their proper forme, and returne beings driven mad by mag ¢ or
varioas Underworld creatures to sanity, Usable once a day.

Reavivify, d-l?-lhdiﬁg upon character's constitution (cf, abowe}, this re atoras
lifs to slain beinge (one per spell). A being so revivified c.mnot
engage in further fighting for one week., It muost be used vihin one
week of the being's death; otherwise he cannot be brough back to life,
Usable once & day,

433. Skills for Magic Users.
These arer

Control of self; the user can control his own bedy: e¢.g. acld his breath
indefinitely, stop his heartbeat, hold some object ti htly with an iroen
grip for an indefinite period, enter into & trance, Fave total memory

. recall, etc. He cannot perform actions not possille for ths body (e. g.
extend his arms 20 feet). Usable repeatedly.

INlusion: limited illusions can be created which have . 60 percent chance of

i being believed by nonintelligent creatures and r 40 percent chance of
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being believed by intelligent races. Damage taken from an illasion
which is baliaved is treated as actual damage., The illasion is
limited to the user only: i.e. he cannot create the illusion that hig
whola party is inwvigible, although he can indeed create this illusion
about himeelf. Usable once a day; daration: 6 turns,
Clairandienca: the user can hear what is happening in adjoining reom or
gpaca, Distancesy 2 inches, Duration; 2 turns. Usable 3 times a day
Clairvoyance: this picks up a picture of an adjoining room or space, Dis- :
tancesy 2 inchesa, Duratien: 2 turne, Usable 3 tirmes a day. -
Telekinesis: the aser can move objects throagh the air or water (but not
throagh solid walls, etc.). Weight of the object and distance depend
apon the user's Level; a lst level user can move an cunce about 10
feet; a 3rd level perason can move 3 ocunces 20 feat; a 5th level person
can move 9 ounces 40 feet, etc. OUbjects so transported can be moved
rapidly enough to stun (but not kill) an unarmoured man or being,
Edged weapons or missiles cannct be transported by this spell
Asptrology:r this is not really "magie'' at all but ralher a means of discover-
ing the character, motives and intentions of a being, through the

positions and influences of the sun, the four planets, and the two moons

of Tékumel, Such a horoscope takes cne full turn to make, and the
user must have proper instruments (an astrclabe) and reference books
(ephemerides, a table of houses, etc, ) wity him, Such a horcacope is
infallible., It also predicts short distances into the fntare (one turn:

70 percent accuracy, 2 turns: 50 perceat; 3 turns: 30 percent, ste.).

Medium; the user can spezk to the dead, to opivits, and to absent living
beings to gain information and guidance, Upable 3 times a day.
Matare control: the actions of 1-12 animale or plants can be controlled for
6 turns. Nonhuman races, the creatures of the Underworld, and the

undead are excluded, Usable once a day,

Pergon control; cf. Sec. 432. Usable once a day.

Necromancy: the undead can be controlled for & turns. Affects 1-12
undead. Usable once a day, Also posuvible to create a sort of
mombie from & dead baing for 6 turns: will obgy orders of ite
creator literzlly ard completely.

Monster control: this permits control of 1-6 creatures of the Underworld
(excluding humans, noshaman intelligent races, and undead) for &
turnas. Ussable once a day.

The Gray Hand: this is the power of instant daath, no saving throw being
possible. The user must touch the vigticz: or his arms or armour
(taking the risk of a dying blow). It reduces ite victim to a heap of
greyishk dust. Revivification of a person 02 slain is possible, bat
10 percent is subtracted from his constitu'ional possibility of revival.
Uezable once a day.

434, Regensration of Spells and Likelihood of Their Working,

Ags gesn above, most prisstly and magical spellls arc usable only once a day,
altbough some are indeed repeatedly possible. If a party is forced to spend a night
in the Underworld, all such limited spells are regencrated by the following morning
[approximately 6:00 A, M. )

For both priests and magic users there is another possibility to be considered:
assuming that one has "average' ability in psychic maitors (cf, Sec. 414), there is
a chance of spella NOT working. This, too, depends upon the level attained.  Thua:

Level It 60 percent chance that spells will NOT work
Lewvel Lz 50 percent chance that spells will not work
Level 1Ll 40 percent chance that spells will not work

Level IV 30 percent chance that spells will not work
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Level Vi 20 parcent chance that spells will not work
Level VIx 15 percent chance that apells will not work
Level VI 10 percent chance that spells will not work
Laval VIII; 5 percent chance that spells will not work

Level 9 and up 0 percent chance that spells will not work

An stated above, being "Semehwat Paychic" adds 10 percent to the chance of
a spell workingy Dbeing "Quite Psychic” adda 15 percent, and being "Highly Psychic'

. adds 25 percent, Thus, although an "Average" character has only a 40 percent

chance that his spzll will work while he iz a lst Level magic aser or priest, if he
were "Quite Psychic, " his chances would be 40 + 15 = 55 percent. Every time a
spell is cast, thorefore, the user must roll percentile dice to determine whether

or not his spell works, taking account of the bonuses listed here, Thus, to take
another example, let us suppose that a 5th Level Priest wishes to produce a circle
of light: he is somewhat psychic and thus has a +10 [actor, There is already only

a Z0 percent ckance that his spell will not work (or, conversely, an 80 percent chance
that it WILL), and this plus his 10 percent gives him a 90 percent chance of success,
Any percentile dice nuomber from 1 to 89, therefore, permits his gpell to take
effect, A roll of 90 or above would mean failure, and his spell would be gons for
that day!

Spelle ake effect, if successfnl, in the combat round in which they are cast.
Thuaa, if a magic usar or priest has tha bast reaction time (ses balow) and casts a
successfui spell of "Control Person' upon an enemy magician, his spell takea
effact, and his opponent hag no chance to act.

44C, EXPERIENCE POINTS AND LEVELS OF EXPERIENCE.,

Players rise in Level by acquiring "experience points. " Increases in lavel
give added powers, more "hit dice” (see below), and other benefits, Experience
pointr are obtained by (a) acquiring treasure (gold ~- or other items which can be
sold lor gold Kditars), or (b) by elaying hostile beinga. Thus:

Cue experience point is granted for each gold Kditar obtained, Experience points
for elaying hostile beings are given strictly on the basis of their hit dice (see below):
for every hit die the being can take, 50 pointe are given. Hence, the slaying of an
H1i*fr, an B-dice creatare, gives 400 points, & 10th level Hlfss lord gives 500
points, etc, When calculating experience points all + and - pips are ignored:; thus
a 4+3 dice creature is worth jast 4 dice: 200 points.

Beings slain by "Eyes, " ancient technological devices of which more will be said
below, are worth less to the player, since the "Eye" did all the real work of killing
the being. Half credit is given for all such victories: e.g. an B-dice creature is
worth only 200 points, if slain by an Eye. Round fractions upwards, however, so
that 3 5-dice creature is worth 3 hit dice = 150 points, if finished off by an Eye.

An enemy incapacitated (paralysed, etc.) by one player and then slain by some
other player gives NO credit to either playexr! DNo player may normally slay 2 being
incapacitated by another player, although such a situation might occasiopally arise
and be allowed by the referse: e.g. a magic user manages to "ireese' a creature
with an Eye, but is then paralysed by the creature’s sting himself as it lakes its
dying blow, If no means of releasing the magic nser from paralysis is found, then
another player may indeed slay the creature -- with neither player getting any
experience point credit, Otherwise, experience points for elaying hostile beings
go to the ACTUAL KILLER, in spite of others who may have participated in the
victory,

Players caanoct share unequally in treasure acquired on an expedition in order
to raise one of their number to some higher level, Thuas, all treasure is shared

evenly among player characters in the party (nonplayer characters asually being

aid off, or accepting some previously agreed on sum or percentage). No player
Eharactar may Eta more than ONE LE?EL par adventura.
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441. Ex perience Point Bornuses.

Any warrior with a strength-roll of 81-95 adds 5 percent to his acquired
@xperience points. Any warrior with a roll of 96100 adds 10 percent, Any priest
with an intelligence-roll of 81-95 adds 5 percent, and any priest with an intelligence
roll of 96-100 adde 10 percent, Similarly, any magic user with a paychic ability of
8l-95 adds 5 percent, and any magic user with a psychic ability roll of 96-100 adds
10 percent, Jee Secs. 411, 412, 2nd 414, Moreover, ANY character with a conati-
tution of 96-1G0 adds an automatic 5 percent to his experience pointa.

442, Reduced Experience Foints.

After experience points have been allotted for an adventure, they will be reduced
for players at advanced levels, since it should be proportionately more difficult for
advanced-level players to obtain experience points than for more valnerable lower
level characters., Thus, experience points are granted in full for gold and siain

enemies only for characters at Levels I-1II. The following table indicates the proper
percentages:

Level I -III 100 percent
Level IV-¥ 50 percent
Level VI-VII Z5 percent
Level VII-IX 10 percent
savel X and up 5 percent

4<. Levels of Experiance.

After having obtained his character, the player chooses to act as a warrior,
a priest, o: 2 magir; user, as said above, Once one has made this choice, no
shifting from one 'profession’ to another is possible (e. g. a priest cannot decide
to change over to a warrior). Each player character then begins at the lowest
level of his "prolzgsion’ and rises to higher levels on the basis of acquired experisnce
peints. Levels 221 amounts of experience points needed to attain them are:

LEVEL TSOLVYANI NAME TRANSLATION EXPERIENCE PCINTS

| Changarésha Soldier 1-2, 000

Fighting II Kurathin. Heavy Infantry 2,001-4,000

Men Il Kdsi Captain 4,001-8, 000

IV Molkér Cummander 8,00L-16, 000
v Dritldn Le¢gien Commander 16, 00132, 000
Vil Kérda Gimeral 32, 001 -64, 000
VII Hehéllu Count 64, 001-120, 000
Vil Pachd Lord 120, 001-240, 000
IX  Mringu Creat Noble 240,001 -onwards
I Kengyél Aecolyte 1-2, 000

Priesta I Ehérto Priest 2,001-4, 000
I Su'dmel Temple Priest 4,001-E, 000
IV Nidshte Temple Cornmandant 8,001-16,000
Y Quadnchun Tigh Priest &, 001-32, 000
¥i Hragdsh V'relate 32, 001-64, 000
VII Mriyén Hishop 64, 001-120, 000
VIII Teaémel Cardinal 120, 001-240, 000

X Tiritlén Huly Adept 240, 001 -cowards
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LEVEL TSOLYANI NAME TRANSLATION EXPERIENCE POINTS

I Shdtun Magician 1-2, 000

Magie II Nyélme Nusionist 2,001-4,000

Users IiI Rusald Seer 4, 001-8, 000

: IV Bflagh Warleck 8, 001 =16, 000
v Durdn Enchanter 16, 001-32, 000
Vi Chdgun Sorcerer 32, 001-064, 000
VIIL Tselindl Wizard 64, 001-120, 000
VIII Hnéshta Necromancer 120,001-240, 000
IX Badrdgu Master Magician 240, 001 -onwards

It is poskible to progress beyond the 9th Level of any of these. A 9th level
warrior, priest, or magic user who obtains 242, 000 experience points becomes a
10th level character (adding the hit dice for a lst level character to hie total); upon
attaining 244, 000 points, he becomes an 1ith level character, ete. In each case
llua aimplyi adds the hit dice and other benefits of each succeeding level to hie 9th

evel total.

500, HIT DICE, COMBAT, AND DAMAGE DICE,

Hit dice are 2 means of determining how much wound damage a player charac-
ter can take before he is slain, Combat is done by rolling to determine whether the
attacker has hit the defender, and, if so, the attacker rolls ‘damage dice' to deter-
mﬁi how many "hit dice" points are to be subtracted from the defender's available
o

510, Hit Dice.

The amount of damage one can take iz determined partially by profession and
partially by Level of Experience (cf. abova). Warriors naturally have more hit
dice available than do priests and magic users. As each player enters the game,
he shakee one G-sided die to determine his available hit dice points. As he reaches
each succeeding level of experience, he shakes the indicated number of 6-sided dice
to deter mine his new total., Whenever he is wounded, he subtracts the number shown
by his opponent*s damage dice from his hit points until he is either at zero (incapa-
citated; cannot fight and must be carried, though still alive), or antil the damage
excaeds his hit dice total, in which case he is dead. Hit dice points lost in this
fashion are regained through rest (one day = one hit dice point), or throagh the ap.li-
cation of a cure wounds spell, or through an Eye of Healing. Hit dice for the var.us
Levels of the three professions are:

LEYEL WARRIOR, PRIEST MAGIC USEER
1 1+l 1 |
I 2 1+3 1+2
111 3 2+1 2
Iv d+1 3+3 3
v 5+l 4+1 3+3
VI b+2 5 4
Vil T+1 [ 5
VIII 8+2 T 6+l
X 43 B+1 T+1
= | iz T g+l 8+1

Ap stated above, additional higher levels can be found by simply sdding the hit
dice for the lower level achieved to the total dice for Level X, Thue, a2 14th Level
warricr will have £+1 + 10+4 = 1445, eatc,
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"Nu chara:ter may ever have LESS hit points at 2 higher level than he did at a
lower one. Tiae, if a warrior shook two 5°s and ted 10 hit points at Level 1I, and
then cu attainirp the 3rd Level shook three dice bii obtained only a total of 7, he must
add 3 paints to bring his total up to his previous .0. He most thus always equal his
previou: hit poivts total, thougk he may not be licky enough to exceed it,

Banle hit dite for nonhumans (as well as for other creatures encountered) are
shown i« the list: of the creatures of Tékume! \ree below), When such a being is

encountsred, the raferee will skoke the indicatcd number of hit dice for battls
purposes

Intell:gent nonaumans may &ino be found - various Levels. They may be met in
their own t.oritorics, encounterec in outdeo: adventures or in the Underworld, or
perhaps a payer may wish to begin 28 a norhuman and rise in Experience Levels
accordingly. Hit dice and damage di=e for nonhamans depend upon their basic
potentiale a: ~ompared with those of hamankind, Men have a basic hit die potential
of one; nonhanans having a basic po:ential of two dice are thus twice as powerful
and rise in Leval accordingly. Nonhumans may begin as warriors, priests, or
magic asers (ci wvarious racial characteristics below) and serve the Gods or their
Cohorts ae mec ‘o, Monhumans iniriical to men ars not necessarily friendly to
other inimical ra-es, to the creaturas of the Underworld, etc.

Hit dice for nrnhumans are as fvllows; ignore all plue points in considering
basic hit dice. Tiwg, a +3 basic iz nimply droppsd, and a 143 creature goes up as
men do (cf, table ix Sec. 510 above). Creature s which f[ollow the same hit dice
system as men do ary; Pichi L&i, FJ Chdi, Swamrp Fall Pyzmy Folk, and Tinaliya,

Bagic Z-dice creaures are: Hldika, Hlutryd, Hifss, Shunned Ones, and the
Ssd. They follow the tahle below:

LEVEL WARMIOR PRIEST MAGIC USER

1 2 2+] 2=1

I1 3 247 2+2

I 4 3 3-1

IV 541 a2 3+3

v b+] L 4+1

Vi T+1 & 5

Vil A+43 T+1 &

Vi % | ] T

IX 1043 941 8+1 [ete. in increments

of 4+3 pointa]

Basic 3-dice creatures inclade the Shdn and the Ahoggyd. Their Levels are:
LEVEL WARRIOR PRIEST MAGIC USER

1 3 3-1 Z+4

11 4 342 3+l

11 5+1 4 3+4

v 6+3 5 4+ 1

v T+3 6+1 5¢1

Vi B+3 7 &

Vi 9+3 8+1 T+l

Vil 10+1 9 8

X 11+1 10 9 [etc. in increments

of +4 points]
§20. Combat,

For purposes of combat it is convenient to divide all targets (opponents) into
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"armour classes." These are based upon the type of armour, shield, ete. used by
humans, For nonhumans, animals, etc. these are convenient approximations hased
upon estimated defensive strengths, a powerful creature being given 2 higher armour
class (and hence more hit dice, etc. ) than a weaker one. There are bwo combat
tables: one for men versus cther beings, and one for other beings versus men.

TABLE I: MEN ATTACKING

ARMOUR 20=-S8IDED DI1E SCORE NEEDED TO HIT BY LEVEL
* CLASS: DESCRIPTION 1-3 46 7=9 10-12 13 and up
1 Plate armouar
i end shield of 19 16 13 10 T
il:vr:m.,."r steal
2 Flate armoonr
end shielf of i8 15 12 g9 b
Chlén-hide
2 Flats armour 17 i4 11 B 5
4 Chainmail and
ahiald i6 13 10 T 4
5 Chainmail 15 12 g [+ 3
Leather armour
and ghield 14 ) 11 2 5 4
7 Leather armour 13 10 7 4 1
8 Shield only 12 9 & 3 1
9 No armour or
shiald 11 8 5 2 1

TABLE II: NONHUMANS AND ANIMALS, ETC. ATTACKING
ARMOUR £0-S[DED DIE SCORE NEEDED TO HIT BY BEING'S HIT DICE LEVEL

CLASS; ] or less 141 2-3 4-56-7 8-9 10-11 12 and up
1 i8 17 16 is 14 13 12 i1
2 17 16 15 14 13 12 11 10
3 16 15 14 13y 12 11 10 9
4 15 14 13 12 11 10 9 8
5 14 13 12 11 10 9 8 [
[ 13 12 11 10 9 8 T 6
7 12 11 10 9 8 T & 5
8 11 10 9 SRR | b 5 4
9 i0 9 8 T 6 5 4 S

Thus, for a human warrior to hit a being of Armoer Class 3 (the human being,
let us say, of Experience Level 5 himself), the player must shake a 14 or abowve.
If this human is garbed in Chlén-hide plate mail and shield (Armour Class Z), the
creature then needs to shake a score based upon its hit dice: e.g. ifit is a Biridld
with hit dice of 4+1, ignoring the +!, and consulting the above table, one fnde that
the creature needs 13 or above to hit an Armoar Class 3 baing.

All three i::n:hntmn (warriors, priests, and magic asers) employ the above
tables, Priests and magic users are restricted both in the weapons they may employ

and the armour they may use (cf, below).
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Missile firs is similarly based upon these tables, For medium range, use
the tables as given above. For long range go UP one level, it belng more difficalt
to hit a target. For close range, go DOWN one level, Thue, a first level warrior
firing a bow at a 4th armour class creatnre at medium range requires 16 to hit,
At long range he needs 17, while at cloze range he neads only 15,

530, Dumage Dice,

It is assumed that any blow which "hits" {cf. preceding Section) does some
‘damage. The amount of such damage depands partially upon the character®’s
Experience Level. Thi: represents increases in his prowess and combat ability,
If a character hits, he does the following number of 6-sided dice of damage
* according to his level;

ATTACKER NUMBEBER OF HIT DICE DEFENDER CAN TAKE;,

LEVEL; 1 j#l 2:3 4-5 6.7 8-9 10-11  12andup
I 1 ] 1 1 1 1 1 1
11 - ML 1 1 i 1 1 1
Il 1 -1 1 i 1 1 1 | |
Iv PO | 1 1 1 1 i i
v 2 2 1 1 1 1 1 1
Vi 3 2 2 1 1 1 1 1
Vi 3 3 2 2 1 1 1 1
VIl 4 3 3 2 2 1 1 1
X 4 4 3 3 2z Z 1 1

. X up 5 4 4 3 3 2 2 1

Thus, a 9th Leval warrior who hits a 1st Level opponent (i, e, an cpponent
with one hit die) do.s FOUR 6-sided dice of damage -- almost certainly killing
him! This becom¢s important, of couree, in melee conditions where one advanced-
level peraon fightr more than one low-level opponent. Fighting three Kurghf (one
die creatures), = 7th Level warrior rolls four dice, If he scores a total of 18 or
better, he kills {iem all, since their total hit dice cannot exceed 18, A d4th Level
fighter does only £ dice damage against these creatares, and the referee then must
roll to determir: the amount of hit dice the three Kurghd could take: lst us say a
6 and a 4 and a &, totalling 12, If the fighter then got a total of 10 on his two dice,
he would kill vie two weakest Kurghd and leave the strongest one with only 2 points
of hit dice,

If & playsr hits with a 20-gided die scoze of 20 {(cf. Sec, 520 above), he does
DOUBLE hi. dice damage. A 4th Level fighter will then do FOUR dice damage
against ors-die creatures,

Pric'ts and magic asers do less damage dice injory than do warriors. If the
attacker 8 a priest, move the deamage dice level UP one horizontal line: e.g., a
3rd Lev:l Priest has the same damage as a 2nd Level fighting man. Magic users

« are on’y permirted the use of one or more daggers; they may use no other ordinary
weapras. If a magic user hits with his dagger, move his damage dice UP two
horj-ontal lineg: e.g. a 9th Level magic user does the same hit dice damage as a

« Tth Level fighter,

Demage dice for animale, creatures of the Underworld, and other beings not
role to progress in Experience Levels (i. 6. all except men and the intelligent
aonhuman races) are calculated from the same table: consider the being®s hit
dice its "Level" {ignore any plus or minus points): thus a 7-dice creature is the
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same as a Tth Level human, Cross reference this with the hit dice of the being
ander attack, Thus, a 7-dice being does 3 6-sided dice of damage on a first Levzl
being, one on a éth Level being, etc. For these purpcses, treat any hit dice over
ten ap simply 10th Level,

. Intelligent nonbuman races with one (plus or minus) hit die are treated as men
according to the above table, Two-dice creaturas {ef, Sec. 510) are atarted at
Level II on the above table, and 3-dice beinge start at Level III,

540, Morale,

Unless specifically mentioned in the list of descriptions of beings (cf. below),
a "morale check" must be made whenever the number of remaining fighters in a
melee falls below a certain percentage of their total number. This applies to all
nonplayer charecters (including troops hired by playere), although it does not per-
tain to player charactars themselves -- a player can stand fast all alone against
any odds, if he chooses to do so. Beings failing to obtain & certain number on
their morale check dice must attempt to flee. If pursued, they may make ancther
morale check and, depending upon its results, stand and fight or flee again,

Morale dice are again based upon the being's hit dice, The following table
indicates the percentage of remaining fighters at which a morale check must be
made, followed by a division of beings according to their hit dice and the number
required on two b-gsided dice needed to remain and fight.

PERCENTAGE SCORE NEEDED TO FIGHT ACCORDING TO HIT DICE LEVEL:

REMAINING: 1 141 2-3 - 4-5 6-7 8-9 10-11 12 and up
30 8 [4 6 5 4 3 2 1
25 9 8 7 b 5 4 3 2
29 10 9 8 [ & 5 4 3
10 11° 10 9 8 7 b 5 4
5 12 11 10 9 a 7 4 5

Thus, a gr of 18t Level warriors would check morale when their number had
been reduced to 30 percent of its original number, If they made their morale check
throw (8 on 2 6-sided dice), they would check morale again when their number had
been reduced to 25 percent of their original total, again at 20 percent, etc,

Many beings are naver required to check morale, of course, and this iz noted
in the list of deecriptions of beings below,

350, Furthsr on Combat.

Players are required to establish a clear "battle order" and submit it to tha
referee. In order to determine which fighter suffers hits, the battle order will
have a numbear givan to sach fighter (exclading those out of range, surrounded by
firendly troops, etc.), and the referos will roll a die or dice to determins by random
selection which fighter is hit, Once a being is slain, its number is removed fram
the order so that apponents may not hit the dead being over again,

Combat in confined spaces requires special comment: passages in the Under-
world are approximately ten feet wide, allowing three men to fight at one time,
In larger spaces, as well, three feat per fighter are required, unleas the being is
larger or smaller than & man (referec's decieion).

Moves in battle are fast and farioas: there are ten "combat rounds” to the
normal "move" A fighter always gets & chance to strike on any combat round in
which he ia invelved, Thus, ever if he is slaip on that round, he has a chance to
take a "dyiag blow' ag he dies,
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Obviously, it will become necessary ocecasionally to split up larger groups of
men and baings for combat purposes: e.g. tem player characters and a hundred
hired troops encoantor 300 bandits! To roll hit dice, este. for each man would take
far too long. Nooplayer charactaers may thus be groaped into sets of five or ten or
even larger, if desived, and "fought' ag one man. If, for example, such troops
are divided into tenz, the referee rolls ten b-gided dice and totals the score, One
of the players then rolle ten dice for ten nomplayer hired troops and totals that
gecore, Only one "hit" throw is made for each group. If a miee is scored, then 2ll
ten men are assuried to have raniesed or done no significant damage, If a hit is
made, however, : single 6-sided die is thrown, and its score is rultiplied by ten
(the number of troope). This amount is subtracted from the hit dice total as a whole,
When either sids has loot all of its hit points, the entire group is considered slain,
The victors thau divide their original number of hit points by ten (the number of
troops in the 2:t) and compare this with their remaining hit points. For cach tenth
of the original total remalning, it is assumed that ons man is left alive, Round
fractions upw.rde. E, g, if the original hit points total was 40 for ten men, then
4 points rem .ining after such a melee indiceles that one man is left alive; if
5 pbinte remrain, then two men are loft, one with four points and one man with jast
one, etc,

Cutdo¢rs warfare on a large scale may ma.kn the use of other wargames rule-
books necessary. Such rules as "Chainmail{by Gary Gygax abd Jeff Perren,
Guidono Ganes, 1972), the WRGC Ancient Rules, the Ancient Period Rules developed
by Tony Beth, eic. may be used, and it is also feasible to use a "board" wargams
such as Smulation Publications' "Armageddon" or "Phalanx" with some modifica-
tions, For very large campaigne, "Warplan 5/5" (Hirstle Graphic Services,
Canterbury, Keit, England) is suggested. No rules will be given here for large
ecale wirfare, ‘herefore.

5640, The Hirildkte" Arenas.

Viarfare pir 2e is not very common on Tékumel, although large raids are
mouried into th: mountains of Milurnanay€ and other ramote areas. The last
greal war was .t'mlhl: in the year 2,020 A 5. betwesn the Taolydni and the Ma'ugs -
lavydani and resulted in almost a drlw, The reason for thie is the excellent system
of Sdkbe rrade built throughout the four largest Empires. Each of these roadas is
in iteelf o "Great Wall of China, " ranning handreds of miles, intersecting with
other Sdlrre, and studded with watchtowers and garrisons. Under the authoritarian
rule of tte Kélumel (the Seal Emperor), peasants and villagers may not travel

a area bounded by the nearast Sdkbe without special reasons, This iz

reinfor-od by clan and caste restrictions, Merchants may travel the Sdkbe freely,
but evrn they 1re witched and quartered in special areas of their destination cities.
Occarionally ‘vhole peasant populations are moved from one reglon to another in
orde. to golv: some economic problem or to separate dissidents.

Open wirfare bas thue been replaced by a system of "champion warfare, "
'qimlﬁ t2 the i;hdiatmul games of ancieat Rome. At designated citles throogh-
out the » Empires, championes come to do battle and win [nr lose) great sume of
money, gliry, and even thelr lives, The Imperium itself aupports its champions,
ar.d noble patroas put op treasure and train their own champions. Opponents come
from bord:ring lands to take up these challenges and win what they can for the glory
of their hemelands,

In o'der to participate in a Hirilikte battle, one muast have a sponsor (cf. the
mission amployment table below). Citizens of the Empire (6th Level or above) may
train a4l sponsor their own fighters. Opponents are evenly matched {a 4th level
warricr will b: matched with another 4th level man), Priests and magic users
cannc. enter ticse combats, Mophumans may enter, if they are warriors; and will
be mitched syainst a nonhuman of their own species and Level., Qccasionally a

nonhiman ma'’ be matched against a human baving the same number of hit dice.
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The amount of treasure to be wagered upon a given Hirildkte match is deter -

mined by the fighter's Level and percentile dice., For each Level the fighter has,
multiply the sum of two percentile dice by the following nurmbers:

LEVEL MULTIF LIER

50
100
9 and ap 200

Players may also wager thelr own fortunee upon these matches, Odds are
determined by the number of Hirildkts matches previously won by the fighter:
even for two inexperienced fighters, 2 to | for winning one match, 3 to 1 for winning
two matches, etc. There is a 50 percent chance that a nonplayer champion may
alao have won previous matches; if zo, roll a b-zided die to determine the number
he has wen, Odds may thus favour him, rather than the player character.

Hirildkte battles mmay be fought using the combat rules given above, or they may
be fﬂ-ﬂght on the bagis of "Rules for Wargames: Gladiatorial Combat" (by Trev
Halsall and Phil Hamer (Leicester Micro Models, Bristel, England). All battles
ara to the death (or to zero hit dice exactly, at which time the loser ia carried off
the field). All of hie arms and armour goes to the victer. The body may also be
claimed by the wvictor -- and then ransomed off to the loser's friends for cash
{percentile dice times 10), if the latter wish to try to revivify the loser.
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600, STARTING THE GAME,

Once a player has established his character {(and see below for further spella
poasibly for priests and magic users), the game can begin,

For convenience® sake, it is assumed that all pilayer characiers arrive ina
small boat at the great Tsolydni port city of Jakdlla, It is assumed also that every=-
one speaks understandable, though non-native, Tsolydni and can read the modern
language. [for a possible knowledge of other languages, see Secs. 420 and 432, ]

Each player will have with him & small sum of money. The Tsolydni them-
selves do not use money much, employing instsad a system of cross-clan obliga-~
tions and favours), but foreigners will need coin’ The unit of carrency is the
Imporial gold Editar (approx. 3 grammes a upois). This is divided into 20
silver Hligh, 2nd each Hldsh is divided into 20 copper Qirgdl. Coins of other
nations differ. of course, but will be ignored for game purpozes.

The amount of money possessed by each player is determined by percentile
dice: one's roll determines the number of gold Kditars one has when arriving in
Jak£lla, If a 00 is rolled, treat this as 100 K. ~- and 2& a2 bonue then roll again
and =add the pew figure to 100, Players may also attempt to sell their small boat
for a sum up to 150 K, Note that the Tsolydni are ferocious bargainers, howewver.

All travellars and castawaye 2re housed in special quarters in the foreigners’
area of the city at a coat of 10 K. per parsen per day. [The food iz abominable -~
stomach complaints and diarrhea ars commaon. | Strangers are not permitted to
enter Jakdlla proper, since most peoples of this world are guite xenopheobic. It is
advisable for beginning players to remain within the foreigners' quarter until con-
tacted by some nonplayer Teolydni character, who will provide them with a mission,
of which more will be said below.
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Players who do attempt to enter Jakdlla at this stage run the risk of naking
errors in speaking Teolydni or in the intricate rules of Imperial etiquet’2. Each
turn & 6-gided die must be rolled, and a roll of 6 indicates that some s:ch act has
been committed, Reactions of the Teolydni will be dete rmined by the :cnplayer
character reaction table {cf, below), and punishments may range from derision and
langhter to a guick trip to the impalement stake. Duels are common, but most
Imperiale of highor rank will not bother with a low-level foreigner bit simply
<all the city guards. Crimes within the Empire are almost invarizby punished by
death, and prisons are reserved for those who may be neaded later 5y the Empire,
ar whoee crimes merit more unpleasant punizhmente before they a » allowed to dia.

Upon reaching the third Level of Experience, a player characirs may travel
freely within the Empire. Upon attaining éth Level, he is granted lmperial
citisenship: he may act as a Tsolydni and "recruit! pew Players Jor &/ventures
or expeditions from the foreigners' area; he may sponsor champions in the
Hirilékte arenag; he may hold rank in the Imperial government (uilitiry or
civil], etc. Nonhumans, however, ara granted Imperial citizenship orly rarely
(roll percentile dice for a 6th level nonhuman character: a roll of 80 ur above
indicates that he is granted citizenship),

Players will usually move up through the ranks of Toeolydni society, If they
have the funde for ship passage or are of sufficient status to travel orerland, they
may choose to travel to some other country. Knowledge of the languige of that
nation is necessary, and a nonplayer character from that country is useful as i
companion, since all foreign lands are not as friendly to strangers a. the Tsolydni.

610. Equipment,

Within the foreigners’ quarter itself there are shops and markets where tne
may purchase accoutrements necessary for life in the Empire. The only "inis"
or "taverns' are the hostels set up by the Imperial government for stranger..
Most Tsolydni prefer to do any drinking of alechol {or chewing of Honequ we:d,
which is more jollifying and lees addictive) in the privacy of their own clar
houss, or occasionally in the public room of the winemakers' clan. Note that
although iron and steel arms and armour may be available at armourer®s thops
within the foreigners® quarter, no magical weapons or devices may be found there.
Sach weapons may be zvailable a2t the Temple of Karakdn, the War God, although
poseibilities are not very large (it is easier to acquire one's own weapess in the
Underworld, etc,). Magical items and "Eyes’ are to be found at the Temples of
Thirnis, Lord of Wisdom, although the Priests are guite missrly about them.
There is thus a 10 percent chance of any magical weapon or an avail.ble magical
device or "Eye, " and prices will be prohibitive.

Ordinavy equipment is to be found at the following prices:

ltemy Costy Items Cost-,
sword (Chlén-hide 10 K, plate armour (Chlén=-lide) 50 K.
dagger - 5 K, leather " (Vrirgflv-hide) MK,
scimitar ™ ® 9 K. chainmail (Chlén-h'de) 40 K,
battleaxe " " 10 K. helmet (Chlén-hide) 13 K,
flail - ” TK., shield {Chlén=hidr.} 10 K,
morning star * " TE. rope (50 faet) K,
mace el TK. pole (10 feet lorg) I K,
spear > " 5 K. 20 Chlén<hide ypikes and mallet 4K,
pike o " {10 ft. long) 8 K, gmall sack (1500 K, capacity) 1 K.
halberd ™ ™ {8 ft, long T K, large sack (LOQO0 K, capacity) 3 K.
poleax " ® a8 K, backpack (L000 K, capacicy) 1 K.
two-banded aword " " 15K, waterakin LK
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Item; Cost: Item: Cost;
javealin k. I .4 10 resin torches 2 K.
longbow 30 K, lantern 5K,
compoeite bow 50 K. Ozek of oil 1K,
light croasbow 20 K. flint, steel, and tinder 3K,
heavy crossbow 30K, COmpass 50 K,
quiver with 30 quarrels 20K, charting paper, pens, ink K,
quiver with 20 arrows 20 K, heavy outdoor boots 15 K,
fresh garmeants: tunic, kilt, mallet and 5 wooden stakas 2K,
and sandals 0K, tedral buds (bunch) 1K,
werm cloak 15 K, Ngdle wine (bottle) 1 K.
sling 3K, rations for Underworld; 1 person
leaden pellets for sling (20) 1K, one waeak 10K,
bela 2 K, rations for outdoorsa (1 person
Chléa beast to pull cart 100 K, one week) 15 K,
srmall cart 60 K, ballista T0 K,
lazge cart 120 K, onager or mangonel 200 K,
amall boat 150 K, trebuchet {whecled) 300K,
small merchant ship 6,000 K.
large merchant ship 30, 000 K,

small warship (bireme) 15, 000 K,
large warshlp (trireme) 40,000 XK,

The costs of other items will be adjudicated by the referse as needed,
620. Encumberances,

Epcumberance is the weight which a person can carry. Weights for various
items are given below, expresssd in Kditars (ons gold Kditay = apprex, 3 grammes
avoirdupois),

Encumberance: Weight in Kfitars
Man (150 lbs. ) 22, 700
Man (180 lbs. ) 27,240
Man (200 Ibs. ) 30, 300
Load in Kditare equivalent to light foot
movement {12") [an 13, 000

Load in K. equivalent to heavy foot mwt. 17, 300
Load in K. equivalent to armoured foot

movement (6") 26, 000
Leather armour 4,324
Chainmail armouar (iron or ateel) 8, 680
Plate armour (iron or stesl) 13, 000
Chainmail armour (Chlén-hida) &, 500
Plate armoar (Chlén-hida) 9, 750
Helmet (iron or stael) BE5
Helmeat {Chlén<hide) 650
Shield (irom or steel) 20630
Shield {Chlén-hide) 2,000

Poleax, halberd, pike, two-handed sword 2,600
{iron or steel)

Poleaxe, etc. (Chlén-hida) 2,000
Morning star, flail, battleaxe (iron or

steel) 1, 750
Morning star, etc. (Chlén-hide) 1,300
Sword (iron or steel) GO0

Sword (Chlén-hide) &75



Encumberance: Weight in Kditars
Dagger (iron or steel) 350
Dagger (Chlén-hide) 250
Migcellanecus equipment (ropes, poles,
spikes, atc.) 1, 500
Coin {(one, whether gold, copper, or
silver) 1
Wineskin 500
Gem 1
Fiece of jawellery 350

A Chlén-pulled cart (small} can hold about the weight of ten heavy men:
303,000 K. A large cart, pulled by two or more Chlén can earry the weight of
30 men:. 909, 000 K.

Intelligent nonhaman races cArry encumberances roughly proportionate to their
differences in kit dice from mankind:; a one-die creatare carries about the same
(slightly weakar or slightly stronger beings will be adjusted accordingly); a two-dice
creature will carry approximately double a human's load, and a three-dice baing
will carxy three times what a man can carry.

As stated eabove, Prieste can wear any sort of armour, but they may not usa
any edged weapon [inclading misaile weapons}. They may uee any non-edged
item: a mace, & flail, a club, etc, Magic asers; on the other hand, may wear
MNO armour at 2ll, and they are limiied to a dagger (no maces, flails, etc., and
certalnly no other edged or missile weapoas). This makes it possible for Prieste
and magic users to carry somewhat heavier loads than mailed warriors, Most
megical weapons (the "Eyes" being the commonest) weigh only an cance or two
each and hence add little to the magic user's burden, Miscellaneous magical
iteme are of different sizes and weighta, to be det ermined by the referee.

700, MNON-PLAYER CHARACTERS.

Non-player characters {acted by the referee) will be met frequently in a varisty
of r8lesr as casual encounters, as employers, as fellow adventurers, etc., and
non-player characters may also be hired or purchased as slaves,

Imperial slave markets usually contain those miserable persone who have some-
how logt face with their clans, debtors and indigents, minor criminmls (who have
received unusual leniency from some whimsical judge}, miscellaneous foreigners,
and a few nonhumane. Prices for slaves vary a good deal from city to city, but the
following is a rough guide:

Untrained labour: torchbesxars, burden-bearers, etc. 150 K,
Plebeian occupations (Sec. 420, Group I) 2, 000 K,
Skilled occupations (Sec. 420, Group II) 5, 000 E.
Noble occapations (Sec. 420, Group III) 10, 000 K,
Overseer, major domo for estate 8. 000 K.
Trainable man-at-arms (lst Level warrior) 4,000 E,
Servant boy or girl 100 K.
Trained dancing girl, courtesan, stc. 20, 000 K.
Nonhaman (friendly racee) 10, 000 E.

The purchase or hire of unskilled torchbeaeers is of prime importance for
Underworld adventares, since someone must shed light in the inky blackness of the
undergroand passages. Each group of five pergons requires one torch, and if nc
torchbearer is there to carry it, the referes may be forced to peaalise tha party by
having them fight at half-strength in darkness -- or having some player charactes
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drop out of a melss to carry a torch go his fellows can ses. Such slaves will accom-
pany the party but cannot fight (unless one specifically purchases a warrior), Thay
will remain with the party without trying to flee (zince the penalty for an escaped
slave is anmentionable in civilised company). However, if the party is forced to

fieze or loses its morale, there is a 40,percent chance that slaves will try to ran
away. On & roll of 60 percent or better on percentile dice the party manages to

stop themn , setting them back to their tasks again,

. Priests and magic users are not normally found as slaves, There io only 2 §
parcent chance that one of theee professicne will be encountored even in the biggeet
slave marketls, since priests are asually bought by the temple of the God or Cohwort

- thoy serve, and magic users are purchased by colleagues in their clan or guild.

710. HIRING OF NON-FLAYER CHARACTERS.

Hen-playar characters may be employed, rather than bought as slaves, Tle
usual method is to seek personnel at the great employment marts provided by the
imperial offices, the Four Palaces of the Empire. These four government burezue
will be found in most large cities, They are:

(a} The Palace of the Realm: here all domestic affairs, taxss, worlks.
justice and the police, the economy, labour, etc., are handled by =
maze of imperial bureaucrats. All manner of craftamen come to
this depariment to seak employment.

(b} The Palace of Ever-glorious War: here the military affaire of the
Empire are governed, garrisons appeinted, iroeps recruited to the
Seal's Legions, baggage, equipment, and accoutremente providad by
suppliers, and expeditions arranged,
(e) The Palace of the Priesthood of the Godss here priests and magiciane
mey be found, This department rules the organisation of the templae,
‘ collects taxes and tithes from temple lands, organises religious
festivals and sacrifices, etc, It is divided into two sccticns; that
of the Priests of the Five Good Gods and their Cohorte, and that of
. the servants of the Five Evil Gods and their Cohorts,

(d} The Palace of Foreign Lande: here come representatives of foreigr
nations;, ambasgadors and merchants and mercenariee, eote. Trade
with outside pations is dealt with here, as well as shipping, relodons
with the nonhuman races, and other matters of dinlomacy,

Availability of craftsmen for employment is sometimes a problem. The percantile
g}ct DIEII li::lrnll-&d. to determine whether desired craftemen are foand at any Frlaze
the Rea

TYPE OF NUMBER AVAILABLE AND THROW NEEDED;
CRAFTSMAN o 1 2=6 T-20

Plebeian 1-30 31-00 61-90 91-100

Skillad 1-50 51-90 91-100 B

Hoble 1-70 71-95 96=100 gl i

Warriors are foand at any Palace of Ever~glorious War according their
« professional speclalties (cf. Sec, 430 and 431).

TYPE CF NUMBER AVAILABLE AND THROW NEEDED:
FIGHTER 0 1 2=b 7-12 13-20 21-59
Spearman,

mace/flail user, 1-30 31-50 51-70 Ti-85 86-95 96-100
EXETTAan

Swordaman 1-40 41.60 61-80 81-95 96 -100 -
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TYPE OF FIGHTER NUMBER AVAILABLE AND THROW NEEDED,
0 1 2-6 7.i2 13-20 2150

=

Elinger, bola-user l=50 51-T0 Ti=B5 B6-95 26100 s

Croasbawman,

PR TR 1-60 61-80 81-95 96-100 —— i

Brogdaword and

dagger-man, sapper 1-70 71-85 86-95 96-100

8¢ ategists ore never found for hire.

Priests and magic asers may be found for hire at tke Pelace ©f the Pricsthood of
the Gods. Both may be checked by the same tabler

LEVEL OF PRIEST NUMBER AVAILABLE AND THRQOW NEEDED:
OR MAGIC USER: 0... 1 E:fr_ 1=12 (never morae than 12}
Level I 160 61-80 81-95 96-100
Level IL 1-70 71-90 91-100 ---
Level 101 1-80 : BL=95 95100 ==

- Level IV 1290 9)=l00 ===  ss=
Level V 1«95 96=100 = S

If a Prieet or magic user is found, it is necessary 1o roll at orce for his
gact (i. e. the God or Cohort he serveeg), and then for his apelle, atc. MNote that

charactarse aligned with good cannot employ a priest or magic user alignned with
evil and wice-veraa.

Foreign mercenaries and occasionpally nonhumans (mostly irfencly, but ocoarion-
&lly neutral) may be employed at the Palace of Foreign Lands, Roll as above for
warriors, if mercenaries are being checked. For nophumans, usa the following:

ROLL NUMEER AND TYPE OF NONHUMAN FOUND
1-40 none

41-50 1-b P& Chéi

£1-560 1-6 Py Folk

61-70 1-6 Tinaliya

T1-80 1-4 Swamp Folk

Bl1-85 1-3 Péchi Léi

86-90 1-3 Shén

91-35 1-3 Ahoggyd

S6~100 -2 Hidka

Tll. Salaries of Non-player Characters.

Salaries for non-player characters are listed in the following tasle, Upon
obtaining such an emp ¢, the player should roll for bis szlary and note it down.
Each month {(game month) he must be sure to pay his employees their wages, or they
may either defect or revolt and attempt to slay him.

TYPE OF EMPLOYEE;s MONTHLY SALARY IN RAITAES
Plebeizan craftsman amount shown by percentile dice
Skilled craftsman percentile dice times two

Noble crafisman percentile dice times five



TIPE OF EMPLOYEE;

Spearman, mace/flail user,
ax{iman

Swordsman
Slinger, bola-user
Crogsbowman, archer

Broedsword and dagger-rman,
SZpper

let Level Priest or magic
user

Zad Level Priest or magic
user

3rd Level Prlest or magic
aaer

4th Level Frieet or magic
user

5th Level Priest or magic
user

Fé Choi, Pygmy Folk,
Tinaliya, Swamp Folk

Péchi L&i, Shén
Ahoggyd, Hidks

MONTHLY SALARY IN KAITARS,

amount shown by percentile dice

percentile dice times two
percentile dice times three
percentile dice times four

percentile dice times five
Fercentile dice amount
percentile dice timee three
percantile dice times five
percentile dice times peven
percentile dice times tan

percentile dice times fsar

percentile dice tim:s six
percentile dice timr:a eight

Foreign mercenaries will serve for the amounts stown for warriors above,
Eut with & bonus of 50 Kditare per man, or an agresd upon share of nny treasare
found,

7¢0. NCN-PLAYER CHARACTER REACTIONS,

Whenever a player character comes into contact with & non-player character
sl some reaction is required of the latter, it can be determined rondomly from the
following table. This may apply to animale, creatures of the Undesworld, ncnhumans,
eic., as wall, providing that they are not avotmatically Lostile to mien,

ROLL: REACTION:

0-10 Violent hostility: attacks, takes unibrage, offers a duel, etc.

11-20 Hostile, though not vioclent, Deceptive; zppears friendly bat
plana treachery,

21-30 Mildly hostile, unhappy about request, diesatisfied

31-60 Meutral to offer, wants more informa ion, furthar termas

61-70 Agrees to offer

Ti-=-90 Enthusiastic agresment

91--100 Very enthusiastic agreement, offers cid, will be loyal to the dsath?

This table is also to be used to check the loyalty of non-player characters hired
by players, Tha acore is noted by the referee who then uass it to determine further
actions of these characters. Good treatment, generous pay, gifts, ete, will alter
the loyalty score positively (+5 to 1ﬂi‘alt1,r roll par adventurs, or par genevous act).
Foor treatment, lack of pay, deception, or too great a danger will lower a loyalty
gcore by =5 parcent par occurrance. :



- 30 -
800, ENCOUNTERS,

Under this heading come various sorts of meetinge between player characters
and non-player characters, nonhumans, beings of the Underworld, atc,

810, INITIAL ENCOUNTERS IN JAKALLA.

While players are still dwelling in the foreignere’ compound in Jakdlla, they
may be visited by various Teolydni eeeking their sarvices. This form of employ-
ment ig often advantageous since such "employers" may ofier help, money, further
personnel, stc, By undertaking such tasks, players form coatacte within the
Empire and begin to establish a place for themeelves.

Each day a b-aided dis is rolled: a gcore of 5 or 6 indicates that an encounter
takes place. [ such z meeting doea occur, roll percentile dice to determine whe

has come to vigit the foreigners’ compound, and then roll again (below) to determine
hie miggion,

ROLL: IDENTITY OF VISITOR[S}:

0-10 Evil Priest/Priestess: 70 percent chance male; + 1-12 guards
11-20 General or ponior officer (+ 2-24 ecldiexs)

21-30 Merchant (L-12, plus 2-24 guards)

31-40 Mayician (roll for Level, pluas 1-& guarda of Levele above 2Znd)
41-50 Good Pricst/Priestess (70 percent chance male); + 1-12 guarzds
51-60 Nobleman /-woman (60 percent chance male); +2-24 guards)
61-70 Monhaoman }rull 1=12 for race; l~12 in oumber)

T1-80 Foreigner / spy for other pation (alone}

81-90 Scholar (alone)

91-100 Imperial Agent, member of Omnipotent Azure Legion, etc,

(+ Z-24 guards)

The mission or employment offered by these vigitors is given on the following
Table:

ROLL: NATURE OF MISSION:

0=10 Join trading party (destipation from random diresction table)
11-20 Go upon a quest

Z1-30 Help in quarrel, assasginate enemy, fight f{or someone in duel, etc,
51-40 Join visitor's army or bodyguard

il =50 Join a raiding party to outlying area of Empire (random)
51-60 Join expedition to Underworld

6]1-T0 Becomae the visitor's champion in Hirildkte arena

71-80 Vigit vigitor*s home (purpose decided by referes)

81-90 Join sea voyage on military or trading ghip

91-100 Join hunting expedition (random, or decided by referee)

NMaturally, this requires the refares's utmost help and logic: a merchant or a
scholar, for example, would hardly have a part in organising raiding parties. In
sach cases roll again! A priest or magiclan, however, might wish to crganise =2
raid in order to capture a rival®s castle, find o certain piece of magical equipment,
atc, It is up to the referee to construct the scenmaric and up to the players to £t
themselves in oo best they can. Players may, of course, refuse any offer that
does not suit their interests,

Terms of employment of player-characters in this fashion may be settled by
logic (e. g. the priest gets the item he seeks, while the players get the rest of any
treasure found), or they can be determined by the players making an offer, with the
prospective employer®s reaction being checked on the Reaction Table above.
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420, ENCOUNTERS OUTDOORS.

Each hexagon of the two large world mape is egqual to 133, 333 kilomet
82.8533 miles (this is due to the use of an I:Eperla:lunit of munuramentai;r:;::
the mape whick does not correspond to any easy English equivalent). Each large
tn‘rrsd.n map is thus 4, 533, 33 by 8, 133, 33 kilometers, or 2, 817, 0133 by 5,054, 0533
miles. These large maps display various kinds of terrains clear (actually farms,
fields, copses, villages, local roads, etc,), forest-jungle, swamps, palmetto-like
jungle swamps, mangrove-like swampe, mountains, high mountain crage and peaks,
deep water, and shallow water tidal flats, These are all indicated by conventional
cartegraphic symbols. Roads are also marked on 211 manner of terrain except
peaks and water., These are the Sikbe highways; smaller roade on other types of
terrain are not marked.

If players wieh to explore any given hexagon, it will be necessary for the
referee to draw up 2 further map. This will be dons on the basis of some system
_like that of "Warplan 5/5" mentioned abowve. It would be poseible, of courase, to
‘use the Avalon Hill game "Outdoor Sarvival, ' bat while this would indeed be good

for deserted areas, it wonld not serve for the inhabited lands of the Empire,

821, The Move Outdoors,
Moves on the large terrain maps are as followsy

Sdkbe roads Z days per hex (2 tarns)

Claar 3 days per hex (3 turns)

Forest-jungle 4 days per hex (4 tarns)

Desert 3 days per hex (3 tarns)

Swamps 4 days per hex (4 turns)

Falmetto jungle 3 days per hex (3 turns)

Mangrove swamps 5 daye per hex (5 turns)

Mountains 3 days per hex (3 turns)

Mountain peaks 5 days per hex (5 turns)

Cpen water 1-2 days per hex (1-2 turns; cf below)
Shallow water 1-2 days per hex (1-2 turns, with danger of

going aground)

Each turn requires the rolling of a 6-sided die to determine whether any
encounter occurs. Encounter possibilities vary with the terrain,

82Z. Encounters on the Sdikbe Roads,

The great network of Imperial highways, the Sdkbe, bave been mentione: before.
These are actually huge stone walls, many feet thick, crenellated at their tups, with
various levels for different kinds of traffic. The highest of these levels is about 10 feet
wide and is reserved for Imperial officials and messengers. The next lowvest lavel
ie for troops and the nobility (about 20 feet wide)., The third and lowest level is 30
feet wide and is used by merchants, travellers, etc, of lower station, There are
regular way-stationa, with resthouses, guard towers, garrisons, etc. In the 2, 000
years that the Imperium has been building these roade, there has beer much oppor-
tunity to increase their defznsive potential, and now an invading army woald simply
find itself in a large cul-de~sac surrounded by these high walled roaus. Similar
networks run through Salarvyd, Mu'ugalavyd, and Livydnu, Smalle: nations have
ordinary brick, stone, or packed-earth roads.

Percentile dice are rolled for encounters on the S£khe, if an sncounter is indi-
cated by the b-gided die. A roll of 5 or 6 on this latter denoteg an encounter. Most
Sdkbe encounters will be harmless for the traveller, but there is a chance that beings
met thereon will want to help or hinder the travellers® party eomehow (cf. Sec. T20).
Rolls are interpreted as follows:
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ROLL: TYPE OF ENCOUNTER.:

1-10 Priests: roll 1-12 for numbar, and 1-10 for God or Cohort served.
11-30 Workgang of peasants or artisans (1-100)

il=-40 Troop of soldiera (10-1, 000}

41 -45 Caffle of slaves (1-100; 50 percent chance they are for sale)
46-48 Group of prisonere (1-20; guoarded by 1-100 acldiers)

49-50 Imperial messenger

E1=55 Tax-collector (+ 1-100 troope, 2-24 clerks and officials)

Eh=T2 Caravan of merchants (2-24}

73-75 Troop of 1-6 Courtesans with their entourage (21-24 guards)
76-80 Non-player adventurers (1-20; roll for Levels: 3rd through 10th)
8l1-85 Nonhumane (friendly or neuatral, 1-10; roll 1-8 for race)

86-90 Imperial official with entourage (1-100 guards, etc.)

91-95 Lord/lady (60 percent chance male), with 1-100 guards

36 -98 Magician (+ 1-0 colleagues); roll for Level: 3rd through 9th
99.-100 Member of the Omnipotent Azare Legion, the Emperor's deaf-

mute saanuches who travel constantly throughout the Empire
on Imperial missions.

823. Encounters in other Types of Land Terrain.

Once off the Sdkbe roads, a party has the possibility of various types of encoun-
ters. There is also a chance that the group may become lost (there is no such possi-
bility on the Sdkbe). If an encounter does occur, there iz then the hope that the party
may be able to evade the creature|[s] encountered.

Lost; depending upon the rolls for various terrain types given below, a party
may become lost, If the group becomes lost on the LAST move in a given hex (note
that most hexes take at least two moves to pass through), then the next move must be
made in the direction indicated by a random direction table: rell an 8-sided die (or
two b-gided dice disregarding numbers from 9-12):

North = 1
Northwest = 8 Northaast = 2
West = 7 East = 3
Southwest = & Southeast = 4
South = 5

1f the party is lost on some non-final move within a hex, it muet remain in the
hex for one more move segment (i, . goes around and around within the same 88
mile hexagon). This may be repeated as long as the die indicates the party is lost.

Surprise; when an encounter does occur, a roll of | or 2 on a 6-sided die shows
that the party has been surprised: the being encountered gete to act first, Similarly,
if the party obtains a 1 or 2, then the encountered being is itself surprised. 7{ hoth
parties surprise each other, or if neither party surprises the other, then both parties
roll a b-sided die. The higher score gets to act first ("reaction-time"). In case of
a tie, both parties roll again. Under normal circumstances, parties of beings sight
each other at distances of 30-240 yards (10 yarde = one inch). Beings which have

surprised the party are sighted at from 10 to 30 yards, and any being within 10 yards
can attack on the next move-segment: i.e. at once,

Evasgion: this depends upon the type of terrain and the size of the party. The
only evasion possible on the Sfkbe roads is to turn and flee ~- with a 50 percent posai-
bility that the oppoeing party will then pursue. Evasion possibilities are:
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TYPE OF TERRAIN: PERCENTILE DICE CHANCES OF EVASION:

NUMBER IN Forest-
PARTY: Clear: Jungle Deserts Mountains:y Swamp: All Others

1-3 a0 50 40 50 &0 T0

4-9 20 40 30 40 &0 60

10-24 10 30 20 30 40 50

: 25and ap 5 20 10 20 10 40

Add +10 percent to the above figures if the encounter takes place at night.

Evasion at sea will be described below.

§24. Encounter Tables,
The following table indicates the possibility of an encounter off the Sikbe roads
and also the chances of being lost, A b-sided die is rolled.

TYPE OF TERRAIN:
Forest-
Clears Jungle: Desert: Mountains: Swamp: All Other;

Lost: | 1-2 1-2 1-2 1-3 1-3
Encounter: b 5=k 5-6 5-b -6 4-6

Mote that Al Othar" includes Palmetto Jungle, Mangrove Swamps, and
Mountain Peaks, Water encounters are described further on.

If an encounter is indicated, the following table deacribes the type of beings met.
Roll an 8-sided die, or two 4-sided dice.

TYFPE OF TERRAIN:

DIE Forast-

ROLL:

=L Cleas: Jungle: Desart: Moantaing:; Swamp: All Other;
1 men men men men men men
2 flyex flyer flyer flyer flyer flyer
3 animal animal animal animal animal animal
4 nonh, nonh. neonh. nonh. nonh, nonh,
5 rnen animal animal animal swimm. swimm.
6 men animal nonh. animal swimm. eswimm.
7 animal men men nonh, anin.al swihmim,
8 Sérudla Sérudla Séruadla Sérudla noni. nonh.
|"nonh. "' = "nophuman intelligent race." "swimm. " = "swimn.ing or water

animal, "] Since both mountain peaks and such watery les ain as mangrove swamps
are included ander "All Other, " it may be necessary -0 se-oll for an encoanter in
the former, if the original roll isa 5, &, or 7,

The following table indicates the types of men encountered (l.e. if a result
of "men'' ie obtained on the precading table}:
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TYPE OF TERRAIN:

DiE Foreat-
ROLL: Clear: Jungle: Degert: Mountains: Swamp: All Other;
1 soldiers soldiers goldiers soldiers soldiers .u oldie ra_
F bandits bandits bandits bandite pirates bandits /pirates
3 E-P- g-P- nomads bandits pirates pirates/bandits
4 echolar adwven. &, lord e. lord e, lord e. lora
5 e.p. . p. B, P. 2. p. . p. &, P
b e. lord e. lord g- loxd g, lord g lord g. lord
7 merch,. merch. merch., merch. merch, adven.
g adven, adven, nomade  adven, adven, aomads
=] slaver g. lord glaver g P. E. P. E.P.
10 g. lerd glaver g- P- slaver pirates  adven.
11 g. . E.m. g. m, g. m. £. M. g. m,
12 ¢, m. &, I, &, i, e, m. &, m, &. m,

J ["z.p. " -"’in-ﬂ-?r pr'iult"; "adven. " = "band of adventurers'; "e. lord" =
evil lord"; "e.p." = "evil priest'y :'g. lord" = "good lord'y "merch." = "party
of merchante”; "g.m." = "good magician': "e,.m." = "evil magician. "]

The fol'owing table is used to determine the nature of encounters with flyers.
nonhamans, animals, and swimming creatures.

EC.-LELLI: FLYERS: NONHUMANS: ANIMALS; SWIMMERS:
1 Kol Sad Chnél Sré
2 Sadon’u Pdchi Léi Dnélu Ghir
3 ¥ringéla Shén Tsi*nl Qdgtia
4 Gerednyd Hlutrgd Chlén Chashkéri
5 Khéshchal Swamp Folk Zrné Mu'dgh
b Vorodld Tinaliya Sérudla Haqél
7  EKdyl Hlyss Mndr Nenyéla
8 Teqégmu Ahoggyd Dzér Krud
¥ Giriku Fé Chai Eényu Ngrdtha
10 Lxf Pygmy Folk Hyahyd'u Akhd
11  Chélokh Hlika Feshénga Tletldkha
12 Dlfkolel Shunned Ones Eurukd Tsdgga

All of theae beings are detailed in the following Seclicns.

825, Descriptions of Men Encountered.

(1) Soldiers: mnumber; 10-1,000 (percentile dice times ten). 95 percent chance
:hat they are troops of the country in which they are encountered. In jungle or moun-
tainous country within two hexes of a national border there is 2 60-40 percent chance
of thair being troops of the country in which they are met. 70 percent of their number
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will be ordinary footmen (Changaddésha), and 30 percent will be 2nd Level Heavy
Infantry (Kurathdni], Ewvery 50 will have one Captain (K&si, 3rd Level), and every
500 will have one Commander (Molkdr, 4th Level). There is a 15 percent chance
that still higher Level officers are accompanying ANY party: if indicated, roll a
0-sided die to determine their rank (Molkdr through Mringa, Levels 4 through 9),
Then roll a 6-sided die again to determine the number of these officers. There is
a possibility that officers of 4ti Level or above will have some supernormal weapon
and/or armour; cf, below, %“here is also a 50 percent chance that troops will be
transporting treasure: Type A for parties of 50 or less, Type C for parties of
50-100, and Type E for parties over 100. Attacking troops of the Empire is, of
course, an act which will bz avenged by lmperial forces!” Troops of other lands
within the Empire can be rttacked, if met.

(2) Bandits/Piratee: Bandits are found in land areas, while pirates are met
with on waters . othecrwise there is no difference in their composition, Naomber:
6-600 (percentile dice iimes six), Ewvery 50 will have a 6th Level fighter; every
100 will have one Bth i.evel fighting man. Every 200 will have one magic user
(roll 1-9 for rank, apl then determine his spells). A magic user above Level 3
has a 50 percent cha'.ce of having 1-6 "Eyes'" and a 25 percent chance of having
some item cof misce'lanecus magical equipment (cf., below), There is a 30 percent
chance of finding sorme Evil Priest in a band of 100 or more bandits or pirates (roll
1-10 for the deily 1e serves, then roll for his spells and magical accoutrements as
described for magic users). In clear terrain there is a 20 percent chance that the
bandits are encountered in their lair, and if so they will have Type D treasure,

In moze difficul. terrain (swamps, mountaing, ete )| there is a 30 percent chance of
finding the bancits' (or pirates') lair. Bandits or pirates met with oatside their lair
wil! have Typs B treasure. See below for the possibilities of possessing supernormal
weapons and/or armour,

(3) Geod or Evil Priest: Number: 1-6. A priest may be accompanied by 1-12
followers. There is a 30 percent chance of 50 percent of these being fighting men
of Levely 4-9. There is a 50 percent chance that a priest of Level 3 or above will
have 1-6 "Eyes’ and a 25 percent chance of his having one miscellanecus magical
itern. “herae is a 30 parcent chance that he may have Type C treasure with him.
Roll as indicated above to determine the priest's spells, the pozsibility and type of
weapon: and armour possessed by his fighting men, etc. If an Evil Priast is indi-
cated, roll 1-10 to determine the deity he serves, and similarly for a Good Prisst
roll 1-10 for his deity,

(4) Nomads: Number: 1-100. As for bandits, except that there is a 50 percent
cheice that 50 percent of themn are bowmen, Ewery 50 will have one 6th Level fighter.
Taere will be no priests or magic users with & nomad party. Nomads always attack
rnd never check morale. In mountainous, swampy, etc. terrain there is a 30 percent
chance of finding them in their lair, In desert terrain there is only a 20 percent
chance of this. LI encountered outside their lair. they will have at most 10 K, per
man, while in their lair they have Type C treasure.

(5) Schelar; Number: 1-3. Roll for his Level (1-9) since he will be a Priest
of some God or Cohort (rell 1-20 to determine which one), If he is Level 4 or above,
there is a 40 percent chance of his having i -6 "Eyes, " and & 20 percent chance of
some one migcellaneous magical item. There is a 10 percent chance of his having
a scroll of spells, and a 5 percent chance of his having a book of magical nature.

(6) Adventurers; Number: 1-20. Roll a 6-sided die to determine their align-
ment (50 percent chance of being good or evil). There is a 30 percent chance of
20 percent of any party of adventarers being magic usere (if so, roll for their Levels,
spells, etc. as shown under (3) above). Roll for the Levels of fighting men in the
party, and check again for supernormal weaponry or armour. There is a 30 percent
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of the party baving Type D treasure, If not, there is still
: a3l
each adventurer may have 1-100 Kditare an-his person, e iRk

(7} Good or Evil Lord/Lady; Number: 1, accompanied by |-

60 percent chance of a Lord, and 40 percent chance of nPL-d-,r. yl'?.:l;lll?:rglu:cr::;—
panying soldiers as for (1) above, The Lord will be Lavel 7 through 12 and will
be a fighting man. There is a 60 percent chance that a Lady will be herself an
Ariddni fighter and will bave the same abilities 25 a Lord of that level. If not a
fighter, the Lady will be a Level 7 through 12 magic user and will have spells,
"Eyes'" (1-6; 70 percent), and miecellancous magical items {1-3: 40 percant)

accordingly. Check for supernormal arms and armoury cf, below. A Lord or
Lady will always have Type G treasure.

(8) Merchants: MNumber: 1-100, plus 1-100 guards (cf. under (1) above).
There is a 10 percent chance of the merchant party being from the country in which
it is met, and a 30 percent chance of its being foreign. Merchants have Typs B
treasare. Good characlers may mever attack merchant caravans since merchants
are assumed to be lawfal, [Note, however, that if tae merchants attack the players’
party, using the Non-nlayer Character Reaction Table (Sec. 720), then they may
be defeated and looted,

(9) Slaver: Numbemn 1, accompanied by a caffle of 6-600 slaves, and 2-200
guards, Guards are composed similarly to soldiers sbove. A slaver may attempt
to enslave a smal! party of player characters (cf. Non-player Character Reaction
Table). Since slavery is legal within the Empire, it is unlawiful to attack a slaver
party unless attaicked by it first, Slavers carry only 1100 Kditars upon their
persons, but captured slaves can be freed or sold accoiding to the players® wishes.
Freed slaves will serve the players if so Indicated by tle Non-player Character
Reaction Tabls, or they may be hired. Most slaves will be unskilled labour, but
there is a ten percent chance of there being higher level parsons in the caffle:
roll a 6-gided die, if indicated, to determine whether the:rv are 1-0 such persons,
and then roll a 6-sided die again to check whether they are (1) skilled workers,

{Z) noble-craft persons, (3) an Overseer, (4) man-at-arms, (5) dancing girl or
courtesan, or (6) nonhuman. Some of these will then require further rolls to
gpecify their exact nature,

(10) Good or Evil Magician: Number: 1-3. b0 percint chance of this person
being a man, and 40 percent chance that it is 4 female magi: aser. Roll for his or
her Level: a b-sided die for Levels 4 through 9. Roll again to check for spells,
and again for deity served. There is 2 70 percent chance of a magician from Levels
4 through 7 having 1-6 "Eyes'" and a 90 percent chance of thiz for Levels 8 and 9.
There is similarly a 50 percent chance of 1-3 items of miscsllaneous magic for
Levels 4-7, and a 70 percent chance of this for Levels 8 and 9. There is a 10
parcent chan:e of his having a scroll of spells, and a 5 percent chance of his having
a book of msgical nature. There is 8 20 percent chance of his having Type C
treasare.

B26. Descriptions of Flying Beings Encountered.

The following is a detailed list of the flying creatures listed in Sec. 824. Note
these abbreviations: "NA" = "number appearing'y "AC" = "armwour clasgs"; "M'" =
"move distance™; "HD" = "hit dice's "T" = "“treagure type'y "L' = "mamber of
this species found in a lair and percentage peseibilities of finding a lair." These
terme need farther elucidation:

{1} Maumber Appearing: 1f an encounter with the species is indicated by the
tablas in Sec, s the referse rolls again to determine the number of thia species
appearing. Minimum and maxjmum numbers are thus listed in the species description,
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(2) Armour Class: cif, Sez, 520,

{3) Move Distance: this is given in inches. Two numbers separated by a

slash inaicate thai the creature can move on land and in the air, on land and in the
water, etc,

{4) Hit Dice: see Secs. 510 and 520. Each creatare hag a standard
base. A lew creatures have more or less hit dice than this bage, dgpgnﬂj_l:; i;:-g:,,
such factors as size. Such rmualtiple hit dice possibilities are indicated by namerals
divided by slashes: e¢.§ 4/5/6 = basic figure is 4 dice, but there may be larger
varieties of the species with five dice, and very large specimens with six,

(5] Treasure; Jome species may possess treasare. The treasure type is
indicated E]" -1 [lﬂ:ﬂr e. g "G"), and the possibility of the encountered beings
possessing it is indfcated after this letter by a percentage. Thus, a creature for
which treasure Ty+e G is indicated has, let us say, 50 percent chance of having

this treasara upca its person. The referee rolls then to determine whether the
encountered cre:ture[e] do indeed have treasure.

{5} Lair: many crealures have lairs; caves, nests, stc., For sach encounter
the referee wiil roll to determine whether the beings are met in their lair or else-
where, Thie possibility is indicated by a percentage namber. If the encounter does
take place in or at the lair, then the referee must delermine the number of creatures
found (usvally higher than if met elsewhere). There is also a larger possibility of
treasare and a greater chance of creatures having it in their lair: this is indicated
again 5y a "I" and a percentage figure.

Che following are the flylng creatures to be encountered; they are lsted in
alyaabetical order.

(1) Chilokh "Flying Cctopoid Creatare"
NA 1-2)
AC 3
M & /18"
HD 1+1
T nil
L 50y 2-40

The Chélokh is a six-legged, chitin-covered creature with long gauzy wings
hidder beneath a shell-cover. In front, near its powerful mandibles, it has
sight small tentacles with which it harls sharp fragments of rock. It thus
attacks from a distance of 10-60 feet with ite missiles, doing one é-sided die
of demage if a hit is made, and it then closes in to do another die's dammge
on the same combat round to the same or to another victim. It always
attacks and never checks morale.

{2} Dlikolel "Flying Beetle-like Creature"
MNA 1
AC F-
M ,ﬁ‘,u"lall
HD &
T nil
L 20t l=-63 T im L: Ar 40

This armoured titan (L0-15 fest long) is somewhat intalligent and may be
friendly or neuatral (cf. Non-player Character Reaction Table). If attacked,
or if it attacks, it will fight to the death. Ita jagged manpdibles do great
damage in a meloe, Its gleaming black chitin armour givea it the nickname
of the "Steed of Sdrkua. ©'
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(3) Gerednys "Flying Worm®

(4)

6-36
4
/18"
2

ail
42 12-72

These unpleasar: Crestures are like long, slender worms with thin mem-
branescus wings. bear a stiog in their prahensile tails, and a sa
throw against polson is necessary. They can be driven off by fire (60 per-
cent chance of driving off 1-6 per combat round). If slain, their wing cases
are worth 1M0 K. sach to makers of Chlén armour, since they comtain a
substance vsed in the molding of Chlén armour, ste,

FHEIBE

Girika “Flying Reptile"
M Z-12
Fiv 9
i 6/24"
HD F
T nil
L 20: 4-14

"hese scaly, poctarmal flying creatures have long beaks sst with three rows
of needle-like testh. Their six eyes see in the dark, and they thus have a
+1 chance of hitting their wictim at night. They have a pecullar musty adour
which is repellent to man.

5) Kyt "the Eye"

NA 1-4

AC 8

M 15"

HD 4

T Ay 40

L 20; 6-36; Tim L: G: 50
These creatures consist of a large gae and a huge single eye.
Thay prefsr to bang ia the air in , dark corners and drop thin, fibrous
nets of tentacles down upon passersby. These nets have a 75 percent chance

of hitting a victim and then drain away one life level par melse round (i, e,
& 3rd Level man is reduced to Ind Lavel, etc, . I cut away on the first
tarn, however, (50 percent chance). they do 2 dice damage without draining

a life Level. They can be brought down by flaming arrows.

(6) Ebhéshchal Plumed Bird-like Creature™
NA 1-20
AC 8
M &/ 30"
HD 1-1
T Az 10
L 10y 2-40; T in L: B: 20

Thase l-iml'iﬂlm‘lnl bird-likea beings are covered with brilliant plamage
used for feather capes, helmet crests, ete, Their featherg are thag worth
ons 20=-sided dls times 100, They will normally attempt to flee (70 percent
chance), but if cornered they may be subdued, rather than killed, if their
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hit dice points are brought either to exactly one or to exactly zero. More
hit damage than this will kill the bird. A subduead E_Egéuhch.nl ia warth ona

20-sided die times 200.

{7) Eyni "Falcon-like Bird"
MA 1-5
AC B
M ﬁf!ﬂ"
HD 1-3 (i.e. }/2; round fractions apwards)
T nil
L 10 1-12

These brownish bird-llke creatures have limited intelligence, plus the ability
to speak if trained by a bird trainer. They are thus useful as hunters and as
spies, since they can report back to their master on su: h things as the

disposition of eremies, terrain, etc. They can be trapped {lured down with
aromatic Tsdrsl buds), or shot down with blunt arrows smeared with some

sticky substarce. To determine trapping, roll one 6-sided die; on a roll
of | or 2, it escapes; on a roll of 6 it is accidentally killed.

(8) Lrxf "Flying Stinging Creature"
MA 1-6
AL 3
T ﬁfi".d"
HD 4
T nil
L 20: 2-12

Trese stilt-like insectoid creatures are relatives of the hidecus Hlfes.
Taey sting with their long, segmented tails, paralysing their victims {(roll

s saving throw against poison)., If a victim is paralysed, they will try to
fly off with him (60 percent chance of success). It then travels in a random
direction to its lair, where it feeds its victim to its young. Flayers then
have a 50 percent chance of finding the Lri's lair (where there may be more
Lrl). If not rescued within three moves, the victim is eaten completely and
has no chance of revivification since no recogniseable fragment remains.

A paralysed victim may be cured by a powerful healing spell or by an Eye
of Healing. He then takes two days to recover before he can fight again,

{9} Shfnu'a "Flying Carnivore'
NA 2-12
AC 3
M 15/24 "
HD 3+l
T nil
L 30: 4-24

These winged killers are warmblooded and covered with greyish fur, They are

relatives of the Hlfka, and a Hldka in the party has a 60 percent chance of
controlling 1-6 of them, This control lasts three turns. They are 20-30 feet
in length, including their long, tufted tail. They have a 50 percent chance
of attacking; otherwise they will ignore burnans and try to evade them,
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u‘ ul T'ﬂqﬂlml-l "F.'lying Fu_uﬂn]_:] cl‘ﬂﬂ.htrl:“
NA 1
AC g
M b/12"
HD 6/8/10
T nil
L 10: 1-6

This spongy. shapeless bag of noxlous gases floats on the wind in heavily
fnu_-un. swampy, etc, areas. Upon seeing a victim, it drops down and
exuces poisonous gas over the party (affecting 1-6 persons; roll saving throw
againet poison). Ilf struck down, this creature recgenerates within three
moves. Teqégmu vary in size: 40 percent ordinary; 40 purcent large;

20 percent extra-large.

{11} Vorodld "Flying Unoeaq"
NA 1-6
AC 5
M bf24
HD 4
T Ay 10
L 25t Z-12y Tin L B: 20

These creatures tend to hover near ancient tombs, rains, and lonely areas.
They are the revivified and restructured bodies of ancient warriors, set
originally to fight as defenders of the cities of the Old Ones. They po:sess
hage, leathery wings and dwell in cave lairs. They fight like zombies,
never checking morale and battling until they are cut apart. It is best o
burn the body of a YVoroold, since it will regenerate within two moves.

Any hit by a Vorodld MAY also lower the victim's life Levels by one Lawvel.
20 percent chance of this.

{12) Vringdla “Flying Snake"
NA 1-12
AC 5
M &/20"
HD 4+1
T nil
L 10: 4-48

These ropy, feathered, snake-like creatures attack viciously whenever met.
Their teath contain poison which produces a hiceous, rotting gangrene, and

the victims of a hit by one of these creatares must apply Tsedral bads or use

a spell or Eye of Healing within three turns. Otherwise the victim dies.

The leathery wings of these creatures are used by tanners to make an excellent
leather for armour, boots, etc. A tanner will pay 50 h. per wing.

827. Descriptions of Nonhuman Races Encountered,

The following list Gescribes the twelve nonhuman intelligent species. Note that
players may start the game as a nonhuman, althoagh there are some disadvantages
to this: for example, there is only & 20 percent chance that a nonhuman will be
granied citizenship within any human Empire (cf. Sec. 600); there is also the fact
that most nonhaman species care very little for the affairs of men, and although they
may be friendly or hostile to mankind, they have no interest in tqrr‘ilnrhl conqueat,
Even the powerful Shén conclaves and tribes are interested meinly in repelling the
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encroachments of their human neighbours, rather than expanding into Livydnu
Thus, while nonhumans may have extra sirength and some other ueaful qu.r.‘.
there is an increasing chance that a nonhuman character will wish to leave his ;
human companions and return to his own kind, Very powerful nonhumans {7th
Level onwards) will emerge ‘rom their territories aonly for special missions, re-
turning there upon their completion. Naturally there are some racial variations;
the "ifriendly" races have a greater desire to remain in the landas of men, while
the "'neutrals'' have less wish to do so. The hostile races are, of course, omly
oat of their territories for raids and missions into human nations.

It is also possible to encounter nonhamans on ships of their own, and it is thus
necessary to add another abbreviation (o those given in Sec. 826: "§" = "Ship, "

Thie is followed by the number of beings per ship, the treasure Type possible for
a ship of that race, ard the percentage figure for the possibility of treasure there.

Nonhaman races arer

(1) ﬁ.hggsri "the Knobbed Cnesg"
MA 10-120
AL 4
hn- gli
il 3
T F: 40
L 40 [near own territory} 20-240; T in L. G: 50
s 10-60; D: 30

Tris ancient race was once a proud interstellar species. Now they remain
cloae to their swampy colonies in southern Salarvyd or acraoss the Straits
i» Hiida Pakdla. They are krobbly, brownish, furry creatures of some
«=5 feet in height, though tremendously broad and strong. Their upper
"chest" is sarmounted by four vowerful arms, and their eyes and eating
apparatus lies below these bentath a horny protective ring. They have
foar legs, They are highly intelligent and speak (with a horrible accent),
although they are generally neutral and prefer to be left alone, They will
attack or ignore men, as determined by the Non-player Character Reaction
Table, but they will NEVER help gladly (i.e. ignore all rolls of 71-100
and roll again), They fight with all ordinary and magical weapons, as men do.

(2) Hlika "Furred Ones"
NA 10-60
AC )
M 15/30"
HD 2
T B: 40
L 30 [near own territory)y 50.100y Tin L: F: 30

The Hlfka dwell in the mountaine to the east of Tsolydnu., They are flying
creatures with leathery wings and greyish fur, similav in appearance to

the larger and heavier Shdnu'a (Sec. 826, (9)). They bave flattish heads,
three eyecs deep-set in a bony crest, and a sort of furre roff which conceala
their hearing organs. Two arme and twe legs are supplemented by a poweriul
tail which is fittad with a poisoned rapier-like blade. Each Hlika thas has
two hits per combat round, and a characte: stung with the tail-blade must
roll a saving throw against poison. They a:a genevally asvtral to men and
will not help o: hinder {cf. Ahoggyd above), although they ave cccasionally
friendly ( 2 roll of Ti-100 on the non-player Reaction Table dice must be
“confirmed' by another roll of 1-50.). The Hlika are grest magicians, and

in every group of 10 thers will be one with l-6 oriestly or magic-user spells
(Seca, 432 and 433; roll to determine which onza)
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i3) Hlatrgd "Swamp Frogs"
MA 10-60
AC )
M 12"
HD 2
T C: 30
L 40 [ncar own tercitory)s 100-500; T in L: D: &0
5 12-T2y C: 40

{4)

(£} ]

This swamp species iates all hamans indiscriminately and attacks without
ever checking mora’e. They are rubbery, four-legged creatares, with
huge skall-like hea«s and wide mouths filled with narrow fangs. They
carry darts for ap:aring or throwing, using their four long arms. The
Taolydni have beea trying to eliminate them for some Z, 000 years and have
finally managed ro hold them mainly in their own territory, except for
secret raiding parties and pirate vessels. They have a particularly ugly
repuatation for turture and atrocities upon human beings.

Hl¥ss "Spawn of the Old Ones"

A 10-60

c 5

9

2

H: 40

50 [near own territoryy T in L: H: 30
20-120; G 30

These remnants of the ancient prehuman world are vaguely insectoid in
form: they bave slx legs and a row of armour-plated cyes, beneath which
thers are razor sharp mandibles, Their short, powerful tails are tipped
witt & sting which paralyses a victim (roll a saving throw against poison).

A raptive is then carried off to the Isle of Hlyss for food for the Great
Hlfss Mother. A Hljss .hus has two hit posaibilities per melee turn: one
f:r its hand weapons (usually a sword) and one for its paralysing sting.
iheir habitat is either upon their island or upon their hive-like ships, made
of a stony bodily secretion. They collect gems and gewgaws of all sorts and
also bave magical items and weapons. They are friendly to the Ssd and
sometimes to the Hldka (if not themselves friendly to men). The horror of
thelir appearance causes all fighters up to and including the 4th Level to lose
one point from their hit possibilities (cf. Sec. 520) when fighting them.

>

“FHEI

Pdchi Léi "the Forest Dwellers®
MA 1-100
A
" T2
HD |
i 1 Ar 30
L. 30; 60=360; T im Ly C: 50
5 12-T2; B: 30

These creatures dwell along the forested coasts of Tsolydnu and Mu'ugalavys.
They are doughy in appearance, and have eight limbs, of which they may use
the first four to fight. They use all weapons and magical itema with facility.
They normally ignore humans, but will attack on a roll of 6 on & 6-sided die.
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Conversely, on a roll of | on the &-sided die, they will wanl to join the
human party and help for one adventure. They can detect secret doors and
passages as they pass by them (l-4 on a 6-sided die). If hired or bought as
slaves, they will serve loyally but will always yearn for their forests and

jungles,

(6) Pé& Chéi Vthe Listenars'
NA 2-12
AC 2
M 131"
HD 143
T A: 10
L. 70 [near own territory)]y 100-600; T ian L: C: 40
5 4-24) B: 30

These slender, stick-like cresatures of black chitin are friendly to humans,
and they can vse their different ranges of hearing and vision to detact
invisible or iaaudible creatures at a distance of 200 feet. They are approxi-
mately sevea feet tall, six limbed, with powerful prognathous mandible- jaws.
They fight with jag-edged spears and swords, and with maces, and 40 percent
of any greap can use a bow, They perceive secret doors and traps automati-
cally if they stop to search, and there is & chance of seeing the secret door
even as chey pass by it (roll of 1l or 2 on a b-sided die), Cnarocllofbona
6-sided die they can ESF a neighbouring room or chamber. They must not
be atticked, unless they themselves attack first, since the Pé Chdi have a
sort of racial telepathy which lets them know when one of their species is
slain -- and they are inforgiving and implacable enemies thereafter.

{7) Pygmy Folk [Tsolydni cannot pronsunce their rame)

1-100

[

ﬁll

1-1

Ar: 20

60 [near own territory); T in L: C: 40

These little creatures stand only about three fest in height, They are
rodent-like in appearance, with sharp little faces, "lnrgn round ears (they

can hear beings on the ather side of dooras and wall automatically), and

they have three-fingered hands. Otherwise they are rather humanoid.

Their ¢crue home is far to the north of Tsolydnu, but they trade and travel

a good deal. Although they are capricious, they must be counted as friends of
mankind. They can use all ordinary and magical weapons (-1 on the former,
hovever, because of their size and short reach). CUnce attacked, they are
ferocious and never check morale.

(8) Shén the Dermnon Warriors"

NA 10-120

AC F

9"

3

D: 30

80 [near own territory)y T im L: H: 70
2-200p D3 40

The Shén are ancther imported interstellar race. They have an enclave of
their own to the soath of Livydnu, and to the north of thie there are numerous

Sh” en tribes, each with its own territory. They dislike cold and prefer the
'

CHERRS

“rHEE
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heat of their tropical, volcanic regi
gion. Their gleaming black 1
:h-m appear like I-ll_l demonic human warriors in pint:garr::u:“T:;: mh.nh:
I::,E‘;n-a;t; and ll.kgl:ttttrlnr, crest of slender spines, often covered wirh ?
. ey walk on two lege and have two ar
have a muscular tail with a mace-like horny l;:::dln;?:tnt‘::'a::t e

generally neatral or slightly hostile t Tontdbaas
a human Pll.'t? for .1 Eﬂn.’-d':rttiﬂ'ﬂ.n - e ';“:n"imu? th‘?‘ i h.lp
(9) Shunned Ones [Name Unpronounceable ]

NA 2-200

AC 2

M Fa

HD 2

T D: 30

L 40 [near own territoryly Tin L: E; 503 NinL; 4-400

These laimical beings are rarely seen culside their sealed cities in the
Yan Koryéni foothills. They are tall, ragged-~looking, spectral beings ,
and they have a terrible and repellent stench which drives off humans .
Human odours in turn are repagnant to this species, and they will thus
attempt to attack on sight. They are fearsome magic users (60 percent
chance of a magic user of Levels 5-%9 with any party). They also use
ordinary weapons, of course,

(10) Sad " "Enemies of Man"
NA 10=120
AC 2
M 2"
HD 243
T A 30
L 50 [near own territory]; T in L: H: 503 Nin Ly 20-240

This ancient race occupies an area to the north of Salarvyd. The Ssd are

" deadly enemies of man, hating humankind for destroying the prebhuman world
as it was, They are tall, slender, six-limbed beings wrapped in what looks
like greyish shrouds (actually a loose integument). They smell like masty
cinnarnon and make a high, sweet, chiming sound. They do speak the tongues
of men, of course, and can communicate with other races as well. Trey are
friendly to the Hl¥ss, and occasionally to the Hldka and the Shunned Unes.
They are fearful sorcerers (EVERY Ssd will have one priestly spell and one
magic users’ spell (rell for which ones), and in every party of 10 or more
there will be one magician of Level 4 or above (roll 6-sided die to determivne
which). They also have hypnotic powers: there is a 15 percent chance of

mnﬁiﬂ;:# 1-3 persons per Ssd. If indicated, roll a saving throw for each
tim; thia lP.:ﬂ-, the wictim will fight as the Ssd directs, and he can be

freed only by the death of the Ssd commanding him. Each 5sd may attempt
hypnotic control only once per day (effectively once per melee). The present
Sad capital is at Ssuydl, but they yearn to retake their ancient stronghold of

Seugandr.
(11) Swamp Folk [Name Unpronounceable ]
MA 2-200
AC 5
M 9
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HD 1+1

T D: 20

L 20: 4-400y T in L: E: 40 [near own territory]
s 4-80; D: 30

The home of the Swamp Folk lies in the miasmal swamps along the lower
Puatuhénu River in soathern Mu*ugalavyd, They are squat, rotund, rubbery
white creatures of some 4-6 feet in statare, with long slanted foreheads,

& bony crest rising from .he forehead and sloping backwards to a point, with
a flexible drapery of skiu falling from this crest to cover the shoulders and
upper back. They have six limbe and use the first two to eat, fight, etc.
Thelr general attitude .8 friendly (ignore rolls of 0-20 on Non-player Charac-
ter Reaction Table dic:). They use no magic and cannot maaster spells,

They do have the abil'ty to detect esloping passages, traps, and dimensional
nexuses. This they -0 automatically.

(12) Tinaliya "the Gnome-like Ones"
NA 1-:00
AC )
H fﬂ
HD |
T fiz 40
L 10 [near own territory) 100-600; T in L: E:; 40
5 1-100; C;: 30

These tiny harianoids are only some two feet tall, covered with horny
integument, axd bave a pair of long bony arms and four legs. They are
scholars, and cheir lairs will contain at least one book of magical nature,
1-3 scrolls, <tc. They are generally friendly to humans (ignore a roll of
0-20 on the Jon-player Character Reaction Table dice), although they do
not generr:ly care to join haman expeditions. On a roll of 12 on two b-sided
dice they will freely give a8 human party some scroll or book of spells, how-
ever, :

Fi“]].}r_ ra stated in Sec, 510, nonhuman parties may contaln warriors at various
Levels, Trest nonhuman war parties like parties of human soldiers, with every 50
having a 3u° Level officez, every 500 having a 4th level cornmander, and with a 15
percent ctsnce of 1-6 officers of Levels 4-9. Neonhumans may also have magical
arms an’ armour, if relevant to the species.

g2‘. Duescriptions of Animals Encountered,
smnong the animals of Tékumel the following are included in the game:

(1) Ghlin "Armour -~-Beasta”
NA 1=-20
AC 2
H gil
ED 3
T nil
L 30: 3-60

Tinse six-legged, slow moving beasts have flattish horned heads with three
hons projecting forwards, These beasts will fight only if attacked, and if
th:y are reduced to ] or to zero hit points, they become subdued. They may



T

then bd: tamed by an animal trainer and used to pull carts, etc. Their
horny integament is the universal substance for armour and wWeApons,
once treated with a secret substance to mold it and then with another
series of processes to harden it. Pieces of Chlén-hide can be taken from
a living animal, ard it then takes 5 turns to regenerate this integament,
The Jack of iron oo Tékumel makes this a vital source of matarial

{2) Chnélh "Ape-like Mutants"
NA 20-400
AC T
H b“
HD 1-1
T nil [10 percent chance of 1 k. per Chnélh]
L 30 40-B00

These sre mutants made from the anclent ape-stock of earth by the priests
of Kssrul. They are roughly hamanoid in form, with long, sharp jaws,

a rucimentary nose, and huge platter-like eyes beneath beetling brow-ridges.
They will attack parties they outnumber but will flee from larger groups.
Thrir weapons are the clab and spear,

{3) Drila the Concealed Leaper''
MNA 1=-2
AC 4
M 15"
HD 4+l
T nil
L 40 l-6y Tin L: B: 10

These halry, six-legged creatures build underground dens covered with a
thin layer of sod. From these they leap out upon passing travellers. They
bave slender rod-like antenna and a barbed prehensile tongue with which
they attempt to carry off their victim into their lair to feed upon him at
leisure. There is only a 15 percent chance that they will attack parties
larger than six persons, OCccasionally they collect bright and glittering
objects and thus may have some treasure in their lair,

{(4) Dzér "Forest Giant"
MHA é=12
AC 4
M 15"
HD b+3
T Gy 40
L 40y 4-243 T in L: D: 40

These huge forest dwellers are gshambling bairy giants (10-12 faat tall),
They have a beak of horny substance and three round eyes with nictating
eyelide. They have acute night vision bat cannot sae at all in the daylight,
which gives them a +1 for hitting an opponent at night and a -1 if the melee
occare during the day. They are nentral to men and will ignore haman
partiee unless attacked., They will check morale, if their number is reduced
(cf. Sec. 540). They fight with clubs and maces and dislike edged weapons.
Add +2 to their damage dice in viaw of their size and power.
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(5) Feshénga "Many-Legged Serpent Creature”
MNA 1-6
AC 4
M 12™
HD 5
T nil
L. 30: 2-12

These smooth-skinned, oily beasts run on 60 tiny legs and attack anything
they see without ever checking morale. Thelr bite ia likely to be poisonouas
(25 percesn: chance that the player must roll a saving throw against poison),
and if so, the bite will require a apell of healing or the application of the
Eye of Healing within five moves; otherwise he dies.

(6) Hyahyd'v "the Whooper!
NA b-24
AC 5
| 12
AD 3+3
T nil
L 20;: 12-48

These animals run in packs and make a weird "hyaa-hyuu" sound which
gives them their name. They are six-limbed, covered with ragged black
fu:, and have three eyes beneath a crest of sticky, spiny excrescences

on the top of their elongated skull. They will fight humans only if they
catnumber the party by several beings. Otherwise they will flee. They
vill always [ee if there is a Pidchi L#éi in the party, for they have a special
iear of this nonhuman species.

(7) Eurukd “the Small Giggler"
NA 1-12
AC 9
M 15"
HD 1-1
T nil
L 40; 10-100; T in L: A: 20

These little creataras have six legs, like so many of the faona of Tékumel,
buat they also have a pair of emall hands just beneath their blant snoutas.

They never attack humans and will always flee if approached. They often try
to anatch bright ohjecta from passing travellers, however, and ran off with
it giggling and tittering in a very human fashion. There is a 50 percent
chance of their atiempting to snatch something, and if so, there is a o0 percent
chance of success. Choose the victim and the object by random means from
persons nearest the Kurukd, There is 2 Z0 percent chance that the object|s]
will be thrown down as the Kurukd ron away; otherwise it is lost forevar
unlass the hurakd can be cornerad. This is poasible in mountainous terrain
but is difficult in the open or in the forest.

(8] Mnér "Shaggy Insect Creatare”
MA 1-12
AC 2
M qu
HD 3
T nil

L 40: Z-243; T in L: C: 10
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These hairy, twenty-legged creatures will normally attempt to flee (60
percent chance), but if attacking or attacked, they will fight to the death.
They [ight with clubs in sami-intelligent fashion, although they cannot
communicate. Their huge faceted eyes are their most valnerable spot,
and if a blow ghatters an eye (30 percent chance on any given blow doing

4 or more hit points of damage), the Mnér will turn and flee. They gather
all sorts of glittering objects in their lairs, and there is thus a chance of a
Type C treasure there.

(9} Rényua "the Loyal Follower"
NA 1-6
AC 4
M 12 .
HD 2
T nil [possibly 1-6 K, on being's person]
L 20; b-38; T in L: C;: 20

These man-like humanoids are found mainly in forested and mouantainous
areas, although they may be encountered elsewhere as well, They have
long, pointed snouts and upcurved sharp ears covered with blackish or
brovnish fur. They can speak in a simple fashion and can use ordinary
wespons (though no spells or magical weapons). If subdued (broaght to
zes0 or only one hit point left -~ more than zero kills the creaturs), they
cain be trained as servants of their captor by an animal trainer. They will
taen fight loyally for him. They perceive secret doors and traps on a roll
of 1-4 on a b-sided die, and they can see in the dark. They require three
months to train.

(1¢] Sérudla 'ithe Pale Murderer®
NA 1-4
AC 2
M 154
HD 5/8/12
T Gy 20
L 20y 2-8y T imn L: H: 50

These huge creatures appear like armouared dragons, covered over with
iridescent gleaming scales. They have gix limbs, with a small pair of

arms as well just below their rmassive bony head, There are ordinary
Sérudla (5 dice creatures) of 15 feet in length, large ones (8 dice creatures)
of some 25 feet, and very large ones of 35 feet (12 dice creaturas). These
are indicated by rolls of 1-2, 3-4, and 5-b on a b-sided die. The S€rudla

is semi-intelligent and fights with ordinary weapons, but on the same combat
round it may also spew forth a terrible acid spittle , This may be used only
three times per day, and there is 2 40 percent chance that it will use this
weapon on any given combat round, It can spit to a distance of L2 inches

and hits anything within a ten-foot area, A saving throw against polson is
thrown for any victim struck by the spittle, If the throw is successful,

he takes only one die of damage; if he does not succeed, a 12-sided die is
rolled, and the resultant number determines the naomber of hit dice of damage
done: e.g. a roll of two indicates that two dice of damage are done. a roll
of 12 denotes twelve damage dice, etc. The Sérudla is not always hostile,
however, and the Non-player Character Reaction Table may be used. It may
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thus decide to be friendly, attack, etc.

{11} Tsi'nl "Giant Herbivore™
NA 1-4
AC F
M gt
HD (Y
T nil
L 30: 4-8

These passive, gentle creatures ¢o not harm men unless attacked, They
will instead attemnpt to lumber away, Their bodies do contain a gland, how-
ever, which is BO percent effaective as a repellent for marine creatares (it
.lasts three torns if employed), and thus these huge vegetable-eaters are
always being hunted. They have horny carapaces, with spiked crests and
rows of jagged spiky growths upon their backs, elhows and tails,

(12) Zrné "the Barbed One"
NA 4-24
AC b
M 15"
HD b
T nil
L 40; 8-48

These beasts have alx legs, a tough hide impervious to ordinary missiles,
and a monstrous head with rows of needle-pointed barbed teeth. These
come out and remaian fixed in a victim®s flesh, taking one combat tarn to
remove, lf not removed, the victim must throw a saving throw against
poison, since on the next turn he will be poisoned by the venom these teeth
contain, The Zrné uses its back pair of legs to leap high over obstacles
to attack its prey. They are about eight feet in length and never check for
morale.

829. Descriptione of Water Creatures Encountered,
The following beings are limited to watery environments:

(1} Akhé "Embracer of Ships'’
NA 1
AC 2
M gl‘l
HD 6/10/14
T nil
L 50; 1-=6 [at bottom of sea or large body of water]

ga monstrous, sinewy creatares have twenty stesl-hard tentacles with
which they seize their victimse. There is a 50 percent chance of a amall
Akhd, a 30 percent chance of a large one, and a 20 percent chance of an
extra large specimen. They will attack the hull of a ship 60 percent of the
time -- and 40 percent of the time they will try to snatch the defending
crew from its decks with their tentacles. There is a 15 percent chance that
the monster may have swallowed some glittering object of treasure (Type CJ.
Otherwise it has no treascre. If the creature attacks the ship's hull, the
referee must arbitrarily determine how many hit dice the hull can take before
it is crushed, and then subtract the damagae dice dene accordingly. This
will depend upon the size of the ship and its construction (wood, Chlén~-hide, etc. ).
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(2) Chashkéri "Water Maiden"
NA 1=12
AC T
M 12"
HD 1
pl i nil
L 10: 2-24y T in L [at bottom of river, etc.  C: 20

These creatures have the appearance of a lovely dark-haired maiden. Th
aAre masters of hypnosis, however, and can bring 1-6 persons ander their
control per combat round [hypnosis has no effect apon Ahoggyd, Shén, or
Tinaliya]. A saving throw is required: 60 percent or better for all Levels.
If successful in hypnotising a victim, the Chashkéri will attempt to take the
vietim beneath the water, but the victim's friends have a chance to save

him or her by slaying or subduing the creature at the beginning of the
following combat round. If the Chashkéri succeeds in making off with its
vietim[s], they will be dead within one turn. Their bodies can be revivified,
if they float up to the surface, however, through the use of the proper spells
or Eyes. Victims of Chashkéri hypnosis saved by friends will return to
normal within two turns. Although easily slain, these crsatures can escape
easily by swimming to their underwater lairs.

(3) Ghdr "Armoured River Mongtar"
MA i
AC 2
H i 1]
HD 8
T mil
L 50; 1-6

These heavily armoured beasts are mostly river or ssashore dwellers, They
have three powerful sets of jaws set in protected cavities bencath their three
eyes. and they can extrude these jawe to distances of 10 fect, They thus can
do damage thres times per combat round, They also have a spiked tail

which they will wield upon any wvictim to their rear, They always attack and
never check morale,

(4) Hagqél "the Toothed Dwller Beneath'
NA 1
AC 3
M grl
HD s5/9/13
T nil
L 90: 1-12 [at bottom of sea or lake]

This scaly creature dwells just below the surface of a calm lake or
tidal pool, It lies with its vast horn-rimmed maw open, waiting for victims
to step inside or swim past. Once seized, a victim is dragged under the
wiater (roll a saving throw of 60 or better for all Levels)., It fights with its
serried rows of razor-sharp horn "teeth" and may also use its mighty tail
(40 percent chance of doing the latter). This marine being comes in three
sizes: 50 percent for the ordinary size, 40 percent for the large variety,
and 10 percent chance that it will be a very large specimen,
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(5} EBErud "Slasher of the Deesp"
HA 1
AC 2
M 12"
HD 3/8/13
T nil
L 50: 1-6 [at botiom of sea or laka]

()

The Krud is a platter-shapped, shelled creature, bas!cally crustacean in
form, thoagh it has six long spidery lejs and two sawtsothed fighting arms
tipped with massive pincers. It comes in three sizes: there is a 60 percent
chance that it will be of ordinary eize (10 feet across), a 30 percent chance
that it will be large (15-20 feet in diamttre), and a 10 percent chance that it
will be very large (30-40 feet across)., The Krud can only be turned away
by blood, and it will stay until it has kilied at least one victim or has received
some sort of bloody carcass (a sacrificed slave -- or even a large freshly
killed fish). Thus, if it does slay & crewman or member of the party, it
will then retreat backwards, defending itself, until it can (cattle out of
range of the human party. Missiles bounce harmlessly off its armour plate,
even magic arrows failing to penstrate.

Mu'dgh Ythe Jellyfish"
NA 1-6
AC &
H EII
HD 3/6/12
T nil [but 10 percent chance it has swallowed a gem .nd still

has it inside its body]

This acid-secreting gelatinous creaturs ranges from onme foot to ten fest in
diametre (60 perceat chance of a small one, 30 percent chance of a big sne,
and 10 percent chance of a very large rpecimen). They tend to hide in
damp, dark places, In crannies in rivir-side cliffs and banks, etc. Damage
done by & Mu'dgh is incurabler dete:mine the part of the victim's body
touched by random means and note tha: it is permanently incapacitated by
the acid secretion. The acld cannot i-nmediately penstrate Chlén-hide or
steel armour, of course, and a victin wearing such armour has one combat
round to rip off the plece touched by ‘he Mu'agh's acid, Cloth or leather do
NOT stop the acid, however. A Muigh can best be slain by fire and by in-
tense cold,

(7} Nenyélu "Eal-fish'
MA 1-6
AC [
M i5|l
HD Z
T ndl
L 40: 6-36 [underwater)

These long, slender eel-like swimming creatures have many tiny, sharp
fins along their sides which they use for propulsioi. They also have a pair
of rudimentary hands just behind their snake-like nrcks. Their bite is poi-
sonous, and the victim must roll a saving throw ageinst poison. Even if he
is saved by this, he still saffers one 6-gided die of 11t damage. The Nenyélu
uses both its poison and a jagped weapon (stone, etc.)in ite hands and thus
has two hit possibilities per combat round.
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{(B) Ngritha the Leech'
MNA 1-20
AC 3
M hlf
HD 3
T nil
L 20; Z-40

These shelled, crab-like creatures are basically a type of crustacaan, but
they fasten onto a victim with their sucker-tipped eight legs and then insert
a thin proboscis tube into his body through any opening in his armour. In
cne turn (10 combat rounds) the Ngrdtha will suck all the blood and soft parts
out of a victim, leaving him an empty shell. At the same time they can fight
off other attackers with their needle-tipped claws., No saving throw is
posaible: a victim's friends must save him within 10 combat rounds by
killing the Ngrdtha -- otherwise he dies a hideous death. Note that the
Ngritha surprises its victims on a roll of 1-4 on a 6-sided die, while it

is NEVER surprised ltself,

(9} Cdgtla "Swamp Snake’
NA 1
AC 3
M iz
HD 5
T nil
L 20: 1-6 [in riverbanks, seashore]

These snake-like creatures are covered with strong scale armour. They
range up to 10 fest in length and fight with a slashing whip of poisoned
tentacles (roll saving throw against poison if struck). They always attack
and never check morale,

(L0} Sré “the Dragon'
MA 1-3
AC 3
M 9/12,/20"
HD 5/7/9
T JA: 20 y
L 40 [in ewamp, shore, only): 2-6; T inL: E; 40

These mutants fromm some ancient reptilian form can walk, swim, and

fly. Like so many of Tékumel's fauna, they are six-legged, with a pair
ntylnu]l arms in {ront. In each hand they can wield a sword, and they are
intelligent enough to use it. They also can bite vwith their jagged-toothed

beaks (75 percent chance the S5rd will strike with its two swords, and 25 percent
chance it will attempt to bite on any one combat round)., There are three

sizes: 40 percent chance of a small one, 40 percent chance of a large one,

and a 20 percent chance of 2 very large one. The 5rd is intelligent enough

to gather treasure, and it may often be dissuaded from attacking by offering

it one or more pieces of jewellery.

(11} Tletldkha “the Mouth With Eyes"
NA 2-24
AC 5
M 12"
HD 2+3
T nil
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L 40: 10-120

These are little more than a fanged mouth completely surrounded by eix
‘eyes, with an expandable stomaczh and a brief tail attached behind’ The
ridge protecting the creature’s eyes is covered with tiny barbed spines
which adhere to a victim and cannot be dislodged by him. There is a 60
percent chance that the Tletldkha will succeed in adhering to a randomly
chosen victim; there is a 40 percent chance per combat round that a friend
of the victim will be able to pull the creature loose and hurl it back into
the water. In order te hit and kill the beast, one requires the asual
successful hit throw against Armour Class 5. but note that the Tletlékha
ALWAYS hits while it is attached to a victim and needs no special throw’
Ordinary steel or Chlén-hide armour give no protection against such a

hit, although magical armour does give a 40 percent chance of avoiding the
creature’'s ravening fangs.

{12} Tedgga "the Drowned One"'
NA 1-3
AC &
H l&l‘l
HD 2
T nil
L 40; 2-6; Tin L: D: 40

This vaguely humanoid creature is termed "the Drowned One'' because of
its resemblance; both io appearance in in odour; to a corpse which has
lain for several days in water. Its pale whitish eyes have the power of
“freezing" the victim in a state of paralysis, so that it may come to feed
on his agonised body to its content. One must aveid looking into its eyes,
thus, and there is a greater chance of missing while hitting with the eyes
closed or averted: roll 4, 5, or & on a 6-sided die to see whether the blow
has any chance of hitting the Tsdggus il successful, then roll for the usual
hit possibility against Armouar Class b. A paralysed victim can be healed
with a spell or Eye of healing. [Note that the Tedggu will not paralyse
itself if shown its reflection in a mirror or shiny surface! ]

8430, ENCOUNTERS ON THE SEAS.

Encounters on the high seas require further comment. The move on water was
given in Sec. 821, but some special movement features muast be noticed. The normal
movemant is one day per hex, buat oheerve the following table:

DIE ROLLs MOVEMENT: EVASION POSSIBILITIES:
| Becalmed: no movernent no possibility
] Light bresze: ome hex 10 percent
3-4 Moderate " L M 20 L
5 Strong Wind: SR 30 n
[ Gale Wind: two haxes 0

Add 20 percent to evasion possibility if encounter takes place at night. Since
there is normally only one move (and hence one encounter roll} per day at sea, the
referee must roll to determine whether an ladicated encouanter takes place during
the night or during the daylight hours (50 percent chance of either).
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Wind direction is determined by the random direction table given in Sec. 823,
In the event of a strong wind or a gale, the ship must travel in the direction indi-
cated, Less viclent winds do not require a roll on this table, since it is assumed
that the ship can tack in the direction she wishes to go.

Storm damage is also a possibility daring gale-force winds. For every roll
of gale winde, there is a 15 percent chance of storm damage of 25 percent to the
vessel. After four such results, thus, the ship founders and sinks. Saving throws
against drowning then depend upon the character's dexterity: (cf. Sec. 415):

Dexterity: Saving Throw Required on a 20-sided die:
1-20 14 or above

2l-40 13 or above

41 -60 12 or above

61 and above 11 or above

Shallow waters and tidal flats require a further saving throw against the possi-
bility of a wreck each turn that the ship is in a hex containing such waters, If the
captain ie familiar with the region (e. g. a Tsolydni ship in Tsolydni coastal waters),
there is only a 5 percent chance of going agroand, In regularly travelled, charted
waters (around the coasts of Mu'ugalavyd, Salarvyd, and Livydnu), there is a ten
percent chance of running aground. In unknown waters there iz a 15 percent chance
of a wreck, If the ship does go aground, a saving throw of 12 or above must be
rolled on a 20-slded die; otherwise she is wrecked, and the party must then roll
saving throws against drowning on the table given above. If the saving throw is
successful, the character is cast ashore on the nearest land hex, island, or coast,

No rules are glven here for sea battles. FPlayers wishing to engage in such
combat may use the combat tables given previously in these rules, but for mancau-
vering at sea they may use the rules given in "Dungeons and Dragons, ' or they may
wish to utilise such games as "Trireme, " or other wargame rules (the "Ancient
Naval Rules, " ete, ).

831. Encounters at Sea: Tables.
Each turn (day) at sea a 6-sided die is rolled, and the following table is used:

TYPE OF TERRAIN: (die roli)
Cpen Water:  Shallows and Tidal Flats:

Lost; 1-2 1
Encounter & 5=b
If the ship is lost, the randomn direction table is used (Sec, BZ3),

If an encounter is indicated, roll a b-sided die to determine the number of
vessels met: 1l-4 = one ship; 5 = two shipsy 6 = 3-7 ships. Note that ihis will not
be necessary, if the encounter ig with sea-animale {cf. below).

If an encounter is to occur, roll and consult the following table to determine the
nature of the encoanters

; DIE TYPE OF TERRAIN:
ROLL: COpen Water: Shallows and Tidal Flats:
i men men

2 animals animals
3 nonhuomans nonhamans
4 men animals
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DIE TYPE OF TERRAIN:
ROLL: Open Water: Shallows and Tidal Flats:
5 nonhurmans men
& animals nonhurmans
7 men men
8 animals men
The exact nature of each of the above categories is determined by the following:
DIE SHIP 1S MANNED BY: ANIMALS :
ROLL: Men: Nenhumane: Swimmers:
1  Soldiers Ahoggvd Scé
2 Soldiers Piéchi Léi Ghir
3 Merchants Hlutrgd Qédqtla
4 Merchants Shén Akhd
5 Priests Pé Chéi Muodgh
6 Magicinn]s] Hlyjss Haqél
7 Castaway[s] Swamp Folk Nenyélu
8 Lord/Lady Tinalfya Krud
9 Pirates Hlf¥se Ngritha
10 Pirates Ahoggyd Akhd
Il  Adwenturers Shén Tletldkha
12 Merchants Hlutrgd Tebggu

832. Descriptions of Men Encountered on the Seas.

(1} Military ships come in thres sizes; the small Séshcha (roughly like the
Greek Pentekonter), the bireme-type Srygdnta, and the trireme-sized QOél. The
first of thase will have about 50 rowers and 20 fighting men; the second has some
&0-70 rowers and 30 marines; and the third has 170 rowers and 50 marines. Ewven
larger ships are built, of course, and occasionally one may come across one of the
huge quingueremes (Zirunel) with 300 carsmen and nearly 100 marines. A roll of
1-3 on a 12-sided die indicates a Séshcha; 4-8 = a Srygdnta;y 9-11 =a Cél; and 12
indicates a Zirunel. Each ship is captained by a 3rd-Tth Level fighting man, and
there is a 30 perceat chance that 1-6 of any group of fighting men will be 2nd -4th
level men. Possible treasare: B: 30 percent chance.

(2) Merchantmen come in roughly two sizes: the Hrd (small sailed vessel), and
the Tnék (larger ship). The former is crewed by some 20 sailors, with 6-12 fighting
guards (no higher than Znd Level). The latter type is crewed by 40 sailors with 12-
24 guards (1-6 of whom may be as high as 3rd Level), These are sailed vessels, and
oars are not ased. Treasure will be Type C on Hri-class vessels (90 percent), and
Type D on Tnék-class ships (90 percent).

(3) Priestly ships are usually of ihe Srygénta class and contain 1 -20 priests
(roll for deity served, spells, and Level: 1-3), captained by a priest of Levels
4-9, There are always 6-36 gouards (1-6 of Levels 2-4). Treasure: D: 40 percent.

{4) A magician®s ship will usaally be of the Sryginta class as well, and the owner
will be of Levels 7-12, with 50 percent chance of 1-3 companions of Levels 2-7. He



SNE

may also have 1-6 fighting men of Levels 2-7, He will have no other guards, and
instead of rowers his ship may be powered by magic (40 percent chance). He will
have treasare of Type G: 60 percent.

(5) Castaways are found on small rafts or floating debris occasionally. There
will Le 1-6 sach persons (roll for alignment, sex (60 percent likely to be men and 40
percent likely to be women), and profession (b0 percent likely to be sailors or ordi-
pary fighters, 10 percent likely to be priests. 10 percent likely to be nobility. 5
percent likely to be magic users, and 5 percent likely to be nonhumans. Castaways
have no treasare but may wish to serve their rescuars out of gratitade.

(6) A Lord or Lady (7-12th Level; 60 percent chance of being a man and 40
percent chance of being 8 woman) travels in a Séshcha-class ship. He or she will
have 1-20 guards (1-6 of Levels 2-7). Treasure: Type D: 50 percent.

{7) Pirates also use Séshcha-class ships, which are very fast, and they will
all be fighting men (20-70 men), Their leader will be of Level 4 through Level 9,
and he may have 1-6 fighters with him of Levels 2-7. Treasure: C: 70 percent.

(8) Adwventurers usually travel in Séshcha-class ships (80 percent likelihood)
but may occasionally be able to afford a Srygdnia, There will be 1-20 persons,
of whom some rmay be priests and some magic users (b0 percent will be fighting
men of Levels 2-7; 30 percent MAY be priests or magic users (roll of 1-2 on a
6-sided die); and all the rest are first Level fighting men). Ilf no priests or magic
users are indicated, then all the rest are ordinary fighters. If priests or magicians
are indeed found, then roll for their Levele (1 -9), spells, deity served, etc.
Treasure: Cr 40 percent.

The nationality of ships crewed by soldiers, merchants, priesta, magicians,
a Lord or Lady, and that of any castaways is deter mined by the following table:

DIE ROLL: NATIONALITY:
1-7 Teolyéni
B-11 Mu'ugaldngi
12-15 Salarvydni
16-18  Livyfni
19-20 Gther [determined by referee]

Pirates and adventurers may also have nationalities, but this is not especially
relevant in view of their aims and objecta! Note that the above table applies to
Taolydni waters (within three hexes of the Taolydni coaast). In the coaatal waters
of other nations, substitute the nationality of that nation for "Teolydni" in the above
table, and place ""Tesclydni' in that nation’s original place. The table may also be
adjusted for open sea away from any coast, although mos: sailors of Tékumel fear
to be out of sight of land,

833, Descriptions of Nonhumans and Animals Encountered on the Seas,

Only eight of the twelve nonhuman races build and uee ships. Their ships are
generally of the Srygdata type, with modifications according to species, Their
ships are generally warships. and their crew composition has already been given
in Sec. 827, The captain and 1-6 of the crew of any nonhuman ship will be fighting
men of Levels 2-7,

Descriptions of marine creatures encountered have been given in Sec. 829,
Thase nead no further elaboration,
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900. THE UNDERWORLD,

Scattered over Tékumel are innumerable half-buried, half -forgotten ruins,
There are fragmente dating back to pre-human eras when the mighty Ssd and their
cousins the Hljes vied with each other for control; there are tunnels and passages
of melted rock and of steel dating from the high technology of the days of man's
first coming after Tékumel bad been terraformed; there are jumbled heaps destroyed
by the cataclysms which occarred when Tékamel was cast forever into its present
cuter dimension; and there are catacombs and subterranean labyrinths dating from
more recent empires, ruined cities and temples dedicated to the lost and unremem-
bered gods of balf a hundred kingdoms. For the last ten thousand years there has
also been the castom of Ditldna; the ceremonial "renewing" of certain cities every
500 years by walling up the cellars and foundations of older buildings, razing the
upper floors, and then building new and more splendid edifices upon this foundation,
These earlier ruins are now honeycombed with burrows and tunnels built by many,
many harmnan, balf-human, and nonhuman beings, the parasites and the predators,
those who live on man®s leavings.

Within Jakilla herself thare are many entrances to "the Undsrworld" beneath
the city, for this is "the city half as old as the world. " Beyond Jakdlla’s boundaries
there is the Cily of the Dead, where the kings of the Bedndllja Dynasty, the First
Imperium, and othar dynasties sleep in the Long Black Sleep. There are treasures
there, men say, and there are also a variety of hideoas deaths at the hands of the
ancient guardians of these tornbs. '"'Sweet is the harbour, but Death is the ferryman, "
as the old Teolydni proverb puats it,

Thare are other ruined cities and temples throughout the Empire. Just on the
large terrain map including Tsolydnu alone there are the following to be explored:
hex 2713 : the Fortress of Hrdgga, Mighty Warrior of the Gods; hex 2813: the
City of Ngidla, where alluring Hrihaydl lies waiting herself for her demon lover;
hex 2831: the timeworn ruins of EEug;nir, first capital of the dreaded Ssd; hex
2106: the half-submerged city of Engsvan hld Gdnga, City of Wizards and Capital
of the Golden Age; hex 3607: the carious city of Hnakydl, where dwells He Who
Has No Tail, the subject of many anclent legends of terror; hex 3503: the temple
of the Fire-God, Vimdhlay hex 4i13:. the temple of the Lord of Worma, hidecus
Sérka; hex 553Z; the City Beneath the Lake, capital of the extinct Webbed Ones;,
hex 3530; the haunted capital of the Hlfka kings, which now no Hldka dares enter;
and hex 6029; the walled ruins of the Mad City of Du'din. Aside from these, there
are labyrinths beneath many other cities of the Empire as well; below the City of
Chiming Skulls, Fasfltam, red oasis of the desert; beneath corrupt and secret
Pdrdimal, lost in its hali-human rituals of evily and beneath mighty Béy 5S¢ herself,
capital of the Empire, even though she was bullded only some 2, 000 years past.
Other lands have their comparable Underworlds, and there are many smaller
caches and ruins here and there across the face of the land. These will be mentioned
as they become relevant to the game.

910, THE MOYE IN THE UNDERWORLD,
Distances in the Underworld are in feet; convert inches io tens of feet.

Movement distances (given in inches) are in segments of approximately ten
minutes, It thus takes ten minutes to move two moves -- 120 feet for a fully
armoured man. Two moves thus constitute a turn in the Underworld, except in
flight and pursuit situations where the move/turn is doubled, and no mapping is
permitted.

Rest must be taken for one turn every hour. Double rest is required after a
flight or pursuait has occurred.
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Time spent performing various actions will be adjudged by the refereer e, B
searching for secret passageways, ESP'ing, opening & chest, exploring a room,
Ustening for pursuit or for soinds behind a door, etc. etc. Some activities will
take a portion of a turn, while others (such as searching a ten-foot section of wall
for a door hidden in the carvings) will require a full turn.

Secret passages will be found ona roll of 1 or 2 on & 6-sided die. Note that
Pdchi Léi, Pé Chéi, Swamp Folk, and Rényu have special abilities in detecting
sacret doors, traps, etc. Cf. Secs. 827 and 828,

Doors open aatomatically and eagily on a roll of 1 on a 6-pided die, Doors are
forced by strength on a roll of 2, but this negates any possibility of surprising a
being or beings on the other side. Smaller characters (e.g. Tinalfva) can open a
door only on a roll of 1, Most doors automatically close and must be recpened if
one wishes (o retarn through them. As many as three beings may try to open a
door at once, and doors then open on & roll of 1, 2, or 3. This, however, causes
them to lose the possibility of rapid reaction, and they cannot surprise anything on
the other side of the door -- although that beilng may sarprise them! Doors open
automatically for creatures of the Underworld, unless the door is held or spiked
shut -- and a roll of 5.0r & indicates that the door opens anyway or goes shut in
spite of spikes or the players® efforts.

Traps and pits open ona roll ¢f | or 2 on & 6-sided dic when a character goes
over or by them.,

Listening at a door takes one move segment. MNote the special racial charac-
teristics mentioned above for certain nonhuman species,

Light or some form of magical lllumination MUST be present in the Underworld.
Torchbearing slaves or hired men must be available at all times, or else some
player character must be penalised by being made to fight one~handed while holding
up & torch, Certain Eyes and spells will provide illumination, and the priest or
magic user holding them must keep one hand free to carry them at all times.

The party will see monsters as they appear at a distance of Z0-80 feet (roll a
pair of 4-gided dice to determine dietance), unless they are surprised.

Arollof 1 or 2 on a 6-gided die indicates that the party -- or the Underworld
creature[s] -- is surprised. Surprise gives the advantage of the first move segment:
the power to move firet, attack, run, cast a spell, etc, ESP, light, and noise
negate surprise, although ordinary light caat by torches and Eyes does not.

Hostile beings in the Underworld will attack and pursae any character[s] they
"saa. " If the beingls] has surprised the party and is within 20 feet, it cannot be
avolded, unless it itself has been surprised. If the party chooses to fles, the creature
will parsue so long as there is not more than 90 fest between the two, When the
party turns & corner or passes through a door or secret door, or goes up or down a
stairway or ladder, the being will only follow on a roll of 1 or 2 on a 6-sidea die.
Distance between the two depencs upon the relative speeds of the two groups, men
according to their encumbrances, and beings according to their speeds (given with
their cescriptiuns). Encumbrances may be discarded in oroer to increase speea.

Flaming oil will deter many beings frum pursuit, Similarly, food may deter
the hungrier types, while a piece of jewellery or a gem may stop some of the more
intelligent -- and avaricious -- species (though not the intelligeot nonhuman races:
they are too smart to be put off with a single item when they can slay the party and
have it alll ).

At the end of every tarn the referee will roll a b-sidea die, and a roll of & indi-
cates that the party has encountered one or more wandering creatures in the Under-
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world. Depending upon possible directions from which the creature{s] could come,
the referee then randomly determines their direction and distance from the party.
Surprise is decided as Indicated above.

920. DETERMINATION OF CREATURES IN THE UNDERWORLD.

The Underworld is divided iuto "levels, " roughly one on top of the other. A
given "Underworld" may range from just one level to as many as the referee can
construct. The farther one cescends, the more difficalt anu cangerous these laby-
rinths become -~ and the richer their treasures. The fullowing tables indicate
the type of beings met as "wanflering beings" on each level. These do not include

the "Saturday Night Specials, " which are unique creatures dwelling here and there
in the Underworld guarding specific treasures or other itema,

LEVEL BENEATH CONSULT TABLE NUMBER;
THE SURFACE. f e b
1 DIE ROLLx 1-2 3-4 5 -] - -
" o 1 2 i-4 & & -
3 i - - 1 F- 3-4 5 b
qd=5 o] = - - 1 2-3 4-5 &
6-7 L ¥ - - - i 2-4 5-b
8-9 - h - - - - 1-2 3-8
10-12 " ¥ - - - - 1 2-6
i3-qp W ® - - - - - 1-&

The following aix tablas ara those just referred to abowva;

DIE TABLE I; DIE TABLE 1I:
ROLL: BEINGS ENCOUNTERED ROLL: BEINGS ENCOUNTERED;
! Chaélh 1 L-6 Shén [1-2]
Z Mrdr 2z 1-3 Sed Ezl
3 Shédra 3 1-3 Hlyss [2]
4 Qél 4 1-3 Hldka [2]
5 Huard'u 5 1-3 Hlutrgd [1
& HKdrgha & 1-6 warriors [2]
7 1-3 Pé Chéi[1) 7 L Priest (4]
8 1-6 warrsiors [1]) & Mu'dgh
9 1-3 Priests [2 9 Magic User [3]
10 1-3 Shunned Cnes [1] 10 Dlagé
11  Magic User [2] 11 1-12 Bandits [a[]
12 1-3 Ahoggy4 [1) 12 1-20 Tinalfya [3]
DIE TABLE 1l DIE TABLE IV;
ROLL; BEINGS ENCOUNTERED: ROLZL- BEINGS ENCOUNTERED:-
1 1-12 Pygmy Folk [3] 1 Yéleth
2 MNgéyua 2 1 Warrlor [7]
3 Biridld 3 } Priest [7
4 Edyi 4 Ted?urd
& Ted'ara 5 1-2 Magic Users [5]
& Marashydla 6 Hrd
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DIE TABLE 111 [cont. ] DIE TABLE 1V [cont, ]
ROLL: BEINGS ENCOUNTERED: ROLL:  BEINGS ENCOUNTERED;
7 Thinra‘a 7 Lord/Lady [9]
8 1 Warrior [5] 8 Kdyi
9 1 Priest [5 9 Thinru*u
10 | Magic User |5 10 Biridld
11 1-6 warriors |6 11 Sré
12 1 Warrior [T7] 12 1-6 warriors [7]
DIE TABLE ¥: DIE TABLE ¥YI:
ROLL; BEINGS ENCOUNTERED: ROLL: BEINGS ENCOUNTERED:
1 Hrd 1 Eu'dn
2 wamgim 2 Ngéro
3 Srd 3 Agda
4 Ru'dn 4 1 Lord /Lady [10]
5  HLEMr 5 1 Priest [9]
& 1-3 Warriors [7] & 1 Magic User [9]
7 10-60 Bdrgha 7 1-3 Shén [8)
8 1-3 Magic Users [8] 8 1-3 Said [8]
9 1-b Ssd [5th] 9 1-6 Shunned Cnes [8]
10 2-20 Q6l 10 1-3 PéChéi[9]
11 1-6 Hlfesa [7] 11 Gumgdm
12 1-3 Aboyuyd [8] 12 Hred

The figure in square brackets after certain of the above names indicates the
Level of the beings met: e.g. 1-3 Warriors [7] denotes one to three fighting men
of Level V11 (cf. Sec, 443), Humans and nonhumans may achieve these Levels of
Experience, but other creatures are as described below.

921, Descriptions of Beings Encountered in the Underworld.

Humans and nonhumans are as described in preceding Sections. OCnce the

being's Level is known, his alignment, weapons, spells, etc. can be determined
from foregoing tables.

Descriptions of other Underworld creatures are as follows: [See Sec. 826 for
abbreviaticns. |

(1) Agdi Worm of the Catacombs
NA |
AC 2
b +
HD 0/9/12
T nil i
L 40: 1-3; Tin L: E: 60

This huge accordion-shaped worm-creatare ranges from 20 to 40 feet in
length (cf. three sizes above). It is covered with ragged brown bristles

and has a maw the size of a man set with tiny barbed teeth., A victim
swallowed by the Aq4k has a 30 percent chance of cutting his way out throagh
the beast’s horny sides (2 turns) before its digestive juices reduce him to
mush., Revivification is possible for a person so sglain, but he will be unable
to do any fighting for two weaks. MNote that the AgdA carries no treasare but,
if found in its lair, it may be guarding a Type E treasure.
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T T

Biridld ithe Mantle!
NA 2-8
AC 3
M 6/15"
HD 4+1
T nil
L 20; 4-16; T in L: D; 40

These ancient guardians of treasure are cape-like, black flying creatures,
They cling to ceilings and drop on the unwary. They then suffocate their
victim, gibbering and shrieking, in their powerfully muscled folds. They
cannot be cut by Chlén-hide weapone but can be slit open by steel, There is
a 50 percent chance that the victim inside can cut his way out before he is
suffocated. They fight maniacally until all life is gone from them. It is
best to burn them, since they rensw themaselves in three turne.

{3) Chnélh "Ape-like Mutants”
See Sec, 828 [Z).
(4) Dlagd the Beetle"
MNA 2=16
AC 4
M bll
HD 3
T nil
L 20¢ 4-£4
These armoured creatures have a gleaming green carapace. six legs, and
powerful mandibles. They will attack if surprised. or if the party is a
relatively emall one; otherwise thay prefer to fleae. They appear near
carrion (referee will roll an axtra 'wandering being dice' throw to see if
there are Dlagé whenever the party enters a chamber in which there is some
recently slain being. They range up to ten feet in length.
(5) Hl'lr "It of the Unbearable Face"
MNA 1-4
AT &
M 12"
HD 8
T B: 30
L 30; 2-8; Tin L: E; 70

These mad creatures are unendurable to look upon, and any person who does
80 is driven insane and may attack his fellows (60 percent chance). There is
a 30 percent chance that the Hli*ir will insanely rush right by or through a
party without stopping to melee. If it does melee, it must be slain by steel
weapons or better. .fnr mace, however, may imobilise it for one turn,

if it does 4-6 damage dice points, During this time the party may flee or
choose to strike again. If the Hli*fr surprises the party, there is a o0 percent
chance that some member will look at it; if it does not surprise the group,
then each character must roll a saving throw of 12 or more on & 20-sided die
to avoid looking upon it, A victim driven mad by this creature can be restored
by a spell or Eye of Healing.



- hd =

(6) Hrd ""the Bloodsucker"
NA 1-6
AC 4
I s
HD T
T B: 80
L 20 2-12; Tinl: F: 60

These creatures are creations of the ancient pricats of hsdrul. They are
undead which have been reanimated. They can only be slain by toaching
them with an Amulet of the Great God, after they have first been reduced
to zero hit points or less. Otherwise they will reanimate in twe tarns and
will pursue {90 percent chance; roll each move to see if they continue to
do so0). They drain their victims of all blood and body fluids and leave
nothing but 2 shrivelled haak,

(7) Hard'u "the Howler"
MNA 3=30
AC T
M b
HD L1+3
i nil
L 30: b=B603 T in L: B: 90

These spectral beings wander howling through the Underworld. They can
be heard at a distance of 200 feet, and they will perceive a party from this
same distance. They pursue interminably until they are slain (only a roll
of b on a 6-sided die will cause them to deslst; this is rolled each move).
They can be driven off, however, by fire or magic. Chlén<hida weapons
do -1 against them, Their howling will deafen all those within ten feat of
them for two turns,

(8) Edyi "the Eye"
See Sec, 826 (5).
{9) Kdrgha “Eaters of Carrion"
NA 6-120
AC b
M | A
HD 1
T nil
L 10: 1l<-240

These scuttling six-limbed furry creatures range up to some four feet in
length, They have sharp, horny beaks and three eyes. They live on
carrion and refuse and will attack only when they ocutnumber their opponents.
If the party enters a room in which there are dead bodies, roll a special
throw of & b-eided die to see if there are Kidrgha thera: a rollof S5or b
indicates that there are., Their terrible stench warns of their presence
even through doors for some 50 feet,

{(10) Marashydla Ythe Whimperer"

NA 1
AC 3
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M pan

HD 4

T nil

L 40: 1-33 Tin L: C: 40

Thesa sapernatural creations of the ancients are meant to guard treasure.
They are masters of illusion, appearing as children, lost womean, wounded
friends, etc., and they weep and implore help. A saving throw against
hypnotism is necessary, for the Marashydlu can captivate 1-b persons per
combat round, They are able to command their victims to fight against
their own party, and if a victim ie finally carried off, the Marashydlu

sucks all the soft organs out of his or her body by inserting a long preboscis
into ihe victim's mouth or other opening. These hidecus creatures can be
driven off by spells against undead, by certain Eyes (cf. below), etc,

(11) Mrdr “the Undead"
NA 3-36
AC |
M ,bﬂ
HD 143
T nil
L 20 10-1003 T in L: B: 30

Thess are the corpses of ancient warriors who perished in the catacombs
and who have been reasimated by the priests of Ksdrul for their own evil
purposes. They always attack and never check morale, If killed, they
regenerate in two turns unless burned by fire,

(12} Mu'agh “the Jellyfish®
See Sec. 829 (b).
{13} Ngéyu "Eater of Sworda'
MA 1-4
AC 4
M 12"
HD 3
T nil
L 20: 4-8

These flattish, crustacean creatures have powerful claws and aix legs.

Their main weapon, however, is a secretioa which they can squirt some 20
fant, This liquid affects only metal, destroying it completely. There is a
50 percent chance that the Ngdyu will use this weapon on any combat round,

rather than its claws. If the liquid hits , roll a 6-sided die to deterrin
how much of the victim's arms or armour are destroyed by it. A roll o

one denctas V6, a roll of 2 = 1/3, a roll of 3 = 12, ete. Add up the number
of the wictim?s metal items (sword = 1, suit of armour = |, shield = 1,
helmet = 1, amulet = |, etc.) and randomly determine which of these has been
affected, E,g. if a victim has six metal items, and one third have been hit.
roll a 6-sided die twice to determine the numbers destroyed: if his helmet
is arbitrarily numbered "1, hid sword 2", his shield "3", his armour "4",
his mace "5", and a metal amoalet 6", and if the numbers "2" and "5" come
ap, thie indicates that his sword and mace have been reduced to jelly, Thin
liguid affects magical weapons in the same way that it affects nonmagical
ones. Chlén-hide armour and weapons are, of course, imunune, since thay
ars organic.
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{14} Ngoro “the Whelk"
NA 1
AC 6
H hﬂ
HD 16
T D: 20
L 50; 1-2; TimL: E: B0

These huge (30 feet in length) creatures lie flat upon the floor of 4 room
apd appear much like the rough stone flooring of the Underworld, although

t d> feel sommewhat springy to walk upoa. They are intelligent and use

t millions of tiny cilia to hold miniature weapons (Eyes). They may alsc
closs up on unwary travellers, crushing them to death in their powerful
folds. A saving throw of 1Z is required for any person so trapped to jump
fres before the creature can close itaelf upon him. There is a 50 percent
chance that the Ngéro will try to uwse magical weapons and a 50 percent
chance that it will attempt to close up upon its opponents. A person trapped
fa an Ngbro suffers 2 damage dice per combat round until (and unless) his
companions can free him by killing the creature. If subdued (brought down
to axactly one or zero hit points), the Ngéro will offer one of its magical

weapons in exchange for its life.

(:5) Qdl the Serpent-headed Ona"
NA 3-30
AC 2
M 9"
HD 1+1
T maximum 2 K. each
L 40: b6=60; T in L: D: 40

These are mutants from human stock created by the priests of Ksdrul.

They are roughly humanoid except for a slender reptilian neck and a flat,
dlamond-ghaped head, They see well in darkness and fear the light, They
fight with poisoned weapons and can also bite with deadly venomous effect.

A saving throw against poison is necessary, if a character is struck or bitten.
They vlil not attack, however, unless they catnumber the party almost two

to one; oOtherwise there is a 70 percent chance that they will try to flee.

(16) Qumqim “the Thunderer'
NA 1
AC &
M 12“
HD 9
T Az 40
L 30; 2-4p Tinly F: TO0

This spectral creature is invisible to humans, but not to a Fé Chéi. It can
be heard coming, however, at a distance of 500 feet, since it makes a
terrible roaring noise as it moves through the Underworld. It can be driven
off with an "Eye of Detestation” or even controlled with the "Incomparable
Eye of Command, " Ctherwise the Qumqim will attack, fighting invisibly
like a whirlwind with a sort of heavy, invisible poleax forged long ago by
the Brethren of the Scarlet Nail, a branch of the prisathood of Sirku.

The Qumaqdm is repelled by fire (60 percent chance of driving it off).
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{17) Eu'dn Yithe Demon of Bronze"
NA 1-6
AC £
¥ 15"
HD 11
T A: 80
L 20¢ 1<by T in L: F: 80

These are animated manlike bronze automatons some seven feet tall, They
were et long ago to guard certain dimensional nexus points in the Under-
world, and also to guard various treasures, They are thus highly intelligent,
although they will not communicate with men. Their bodies are covered with
a fine network of hair-thin wires which impart a powerful electrical shock

to anyone touching them (2 dice damage). They fight with a +1 sword In one
hand-like appendage and a kind of throwing device attached to the other,
which casts steel daggers some 30 feet. They thus have three hitting possi-
bilities per melee round: the sword, the dagger, and their electrically
charged bodies (roll for a hit, just as for a blow by the sword or dagger).
The Ru'dn obeys only the "Incomparable Eye of Command, "' 1-3 Ru"dn can
be controlled with one of these devices.

{18) Shédra ifater of the Dead"
MA 2-24
AC [
M gl'l
HD 2
T B: 40
L 20: #4-48y TinL: C: TO

These arc flesh-eating undead, Grey and shrivelled almost beyond human
form, they move ceaselesaly through the Underworld seeking food. They

fight with steel swords, and a person slain by one of them will himsalf be-
come one unless a spell of dispelling magic is pat upon him within twe

turae.

(19} Sré the Dragon"
See Sec, 829 (10].

{20) Thdnru'u "the Eater of Eyes"'
NA 2-12
AC 4
M 12"
HD 5
T nil
L 20; 4-24; Tin L: Dy 40

This archaic life form now dwells in the Underworld out of the sight of men.
The Thdnru'u is vaguely manlike, doughy and blubbery locking, with twe
saucer-like eyes, a greyish beak, and rolls of skin which hang about it like
a robs, They prefer to slay Kdyi (g.v. ) but will attack men in order to eat
the eyes, relishing these to any other type of food. They can be repelled,
however, by the odour of the agp=rodisiac Tadral buds. Otherwise they will
always attack haman parties, They can be controlled by various Eyes and
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are sometimes found as loyal servants of mapiciane, evil priests, and
even ¢vil fighters.

(21} Tad'ura Mtha Nlusion-Masgtar
MA 1=6
AC 3
M 6"
HD E+1
T D: 10
L. 30 2-123 Tim L: D: 90

These are also treasure guardians created by the ancients, They appear as
anything they wish (they use ESP to determine what would be of groatest
interest to the party), and they can maintain this illusion until they are
defeated and killed, whereupon they regain their owa forms -- a bundle of
ropy, lumpy teantacles with a central brain-sac nucleus. They may thus
appear as a friendly character, as a Ru"dn, etc., and oaly after the party
has managed to defeat them will they appear as they really are. In a meles,
of course, the Tead"aru has its own hit dice, not those of the being it is imi-
tating. This creature is immune to spells, though not to "Eyes. "' It may
dissimulate for a time, pretending to be a friendly character or being and
accompany the party until it sees a chance to attack with greatest effect.

(22) Yéleth "the Angel of Doom"
NA L=4
AC T
M g.lr
HD 3
T By 30
L 30 2-8y T im L: C: 40

These androids are created to loock like beautiful maidens and handsome
youths., They have paper-white skins and hair the colour of polished ebony.
Their main weapon is the ability to hypnotise | -3 beings per combat roand,
and a saving throw against hypnosie ia nesded. The paralysis created by
the Yé£leth’s hypnosis lasts forever unleass a spell or Eye of Healing is
applied.

1000, SPECIFICATIONS OF ALL NONHUMANS AND BEINGS ON TEKUMEL,

The following is a complete listing of the specifications of creatures found on
Tékumel (those used in the game). It will be useful to recapitulate the abbreviations
and code figures employed. There are twelve columns:

Column COne: Serial namber of the being: 1-66.
Column Two: Tsolydni name of the being in English alphabetical order.

Colamn Three: Type of creaturer '"N" = "nonhumaa'y "A" = "animal'; "F"
= "flying animal"y "W" = "water anin.al'; and "U" = "creature of the Underworld. "

Column Four: "NA" = "number appearing' when the creature is met as &
wandering being. The referee rolls the appropriate dice to cetermine this.

Column Five; "AC" = "armour class.” These 9 classes are given in Sec. 520.
Column Six: "M" = "mowve." This is given in inches. Certain beings have two
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mavement speeds, one for land and the other for flying, or one for land and th
e
other for their swimming speed, etc. A few beings have three movement speeds,

one for the small size of the species, one for a medi
third for a large one, o 3 edium sized specimen, and the

Column Seven: "HD™ = "hit dice. " This is explained in Sec. 510,

Golumn Eight: "T" = "treasure.' This denotes the t of treasar
the being when it is met as a "wandering creature and HDT'II:"ﬂi.n its hf:. Hlﬁtnﬁ
cases thie column contains a letter (the treasure Type; ci, below) and a percentage
figure (the percentage of possibility that a specific creature HAS the treasure
mentioned). Thus, "D: 20" = "there is a twenty percent chance that this being has
a Type D treasure upon its person, " A few baings have small treasures only, indi-
cated in gold Kditars.

Column Nine; "L" = "lair," There is a possibility that the party will meet the
creature in its lair, rather than just a casual encounter in the forest, the water, etc.
There are more creatures in a lair than outside of it. There are thus two figures
separated by & colon; the first is a percentage of possibility that the adventurers
hawve found the lair of the species, and the second is the number of beings met in
the lair., Thas, "30; 2-4" = "theres is a thirty percent chance that the party has
stambled apon the lair of this species, and, if so, there are two to four of the crea-
tares in it,

Colamn Ten: "TL" = "treasore in the lair. " As for Column Eight above, this
indicates the type of treasure possible in a given species’ lair, together with the
percentage of possibility that a particular lair does indeed have this treasure.

Colamn Eleven: 'S8" = "ship." Certain species of nonhumans make and use
their own ships. This column determines the number of beings aboard a given ship.
It is thus similar to the "MA" column above,

Column Twelve: "TS" = "treasure aboard ship. " This indicates the treasure
type possible for a given ship of the species, together with the perceniage of poasi-
bility that the ship has this treasare aboard. This is similar to Column Ten above.

For reasons of space, the table of beings begins on the following page.
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No, NAME TYPE NA AC M HD T e g L 8 T8
9

1. Ahoggyd N 10-120 4 3 F; 40 .E“umﬂ. Gi 50  10-60 D: 30
4

2 Akhé w 1 F 9 6/10/14 e 50 16 -~ - -=

3 Agda U 1 2 9 6/9/12 -= 40: 1-3 E: 60 - -
4.  Biridla u 2-8 3 6/15 4+l == 20t 4-16 D: 40 - -

5 Chashkéri W 1-12 7 A2 1 -- 30; 3-60 C: 20 -- -

6 Chlén A 1-20 2 9 3 -= 30y 3-60 -- -a -
7. Chnélh AfU 20-400 7 b 1-1  10; 1 K, 30; 40- «- - i

800

8.  Chélokh F 1-20 1 6/18 b+l -= 50y 2~40 -- -= -
9.  Dldkolel ) 1 2 6/12 6 -« 20: 1-6 Ay 40 .o .-
10, Dlagé v 2-16 2 b 3 --  20; 4-24 -- -- -
11. Dunélu A 1-2 4 15 41 -~ 40; 1-6 B; 10 -- -
12. Daér A 2-12 4 15 v+l C: 40 40: 4-24 D, 40 - = --
13. Feshénga A 1-b 4 12 5 -=  30: 21-12-- -- -
I4. Gerednyd F 6-36 4 3/18 2 -=  40: 12-72-- - .-
15. Ghdr W 1 2 4 8 =s 803 l<b == - .o
16, Giriky F 2-12 9 b/24 2 == 20p 4-24 -- e A
17.  Hagél W 1 3 9 5/9/13 --  90; 1-12 -- .- -
18, Hlgka N 10-60 6 15/30 2 B: 40 30; 50:100F: 30 .- -
19. Hu'ir U 1-4 2 12 8 B: 30 30; 2-8 E; 70 -- -
20.  Hilutrgd N  10-60 1 12 2 C: 30 40: J0O- D: 60 12-72 C: 40
21, Hlfse N 10-60 5 9 2 H; 40 50: uﬂm_.. H: 30 Z20-120 G: 30
22, Hrd U 1=b 4 12 T B: 80 20: 2-12 F: 60 - -
23, Hurda U 3-30 7 9 1+3 == 30; 6-60 B: 90 - -
24. Hyahyd'n A b-24 5 12 3+3 e 201 1248 -= - =
25, Kdyi F/u 1-4 8 15 4 Ar 40 Z0: 6-36 G: 50 == ==
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Mo,
26,

27,
28,
29.
30,
al.
3z,
33.
34,
35,
36.
37.
38,
a9.
40,
41.

42.

43,
44,
45,

47,
48,
49.
50,

NAME
Khéshchal

Krud
Kidrgha
Kurukd
Kyni

Lirf
Marashydla
Mndr

Mridr
Mu'dgh W
Nenyélua
Ngdyu
Ngéro
Ngridtha
Pdchi Léi
Pé Chéd

Pygmy Folk

Qdqtla
Q61
Gumgdm
Rényu
Bu'da
Séruila
Shdnu'a
Shédra

TYPE

'y

ZZxzaazEga>amm>asz

=

S wr>dadkadaas

1-12
3-30
1-6
1-6
1-4

1-20
1-100
2-12

i-100

3-30

1-6
1-6
1-4
2-12
2-24

P s W & & F @ ) W W W @ O & N ml}
(]

,I-

o W N N oBER N W

12
12
15
6/30
b/24
12

12

12
12
15
15

15/24

9

143
3/e/12

143
1-1

5
1+l

9

Z

1l
5/8/12
3+1

2

1-6 K.

T L

TL

A: 10 10; 2- B: 20

40
== 50: 1-6

-= [y 12-240 -~
== 40; 10-1004A; 20

-= L0; 1-12
== Z0y 2=12

-

. .-

-= 40: 1-3 C: 40

~e 40r Z-L4

«= Z0: 10-100 B: 30

== §0: b-36
== 20 4-8
D: 20 50: 1-2
== 20y Z-40

C:

-
-
- -

E;

Az 30 30; 6-360 C:

A: 10 70; 100-
600

A; 20 60; 60-
360

== 20r 1-6
2K, 40: 6-60
A 40 30; 2-4
20: 6-36
Ay 80 20¢ 1-6
G:20 20: Z-8

== 30: 4-24
B: 40 20: 4-48

Cs

G

Fi
Gy
Fi
H:

10

80

40

40

40
70
20
80
50

T0
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9.
60,
6l.
62,
63.
64,
65.
66,

NAME

Shén

TYPE

N

Shanned CGnes N

Sré

Ssd

Swamp Folk
Teqégmu
Thdnra'u
Tinalfya

Tletldkha

Tsi'nl
Tadgga
Ted'uru
Vorodld
Vringdlu
Yéleth
Zrné

w /U

b4

Z C m Z

> O "M W OFE > E

NA
10-120
2-200
1-3
10-120
2-200
!
2-12
1-100

2-24
i-4
1-3
1-6
1-6
1-12
1-4
4-24

@ = W W W o qnhmhuwmlg

P4
_w
12
9/12/20
12
9
b/12
12
9

12

6/24
6/20

15

5/7/9

£13

L.
B80: 20-240
40: 4-400
40; 2-6
50; 20-240
20: 4~400
10; 1-b
20; 4-24

40: J00-
600

40;
30:
40;
30:
25;
10;
30:
40;

10-120
4-8
2-6
2-12
2-12
4-48
2-8
B-48

TL
H:
E:
E;
H:
E:
D:
E:

Dy

70
50
40
50
40

40
40

40
90
20

40
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1100, BONUS SPELLS:

Both priests and magic users have an gpportunity to obtain further spells in
addition to those listed in Sccs. 432 and 433. Whenever a priest or a magician
attains a new Level of Experlence;, he or she must roll percentile dice to see whether
an extra spell (or spells) has been obtained. A person may roll only ONCE for this
privilege, immediately after the conclusion of an adventure in which a new Level was
achieved. A bonus spell cannot be changed or substituted, once chosen., Like most
priestly ano magic users’ spells, these may be used only once a day and are auto-
matically renewed the [ollowing morning.

The following table gives the percentile dice rolls necessary to obtain bonus
epells upon achleving various Experience Lavels,

LEVEL OF EXPERIENCE AND FERCENTILE DICE SCORE NEEDED,
2 3 4 5 » 7T & 9§ 10 wp

CNE SPELL
of GRLCUP 1.

UNE SPELL
of GRCUP 1k 90 80 70 &0 50 40 30 20 10 5

CONE GROUP

I and CNE - 90 a0 TO &0 50 40 30 20 10
GROUP 11

SPELL,

ONE SPELL
of GROUP LLi-- - 90 80 T0 60 50 40 30 20

ONE GROUP

Il and GNE -~ - - 90 80 TO 60 50 40 30
GROUP 111

SPELL:

80 70 60 50 40 30 20 10 5 0

1110, DESCRIPTIONS OF BONUS SFELLS.
Bonus spells are divided into three Groups of increasing complexity and importance.

Croup l:

1. Circla of P=otection; A 4" circle of protection from evil/good is
craated around the user. It protects him (and any companions in the
circle) from undead, magical l'l'il.fgnnd weapons, and spells. Ordinary
waapons, bowever, will penatrate this circle.

2. Create Fooc anc Drink: Rations for 1-10 persons can be created by the
aser.

3. Curse/Blass: This spell raises morale by +1 and adds +1 to the
attack alce for a friend; it may also be used to subtract -1 from

morale and attack dice for an enemy.

4., Detect Invisible Objects: Imvisible objects and beings are uetected by
this spell, which lasts three turns, It has a range of ten square feet.

5. Dispel Evil/Gooa: This spell allows the user to dispel any evil/good

spoll lor three turns, It may only be used to dispel the same type of
evil/good spell, however, and not against three different types of apells.
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&. Door Control: a door may be opened or closed and held in that position

tor three turns. This spell may only be broken by another Door
Contreol spell

7. Heal Minor Wounds: Woundas may be curec up to a maximum of & lost
- hit points (a b-sided die is thrown). A person may never be healed
to & greater number of hit dice points than he originally hau,

8. Levitate: This spell allows the user to levitate into the air and remain
there for a period of three turns. He moves six inches upwards per
turn to & maximum of eighteen inches, followed by a soft landing at
the end of the third tarn. He does NOT fly in any horizontal cirec-
tion, but only moves in the vertical plane.

9. Light: The user can create a powerful light, equivalent to daylight,
which illumines a thirty foot area and lasts ten turns. This powerful
illomination negates the poasibility of the party's surprising any
craature, however.

10, Locate Gold and Gems: This spell permits the user to "feel" the
presence of gems or gold within a radius of ten feet. He will sense
these treasures even if they have been made invisible, hidden unaer
or within a wall or floor, etec,

11. Locate Objects: The user can automatically locate a given chject at
a distance of up to thirty inches. The object mast be one which the
user has seen (physically or magically) or handled. The path to the
. object will be automatically guided by the referee.

12. Sleep: This spell affects 1-12 beings of Levels 1-3 (roll dice to deter-
mfn% how many, and if there are more than twelve belngs, roll to
discover which ones are put to sleep). [t affects 1-6 beings of Levels
4-5 and doas NOT affect any creature over Level five, Its range
is 24", Beings put to sleep will remain aslesp until physically
shaken awake by their comrades, or for a period of elght hours.

Group L

1. Charm Creature: Any animal, nonhuman, or creature of the Under-
worild may be charmed and made to perform any action within its
powers for a period of six turns. Range: 24",

2. Cure Disease: This spell cures any disease completely and instantly.
I bms no elfect upon wounds or bruises. It can be used on only one
person, however. Note that it has only a 75 percent chance of curing
a nonhuman or animal struck with a disease.

3. Dispel Magic: This spell terminates most charme, spells, and enchant-
menis |referce's option). Duration: one turn. Range: 12", Note

that this spell also removes the magical powers of weapons, armour,

¥ etc, for one turn,
4, Extra-Vision: The user can project his vision through solid substances,
. water, etc. to a distance of 24 inches for a period of three turns. He

can thus ses what is taking place at a distance.

5, Ely: The user can fly at a speed of 12" per turn for three turns. He
may rise vertically to a distance of 18" and he can carry a weight of
up to 250 pounds while {lying.



- T3 -

6. Heal Serious Wounds: Wounds may be healed up to a maximum of 12
oat hit points (two 6-sided dice are rolled), Cf. no. 7 in Group L

T. mvlnihﬂi.g: The user becomes invisible for six turns, He may be
etect y those able to perceive Invisible objects, however, and
% while invisible he is prohibited from fighting (he immediately be-
comes visible if he strikes a blow or utters a spell, etc. ).

8. Invalnerability: This spell parmits the user (or some other person apon
whom it 18 projected) to become impervious to all Chlén-hide and
ordinary steel weapong {i.e. steel which has no extra magical powers).
It is not proof against magical weapons, Eyes, and spells. It lasis
12 turns.

9, Meutralise Poison: This is equivalent to a successful saving throw
against poison, It dispels the effecis of poigpons, stings, bites, etc.
instantly withoat weakening the character,

10. Phantasmal lllusion: This spell creates the illusion of nearly any
thing the user can think of, The illusion will last for six tarns and
can be projectec up to 24!, Uee the Non-player Character Reaction
Table to determine whether the opponent|s] believe the illusion or not.
0-30 indicates that the being does NOT believe the illusion. 31-60 =
dubious and undecided about the illusion, 61-100 = believes the illu-
sion. If the opponent does not believe in the illusion; no harm is cone
him by the illusion. If the opponent is dubious about the illusion,
there is a 40 percent chance that the illusion will be able to harm him.

- If he does believe in the illusion, any damage inflicted by the illugion
is real anc harms the victim.
. 11. Slow/Haste: This spell causes 1-24 beings within b inches to slow

their rmovement to one half their normal speed, or to speed up their
movement to twice their normal speed. This is at the discretion of
the caster of the spell. Duration: three turns.

12, Transmutation: This spell will transmute water into stone, stome into
water or mud, mud into water or stone, etc. It affects up to 20 sguare
inches. Creatures moving through mud so created lose 90 percent of
their movement potential. The effects last twelve turns, and ihe spell
can be cast up to 2 distance of 4%,

Group 11
1. Change Self or Cthere: This spell permits the user Lo change himself

and | -b others (as rolled on a 6-sided die) into any animal, insect,
nonhaman, or baman form. [MNoce that one cannot change onself into

a specific person!] The charmed being, of course, retains his own
personality and hit uice, etc. The spell is permpnent unless reversed
by a Dispel Magic charm.

2 Control Terrain: This spell can create tunnels, doors, obstacles (such
as hills, walls, etc.). It affects up to 12" of terrain in length, and
& 10" high and wide area. The obstacle, ete. will last & tarns.

3. Doom-kill: This spell creates a powerful explosion at a range of up to
24" Arollof 7, 8, or 9 on two 6 -gided dice indicatas that the explo-
sion has hit its target; less than this denotes that it has exploded short,
apd more than this indicates that it has gone past ita target. Note that
the explosion requires THREE INCHES in which to barat. Anything
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1200, THE "EYES."

Aside from spells, usable only by priests and magicians, there are also
aevices of ancient technology known as the "Eyes. " These are like small, dull
gems in shape, with an eye-like aperture on one side {whence the comm on name
for these objects), while on the other there is a small protruding stud which acti-
vates the device., These are to be found in ancient ruins from before the Time of
Darkness, although a few may be parchased now and agair from the priests of
Thumis. Many fakes are made, of course, and the players shoula beware of fraud,

There is also the possibility that an Eye may be defective, deteriorated from
long centuries of disuse. There is a 5 percent chance of this. If this result is
obtainea by the referee upon the partys fnding an "Eye, " he will roll again as
fullows: using percentile cice, 1-50 = the Eye is now completely inactive ana
useless; 51«80 = the Eye has only half its usual charges; B81-90 = the device has
an effect opposite to its normal use, or distorted in some other way (referes's
option); 91-100 = the Eye explodes, doing two 6-sidec dice of dama ge to the user
and also to any character within ten feet of him.

Whenever an Eye is found, its powers must be ascertainea. Some 50 percent
of all Eyes have a tiny inscription in one of the ancient languages (reacable only to
priests), while the remainder must be determined by experiment. Once the function
of the Eye has been ascertained, the referee will roll percentile dice, and the resalt
is the number of ""charges' remaining In the device: i.e. the number of times it
may be ased before becoming inactive, Again, some 50 percent of all Eyes have
a number indicating their remaining charges just beneath the control stud; this
changes each time the device is used, Others do not, and the referee must keep track
of his original secret roll and the subsequent times the mechanism was used.

1210. Description of the Eyes.

The following llat is not exhaustive, and the referee may from time to time
insert other types into the game.

1. The Abominable Eye of Detestation: this causes 1-12 beings to flee in
atter revalsion from the user. It is especlally useful against undead crea-
tures of the Underworld., Range: 12", Duration: one turn,

2. The Excellent Ruby Er-Fe: This is a fairly common type. It gives the aser
the power to "'ireeze" 1-b6 beings. A saving throw against paralysis is
necessary. If this saving throw is not successful, the victim is frozen
forever at the exact momen: of time (for him) when he was strack. Another
charge of the same Eye must be used to release him; no spell, etc. will

work. This Eye has a range of 12"

3, The Eye of Advancing Through Fortals: This Eye projecis a force which
opens any door, blasts down a wall of rock (up to 6" thick), and can create

a tannel 3" long per firing.

4, The Eye of Asrial Excellenca: This permits the user and up to twelve beings
{or equivalent weight) to fly up to 30" par tarn for a maximum of four turns

per charge,
5. The Eye of Allseeing Wonder: This projects a beam which reveals all invisi-
Ble objects, dimensional coors, beings of other planes, elc. [ also allows

for sigh. in the cark. Each charge lasts four turns anc has a vision length
of 24",
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within this radius is blown to bita. Revivification of victims of Doom-
EKill is poseible, but requires threa weeks to recover to normal.

Be warned that a roll of 2 ("snake eyes'') on the two b-sided dice inai-
cates that the caster himaself is within the radius of the explosion!

4, Enchant Weapons: This spell permits the user to enchant any irom or
gteel weapon to up to +3, A roll of 1-3 on 4 b-sided die indicates that
2 given weapon can be enchanted to +1 power; a roll of 4-5 shows an
enchantment of +2, and a roll of 6 incicates a +3 addition to the weapon's
power. Helmets, shields, and armour may also be enchanted by this
spell. The enchantment is permanent. It does not work on weapons
which already have some enchantment (i.e. one cannot add +3 to a
sword which is already +1).

5, Mind-Bar: This spel]l will caase the reciplenl vo perform a certain
action withouat fail, or te refrain from & cortain action similarly.
It affects only one being and lasts twelve tarns. It can cause a
creature to serve loyally, to kill itself, or tv refrain from attacking
the party, for example. MNote that it aflects creatures of Levels I-V
only anc has no effect upon beings of higher Experience Levels,

6, Cuest: Thia spell will send 1-12 beings (roll two b-sided dice) upon a
quaest of the sender's devising. It must be completed according to
the sender®s wishes before the affectea beings are free from compul-
sion.

7. Raise the Dead: The user can reanimate dead beings (not revivify or
reincarnate them). It affects3.-12 beings and lasts twelve turns,
Such beings function as "zombies' and perform the user's will literally
and completely, They can be slain again, of course, having their
usaal and normal number of hit dice points,

8. Reincarnation: A deceased character can be reincarnated as some other
life form (i.e. not revivifiad or "raised" as above). This creature
will have the original being's hit dice potential, etc. and not that of
the being it i2 reincarnated as. This spell is permanent and can only
be E;hu:-d by a Dispel Magic spell, at which time the being is again
dead (and can then be revifified).

9. Sending of Evil: This spell permits the user to gend disease, plague,
and other aillictions upon 1-12 beings (roll two 6-sided dice). It has
a range of up to 24" and kills within two turns unless a Cure Disease
spell is cast upon the victim[s].

10. Teleportation: The user can teleport himself and up to ten beings
lor equivalent weight) from one location to another. He must have
Flrl'ﬂ“l previous kngwluds.: of the location to which he wishes to
travel, however. Range: 24",

11, Weather Control: The uger can creale rain, sturms, snow, h-«l.'h.i.nlg
aaunshine, ctc, with this spell, It lasts six tarns. I can be terminated
otherwise by a Dispel Magic spell.

12, Wisgh: Within limits set by Lthe raferee, the user can wish [or many
things: food, drink, transportation, servicea, buildings, objacts, etc.
It cannot be ased to unbalance the game (referee's option) or to distarb
the cosmic structure, The smaller the wish, the more likely the
referec is to grant it




& The Eye of Beiny an Unimpeachable Shiel« Apgains. Foes: This cevice
provides immanity from all edged anc blunt weapons 'magical or not),
its effecis last six tarne and affect as many as four creatures 'roll one
4-slded die). It has no effect against magical weapons, spells, etc,

7. The Eye of Bestowing Life: This Eye immediately revivifics any being
slain within the last three weeks. Any small fragment of the bocy ia

enough for this device to act upon. No rest is necessary before returning
to normal activities.

8, The Eye of Calling Forth an Unconquerable Army: This device contains
& force of up to 100 automaton fighiers within it in another dimensional
plane. These beings are all of armour class 2 and have 3+1 hit dice.
They move as men do and fight with sword and shield (no bows). They
may remain on this plane for a maximum of ten turns and then must return
to the Eye. The number of automatons called forth on any given turn is
determined by rolling percentile dice: whenever a charpe is used, the
referee rolls percentile dice, and the resultant number of automatons
respond. There is always a maximum of 197 of these beings, even if
some are slain previously.

9. The Eye of the Creeping Fog of Doom: This device produces a cloud of
any gaseous element the user requires. (ts seilings, however, wece known
to the ancients alone, an¢ moasi of these cevices now profuce only certain
peisonsus gases (57 percent chance of nerve gas, 47 percent chan:.e of
contact gas, ancd 19 percent chance of nonharmful element, such as oxygen)
The cloucd is blown oul at a speec of 12" per lurn anc covers an area Jne
hunc¢red feel swuare, [t laste foar turns, Beware of wind divection, since
these gases will back up anc slay theic user! The Eye must nol be used
in a confinef space, also, since this may cresult in the user's dealh.

10. The EIII of DEFlrti.ng in Safety: This device instantly transports 1-12
eings (or equivalent weight) to a predeterminen place. [t is necessary to
focus the Eye first upon the place to which one wishes to return. Afiar
this, it automatically carries its load back to that place: range 30", [f
ased without firat determining the place, it tranaports the aser into

fllimitable darkness from which there is no retarning.

11. The Eye of Exquisite Power over Maidens: This Eye will charm any being
the opposite sex (if used by a4 woman, it will charm malea). The wictim
will adore the user until released by another charge from this Eve, [t has
a range of 6" and affects only one parson.

12. The Eye of Frigid Breath; This device projects a beam of intense cold a

- hrow (use the paralysis saving throw column)
is necessary: if not successful, the victim dies. This device may be used

in an area smaller than 24" with no harm to the user,

13. The Eye of Hastening Destiny: This Eye causes the user and 1-6 com~-
rades] .En‘ move at three times their usual rate, 1t has a range of 6" and
lasts four turns,

14, The Eye of Illuminating Glory: This Eye creates a soft radiance around
ite user. It lasts for one week and can be capped and recpened at will,
The range of this light is 12" and it does not negate the possibility of
sarprise.

15. The EEI of Incomparable Understanding: This Eye translates any human
or nonhuman guage into the user's speech telepathically, The user can
similarly communicate with any being in that being's language., Each charge
lasts four turns, and it has a maximum distance range ¢¥ 12",
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The Eye of Indefinable Apprehension: This device causes 1-100 beings
(roll percentile dice for number) to panic and attempt to flee. It has a
range of 12" and lasts four turns.

The Eye of Insubstantial Visioning: This Eye creates hideous illusions
which will irighten oif most humans (of Levels [-VII), nonhumans (Levels
1-¥), and all animale and creatures of the Underworld., There is a 70
percent chance that humans will believe these illusions, a 50 percent chance
that nonhumans will believe them, and a 90 percent chance that non-intelli-
gent creatures will believe thermn. Damage done by one of these illusions

to a creature believing it is treated as real damage, Range: 12" and
duration: foar turns,

The Eye of Joyful Sicting Among Friends: This Eye turns enemies (buman
and nonhuman intelligent races only) into friends for a duration of ten turns.
It has a range of 12" and a duration of twelve turns.

The Eye of Madness: This device causes humans, nonhumans, and animals
(I.e. not undead or automatons) to fall into fits of gibbering insanity. It
has a range of 12" and affects 1-12 beings. The eflect is permanent unless
the victim is touched with & Heal Serious Wounds spell, or the Eye of
Healing. There is no saving throw against this Eye,

The Eye of Non-Seeing: This Eye renders 1-o beinge invisible for ten
turns, It has a range of 6", MNoie that beinge made invisible by this device
may fight without becoming visible again.

The Eye of Opening the Way: This Eye automatically finds and opens

secret doors. It also buzzes when the user approaches a trap. OUne charge
lasts two tarns and has a range of 6"

The Eye of Raising Infernal Barriers: This device creates a wall of flame
Z0 feet In Iront ol tiﬁ user which lasts four turns. This wall is 10" high

and 10-30" in width (adjusting to the ruvom size). Do not ase it unless there
is a distance of at least twenty feel in front of the Eye! Otherwise tue user

is himself incinerated,

The Eye of Regeneration: This device causes a lost limb or organ to
regenerate completely within two turns. [t does NOT restore a deac being
to life, howeaver. Each limb or organ regenerated requires one charge.

The Eye of Retaining All Things: This Eye opens a door intv a vacant
aimension Iin which the user may sture up to 100, 000 hditars in weight.

It does not require another charge to return storec ubjects to this plane.
Noce that there is no oxygen on the plane of this Eye, and thus living beings
will cie if stored there.

The Eye of Retarding Destiny: This Eye permits t. e user to slow his rate
of motion (and that of 10- other beings as well) to one thira of normal.
it has & range of 12" and laste four turns. [Cf. no. 13 above. |

The Eye of Rising Above All: This Eye negates gravity and allows the user
{3 rise up to 24", He can also ase it to degravitise upto two Lons of weight,
and then simply pull the load along behind him effortlessly. Each charge
lasts ten turns and & range of 12" is permitted.

The Eye of Ruling as a King in Glory: This device caoses 1-1, 007 beings
(roll Eil:e for nuﬁitr‘.l to lollow the user loyally and follow hia commands.
It has a range of 24" and each charge lasts ten turns.
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28, The Eye of Strengthening the Majesty of Weapons: This device adds +1
each time it is used upon an edged weapon ap to & maximum of 43, [t may
be used similarly upon blunt weapons, armour, shields, etc, . but its
maximam on these is +2. Its effects are permanent.

29. The Inco rable Eye of Command: This Eye gives the user control
over 1-12 beings (roll two b-sided dice to determine number). It has a
duration of four turns and a range of 12", No saving throw ls possible,
and the victim obeys the user's orders with no volition of his own.

30. The Ineluctable Eye of Healing: This Eye cures all diseases and cures
serious wounds up to two b-sided dice of lost hit points per charge. It
may also be aused to take the place of a successful saving throw against
poison (it must be used first -- not after an attempted saving throw has
failed, however!). It has a range of 6" and each charge heals one being
only.

31. The Splendid Eye of Erd the Mighty: This rare device can be used as a
grapple to pull objects up to two tons of weight toward the user, or to push
this much weight away from the user., It can thus push or pull down walls
of up to ten feet in thickness. It may also be used as a weapon doing four
6-sided dice of damage per usage, if used to harl an cpponent against a
wall, stc. It has a range of 12",

32, The Terrible Eye of Rlil._?i Power: This mechanism fires a charge of
electricity to a dlstance o and has a radias of ten feet. It does four
dice of damage. Note that it requires a full 30" of room; otherwise it will
reboand upon its user,

33, The Thoroughly Useful Eye: This Eye has the power to recharge exhausted

Eyes. One charge is restored per day to any of the above Eyes, and this
Evye itself requires no recharging.

As a final note, let it be clear that fighting men, as well as priests and magic
users, are able to atilise the Eyes and miscellaneous magical itemas, providing
the character's intelligence is high encugh.

1300, MISCELLANEQUS MAGICAL ITEMS,

Aside from the Eyes, magical weapons and armour, etc., a large number of
incividual magical items are to be found, The following list is not exhaaslive, and
the referee may at any time subcivice certain categories and insert other items.

Upon the finding of a miscellanecus magical ftemn, (he 2ieces will roli percentile
dice. A roll of 0-80 = an amulet {0-10 = the first amule. .ype lis:e. below, 11-2" =
the second type, otc.). B1-100 indicates a special inavical ice.n, Tle referce will

then roll a 20-sided die to determine which of the .wency i.e...s has been foand.
Note that amulets and miscellanecus magical items are all usable by warriors,
priests, and magic users alike,

1310. AMULETS.
The following are the eight amulet-types,

1. The Amualat of Findi Traeasars in the Underworld: This amualet can be aeed
only once; it infallibly guidas the user to the nearsast treasure hoard in the
Underwaorld,

2, The Amulet of the Good God: This amulet gives protection from certain
andead beings, particularly the Hr&, [t has 2 50 percent chance of driving
off other types of undead beings.
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3., The Amulet of Invincible Steel: This amulet gives protection against the
ateel-destroying secretions ol the Ngdyua,

4. The Amulet of Mastery of Rényu: This amulet gives the wearer the power
to comtrol 1-3 Rényu creatures and bring them into bis service. They then
require no animal trainer,

5. The Amulet of Power Over the Undead: This amulet gives ths wearer and
1-6 comrades protection from any undead creature, Undead beings simply
flee or ignore persons protected by this amulet.

6. The Amulet of Protection Against the Gre Hand: This amulet protects the
wearer against the Era'f FI&E (el Sec. 4&3]. This spell simply refuses to
work against the wearer of this amulet,

7. The Amulet of Ruling the Ru'dn: This amulet gives the wearer power to
control the bronze demons of the Underworld, the terrible Ru'dn. [t lasts
only four turne, however, and controls 1-4 of *hese beings.

8, The Amulet of Warding Off Thinra*u: This amulet caases the evil Thinru'a
creaturea to fles.

Agide from the first amulet above, all of the rest can be nsed over and overw
without recharging.

1320. MISCELLANEOUS MAGICAL [TEMS,

The following are the twenty miscellaneous items which players may find,
Ag these are found, the referee will add others to the list,

1. The Alluring Maiden of Ngd: This android is shaped like a beautiful girl
and bas the paper-white skin and ebon hair common t» all androids of the
ancients. The particular mission of this creation is t7 assassinate
enermnies of her owner, 5She fighis as Armour Class 2 and has six hit dice,
She is an accomplished stalker and moves without sourd. She also may
have 1-6 Eyea (roll b-sided die and then roll for which Eyes she has).

She never requires recharging.

£. The Boots of Changéla: The long-dead wizard, Changéla of Kettuldno,
created a pair of s which allow the user to walk upon vater. These
never require recharging and have no distance limitations. The wearer
can also carry a maximum welght of 250 pounds without sinking beneath

the water,

3. M%u This is a flying vehicle, actually au ancient air
car, It carries 1-b persons and flies 30" per tuarn. Roll percentile dice
to see how many turne (charges| the car still has. It may be recharged,

of couarse, by the Thoroughly Useful Eye. The bottom and sidex of the car
are proof against missiles smaller than a catapult stone,

4, e Clockwork Automaton of Qiydr: This is a fighting robot, of armour class
3 2 r ten meleo ro s and then requires one
round to rewind. Its weapons are two huge broadswords: shake twice for
hits and damage per round.

5. The Crystal Claw of Kdrurash: This device provides communication and
control over all animals, incloding flyers and walar baasts, though not
intelligent or semi-intelligent creatares, and not over the artifical crea-
tares of the Underworld. Control lasts ten turna, and beasta may be
controlled at a distance of up to 12",
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6., The Cup of Sdbadirm the Sorcerer: This device emits a stream of any
m‘ﬂ-&l asers wishes. It has a range of 6" and the stream of liguid
lasts one turn per charge. It can thus be used to provide water, create
oil or inflammable chemicals which can be set on fire =~ or to throw acid

upon an enemy. Check the namber of its charges with percentile dice,

The Emerald of Hagdrr of Pardnta: Constructed by a wizard for this
mous baccaneer, this gem gives power over any water being for four
turns per charge. Its charges must be checked with percentile dice.
It has a range of 12",

8. The Glorious Cloak of M; Eyes: This richly brocaded cloak, patterned
esigns e form of many tiny eyes, gives the wearer the power to
project his invisible image up to 30" and see and hear all that goes on
there. He cannot take any part in actions that are going on at his target

location, of course. This garment never needs recharging.

9. The Gloves of Chirené: This mythological demon-warrior of ancient N'lyss
possessed gloves which snhanced his strength: add 43 to all hit dice, and
multiply damage dice scores by three. These gloves never require re-

charging.

10, The Hammer of Penddrte of Ehéiris; This terrible warhammer is +3 and
auomatically returns to the user's hand after a throw., Double the damage
dice done by this weapon.

11, The Helmet of the Three-Pointed Star: This helmet restoree life at once
to any being who has died within the past 24 hours. It never requires re-
charging, and a belng thus revivified may return to normal activity at once.

12. The Ladder of Mriddu the Magician: This device can be folded up until it
is less than the size of one's hand, and its weight is only some six ounces,
Yet it unfolds into a ladder over 150 feet long. [t will hold six men at a
time and at its top there are tiny claws which retain it securely in place
until its user wishes to remove it,

13. The Lightning Bringer: Actually this is a piece of ancient artillery.
m‘h.—?mﬁtm and projector on wheels (and self-propelled), it
smashes through a six-foot wall with each charge. It has & range of 24",
if fired at a beirg, it does 10 6-gided dice damage. Iits charges must be
checked by percentile dice, and it can be recharged by the Thoroughly
Useful Eye. Its propulsion system allows fur 12" movement per turn with

no charge expenditure.

14. The Magical Chest of the Topaz God: So ancient that the origin of its name

i® now loat, this small, common-Jlocking chest will hold any amount of
treasure, weapons, etc,, providing that they are capable of being inserted

into its six-inch square opening. It never requires charging.
15. The Mith Wall of Thdmis: This device creates a wall of bronze ten feet
g thirty feet wide and six feet thick per charge. It' may be used
in smaller areas as well without harm to the user. Check its charges with
parcentile dice.

16, The Muasic Box of Nekkuthine: This device has a sweet and compelling
melody which gives conirol over the fearsome Ngbro creature for ten tarnas.

Its charges must be checked with pe rcentile dice.
17. The Silver Serpent of Naydri of the Silken Thighs: This device was usec by

i
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this ancient queen of the Bednidllja Dynasty to slay ex-lovers. Itis a
tiny silver serpent, some b inches in length, which bites with deadly
effect (-1 on saving throws against poison for all beings). It can crawl
12" per turn, and there is a 75 percent chance that a character will not
see it, Check its charges with percentile dice.

18, The %uknr to Heavenr This mechanism provides communication with
e s and their Cohorts. Add +10 to the percentage chances of Divine
Intervention (cf. below). Check its charges with perceatile dice. In form

this device is a small golden image of Keténgku, the Sage of Many Eyes
and Cohort of Thimla.

19. The Trumpet of Metéllja: This mighty horn belonged to the ancient hero

e a O Tvyd. th it, one can summon any android or automaton

within 12" to do the bidding of the user for four turns. Check its charges
with percentile dice,

20, The Wondroas Enhancer of Jewels: This device is an automatic gem
catter and polisher which adds to the value of any jewel placed inside it.
Multiply the assessed value of the gem by 10 to determine its worth when
acted upon by this device. Its charges must be checked by percentile dice.

1400, SAVING THROWS,

A character struck by poison, hypnosis, paralysis, hostile spells, or Eyes
still has & chance to save himaself. Although bites, stings, etc. usually require
a successful throw of the hit dice, spells, some kinds of hypnosis, and the possi-
bility of being struck by an Eye do not -- they are automatic hits, and the only
defense against them is a successful saving throw. These depend upon the Exper-
ience Level of the Character, and also upon his profession (fighting man, or
priest/magic user).

A successfal saving throw against spells, paralysis, and hypnosis means that
the character suffers NO damage whatsoever. Succeseful saving throws against
poison and Eyes still require that the character suffer ONE HALF of the damage
gice normally inflicted. Although some spells, Eyes. etc. have special and specific
damage dice., most do not, and the damage done by these weapons is aacertained
from Sec. 530, just as are blowe from other types of weapons,

In the following table "F" = "fighting man"; "M/P" = "magician or priest’; and
the number following these abbreviations indicates tie Experience Levels covered.

LEVEL AND TYPE OF ATTACK AND SUCCESSFUL SAVING THROW NEEDED:
PROFESSION: Poison Spells Paralysis/Hypnosis Eyes

F1-3 12 16 13 15

M/P 1-4 13 15 14 14

F 4-b 10 14 12 13

M/P 5-7 11 12 13 12

F 7-9 8 11 10 11

M/P 8-10 9 8 11 9

F 10-up & 9 8 9

M/P 1]-ap 7 5 9 6
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1500. THE GODS AND DIVINE INTERVENTION.

All classes of characters may serve one of the Gods or one of their Cohorts,
Priests, of course, have special access to thase deilies, but other professions ma
obtain assistance and advice from them as well. Characters may serve only ONE
God or Cohort and are allowed to change their allegiance only between adventures.
There are five Good Gods (the Tlomitlanyal -- "yal" is the Tsolydni plural suffix)
and five Evil Gods (the Tlokirigdluyal). There are {ive Good Cohorta and five Evil
Cohorts, one serving each God (the ten being called Hliméklayal). A character
serving any of the five Good Gods or their Cohorts is aligned with Good, and a
being serving any of the five Evil Gods or their Cohorts is aligned with Evil,

Characters of opposite alignment may not participate together in adventures in
view of the hostilities involved,

The Tlomitlanyal are:.

1. Hndlla, the Supreme Frinciple of Good, the Lord Whose True Name
May Not Be Known, Master of Light and Opponent of Evil, Priests
of Hnilla wear white robes and a sllver skullcap.

2. Karakdn, the Lord of War, Master of Men and Ultimate Hero. Pricsts
of Karakdn wear red robes and a golden helmet with a high scarlet

creast,

3. Thdmis, Lord of Wisdom, Knower of Arts and Crafts, Hidden Seeker
of Eternal Knowledge, Sage of the Gods. Priests of Thimis wear
grey robes and a simple black skullcap.

4. Avinthe, Mistress of Heaven, Maiden of Beauty, Mother of Devotion,
Wife of Hndlla. Priestesses of Avdnthe wear blue robes and a circlet
of gold.

5. Belkhdna, Lord of the Dead, Master of the Paradises of Teretdne,
Opener of the Gates of Heaven. Priests of Belkhdnu wear yellow
robes and a tall yellow headdress with a colf which magks their faces.

The Tlokirigfluyal are:

1. Hry'¥, the Supreme Principle of Evil, Master of Negaticn and Non-Being,
Opponent of Good and Dispenser of Calamities. FPrieats of Hry'f wear
purple robes and go masked in velvet,

2. Vimdhla, Lord of Fire, the Power of Destruction and Red Ruain, Maker
of Thunders. Priests of Vimdhla wear flame-orange robes and a
tall headdress in the shape of a stylised flame.

3. Ksdrual, the Ancilent Lord of Secrets, Doomed FPrince of the Blue Eoom,
Master of Magics and Grammarie. Priests of Ksdrul wear black
robes and a square, mortarboard-shaped black headdress.

4. Sdrkua, the Five-Headed Lord of Worms, Master of the Undead, Guide

into Darkness, the Démon of Decay. Priests of Sdrka wear brown
robes and paint their faces to resemble akalls,

5. Dlamélish, Green-Eyed Lady of Sins, Mistreas of Demons, Obesidian
Princess of the Damned, Priestesses of Dlaméligh wear glittering
green robes and a tiara of silver,

The five Cohorts of the five Good Gods are:
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1. Dr4 the Uncaring, Cohort of Hndlla, Singer of the Hymns of the Geods,
Friests of Drd wear particoloured white and tan robes and a round
turban-like headdress.

2. Chegérra, the Hero-King, Swordeman of Glory, Cohort of Karakdn.

Priests of Chegdrra wear chequeéered red and white robes and a helmet
of bronzse.

3. Keténgku the Many-Eyed, Cochort of Thdmis, the Enower of All,
Scribe of the Gods. Priests of Keténgku wear grey and white robes
and a skullcap of cerulean blue,

4, Dilindla, the Loevely Maiden of the Emerald Crown, Handmaiden of
Avinthe, Ald of Lovers, Daughter of Hndlla, Priestesses of Dili-
ndla wear blue and white robes and a amall tiara of emeralds,

5, Q&n, the Ancient One of Plsasures, Guardian of the Gates of Hell
Against Those Who Would Come Forth, Cohort of Belkh&nu. Priests
of Qén wear yellow and white robes and a thin veil which masks their
faces.

The five Hlimé&kluyal (Cohorts) serving the Evil Gods are:

1. Wuard the Unnameable, He Who Appears Where Evil Dwells, the Many-
Legged Serpent of Gloom, Cohort of Hry'f. Priests of Ward wear
partl-coloured purple and mauve robes and a hood of black velvet.

2, Chiténg, Lord of Red Spouting Flame, Drinker of Blood, Cohort of
Vimdila, Priests of Chiténg wear orange and purple robes and a
helmet of iron.

3. Grugdnu, the Knower of Spells, Black Sword of Doom, Servant of
Keadrul, Pricets of Grugdnu wear black and purple robes and a
tall hat of soft black felt.

4. Durritlémish. the Black Angel of the Putrescent Hand, He of the
Rotted Face, Cohort of Sdrka. Priests of Durritldimish wear brown
and purple robes and paint their facee grey.

5. Hrihdyal, the Dancing Maiden of Temptation, Whore of the Five
Worlds, Handmaiden of Dlamélish, Priestesses of Hrihdyal wear
diapbancus green and purple robes and a headdress of silver in the
form of a serpent.

1510. DIVINE INTERVENTION,

The Gods and their Coboris will upon occasion assist their dI\!‘ﬂt#ﬂl, There is
a chance of angering the deity, however, and alsoa large possibility that he or she

will not take an interest in mortal affairs, The seeker may thus suffer harm or
receive no response at all, Diving intervention is possible only ONCE A DAY --

more than this bringing on immediate retribution, FPlayer charactecrs only may seek

this assistance; i.e. non-player characters have no possibility of Divine aid,
A player asking for Jivine intervention rolls percentile dice and compares his

score with the following tables, The first ie for intervention from the Gods, and the

second is for intervention from the Cohorts, A successful throw denotes that the
character has achieved assistance from his God or Cohort, and the referee then
considers the nature of the request and responds accordingly [bat not to the axtent
that the structure of the game is unbalanced; the option is the raferea's). A
throw of no effect means that the God or Cohort makes no response. A throw of
retribation denotes that the character suffers hit dice damage of one b-glded die
for each Level of his Experience (e.g. a Tth Level character takes seven dice
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damage!). Diving intervention is more difficult to obtain from one of the Goda,

of course, bat its effects are greater. Intervention b :
- a Cohort
less (this being up to the referee). y & ‘~ohort is correspondingly

THE GODS: LEVEL OF CHARACTER AND SCORES;:
T T Al 1 2 3 4 5 b 7 8 9 and up
RETRIBUTION: 1-60 1-50 1-40 1-30 1-20 1-10 1.5 1.Z —

NO EFFECT: 61-10051-9041-8531-7521-6511-556-45 &-40 0-35
INTERVENTION: -- 91-100 86- 76- 66~ 56- 46- 4]- 36~
100 100 100 100 100 100 109

Divine intervention from the Cohorts is as follows:

THE COHORTS: LEVEL OF CHARACTER AND SCORES;
Top o REE e Wk (G R Ti T
RETRIBUTION:; 1-50 1-40 1-30 1-20 1-10 1-5 1-% == -

NO EFFECT: 51-10041-9031-80 21-70 11-60 6-50 6-40 1-40 1-30
INTERVENTION:  -- 91- 81- Tl- 6l= 51- 41- 41~ il-
100 100 100 100 100 100 100 100
Important note: add +10 to the score of a priest, and add +5 to the score of
a magic user when using the above tables. This reflects the fact that these two

professions are more in contact with the Gods and their Cohorts than are fighting
meén. »

It is also possible to increase one's chances of divine intervention by making
offerings to one's God or Cohort., These increases are determined by the number
and pature of valuables offered up. Note that the character must make his offering
BEFORE he rolls for divine intervention -~ i,e. he cannot roll and THEN add

an offering in order to get his score up to a successful level, Offerings and their
increases are as follows:

For each 1,000 Kditars offered, add +5.

For sach Eye offered, add +15.

For each magical weapon, item of armour, or shisld, add +10.
For each item of miscellanecus magic, add +20.

For each scroll of spells offered, add +10..-

For each book of magic offered, add +20.

Note also that in most cases players will not be able to carry their fortunes
about with themn, being too heavy and likely to detract from movement. Therefore,
the referee must take care to see that the player actually has the amount to be
offered in his physical possession at the time that the player wishes to offer it.

1600, MAGICAL WEAPONS AND ARMOUR.

Iron and steel weapons and armour may be "strengthened' by magic. This is
never true of Chlén-hide arms, nor is it possible for weapons made of other metals.
Magically strengthened weapons and armour may be found outdoors, in the Under-
world, in the possession of non-player characters, etc. It is also possaible for
player characters to strengthen a weapon or piece of armouar by the Enchant
Weapons spell (Sec., 1110, Group llI, no. 4] and by the Eye of Strengthening the
Majesty of Weapons (Sec, 1210, no. 28], A player-priest or magic user can charge
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whatever he wishes for this service, bat & non-
3 ] . player character (priest o -
user) using this spell will charge percentile dice times 50 gold l'-iE;urL s

Magical strengthening for armour, shields, and helmets denotes t
oumber (e.g. +1) is added to the pumber required to hit a being of :hl!:l:rﬂ:::::“‘d
class. Ci. Sec. 520. Thus, & 3Ird Level being attempting to hit a being of Armour
Class Z normally needs a score of 18 on a 20-sided die. Yet if the latter had a suit
of +1 armour, the attacker would require a score of 18 + | = 19. There is no
effect on the damage dice, however, if the attacker does manage to score a hit,

Note that a magically strengthensd shield must be
got up into position in time to
deflect a blow. This is done successfully ona roll of 5 or b on & b-sided die., Other-
wise the blow strikea the character’'s armoar,

Maces, flails, war bammers, and clubs (iron or steel only), and all such blunt
weapons, may have a maximum of +3 added to their hitting powers. Edged weapons,
such as swords, scimitars, axes, and daggers may have 43 also, although a very few
will be foand with +4 capabilities. Arrows, slings, spears. and bolas may have a
maximum of +3, Again, this strengthening applies to the hittin er of the weapon
only and not to the damage dice. In a few instances weapons wiii indeed be found
which specifically add a bonue to the damage dice done by a blow,

Certain swords, scimitars, and axes may have further powers:

k. wmﬂh A number of these edged weapons have alignments with Good or
wvil. percentile dice score of 1-50 = a weapon aligned with Good; 51-

85 = no alignment; 86-100 = a weapon aligned with Evil. These dice are
thrown secretly by the referee. A character who picks up [or, in the case
of ewords., unsheaths) a weapon of opposite alignment to himaealf takes two
b-sided dice damage automatically (e. g. if 2 "Good" character anaheaths
a sword aligned with Ewil)., Non-player characters ordered to pick up and
teat a weapon's alignment may take one b-sided die only., Note that a pepisat
can alter a waapon's alignment by applying a Remove Curse apell,

£, Intslligence: Certain weapons have intelligence and can communicate wilh
eir owner and at times with others. Again, a roll of 1-50 by the referee

= no intelligence, an ordinary weapon; 51-60 = low intelligence, and the
owner can only achieve a sort of empathy {lﬂtefdh]ﬂm and other simple
emotions) with his weapon; 61-70 = Intelligence enough to communicate
with the owner verbally, but telepathically and inaudibly to othérsy; 71-80
= a weapon which can communicate aloud; B81-90 = the weapon is very
intelligent and can speak one other modern language in addition to Teolydni;
91-100 = the sword is extremely intelligent and can speak two languages;
it can also offer adivce (in reality from the referee) to its owner.

3. Ego: An edged weapon may also have an ego of its own, and if this is power-
al, it may attempt to dominate its owner, A roll of 1-50 by the referee =
no perceptible egor 51-60 = weak ego; can control a lst Level character;
61-70 = average ego: can control an owner up to Level 33 71-80 = strong
ego: can control an owner up to Level 5; 81-90 = wvery strong ego: can
control an owner up to Level 73y 91-100 = extremely egotistic: can control
owner up tu Level 8 and also force 1-3 persons of Levels 1-4 to do its
bidding. An egotistical sword may dominate its owner and force him into
an andesired attack upon some specific enemy (ci. below), or even force
him to change alignment while he has the weapon unsheathed! In a situation
in which a weapon might dominate ita owner, the latter must roll a saving
throw (14 on a 20-gided die or better)y if he achieves this, then the weapon
doas not dominate him on thisa oceasion; if not, the weapon takes over (and
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the referee determines the ensuing action),

4. Specific Enemies: Only edged weapons of an intelligence of 81-100 (cf. 2
above) may have this sinister feature. If the weapon's intelligence does
fall into this category, then the referee will roll percentile dice and com-
pare the score with the following table:

1-60 Mo specific enemies

61-64 Hatea Undead creatures and does +1 against them.

65-68 Hates priests of opposite alignment to itself, doing +1
against them.,

69=T2 Hates nonhumans of opposite alignment (i.e. either the

"friendly'' or "hostile" races, ignoring neatrals),
doing +2 against them.

73-76 Hates magic users of opposite alignment to itself, doing
+1 against themn.

77-80 Hates all flying creatures, doing +Z against them.

B1-84 Hates all Underworld creatures, doing 41 against them.

gc5-88 Hates all fighting men and women, doing 42 against any
such opponent,

B89-92 Hates all forest animals, doing +1 against them.

931-946 Hates all water animals, doing +1 against them.

97-100 Hates the S&rddls, doing +3 against them.

If the weapon has a high ego and can dominate its owner, he or she may

expect to find that there will be battles willy-nilly with the weapon's specific
enemies.

- 8 §Fu-: Certain weapons may also have their own magical spells and powers.
hese may be used as needed by their owner (assuming the sword or weapon

does not dominate him -- and refuse to use its spell!). These spells will
be listed in Sec. 1620.

1610. NON-PLAYER CHARACTERS AND MAGICAL WEAFONS AND ARMOUR.

Aside from finding a weapon or article of armour in a treasure cache, ina
shop, etc., there is the likelihood of encountering a non-player character possessing
these items. First Level non-player characters never have such magical Arms and
armour; for the higher levels, the following table is used:

MAGICAL ARMS LEVEL OF NON-PLAYER CHARACTER ENCOUNTERED,

AND ARMOUR AND PERCENTILE SCORES REQUIRED TC HAVE THE ITEM[S]:
FOUND; 2-3 4-5 6-7 8-9 10-up
Shield 69-71 50-55 40-45 30-35 20-25
Armour 71-75 56-60 4650 36-41 26-30
Helmet T6-80 61-65 51-55 41-45 31-35
Armour and Shield B81-85 6670 56-60 46-57 36-40
Armour and Helmet 86-90 71-75 61-65 £1-55 41-45
Helmet and Shield 91 T6 =80 66=T0 56-60 46-50
Sword 92 81-85 T1=-75 61-65 £1-55
Sword and Dagger 93 86-90 Tb-36 6b-T1 56-b0

Sword and Armouar 94 9l=-92 81-90 71=80 61-70
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LEVEL OF NON-PLAYER CHABACTER ENCOUNTERED AND

AND ARMOUR PERCENTILE SCORES REQUIRED TO HAVE THE ITEM|S]:
FOUND; 2-3 4-5 6-7 8-9 10-up
Sword and Shield 95 93-94 91-92 8l-8s5 71-75
Sword and Helmet 96 95-9b 93-94 B6-90 T6-80
Miscellanecus 97

Weapon 97 97 95-96 91-94 81-85
Miscellanecus

Weapon and 98 98 97-98 95-96 86-90
Armouar

Miscellansous

Weapon, Armour, 99 99 99 97-98 91-95
and Sword

s e 100 100 100 99-100  96-100
Itern

1620, DETERMINATICN OF MAGICAL ARMS AND ARMOUR.

Apide from various "Saturday Night Specials, " which the referee will devise and
“olant” here and there among the treasures and caches of Tékumel, the determina-
tion of the powers of magical arms and armour found with non-player characters,
etc, is dune as follows:

1. LIf the item is a shield, a helmet, or a suit of armour, percentile dice are
rolled to dete:mine its magical strengthening, and this table is used:

1-50
51-85

86-100

2. If the ltem is a sword, roll for the capabilities listed in Sec. 1600 and also
for the item’s magical strengthening as follows:

1-50
5180
81-90
91-92
93-94
95-96
97-98

99

100

3. If the item is a migcellaneous weapon,
is an axe or a scimitar, roll for its intelligence,

1600.

1-5
6=10
11-15
16-20
21-25
26-30
31-35
36-40

+1

+2
+3

+1
+2
43
+1, and +1 on damage dice
+2, and +1 on damage dice
+2, and +2 on damage dice
+3, and +2 on danm ge dice
+3, and +3 on damage dice
44, and +3 on damage dice

Warhammer +1
Warhammer +2

use the table below. If the weapon
ete, an detailed in Sec.

Warhammer + 3, and +]1 on damage dice

Bow +1

10 arrowsa +1
10 arrows +2
Sling 41
Sling 12
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41=45 Bola +1
46-50 Bola 42
51-55 Spear +1
56-60 Spear +1
61-65 Spear +3, and +1 on damage dice
= 66-T70 Dagger +1
T1-75 Dagger 42
Te-80 Dagger 13
* 81 Scimitar +1
8z Scimitar +2
83 Scimitar +3
B4 Scimitar +1, and +1 on damage dice
85 Scimitar +2, and +1 on damage dice
86 Scimitar 43, and +2 on dama ge dice
87 Scimitar +3, and +3 on damage dice
88 Scimitar +4, and 43 on damage dice
89 Scimitar +2, and each hit drains one Experience Leval
g0 Scimitar +3, and each hit drains one Experience Leveal
91 Battle-axe +1
92 Battle-axe 42
93 Battle-axe +3
94 Battle-axe +1, 2nd 41 on damage dice
95 Battle-axe 412, and 11 on damage dice
96 Battle-axe +3, and +2 on camage dice
97 Battle-axe +3, and +3? on damage dice
. 98 Battle-axe +4, and +3 on damage dice
99 Battle-axe +2, and each hit drrins one Experience Level
100 Battle-axe +4, and +3 on damage dice, and each hit drains

h one Experience Level

4, LUf the weapon is a sword, an axe, or a scimitar, there is a possibility that
it will have spells of its own, as stated above., To determine whether a
given weapon has spells -- and if so, how many -- use the following table:

WEAPON'S PERCENTILE DICE SCORES TO DETERMINE
MAGICAL NUMBER OF SPELLS FOSSESSED BY WEAFPON:
POWER; One Spell Two Spells Three Spells

+1 &0 70 a0

+2 50 &0 70

t3 40 50 60

4 30 40 &0

Once the number of spells has been determined, roll a six-sided die to
determine which Group of Bonus Spells (Sec. 1110) each spell belunfu tu,
using the fullowing table, Once the spell Group has been ound, rolla

12-sidea die to determine which of Lhe group 1L is.

WEAPON'S GROUP TO WHICH SPELL BELONGS AND SIX -
MAGILCAL SIDED DIE ROLL REQUIREL:
FOWER Group I Group IL Group (11

+1 1-3 4=5 &
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WEAPON'S GROUF TO WHICH SPEL L BELONGS AND SIX-
MAGICAL SIDED DIE EOLL REQURIED:
POWER- Group L GrmE 11 Group 11
+2 l1-2 3-4 Esb
g +3 1 2-4 5.6
+4 = 1=3% 4=b

1700. TREASURE.

Muach of the treasure to be found in the Underworld, in various outdoor lucations,
caches, etc. will have been arbitrarily determined by the referee and recorded by
him. Once these treasures are found, they are depleted, and the next party will
find only smashed cheats and empty coffers, Other treasures, however, require
determination as the game proceeds, Nine Treasure Types (A through I) have -
been established, therefore, and these contain varying amounts of copper Ulrgdl,
gilver Hlésh, gold Kditars [players will not be bothered with the many, many ancient
coing of odd sizes and denominations actually found in buried treasures], and such
further prizes as gems, pieces of jewllery, Eyes, magical arms and armour,
magical and priestly books, and scrolls of spells. As usual, there are also many
"Satarday Night Specials, " which will not be discussed until they are found,

Ag previously stated, one copper irirgfl = 1/20 of a silver Hlish, and twenty
Hldésh = one gold BKditar,

Values for gems are determined by percentile dice. Base valaes for gems are
obtained from the following table:

PERCENTILE
. DICE SCORE: BASE VALUE IN BAITARS:
1-10 20
11-25 50
26-15 100
76-90 500
9199 1, 000
100 2,000

A G-sided die is rulled for every gem (or group of five or ten gems where many

gems are involved); if a score of 1 is obtained, the gem[s] belong to the next higher
category. Categories above 2,000 are:

5, 000

10, 000

25, 000

50, 000

100, 000

500, 000

: The valae of jewellery is similarly determined by percentile dice as follows:
PERCENTILE SCLRE; VALUE IN GOLD KAITARS:

: 1-20 3 b-sided dice times 100 Bditars
21-T0 ' 1 6-pidec die times 1, 700 Kditars
71=90 1 8-sided die times 1,000 Kditars
91-99 l 12-aided die times 1,000 EKditars

100 1 b-gided die timnes 10,000 Editars

The following table lists the Treasure Types, items, and pe rcentile scores needed
to find each item in any particular treasure hoard.
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1,000's 1,000'¢ 1,000's

TREASURE of of of Arme and DBooks and

TYPE: Copper Silver Gold Gema Jewellery Eyes Armour Scrolle
A 1-6: 40 1-6; 30 1-6; 20 1-6; 29 -- 1=3: 10 == -
B 1-6; 59 1-6; 40 1-6: 30 1-6: 30 1=6: 10 1-3: 3% =~ 1: 10
C 2-12: 20 1-6: 50 1-b: 40 2-12: 20 2-12: 20 1-3: 40 1: 30 1: 20
D 2=-12: 30 2=12; 40 2-12: 3D 2-12: 40 2-12: 30 1=-3: &0 1: 50 1: 30
E 2-12: 40 2-12; 50 2-12; 40 2-12: 50 2-12; 40 1=6: 20 2: 30 £: 20
F - q-24;: 20 2-1&: 30 4-24; 20 2-12; 50 1-b; 30 2; 40 2: 30
G - 1=100: 30 10-40; 75 4-24; 40 4-24; 30 1-6; 40 2; 50 2 40
H - == 10-60; 75 1-100: 40 4-24: 40 2-12: 303;: 30 3: 20
L - - 1-100: 50 1=100; 50 1-100: 30 2-12:40 2: 40 3; 33
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The natare of an item of arms or armour 1s determined by rolling a 20-sided
die and comparing the score with the following table:

1=5 Shield

6-8 Helmet

9-11 Armoar

12-17 Sword

18-20 Miscellaneous Weapon

The exact natare of the item can than be discovered by employing the tables in
Secs. 1600 and 1620,

If a book or scroll is indicated, there is an 85 percent chance that the item is
a scroll and a 15 percent chance that it is a book, If the item is a scroll, roll
percentile dice and determine ite type; then consult Sec. 1810 where thase are
degcribed, Percentile dice rolls required for various types of scrolls are:

1-30 Type 1
31-40 Type Il
41-50 Type L1
51=-55 Type LV
56 ~60 Type V
6l1-65 Type V1
66-T0 Type Vil
71-75 Type VLI
76-80 Type IX
Bl=85 T!PE .4
86-90 Type X1
91-95 Type X1l
96-100 Type XLl

1f the item is a book, roll a Z0-gided die and consult the table in Sec, 1820,

1800, BOOKS AND SCROLLS.

Scrolls and books are primarily of use to priests and magic users, although
there are a few usable by fighting men. Scrolls coatain magical spells w" i=h can
normally be used only ONCE, After use, they disappear. There is a 10 percent
chance that a spell will remain for another use, however, and players mast request
the referee to roll for this possibility, There is also a 50 percent chance that &
given scroll will fade to illegibility if some character does NOT attempt to read it,

If the player[s] do not know the language of the scroll, they must take it to some
person who does know that tongue and request him to read it. Non-player characters
who perform thie service will charge percentile dice times 10 per spell on the scroll.

1810, DTERMINATION OF SCROLLS.

There is a 70 percent chance that = scroll of apells will be written in one of the
modern languages of Tékumel, and a 30 percent chance that it will be in one of the
ancient tongues (cf. Sec. 432). 1f the scroll is in & modern language, rolla 20-sided
die and consult the following table:

1-5 Teolydni

b=8 Salarvydni

9-11 Mu'ugalavydni

12-14 Livy4ni

15-16 Y&n Koryéni

17-18 Sad Allagiydni
19 Milumanaydai

20 Péchini
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If the scroll is in an ancient language, roll 2 20-sided die and use the following
table:

1-5 Clagsical Teolydni

[ Engsvany4li
E 10-14 the Anclent Salarvydni of the Bedndllja Dynasty
; 15-16 the Tongue of the Priesta of Kadrul

17-18 Llydni

19-20 Mihd1li

Scrolls are divided into thirteen types, according to the type and number of
spells they contain, Unless otherwise indicated, spells found on scrolls are those
listed under Bonus Spells in Sec. 1110; hence the "Group [, " "Group [, " and
"Group LII" notation. The referee will roll to determine which spells of these
Groups are contained in any given scroll. Scroll Types are as follows:

Type 1 Cne spell of Group I
Type 11 Two spells of Group I
Type 111 One spell of Group [ and one apell of Group LI
Type IV Two spells of Grouwp [ and one of Group Il
Type V Two spells of Group U
Type V1 Two spells of Group U and one of Group |
Type Vil One spell of Group Il
Type VI Two spelle of Group 111
Type IX Two spells of Groap Il and one of Group (I
Type X ESF and Revivify [cf. Sec, 432]
Type Kl Necromancy and the Grey Hand [cf, Sec. 433]
= T'fpl X1l Bemove Curse, Monster Control, and Cure Serious Wounds
[Secs. 432 and 433]
Type X1l Cursed Scroll

The carse contained in a Carsed Scroll takes effect immediately upon all within
a ten foot radius of the reader. It does this regardless of which language it is
written in. The effects of the curse are determined by rolling a 20-sided die and
consulting the following table:

1-6 All affected take 2 6-gided dice damage
7-10 An Underworld being of the referees's choice appears
11-13 All affected are struck with the rotting plague (fatal within three
turns if Eye of Healing or healing spell not applied]
14-16 All affected are transformed into creatures of the referee's choice
17-18 All affected are transported to a randomly chosen hex of the
large terrain map
19 All affected are paralysed (roll saving throws)
20 All affected are slain (revivification possible, howewver),

1820. BOOKS,

Books may contain spells, incantations to the Gods and the Cohorts, instructions
# of many sorts, manuals for the use of Eyes, etc., and many other topics. For sim-
plicity's sake, these have been reduced to some twenty iteme, plue a number of
"Speciala' scattered here and there throaghout Tdkumel, Uf a book is found, a 20-
* sidec die is rollea and the following table is consulied.

L. Fordrnkoi hiClySr: ""The Book of Qiysr', The ancient wizarc Qiydr lefi a
book of spells and incantations which are effective fur magic users, A
good magic aser will go up one Experience Level upon reading the buok;
and evil magic user yoes cp one Level as well, but iakes two b-sided dice
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damage. A fighting man cannot comprehend this book, even though it is
written in modern Tsolydnl; it thus has no effect upon fighting men.

2. Kordnkoi hiSsdnu hiMissdima: '""The Book of the Dance of Death. " This
treatise is usable only by magicians. Since it is dedicated to Hry'§, the
Principle of Evil, an evil magician who reades it will advance one Level of
Experience. A good magician will LOSE one Level. A fighting man takes
one &-sided die of damage by just opening the cover'! Nonhumans can make
no ase of it at all and cannot even identify it.

3. Kordnkoi hiK héshdu hiMrdrgayal: ''The Book of Sending Forth the Hated Dead. "
This volume can be read only by an evil priest of Level 5 or more, It is
written in modern Tsolydni and is dedicated to hideous Kadrul, the Doomed
Prince of the Blae Room. It gives an evil priest two powers: it adds one
six-sided die of damage to any successful hit he makes upon an cpponsit
for four turns after reading it [it can be read only once a day, and doing this
requires one full tarn]. It also gives him cmﬂ:rﬂ.{ over any undead being
for ten turns, immediately after reading it. A magic user of either align-
ment, or a good priest, or an evil priest of less than Level 5, take two
6-sided dice damage. A fighting man is instantly slain by just a glance
inside this book and will require revivification.

4., Kordnkoi hi Ssydsayal: '""The Book of Mighty Swords. " This volume is
written in modern Tsolydni and is of use to warriors: a 3rd Level (or
greater) fighting man will advance one Level upon reading this book. This
can only be done once, of course. It has no eifect upon either priests or
magic asers, although it will indeed advance a nonhuman fighter.

5. Timdndhalikh hitiplanMitlandalisayal: "The Understanding of the Beloved,
Great, and Powerful Gods. ' This book, in modern Tsolydni, will raise
a good priest of Level 4 or higher one Level. An evil priest of any Level
takes two &-sided dice damage, while magic users and fighters are not
affected at all by this book. It ia dedicated to the Lord of Wisdom, Thimis.

6, Chégudalikh hiQQén: "The Mighty Grace of Qdn. "' This treatise is dedicated
to U6n, the Guardian of the Gates of Hell, A priest of G6n (of any Level)
advances TWO Levels upon reading this book. Any other type of good priest
or magic user advances one Level. Evil priests or magicians are slain at
once by this book, while fighting men of any race are not affected. It is
written in modern Tsolydni,

7. Chédnisayal hiHayd: "Powerful Maps of Glory."” This is a book of treasure
maps in modern Tsolydni, Any character of Level 3 ormore can use them.
The referee will determine how many maps there are by rolling a 6-sided
die (1-6). He will then use the list in Sec. 900 to determine in which city
the treasare|s] lie, whether the treasare[e] are in the Underworld or some-
where clse, etc.

8. Kordnkol hiKérdusayal: "The Bock of Fowerful Generals, " This book, in
modern Teolydni, ie readable only by fighters of Level 3 and up. It adds
any two skills from Sec, 430 for the profession of Warrior, and it also
advances any warrior one Experience Level. It has no effect upon priests
or magic users. It is alsc asable by nonhuman fightere.

9, Dfmlalikh tlaSsdgayal: ""The Striking of the Hated Ssd. " This book is
usable by any character who can fight with weapons (i.e. warriors and
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11.

12,

13.

14,
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priests; magic usere are excluded, even though they do have daggers),
It adds +5 damage dice points to any sucecessful hlow struck against a Sed
opponent, It has no effect againat other beings. This book, in modern
Teolydni, ie dedicated to Karakdn, the Lord of War,

Hénganikh hiZhdlmigan: "'The Splendour of Decay. " This book, in modern
Teolydnl, is dedicated to Sérku, the !‘iv-e-Heldadenrd of Worme. It adds
+1 to any blow and +Z on damage dice permanently to the combat scores of
evil priests or magic users of Level 5 or higher. Good priests or magic
users must roll a saving throw of 12 or higher if they even open this book,
while even a glance inside slays a fighting man. If a good priest or magic
user does make his saving throw, the book has no effect upon him, but he
does not gain the bonus hit and damage dice. Nonhumans cannot read the
book at all and are not affected by it,

Chnéshaqg Efﬂ]:ﬂilhlﬂ'lu: "The Mystery of Mysteries. " This book, in
archaic classical Toolydni, adds +10 to the character's possibility of
Divine Intervention (Sec, 1510). It is usable by all professional types,

all races, and both allgnments. Once used, the book disappears, however.

Eishdga Dlittldmri; "The Book of Five Fingers. " This tract, in Péchdni,
is usable by any priest or magic user (and has no effect upon fighting men).
It contains the following five powers: (a) the ability to fly 30" per turn for
one turn: (b) the power of paralysing 1-b hostile beings (saving throw
possible, however); (c) the power of regeneration of one limb or organ
(requiring one tarn)f*’'the power to cast three 24" fireballs of one inch
diametre;: and (e) the power to choose one permanent bonus apell from
Groups 1l or Il in Sec. 1110. Once one of these powers is used, however,
that item disappears from the book. Aside from (e)., therefore, these
powers can only be employed once, and then the book reverts to blank paper.

Guppishsha Hridkkuq Mazhzhdtl: "The Book of the Fragrant Garden. " This
manascript, in modern Salarvyidni, is of use only to magic users or priests
of Level 3 or greater. Warriors take an automnatic é-sided die of damage.
A magic aser or priest of the requisite Level must roll a 12-sided die and
undergo the following resalts; a roll of 1-3 = the character is slain by a
hideous fungus disease [requiring a Cure Disease spell); 4-6 = the charac-
ter is raised one Level of Experience; 7-9 = the character receives the
power of ESF, the ability to detect secret doors and traps, and the power
to grow or shrink to any size he wishes for one tarn (these powers are
permanent)y 10-11 = the character receives the power to detect gurud,-"avih
the power to detect shifting walls and passageways, and the power to trans-
port himaelf and |-6 beings 30" (the first two powers are permaneht; the
last can only be used once); & roll of 12 = the power to revivify good or
evil characters (50 percent chance he can revivify good beings, and 50
percent chance that he can revivify only evil beings -- never both).

Jurrdmra Miye'd&klun Tlakotdni: "The Scroll of the Scarlst Brotharhood. '
This ancient text, in Engevanydli, has the power to change the alignment of
any character (magic user, priest, or fighting man) who reads it, IF he or
she is less than 6th Level. A good character thus becomes evil, and vice-
versa -- and secretly, unbeknownst to the rest of his party or friends. If
a 6th Level (or higher) character reads this book, this does not occur, and
that character receives the ability to enchant weapons up to +3 and armour
up to +2. This requires one day to do, however. This ability can then be

used once a week., A nonhuman attempting to read this book, however, gets
no bepefit therefrom and takes an immediate one é-pided die damage.
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Hléruash Zhdandwi Migdn: "The Book of Eyes. " This book is in Mihdlli,
the language of one of the nonhuman races of Tékumel, rarely encountered
outside their own territory and mostly extinect, This book describes the
constraction of | ~6 Eyes (roll for number, and then choose randomly from
Sec. 1210). Thepe take I -4 montha to construct (each), and the costs of
materials (and the availability of materials! | may be a problem for the
bailder (referee's option). This volume is usable only by priests or magic
users of Level & or higher., Fighters cannot use it and are unaffected by it.

Mé&'om Téep Srdsy: '"“The Excellent Codicil of Sra. " This book is written
in ancient Llydni and is usable only by priests or magic users of Level 5
or higher. It contains instructions for tae building of one Ru"lin and the
construction of 1-6 Qdl (cf. Sec. 921, non. (15) and (17})). These beings
will serve their maker loyally and permanently. Once used, however,

the book's writing fades, and it cannot be .tilised again. The book has no
effect upon fighters,

Barukén Lli Féedrubal-chrén: "The Labyiinth of Mutable Destiny. "' This
text is in modern Ydn Korydni and is asable by good priests or magic users
of Level 4 or greater. Ewvil prieats or mag'c users receive two b=gpided dice
damage, while fighters are totally unaffectei and unable to read this book.
For the proper reader, thuas, this text is of great use, since it contains
2-12 wishes (of rather minor niture), There is a 30 percent chance that

a given wish will be the OFFPOSITE of the wizher's deaire, and a 70 percent
chance that the wish will come true. The book is dedicated to the Ydn
Korydni deity Fnér-Khmisha, a form of Teolydni Belkhdnu.

Du'én Duqdla Tordna: "The Scroll of Bringing Forth the Unnamed. ' This
text ig written in flickering blae flame upon pages of brags in the tongue of
the priests of b sdrul. [t slays good magic usars or prissts instantly, and
fighting men will find that they cannot ¢ven open this book! Ewil priests

are raised one Level and are given the power of creating 1~6 Mrdr (Undead)
(Sec. 921, mo. (11)). Ewil magic users zan create 1-6 Yéleth (Sec. 921, no.
{22)). although they do not achieve a new Level, The making of these beings
requires a number of good characters tc be sacrificed equal to the number
of Mrdr or Yéleth to be created; these nay be of any Level. Once created,
these beings serve the evil priest or ma;ic user permanently and loyally.

Mi'ithdrish Hfshenga Mmeghasané: '"Tkr Treatise of Hfsh, the Highest
Lord, " This volume is written in moder: Mu'ugalavydni and is readable
by any character, although only priests aid magic users (of sither align--
ment) may make use of the knowledge conliined therein, and they must be
of Level 5 or higher. A 12-sided die is roled by the referee, and the
score takes effect as followa: 1-2 = the reider ie slain instantly; 3-4 =
the reader is sent upon a quest to seck the logt Idol of Hf sh in the jungles
to the southwest of Mu'ugalavyd; 5-& = the -sader receives a parcel
magically containing the Gloricus Cloak of huny Eyes (Sec. 1320, no. (B))
7-8 = the reader obtains & permanent +1 on & saving throw against spells;
9=10 = the reader receives a permanent +1 on slows against animals aad
other nonhumans (though aot against humans) (2eec, Z20); 11 = the reader
is transported instantly to the 9th level of any linderworld area the referes
chooaes; 12 = the reader receives 1-6 extra hit dice points e & permansnt
bonus always to be added to his hit dice possibilties (Sec. 510).
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20, Pdrohlan Znamrisheha Kagédkte: "The Book of the Unnarned God. " This
text is written in the anclent Salarvydni of the Bednidllja Dynasty. ' It is
usable by any character who can read it and who is of 5th Level status or
higher. It calls forth & God or Cohort himself (or hergelf) to aid the charac-
ter. A 20-sided die is rolled, and scores are read as follows: 1 = Hniflla,
2 = Karakin, 3 = Thimis, 4 = Avidnthe, 5 = Belkhdnu, & = Drd, 7 = Chegirra,
8 = Keténgka, 9 = Dilindla, 10 = (én, 11 = Hry'f, 12 = Vimdhla, 13 =
Kepdrul, 14 = Sdrka, 15 = Dlamélish, 16 = Wurd, 17 = Chiténg, 18 = Graginu,
19 = Durritlimish, and 20 = Hrihdyal., An evil God or Cohort may thas be
forced to serve a good character, apd vice-versa, This service lasts only
two turns, however, and then the deity is free to return whence He or She
came, The referee will decide on the nature of the Deity called and the
type of service which he or she can render -- and act accordingly. Once
nsed, however, the book vanishes in a puff of smoke.

As a final clarification, It must be clearly noted that a character attempting to
read a given book receives the effects of that book I he or she knows the language in
which it is written, with the exception of certain volumes described above. It is
not possible to just read the title and thas hope to escape Lhe effects of the book!

If the character does not know the language of the book, there is usually no effect upon
the character (exceptions noted above)., Indeed, he or she will not be able to identify
the language of the book unless the language is already known == it will simply appear
as a mass of squiggles upon & page, since scripts differ widely in Tékumel, Most
books can be kept antil succensfully identified (70 percent chance), but some (30
percent chance) will simply vanish unless someone can read them at once. I is
thus to the players® benefit (and sometimes to their harm) to try to read a book at
once, Once opened, however, the book's effects take place at once, if the character
knows the language, Unidetified books can be taken to the Temple of Thdmis (by &
ood character) or to the Temple of Ksdrul (by an evil character) to be identified,
%‘h. priests will charge a Jee for this (percentile dice times ten), 2nd they may wish
to buy the book (perceatile dice times 50 or 100, at the referee's option, as their
offered price). A noa-pluyer character ordered to read a book may alse be des-
troyed by it, but since this is really an action designed to evade possible damage to
the players themuselves, he referee may dupe the non-player character (and hence
the players) by having thz book appear as something else!

1900. BUILDING AND BUYING,

Costs and time oceded to erect an edifice of one's own are adjaudged by the
referee. The availability of workers and materials, the location (city, raral,
wilderness, etc. ), the willingnese of the Imperium to have sach a building con-
structed in that locailon, etc. must all be taken into consideration. An engloser-
architect is requir.d for any building project, and permission to baild muast be
obtained at the Pe'ace of the Bealm nearest the site {a cost of 1, 000-12, 000 Editars
is assessed for tris). If sloms, homes, or older baildings are to be torn down to
make way for the pew construction, this requires the permission of the lmperiam

in Béy S§ -~ a cceot of 10, 000-20, 000 Kéitare, plue 1, 000-100,070 in bribes!

As an axar-ple, a smallish palace could be constructed in a vacant area of Jak&lla
for about 100, )0 Kditars. A fortified mansion would cost 150, 000-200, 090 in the
same spot. Tre same building outside Jakdlla in the rural areas around the city
would coat 75, J00 Editars for the palace., and 125, 000 for the fortified mansion.

In tha wildarveas these edifices would be correspondingly more expensive, howewvar,
depending upon the nearneas of stone quarries and villages from which labout would
be drawn. “ne might construct & amall castle in the mountains '‘north of Béy S¥ for
abouat 250, 700 Kfitars, whila one in the jungles of DS Chika would cost double this,
due to the ack of stone nearby and the paacity of labourers. Permission must be
chtained {-om the Imperium for the erection of any fortified building, of course.
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Thie is granted if a roll of 61-100 is made on the Non-player Character Reaction
Table (Sec. T20). A large {ortress would require, first, a roll of 71-109 on the
same table, plus a bribe to the KSlumel’s representatives of 10, 000-100, 000

Kditars -- over and above the costs of the building itselff These might run as high
as half a million K ditare, If the Imperiuam is permitted to use the fortress, however,
quarter troops there, or otherwise link it into the Empire's defensive sysiem, the
builder may receive aid from the Imperial treasury itself.

Buying an existing mansion, palace, fortress, etc. is somwhat cheaper and
easler to do. The referee rolls a 6-sided die (once per- week ig permitted), and
on & roll of 6 a vacant building is found, Rentals vary from 1, 000 Editars to
12,000 Rditars per month, while outright sale may cost anywhere from 75, 007
(for the little palace mentioned at the beginning of the preceding paragraph) to
half a million K ditare, depending upon size, fortifications, richness of fittings,
nsarness to central areas, etc. [f a saitable building is found cutside Jakdlla in
the rural areas, this may be rented for less, and if the edifice is foand in a remote
area, it may be rented for still less, parchased outright, atc. Ruined buildings
may be restored, once the land is purchased or rented from the present owners.
In areas where central government is weak -- ¢, g. Milumanayd, Bilalimmu, the
Chaigdri Protectorate, or the Protectorates of Pdn Chifka or DS Chika -- certain
ruined fortresses and other buildings may be foand which can simply be taken and
held by force. Costs, rentals, etc, muast be judged by the referee in most casss,
and it is impossible to give a hard and fast rule.

Money may also be borrowed from the moneylenders to be found at the Palace
of the Realm in any large city. The Nen-player Character Reaction Table will
govern the lender's willingness to loan the money, and the interest rate is deter-
mined by rolling a 12-sided die (e.g. 5 = five percent, 12 = twelve percent). Such
loans must be repaid within three months (the asual time); otherwise the debtor
is seized and sold as a slave. A 6-sided die is rolled to determine the number of
moneylenders available at the Palace of the Realm each week.

2000, ADVERTISING.

it is possible to have notices of one's needs posted at the various Palaces
where such employees, goods, or services are likely to be obtained, Cf, Sec. 710,
For posting in one city, the Overseer of the Palace will charge 1-100 Kditars for
one week. This amount is multiplied by the number of cities in which the character
wishes to have notices placed. There is 2 maximum of ten times the amount shown
on percentile dice, howewver.

The results of advertising are checked each week: a b-sided die is rolled, anc
on a roll of 1 some response is obtained. This is done for each city in which a
potice is posted, up to & maximum of ten cities. Fositive responses are then
checked .pﬂ t Sec. 710. The referee will adjodge the relative difficalties of
hiring different types of personnel, and salaries will be arranged as described in
Sec, 7l1l.

It is also possible to advertise for magical arms and armour, scrolls, Eyes,
etc. at the Temple of Thimis (for a good character) and at the Temple of K sdrul
(for an svil person). A roll of 19-20 is requirec on a 20-sided die, however, before
any required item in these categories is found. The costs for this advertising are
1-100 Kitars per week per city, as above, with a maximum of ten cities. The
prices of items found in this way will be rather prohibitive, of course and will be
set by the referee. There is no hope of cbtaining miscellanecus magical items
or books through advertisement --these being too rare and precious for any owner
to wish to part with them!
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2100. TIME.

The referee will astablish a table with the names of regular players and
divisione into weeks and months., Ag a Player character embarks upon adventures
spends time resting in Jakdlla, etc. ote,, the referee will mark off passing weeks
and months against his namae. Players are not permitted to participate in adven-
tures together unlesn they are at the same time in the game: i.e. a player at
Week 11 cannot join a party now pPassing through Week 21, for example. In order
to join the latter pasty, the player at Week 11 would be required to sit in Jakslla

for ten weaks -- o> go on adventures alone or with other players of the same time
frame.

in general, it may be said that an adventure into the Underworld requires one
week, while an cutdoor acventure requires one turn per day (ef. Sec. 821). Time

spent waiting ir Jakdlla, in one's fortress, etc., is adjudged by the referes im
consultation with the player involved,

Imperial months are of 30 days each, with five feast days inserted at the end
of the twelfth month, Tékumel thus has a rotation around its sun quaite similar to
that of eart''s (a result of the ancient terraforming process), Every fourth year
an sxtra dry, dedicated to the Emperor, is inserted to balance out certain irregu-
larities of orbit, The first month, Hasanopér, begins on approximately March 2nd,
The year is now 2,354 A, 5. (After the Seal of the Imperium). The months are:
Hasanpir, Shdpru, Diddm, Langdla, Fésru, Dréngar, Firasdl, Parddn, Halir,
Trant{r, Lésdrim, and Dohdla. Each month contains five "weeks" of six days
each.

24200, A NOTE CN PRONUNCIATION.

Tsolydni is a member of the Khishan family of languages, related to Mu'uga -
laryani and Salarvydni, and more distantly to Livydni and Pechdnl, ete. All of
these are descended from Engsvanydli, the language of the Golden Age, It is
“ifficult to trace the ancestors of Tsolydni back much farther than the period of
the Lords of the Triangle because of a lack of written records, although it is now
clear that there is a genetic connection with the mixtare of Tamil, Arabic, and
Mayan which had become the main language of humanspace at the time Té&kumel
was settled.

Tsolydnl has the following sounds;

/p/ spelled here as "p": the English [p] of "spin™ -- i.&. a bilabial
voiceless stop with little aspiration.

[t/ spelled here as "t's French or Spanish dental [t] with no aspiration;
a voiceleas dental stop,

f&/ spelled here as 'eh"; a voiceless alveopalatal affricate, similar to
English "ch!"as in "church.

S/ apellad here as "k": the English [k] of "akin"; a voiceless mid-velar
stop with no aapiration.

fa/ spelled here as ""9": a back-velar voiceless stop: the [g] of Arabic,
Eskimo. and some other non-European languages.

/?/ spelled here as """ the glottal stop: the 't" as pronounced in
Cockney English "bottle, " or the hiatus batwesn two carefully pro-
nounced English wordse, the first ending in a vowel and the second
beginning with one: e.g. "the elephant "

/b/ spelled here as "b". a bilabial voiced stop, English b, "
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spelled here as "d"; French or Spanish dental [d], a voiced dental

atop.

spelled here as "j'' a volced alveopalatal affricate, similar to

English "j" in "judge. "'

spelled here as "g": a voiced mid-velar stop: the English "g" of

"!,“I. i

spelled here "ts": a voiceless dental affricate: the "ts" of English

"fits. " Note that this may ocear word-initially in Teolydni,

spelled here as "tl": a voiceless lateral alveolar affricate: the "t1"

of Aztec "atlatl "

spelled here as "f': a volceless labicdental fricative, the "' of

Eﬂ.'].ilh gk, "

spellsd here as "v': a voiced labiodental fricative, the "v" of

English "'vine, "

gau-u hare as "th': a volceless interdental fricative, the "th"™
English "thigh. "

spelled here as "dh'": a veiced interdental fricative, the "th" of

English 'thy, "

spelled bere as ""s": a voiceless grooved alveolar fricative: approxi-

mately the "a" of English "sing, "

spelled here as "s': a voiced grooved alveolar fricative: approxi-

mately the "z" of English "zoo, "

spelled here as "'sh": a voiceless *rmaﬂ alveopalatal fricative,

approximately the "sh" of English "ship. "

spelled here as ""sb'": a voiced grooved alveopalatal fricative,

approximately the "z" of English "azure, " or the "s" in "pleasure. "

spelled bere as ""88": a voiceless grooved retroflex fricative, pro-

nounced with the tongue-tip turned upwards to toach the back of the

alveolar ridge, a sound found in certain languages of India, etc,

spelled here as '"h'"; a voiceless glottal fricative, the "h" of English

Hh'ti- 1‘.

spelled here as "hl": a volceless lateral fricative, the "11" in Welsh

"'Lh'll'ill'yn. i

spelled here as '1": a light dental [1]. as in Spanish (i.e. not the

dark '"1" of English "call).

spalled here as "'r'; a voiced dental single-tap vibrant; the "r" in

Spanish "pero. " When doubled, this phoname beacomes a trill, as in

Spanish "perro. "

apelled here as "kh": a voiceless welar fricative, as in Scots "loch"

or German "ach. ™ In some Tepolydni dialacts there is a contrast with

an aspirated "kh' (ae in English "E ey " but stronger). Moastly the

difference is dialectal, however, with /x/ found in the south, and /kh/

in northern pronunciations, A few minimal pairs do oceur, however,

spalled here as "'gh''t a woiced velar fricative:; Arabic !}‘ ln'g_ :

sometimes rather like the "r" in a Parisian pronunciation of "Paris. "

This sound is rare in Teolydni iteelf, occurring mostly in loanwords.

spelled here as "m'': a voiced bilabial nasal: English "m" as in

e )

;p.ru..d here as "n'": a voiced dental nasal: as in Spanish "no. "

spelled here a8 "ng': a voiced velar nagal: the "ng'" of English

Yeinging. " Note that the '"ng" of English "finger' is repreaented as

“ngg" in this urthnFriphy.
spelled here as "w': a voiced bilabial continuant, the "w' of English

'II‘““. [}
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/y/ owpelicd here as "y'": a voiced palatal continuant, the "' in English
you, " or "yes. "

Still other consonant phonas might be corsidered unit phonermes. The Taolydni
thamselves identify only the above-listed itemas as phonemes, however, and write
all other groups as clusters of two consonantal letters. Thus, there is a single
latter in the Taolydni alphabet for /t1/. but for /d1/ the Taolyini scribe writes /d/ +
/1/. There in a single letter for /3/ ('h1"), but /hr/ (a volceless preaspirated [R]),
/bn/ (a volceless preaspirated dental rasal), /hra/ (a voiceless persspirated bilabial
nasal), etz, are written with the letter "h' + another letter. In view of the frequency
of cccurrence and permitted poeitional corrbinations, it seems best, theoretically,
to write ALL of these combinations as clusters of two phonemes. The conventions
of the Teolydni alphabet are followed hers, however, for convenience' sake.

There are six Teolydni vowel phonemca:

/i/ spelled here as "i"; a high front unrounded vowel: Spanieh "i"in
"gi, ™ similar to English "i" in Mepachine ' bat without the final
y-like ofiglide.

Je/ spelled here as "e''; a mid front unrounded vowel; Spanish “e' in
“ge, " similar to English "a" in "fa.2" bat withouat the final y-like
offglide.

Ja/ spelled here as "a": a low central unroanded vowel: Spanish "g!
in "padre." similar to miiwestern American English pronuncistions
of the "a" in "father, "

/u/ spelled hese as "u": a high back rounded vowel: Spanish "u" in
gy, " aimilar to English "u” in "flut:! but without the final w-like
offglide.

‘r’nf spelled here as "o'': a mid back rounded vowel: Spanish "o" in
“no, " similar to English "o' in "note' but without the final w-like
offglids.

fi/ spelled here as "y" for convenience' sake: inthe West (the dividing
line being the north-sosith course 3f the Missdma River) this is pro-
noanced like the "amlaut §" of German. In the East this vowel in
pronocunced like Tuarkis: N a hijh central anrounded vowel. Some
American dialects have this vowel, although it is usually unsiressed.
Yarious Western Amnarican dialecte may indeed have it in contrasts
like the "just" of “he’'s jast [spelled "jist" in novels, etc. ] comin'"
and the "just” of "he's a just man" -- contrasting always with the
vowsel of "gist. " The Imperial court at Béy S¢¥ prefers this lattar
pronunciation.

Note that Tsolydni hea no [a] o 11] T in English "above. ' no[®] as in Euﬁli.uh
“eat, " no [ 3] as in English “"law, "no | t] a8 in English "pin, na ;f;. in English
ven, " etc. Some of these vowel: do occur in other languages of Tékumel, however.

There is a primary stress | word accent'), written here as /*/ but not indicated
in Tsolydni script. A seconsiary strees (/°/) is found in longer words as well,

The script of Tsoly®i is lerived from the carsive script of Engevanydli. It is
divided into two forrn- monumental' and “scribal. " In both forms only the consonants
sra written on the "-0¢, and vowels are inserted as diac-itics above and below the
letter which they iollow in sprech.

For fartrc: information on Tsolydni, the reader should consult Megsflia
Badirian's "fryrhétldilidhhlikh hiTsolydnisa' ("A Great and Beauteous Grammuar of
Mighty Teolydei'), a copy of which is to be found in most libraries of the priesthood
of Thirris. Althmgh a translation from the Mu'ugalavydni, this work is useful for
beginnere.



NOTES

P, 9, Basic skill for priests is intelligence, For magic users it is psychic ability,
and for fighters it is strength.

P, 11, Tanners make raw Chlén hide into usable material, but only an armourer-
smith can make weapons and armour of it. The armourer-smith alse can make
steel armour and weapons, if raw steel or iron is found.

F, 11, An alchemist has a possibility of recognising chemical compounds (such as
polsons, elixirs, etc. ). He can also make chemical substances, if they are )
deemed possible by the referee, His saccess is governed by his I evel of
Experience; use the Chances of Spells Working table on p, 14 for all such
attempts,

P, 11, Similarly, a geclogist can recognise minerala in thair raw atate. His
success is governed by the same table,

P, 11. An assassin-spy-tracker can hide in the shadows and pass unseen. This,
too, depends upon his Level, and the same table ia used as above. Tracking
also depernds upon this table for its success. The assassin skills will depend
partially upon his dexterity (sec. 415), and partially upon his knowledge (e. g.
does he 2lso have alchemist akills so that he can recognise and constract
poisons?).

P, 1l. The exgineer-architect is required if one is to build fortificationa, palaces,
etc, Thie skill is important, thus, for players who weoald build their own
castles or houses at a later date,

P. 11. The Interpreter can use any modern or ancient language (cf. Sec. 1810 for a
list of these), He gets only one of these languages, however, but is assumed Lo
be totally flaent in it, MNote that if he is also a priest, he may have as many as
five languages to start the game! This proves very useful in the reading of
scrolls, recognition of "Eyes, " etc.

P, 11. A physician can cure up to 2 hit dice points a day by himself. If he is alao
a priest, he can add these two points to his throw when using a Cure Light
Wounds or Cure Sericus Wounds spell, He may, of coarse, use his skills on
nimself, as well as upon othera, WNote that thesa extra points are NOT added
if the physician effects a cure by means of an Eye of Healing or some other
technologiczal device.

P. 11 and alsa p. 71 {Sec. 1110): note that a priest or magic user can choose TWO
or more of the SAME spells, E.g. he may choose to take two Control Person
spells instead of one Control Person spell and some other spell, when he reaches
the proper Level. Similarly, for his Bonus Spell, he may choose to add another
Sleep spell to his repertoire, even if he already has one of these spells from some
previcus roll, '

P. Bb (Sec. 1610). The following table is used to dewsrmine whether a priest, magic-
aser, nonhuman, scholar, etc. met during the game has one or more Eyes,
rmiscellancous magical devices, amaulets, scrolls, or books. This applies to
nonplayer charactere only, of course,

MAGICAL ITEM LEVEL OF NON-PLAYER CHARACTER- AND PERCENTILE
FOUND: SCORES REQUIRED TO HAVE THE ITEM[S]:
2-3 4-5 -7 8-9 10-up
1 Eye 60-70 50-55  40-45 30-35  20-25
1-3 Eyes 71-75 56-60  46-50 36-40  26-30

1-& Eyes To-80 6l-65 51-55 4]1-45 31-35
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MAGICAL ITEM LEVEL OF NCGN-PLAYER CHABRACTER AND PERCEM-

FOUND: TILE SCORES REQUIRED TO HAVE THE ITEM(S}:
. 2-3 4-5 b-7 8-9 10-up

1 Amulet 81-85 66 - 70 5660 46~ 50 36-40

I Amulet and B = :

1.3%?11 m: 86-90 Th=TF 51-65 51-55 41-45

1-3 Eyes and

I arpall 91-95 76-80 b6-70 56-60 46-50

1~3 Eyes and

I Sndie. Smagte dton 96 -99 81-85 TL1=-75 bl-65 &51=55

1-3 Eyes and 5

L babk 100 B6-90 TE--80 BE-TO 5660

1-3 Eyas, 1 amu- L L

let, and I scroll g 91-95 9i-t5 71-75 61-65

L=3 Eyes, 1 scroll, -~ 96 -39 Be-9L 76-80 66-T0

and 1 misc. maglc

item

1-3 Eyes, 1 amalet,
l screll, and 1 book

1-3 Eyes, 1 amalet,
1 scroll, and 1 .- 96-99 86-90 76-80
misc. magic item

1-6 Eyes, 1-3 amu-
lats, 2 scrolls, and - - 100 91-95 81-85
1 misc. magic item

Any combination of
itema (refarea’s - - = 95=100 86=100
choice )

- 100 71-95 81-85 T1=75
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From time io time various players have requested some means of determining
their relative "beauty" or "handsomeness" vis-a-vis othsr players or non-
player charscters. This is alse a factor, of course, in the purchase of
slaves, the hiring of mon-player characters, and the taking in marriage of
a non-player character, In “Dungeons and Dragons” there is the saparate
basic quality of "charisma" which is often used to determine beauty or
handsomeness, as well as to give a rough idea of the character's power of
persuasiveness, leadership abilities, etc. In actual play, however, these
latter qualities are rarely considered, since the plaver {or the player
acting for his/her non-player character) almost always acts as he or =he
vishes without regard to an originally-determined dice roll. It seems
more practicable to allow this leeway in the present game, rather than to
try to limit the players to some kind of dice-determined behaviour. It

is useful, however, to indicate relative "beauty" or "handsomeness" for
non-player characters at least (and optionally 2lzs for player charsctars),
since physical comeliness may play a part in the situations mentioned
above. Therefore, the following Section is added:

416. Physical Comeliness.

In order to determine the physical "beauty" or "handsomeness" of a cheracter
(manditorily whenever relevant for non-player characters, and optionally for
player-characters), percentile dice are relled, and the results are inter-
preted as follows:

1-10 The character is so ugly as to frighten his own mother, if
mot unexpectedly.

11-20 The character is ugly, though not hideously so.

21-50 The character is average in comeliness.

21-70 The character is goodlooking.

71-80 The character is very goodlooking, accerding to prevailing
Tsolyanl stamlards (which do differ somewhzt from those of
other nations on Tekumel -- and certainly from those of
wodern American society).

81-90 The character is condidered handsome or beautiful (depending
upon his or her sex).

91-95 The character is outstandingly comely,

26-100 The character is so handzomc/beautiful that one must take
care that he or she is not stolem by slavers, carried off
by various religious groups for forced participation in
orgies, etec.



NOTES 11}

Cnce players have establiched themselves in the Tsolydni Imperium and have
passed beyand the stage of being newcomers, thay will find themselves Iace to face
with the complex soclopolitlcal realities of the Empire. They will thus need the
following brief characierisiiion of the various forces at work within the Imperiam -~
ana with some at wuck frorn outside as well.

The Emperor rules, as sta.ed, from the impregnable fortress of Avanthir,

He never emerges from this ciladel, nor are persons permitted to ses him, His
“"eyes ana ears” are the Omnipoten: Azure Legion, which contains the best assassins,
spies, informers, telejaths, strategicians, etc. This structure, hela together by
the forces of hoary tradition, holds the reing . of the Empire in a firm grip.

There are, however, severcdl large power groupe within the Imperiam: (2]
the Military, (b) the Priestly Party, (c) the Royalist Party, and (d) the Imperialists.

{a) The Military Party was until recently ruled by the great gensral K éttukal
whose service and oyalty to the Emperor are undoubted and whose prowess is now
legendary. Ee deieated the Ydn Korydni three times in the rugged moantaing of
Thénu Thendréya; his route of the Ma*ugalavydni at Batris was a masterpiece of
tactice; and his victory over the Salarvydni at R¥ in Kerundn was congidered &
minor miracle. Still, vpon the heels of his triamphe he found himself exiled to
Chéne HS in D¢ Chilka because of the machinations of the Royalists, who feared
his power in tie Capital. This was done through 2 series of delicately staged
intrigues whizh provided the Emperor with reason to believe that K &ttukal was
interegted ix power of his own -- perhaps not anything so drastic as a lake-over of
the Peral Tarone (which has proved guite impossible over the centuries), but rather
some hegsmony over the two Chdka Protectorates which would amount to semi-
independsace. Kéttukal's military party has never been interested In foreign
conques!, howaver, since this wouald mean the automatic ascendancy to power of
their ap:h-rivals, the Royaligts, to whom all agministrative posts would probably
fall. Cccasional raide into Yin Kér, Milumanayd, and Rilalfmmu have provided
gufficiynt loot and exercise for the troops, and withoat a commn.itment Lo total wer,
the Military Party can hope to gain litile from incuraions into other landa. Thusa,

I éttakal and his colleagnes (e. g. the greai admiral, Hagfrr of Parinta, named

after -he ancien. hero of the same name, Mirikténi the Ceneral of the 7th Imperial
Legi¢n, Tlanénu the Steersman, Gdsha the Khirgdei, etc. ) have never lustea afier
forelyn spoils but have instead been satisfied with raiding and with internal pelilical
marusvring, The Military Party is now furiocasly workin: to gee that K értukal is
clearec of accusations of greea for power and returned to Bédy 8§, where hig influence
wil! be of mach value in Tosolydni politice,

{b) The Pricsts are of coarae divicec between those who serve the Gooo Goua
ani thelr Cohorta and those who serve the Evil Cnes, But they share a common
inerest in expanding the power of the Templee, They are well organised and as
siructured as any army, with corps of warriors (mercenaries mosily) and specizl
ability people ready at all times. Their commaunications system within ¥he Empire
ie considered marvellous, using both telepaths and telekinecista o transport messages
and items throughout the land, They are suspected to be in league with the priesthoods
of Mua*ugalavy£f and Salaryvd -- and oven with the dark priest-kinga of Livydnu - - and
there is thus a good deal of suspicion about them in the minds of the Emperor aad
the Imperialists, The acknowledged grand master of the Prisstly Party ie Akndlla,
Priest of Hodlla in the region of Béy 5¢. In spite of differences with the Pricats of
Evil, Akndllu does not hesitate to cooperate with Miriggd, Pricst of Hry'y, his
counterpart, whenever there is mutual profit invelved., Their immediate goal is the
ending of Military Party power and the expansion of Taolydni rule into the rich and
ensily taxable areas of neighbouring lands. They are thus willing to ase the Militaxry
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2% a tool but are not eager to see them given any lasting administrative powers.
They wish to see that Ké&ttukal stays put in his polite but endoubted exile in Chéne
H&O =« or, if necescary, to see to hie permanent disgrace.

{c) The Royalist Farty iz named so because of their hereditary descent from
tha ancient royal flmﬂy of the Bednfllja Dfna.:ut]r‘ In reality, these are the noble
clans, intermarried and interrelated by many ties, 2nd from them come the main
corps of officisls, seribes, administrators, tax collectors, and other civil officers.
They are led by Jijékmu, Goveanor of B&y S¢, whoss power is now mainly gone
bacause of his age and senility, His nephew, Lord KEhémiyal, is now the principle
representative of this group in the capital, and he is allied by blood and by interests
to his counterparts in the other major cities: e.g. Lord Srfqu in Pdrdimal, Lord
Chiringgd in Jakdlla, etc. This group now cooperates with the Priestly Party,
though their interests are not quite the same. They desire to maintain their ancient
power and see themeelves and the pricsts as instruments to that end == the powar of
ancient and honourable stability. Their money (and the riches of the Priesthoods)
give them much power and many prerogatives, and their uneasy alliance with the
Priests gives them access to the latter®s communications network. Their hatred
for Kéttukal and his party knows no bounds, ‘since his slighting of their sauthority in
demanding troops and supplies directly from the Emperor before the Battle of Ry.
Their fondest dasire is to see K éttukal given the "High Ride" upon the impalement
stake, Their own candidate for Kéttukal's crack First Legion is Wesséka hiTinkolel
@ rather indifferent warrior of paranoid disposition, who now cools his heels in
Béy 8¢ awaiting promotion == which the Emperor has steadfastly refuged to give,
even though he dic give in to the demand to send Kéitukal into exile in Chéne Hé rad
placed the First Legion at Sckitis clear across the Empire, Wesséku now gperds
his time in dalliance, sceking out "plots" against himself and his groap, ard rsmding
his "enemies" to the hideous Télek Kfoa Pits outside of Béy 5§. The Royali ts are
now almost resigned to giving up any idea of a promotion for Weeséku, and .heir
remiicing option is to seek the dissolution of the First Legion into anits veich can
be seat hither and yon acrossz the Empire,

(d) The Imperialist Party consists of the High Princeps of the O-mipotent
Azure Legion, Qorumd hiR{i'inydsea, together with a number of noble., officials
of the Counrt at Avanthgr, etc. These are the Empearor’s moat staur-h loyalists,
cornmitted to him by their isolation at the Citadel and their commc: interest in
maintaining the ancient Teolydni tradition of Imperial power, Ths power balance
hag indeed shifted one way and then another over the centuries, st the result has
zlways been that any group carried intc power has had to centrs Lisalf at Avanthdc, |
and this has meant the formation of &8 new Imperial Party, whith then becomes much
like the previous one! Personnel may change, thus, bat the sLructure remains the
same, The Imperial Party now wishes to see that Ké&ttukal 42 kept alive and ready
for emergency service, but that he be kept from establishing himself as a semli-auto-
nomous power in the Chfka Protactorates or anywhere el,3, They are also eager
to maintain 2 balance between the various groaps in Béy 5¢.

Complications are introduced by the fact that the present Emperor, the blst
Seal Emperor, Hirkfne Tlakotfni, is almost seventy years of age, and this presages
a power struggle. According to custom, the sons of the Emperor are kept apart
daring their chilechood by members of the Omnipctert Azure Legion, being '"farmed
out" to various ancieat clans, to noble families, tc military outposts, to priestly
monasteries, etc. Upon the death of the old Empsror, such young men as are willing
are brought to the Temple of Hndlla, whers ther. is a contest of sorts between them,
with the winner chosen by sorae mystericus rituil methed by the God Himaelf. Those
who are unwilling must needs flee for their lives -- or e¢lse publicly rencunce thelr
claims forever. Losers in the contest are cercmonially sacrificed. The present
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moet likely candidates include Eselné, a young protege of the family of K &ttukal’
Others are Dhich'uné, who has been living with the Priests of Sfrku since his
childhood and is & 9th Level adept in that sect; Rereshgdla, protege of the Clan of
Sea Blue, the clan most powerful in the Royalist Party; and Mriddbu, protege of
the Priest-Lord (= Chamberlain) of Avanthér itself, The possibilities are thas
quite explosive, more so than at any time within past memory. One daughter of
the Emperor has also declared Aridéni statys (i. e. decleared herself equal to a
man and with the same rights), and her claim is supported by the priestesses of
Avdnthe., This has precedents in Imperial history, but only one Empress ever
raled Tsolydnu before: the 12th Seal Emperor {or rather Empress).

Thus stands the situation in the Empire as of this writing, Outside the Imperium
there are ramblings to the north In Y4n Kor, ever an enemy :r?thu Seal Emperor,
The Baron (a rough translation of the title he prefers) Ald, once 2 mountain chieftain
from Sad Allaql, bas good reason to hate all Tsolydni: eight times the Tsolydni
have assaulted Ydn Kér during the reign of the present Emperor, and eight times
they have been repulsed. During one such raid, howewver, a striking force under
Qeqélmua, Kéitukal's lieutenant, managed to push through to the northern citadel of
Ke'ér, unprotected and well to the Ydn Korydni rear. Baron Ald was elsehware
when this occurred and in spite of his concerted attermnpts to return to Ke'dr, he was
unable to prevent its capture by Bazhén (the officer appointed by Qeqélmu when the
laiter was woanded upon Srigash field., Bazhdn requested surrender from the
Baron's mistreses, Yilrdna, but she was led to believe that the Baron was close at
bhand with a relief column, When Ee'ér fell, thue, she was captared and was impaled.
The Tsolydni troops retreated after looting the city, and the Baron was thus confronted
with the spectacle of his beloved's body impaled before his own gates -- and the
devastated ruins of his favoured citadel! He managed to have Bazhdn assaseinated
by a party of Pygmy Folk subsequently, but Qeqélmu died before his men could
reach him, He now  seeks bitter revenge upon all Teclydni, and it is rumoured that
he has leagued himself with certain dark and nonhuman powers. There is talk of a
secret weapon given to him by these lnimical beings in return for a fearful price:

a secret weapon which can circumvent the network of Sdkbe roads in some fashion.

To the West the Mu'ugalavydni watch Kéttukal*s problems with much interest,
hoping that something will be stirred up enough to give them the chance to regain
the two Chika Protectorates at least., Their first choice would be to have him
disgraced, since this would surely lead to more turmoil in Tsolydnu, and they could
thus exploit the situation somehow. Other theorists have presented the Four Palaces
of the Square in Sea'dtie with the idea of having certain fanatic priests slay Kéttukal
outright, since this would then be a means tc humble the Priestly Party in the Empire
-- though others have pointed out the dangers in this: the Priestly Party is already
suspect by the Emperor and such an act might lead at once to a confrontation with
Mu'ugalavyd, since the Priestly Party's power stretchas into the nations on all sides
of the Empire, and Mu'agalavyd would be sure to be blamed, A revolt in the Chékas
would surely bring about some sort of immediate response from the red-clad troops
of Mu"a vyd, no matter who started it. The middle-of~the-road group in Mu’uga-
lavyd wishes only to see that no opportunity be missed, and there is thus considerable
disagreement about the proper course of action there.

To the east the Salarvydni are also interested in the developments within the
Empire of the Seal. Their goals are clear: regain Kerundn and parts of Kaijf,

How this is to managed is not clear, since the Tsolydni are aware of their objectives
and have exploited the continual Salarvydnl problems with the little nation of Pechidno
to the north -- and with the inimical Sad -~ in various ways. The Imperial Legions
are also on guard along the Tesolydni borders, and the cnly hope of a Salarvydni
victory here would be for such weakness to develop elaewhere that the better legions
would be withdrawn. They are thus interested in the Royalists' plan to disband the
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First Legion, They bave secretly sapported this with golo and some prescure from
Royalist Party members who recall that their ancestors =- the Bedn#llja I'rnasty --
were Salarvydni in erigin. The Baron of Ydn Kér has alsc been in contact with
Griggatsdtsa, the Salarvydni Cverlord, and this has resulted in some plan. bat "0
immediate promises. The Tsclydni are well aware of this correspondency, sir:e
a Ydn Korydni messenper was seized by the Pechdni and intarrogated, Tle Pshdni
then reported their findings to the Seal Emperor, who in turn sapplisd Pe hdre with
cartain staal weapons and -- it ie rumoured -- soma magical aguipment of noe:

Among the nonhumans, only the P& Chéi are involved in the present prolem.
Their strongholde lie deep within the foraste of D& Chika, and their relation with
the Tsolyéni ruling clan of the Protectorate, ths ito Family, bave always be & good.
They are thus not eager to see a war in the midst of their ancient lands, ancthay are
satisfied that some haman ruler or other rule them -- o long as it be in pece.
The P& Chéi are not great fighters, but their paychical powers are undoubt 4, and
their irnmediate intorests are to see that Kéttukal iz either allowed to live imongst
them in peace -- or ig glain somewhere outside D& Chéka. The present P Chdéi
rulerg (if poch an insectodd society can be said to have rulers) are thus ssjer to
stop anything which might lead to warfare in DS Chdka, The human popul tion of
this area, however, is traditionally a forest-dwelling people speaking a -aviety of
bastardised Teolydni, intercsted in some sort of local sutonomy and fre dom frem
the rapacicus Teolydni tax collector., These groups are busy in their c-atinual elan
quarrels and feuds and bave never taken much part in the politice of the two great
empires which lie on either sidae of their jungles. They can be stirred © take interest,
perhaps, by a threat to thelr way of life,

K éttukal himself is something of an enigma. His stern, hawk-{ Atured visage
is to ba seen on a thousand stelas erected to his victoriss, and the c fAamon people
of Taolydnu burn paper cones with his name on thern in honour of thr War-God
¥arakdn. Yet he hae boen tight-lipped and taciturn throughout his eresr, a rough
and ready soldier on the surface, yet displaying depthe of great cu ping and sophisti-
cated diplomacy, His clan membership and ancestors are impecc.ble, and his
marriage to & noble maiden of the time-hallowed dynasty of Vrd .o provided him
with wealth and with nobility., Yet he makss no overt claims to p~ver and takes his
polite exile in Chéne HS with good grace. In spite of bis forty y #rs, his body is
that of a young man, and his skill with weapons is still consideisd proverbial among
the Military Party. Indeed, when he was ordered to Chéne H6, both his First Legion
and his fellow commanders offered to resist and ride with hir, to Avanthér to lay his
case before the Emperor; Kéitukal sternly rebuked them and ordered one of his
common troopers to pick up a blazing ceoal from the fire, T« man did so without £
hesitation; whereupon Kéttukal sald, "When the true soldier is ordered, he obeys.”
Forthwith he arose and made his arrangements f{or departrse,

The sbove will give a brief picture of the events anc rnen now involved in
the politics of the Empire. There are still many further lepths to be plumbed,
For example, whence comes the mighty sum of money wiich now financea the
Ydn Korysni trocp build-up? What holds the priesthood. of Good and Evil so solidly
together -~ and what holds them in coordination even a-.ross national boundaries?
There is a great deal more to be learned ., .



NOIES - IV

Playsrs should know that two of the Miscellaneous Magical Items (Sec. 1320)
have now been found: no. 4, the Clockwork Automaton of Qiyfr, was found -- and
wes destroyed in a battle porth of the town of Tsi'il in Milumanayini territory.
No. 7, the Emerald of Hagfirr of Pardnta, wos also discovered. Thers are rumours
of certain other itame being found ss well.

The sncient sorcerer, Qiyor, did indeed make more than one automaton, but
this is said to be located very far from Tsolyinu. For practical purposes, thus,
it will be roplaced by another item on the Miscellaneous Magic Items list. Similarly,
the Emerald of Hagdrr of Porfinta, a one of a kind device, will now be replaced.

Playors now hear of the following:
4. The Skulleap of Girigfmish: This device is the invention of an ancient
“Salarvyéni sorcerer of the Bedndllja Dynasty. It is a simple brass cap
with a small box-like protuberance at the back, which conveys immunity
from having one's thoughts read by any telepath. It must be charged,
like an Eye, and has & counter ard a button to operate it. Each charge
lasts for one day. The counter is in the ancient Salarvyéni script.
One of thess items iz known to exist, and there is a possibility of

two or even more, since Girigénish prepared several of these for the
Brotherhood of ths Priests of Ksdrul,

7. The Mallet of Inimitable Fealty: This device dates from the ancient
“Engsven hla Gdnga Empire. It is & small, silvery, mallet-shaped Mschine
with s handle covered with leather. When taken out of its sheath and
gently touched to any uncoverad portion of a parson's body, it ereates
a mind-bar according to the wishes of the user. Using this, a person
can thus cause amother to be intensely loyal, to forget something, to
perform a certaln quest or actiom, etc. etc. This is an icmensely
powerful device, and all oxperience levels are affected by it. A saving
throw is possible, however, but this must be 17 or better om a 20-sided
die. L:I.."l:,a an Eye, this machine has charges and a counter (writtem in
Engsvanyalu). Each charge lasts for one month of game time. If a saving
throw is not successful, there is no way to resove this mind-bar until its
expiration. There are several of these devices, and playsrs will hear
that at least one is in the possession of the Priests of Vimihla, while
apother is smid to belong to belong to ome of the semior noblas of the
Royal Party.

Players may also hear rumours of a similar device in the form of an archway of
greenish-blue stone in the possession of the Ommipotent Azurs Legion, probably kept
at Avanthar. Anyome passing through this archway will be permanently loyal to
the user of the device. In this way, it ixs said, meshers of the Emperow's cl
servitor corps, the Azure Legion, etc. have been made loyal throughout Tmlyﬁm
histoxy. There is said to bo ap mntidote -- a mogeting device -- for this machine,
but this is kept &8 closely guarded secret by the Legionm.





