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SWORDS AND GLORY

ADVENTURES ON TEKUMEL
By M.A.R. Barker

2.000. THE PLAYERS’ HANDBOOK

2.100. INTRODUCTION

The fantasy role-playing game presented in the following
pages is based upon the fictional world of Tékumel. An introduc-
tion to this mythos will be found in the Sourcebook: i.e. Volume |
of this series. Most of the background information needed for
the play of this game is contained in Volume |, and these
materials are thus not repeated here. Instead, references to the
Sourcebook are given; these are clearly identifiable since they all
begin with the numeral 7 followed by a decimal point and a 3- or
4-digit Section number: e.g. “1.550. CLAN,” “1.960. ARMOUR
AND WEAPONS.” A complete list of these topic-based Sections
is provided in the Table of Contents to Volume |, and the index to
the Sourcebook can be used to find all major references to more
specific data: e.g. the nation of Salarvya, the Ch/én beast, the
various nonhuman species, and other subjects.

The Sections of this Handbook begin with the numeral 2,
again followed by a decimal point and a 3- or 4-digit number.
Most of the game information required by the players is given
here, while those further Sections meant for the referee are
presented later and are prefixed by the numeral 3.

2.110. NECESSARY PLAYING AIDS.

Aside from pencils and paper to keep records, the Sourcebook
mentioned above, and this Handbook, players need the follow-
ing:

1. The four large terrain maps. While these are not strictly
obligatory for play purposes (and indeed a group can get by
with just one set which can be brought out and consulted
as needed), they are useful in orienting players to their
geographical and physical environment. These maps are
described in detail in Secs. 1.110, 1.300, and 1.414.

2. Character Record Sheets. These display each character’s
physical and other abilities and statistics, experience,
social level, finances, possessions, and other game-related
factors. A sample Character Record Sheet is appended at
the end of this Handbook.

3. Play-Sheets. These summarise the tables used to deter-
mine combat, movement, sorcery, and other constantly
needed information. A set of Play-Sheets should be includ-
ed in this Handbook.

4. One or more pairs of “‘percentile dice.” These are actually
vigesimal (20-sided) dice. One die of the pair is usually of
one colour, and the second is of another: e.g. one red die
and one black die. Each die displays two compiete sets of
numerals from 7 through 0 (and note that 0 is customarily
read as 70 and not zero!). These two sets of numerals
shouid be painted by the purchaser in two different colours
(if the manufacturer has not already done this): e.g. one

series of 7-0 in black and the other series in red, etc. This game
does NOT require 6-sided, 4-sided, 8-sided, 12-sided, or other
types of dice. Abbreviations and interpretations of dice rolls will
be given in Sec. 2.130.

2.120. OPTIONAL PLAYING AIDS.

The following materials are useful:

1. Graph paper. Parties exploring the “Underworlds” (the
subterranean labyrinths which lie beneath many of the
cities and ancient sites of Tékumel; cf. Sec. 1.424) should
map their progress if they wish to find their way out again
easily. This is best done by having one of the party maintain
a careful map on a sheet of graph paper, using a scale of
one square=3 m.

2. Hex paper. Pads of sheets printed with small hexagons are
available from the publishers of this game. These may prove
useful for the depiction of irregular terrain: e.g. out-of-doors
locales, natural caverns, and the like. Although graph paper
can also be employed for this purpose, hex sheets offer
greater flexibility.

3. Miniature figures. Special lead figures for Tékume! are also
obtainable from the publishers of this game (or from a shop
specialising in wargaming supplies). These figures are
made to a 25 mm scale: i.e. a figure of a human male
averages 25 mm in height. Since the average height of a
man on Tékumel is about 172 cm, a metre = approximately
15 mm. In this scale a room 3 m square wouid be 45 mm on
a side, and a 50 m corridor would be 750 mm long. These
lead figures are not strictly necessary for the play of the
game, of course, but they do add tremendous visual appeal
and verisimilitude. They come unpainted and must be
painted and based by the purchaser. This provides scope
for the painter and the modeller, and if really complete
visual simulations are desired, one will find that wargaming
shops may aliso carry lines of furniture, treasure chests,
weapons, and other items in this scale. Cardboard walls,
scenery, etc. are also available. For those with less time, in-
terest, or talent, however, it must be noted that one can
“make do” with cardboard markers, differently coloured
dice or game pieces, or other makeshift expedients—any
thing to show the relative positions of the characters and
their opponents in an adventure. It is often necessary to
decide who can see whom, who can reach a certain objec-
tive, how near or far a given item is from a character, etc.,
and these things are best presented visually. The floor-plan
of a room can thus be sketched quickly on a sheet of graph
or hex paper, and figures or markers are then placed on this.



4. Further readings. Aside from the Sourcebook, several an-
cillary Tékumel-related publications can be had from the
publishers of this game. These include (1) “The Tsolyani
Language” (by M.A.R. Barker, Minneapolis, 1978); (2) “The
Book of Ebon Bindings” (by M.A.R. Barker, Minneapolis,
1978); (3) “The Armies of Tékumel: Volume |, Tsolyanu’ (by
Gary Rudolph and M.A.R. Barker, Minneapolis 1978); (4)
“Missum!” (by Gary Rudolph, Minneapolis, 1978); and (5)
two issues of “The Tékumel Journal" (ed. by Gary Rudolph,
Minneapolis, 1977-8—of which only no. 1 is still in print).
The first of these works is strictly for the linguist, although
it does contain a traveller's guide and the words and
phrases needed for life in Tsolyanu. The second deals with
advanced demonology and high-level sorcery. The third
presents the statistics of the Tsolyani army in wargaming
terms and includes some pictures of the troopers of various
Legions. The fourth is a set of wargame rules for larger bat-
ties on Tékumel. The fifth contains articles, pictures, and
other information relating to many aspects of this fictional
world. Several further publications, “scenario packs,” etc.
are planned.

2.130. THE INTERPRETATION OF DICE ROLLS.

In this work abbreviations will be kept to a minimum
since it is the author’s contention that strings of letters and
acronyms detract from the readability and playability of a
game. Constant references to various types of dice rolis re-
quire the following abbreviations and interpretations,
however:

Abbreviation  Interpretation

Interpretation of dice rolis

Abbreviation Interpretation

D10 Only one of the pair of “percentile dice” is rolled.
The uppermost numeral is read as the score. The
colour of the die and the (painted) colour of the
numeral are ignored. This produces a result of
from 7 through 0 (i.e. 10).

D20 One die is rolled, as above. One colour of the
two numeral series {Sec. 2.120) now stands for
1-10, and the other colour is used for 71-20. A
red three (for example) may be read as a score
of 3, while the black three on the die indicates
13. The thrower must announce in advance which
colour is to denote which series.

D100 Both dice are thrown. The thrower states in ad-
vance which colour of die stands for the decades
(i.e. 70, 20, 30, 90, etc.). The painted colours of
the numeral series on the dice are ignored. If the
red die is to show the decades and the black die
of the pair denotes the digits, then a roll of 8on
the first die and 3 on the second gives a score
of 83. A roll of 0 on the first die and 5 on the second
is read as 5. If 0 is rolled on each die, the result
is not read as 0 but as 7100. The range possible
with “percentile dice” is thus 7-100.

XL Muttiple rolls of a given type of die or dice are
indicated by this formula: e.q. 5xD700 = five rolls
of the two percentile dice; their scores are then
added together.

L= Pips are subtracted from a die/dice score in this
fashion: e.g. D10 -2 =aresult of from 7 through
10 but minus 2. A die roll of 8 would thus resuit
inascore of 6.

L+ Pips are added to a die/dice score in this way:
e.g. D100 + 20 = a resuit of 7-700 + 20. A roll of 53
would thus be read as a final score of 73.

2.140. TYPES OF DECISIONS.

Most of the rule Sections given below are “‘obligatory’: their
instructions must be followed both by the players and the referee
if the game is to be played. A few Sections are marked as “op-
tional”; i.e. the group can include them in the game or not, as
desired. Some decisions, furthermore, are personal options and
are termed “player decisions”’; others are “referee decisions’’;
and a few are “group decisions.” This last type requires the con-
currence of all of the players and the referee and depends upon
the group’s style of play and game objectives. Al of this will be
clarified in the following pages.

2.200. ESTABLISHING A CHARACTER.

Each player develops a character to represent himself in the
game. Initially such a character consists of just a series of dice
rolls and statistics taken from the tables below. This is the rough
outline. As the game progresses, the player adds details, colour,
and life—drawn from game-events and aiso from his or her ima-
gination—until the character becomes as real as the protago-
nist of a novel. The Sourcebook will help in determining how a
character may respond to various cultural stimuli,and one quick-
ly finds ways of fitting one’s own personality into the charac-
ter’'s diced-for capabilities. The dice may produce limitations
which are not quite so welcome, however: e.g. a player who enjoys
being a fighter rolis a small, weak character; one who likes play-
ing a sorcerer fails to attain sufficient psychic ability, etc. De-
pending upon the playing style of the group, such poor speci-
mens may be allowed to “wander off into the sunset,” and the
player is permitted by the referee to roll up another persona—
after all, the game is meant to be an enjoyabie fantasy, and it
is not fun to be saddied with an unsuitable character for the for-
seeable future. Methods of “fudging” on the dice rolls are given
in the referee’s Sections, but a player should not resort to them
without the concurrence of the referee and the other players!

2.210. BASIC ATTRIBUTES.

The tables provided in the following Sections produce aduit
human males: the inhabitants of the great continent shown on
the large terrain maps. Those who wish to play women or other
types of characters must consult Sec. 2.220 ff. A description
of human racial types found in this part of Tékumel is given in
Sec. 1.411, while the nonhuman races are discussed in Sec. 1.413.

The tables given below rmay seem complicated. If one follows
instructions as one does in a cookbook, however, the establish-
ment of a character will be facilitated. Special modifiers given
in the text are kept to a minimum, but these materials should
be read carefully in any case.

2.211. HEIGHT, BUILD, AND STRENGTH.

Three rolls of D100 are made in this Section. The first is made
against the leftmost vertical column. The second vertical column
provides the character’s height in metres. Another roll of D100
is then made against the second horizontal line from the top
in the table. This gives the character’s overall somatype—his
“body-build.” These two results are cross-referenced (reading
across on the height line and down in the body-build column)
to obtain the Height-Build factor. This is of great importance in
determining the character’'s combat abilities, etc.



Helght and Build

Dice roll and height

Dice roll and body-build types

01-05 06-20 2165 66-95 96-100
Score Height Very slender Slender Medium Heavy Stout
01 1.43 08 09 12 15 13
02 1.45 09 10 14 17 14
03 1.48 10 1 16 19 15
04 1.50 10 11 18 21 16
05 1.52 11 13 20 23 18
06-10 1.55 14 16 23 26 21
11-20 1.57 17 19 26 29 24
21-40 1.60 20 22 29 32 27
41-60 1.62 24 26 33 36 31
61-80 1.65 28 31 38 41 36
81-85 1.68 33 36 43 48 41
86-90 1.70 37 41 48 51 46
91-92 1.72 42 46 54 57 51
93-94 1.75 46 51 60 63 56
95 1.77 50 57 67 70 62
96 1.79 54 63 77 81 69
97 1.83 58 69 87 93 80
98 1.85 63 76 98 106 92
99 1.88 69 84 110 120 101
100 1.91 76 93 123 135 11
Exact body weights are irrelevant to the game system. A )
healthy human male between 18 and 35 years of ageand 1.75m Modifier ~ Very slender Slender Medium Heavy Stout
ample. Those who are interested may consul tables avaiabie 0 -~ W w® e
from health organisations, insurance companies, etc. 70 - — 100 9699 —
Anomalies of physical strength require a third roll of D10o0. 80 — _ _ 100 —

A very slender person may be abnormally strong, while a tall,
heavy individual may be disproportionately puny. The character’'s
build-type column is found in the following table, the dice are
rolled, and any resulting modifier is added to the Height-Build

factor. This result is the preliminary Height-Build-Strength factor.
Note that this roll does not change either the character’s height
or the build-type itself.

Strength roll chart

Modifier

mtgut?g Bulid types and dice scores

factor Veryslender Slender Medium Heavy Stout
0 0140 01-30 01-25 01-20 01-35
5 4160 3180 2645 2140 3655
10 61-70 5165 46-60 4155 5665
15 7180 66-75 61-70 5665 66-75
20 8190 7685 7180 66-75 7685
30 9195 8690 8185 7680 8690
40 9699 9195 8690 8185 9185
50 100 9699 9185 86-90 96-99

As an example, one may take Chargésh, a warrior of whom
more will be heard later. He scored 63 on his height roll and is
thus 1.65 m tall. His body-build roll was 67, and he is therefore
of heavy build. His Height-Build factor is basically 41, but he
did well on his physical strength anomaly roll, scoring 77. He
thus adds 30 to his Height-Build factor for a total of 71. Not a
bad physique for a fighter, although certainly no Goliath!

2.212. STAMINA.

One’s ability to perform strenuous actions for an extended
period depends partially (but not entirely) upon one’s height,
body-build, and strength. Running for hours, swimming long
distances, climbing, fighting, carrying heavy burdens—all are
subsumed under the ““Stamina” factor. Arbitrarily—and admit-
tedly a little unrealistically—this same factor will be used to
ascertain the body's resistance to poisons, disease, pain, and
hypnosis. The times needed to recover from unconsciousness
or to heal after being wounded also depend upon Stamina.

The character’s preliminary Height-Build-Strength factor (i.e.,
the total resulting from the three dice rolls in Sec. 2.211) is found
in the second horizontal line of the following table. D100 are then
rolled against the leftmost column, and their score is cross-
referenced with the preliminary Height-Build-Strength factor to
gﬁtermine Stamina. The result is entered on the Character Record

eet.



Stamina factor
Preliminary Height-Build-Strength factor
Dice score 0820 21-30 3165 66-90 9i-up
01-10 5 10 15 20 25
11-30 10 15 20 25 30
31-65 15 20 25 30 35
66-90 20 25 30 35 40
91-100 30 40 45 50 55

Returning to the example of Chargésh, his Height-Build-
Strength factor falls between 66 and 90. He rolls a 58, giving him
a Stamina of 30.

2.213. DEXTERITY.

Agility and physical adroitness depend to a large extent upon
the individual's build-type. The build-type obtained in Sec. 2.211
is found in the following table. D100 are rolled in this column,
and one then reads over to the leftmost column where a modi-
fier is given. This is added to or subtracted from the Height-Build-
Strength factor. After this modifier is applied, furthermore, the
score of the Dexterity roll itself is noted in the appropriate place
on the Character Record Sheet. It will be useful in determining
the success or failure of actions involving agility and skill but
not necessarily strength or stamina: e.g. picking locks, walking
along a narrow ledge, firing an arrow, tossing an object at a
target, etc.

Dexterity modification

Modifier to the Bulld types and dice scores

Height-Build

factor Very slender Slender Medium Heavy  Stout
-15 01 01-01 01-05 01-07 01-15
-10 02-03 03-06 06-10 08-16  16-30
-5 04-08 0715 11-25  17-27 31-60

0 09-30 16-50 26-60 2870 61-85

+5 31-60 51-70 61-80 7190 86-95
+10 61-75 71-85 8190 9195 9697
+15 76-85 8696 9197 96-98 98-99
+20 86-95 9798 9899 99 100
+30 96-100 99-100 100 100 -

The warrior Chargésh is not dexterous. He scored a 25, and
since he is of heavy build he subtracts 5 from his Height-Build-
Strength factor of 71, giving him a new factor of 66. At least he
did not score a — 10, which would have caused him to be more
of adanger to his friends than to his foes! Ritual sorcery requires
precise bodily gestures and positions (Sec. 1.620), and a clumsy
gawkhammer with a — 15 Dexterity is more likely to blow himself
into the Paradises of Teretané than to achieve his desired effect;
the temples thus refuse to teach sorcery to anyone of such low
Dexterity, and those with a — 10 Dexterity modifier are unlikely
to be allowed to progress beyond the elementary stages of the
first or second level spells. Chargésh, however, is a fighter and
is not too seriously hampered by his Dexterity, although he will
never be much admired for his adroitness.

2.214.BODY DAMAGE POINTS.

The human body does not vary much from individual to indi-
vidual in its capacity to resist wounding. A sword blow in the
right place can kill or disable a big person just as it does a
smaller and weaker one. There is a certain amount of variation,
of course, and this is represented in the following table. If one
wishes to avoid being hurt, one had best acquire better armor
and master the skills of the warrior—or stay out of combat
altogether.

The following table gives the total stocks of Body Damage
Points available to characters with different Height-Build-Strength
factors (I.E. the results of Sec. 2.211 only, excluding any modifiers
for Dexterity and/or Intelligence; cf. Secs. 2.213 and 2.215). Body
Damage Points are destroyed through being hit in combat, by
disease, and for various other reasons, to be discussed below.
When one's stock has been depleted by certain percentages,
negative modifiers are applied to one’s Combat Values (Sec.
2.8211). Very severe damage causes unconsciousness and death.
Body Damage Points are restored through sorcery and also
through rest and healing (either medical or natural).

Generally speaking, one's stock of Body Damage Points does
not change in any permanent way. One who loses a limb sub-
tracts its Body Damage Points, of course, but sorcery and/or
healing will usually restore them all. Body Damage Points do
not increase with experience, skill, or social status, although
they can indeed be expanded (with difficulty) by developing one's
physique from one body-build category to another (e.g. from
“medium” to “heavy"); cf. Secs. 2.211 and 2.411.

Normal combat (Sec. 2.820 ff.) utilises only the Body Damage
Point totals. These totals are broken down, however, to show
the points represented by individual body areas. These are needed
for maiming (see above), and they are also employed in an optional
“detailed” combat Section that allows for hitting specific tar-
gets on an opponent’s body. Depending upon the group's gaming
style and preferences, this optional Section can be utilised for
duels and one-on-one combats in which all of the participants’
statistics have been worked out in advance.

One first finds the major column containing one’s preliminary
Height-Build-Strength factor (i.e., the results of Sec. 2.211--and not
including any modifiers for Dexterity and/or Intelligence).
A D10 is then rolled to ascertain whether the character's physique
is a little weaker than average for his/her somatype (result “A"),
average (result “B"), or stronger and more resilient than normal
(result “C"). The D10 score is read as follows: 1-2=A; 3-8=B;
9-10=C. Only one roll is made against the table; all of the resuits
of the sub-column then apply to the character. In other words,
one does not take the Damage Points for one's head from sub-
column A, the Points for one’s torso from sub-column B, etc.
It is assumed that all characters are reasonably healthy specimens,
and there is thus no need to make special rolls for deformities,
weak eyesight, and the like.

Body Damage Points

Preliminary Height-Build-Strength factor

08-30 31-70 71-85 86-up
Body area ABC ABC ABC ABC
Head 3 45 4 5 6 5 6 7 6 7 8
Eacharm(x2) 2 3 4 3 45 4 5 6 5 6 7
Torso 6 7 8 789 8 910 9 10 11
Abdomen 4 5 6 5 6 7 6 7 8 7 8 9
Eachleg(x2) 3 4 5 4 5 6 5 6 7 6 7 8
TOTALS: 23 30 37 30 37 44 37 44 51 44 51 58



The warrior Chargésh uses his original Height-Build-Strength
factor of 71. He scores a 7 on his D10 roll for a result of B in the
71-85 column. He thus has a total of 44 Body Damage Points, of
which 6 are in his head, 5 in each arm, etc. Again, he is no mighty-
thewed hero, but he will indeed make a creditable fighting man.

2.215.INTELLIGENCE.

This factor simulates the character's powers of reasoning,
learning, and remembering. It may also provide a modifier to the
Height-Build-Strength factor, representing the individual's ability
to react intelligently to events and crises. Later it will be seen
that intelligence is also crucial to mastering the skills of magic
(Secs. 1.620 and 2.239). D100 are rolled, and their score is entered
on the Character Record Sheet.

intelligence
Modifier to the Height-Build-Strength factor
01-05 Hopelessly —20. Any plus modifier gained in Sec.

Dice score  Result

stupid 2.213 is nullified. Best to let this person
“wander off into the sunset,” since he/she
will not be much fun to play!
06-20 Dull —10. -5 also from any Dexterity modifier

gained in Sec. 2.213. Such a character may
be useful as a thick-headed warrior—but not
for much else. He cannot master complex
skills, cannot use technological items with-
out constant guidance, and can never learmn
such things as sorcery, foreign languages,
courtly manners, etc.

2140 Average 0. No bonuses or penalties.

4160 Above  +5. Alittle more intelligent than the run-of-
average the-mill person—but nothing special.

6180 Intelligent +10. A clever fellow who may be able to
leamn the arts of sorcery (cf. the relevant Sec-
tions), employ most technological devices,
and master languages and some other skills
with relative ease.

81-95 Astute  + 15. Such a person has an excellent chance
to make progress in the temples, the army,

or in various other professions.

+ 20. As above, but to an even greater extent;
such an individual may be clever enough to
innovate and develop inventions—within
cultural timitations (cf. Sec. 1.1000, ff.).

+ 30. Roll again for Dexterity (Sec. 2.213) and
choose either the new score or the previous
one, whichever is higher. Other benefits of
being a genius will appear in following
Sections.

96-99 Gifted

100 Genius

Chargésh scores 50 for his Intelligence. While no mighty intel-
lect, at least he is not likely to purchase any bridges over the
Msstma River from wandering street peddlars.

2.216. PSYCHIC POWERS.

Two rolls of D100 are made in this Section. The first defines
the limits of one's “'psychic reservoir” (that which the Tsolyani
call the Pedhét! “‘the Enemy"; cf. Sec. 1.620). This indicates the
maximum amount of other-planar energy one can store within

oneself at one time. Both the ritual and the psychic magic-user
draw upon this reservoir to cast spells, and when spell-casting
has depleted its contents, it may be “refilled” during rest or sleep,
when more energy trickles through from the Planes Beyond.
This Psychic Reservoir roll requires no table and produces no
modifiers. The score of the D100 is entered in its proper place
on the Character Record Sheet, and its use will be given later.

The second D100 roll simulates the innate ability to use the
paranormal powers of the mind: the capacity to tap the *psychic
reservoir' as it were. This talent is like another sense or a “'set of
muscles,” which some persons possess to a greater or lesser
degree than others. The fundamentals of “magic” on Tékumel
are discussed in Sec. 1.620. D100 are rolled against the following
table, and the score of this Psychic Ability roll is entered on the
Character Record Sheet.

Psychic ablility
Result

Dice score

01-10 Anti-psychic: not only is the person devoid of
psychic talent himself, but he “dampens' the
psychic powers of others within 1.5 m of himself
(i.e. within a 3 m circle with himself as its centre).
No spells—ritual or psychic—can be cast as long
as a "'psychic dampener” is within this range!

11-69 Non-psychic: psychic magic cannot be learned
or used, although ritual magic may indeed be
mastered if one’s score here is over 49, and cer-
tain other criteria are met—all described below.

70-80 Somewhat psychic: the individual can learn and
use psychic magic.

91-99 Highly psychic: psychic spells can be mastered
with ease.

100 Abnormally psychic: less other-planar energy is
needed to cast certain spells, and there are other
benefits as well, to be discussed below.

Chargésh scores 89 on his Psychic Reservoir roll and 87 on
his Psychic Ability roll. He thus has the psychic talent and the
capacity to master psychic magic, but his intelligence was just
barely adequate for this. Although his mother wanted him to
study for the priesthood, Chargésh opted to become a warrior
instead.

2.217. COMELINESS.

The “handsomeness" or “beauty” of the character is deter-
mined by another roll of D100. One's appearance is raalised, of
course, .in terms of the prevailing standards and preferences of
one’s society; cf. Sec. 1.411. The delicate tattooes of the Livya'ni
nobleman may not seem attractive to the N'liss, for example.
nor do the latter's greased and braided hair and beards appeal
to the cultured maidens of Tsamra. “'Beauty is in the eye of the
beholder,” as a perusal of the Sourcebook will indicate.

D100 are rolled against the following table, and the result is
entered on the Character Record Sheet. The ramifications of
these scores will become clear later when the individual rolls
against the Non-Player Character Reaction table or that which
deals with Sexual Attraction.



Comeliness

Dice score Result

01-05 Hideous: the character is “ugly enough to arouse
the passions of a Shunned One,” as the Tsol-
yani idiom puts it, and should probably wear a
masque—or a simple bag over the head.

06-20 Unprepossessing: certainly no beauty by any
of the standards of Tékumel!

21-50 Average: ordinary enough to be inconspicuous—
atruly forgettable face.

51-70 Good-looking: a pleasure to look at but no star!

71-90 Handsome/beautiful: may make a few hearts go
pitter-pat but still nothing really exceptional.

91-99 Extremely handsome/ravishingly lovely: causes
heads to turn and invitations to arrive from those
of the opposite sex.

100 Gloriously handsome/wondrously beautiful: a
veritable Paris or Helen of Troy! Such an indi-
vidual will receive offers of marriage (or perhaps
less-permanent liaisons), rich gifts, and intro-
ductions into high society. He or she will also
be in peril of being abducted or forced to par-
ticipate in orgies, and slavers are always on the
lookout for such fine specimens!

Chargésh scores a 23 for Comeliness. He is at the low end of
the average range, but people will not run screaming at the sight
of him. He is also likely to be ignored by the more lissome maidens
he may meet, but he hopes that his clan will eventually find him
‘‘a nice respectable girl.”

2.218. CHARISMA.

This factor represents one's ability to charm, delight, cozen,
and fascinate an audience. A high score here is needed if one
is to be a Leader of Men (or of women—or of other beings, for
that matter), an orator, a Don Juan, or even a spellbinding racon-
teur of Mu'ugalavyani ethnic jokes.

D100 are rolled. The dice roll is modified by the character's
Comeliness, however (Sec. 2.217). A Comeliness of 01-05 = — 15;
068-20= —-5; 71-90= +5; 91-99= +10; and 100 = + 15. The result
is entered on the Character Record Sheet.

Charisma

Dice score Result

01-05 Anti-charismatic: most people take an automatic
dislike to this character. He has all the charm and
finesse of an Ahoggya who is kicked awake after
gorging himself at a feast.

06-20 Non-charismatic: such an individual tends to be ig-
nored, cannot seem to get his points across, and
is considered a better follower than a leader. A nice
fellow, perhaps, but not a winner.

21-80 Average: an ordinary person, like most people, whose
Skein of Destiny contains some successes and a
great many petty failures.

81-90 Charismatic: such a character may make a good
merchant, a successful politician, or a good leader.

91-99 Very charismatic: this is the sort of person to whom
others instinctively turn for guidance. People listen
when he speaks, and he possesses some kind of
innate fascination for members of the opposite sex.

100 Highly charismatic: this individual has the potential
to become ancther Napoleon or an Alexander the
Great. He may not be overly good-looking, nor need
he be strong and physically impressive; others look
to him for leadership.

Chargésh scores an 88 for Charisma. He is popular with his
comrades, liked by his clan, and mildly appealing to women. He
is not too likely to offend his superiors and can look forward to
a rather smooth and successful career, providing that he does
not espouse any unpopular causes or choose the wrong people
as his friends.

2.219. AGE.

Ages younger than 16 and older than 40 are omitted since few
players would wish to use characters in these ranges. D10 is
rolled against the following table.

Die score Result Die score Result
1-2 16-20 years old 6-8 26-30 years old
3-5 21-25 years old 9-10 31-40 years old

A character's exact age is found by rolling another D10. For the
first three categories above the scores are interpreted as follows:
12=0;34= +1;56= +2;7-8= + 3;and 9-10= + 4. D10 is rolled
for the last range also, but then each pip of its score adds anoth-
er year, beginning with 0 and ending with 9: e.g. a roll of 1=31,
2=32, etc.

[Optional: some players may find it interesting to be able to
establish their characters’ precise birthdays. This can be done
down to the hour, minute, and second with successive rolls of
D100, as follows:

Time period Interpretation of the D100 roll
Month Each increment of 8 points on the dice = 1
month; 97-98 = the five intercalary days at the
end of the Tsolyani year (Sec. 1.1050); reroll 99-100.
Day of the Each increment of 3 points = 1 day; reroll 91-100.
month

Hour of the day Each increment of 4 points = 1 hour; reroll 97-100.

Minute/second Each increment of 1 point = 1 minute/second;
reroll 61-100.

Chargésh scores a 5 for his age and is thus in the 21-25 year
old group. He rolls a 3 and adds + 1 to 21 for an age of 22. One
of his clan-fathers is interested in astrology, and his precise
birth data are needed. He scores 57 for the month, which indi-
cates that he was born in Firastl, the 7th month of the Tsolyani
calendar. A 38 then makes his birthday the 12th day of this month.
He rolls 63 and thus drew his first independent breath during
the 16th hour. A 35 and an 05 make the exact time 16:35:05—or
4:35:05 P.M. Chargésh himself cares little for all of this, although
it is nice to receive gifts from his clansmen on his birthday.

2.220.0THER TYPES OF CHARACTERS.

The following cannot be used as “player characters”: animals,
semi-intelligent beings (cf. the Sections listing the creatures of
Tékumel), inanimate objects (not even those given life through



sorcery: e.g. an enchanted sword, an ensorcelled tree), Under-
world creatures, the undead, demons and beings from the Planes
Beyond (Sec. 1.620), and such other entities as the referee may
deem too upsetting to the game. (A referee may indeed devise
statistics for any of the foregoing categories, if he wishes; this
depends upon the playing style of the group and the “flavour”
of the campaign.) The following Sections detail characters other
than average human males which are permissible under the
present game system.

2.221. WOMEN.

A woman who has declared herself to be Aridani (*indepen-
dent") is the legal and social equal of her male counterparts in
the Five Empires. There is thus considerable scope for a female
character. Women have even greater prestige in the northern
matriarchies of Yan Kor and Sa& Allaqgi, and only in the little
northwestern state of Ghatén is any significant chauvinism en-
countered. All of these matters are discussed in Secs. 1.520 and
1.530. Any player may choose to develop a woman character.

The women of Tékumel are smaller and lighter than their men-
folk, on the average (Sec. 1.411). The tables and dice rolls given
in Secs. 2.211-2.218 must therefore be modified. Only changes
are noted below; the rest is rolled as for a male character. The
advantages of being female are then summed up at the end of
the list, and the corresponding disadvantages are noted in another
line or two. This same format will be followed for other charac-
ter types in Secs. 2.222 and 2.223.

Attribute Modification to Secs. 2.211-2.218

Height — 10 to the diceroll; ascore of Oorless(i.e. 0
through —9) subtracts 1 cm for each pip from
1.43 m: e.g. a score of 0510= -5; 1.43m - 5cm
=aheight of 1.38 cm.

Body-build Replace the Body-build column headings in Sec.
2.211 with the following: 01-20 = Very Slender;
21-45 = Slender; 4690 = Medium; 91-98 = Heavy;
99-100 = Stout.

Strength —5to the dice roll; minimum 1 (i.e. there is no
further penalty for a final score of 0 through —4).

Dexterity + 10 to the dice roll; any score over 100 = a

modifier of +35 to the Height-Build-Strength factor.

Body Damage As given in Sec. 2.214 except that any result of
Points “C"is rerolled.

Psychic Ability + 5tothe dice roll. The benefits of a score over

100 will be discussed later. [Note that the

“‘Psychic Reservoir” roll is not changed.]
Advantages A woman is likely to be more dexterous and
slightly more psychically gifted than a man. Her
stature and slenderness may be helpful in many
situations. If she is an Arid4ni she can function
legally and socially as an equal (or better in the
north, except in Ghaton).

Disadvantages A female's smaller size and body-build, her de-
creased chances of a high strength modifier,
and her limited Body Damage Points are deter-
rents to her being a mighty warrior. She can
make up for these factors with a good dexterity
and a thorough training. An exceptionally tall
and strong woman, moreover, is a match for an
average or less-than-average male fighter even so.

2.222. N'LUSs.

Special modifiers are needed for a N'liss character. These
northwestern barbarians are both very tall and extremely strong;
cf. Sec. 1.411 and also the index of the Sourcebook for references.
A player may not freely choose to establish a N’ldss character,
however. If the provenience table (Sec. 2.231) is used, the appro-
priate score must be made there. Otherwise permission must
be obtained from the referee.

Attribute
Height

Modification

Add 30 cm to the height result (i.e. do not add
30 to the dice roll itself but rather to the height
obtained from this roll in column 2 of Sec. 2.211).

Body-build + 5 to the dice roll; any score of over 100 (i.e.
101-105) = Extremely Powerful, and the factors
for these rolls are: 101 =122; 102 = 134; 103 = 147;

104 =161;and 105 = 176.

+ 10 to the dice roll; any score which produces
a modifier over 80 = a modifier of 100.

Total Height- Add 20 to the final factor obtained in Sec. 2.211
Build-Strength (excluding any later bonuses for Dexterity, In-
) telligence, etc.).

Strength

Dexterity — 10 to the dice roll; any score which produces

a modifier of less than —15= - 20.
Body Damage As given in Sec. 2.214 but 1 is added to each body

Points area of the result: e.g. a N'lfiss who has a Height-
Build-Strength factor greater than 86 and scores
a result of “C" adds 7 to 58 for a total of 65 Body
Damage Points.
Intelligence — 10 from the dice roll; a score of less than 0=

Hopelessly Stupid. This penalty is due to cultural
deprivation rather than to any real lack of intel-
ligence. The N'Iiss are not often skilled in the
finer points of the societies of the Five Empires,
and their own tribal societies tend to disdain the
benefits of reason, logic, and technological so-
phistication.

Psychic Ability —5 from the dice roll; a score of 0 or less=
Anti-psychic.

Comeliness  As given in Sec. 2.217 when dealing with other
N'liss. When confronted with a need to influence
a non-N'lfiss, 15 is subtracted from the Charisma

score. A result of 0 or less is taken as Anti-charismatic

The power and strength of the N'Iiss are obvious.
They make excellent fighters, and their culture
values bravery, heroism, and physical prowess.

Advantages

Disadvantages The N'liss are neither subtie nor dexterous. Al-
though good individual fighters, they resist dis-
cipline and may refuse an order with which they
disagree. Their morale also tends towards brit-
tleness. They are excellent in a charge, but if the
combat turns against them or becomes a long,
slow battle of attrition, they may break and run
off to regroup and regain their morale before
charging again.

As an example, the young N'lliss warrior Téregh may be taken.
Téregh's scores and resulting statistics are as follows:



1. Ahoggyé:

Téregh, N'liiss warrior Attribute Modification
. ) Height As given in Sec. 2.211. The Ahoggya vary between
Attribute Dice rolis and results 1.41 and 1.60 m, however, and each of the 20 in-
Height Dice score 94 =1.75m + 30 cm = 2.05 m tall. crements in the table is thus treated as an in-
. . . crease of 1 cm: e.g. an Ahoggya scores 45 for its
Body-build Dice score 23 + 5 = 28 = Medium. . . .
height; instead of being 1.62 m tall, it is 1.48 m high.
i 4 =55= itier of +10. .
Strength Dice score 45 + 10=55 = amodifier of + Body-build Only the Medium, Heavy, and Stout columns of
Total Height- 60 (i.e. a height of 1.75 cross-rcc’a;erencfed a%ain;; Sec. 2211 are employed; any other result is rerolied.
itd- Medi il trength ifier of +10=70; . -
Build-Strength 20 r;\l:)r:'eb;;ic:)xtgtgreesaggg; br:;ca:.llse ?r eregh is a Strength + 20 to the dice roll; a modified score of 101-110
N'ifiss: 90 = amodifier of 90; 111-120 = a modifier of 100.
Stamina Dice score 13 for a person with a Height-Build- Totgl Height- Multiply the results of Sec. 2.211 by 3. The Ahog-
N Strength facté;r of 90, this gives a Stamina of Build-Strength gyé are famous for their great strength.
25-—not too good! Stamina + 20 to the dice roll; any modified score over 100
) . i , adds + 10 to the listed factors: e.g. an Ahoggya
Dexterity Dice score 87 — 10 =77 = a modifier of +5; Téregh's . . .
. oy . with a Height-Build-Strength over 81 who scores
Height-Build-Strength factor increases to 95. over 100 has a Stamina of 65.
Body Damage Die score 7; for a person with a basic Height- . . . _
Points Build-Strength factor of 90, this produces a resuilt Dexterity ;"212;%::(80?'392%9”’ a; gigre Of: th:glf_gh ~ gd‘.
of “B” =51+ 7 for being a N'iliss = a total of 58. ferof - 30 » — 10 through = 19= a mods-
Intelligence  Dice score 69 — 10 =59; Téregh is still above av- o . o
g erage and adds +5 to his Hegigh-BuiId-Strength Body Damage Minimum total: 60 (i.e. a result of “A” = 60). De-
factor for a new total of 100 Points tails: head/carapace =12; 4 arms at 3 each =12;
. ’ body (no distinction between the torso and the
Psychic Dice score 88. abdomen) =12; 4 legs at 6 each =24, A result of
Reservoir “B” adds 1to each body area (i.e. a tota! of 70),
Psychic Ability Dice score 50 — 5= 45; Téregh is Non-psychic. :r;dta l'e?‘gé)m “C” adds 3 to each body area (i.e.
otalo .
Comeliness  Dice score 69; Téregh’s Comeliness is considered . )
a59 by non-N'tfiss. Intelligence — 10 to the dice roll; a score of less than 0=
Hopelessly Stupid (in human terms).
Charisma Dice score 80; when dealing with non-N'lfiss, p . )
Téregh's Charisma is reduced to 65. sychic — 20 to the dice roll.
Reservoir
Age Die score 8 =26-30 years old. He rolls D10 and

adds 0 to the minimum age in this range; Téregh
is 26 years old. Since the N'lliss are fargely il-
literate and do not keep records there is no way
to determine his precise age.

Téregh is rather an average specimen by N'llss standards.
He should still be able to scatter the average warriors of most
other human nations all over the scenery—if he can only con-
trol his temper and his moraie!

A N'lfiss woman can be establisiied by combining the modi-
fications given in this Section with those in Sec. 2.221. Most
N’itiss females are not trained as fighters, however.

2.223. NONHUMANS.

Members of 9 of the 15 known nonhuman species of Tékumel
may be used as ‘‘player characters.” This requires either the ap-
propriate score on the provenience table (Sec. 2.231) or the per-
mission of the referee. Players may not develop characters who
are members of the four inimical races (the HIGss, Hlutrga,
Shunned Ones, and Sst), the very alien Mihalli, or the aqueous
Nyagga—unless the referee is willing to establish an “anti-hu-
man’’ campaign or scenario. The statistics for the six “unusable”
races are included below, nevertheless, for this purpose. All of
the nonhuman species are described in Sec. 1.413, and further
references will be found in the index to the Sourcebook. Non-
human characters are produced by applying the following modi-
fications to Secs. 2.211-2.219.

Psychic Ability

Comeliness
Charisma

Advantages

Disadvantages

— 20 to the dice roll; 1 in every 4 Ahoggya is an
Anti-psychic.

Relevant only to other Ahoggyéa.

Mainly relevant only to other Ahoggy4, —40 when
attempting to influence non-Ahoggyd—and —60
when trying to persuade a Shen!

The strength and power of the Ahoggya are pro-
verbial. These beings have eyes on each of the
four sides of their barrel-like bodies and thus
cannot be flanked or taken from the rear. They
may strike two blows per round against a foe on
any one side, and if surrounded, they may hit at
enemies on all sides (i.e. four blows per round).
The Ahoggya are generally fearless.

Their gruffness, rude ways, and rank smell make
them unappealing to humans. They can never
rise very high in the hierarchies of human states,
and after serving as mercenaries for a few years
they almost invariably will wish to return home.

2. Hidka:
Attribute Modification
Height As given in Sec. 2.211. The Hiaka range from 1.40

to 1.59 m. Each of the 20 increments given in the
table is thus considered to be an increase of 1
cm. Cf. the example under the Ahoggya, above.



Body-build
Strength
Dexterity

Body Damage
Points

Comeliness
Charisma

Age
Advantages

Disadvantages

Only the Very Siender and Slender columns of
Sec. 2211 are employed; any other result is rerolled.

— 10 to the dice roll. A modified score of less than 0=
a maodifier of -~ 10.

+ 15 to the dice roll. A score over 100 = a modi-
fier of +40.

Minimum total: 18 (i.e. a result of “A” = 18). De-
tails: Head = 2; 2 arms at 1 each =2; 2 wings at
1 each =2; torso =4; abdomen =2;2legsat?2
each =4; tail =2. A result of “B” adds 1 to each
body area (i.e. a total of 28), and a result of “C”
adds 2 to each body area (i.e. a total of 38).

Relevant only to other Hlaka.

Mainly relevant to other Hlaka; —~ 20 when at-
tempting to influence non-Hi&ka.

Multiply the age found in Sec. 2.219 by 1.25.

The major advantage of the Hidka is their ability
to fly.

The Hiaka are weak on the ground, hate walking
long distances, and abhor sea voyages. Their
curiosity and constant chatter make them an-
noying to humans (and dangerous when silence
is needed). They are skittish and rather cowardly,
and they refuse to wear armour or carry other
than their own weapons (Sec. 1.960).

3. Pachi Léi:

Attribute

Modification

Height
Body-build

Body Damage
Points

Psychic
Reservoir

Comeliness
Charisma

Advantages

This species varies between 1.53 and 2.01 m in
height; add 10 cm to any height found in Sec. 2.211.

As given, except that any result of Very Slender
is rerolled.

Minimum total: 31 (i.e. a result of “A”). Details:
head =5; 4 arms at 1 each = 4;{orso =6; abdo-
men =4; 4 fegs at 3 each =12. Aresult of “B”
adds 1 to each body area (i.e. a total of 42), and a
result of “C” adds 2 to each body area(i.e. a to-
tal of 53).

+ 10 to the dice roll.

Relevant only to other Pachi Léi.

As given when dealing with other Pachi Léi; -5
when trying to influence other species.

The Pachi Léi can see well in the dark. Their “sixth
sense,” moreover, gives them a 50 percent chance
of perceiving ambushes, secret doors, etc. with-
in a 3 mrange (i.e. a 6 m circle) if they are search-
ing. This is reduced to 30 percent if they are not
halting to look. The Pachi L& have four arms and
white they can strike only one blow per round,
they can hold other weapons or objects in their
extra hands and use these alternately. They are
good climbers and jungle experts. They are so-
ciable and interested in man’s affairs, and they
thus progress as humans do in the hierarchies
of the continent.

Disadvantagesin spite of their size, the Pachi Léi are rather

delicate and have about the same Body Damage
Points as men do.

4. Pé Choi:
Attribute Modification
Height The P¢ Chéi range from 1.63 to 2.21 m in height.

Add 20 cm to any of the first 10 increments in Sec.
2.211 and 30 cm to any of the remaining 10: e.g.
a Pé Chdi who scores a45is 1.62+20=182m
tall, while one who rolis a80is 1.70+30=2 m
in height.

Body-buiid Only the Very Slender, Siender, and Medium col-
umns are employed; any other result is rerolled.

Total Height-  Muitiply the results of Sec. 2.211 by 1.5.
Build-Strength

Dexterity + 10 to the dice roll; any score which produces
amodifier over + 30 = amodifier of + 40.

Body Damage Minimum total: 38 (i.e. a result of “A™). Details:
Points head =4; 4 arms at 2 each =8;torso =7; abdo-
men =6; 2 legs at 4 each =8; tail =5. A result
of “B” adds 1 to each body area (i.e. giving a total
of 48), and a result of “C”adds 2 to each body

area (i.e. a total of 58).

Psychic + 20 to the dice roll.
Reservoir

Psychic Ability + 15to the diceroll.

Comeliness +5 to the dice roll; humans consider the Pé
Chéi beautiful.

Age Multiply the age found in Sec. 2.219 by .66.

Advantages  The Pé Choi are graceful and agile. They can
strike two blows against a foe per round (although
only against the same foe and with some loss of
accuracy and force). Their hearing is excellent:
faint sounds are perceived at a range of 60 m. If
they search, they have a 90 percent chance of
detecting ambushes, secret doors, etc.. and they
still have an 80 percent chance of this even if they
are just passing by. They also possess a vesti-
gial telepathic ability which lets them sense the
presence (but not the thoughts or other details)
of living beings within a 2 m range (i.e. a 4 m circle).
This same sense tells them whenever another
Pé Chéi has died within a 5 km range. This race
is graceful, cultured, and clever, and they thus
progress well in the hierarchies of man’'s societies.

Disadvantages The height and stick-like thinness of the Pé Chéi
make them unsuitable for some kinds of explo-
ration. Although they are strong and well-disci-
plined, their build puts them at a disadvantage
against heavier shock troops. If wounded, their
chitinous exoskeleton takes longer to heal and
is more resistant to sorcerous healing. They have
a double set of lungs, the lower pair of which is
situated in the abdomen with its breathing open-
ings between the overlapping segments of the
upper tail. A Pé Chéi can drown, therefore, in
about a metre of water and can never swim. They
refuse to cross streams on foot and fear sea
voyages greatly.
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5. Pygmy Folk:

Attribute

Modification

Height
Body-build
Strength

Total Height-

Build-Strength
Dexterity

Body Damage
Points

Comeliness

Charisma

Age

Advantages

Disadvantages

This species varies between .43 and .91 m in height.
Subtract 1 m from the height found in SEc. 2.211.

Only the Very Slender and Slender columns of
Sec. 2211 are employed; any other result is rerolled.

— 10 to the dice roll; a result of less than 0= a modi-
fier of 0.

Multiply the results of Sec. 2.211 by .5. The Pygmy
Folk are weak as compared to humans.

+ 20 to the dice roll; a score of 101-110= + 10 to
the modifier; a score of 111-120= + 20 to the
modifier.

Minimum total: 19 (i.e. a result of “A”"). Details:
head =2;2arms at 1 each =2; torso =5; abdo-
men =3; 2 legs at 3 each =6; tail =1. Aresult
of “B"” adds 1 to each body area (i.e. giving a
total of 27), and a result of “C” adds 2 to each
body area (i.e. a total of 35).

Relevant only to other Pygmy Folk.

Mainly retevant only to other Pygmy Folk; — 20
when attempting to influence members of other
species.

Multiply the age found in Sec. 2.213 by 1.25.

The Pygmy Folk can see in the dark, and their
hearing at close range is even better than that
of a P& Choi: e.g. they are able to hear very faint
sounds through a stone wall 30 cm thick. They
are excellent at tunnel-burrowing and are well
fitted for underground exploration. They are also
good climbers and natural swimmers.

The Pygmy Folk are at a disadvantage as fighters
because of their small size and siender build.
They make up for this by attacking in larger groups.
Alone, they are not very brave, but they are fero-
cious fighters when accompanied by others of
their own species (i.e. not members of other
races). The Pygmy Folk have a bad reputation,
moreover: they are thought to be devious, sly,
cruel, and overly greedy. They care little for loyalty
and friendship and are distrusted by humans.
This prevents them from advancing very high
in the hierarchies of human societies.

6. Shén:

Attribute

Modification

Height
Body-build
Strength

Total Height-
Build-Strength

Dexterity

Body Damage
Points

The Shén range between 1.83 and 2.31 m in height.
Add 40 cm to the height obtained in Sec. 2.211.

Only the Medium, Heavy, and Stout columns of
Sec. 2.211 are used; any other resuit is rerolied.

+ 20 to the dice roll; a modified score of 101-110
=amodifier of 80; 111-120 = a moditier of 100.

Multiply the results of Sec. 2.211 by 3. No adult
Shén can have a Height-Build-Strength factor of
less than 90.

~ 20 to the dice roll; a score of 0 through —9=a
modifier of —20; — 10 through — 19 =a modifier
of —30.

Minimum total: 55 (i.e. a result of “A”). Details:
head=7;2arms at 5 each = 10; torso=11; abdo-
men =7; 2 legs at 6 each = 12; tail = 8. A result of
"B’ adds 1 to each body area (i.e. a total of 63),
and a result of “C” adds 2 to each body area (i.e.
atotal of 71).

12

Intelligence
Psychic
Reservoir
Psychic Ability
Comeliness

Charisma

Age
Advantages

Disadvantages

-5 to the dice roll; a score of less than 0= Hope-
lessly Stupid (in human terms).

— 20 to the dice roll.

—10 to the dice roll; a score of less than 0=
Anti-psychic.

Relevant only to other Shén.

Mainly relevant only to other Shén; —20 when
attempting to influence other species; impossible
to influence an Ahoggya.

Multiply the age found in Sec. 2.219 by .66.

The Shén are powerful fighters, ferocious in
battle and possessed of high morale. During a
combat round they may strike at an enemy on
their flank or to their rear with their great, knobbed,
mace-like tail (as well as at a foeman facing them).
They accept orders and discipline well, but once
in combat it is difficult to halt them or give them
new commands.

This species tends to be clumsy: they rarely em-
ploy bows and depend upon their light pistol-
like crossbows (Sec. 1.960). They are also poor
at sorcery. Temperamentally, they are gruff and
harsh, disdaining sorcery, knowledge, and the
refinements of their human neighbors. They thus
progress well within the mercenary legions main-
tained by the Five Empires but are considered
indifferent scholars and priests. Their divisions
into “egg-groups” and their ferocity during the
summer mating season (Secs. 1.413 and 1.510)
make the Shén dangerous even to one another.

7. Swamp Folk:

Attribute Modification

Total Height- Sec. 2.211 is employed as for a male human; the
total factor is then muitiplied by 1.10.

Stamina + 10 to the dice roll; a Stamina of more than 55 =60.

Body Damage
Points

Psychic
Reservoir

Psychic Ability

Comeliness
Advantages

Disadvantages

Minimum total: 28 (i.e. a result of “A”). Details:
head =3; 2 armns at 2 each = 4; torso = 6; abdomen
=3; 4 legs at 3 each =12. A result of “B” adds
1to each body area (i.e.giving a total of 37), and
aresult of “C" adds 2 to each body area (i.e. a
total of 46).

Maximum 30; any other result is rerolled.

The Swamp Folk have no psychic talents at ail.
No roll for Psychic Ability is made for them. Only
one individual in 50 is a ‘‘psychic dampener"”,
however: D100 are rolled, and a score of 01-02
=a “pyschic dampener.”

Relevant only to other Swamp Folk.

Although this species is not psychically gifted,
it has the ability to sense “wrongnesses”: changes
in direction, tunnels which curve or slant upward
or downward, and interdimensional nexus points
(Sec. 1.620). The Swamp Folk are natural swim-
mers and excellent sailors, and their fighting
abilities at sea are unparalleled. They are friendly
and fit well into man’s hierarchies.

This species is totally unable to employ sorcery
(aithough ancient “magical” technological devices
can indeed be used). The Swamp Folk dislike
being very far from the sea, and in a hot, dry re-
gion they require double the water ration needed
by a human being.



8. Tinaliya:

Attribute

Modification

Height

Body-build

Strength

Total Height-
Build-Strength

Dexterity

Body Damage
Points

Intelligence

Psychic
Reservoir

Psychic Ability
Comeliness
Charisma

Advantages

Disadvantages

This race varies between .56 and .75 m in height.
Each increment in Sec. 2.211 is treated as an in-
crease of 1 cm: e.g. a Tinaliya who scores an 82
is.56 m+11cm=.67 mtall.

Only the Very Slender column is used; no roll
is required.

— 20 to the dice roll; a modified score of less
than 0= a modifier of —20.

Multiply the results of Sec. 2.211 by .66.

+ 10 to the dice roll; a score over 100 = a modi-
fier of + 35.

Minimum total: 28 (i.e. a result of “A"). Details:
head = 3; 2 arms at 3 each = 6; body (no distinc-
tion between the torso and the abdomen)=7; 4
legs at 3 each=12. A result of “B" adds 1 to each
body area (i.e. giving a total of 36), and a result
of “C" adds 2 to each body area (i.e. a total of 44).

+ 5 to the dice roll; a score of over 100 = a modi-
fier of + 35 to the Height-Build-Strength factor,
and the Dexterity may be rerolled as stated in
Sec. 2.215.

+ 20 to the dice roll.

+ 15 to the diceroll.
Relevant only to other Tinaliya.

—5 to the dice roll. The absolute literalness of
this species can be frustrating.

The Tinaliya are intelligent, learned, and curious.
They are also good fighters, despite their small
size. Their psychic talents are excellent, as is
their skill with machines. They fit into man’s

societies fairly well.

Their small stature and slight build are obstacles
to being powerful warriors, and the disturbing
literal-mindedness of the Tinalfya also create
misunderstandings and problems.

9. Urunén:

Attribute

Modification

Height

Body-build

Stamina

Body Damage
Points

Intelligence
Comeliness

This race averages a little taller than man; 2 cm
are added to the height found in Sec. 2.211.

A result of Stout is rerolled; other columns are
employed as given.

Stamina

-5 to the dice roll; a score of less than 0=a
Stamina of 5.

Minimum total: 34 (i.e. a result of ““A"). Details:
head =6; 2 aimss at 3 each =6; torso =7, abdomen
=5; 2 legs at 5 each = 10 (the Urunén tail is non-
prehensile and is included in the points for the
abdomen). A result of “B" adds 1 to each body
area (i.e giving a total of 41), and a result of “C”
adds 2 to each body area (i.e. a total of 48).

+5 to the dice roll; a score over 100 = Genius.
Relevant only to other Urunén.
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Advantages

This species is clever, organised, and sophisti-
cated. Contact with them is so recent that many
facets of their society have not yet been ascer-
tained. They appear to be on a par with man.

Disadvantages The Urunén have only one minor disadvantage

when compared with man: they lack binocular
vision because their eyes are set wide apart on
either side of their heads.

o

The two neutral (or “neutral-hostile™) races are given next. As
said above, it is not possible to establish “player characters” who
are members of these species, but the data needed to create
detailed characters may be of use nevertheless. Charisma and
Comeliness are ignored since they are irrelevant to the game.

o

10. Mihalli:

Attribute

Modification

Body-build

Strength
Stamina

Dexterity

Body Damage
Points

Intelligence
Psychic

Reservoir
Psychic Ability
Age

Advantages

Disadvantages

A result of Stout is rerolled; the other columns
are employed as usual.

+ 10 to the dice roll; a modifier of more than 80 =90.
+ 5 to the dice roll; a stamina of more than 55 =60.

+ 20 to the dice roll; a score of 101-110= + 10 to
the modifier; a score of 111-120 = + 20 to the
modifier.

Minimum total: 37 (i.e. a result of “A"). Details:
head=5; 2 arms at 4 each=8; torso=8: ab-
domen =6; 2 legs at 5 each = 10. A result of “B"
adds 1 to each body area (i.e. giving a total of 44).
and a result of “C" adds 2 to each body area (i.e.
a total of 51).

+ 10 to the dice roll; a score of over 100 = a mod-
ifier of + 40 to the Height-Build-Strength factor.

+ 50 to the dice roll.

+ 30 to the dice roll.

Unknown, although this species is said to live
for up to 200 years.

The Mihalli are the most powerful magic-users
on Tékumel. They have the ability to change
shape and adopt the form of any living being.
one of the undead, a demon, etc. They cannot
fight with the powers of that being. however.
and if the being has more than two arms and two
legs, the Mihalli can simulate these, but these
extra limbs will appear to be paralysed. Another
means of detecting a Mihalli shape-changer is
its gleaming red eyes. There is a 20 percent
chance of seeing these and recognising the
creature per round, providing that the other per-
son states that he/she is deliberately looking.

The Mihalli are only average fighters. They are
few in numbers, and they are rarely found in in-
habited regions. Their main disadvantage is their
complete unpredictability, however; their actions
must be treated as random dice rolls. They may
aid a party during one round and combat it the
next, and it is also said that they occasionally
fight against each other.
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11. Nyagga:

Attribute Modification

Length This aqueous race varies from 3 to 5 m in length.
Each increment on the height table in Sec. 2.211
is treated as an increase of 10 cm over 3 m (i.e.
ascoreof01=3.1m).

Body-build Reroll any results of Very Slender or Stout;-the
other columns are employed as given.

Strength + 20 to the dice roll; a modifier of more than 80 =90.

Total Height-  Multiply the results of Sec. 2.211 by 2.

Build-Strength

Dexterity

Body Damage
Points

Intelligence

Psychic
Reservoir

Psychic Ability
Age
Advantages

Disadvantages

+ 20 to the dice roll; a score of 101-110= + 10 to
the modifier; a score of 111-120= + 20 to the mod-
ifier. See also under Disadvantages below.

Minimum total: 52 (i.e. a result of “A"). Details:
head = 3: body=20; tail=5; 6 tentacles at 4
each = 24. A result of "B adds 1 to each body
area (i.e. giving a total of 61), and a result of “C"
adds 2 to each body area (i.e. a total of 70).

+ 10 to the dice roll; a score of over 100 = a mod-
ifier of + 40 to the Height-Build-Strength factor.

— 10 to the dice roll.

—5to the dice roll.
Unknown.

Underwater the Nyaggéa are unparalleled. They
are powerful, dexterous, and clever, and only
their essential neutrality prevents them from
halting all human shipping on Lake Parunal.

This species cannot function for more than about
3 hours on shore. They lose half of their Dexter-
ity and also half of their movement allowance
when on land, and a determined party of humans
can usually slay them there.

o

The four inimical races are as follows:

o

12. Hidss:

Attribute

Modification

Height

Body-build

Total Height-
Build-Strength

Dexterity

This species varies between 1.22 and 1.62 m when
standing on four legs. A score of 01 in Sec. 2.211
=1.22 m, and each subsequent increment =an
increase of 2 cm. A Hidss gains about another
metre of height if it rears up on its back legs.

Only the Slender, Medium, and Heavy columns
in Sec. 2.211 are employed; any other result is
rerolled.

Multiply the total found in Sec. 2.211 by 2.5. No
Hliss can have a Height-Build-Strength factor
of less than 40.

+ 5 to the dice roll; a modified score of over 100
= amodifier of + 35.

Body Damage
Points

Psychic
Reservoir

Psychic Ability
Age
Advantages

Disadvantages

Minimum total: 46 (i.e. a result of “A"). Details:
head =5; 2 arms at 3 each = 6; thorax = 8; abdo-
men =5; 4 legs at 4 each = 16; tail=6. A result
of “B" adds 1 to each body area (i.e. giving a total
of 56), and a result of “C" adds 2 to each body
area (i.e. a total of 66).

+ 10 to the dice roll.

+ 10 to the dice roll.
Multiply the age found in Sec. 2.219 by 2.

The Hidss are powerful warriors and skilled sor-
cerors. They may rear up in combat and use their
middle pair of limbs as tearing weapons, although
they do not wield weapons with these hands.
They may also strke at a foe on their flanks or to
their rear with their prehensile tail, which is fitted
with a paralysing sting.

This species is not numerous and prefers to re-
main at sea on the great nest-ships. They occa-
sionally make quick raids on seaside settlements
but rarely attempt to consolidate territory gained
through warfare. They tend to be unimaginative
fighters and do not employ ruses or strategems
often. They can be detected at sea by their droning,
buzzing sound, and their bodies give off an acidic,
sweet odour which can be smelled at a distance
of 30-40 m.

13. Hlutrgu:

Attribute

Modification

Height

Body-build

Total Height-

Build-Strength

Stamina
Dexterity

Body Damage
Points

Psychic
Reservoir

Age
Advantages

Disadvantages
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This species ranges between 1.23 and 1.71 m;
20 cm are subtracted from each increment on
the table in Sec. 2.211.

Only the Very slender, Slender, and Medium
columns are employed; any other result is rerolled.

Multiply the results found in Sec. 2.211 by 1.5.

+ 5 to the dice roll; a Stamina of more than 55 =60.

+ 5 to the dice roll; a score which would produce
amodifier of more than +30= + 35.

Minimum total: 35 (i.e. a result of ““A"). Details:
head =5; 2 arms at 4 each = 8; torso = 8; abdomen
=6; 2 legs at 4 each=8. A result of “B" adds 1
to each body area (i.e. giving a total of 42), and a
result of “C" adds 2 to each body area (i.e. a total
of 49).

— 5 from the dice roll.

Multiply the age obtained in Sec. 2.219 by 2.

The Hlutrgu fight implacably and ferociously,
never checking morale. They are natural swim-
mers and good sailors, using small coracles to
raid human shipping and settlements.

The Hlutrgt do not fight as disciplined soldiers
but as a howling mob. They rarely wear armour
and prefer their own simple weapons (Sec. 1.960).
Although they are not hampered in the use of
sorcery, they are not really very good at it.



14. Shunned Ones:

Attribute

Modification

Height

Body-build

Total Height-
Build-Strength

Stamina

Body Damage
Points

Psychic
Reservoir

Psychic Ability
Age
Advantages

Disadvantages

This species varies between 1.85 and 2.33 m.
42 cm are added to the resuit obtained in Sec. 2.211.

Only the Very Slender, Siender, and Medium
columns in Sec. 2.211 are employed; any other
result is rerolied.

Muitiply the resulits of Sec. 2.211 by 2. No Shun-
ned One can have a Height-Build-Strength fac-
tor of less than 40.

Outside of their sealed cities the Shunned Ones’
Stamina subtracts 10 from the dice score in Sec.
2.212. 5 is the minimum Stamina, however. With-
in their own environment a Shunned One adds
20 to the Stamina dice score.

Minimum total: 34 (i.e. a result of “A"). Details:
head = 4; 2 arms at 4 each = 8; torso = 7; abdomen
=5; 2 legs at 5 each = 10. A result of “B” adds 1
to each body area (i.e. giving a total of 41), and a
result of “C” adds 2 to each body area (i.e. a total
of 48).

+ 15 to the dice roll. The Shunned Ones have a
rather high psychic capacity.

+ 20 to the dice roll.
Multiply the age found in Sec. 2.219 by 3.

The Shunned Ones are excellent sorcerers and
knowledgeable in the use of ancient technoiogi-
cal devices. It is said that they can even repair
and recharge “Eyes” and other mechanisms.
Their terrible stench is also beneficial to them;
humans and other species can smell the Shunned
Ones as much as 60 m away, even in a mild con-
trary breeze! An immediate morale check is re-
quired of those who would fight this alien and
merciless race.

The Shunned Ones are few and rarely venture
outside of their sealed cities (except by subter-
ranean tubeway; cf. Sec. 1.425). They cannot sur-
vive for more than a week in Tékumel's present
atmosphere, and they are thus limited to quick
forays and expeditions. They are only average
fighters and must depend upon sorcery and an-
cient devices to defend themselves.

15.a. Grey Ssu:

Attribute

Modification

Height

Body-build

Strength

Body Damage
Points

This race ranges between 1.71 and 1.90 m in height.
A score of 01 in Sec. 2211 =1.71 m, and each
subsequent increment=an increase of 1 cm.
A Sst gains about .75 m in height if it rears up
on its hind legs.

Only the Very Slender, Slender, and Medium
columns of Sec. 2.211 are used; any other result
is rerolled.

+5to thediceroll.

Minimum total: 41 (i.e. a result of “A""). Details:
head = 4; 2 arms at 3 each = 6; torso = 7; abdomen
=6; 2 front legs at 4 each =8; 2 rear legs at 5 each
= 10. A result of “B” adds 1 to each body area
(i.e. giving a total of 50), and a resuit of “C” adds
2 to each body AREA (i.e. giving a total of 59).
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Psychic
Reservoir

Psychic Ability
Age
Advantages

Disadvantages

+ 20 to the dice roll.

+ 30 to the dice roil.
Multiply the age obtained in Sec. 2.219 by 2.

The Grey Sst can see relatively well in the dark,
aithough they prefer a dim biue light. They are
excellent sorcerers, and each Sst also has a 20
percent chance of hypnotising an opponent in-
stead of striking during a given combat round
(the latter must then make a special dice roll to
prevent this; otherwise the victim can be ordered
to combat his friends, run away, etc.). Only the
Ahoggya, the Swamp Folk, and the Tinaliya are
immune to this power. The Sst are good fighters.
The middle pair of limbs can be used to hold a
shield or another weapon, although the latter
cannot be used with any great accuracy or force.
A Sst warrior may thus be allowed two blows
per combat round, but the second will be less
effective. The Sst are also good at tunneling and
never become lost underground.

This species favours quick forays and under-
ground raids to open field battles. They wear
little armour (Sec. 1.960), and they are also poor
archers (though passable crossbowmen). The
Sst are not good at swimming and become water-
logged and sink if they must remain in the water
for more than 10 minutes. They are also some-
what hampered by a rigid command structure;
male “leaders” must be present to direct a party;
otherwise the Ssu tend to retreat and become
demoralised.

15.b. Black Ssu:

Attribute

Modification

Height

Body-build

Strength

Total Height-
Build-Strength

Stamina

Dexterity

Body Damage
Points

Psychic
Reservoir

Psychic Ability
Age

These larger cousins of the Grey Ssé vary be-
tween 1.93 and 2.41 m in height. 50 cm are added
to the height found in Sec. 2.211.

Only the Medium, Heavy, and Stout columns of
Sec. 2211 are employed; any other result is rerolled.

+ 25 to the dice roll; a modified score of 101-110
= a modifier of 95; 111-120 = a modifier of 105.

Multiply the results of Sec. 2.211 by 3. The Black
Sst are perhaps the largest and most powerful
nonhumans on Tékumel

+ 10 to the dice roll; any modified score over 100
adds + 10 to the listed Stamina factor.

— 20 to the dice roll; a score of 0 through —-9=a
modifier of —20; — 10 through - 19 = a modifier
of —30.

Minimum total: 55 (i.e. a result of “A”). Details:
head =6; 2 arms at 5 each = 10; torso = 9; abdomen
=8; 2 front legs at 5 each=10; 2 rear legs at 6
each =12. A result of “B” adds 1 to each body
area (i.e. giving a total of 64), and a result of “C”
adds 2 to each body area (i.e. a total of 73).

— 10 to the dice roll. The Black Sst are less psy-
chically gifted than their smaller relatives.

—10to the diceroll.
As for the Grey Sst, above.



Much as for the Grey SsU, except that the Black
Sstl are more adroit with their middle limbs; they
can fight with a weapon carried in one of their
middle pair of hands with about the same skiil
as with one held in a forelimb. They are thus al-
lowed two blows per combat round. The Black
Ssd wear armour and use more sophisticated
weapons (Sec. 1.960). They atso have hypnotic
powers but are less adept at this than their Grey
cousins; there is only a 10 percent chance of
employing this power during any given combat
round, and the dice throw needed to prevent its
taking effect is easier to make (see below).

Advantages

Disadvantages The Black Sst are larger, but they are also slower,
more ponderous, and iess dexteious than the
Grey variety. They are not as psychically talented,
moreover. The Black Sst are few in numbers,
slow to breed, and remote from most of the lands
of mankind—fortunately for the latter! They also
suffer from the other disadvantages given about

for the Grey Ssu.

o

The instructions just given are meant to generate the “domi-
nant” sex of each nonhuman species. Other sexes—e.g. the
Shén “egg-fertiliser,” females (where the dominant sex is male),
neuters, etc.—can be ignored for game purposes. The referee
can modifiy the above instructions to produce other sexes, of
course, utilising the hints provided in Sec. 1.413 and elsewhere
in the Sourcebook.

2.230. BACKGROUND.

The following applies largely to human characters. The source-
book—and the referee’s ingenuity—must be used to establish
the background for a nonhuman, a rationale for his/her/its being
outside of the species’ enclave (e.g. trade, service as a merce-
nary, an ambassadorial mission, etc.), and a reason for consor-
ting with human companions.

2.231. PROVENIENCE.

it is the referee’s task to *‘set the stage’: he or she determines
where the introductory scenario of the game is to occur, provides
each character with a starting point, gets everyone acquainted,
finds possible missions for them to undertake, and begins the
“story line”. All of these matters shall be detailed in the referee’s
Sections below.

Once the referee has indicated the starting iocale for the game,
the provenience of each character must be established. Is he/
she/it a local citizen, a resident of another part of the same coun-
try, a foreigner, a nonhuman, etc.? This decision may be made
by the referee, the players as a group, each player individually,
or by rolling against the following tables, according to the wishes
and playing styles of ail concerned.

it is easiest if ali player characters are nationals of the same
country, or at least from friendly or neutral countries. Even so,
characters from different regions within one nation represent
diverse sub-cultures and may have divergent customs. The referee
may brief each player on his/her/its nationai attitudes, and read-
ings in the Sourcebook should be assigned. its index is designed
to facilitate this. Different nationalities within the piayer party
may foster rivalries and hostilities. This can be interesting if
everyone is sufficiently skilled at role-ptaying and willing to work
at it, but it may also be a source of friction. Beginners and those
who want only a “straight adventure game’ can ignore national
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differences. After ail, opinions and cultural responses do vary
from person to person within a nation, and it is not realistic to
expect every citizen to be exactly as described in the Sourcebook!

Characters from hostiie nations need not fight one another
on sight, moreover. As said in Sec. 1.710, merchants, adventurers,
and scholars do wander about the Five Empires without hindrance,
even if their home nations are at war! An itinerant Yan Koryani
trader or mercenary may thus fit in with a rag-tag party of Tsol-
yani adventurers with no problems. A Livyani scholar need not
fear his companions in a Mu’ugalavyani merchant caravan any
more than those in a party composed of his own countrymen.
There are greater possibilities of misunderstanding in a multi-
national group, of course, and these may become severe if some
event or objective arises during an adventure which each nation-
ality wants to resolve to its own benefit.

On the other hand, a party on an official mission for a govern-
ment, a temple or an important political personage would not
welcome a suspicious outsider. Only under extraordinary cir-
cumstances would one find a Yan Koryani soldier willingly ac-
companying a Tsolyani military expedition, or a priest of Sarku
trooping along with priestesses of Avanthe (Sec. 1.610). Ration-
ales could be devised for such unlikely combinations, but the
camaraderie would probably be strained at best! Espionage is
also severely punished, and a foreigner who values his health
stays far from military installations, sensitive political {eaders,
and other local sore points. Some groups are automatically hos-
tile, moreover: e.g. not only is it impossible for humans to co-
operate with the Hl(ﬁss, the Hlutrgt, the Shunned Ones, or the
Ssu, but one must also keep an Ahoggya well away from a Shén
—and a member of one Shén “egg-group” separate from mem-
bers of other, inimical groups (Sec. 1.510).

If the provenience tables are used, the first step is to deter-
mine whether the character is a local native, an outsider from
some other area of the same country, or a foreigner. The symbol
for the referee’s chosen starting locale is found on the large
terrain maps, and its population size is noted in Sec. 1.422. A
representative of the group (or each player individually, if this is
the group’s choice) then rolls D100 against the following table.
The group’sl/individual’s status is then determined by reading
across on the appropriate line.

Provenience and dice scores

Locaie type Local Outsider Foreigner*
resident (same country)
Rurat (i.e. no 01-80 8195 96-100
map symbol)
Small town 01-70 71-90 91-100
Town 01-65 66-85 86-100
Large town 01-60 61-80 81-100
Small city 01-55 56-80 81-100
Large city 01-50 51-75 76-100
Metropolis 01-45 46-75 76-100

*Nonhumans are classed as ““foreigners” even though they may
be legally citizens of the country. If the referee opts to start the
game in a nonhuman enclave, however, the resident species
becomes the “iocal residents,” and the humans the “foreigners.”

A character who is a “local resident” is a native of the starting
locale. No further provenience checks are needed.

One who is an “outsider” from the same country requires two
further rolls of D20: {a) the first finds the character’'s general
“home region” within the country, and (b) the second determines
his/her/its ‘“home locale type.”



Die score  Home region*® Diescore Homeregion”
1-2 North-central 11-12 Southwestern
34 Northeastern 13-14 West-central
5-6 East-central 15-16 Northwestern
7-8 Southeastern 17-18 Central
9-10 South-central 19-20  Unusual: e.g. an off-

shore island, a remote
peninsula, etc.
(referee’s choice)

*These directions and score ranges may be modified by the referee
according to the shape of the country: e.g. Salarvya might be
divided into “Northwestern,” “'Southwestern,” “Northwest-
central,” “Southwest-central,” *‘North-mid-central,”” “South-
mid-central,” etc.

Die score  Home locale type* Die score  Home locale type*
Rural 1-2 Small city 12-14
Small town 35 Large city 1517
Town 6-8 Metropolis 18-20
Large town 9-11

*Many regions do not contain ali of these town and city types by
any means. A M’'mérchan, for instance, has no choice except to
be “rural.” The only urban centre in Mudallu is Shigraz, which is
classified as a “small town,” etc. Impossible results must thus
be rerolled, or else the referee may modify the table to fit the map:
e.g. in the case of Mudallu, about 90 percent of the population
is ““rural,” living on farms or in tiny hamlets, and only 10 percent
might be natives of Shigraz.

If there is more than one choice within a given area, an arbi-
trary dice roll may be made, or the referee may choose the char-
acter’'s home locale. The system is not meant to be rigid, and
geographical irregularities may require either rerolling or arbi
trary adjustments. If the scenario is set in Livyanu, for example,
and an “outsider” obtains results of “Northwestern” and “Smali
town,” it will be seen that, strictly speaking, there are no small
towns in this region on the map. The referee may ask the player
to reroll, or he may look a iittle to the south where there are four
small towns. An impromptu D10 roll die roli can then quickly dis-
cover which of these is the character’s (or the party’s) home:
ie. 1-2=Neab; 34 =Kesaz, 56 = SGnuz;, 7-8=Asuaz; 10 =reroll.

A result of “foreigner” on the first table in this Section requires
a roll of D100 against the foliowing table. Most travelling foreigners
in this part of Tékumel are citizens of one or another of the Five
Empires, and the table is weighted in favor of this result. Com-
paratively few citizens of the smaller nations go abroad, and itin-
erant nonhumans are similarly not proportionately very common.
Tsolyani traders, adventurers, etc. make up a slightly larger num-
ber than any of the other four Empires. Note that the table may
produce “‘foreigners” from the same country as that in which
the scenario is to take place: e.g. aresutlt of “Tsolyani” in a game
set in Tsolyanu! The referee should allow the player (or group)
the option of being “outsiders” (i.e. Tsolyani citizens from some
other region) or of reroliing.

Dice score Home locale Dice score Home locale

01-15 Salarvya 46-60 Yan Kér

16-30 Mu’ugalavya 61-80 Tsolyanu*

31-45 Livyanu 81-100  Small nation or
nonhuman
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A result of “Tsolyanu” may be further subdivided to specify
natives of the five Protectorates: Do Chéka, Pan Chéka, Chaigari,

Kerunan, and Kaija. Each of these may be allotted 5 percent in a
D100 range, with the rest of the Tsolyani Empire receiving the
remaining 75 percent.

If a result of one of the Five Empires is obtained, the player
(or party) returns to the last two tables above to ascertain the
“home region” and “home locale type.”

A resuit of “Small nation or nonhuman” requires a special D10
roll: 1-6 = citizen of one of the smaller nations; 7-10 = nonhuman.

A foreign character (or party) from one of the smaller nations
rolls D100 against the following table. This establishes the home-
land of the character{s]. The results are weighted according to
the relative proportions of travellers from these various countries
in the Five Empires.

Dice score Home locale
01-08 N’ldss
10-14 Tsoléi
15-17 M’'mércha/Nmarttusha*
18-21 Ghatén
22-26 Pijéna
27-34 Milumanaya
35-44 Sad Allaqi
45-47 Lordn
48-50 Chayakku
51-55 Kilalammu
56-60 Haida Pakala
61-65 Pechéano
66-69 Jannu
70-71 Péncha Nagal
72-73 Piltu Dasaru
74-75 Ssra Ab Tsaya
76-78 Mudaliu
79-81 Nuru'dn
82-85 Mihaliu**
86-88 Rannalu
89-92 Nyémesel isles
93 Hrga Lorinje
94 Unusual: map 1***
95 Unusual: map2***
96 Unusual: map 3***
97 Unusual: map 4***
98-100 Off maps****

*There are no borders between the tribal areas of M'mércha and
Nmarttsha. These two areas are considered as one for prove-
nience purposes. Note that characters may not be natives of
Lost Bayarsha since these strange people never leave their
hidden jungle enclave.

**This denotes the modern human inhabitants of Mihallu and
not the nonhuman Mihalli (a species to which player charac-
ters cannot belong).

***Unusual: i.e. an island, an unknown and unclaimed area on
the map, etc. (referee’s choice).

****There are further lands not shown on the four terrain maps:
e.g. the tribal regions of Tané off map 1 to the west, further
fand masses beyond the southern ocean, several nations over
the pole to the north, etc. The referee may choose one of these
and develop it to any extent required.



Once the nation has been identified, the tables for ‘“‘Home
region” and “Home locale type” (above) are employed to narrow
down the provenience of the character(s).

Should the character (or party) be nonhuman, D100 are rofled
against the following table. Again the scores are weighted to
reflect the approximate proportions of the species found trav-
elling about outside of its enclave.

Dice score Species Dice score Species

01-15 Ahoggya* 61-82 Shén**
16-23 Hldka 83-89 Swamp Folk
24-32 PachiLe 90-98 Tinaliya
33-52 Pé Choi 99-100 Urunén***
53-60 Pygmy Folk

“There are 3 Ahoggya enclaves. D10 is rolled: 1-4 = the Shartina

Lowlands of southern Salarvys; 58=Haida Pakala; 910=Onmu
Tié Hiéektis. Inhabitants of the first of these are legally Salarvyani
citizens; the Ahoggya of Haida Pakala are semi-autonomous but
pay tribute to the lords of Gorull and Keruna; Onmu Tié Hleéktis
is an independent enclave.

**There are 9 separate Shén states, based upon different “‘egg-
groups” (Sec. 1.510) and mildly hostile to one another. D20 is
rolled: 18=Shényu; 912=Mmatugual, 13-14=Shrlikhe’él; 15=
Qobnu; 16 = Ngda; 17 = Khakh; 18 = Goptri; 19 = Gai; 20 = RA.

***The homeland of the Urunen lies far away near the south pole.
This race is as yet very rare in the Five Empires, and a chance
range of 2 percent is undoubtedly too much. There are now a few
scholarly and ambassadorial missions, however, and some may
enjoy playing characters of this interesting species.

Once again the “Home region” and “Home locale type” tables
may be used to determine the exact provenience of the charac-
ter[s]. This can be ignored, of course, in the case of small and
homogeneous enclaves.

Chargésh was last mentioned as an example in Sec. 2.219.
The referee chooses to start the game in the great Tsolyani port
city of Jakalla, and Chargésh scores a 63 and is thus an “outsider:
a Tsolyani citizen from some other part of the Empire. He obtains
a 4 on his ‘“Home region” roll and is therefore from the north-
east. After a few rerolls, he scores a 19 for his “Home locale type”
roll, which makes his home city a metropolis. The only place of
this description in this part of the Imperium is Faslltum. Char-
gésh is now able to announce proudly that he is a native of the
“City of the Chiming Skulis” (Sec. 1.422).

2.232. LANGUAGE.

Characters have complete mastery over the spoken janguage
of their homelands (or of their own ethnic groups within a multi-
tongued nation). This knowledge does not necessarily include
reading and writing, however; these skills depend upon educa-
tion, social class, and profession, and they will be dealt with be-
low. Nonhumans living within one of the great human empires
{e.g. the Pachi Léi in Tsolyanu, the Pygmy Folk in Yan Kor) speak
their own alien and unlearnable (for humans) languages, but they
aiso know enough of the national language of the country to
get along there. Those whose enclaves lie outside of a human-
dominated area {(e.g. the Shén, the Hlaka, the Ahoggya of Onmu
Tié Hiéktis) may be monolingual and be quite unable to com-
municate in any human tongue (but note the following paragraph).

Each player character also knows the language of the referee’s
starting locale well enough to interact with other members of the
party and with non-player characters there. This knowledge may
range from “elementary” to “near-native,” requiring the foliowing
language-mastery categories:
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Category Particulars

I: Elementary  Simple, every-day ideas can be communicated
but more complex matters demand long explana
tions and even sign tanguage, possibly resulting
in misunderstandings. The character has a thick
“foreign accent,” makes constant grammatical
errors, and lacks the vocabulary to express many

concepts.

Il Intermediate This implies a good, practical control of the lan-
guage. The character’s accent is still easily recog-
nised as “foreign,” and high-level abstractions,

metaphors, and jokes will be beyond him/her.

Hii: Advanced  The character can express and understand almost
anything within the cultural milieu. There is still
a slight foreign accent, and mistakes will be made

occasionally in idiomatic usages.

IV: Near-native The character has almost no “foreign accent.”
He/she is familiar with most common idioms, meta-
phors, and cultural references. Only rarely can a
native detect a trace of “foreignness” in such a
person’s speech.

if the language of the character’'s homeland is different from
that of the referee’s starting locale, D100 are rolled against the
following table to ascertain the degree of mastery over the latter.

Language-mastery categories and dice scores

Character Elementary intermediate Advanced Near-native
Human 01-15 16-60 61-85 86-100
Nonhuman* 01-25 26-75 76-90 91-100

*Shén are given a —5 when using this table, and Ahoggy4 de-
serve a — 10! Neither of these species is gifted at language
learning. The facile Mihalli roll as for humans, and the P& Chéi,
Pachi Léi, and Tinaliva receive a + 5 when rolling on the *‘non-
human” line. The Hliiss, Hiutrgt, Shunned Ones, and Ssi can
never attain a fluency greater than “Advanced,” and the Nyagga
never get beyond the “intermediate” category.

Those who live near a national border may also know some-
thing of the tongue of the neighboring country. Characters count

the number of hexes on the large terrain maps from their home

locales to any foreign natior within 5 hexes (by the shortest route).
A roll of D100 is made for each such foreign land within this dis-
tance. (Those whose homes are more than 5 hexes from any
national boundary do not roll on this table.)

Language-mastery categories and dice scores

Number of hexes

to the foreign  No know- Elemen- Inter- near-

border ledge tary mediate Advancednative
1 01-30 3160 61-80 8190 91100
23 01-50 51-75 76-85 8695 96100
45 0160 61-80 8190 9197 98-100

All characters with Intelligence scores of 41 or greater (Sec.
2.21E) may check to see if they have had a “chance” opportunity
during childhood or adolescence to acquire another tongue: e.g.
from a widely-travelled relative, from a foreign friend, etc. Those
whose home locales are cities (either “large” or “small”; cf. Sec.
2.231) add + 5 to their dice scores, while natives of great metro-
polises add + 10.



Number of modern foreign languages known and dice scores

Character None One Two Three
Human 01-60 61-90 91-97 98-100
Nonhuman 01-70 71-95 96-99 100

The identity of the languagels] is established by another roll of D100:

Dice score
01-50

Foreign language known*

The language of the nearest foreign nation to the
character's home locale, as ascertained by coun-
ting hexes on the large terrain maps and using the
shortest possible route (i.e. “as the crow flies").

51-75 The language of any foreign nation immediately
contiguous with that in which the character's home

locale is situated.

76-85 The player may choose between any of the lan-
guages of the Five Empires: Tsolyani, Mu'ugalav-

yani, Yan Koryani, Salarvyani, or Livyani.

Any of the modem languages listed in Sec. 1.711.
Again, this is the player's choice.

86-100

*1f the dice score on this table permits, a character could acquire
the same language previously obtained in this Section: e.g. a
Tsolyani character might have Mu'ugalavyani because this is
the language of the referee’s starting locale, and if he comes from
Tumissa, he might get Mu'ugalavyani again by scoring 50 or be-
low here. In such cases the player may (a) reroll to obtain a dif-
ferent language, or (b) add one further language-mastery cate-
gory to his previous knowledge: e.g. thus raising his expertise
from “Intermediate” to “Advanced.” This choice is left to the
player. Note that only in this way can a character go beyond “Near-
native" to “Perfect mastery” of a foreign tongue: an absolutely
indetectable native command of the language.

The degree of mastery of a language obtained on the forego-
ing table is next established by rolling on the first table in this
Section (above).

Only modern, spoken languages can be learned under the pro-
visions of this Section. Ancient languages (Sec. 1.711), reading
and writing, and further modern tongues are taught in the temple
schools or are imparted by tutors to the children of the wealthy.
More will be said of these matters below.

As a native of Faslitum, Chargésh speaks Tsolyani. The ref-
eree’s first scenario is set in Jakalla (Sec. 2.231), and he gains
no further languages there. Faslitum does lie within 5 hexes of
the Dry Bay of Ssu'tm and the barren foothills of Kayal Peak—
Milumanayani territory—and Chargésh thus rolls to see if he
knows Milumanayani. He scores a miserable 02—no competence
whatsoever! He does better (barely) by rolling 61 on the “chance”
table: he does know one foreign language. Another roli of 67 per-
mits him to choose the tongue of any nation directly contiguous
with Tsolyanu. He selects Yan Koryani, scores 44 on the language-
mastery table, and therefore speaks this tongue at the “Inter-
mediate” level. Further rolls could be devised to discover how
Chargésh came by this knowledge, but the referee instead exer-
cises his discretion and reminds Chargésh of a certain, brief,
intense, bittersweet, little affair with the sloe-eyed daughter of
a Yan Koryani merchant resident in Fasiltum. Chargésh still re-
calls this infatuation of his flaming youth with some fondness—
after all, the girl did him a real favour by teaching him some of
her gutteral language.
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2.233. RELIGION AND “*ALIGNMENT.”

Each player freely selects the deity to be worshipped by his/
her character from the lists given in Sec. 1.610. One may be a
formal adherent of only one divinity at any one time, and—ini-
tially—this deity must be one of those worshipped in the char-
acter's home locale. For example, a Tsolyani must choose his/
her religious affiliation from Pavar's pantheon of 20 Gods, God-
desses, and Cohorts; a Livyani has a choice of one of the 13 ma-
jor deities of Livyanu, etc.

The only other limitation on a character’s religion is that there
are no atheists on Tékumel. As stated in Sec. 1.610, the Gods
are real and immanent, and they will play a part in the game. On
the other hand, most characters need not be fanatics unless
their players wish them to be. Everyone is expected to make the
proper sacrifices, go to the temple, celebrate the festivals, pay
tithes, and give whatever “lip-service" is required. The priest-
hoods are likely to be more serious about their devotions, but
within their ranks, too, one encounters hypocrites, greedy ma-
terialists, and “time-servers.” Only those who are deeply com-
mitted to their faiths will be recruited into the secret inner so-
cieties mentioned in Sec. 1.610, however,

In addition to personal preferences, players should consider
such factors as their characters’ clans (Secs. 1.550 and 2.234)
and regional provenience (Secs. 1.610 and 2.231).

More importantly for the game, all of the players should con-
sult together regarding their choices of deities.There are NO
direct prohibitions against parties composed of worshippers of
different deities—or even of different alignments (i.e. Stability
and Change; cf. Sec. 1.610)—but a group consisting of people
sharing the same goals and principles naturally provides greater
trust and mutual cooperation than one comprised of adherents
of antithetical sects. The following considerations should be noted.

1. The easiest course is for all characters in the party to worship
the same divinity (or a deity and his/her Cohort). Trust, loyalty,
and a singleness of purpose are thus maximised.

2. Almost the same degree of reciprocal confidence and cooper-

ation will obtain in a party composed only of followers of the
same "“alignment™: Stability or Change. Here there are sub-
groupings, however: e.g. Hnalla and Thdmis are closer to
one another in interests and principles than they are to Ka-
rakan or to Avaanthe. Belkhanu's followers tend to remain
aloof, although they certainly favor the other Lords of Sta-
bility over those of Change. Hrli'ti, Ksarul, and Sarku form
the “Dark Trinity” and are inclined to cooperate, though
Sarku stands somewhat apart, even so. Karakan's orienta-
tion towards violence is sometimes at cross-purposes with
the attitudes of his fellows on the side of Stability, just as
Vimuhla's fiery destruction appears alien to the cold, dark,
rational machinations of Ksarul and Hr(0'(l. Avaanthe's earthy
fertility rites are unintelligible to scholarly Thumis, while
Dlameélish’ sensuous hedonism strikes Sarku's adherents
as foolish and unworthy. The members of a party may indeed
belong to various sects, but the referee may issue secret
instructions to each sub-group, especially if objectives of
importance to the temples are involved. This will occur rarely
of course, as long as the party is of low social status and
its activities do not compromise higher political or religious
issues.

3. A party comprised of followers of inimical faiths can hope

for little more than temporary collaboration. The goals of
such a mission must be agreed upon in advance, and each
sub-group should take steps to protect itself from the others.
Overt violence is usually the last resort, but deceit, treach-
ery, and intrigue are common. If the stakes are high enough,
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characters may receive guidance and even aid from their
temples. No lasting camaraderie can develop, and real hos-
tilities may arise within the player party itself. The referee
must thus be careful in allowing such "cross-alignment”
adventures. Players must play their roles correctly, as they
see them, and those who do not conform to their characters’
stated personalities and beliefs may lose the support of their
temples—or, if personal greed or friendship for a rival ac-
tually leads them to betray their sects, they may be even
more seriously punished. This is the task of the referee.

4. Some “cross-alignment” relationships are more likely to
occur than others. The followers of Karakan share a love of
military glory with the devotees of Vimuhla, and these two
temples (together with those of their Cohorts, Chegarra
and Chiténg sometimes participate in projects which would
benefit them politically. The Temples of Avanthe and Dla-
mélish feel greater respect and sympathy for one another
than either holds for pedantic Thumis, cold and devious
Hrti'th, or the two war-gods. Although real trust and loyalty
cannot endure between such rival sects, there is a greater
likelihood of cooperation than between, say, Hnalla and
Hrti'é, Vimthla and Sérku, etc.

5. Foreigners and nonhumans generally align themselves with
those whose principles approximate their own. A devotee
of the Mu'ugalavyani deity Hfsh is thus more comfortable
ina party which follows Vimuhla or Chiténg (or even pos-
sibly Karakan) than in one made up of adherents of Hnalla,
Thumis, Hrt'@, Avanthe, etc. A wanderer from the far north-
east who serves Aridzd naturally inclines towards disciples
of Hnalla or Karakan. A Shén who worships “The One Who
Rends" fits into any party devoted to Change but is most
happy with votaries of Vimthla or Chiténg. A priest of Mret-
ten from the Nyémesel Isles is equally at home amongst
adherents of either Avanthe or D!ameélish. The secretive
Livyani never discuss their personal convictions and may
participate in any group. This apparently allows them more
freedom than other nationalities, but in reality the Livyani
are tightly bound by the coils of the dreaded Vrt'uneb (Sec.
1.740). Livyani citizens abroad are usually under its surveil-
lance and must serve the goals of Livyanu's theocratic state
(via secret instructions from the referee)—if they are not
members of the Vrt'uneb themselves. Within Livyanu it is
rare to find a party composed of members of more than one
temple of the Shadow Gods. The Livyani word for “trust”
also denotes “'belief in the same deity."

6. Tribal people and those whose divinities have no counter-
parts in the pantheons of the Five Empires may join any
group which appeals to their convictions and which is willing
to accept them. Many quickly choose a local deity closest
to their tastes and worship him or her “for convenience’
sake,” thereby avoiding constant bothersome questions and
discussion. If, in time, they come to believe in this deity
strongly enough, they may arrange for their formal accep-
tance into the sect. Many such foreigners have gone on to
become priests or priestesses and have even risen high in
the ranks of the clergy.

Joining a religious sect is not difficult for a foreigner in the
Five Empires (except in Livyanu, where it is well nigh impossible).
Anyone may attend the public ceremonies in Tsolyanu, Mu'uga-
lavya, Yan Kor, Salarvya, or their client states, and a donation of
anything from 10 to 100 Kéitars will usually motivate some bored
priest to perform the first initiation rites and provide a liitle in-
struction in the catechisms. Those of visibly higher social status
must expect to pay more— 100 to 1,000 Kaitars—but they are
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then treated to more elaborate ceremonials. If desired, a young
acolyte may be hired for 10-20 Kéitars per month to teach the
new convert the daily services and prayers. Six months is nor-
mally sufficient to accomplish this. For those who can read, hand-
copied books of theology and doctrine can be had from the temple
scriptorium for anything from 50 to 500 Kaitars apiece, depen-
ding upon their length, contents, and embellishments. On the
average, it requires about a month to become familiar enough
with the public rituals to give the appropriate responses; there-
after the convert may attend such services as desired. On the
other hand, new devotees are not allowed to participate in the
inner ceremonies, and the temple may demand several proofs
of true zeal (both donations and actions) before opening its inner
shrines to such persons, even though they be of high social class
otherwise. The process of gaining this trust may take anywhere
from 6 months to over a year.

It is harder for one who is an established member of one sect
to convert to another. Transferring allegiance from a Cohort to
the associated deity (or vice-versa) is quite easy, and going from
one divinity within the same alignment is only a little more dif-
ficult (but note the sub-groupings discussed above). Crossing
from one alignment to the other may present obstacles, how-
ever. Many clans are indifferent to their members' religious views
(Sec. 1.550), but others are fanatically devoted to one alignment
or to one deity, and social pressure may then be severe. In ex-
treme cases a clan may expel the defector from its ranks—and
then demand Shamtla (Sec. 1.740) for the loss of hislher services.
A few clans may even have such turncoats killed outright: e.g.
the Sarku-worshipping Domed Tomb clan, which would probably
resort to the assassin clans to prevent one of its members from
going over to any of the Lords of Stability! The clergy of the con-
vert's new temple may also be suspicious and demand evidence
of his/her zeal. Several months may pass before the temple au-
thorities are satisfied that the newcomer’'s motives are purely
religious. In all of these cases the new temple may ask for a large
donation (as much as a quarter of the person’s yearly income or
of his/her present wealth, whichever is greater) as a sign of
“true faith."

A foreigner who has joined one sect and then wishes to trans-
fer to another is looked upon somewhat more kindly. A period
of initial confusion and searching for the threads of one's Skein
of Destiny is understandable. Such a person must nevertheless
pay the same heavy initiation fees to the new temple, spend se-
veral months building up a reputation for trustworthiness, and
possibly provide Shamtla to a clan which had previously adopted
him/her (unless that clan also favours the convert’'s new sect).

It is very difficult for a priest or priestess to change sects.
Clan and family pressures are severe, and even if social obstacles
are overcome, it is hard to gain the full trust of the new temple.
In practice, only low-level clergy (those of the 1st through 5th
Circles; cf. Sec. 1.832) are ever allowed to change sects—again
understood to be part of the process of youthful searching and
maturation. More senior clergy may retire and become “lay-priests”
(Sec. 1.832), if they become disillusioned, but all of the temples
share an unwritten covenant not to recruit or accept converts
who are members of the higher Circles in another priesthood.
In no case is priestly rank transferable: a 5th Circle priest must
go back to the 1st Circle in his new sect. In those rare cases where
a higher Circle priest has undergone a great spiritual experience
and thrown himself down before the gates of another temple
with a plea to be permitted to join, the previous temple has in-
sisted upon using powerful mental spells to remove all know-
ledge of its secrets from his memory (i.e. generic and special
temple spells, etc.; cf. Sec. 1.62C). The right to do this has been
upheld in the ecclesiastical courts, although it sometimes re-
sults in “*brain-death.”



Renegade and defrocked priests are normally not members
of the higher Circles. The temples’ selection processes usually

catch such misfits before they reach the exalted ranks. Many -

permit their minds to be emptied of temple secrets before de-
parting in any case in order to avoid the possibility of being ac-
cused of revealing forbidden mysteries—and a subsequent trip
to some nameless ecclesiastical dungeon (Sec. 1.740).

The role played by the Gods in the game will be discussed
in a later section.

Chargésh, who has served as an example thus far, hails from
the city of Fasiltum. As said in Sec. 1.610, this is one of the strong-
holds of the worship of mighty Vimuhia, the Lord of Fire. Char-
gésh thus thinks it appropriate to devote himself to this puissant
deity.

2.234. CLAN, LINEAGE, AND FAMILY STATUS.

The clan systems of the Five Empires and their client states
were introduced in Sec. 1.550. Except for slaves and outcasts,
nearly everyone in the following countries (listed in alphabeti-
cal order) will be a member of one clan or another.

Clan nations

Chaydkku Mu’ugalavyéa
Ghatén* Pechéno
Jannu Pijéna
Kilalammu Saa Allagi
Livyanu** Salarvya
Mihatiu Tsolyanu
Mitumanaya*** Yan Koér

*The Ghaténi clans include only males. Women are treated as
chattels. Female characters should thus not start the game in
Ghatoén, nor is it very enjoyable for women to adventure there.

**In Livyanu the clans are subordinate to the all-powerful temples.
All of the members of a Livyani party will thus belong to clans
associatd with just one of the temples, except in special cir-
cumstances.

***Clans exist only in the semi-urbanised regions of Miluma-
naya: L.e. in Pelesar and in the east around Sunraya. In the de-
sert one’s loyalty is to the tribe, and all members of a tribe—
males, females, and even children—are equals.

in view of the ties which exist between certain clans and par-
ticular religious sects (Sec. 1.550), an arbitrary dice roll to de-
termine a character’s clan would not be fitting. The referee may
wish to select appropriate clans for the characters from the lists
provided in Sec. 1.550. Since only Tsolyani clans are given there,
the referee must devise comparable clan-lists for other lands.
Further Tsolyani clans—particularly in the “medium” and “low”
groups—may aiso be created as desired.

Alternatively, each player may roll against the following table
to determine the status of his/her clan. it can then be picked ar-
bitrarily (in consuitation with the referee) from the lists. If all of
the characters serve the same deity (or at least compatible deities
within the same alignrnent), one member of the party may roll
just once for the entire group. The peoples of the Five Empires
are both class- and clan-conscious, and it would hardly be play-
able for some members of a party to belong to very high clans
and others to the lowest of the low. Playing an arrogant young
noble is not difficult, but the obedience, deference, and subser-
vience demanded of those lower on the social ladder might sit
hard upon players less lucky with the dice. The possibility of
being a slave (Sec. 1.550) has been omitted from the table be-
low for the same reasons.

All characters could enter the game as clanless wanderers
from some distant foreign land, of course. Unfortunately, even
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these would have some sort of social backgrounds in their own
countries, and clan- or ciass-distinctions would logically arise,
making camaraderie between the players difficult. Only amongst
the dregs of society, the nameless human flotsam and jetsam
found in the teeming slums of the great cities, are clan distinc-
tions ignored—and the moment such outcasts gain wealth. their
first step is to buy membership in a clan. The benefits of clan
backing are obvious (Sec. 1.550), and the stigma of being *'clan-
less” (Tsolyani: Nakomé) prevents any real social advancement,
no matter how rich one becomes.

Dice score and clan status

01 Tlakotani* 31-60 Medium
02-15 Very high 61-85 Low
16-30 High 86-100 Very low

*The Tlakotani clan is that to which the Imperial family of Tsol-
yani belongs (cf. Secs. 1.370 and 1.550). in Mu'ugalavy4 its coun-
terpart wouid be one of the ctans from which the Princes of
the Four Palaces are drawn: the ruling clan of the First Palace
(Sec. 1.810) is the Crimson Victory of Hrsh, that of the Second
Palace is the Scariet Keepers of the Flame; that of the Third
Palace is the Vermiilion Banner; and that of the Fourth Paiace
is the Maroon Tabard. in Livyanu the equivaient of the Tiako-
tani might be the Clan of the Cube of Light, to which Dumuz
Asqgar Gyardanaz belongs. In Yan Kér the nearest match is the
High Clan of Ke’ér, although the oligarchies of the cities each
have their own ruling clans. in Salarvya the logical counterpart
may be the Chruggilléshmu family of Tsatsayagga, although the
other six great feudal families are almost as powerful.

Clan status does not necessarily equate with wealth. As said
in Sec. 1.550, there are poor Tlakotani and rich slavers. Family
and personal wealth will be established in the following Section.

Within a clan, however, there are certain prestigious lineages
(i.e. extended families descended from legendary ancestors).
while others are considered ‘‘poor country cousins.” The power-
ful lineages of a clan are more likely to be concentrated in the
cities than in the rural areas. Each character must thus find his/
her home locale type (Sec. 2.231) in the table betow and roll D100
to ascertain the standing of his/her lineage within the clan.

Lineage status and dice scores

Locale type Verylow Low Medium High Very high
Rural 01-60 61-90 91-97 98-99 100
Small town 01-50 51-85 86-95 96-98  99-100
Town 01-45 46-75 76-93 94-97  98-100
Large town 01-40 41.70 71-90 91-86  97-100
Small city 01-35 36-65 66-87 88-95 96- 100
Large city 01-30 31-60 61-85 86-94  95-100
Metropolis 01.25 26-50 51-83 84-83  94-100

Lineage names may be gleaned from the Sourcebook and other
published materials dealing with Tékumel, or the referee may
make them up. In Tsolyanu, it should be recalled, such appel-
lations are prefixed by hi- “of” (and it must also be remembered
that i is the i of machine). In other lands the lineage name is added
to the personal name as a sort of “last name’’; cf. Sec. 1.540.

The nations of the far northeast (Péncha Nagal, Piltu Dasaru,
Ssra Ab Tsaya, Mudallu, and Nuru’0n) have no clans but only
lineages. These are divided into three social classes: warriors
(amongst whom the lineage of the ruling family is paramount),
priests, and commoners. Natives of these small, sparsely popu-
lated countries roll D100 against the following table.



Lineage status and dice scores—northeast lands

locale type  commoner priest warrior ruling lineage
Rural 01-85 86-90 91-98 99-100
Town/city 0160 61-70 71-96 97-100

Haida Pakala and the islands of Tsoléi base their social sys-
tems upon inherited wealth. There is only a tiny priestly class,
and the wealthy surround themselves with semi-hereditary re-
tainers. Some of the latter function as soldiers, others as house-
hold officials, etc. Tsoléi is less structured than Haida Pakala,
but both are put together in the following table. Natives of these
areas roll D100.

Lineage status and dice scores—Haida Pakala, Tsolél

locale type commoner priest warrior ruling lineage
Rural 01-85 86-88 89-98 99-100
Townlcity 01-80 81-85 86-97 98-100

The war bands of the N'liss and the Lordn, the tribesmen of
M'mércha and Nmarttsha, and the nomads of Rannalu and Hrga
Lordnje have at most a rough division into “commoners’ and
“chief’s lineage.” A person from one of the “civilised"” cities of
N’ltss (e.g. N'ltissa, Malchairan, etc.) may roll on the “Town/city”
line of the foregoing table. Those from the hinterlands have a 90
percent chance of being ““commoners’ and only a 10 percent
chance of belonging to their band’s chiefly family, however. This
same pattern is found in the dusty towns of Rannélu {e.g. Bir-
chan, Tkémar, etc.). Mimoré, on the far eastern coast, is more
of a Salarvyani city, on the other hand. There are no cities or
towns whatsoever in the other tribal areas mentioned above, and
the distinction between “commoners” and chiefs” is of relatively
minor importance there.

The society of the Nyémesel Isles is strictly organised into
“commoners” and “'priests” (i.e. of Mrettén, the Goddess Who
Walks Upon the Sea; Sec. 1.610). A native of this region thus rolls
D100: 01-70 = a commoner; 71-100 =a member of a priestly family.

No provision has been made above for characters to belong
to the assassin clans (Secs. 1.422, 1.550, and 1.740) or to the
Salarvyani thieves' clan, the Den of Profitable Joy (Sec. 1.550).
Membership in these clans would restrict players’ choices too
much and send their characters upon an endless series of in-
creasingly dangerous missions with little hope of social advance-
ment or financial gain. Characters may belong to these clans
only with the referee's permission, therefore, and this should be
limited to those who are willing and able to play these roles and
who can accept the disadvantages.

For a worshipper of Vim(hla from the city of Fasfltum there
can be only one desirable clan: the ancient and aristocratic Vriddi
(Sec. 1.550). Chargésh is exceedingly lucky; he scores a 04 and
joyously writes “Vriddi!” upon his character sheet. As said in
Sec 1.540, there are no sub-lineages within the Vriddi clan: all
trace their descent back to the legendary minion of Lord Vimuhla,
Arkonai Vriddi, who fought beside his master at the legendary
Battle of Dérmoron Plain (Sec. 1.340) and whose deeds occupy
several stanzas of the “Lament to the Wheel of Black” (Sec. 1.930).
Chargésh has aright to be proud of his ancestry.

2.235. FAMILY AND PERSONAL WEALTH.

At the beginning of the game each player checks his/her char-
acter's current family wealth (i.e. money available to his/her im-
mediate family within the clan) and also his/her individual, personal
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“‘cash on hand.” The former may later be borrowed or acquired
as a gift, if the character and his/her relatives are on good terms
(see below), while the latter may be spent at once as the char-
acter wishes.

In the Five Empires (Livyanu, Mu'ugalavyd, Tsolyanu, and Yan
Kor), the determination of family wealth is complicated by clan
standing, lineage status within the clan, and by locale type. The
first two of these factors are cross-referenced on the following
table; the letter obtained is then taken to the next table to be
compared with the character's home locale type. From this a
“family wealth-group” is found, for which further instructions
are given below.

Lineage status within the clan

Clan status Verylow low  Medium High Veryhigh
Very low A A B B Cc
Low A B B C D
Medium (o] D E F G
High D E F G H
Very high F G H | J

Clan-lineage values and family wealth-groups*

Localetype A B C D E F G H | J
Rural i1 2 2 2 3 3 4 5 6
Small town 1 2 2 2 3 3 4 5 B 7
Town 2 2 2 3 3 4 5 6 7 8
Large town 2 2 3 3 4 5 6 7 8 9
Small city 3 4 4 5 6 7 8 9 10 11
Large city 3 4 5 6 7 8 9 10 11 12
Metropolis 4 5 6 7 8 9 10 11 12 12

*These tables apply to the Five Empires. In the smaller states of
Mihallu, Milumanaya, Pechano, and Pijéna, family wealth-group
values never can exceed 10 (i.e. aresult of 11 or 12 = 10). In the still
smaller and poorer nations of Chayakku, Ghaton, Jannu, and Kila-
lammu, no wealth-group may be greater than 8, except possibly for
the immediate personal family of a king or ruler, which may be as
much as 10 (referee's choice).

Natives of the states of the far northeast use the following
table. It is also employed unmodified by inhabitants of the *civi-
lised"” citiesof N'lliss and Rannélu (Sec. 2.234). Residents of the
comparatively wealthier regions of Haida Pakala and Tsoléi uti-
lise the table as well, but they add 1 to the wealth-group number
found (e.g. a 5 becomes a 6).

Family status and wealth-groups—northeast lands

Localetype Commoner Priest Warrior/retainer Ruling lineage
Rural 1 3 4 7
Townlcity 2 4 6 8

A special table is needed for the Nyémesel Isles.

Family status and wealth-groups—Nyémesel isles

Locale type Commoner Priest
Rural 1 4
Townlcity 2 7



Tribesmen from the N'lGss hinterlands, the Lordn, nomads
from Hrga Lortnje and Rannalu, and natives of M'mércha and
Nmartusha have a wealth-group of 1 if they are “commoners"
and 4 if they belong to a “chiefly lineage.” The bedouins of the
Desert of Sighs have little money, and this is held in common
by the tribe in any case; a native of this region therefore has a
wealth-group of 1 or 2 at most. Clanless adventurers and wan-
derers from distant lands are assumed to have no access to family
wealth. They may have a little personal cash, however;, see below.

The nonhuman races, which have neither clans nor family struc-
tures comparable to those of mankind, require special notice.
The more organised, class-based species (particularly the Shén
and the Urunén) roll for family status on the table given for na-
tives of the far northeast in Sec. 2.234 and then roll again on the
wealth-group table for this area provided above. All others roll
D100 and multiply the score by 1 through 5, as determined by a
further arbitrary die roll. Nonhumans who have adopted human
ways and who live in human society (particularly the urban Pachi
Léi, Pé Chéi, and Tinaliya) roll as do other citizens of the Five
Empires. although in reality they lack the clan and lineage dis-
tinctions found amongst humans. Family wealth has no meaning
to the inimical races, the Mihalli, and the Nyagga. If characters
are to be developed from amongst these races, they must be
assigned whatever funds the referee thinks appropriaté.

The next step is to enter the following table with one’s wealth-
group number. D100 are rolled, and the score is multiplied (or
divided in one case) by the listed modifier. The result is the sum
(in Tsolyani Kaitars) the character's lineage or family currently
has on hand.

Family wealth
Wealth-group Modifierto D100 Wealth-group Modifier to D100

1 Divide by 2 7 x 30
2 0: no modifier 8 x 50
3 x2 9 x 100
4 x3 10 x 300
) x5 11 x 500
6 x10 12 x 1,000

Chargésh belongs to a very high clan. The Vriddi are unique ir.
having no internal lineages, however, and the referee informs
him that his clan-lineage value is arbitrarily a G. Fasiltumis a
large city, giving his family a wealth-group ot 9. He rolls a 64,
multiplies this by 100, and discovers that his relatives have 6,400
Kéitars now in their coffers. He rather hopes that his kinfolk like
him. since this may mean a loan or a gift for some project he desires.

A character's immediate, personal wealth consists of (a) from
1 to 10 percent (found by rolling D10) of his/her family wealth,
PLUS (b) a fortuitous amount also based upon the family's wealth-
group. This last is found in the table below; D100 are olled, and
any listed modifier is applied. This produces the number of K4i-
tars the character has in his/her purse.

Personal wealth

Family Modifier Family Modifier
wealth-group to D100 wealth-group to D100
1-3 0: no modifier 9-10 x5
4-6 x2 11 x 10
7-8 x3 12 x 20

Those who have no family wealth-group (e.g. clanless adven-
turers, certain nonhumans, etc.) roll D10 against the following
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table to find a multiplier/divisor. They then apply this to the score
of D100. Again, the result is the number of Kéitars the charac-
ter has.

Clanless wealth

D10 score Modifier D10 score Modifier
1-2 Divide by 2 8 x3
36 0: no modifier 9 x5
7 X2 10 x 10

Chargésh scores a 7 on his D10 roll, giving him a sum equi-
valent to 7 percent of his family's 6,400 Kaitars: 448 Kéitars. (Note
that this is NOT a percentage of his family's money itself but
rather a sum equal TO it—his relatives still have all their cash
after Chargésh has finished rolling the dice!) His family wealth-
group is 9. This lets him multiply his D100 score of 44 by 5, adding
another 220 Kaitars to his exchequer. This is a respectable sum
for a young gallant, but Chargésh had best husband his resources
carefully; old Jakalla can offer temptations of which even a Vriddi
from Fasfltum has never dreamed!

2.236. FAMILY.

Those who desire a fast and unhampered “‘adventure’ game
may ignore this Section, while players who wish to simulate
“Tékumel-reality” should roll to determine their relatives on the
tables below. The decision depends upon the group's style of
play. In actuality, of course, young people in many pre-industrial
cultures are frequently compelled to act as adults before they
are out of their 'teens, and a clan and family are crucially impor-
tant as sources of aid, advice, and sympathy.

Kinship structures were described in Sec. 1.510 ff. An average
lineage group within a clanhouse consists of anywhere from 5
to about 100 members, and there may be from 2 or 3 lineages
represented in a small clanhouse to as many as 50 in a great clan-
house in a major urban centre. In addition, a clanhouse contains
slaves, servants, employees, and guests of its members. A char-
acter who lives at home in the clanhouse in his/her native city
will thus be surrounded by relatives, while a person who resides
in the clanhouse in a distant location may be accompanied only
by members of his/her nuclear family. Only those who are clan-
less, estranged from their clan, on a long journey, or dwelling in
acity in which their clan has no house are likely to live in small.
individual lodgings. Some of these factors must be determined
by the referee, while others may be left to the player's choice.

Clansmen who are natives of the Five Empires or their client
states use the following table to establish their relatives. D100
arerolled.

Relatives
Dice score Parents*

01-10  None living, or parents unknown

11-20  One parent living; roll D10: 1-5 = father; 610 = mother
21-30  Both parents living

31-70 1-5 fathers and 1-5 mothers living; roll D10 and divide

by 2 for each

7190 1-10 fathers and 1-10 mothers living; roll D10 for each
91100  1-20 fathers and 1-20 mothers living; roll D20 for each

*Plural “fathers” and “mothers” occur not only because of polygyny
or polyandry; the kinship systems of the Five Empires classify one's
father's brothers as “fathers” and one’s mother's sisters as “mothers.”
One's father's sisters are “aunts,” and one's mother's brothers are
“uncles.” Cf. Sec. 1.510.



Dice score  Siblings
01-10  None living or now known
11-20 One; roll D10 to establish the sibling's sex: 1-5 = brother;
6-10=sister _
21-50  1-5siblings; roll D10 and divide by 2 to obtain their num-
ber and then roll D10 again as above to ascertain sexes
5180  1-10 siblings; roll D10 as above to establish their sexes
81-100  1-20 siblings; roll D10 as above to establish their sexes

*Children of one's father's co-wives and one's mother’s co-husbands
are classified as “brothers” and “sisters.” In addition, children of
one’'s father’s brothers and one’s mother's sisters are one’s siblings.
Offspring of one's “aunts” and “uncles” (see above) are considered
“cousins.”

If needed, the ages of one’s siblings can be found from the
following table.

Dice score Sibling’'s age

01-10  1-20 years younger than oneself; roll D20

11-30  1-10 years younger than oneself; roll D10

31-49  1-5 years younger than oneself; roll D10 and divide by 2

50-51 Same age as oneself: i.e. a twin (perhaps a 5 percent
chance), the child of one's parent's co-wife or co-hus-
band (a 45 percent chance), or the offspring of another
pair of one's “fathers” and/or “mothers"; cf. above (a
50 percent chance)

52-70  1-5 years older than oneself; roll D10 and divide by 2

7180  1-10years older than oneself; roll D10

91100  1-20 years older than oneself; roll D20

Within a clanhouse it is easily possible for a person to have close
relations with kinsmen other than one's parents and siblings.
The existence of such “significant” relatives is checked by rolling
D100 against the following table.

Dice score Important relative

01-20  No one special

21-40 A grandparent; roll D10 for sex, as above

41-60  Anuncle or aunt; roll D10 for sex, as above

61-90 A cousin (i.e. the child of an uncle or aunt; cf. above);
roll D10 for sex, as above, and check for the cousin’s
age, if needed

91-100  Some other elder within the clanhouse; roll D10 for sex,

as above; the referee must arbitrarily identify this person

If the age of a parent, aunt, or uncle is needed, a “‘generation"
of 25 years may be added to the age found on the table given
above for a sibling’s age. Two generations may be added (50
years) for a grandparent or a clan-elder. This may need adjust-
ment or even rerolling, if the results are anomalous.

Outside of the Five Empires and those client states which
adhere to the clan system, the presence of parents is established
by rolling D100 against the following table.

Dice score Parents

01-25  Bothliving

26-40  Father living but mother dead

41-55  Mother living but father dead

56-70  Father living but mother dead; father has remarried
or already has other wives

71-85  Mother living but father dead; mother has remarried
or (in certain societies) already has other husbands

86-100 Both parents dead
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Siblings, their ages, and other important relatives are found
from the tables above. A result of “both parents dead” but 20
siblings may seem a little odd, but such anomalies should occur
rarely—and can usually be explained away by a clever referee
in any case.

The foregoing tables are used to find some nonhuman families
as well. The monogamous races (the Hlaka and the Swamp Folk)
and the polygynous Urunén employ the last table above to de-
termine the existence of parents. The Pygmy Folk, the P& Chéi,
and the Shén replace the “‘uncle or aunt’ line in the “important
relatives™ table with “third sex': i.e. a Pygmy Folk hermaphro-
dite, a P& Choi neuter, or a Shén “egg-fertiliser” who played a
major role in raising the character. The remaining races have
nothing comparable to the human family, and they thus do not
use this Section. See also Secs. 1.510 and 2.223.

Chargésh is a Tsolyani and a clan-member. He scores a 40 on
the table for parents, giving him 1-5 “fathers™ and 1-5 “mothers""
His first D10 roll is a 7, and this is divided by 2 and rounded up
to produce 4 “clan-fathers” (among whom, presumably, his ge-
netic father is included). He next scores a 3, giving him 2 living
““clan-mothers.” A result of 62 on the next table provides 1-10
siblings, and a D10 roll then refines this down to 3. Further rolls
for each indicate that all of Chargésh’ siblings are sisters. Char-
gésh then rolls 2 97, and the required D20 roll indicates that the
first sister is 14 years older than he. Another score of 69 makes
the second girl 1-5 years older than Chargésh also. A D10 roll of
9 is divided by 2 and rounded up to make her elder to him by 5
years. (In this case rounding is not really necessary: 4.5 could
be read as four and a half years.) The third sister turns out to be
3 years older as well. He is thus the youngest child in his family
and the only male, both probable causes of the serious spoiling
he received in infancy. A D100 roll of 97 followed by a D10 score
of 1 indicate that he was taken in hand by some elderly male
clansman, however, and this saved him from complete spoiia-
tion. The referee arbitrarily decides that this person must have
been Kelmaru hiVrfddi, the clan’s aged historian and Keeper of
the Relics. Chargésh spent many happy hours of his youth in
the Red Sandstone Hall of Ancestral Victories listening to Kel-
maru'’s quavering recitation of the epics, fingering the time-dimmed
banners, and longingly stroking the great, curved Salarvyani
swords brought home by his forefathers from the Mmillaka Cam-
paign of 1,329 A.S. Kelmaru has long since passed to his reward
in Vimuhla’s fiery paradises, but Chargésh still buys a Hmélu
beast each year and sacrifices it at the temple in the old man's
memory.

2.237. MARRIAGE AND CHILDREN.

Again, this Section may be treated as optional, particularly
by younger players. In reality, of course, most young adults in
pre-industrial societies are married at an early age, and to be
unmarried and childless at age 30 is a source of embarrassment
for both men and women. A man without a family is still consi-
dered a child amongst the N'liss and he cannot be chosen chief
of his war-band. Even some nonhuman species (e.g. the Hlaka
and the Swamp Folk) look upon a childless adult as aberrant.

Although a family is a serious responsibility, one need not
cart one's spouse[s] and offspring about on journeys or difficult
missions. Cf. Secs. 1.510 through 1.560. The extended family
systems and the great, rambling clanhouses of the Five Empires
provide more child-care and adult supervision than is generally
possible in societies oriented more towards individualism. Many
adults, both male and female, thus leave their families in the care
of their clans (or, in non-clan-based societies, with other rela-
tives) while they are off on a journey or some important project,
going home to visit them only occasionally.



The following table is employed by all humans and by those
nonhuman races which have comparable family structures (Secs.
1.510 and 2.223). The age-ranges of the latter must be adjusted
to match the categories of the table. It is also noteworthy that
rural people tend to marry earlier than city-dwellers. Members
of high and very high clans, scions of chiefly lineages, and chil-
dren of the priestly families of the Nyémesel Isles do not wed
until a little later than other groups in these societies, and such
characters thus use the following tabie at a-modifier of +5 to
their D100 scores. A roll within the ranges given below indicates
that the character is married; anything above shows that he/she
is single. :

Age-ranges and dice scores within which one is married

01-55

Males: Rural 01-30
Town/city 01-20 01-30 01-45. 0165
Females: Rural 01-40 01-50 01-65 01-85
Town/city 01-35 01-45 01-60

01-80

It one spouse is found, the character rolls again on the pre-
ceding table with a + 20 modifier to the dice score to determine
whether he/she has a second wife/husband. If such a person
exists, a third roll is made at a +30 modifier—and again at a
+ 40, a + 50, etc. until a result of “unmarried” is obtained. The
monogamous nonhuman races and the “‘good clan girls” men-
tioned in Sec. 1.520 need not check for plural mates. The age of
a spouse is established with the tabie given in Sec. 2.218. If this
results in a husband being younger {by more than 1-5 years) than
the wife, or a wife being older than her husband (by the same
amount), a confirming D10 roll is made: 1-2 = the result stands;
3-10 = the spouse’s age is rerolled.

One need not be married to produce children. Questions of
marital fidelity are discussed in Secs. 1.520 and 1.530. The fol-
lowing table is used to ascertain the existence of children, and
if a child is found, there is a 70 percent chance that it will be the
offspring of a legal spouse (if the character is married) and a 30
percent chance that it will be born to a slave or concubine. In the
latter case the character may choose between acknowledging
the child as his/her legal heir or sending it off to the slave quar-
ters to be raised there. Cf. Sec. 1.721.

Number of children

Character's
age-range None One Two Three Four  Five
16-20 0180 8195 96100 — - -
21-25 0165 6690 9195 96100 — -
26-30 01-50 5175 7690 995 96100 —
3140 0140 4160 6185 8690 9195 95100

Infant mortality is high. A D100 roll is made for each child: 01-35=
the child is deceased; 36-100 = the child is living. The sex of each
child is determined by rolling D10: 1-5=male; 610 = female. Chil-
dren’s ages are found from the following table.

Chiidren’s ages
Character's
age-range Child's age
16-20 1-2 years; rol! D10: 1-5 =1 year; 610 =2 years
21-25  1-5 years; roll D10, divide by 2, and round up (or, if de-
sired, retain a .5 as half a year)
26-30 1-10 years; roll D10 »
31-40 115 years; il D20, and if the score is over 15, subtract 5
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Children of the same age may be twins, triplets, etc. (10 per-
cent chance). They may also be the offspring of co-spouses or
of slaves or concubines.

Chargésh is a 22 year old male, the product of an urban envi-
ronment, and a member of a very high clan. He thus has only a
25 percent chance of being married, and he scores a 100—and
heaves a sigh of relief, since his plans do not include a family
tor some time to come. He rolls a 67 on the table for children,
however, making him the unwilling father of one. Since he is not
married, this cannot be the child of a wife. He next rolls to see
if the mother is one of the slaves in his clanhouse or the concu-
bine his clan-fathers gave him on his 15th birthday. A 43 (lower
than the 71-100 needed for this) shows that this is not the case.
The infant must be the by-product of one of Chargésh’ youth-
ful peccadilioes. No one has come to the Vriddi clanhouse de-
manding Shamtla (Sec. 1.740), and it is therefore probable that
the mother either passed the baby off as hers by some other man,
or that it died at birth. A score of 40 indicates that the chiid stili
lives. A D10 score of 2 denotes a male, and a further D10 roll of
6 divided by 2 gives its age as 3 years. Thinking back, Chargésh
realises that this was about the time of his romance with the
Yan Koryani girl mentioned in Sec. 2.232. He recalls that shortly
after their affair had broken up, her clan married her to a pleasant,
moon-faced ninny of a trader within her own clan. Come to think
of it, people did comment upon her baby’s resemblance to the
Vvrddi: the same hawk-nose, high cheekbones, deep-set eyes . . .
Perhaps she blamed it all on the dry desert air of Fasiitum?

2.238. EDUCATION.
What little education exists on Tékumel was discussed in Sec.
1.831. The following levels of schooling are needed:

1. None: the character cannot read or write. He/she may have
a good command of oral literature and tradition. of course,
and simple arithmetic can be done mentally or by counting
on the fingers.

2. Elementary: this level is attained through the tutors of many
lower and medium clanhouses and in the primary schools
of the temples. The character can read and write his/her
native tongue (if it has a script; Sec. 1.711). Basic arithmetic
and practical business procedures may be known, and the
person also has a smattering of information about other
concerns of the society. Even if the character's native tongue
has no writing system, there is still a 50 percent chance
-of being literate in some other language learned in Sec. 2.232.
In most cases this will be the tongue of the referee’s starting
locale, but the referee may substitute another of the lan-
guages known to the person instead.

3. Intermediate: the character is fully literate in his/her native
tongue (again assuming it is a written language). In addition,
there is a 70 percent chance of knowing the script of one
second modern language acquired in Sec. 2.232 (player’s
choice). If the character is literate in this second language
and also speaks a third, there is a further 50 percent chance
of having learned its script as well. For example, Chekt'unish
Arodlé, a Mu'ugalavyani, has an intermediate education. He
can thus read and write Mu’ugalavyani. He was born near
the Livyani border and obtained a knowledge of Livyani in
Sec. 2.232. He scores a 30 on his D100 roll and therefore
knows the Livyani script. The referee’s starting locale is
Jakalla, and this character thus also must speak some Tsol-
yani. He scores a 60, unfortunately, and will have to “buy”
literacy {Sec. 2.239) in this tongue, if he wants it. Those with
intermediate educations are acquainted with the rudiments
of modern knowledge: politics, their religious tenets, a bit
of history, and possibly some literature. This sort of edu-
cation can be had from the temple academies or through
private tutelage in a wealthy clan or ruling family.



4. Advanced: the character is literate in all of the languages
helshe has gained in Sec. 2.232 and has also been exposed
to some of his/her culture’'s refinements: art, literature,
theology, the epics, history, a little science, etc. Particular
specialisations will be established in Sec. 2.239. Such an
education costs a great deal and can only be had through
the higher institutes and seminars of a temple or through
tutors provided by a very wealthy clan or ruling family in a
literate society (e.g. the Nyémesel Isles).

Access to an education depends upon provenience, clan-
lineage status, and /or social class, and wealth. The family
wealth-groups established in Sec. 2.235 are used in the following
table. One finds the column containing one’s wealth-group and
rolls D100 to ascertain one's educational level at the start of the
game. Young characters (those in the 16-20 age-range) apply a
modifier of —5 to their dice scores. Clanless adventurers and
others who have no wealth-group numbers (e.g. certain
nonhumans) are unlikely to have a good education. They roll
D10, divide by 2, and round up to obtain the wealth-group
number they employ in the table.

Family weaith-groups and dice scores

Amount of education 1 2 3 4

None 01-90 01-80 01-70 01-60
Elementary 91-99 81-95 71-80 61-85
Intermediate 100 96-99 9197  86-95
Advanced — 100 98-100 96-100
(cont.) 5 6 7 8

None 01-50 01-40 01-30  01-20
Elementary 51-80 41-75 31-65 21-50
Intermediate 8190 76-85 66-80 51-70
Advanced 91-100 86-100 81-100 71-100
(cont.) 9 10 11 12

None 01-10 01-02 01 —_

Elementary 11-40 03-30 02-20 01-10
Intermediate 41-60 31-50 21-40 11-30
Advanced 61-100 51-100 41-100 31-100

Illiterates need not despair. They may buy Reading/writing
with skill points; cf. Sec. 2.239. Whenever the referee deems that
a character has attained sufficient skills in a higher educa-
tional/provenience group, he/she may be permitted to advance in
overall educational level: e.g. a character who begins with an In-
termediate education and then gains skills in the Advanced
category (by purchasing them with extra points at the start of the
game, or by studying them during the game) may be said to have
improved his/her education to an overall Advanced level. The
point at which this is allowed is left to the discretion of the
referee. :

Chargésh has a family wealth-group of 9. He scores a 59 and
finds that he is well educated. His clan sent him to the Sanctuary
of the Ever-Burning Flame in Fasiltum, and the priests there did
all they could to fill his unwilling skull with learning. He is
literate in both Tsolyani and Yan Koryani, the languages he ac-
quired in Sec. 2.232. What he makes of himself will be seen
below.
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2.239. SKILLS.

Everyone learns certain skills during childhood and
adolescence. This is simulated by providing characters with
“skill points” at the start of the game and allowing them to
“buy” levels of skills they desire from the lists given below. Part
of one's skill point total is arbitrary, depending upcn one's In-
telligence (Sec. 2.215) and one’s age (Sec. 2.219). The remainder
is the score of a D100 roll, representing chance opportuniies
arising during adolescence. The arbitrary portion of one's skill
points is found in the following table:

Arbitrary skill points

Age-ranges and skill points given

Intelligence i

score 16-20 21-25 26-30 31-40
-01-20 5 10 15 20
21-40 8 15 20 25
41-60 15 20 30 40
61-80 25 40 60 75
81-95 35 60 90 100
96-99 50 80 110 125
100 65 100 140 150

Skills are divided according to their logical provenience: (1)
“tribal" crafts are known to nomads, the N’'liiss and the Lorun,
and natives of such regions as M'mércha, Nmartisha, and
Ranndlu. (2) “Rural” skills are practiced by peasants and in-
habitants of small towns throughout the Five Empires and
simliar locales. (3) “Urban" skills are the arts and crafts of town-
and city-dwellers. This is again divided, however, into skills
found mainly in the lower and middle classes and those which
are the prerogative of the upper classes: (3) is thus titled
“Urban,” and (4) is the “Upper class" list.

These divisions correlate to a large extent with family wealth-
groups (Sec. 2.235). Most tribesmen belong to wealth-groups 1
and 2; peasants to wealth-groups 1 through 4 (and occasionally 5
or 6); townsmen may be very poor (i.e. wealth-group 1), but most
are of wealth-groups 2 through 7; and a better education (and
money!) make the upper class arts and pursuits the province of
wealth-groups 8 through 12—although occasionally a lucky
youth may gain access to them, even though his family is less af-
fluent. These ranges must be shifted downwards in the case of
the smaller and poorer societies: e.g. Pijéna, the states of the far
northeast, and the Nyémesel Isles; cf. Sec. 2.235. The wealth-
groups of the nonhuman species must be determined arbitrarily
by the referee, as indicated above.

Educational levels (Sec. 2.238) may also be matched with
these divisions. Almost all tribesmen are likely to be illiterate,
although a few may “know their letters' to the elementary stage,
and an occasional rare individual may have reached the in-
termediate level. A slightly higher percentage of rural people will
be able to read and write; some will have an intermediate educa-
tion; and a few will have been fortunate enough to catch the eye
of some wealthy clan-brother or priestly patron and thus been
granted an advanced education. A majority of urban middle
class people (natives of anything from a “town” to a
“metropolis,” in the terms used in Sec. 2.231) will still be il-
literate, but a goodly number will have an elementary education;
many will have reached the intermediate stage; and the upper
classes (and certain lucky but less wealthy youths) will have had
access to advanced studies. This correlation is by no means ex-
act, but it is enough for game purposes.



The skill lists therefore have three sets of headings: (1) pro-
venience, (2) family wealth-group ranges which usually have ac-
cess to these skills, and (3) appropriate educationat levels for
these competences. The referee must combine these three fac-
tors for each character in order to find the proper column from
which that character must select his/her skills. An illiterate peas-
ant must choose all of his/her skills from the ‘“‘rural’” column. A
townsman of the middie classes (i.e. wealth-groups 2 through 7)
and an intermediate education must select skills from the “ur-
ban” list. A member of the upper classes (wealth-groups 8 through
12) must pick from the “‘upper class’ group, even if he/she has
no education whatsoever—such a wealthy but indolent youth
will have few skill choices, and it serves him/her right for having
frittered his/her adolescence away in pleasure and dissipation!
Anomalies—persons with more or less wealth or education than
may normally be found for their provenience—must be decided
by the referee (see below).

Skill points are “invested” as follows:

1. At the start of the game, all of a character's available skill
points must be completely utilised. Points cannot be “'saved”
for later use, and any points left over (i.e. which were not
invested, or which are fewer than 5, the cost of one level of
a skill of minimum complexity) are simply lost. These skill
points are of no further use after a character has been esta-
blished. skill development during the course of the game is
done by a different method, to be described below.

2. The cost of one level of a skill is given in parentheses after
its name in the following lists. Skills are divided according
to their assumed levels of complexity: easier arts and crafts
cost as little as 5 skill points per level, while more difficult
skills and fields of study are priced as high as 20 or even
25 points.

3. Acquiring only one level of a skill gives little more than a
“hobbyist’s” competence; cf. Sec. 1.840. The character
knows a little about the subject but has no real grasp of it.
A second leve!l adds more expertise, and a third level brings
the person to the stage of “‘apprentice.”” Every three levels
thereafter raise the character one ability level, as defined in
Sec. 1.840: e.g. 6 levels of a skill make the person a “jour-
neyman,” 9 a “‘craftsman,” etc. In practical terms. advanced
levels of all skills add ability and experience; many provide
further regional and/or historical competences; and some
give knowledge of sub-topics and special divisions of the
skill. The use of skills during the game will be discussed in
alater Section.

4. A few skills have limitations on the number of levels required
for mastery: e.g. Reading/writing need be taken only to the
second level for each language; there are five levels for any
modern language and ten for an ancient or ciassical tongue,
etc. Most skills have no maximums, however: the more levels
obtained, the better qualified the character is. Practical
maximums—the levels beyond which it makes little sense
to go on investing points—must be decided by the referee.
Ten levels of Swimmer, for example, might make a character
reasonably at home in the water, whereas one could go on
bettering one’s abilities as a warrior or a sorcerer indefin-
itely without ever reaching any top limit.

5. Some skills provide language competences in addition to
those gained in Sec. 2.232. The elementary level of a modern,
spoken tongue is acquired by buying one level of the Inter-
preter skill. Four more ievels would give the person native
proficiency. Languages acquired in Sec. 2.232 can also be
improved by adding levels of the Interpreter skill: e.g. if
Chargésh wished, he could improve his Yan Koryani from
the intermediate to the native stage by purchasing 3 more
levels of the Interpreter skill and aliocating them to Yan
Koryani. The Interpreter skill must be bought separately, of
course, for each language, and it may be used for any modern
tongue. It does not include literacy, however, and 2 levels

6.

10.

1.

of Reading/writing must be purchased for any language in
which one wishes to be literate.

Ancient and classical languages were not available under
the provisions of Sec. 2.232. At the start of the game they
can be bought with skill points, however, usually through
acquiring levels of the skill of Language. Each ancient or
classical language has 10 levels of competence, and there
are certain limitations on the *“forbidden” languages of the
temples (Sec. 1.711, and see below).

. Three skills provide competence in a modern, spoken lan-

guage at no further cost in skill points: Merchant, Ship Cap-
tain, and Slaver. A language gained through these skills
can be improved as stated in the skill descriptions, or it may
be developed by purchasing levels of Interpreter and allo-
cating them to the language. For instance, one who buys
3 levels of the Merchant skill receives the elementary level
of any modem tongue free. The second level of this language
can then be had by purchasing 3 more levels of Merchant,
or—more quickly and cheaply, if the person does not wish
to expend more points on the Merchant skill—by buying a
level of the Interpreter skill and adding it to the language.

. In addition to the skill of Language itself, four (and possibly

five) skills give competences in an ancient or classical lan-
guage. The levels of mastery differ from skill to skill (see
their descriptions in the lists). These skilts are: Alchemist,
Apothecary, Historian, Philospher, (and Scholar, g.v.). The
tongue thus acquired cannot be improved by adding more
levels of these skills themselves, however, but rather by
buying levels of the skill of Language and allocating them
accordingly.

.Social rank in one of the hierarchies of the societies of the

Five Empires (Sec. 1.800 ff.) is automatically acquired at the
start of the game by purchasing levels of the following skills:
Official, Priest, and Soldier. A fourth, Philosopher, can pro-
vide priestly rank if the character does not also take the skill
of Priest itself. See the skill descriptions for the details. The
referee must adjust the status of nonhumans and others
who do not share the social structures of the Five Empires.
in order that there be no misunderstanding, ONLY the skills
of Warrior and of Assassin provide fighting prowess, and

ONLY the skills of Shaman and Sorcerer enable a character

to employ magic. Each level of Sorcerer acquired at the start

of the game must also be matched, level for level, with a

fevel of the skill of Priest: e.qg. if one buys 2 levels of Sorcerer,

one must also purchase 2 levels of Priest.

Very few skills occur in all four provenience lists. Those

wishing to acquire skills from lists other than their own

may do so by the following methods:

a. One may pay extra costs per skill tevel: DOUBLE for a
skill in a column adjacent to one’s own, TRIPLE for one in
a column separated from one’s own by another coiumn,
and QUADRUPLE for a skill in a column three columns
removed from one’s own list. A peasant thus pays doubie
to acquire a level of an urban skill, and a tribesman would
pay four times the listed cost for an upper class skill (as
would a nobleman who bought a tribal skill).

b. One may pick a single skill from a column headed by one’s
educational level, if this is higher than that heading one’s
provenience column. For example, a tribesman with an
intermediate education can select one skill from the urban
list (which is headed also by “intermediate”)—but none
from the intervening rural column. The direction of this
concession is always UPWARD; a peasant with an advanced
education can choose one upper class skill, but thisdoes
not work in reverse: a nobleman with only an elementary

education cannot obtain a skill from the rural list without
paying the aforementioned triple costs for it. A skill ob-
tained in this special way costs only its normal, listed price
per level.



The choices of which skills and how many levels to buy of each
are left to the players. All of one's skill points may be invested
in just one skill, making the character a highly trained but very
limited specialist, or one may purchase single levels of several
skills (assuming that one has the points to do so), creating a
“Jack-of-all-trades-but-master-of-none.” The same may be done
with languages: one may choose to speak a little of several or to
know one extremely well. The question of professions will be
dealt with later in Sec. 2.240 ff. This should be read before making
skill decisions. The cost in skill points for each level of a skill
is given in parentheses directly below it in the following lists.
Also included in these parentheses are numerals indicating
‘prerequisites’: abilities or knowledge the character must have
before this skill can be selected. These latter are:

Numeral Meaning

1 Literacy is needed for this skill. An illiterate character
must somehow acquire two levels of the ""Reading/
writing” skill before choosing this one

2 This skill is available only in appropriate locales: e.g. a
tribesman from a flat, densely forested region cannot
choose “Mountaineer” or “Desert Expert”; a townsman

Tribal Rural
1-2 1-6
None Elementary

from the arid lands around Khirgar cannot select “Swim-
mer,” “Sailor,” “Ship Captain,” or other skills connected
with the sea. Such a person may acquire “Fisherman,”
however, since there are streams and lakes in northern
Tsolyanu. His/her expertise will be very different from
the “Fisherman" who grew up on the seacoast. of course.

3 The character must have a minimum intelligence score
(Sec. 2.215) of 30 to select this skill

4 An intelligence score of 50 or greater is required

An intelligence score of 61 or greater is required

6 This skill has special prerequisites; these will be
described in the discussions following the skill lists

(4]

The headings of the skill lists may be recapitulated: the top
line is the approximate provenience group; the second line con-
tains the family wealth-groups probable for the majority of per-
sons in this group; and the third line gives the maximum edu-
cational level obtainable by members of the group.

Urban Upper class
(12-7 (1-7)8-12
Intermediate Advanced

Animal/bird knowledge

Animal husbandry

(10; 2) (5)
Basket weaver Baker
(5) (5)
Boat builder Barber
(5; 2, 3) (5)
Butcher Basket weaver
(5) (5)
Desert expert Boat builder
(15; 2, 3) (10; 2, 3)
Fisherman Bootmaker
(5) (3)
Fletcher Butcher
(10;3) (5)
Hunter Carpenter
(10; 3) (5;3)
Mineral recognition Cook
(15; 4) (5)
Mountaineer Dyer
(10; 2) (5)
Plant recognition Farmer
(15;4) (5)
Sailor Fisherman
(5:2) (5)

31

Apothecary Administrator
(15;1, 4) (10;1,3)
Architect Alchemist
(15; 1, 4) (20; 1, 4)
Armourer Antique collector
(15, 3) (10; 1)
Artist/sculptor Arms and armour collector
(10; 4) (10)
Assassin Artist/sculptor
(25; 6) (15; 4)
Baker Astrologer
(5) (20;1,5)
Barber Astronomer-navigator
(5) (20;1,5)
Basket weaver Author
(5) (15;1, 4, 6)
Beast trainer Botanist
(10; 4) (20; 1, 4)
Bootmaker Courtesan/Don Juan
(5) (10;6)
Bricklayer Dancer
(5) (10; 3)

Business administrator
(10,1, 4)

Engineer-architect
(20; 1, 4)



Upper class

Tribal Rural Urban
1.2 16 (1)2-7 (1-7)8-12
None Elementary Intermediate Advanced
Shaman Fletcher Butcher Etiquette and courtly manners
(20;6) (10; 3) (5) (10;3)
Speaker Hunter Carpenter Falconer
(20; 6) (10;3) (5;3) (10; 3)
Swimmer Mason Carpetmaker Geographer
(5;2) (10:3) (5:3) (20; 1, 5)
Tanner Merchant Cook Geologist
(5) (10; 3) (5) (20,1, 4)
Tracker Miller Dancer Historian
(10: 3) (5) (10; 3) (20; 1, 4)
Trapper Miner Dyer Hunter
(10: 3) (5) (5) (10; 3)
- Warrior Moneylender Entertainer Interpreter
(20) (10: 3) (15) (20; 4, 6)
Weaponmaker Official Farmer Jewel collector
(15: 4) (15:1.4) (5) (10; 3)
Weaver Potter Fletcher Land administrator
(5) (5) (10; 3) (10;1, 3)
Priest Glassblower Language
(20: 1. 4) (5,3 (20; 4,6)
Reading/writing Grocer Mathematician
(10:3) (5) (20;1,5)
Rope/net maker Interpreter Musician
(5 (20; 4,6) (15; 3)
Sailor Jeweller-goldsmith Numismatist
(10: 2, 3) (15; 3) (15;1,3)
Smith Language Official
(10; 3) (20; 4,6) (15;1, 4)
Soldier Lawyer Orator
(20: 3, 6) (15;1, 4) (15; 1, 4, 6)
Sorcerer Locksmith Philosopher
(20; 1, 6) (10; 3) (20;1,5)
Swimmer Mason Physician
(5) (10;3) (20;1,5)
Tailor Merchant Poet
(5) (10; 1, 3) (15,1, 5)
Tanner Miller Priest
(10) (5) (20; 1, 4)
Warrior Miner Reading/writing
(20) (5) (10; 3)
Weaver Moneylender Scholar
(10; 1, 3) (20; 1,5, 6)

(5
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Urban
(1)2-7
Intermediate

Upper class
(1-7)8-12
Advanced

Musician
(15; 3)

Official
(15;1,4)

Panderer
(5)

Paper/ink maker
(10,1, 3)

Perfumer
(10,1, 3)

Physician
(20;1,5)

Potter
(5)

Priest
(20; 1. 4)

Prostitute
(5; 6)

Reading/writing
(10: 3)

Rope/net maker
(5)

Sailmaker
5)

Sailor
(10;2,3)

Scribe-accountant

(15.1,4)

Shipbuilder
(15:1,2, 4)

Ship captain
(20,1, 4)

Staver
(10, 3)

Smith
(10, 3)

Soldier
(20; 4)

Sorcerer
(20;1,6)

Swimmer
(5; 2)

Shipping administrator

(10:1,3)

Soldier
(20; 4, 6)

Sorcerer
(20; 1, 6)

Swimmer

(6)

Warrior
(20)

Wine connoisseur

(10;1)

Urban
(12-7
Intermediate

Tailor
(5)

Tanner
(10

Warrior
(20

Weaver
)

Wheelwright-carter

(5)

Winemaker-brewer

(10: 3)
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These lists are by no means exhaustive. There are several
hundred separate and identifiable skills and professions in the
Five Empires alone. The referee may therefore devise more it
desired.

Some of the above-mentioned skills are self-explanatory.
Others require comment.

Tribal skills:

Animal/bird knowledge: immediate recognition of species found
in the tribe’s habitat and familiarity with the habits and qual-
ities of these animals, etc. There is a 50 percent chance of
making correct guesses about similar species in other re-
gions. Includes the ability to train domesticable fauna with-
in the tribe’s experience. This takes about 1-5 months to
complete, depending upon difficulty and the tasks deman-
ded of the creature.

Boat builder: various tribes of M'mércha, Nmartisha, and Ran-
nalu build small coracles of leather; the N'lliss and the Lo-
rin make rafts, dugouts, and bark canoes

D e sert expert: ability to live in an arid region and find any water
available there; knowledge of desert flora and fauna; capa-
bility of concealing cneself in the desert and utilising other
features of the environment

Fietcher: ability to make self-bows, composite bows, and long-
bows, plus their ammunition—but not crossbows or larger
missile weapons

Hunter: knowledge of food animals and their habits; ability to
use hunting spears, clubs, throwing sticks, bows, or slings
(depending upon the tribe; Sec. 1.960); useful in conjunction
with Tracking and Trapping. Every tribal male (or female a-
mongst the Lorun) should have at least 2 levels of this skill
in order to survive

Mineral recognition: ability to identify and use minerals employed
by one’s tribe as paints, poisons, medicines, etc; capability
of recognising deposits of these minerals; no relevance to
the finding of gold, gems, or precious metals used by the
larger cultures, however

Mountaineer: knowledge of climbing and survival techniques at
high altitudes; no expertise in “technical” mountain-climbing:
e.g. roping, pitons, or other complex methods

Plant recognition: familiarity with plants and food sources within
the habitat of one’s tribe; knowledge of roots, herbs, etc.
used for paints, poisons, medicines, ropes, cloth, etc. A
tribal woman character must take at least two levels of this
skill

Sailor: experience in small boat handling; only applicabie in locales
where boats are regularly used: e.g. western M’'moércha

S h aman: knowledge of tribal sorcery, religion, and some healing.
In order to use magic one must have the following minimum
scores in ALL THREE of the talents of Intelligence, Psychic
Ability, and the Psychic Reservoir (Secs. 2.215 and 2.216).
This will apply to rural, urban, and upper class sorcerers as
well; see below. A high score in one or two of these three
qualities does NOT make up for a deficiency in the third.
Those who lack these minimums cannot use sorcery of any
kind, although they can operate ancient magico-technolo-
gical devices (Sec. 1.620)

Branches of sorcery and minimum scores needed

Ritual magic Psychic magic Both

Talent only only branches
Intelligence 65 55 75
Psychic ability 50 70 80
Psychic reservoir 60 60 60



Tribal skills:

Speaker: ability to orate and harangue one's tribe. Requires a
Charisma score of 81 or higher (Sec. 2.218). This skill also
provides a modern foreign language (and if used only for
this purpose, the Charisma requirement is waived). The
language should be one logically available to the tribal char-
acter, of course. Only spoken competence is included. It is
thus similar to the Interpreter skill (below)

Tracker: expertise in tracking both animals and inteiligent beings,
particularly in the sort of terrain inhabited by one's tribe

Trapper. knowledge of nets, pits, ropes and sinews, other trapping
devices, and the animals which can thus be caught

Warrior: ability to fight in the customary tribal fashion and to em-
ploy all of the weapons of war utilised by one's people. This
does not imply any knowledge of the arms and armour of
the larger nations, nor any discipline as a soldier. Tribal
warriors generally fight as individuals or perhaps a loosely
organised band under a war-chief; cf. Secs. 1.822 and 1.960.
Acquiring expertise in specific weapons will be detailed
later in the Sections dealing with combat

Weaponmaker: ability to manufacture all of the weapons and
protective gear used by one's tribe, except for bows and
arrows, which are the province of the Fletcher. In the case
of the N'lliss, this may include a littie smithing, but most
other tribal peoples cannot work metals and must import
metal tools and weapons from elsewhere

Weaver: knowledge of clothmaking and the garments worn by
one's tribe; cf. Sec. 1.950

Rural skills:

Animal husbandry: knowledge of animals and fowl used for food
in one's locale; familiarity with feed, forage, herding, and
veterinary medicine

Cook: ability to prepare the simple dishes of a rural culture

Farmer. expertise in crops, soils, fertilisers, sowing, reaping,
plant diseases and pests, etc.

Fletcher: much as for the tribal Fletcher's skill

Hunter: as for the tribal Hunter's skill, but with Specialised know-
ledge of local animals. This skill also includes some exper-
tise in traps, furs, and a little tracking ability (but not to the
same extent as the tribal Hunter skill)

Mason: experience in crude stoneworking and rural construction

Merchant: familiarity with regional products, costs, wholesale and
retail prices, markets, official practices, etc; cf. Sec. 1.730
ff. A rural merchant does not strictly require Reading/writing,
but literacy will be important to one who wishes to climb
the social ladder

Miner: expertise in tunneling, ore extraction, and possibly basic
smelting. Miners can recognise deposits of the minerals
which they have mined, and there is a 25 percent chance
of making a good guess about other common ores and
stones as well.

Moneylender: knowledge of rates, interest, speculation, prices
and commodities; cf. Sec. 1.730 ff. Like the rural merchant
avillage moneylender may be illiterate and do all his sums
in his head

Official: familiarity with rural bureaucracy and government. The
exact duties of an official must be specified by the referee;
cf. Sec. 1.810. At the start of the game, a character is pro-
moted one administrative Circle (Sec. 1.810) for each three
levels of this skill purchased. If the player and the referee
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wish, the character_}néyTtiﬁ_hoid'his}her post as the game
opens; otherwise it is assumed that he/she has already given
it up—or been sacked?

Priest: implies an intermediate education (although rural priests
may only have studied to the elementary level), temple train-
ing, knowledge of the rituals and dogmas of one’s sect (Secs.
1.610 and 2.233), and perhaps a little healing and medical
expertise (but not to the extent of the urban Physician skill).
The priestly skill does NOT necessarily include sorcery, the
skill of Sorcerer must be purchased separately (below). At
the start of the game, a character is promoted one priestly
Circle (Sec. 1.832) for each three levels of this skill acquired.
If the player does not wish his/her character to hold formal
rank in the temple hierarchy (and thus be subject to its re-
gimen), he/she may opt to make the character a Lay Priest;
cf. Sec. 1.832 for details. The status of nonhumans and
characters whose native lands lack a Circle system must
be decided by the referee

Reading/writing: this skill is used to acquire both native and
foreign language literacy. A maximum of two skill levels is
all that is needed for each language: e.qg. if one knows Tsol-
yani and Salarvyani but can read/write neither, then four
leveis of this skill make the character literate in both. Liter-
acy in the ancient and classical languages (Sec. 1.711) is
NOT acquired with this skill, however; instead, one must
purchase levels of the skill of Language (see the urban and
upper class lists, below). Another important use of the Read-
ing/writing skill is to raise one's overall educational stan-
dard (Sec. 2.238). This may be done up to the normal ievel
for one's provenience (see the preceding lists) or even be-
yond it. Four levels of the Reading/writing skill must be
bought in order to gain one level of general education—and
it may thus sometimes be cheaper to pay the extra points
mentioned under (11, a), above, for skills in columns other
than one’'s own, rather than raise one's educational level
by this means. Still, a better education aids a person in his
ther climb up the social ladder, and this option is thus left
to the player. An urban person with no education can thus
gain an intermediate education by purchasing eight skill
levels of Reading/writing for 80 points—or an advanced
education for 120 skill points. This provision applies only
when a character first enters the game; once he/she is esta-
blished, further skills and education must be gained as
described in Sec. 2.420 ff.

Smith: knowledge of smelting, forging, and other techniques;
some expertise in making weapons and armour, but not to
the extent of the urban Armourer (below). Bronze and copper
are the metals usually worked by village smiths. See also
the Tanner skill, below

Soldier: this skill is only available through formal military ser-
vice: an army, a temple guard, a city militia, or the Sakbe
Road guards (Secs. 1.821 and 1.740). The referee may choose
an appropriate unit from the published sources (e.g. “The
Armies of Tékumel; Volume I: Tsolyanu,” by Gary Rudolph
and M.A.R. Barker, Minneapolis, 1978), or one may be cre-
ated to fit. This skill cannot be chosen by natives of lands
lacking standing armies and a military tradition. If the player
and the referee wish, the character may still be an active
member of his/her unit; otherwise it is assumed that he/she
has already left the service when the game begins. At the
start of the game, a character is promoted one military rank
(Sec. 1.821) for each three levels of this skill purchased. It
is strongly suggested that the Soldier skill be combined
with levels of the skill of Warrior (below), however, since the
former does NOT include fighting prowess but rather a know-
ledge of military organisation, discipline, procedures, for-
mations, marching and drilling, and other matters required
by the “career soldier.” To be a good fighter, one must buy
levels of the Warrior skill



Sorcerer: only available normally through a temple academy
(Secs. 1.620 and 1.832). There is only a 5 percent chance
that a rural youth may have learned some sorcery from a
wandering Lay Priest (Sec. 1.832) or a private tutor. At the
beginning of the game, those who have studied magic in a
temple MUST match each level of the Sorcerer skill with
one level of the skill of Priest (above). A Priest-Sorcerer need
not remain in the temple hierarchy, of course, but may be-
come a Lay Priest. This skill has the same strict prerequi-
sites as were given for Shaman in the tribal list: one whose
scores in Intelligence, Psychic Ability, AND the Psychic
Reservoir are too low cannot learn or practice sorcery. The
acquisition of specific spells and magical powers wili be
discussed later in the Sections dealing with sorcery

Tanner: skill both in manufacturing leather goods and also in
the working of Ch/én-hide (Sec. 1.960) into tools, weapons,
and armour. A rural tanner thus knows the basic techniques
but lacks the refinement of the urban artisan who makes
Chl/én-hide into arms and armour; cf. under Armourer in
the urban list

Warrior: as for the tribal Warrior, but with expertise in weapons
available in the rural environment: fists, daggers, spears,
self-bows, possibly longbows (in such specific areas as
the Kart Hills), and perhaps a little crude swordsmanship.
A peasant who has served as a soldier (above) will know
more of urban weapons and fighting styles. There are no
minimum physical or intellectual requirements for this skill.
but it is obvious that those better endowed will have a greater
chance of winning a fight. Acquiring expertise in specific
weapons will be detailed later in the Sections dealing with
combat

Weaver: familiarity with the techniques of weaving the coarser
varieties of cloth used in the villages; cf. Sec. 1.950

Urban skills:

Apothecary: knowledge of medicines, drugs, poisons, aphrodi-
siacs, and other chemicals commonly used in the culture;
cf. Secs. 1.412, 1.920, and 1.1010. This skill does NOT per-
mit much invention or research. It does include intermediate
competence in one of the following ancient languages,
however: Bednalljan Salarvyani, Classical Mu'ugalavyani,
Classical Tsolyani, Durubb, Engsvenyali, or Tsagw (Sec.
1.711), depending upon the player’s choice and the char-
acter's provenience

Architect: practical expertise in planning and building urban
dwellings and edifices: methods, materials, surveying, crude
mapping, some simple mathematics, and useful geometry
are included

Armourer: knowledge of metals, Chlén-hide (Sec. 1.960), leather,
and other relevant materials; ability to produce all weapons
and defensive gear used in the culture (but not necessarily
foreign weapons—and innovation is not encouraged!); cf.
Sec. 1.960. This skill includes smithing, but only a smith
will make tools, fittings, and parts for non-military items

Artist/sculptor: practical knowledge of art-forms, materials, and
techniques; ability to produce items aesthetically pleasing
to the upper classes of one's culture. This skill may be sub-
divided into painters, sculptors, engravers (who also work
on weapons and armour), fabric workers, manuscript iliu-
minators, calligraphers, woodcarvers, and others as needed,;
cf. Sec. 1.1030

Assassin: available only to members of the assassin clans (Secs.
1.422, 1550, and 1.740). The weapons and sub-skills of the as-
sassin are discussed in Sec. 1.960, and methods of acquiring
specific competences will be detailed later in the Sections
dealing with combat
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Beast trainer: ability to train common animals (e.g. dogs, birds, and
some others; cf. the Sections covering the animals of Té-
kumel, given laten) for such purposes as entertainment, guar-
ding, fetching, etc. Advanced practitioners may also train
certain semi-intelligent creatures native to their regions
(e.g. the semi-human, dog-like Rényu), and/or various dan-
gerous beasts for the Hirilakte Arenas (Secs. 1.422 and 1.740).
Animal trainers have little social prestige, however

Business administrator: expertise in operating an urban busi-
ness or clan-enterprise; knowledge of bookkeeping, pro-
ducts, prices, government practices, etc. Similar to the skill
of Merchant (below), but the latter is more oriented towards
inter-city or international trade

Cook: familiarity with the foods, ingredients, and cuisine of the
urban people of one's region; advanced practitioners may
be versed in the haute cuisine of the upper classes (Sec. 1.920)

Dancer: lower class dancers are usually practitioners of the
erotic arts and may thus belong to the Temples of Dlamé-
lish, Hrihayal, or even Avanthe; upper class dancers per-
form the epics at noble feasts and public functions (Sec.
1.930). Dancers as a class lack much social prestige, however

Entertainer: this skill has many sub-divisions: acrobat, juggler,
storyteller, singer, etc; cf. Dancer and Musician in this same
list. Of all the types of entertainers, only the singers of epic
poetry, the puppeteers, and the gambling masters who re-
feree such games as Tsah/tén (all discussed in Sec. 1.930)
possess any social prestige, and even this is not sufficient
to gain them access into upper class society as equals.
Magicians who obtain their effects by sorcery and sleight-
of-hand artists both come in this category. The latter are
considered interesting because they do not create their
“magic” through other-planar power but by dexterity and
skill.

Farmer: a townsman may operate a farm in the country and will
have much the same expertise as the rural farmer. Indeed,
an experienced urban farmer may have more knowledge of
the technical processes of farming than his/her peasant
counterpart

Fletcher: as for the rural form of this skill, except that the towns-
man bowyer-fletcher can make better bows and arrows and
is also able to manufacture crossbows, quarrels, and other
archery equipment. Advanced practitioners may combine
with carpenters, soldiers. and engineers io produce bal-
listae, onagers, and their ammunition

Glassblower: familiarity with the techniques and materials of
glass production. Certain types of glassware are trade se-
crets, of course, known only to local artisans (e.g. the red
glass of Mu'ugalavya and the beautiful purplish crystal
glassware of Purdimal)

Interpreter: knowledge of the spoken form of one modern lan-
guage (Sec. 1.711). This skill must be purchased separately
for each language desired, and at the start of the game each
level raises the character one degree of competence (i.e.
from elementary, to intermediate, to advanced, etc; cf. Sec.
2.232). Five levels are all that is needed for “indistinguishable
native'” mastery, and no further levels can be added to one's
competence in that tongue. Literacy must be purchased
separately, however; cf. Reading/writing. This skill cannot
be applied to the ancient or classical languages; cf. Lan-
guage, below

Jewelier-goldsmith: knowledge of the precious metals and gems
of one's region and the ability to manufacture adornments
popular in one's society. This skill does not necessarily in-
clude knowledge of the gems or styles of foreign lands, nor
does it contain competence in assessing the origins or
historical values of ancient pieces; cf. the skill of Jewel
Collector in the upper class list, below



Urban skills:

Language: each level of this skill raises the character one de-
gree of language competence (Sec. 2.232) in an ancient or
classical tongue. Levels must be separately purchased for
each language desired. There are 10 possible levels, more-
over: elementary, intermediate, advanced, near-native, and
almost native (as for a modern language); in addition there
are: knowledge of variants used at different periods in the
past, knowledge of ancient literature in the language, know-
ledge of scholarly and technical authors and treatises in
the language; mastery of regional dialects of the tongue,
and proficiency in the esoterica of the language (e.g. sym-
bologies, ciphers, mystic and numerological significances,
etc.) One may NOT choose a language which is sacred to a
temple (Sec. 1.711). Methods of learning these will be pro-
vided later. Such forbidden languages include: Thu'tsa, the
Tongue of the Lord of Worms, and the Tongue of the Priests
of Ksarul. Permitted languages are: Ai Ché, Ancient N'llssa,
Bednalljan Salarvyani, Classical Mu'ugalavyani, Classical
Tsolyani, Duruéb, Engsvenyali, Liyani, Mihalli, Suntz, and
Tsaqw. See Sec. 1.711

Lawyer: proficiency in the legal system of one's nation. Advanced
levels include competence in the laws of other lands, in-
ternational trade laws, and ecclesiastical law (invariably
combined with a large proportion of priestly skill. See Sec.
1.740)

Locksmith: knowledge of bronze, Chlén-hide, and (rarely) iron
devices used to seal chests, doors, fetters, etc. Advanced
levels cover the construction of these mechanisms, devising
and building secret doors and traps, learning the strange
locks of the nonhuman races, and mastering the complex
locking devices of the ancients

Mason: familiarity with types of workable stone, cutting, dressing,
polishing, and carving stone, plus some practical architec-
tural skill

Merchant: a more sophisticated form of the rural Merchant skill:
includes a knowledge of commodities, prices, materials,
and commercial usages within one’s region. Advanced levels
comprise caravan experience, routes, foreign markets, bar-
gaining, offering “inducements" to officials, and possibly
even abilities in chicanery and falsifying records! For each
three levels of this skill acquired, the character receives
one mastery level of a modern spoken language (Secs. 1.711
and 2.232). Literacy must be purchased separately if desired;
cf. Reading/writing. Although any modern language may
be selected, the referee must see that it is one which the
character could logically learn: e.g. a resident of western
Livyanu would have few opportunities to learn the tongue
of the Nyémesel Isles

Miner: as for the rural variant of this skill, but more sophisticated;
some expertise in practical mineralogy

Moneylender: knowledge of interest rates, usury, foreign coin-
ages, (Sec. 1.731), etc. Again, this skill is more sophisticated
than its rural counterpart

Musician: this skill must be divided into instrumental and vocal
competences, and both of these may be further sub-divided
into specific instruments and singing styles (Sec. 1.930).
Most musicians have little or no social prestige, although
those who perform the great epics may sometimes gain
acceptance into upper class social circles

Official: as for the rural form of this skill, except that an urban
bureaucrat has more knowledge of city, province, and na-
tional government and the “channels” through which things
are accomplished

Panderer: knowledge of physical attributes and erotic practices;
an ability to judge “beauty” as conceived by one’s country-
men. This skill has a negative social value

Paperlink maker: knowledge of materials, processes, pigments,
inks, illumination, and the manufacture of books and scrolls

Perfumer: ability to prepare fragrances (but little or no knowledge
of unrelated chemicals or processes); expertise in judging
one's clientele and in evaluating perfumes. Scents are high-
ly valued in the Five Empires, and if this skill is combined
with that of Merchant, there is a good possibility of finan-
cial gain

Physician: lower levels include simole wound treatment and
bandaging, common nostrums, and recognition of usually
encountered ilinesses and pathological conditions. Advanced
stages comprise further surgical techniques and treatments,
familiarity with drugs and medicaments (but not to the ex-
tent of the apothecary), a knowledge of less common dis-
eases and conditions, dentistry, simple optometry, and
other fields. Only the most advanced and experienced phy-
sicians can hope to treat members of other species suc-
cessfully. See Secs. 1.412 and 1.1010

Priest: as for the rural variant of this skill, but more sophisticated.
The urban priest is likely to be more learned in theology,
rituals, doctrines, temple organisation, and the politics of
the sect. At the start of the game, a character is promoted
one priestly Circle (Sec. 1.832) for each two levels of this
skill acquired

Prostitute: the “Oldest Profession” is legal throughout much of
Tkumel. One who chooses this skill should have a Come-
liness of 51 or more (Sec. 2.217), if he/she ever wishes to
employ this skill! Prostitutes have no social prestige unless
they couple this skill with membership in the Temples of
Dlameélish or Hrihayal (Sec. 1.610). These sects consider
the erotic arts to be important adjuncts to their rituals

Reading/writing: as for the rural form of this skill

Scribe-accountant: knowledge of record keeping. filing. letter
and manuscript copying (but not calligraphy unless coupled
with Artist/sculptor, q.v.) and simple mathematics. This
skill is useful to such careers as merchant, priest, official,
and others

Shipbuilder: familiarity with the materials and techniques of
naval construction; includes practical mathematics and a
knowledge of vessel types and qualities

Ship Captain: expertise in sailing, ship-handling, coasts, har-
bours, sea routes, weather, cargo records, and related fields.
Advanced levels include some mercantile skill (as for the
merchant, but less sophisticated), foreign customs, and
practical navigation (by the compass and astrolabe). For
every five levels of this skill acquired, the character receives
one competence level in a modern spoken language rele-
vant to his/her travels. Literacy must be separately purchased,
however

Slaver: recognition of the values and qualities of slaves; famili-
arity with markets and business practices (Sec. 1.721). As a
type of merchant, the slaver has access to Merchant sub-
skills; see above. This includes the acquisition of a modern
spoken language. The profession of slaver has very nega-
tive social prestige, and those who wish to be accepted in
upper class society should not select it (Secs. 1.550 and 1.721)

Smith: knowledge of metals, tools, forging, and other processes. A
smith can manufacture arms and armour, but these will not
have the elegance and refinement of an armourer's work. A
smith also does not work in Chlén-hide



Soldier: as for the rural variant of this skill. An urban recruit is likely
to be more worldly-wise and better educated than a peasant,
but the sub-skills to be learned are much the same. Basic
levels include the use of the specific weapons favoured by
one's legion, formations, marching, drills, encampments,
and military practices (Secs. 1.821 and 1.960). Advanced
levels comprise further formations and command, field tac-
tics, engineering, sieging and sapping, incendiaries, the
use of artillery (but not necessarily its construction, which
is the province of special experts), logistics, and grand
strategy (taught from textbooks of the ancient masters;
Sec. 1.822)

Sorcerer: as for the rural Sorcerer skill (g.v.). There is a 10 per-
cent chance of being able to acquire sorcery from a private
tutor or Lay Priest (instead of a temple academy), if desired.
The intellectual and psychic restrictions given for Shaman
and the rural Sorcerer skill apply here as well

Tanner: as for the rural variant of this skill, but with greater mas-
tery of the techniques; ability to produce fine leather goods
and also to work Chl/én-hide (Sec. 1.960)

Warrior: as for the tribal and rural Warrior skills, but with greater
familiarity with urban weapons: e.g. the sword, axe, shield,
flail, composite bow, crossbow, etc. Acquiring expertise in
specific weapons will be detailed later in the Sections deal-
ing with combat

Weaver: ability to manufacture the finer types of cloth (Sec. 1.950)

Wheelwright-carter: experience with Chlén carts, routes, roads,
times needed for transport; more advanced carters will know
how to build Ch/én carts, litters, and palanquins, and they
will also be expert in the habits, needs, illnesses, etc. of
the Chlén beast (Secs. 1.415, 1.730 ff, and 1.960)

Winemaker-brewer: this skill may be sub-divided into vintners,
brewers of beer (a comparatively low-prestigad group), dis-
tillers of brandies and whisky-like beverages, and manufac-
turers of fine liqueurs (the most highly prestiged of this
profession). See Secs. 1.415 and 1.920

Upper class skills:

Administrator: ability to organise and run a private or clan-owned
enterprise, supervise a staff, deal with officials, and employ
“channels.” Much like the urban Business Administrator
skill but on a larger scale and more oriented towards super-
vision than towards a day-to-day involvement with the de-
tails. A knowledge of the skill of Etiquette and Courtly
Manners is a useful adjunct to this one

Alchemist: practical and theoretical knowledge (within the limi-
tations of the society; cf. Sec. 1.1010) of drugs, poisons,
medicines, aphrodisiacs, and chemicals required by sor-
cerers and others. This skill does NOT include any direct
abilities in either medicine or sorcery, however, and these
competences must be separately obtained, if desired. Ad-
vanced levels provide further chemical expertise, theore-
tical knowledge, possibilities of research (to be determined
by the referee), and the study of the devices of the ancients.
A very advanced alchemist may even be granted some minor
capabilities in the repair of magico-technological devices.
This skill automatically grants the character one ancient
or classical language to the advanced level (Sec. 2.232). This
must be selected from the list given under the Apothecary
skill (above), and it may not include one of the “forbidden™
temple-specific languages (cf. Sec. 1.711 and under the skill
of Language above). This language can be further improved
by adding levels of the skill of Language itself (i.e. not more
of the skill of Alchemist)
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Antique collector: knowledge of one genre of artifacts from one
historical peroid in one geographical region, plus expertise
in evaluating and pricing such objects. There are many pos-
sible sub-fields within this skill (e.g. furniture, clothing,
statuary and art, books and manuscripts, glassware, etc.),
and this is thus to be used as a catch-all for those types of
collecting which are not listed separately below (cf. Nu-
mismatist). Its exact content must be decided by the player
and the referee. Advanced levels provide expertise in fur-
ther periods, areas, styles, regional variants, and categories
of artifacts

Arms and armour collector: as one of the variants of the Antique
collector skill, this provides knowledge of weapons and
armour from another historical period and/or from some
specified foreign land. Cf. the Antique collector skill above
for possible advanced levels

Artist/sculptor: proficiency in the theoretical and aesthetic foun-
dations of art, as practiced in one’s society; practical abi-
lity to create works in one artistic field (e.g. painting, sculp-
ture). Advanced levels may provide development within one's
present field or expansion into a new area: e.g. a sculptor
may use an advanced level to sculpt better, or he/she might
take up painting or tapestry-weaving. Each sub-field must
thus be recorded separately

Astrologer: like sorcery, this skill is normally taught within the
temple academies, and there is perhaps only a 10 percent
chance of being able to learn it elsewhere. It includes a
knowledge of the visible planets and the two moons (Sec.
1.100) and the ability to use ephemerides, an astrolabe, a
compass, and relevant mathematcis needed to produce
natal horoscopes and insert transiting bodies (Sec. 1.1010).
Advanced levels permit the identification of personality
traits from astrological charts, synastry (the comparison
of two or more horoscopes to determine, for instance, how
the subjects get along with one another), the erection of
horoscopes for events and in reply to horary questions. The
highest stages of this skill enable the practitioner to make
prognostications—some of which may be correct!

Astronomer-navigator: this skill begins from the same astronomi-
“cal base as Astrology: the heavens, the astrolabe, the com-
pass, ephemerides, etc. It branches off to provide experience
in practical navigation, a knowledge of weather, coastlines,
ship-handling, and other maritime matters. An astronomer-
navigator can navigate more accurately than can a ship cap-
tain, and no large vessel would venture out upon the high
seas without such a specialist aboard. This skill is taught
mainly in special academies: e.g. the Temple of Avanthe
in Jakalla, the Temple of Thamis in Kheiris, the Temple of
Ksarul in Penom, the Temple of Keténgku in Yan Kor City,
the Temple of Shiringgdyi in Tsatsayagga, and in the shrines
of the sea-related deities of Livyanu (Sec. 1.610)

Botanist: recognition of plants, herbs, fungi, etc; experience in
their classification and in the identification of their qualities
and uses. This skill is initially limited to the flora of one re-
gion, but advanced levels provide expertise in other areas,
other types of plants, further knowledge of plant uses, and
eventually the study of the deadly “Food of the Ssu,” the
original vegetation of Tékumel (Sec. 1.414)

Courtesan/Don Juan: the courtesan (a female) and the Don Juan
(a male) can flatter, tease, cajole, and charm those who are
physically attracted to them. This skill demands a Comeli-
ness (Sec. 2.217) of 71 or above AND a Charisma (Sec. 2.218)
of 81 or more. It should also be combined with at least 4
levels of the Etiquette and Courtly Manners skill (below)



Upper class skills:

Dancer: men and women do not dance together in the Five Em-
pires (or indeed in most of the smaller states), but a noble-
man rmay learn to perform the epic dance-dramas (Sec. 1.930)
for his friends (but never for money!). An upper class girl
may similarly gain prestige through performing the epics,
the religious ritual dances of her sect, or through certain
more seductive dances presented before her clansmen and
any would-be suitors. Ariddni women (Sec. 1.520) rarely dance

Engineer-architect: a more scholarly form of the urban Architect
skill: knowledge of materials, methods, maps and plans,
some mathematics, and the supervision of labourers. Ad-
vanced levels cover irrigation (canals and aquedeucts), bridges,
fortifications, and palace architecture. Some practitioners
may preter mechanical engineering: pumps, locks for dams,
drawbridges, portcullises, traps and devices used to seal
tombs, siege engines, water clocks, subterranean tunneling,
etc. See Secs. 1.421, 1.940, and 1.1030

Etiquette and courtly manners: knowledge of polite language,
gestures, ceremonies, and honorifics needed to succeed
socially in the upper classes. A minimum of 5 skill levels is
required if the character is not to be thought a boor, while
6 levels are the most one needs for social polish. Manners
and customs vary from country to country, and only the
first 2 levels of this skill can be carried over to another na-
tion: e.g. a refined Tsolyani who has 6 levels of this skill
would be treated as though he/she had only 2 levels upon
traveiling to Livyanu

Falconer: expertise in training birds of prey (e.g. the Kéni bird,
which can also be trained to talk) and their use in hunting.
Advanced levels provide more finesse and skill, the capa-
bility of training rare birds from other lands, teaching one’s
birds to seek particular prey, or making a K¢nibird actas a
tlying scout for one’s party

Geographer: familiarity with the general geography of the known
world, expertise in one particular region or nation, its eco-
logy, demography, products, etc. Advanced levels give know-
ledge of other areas, more details about specified areas,
and eventually a mastery of High Cartography (Sec. 1.1010)

Geologist: knowledge of minerals, fossils, stratigraphy, the like-
lihood of finding certain ores or gems in a given region, etc.
Advanced levels provide expertise in further areas and more
detailed competences in these topics. An expert geologist
can examine a site and determine the likelihood of finding
water, a particular mineral, etc. upon it

Historian: expertise in the known history of the world (within one’s
cultural limitations); greater farniliarity with one specific
period and locale (e.g. the Time of the Fisherman Kings in
Salarvya (Sec. 1.340), or the Engsvenyali Empire in what is
now Tsolyanu (Sec. 1.360). This skill provides the ancient
or classical language associated with one’s historical field
to the advanced level (Sec. 2.232). This must be one of the
“non-forbidden” tongues noted under Language in the urban
list, and it must be further improved by buying ievels of the
Language skill itself (i.e. rather than more of the skill of
Historian). Advanced levels of the historian’s art provide
further periods, regions, details, and competence in what
is known of archeology and the preservation of artifacts
(Sec. 1.1020)

Hunter: a “nobleman’s knowledge” of hunting, game animals,
predators, hunting weapons (usually the composite bow
and the short spear or javelin), and tracking (but not to the
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extent of the tribal hunter, whose life depends upon an abi-
lity to obtain game). Trapping is not considered “noble,”
and the upper class hunter therefore knows nothing of it.
If the hunter wishes to slay animals personally (rather than
having this done by serfs and slaves while he/she watches
from a palanquin), this skill must be combined with that of
Warrior (below). By itself, the Hunter skiii contains no imphi-
cations of one’s fighting prowess

Interpreter: as for the urban interpreter skill (above). This adds
abilities in practical field linguistics: the writing down of
unknown languages in semi-phonetic characters, the anal-
ysis of their structures, the preparation of grammars and
dictionaries, etc. See Sec. 1.1020

Jewel collector: knowledge of the gems and ornaments of one
historical period and region, plus an ability to appraise their
current values. Advanced levels add further historical and/
or regional competences and permit more accurate identi-
fications and estimates of prices. Unlike the urban Jeweller-
goldsmith skill, this does not include any capability of manu-
facturing jewellery, smelting metals, or other practical
techniques. See Sec. 1.1030

Land administrator; as for the urban Business Administrator and
the upper class Administrator skills, except that this is di-
rectly oriented towards the running of an agricultural es-
tate: knowledge of crops, prices, labour, animals, methods,
economic trends, and management. This skill is vital for
those who wish to engage in a large-scale agricultural enter-
prise or who wish to operate an Imperial fief

L.anguage: as for the urban Language skili (above). This adds
the ability to “read” the curious “language flow-chart models”
discussed in Sec. 1.1030. There is also a small chance of
being able to learn one of the “forbidden” temple-specific
languages (¢f. under the urban variant of this skill, above).
one announces this intention in advance, allocates the skill
points to buy the level, and rolis D10: 1-9 = no language is
obtained, and the skill points are lost; 10 =a level of the
“forbidden” language of the player’s choice is purchased.
Further levels of this tongue are bought in the same fashion,
but each time the successful die score range is expanded
by 1: e.g. the second level is available on a roll of 9-10, the
third on an 8-10, etc. In each case, an unsuccessful score
means that one’s skill point investment for that level is ir-
retrievably forfeited

Mathematician: practical and theoretical knowledge of those
forms of mathematics known to one’s culture (Sec. 1.1010)

Musician: theoretical knowledge of the modern music of one’s
society, plus historical knowledge of one period and region.
Practical ability to sing well or to play one specified instru-
ment (Sec. 1.930). Advanced levels provide further compe-
tence in one’s field, or in other instruments and styles

Numismatist: expertise in the types and values of coins from
one’s own nation and time, plus knowledge of the coinage
of one distant land OR of one historical period. Advanced
levels give more regional or historical competences, plus
more accurate identifications and estimates of values. See
Sec. 1.731. This is a variant of the skill of Antique Coliector
(above), but it is a common pastime of the aristocracies of
the Five Empires and thus deserves separate listing

Official: as for the rural and urban forms of this skill. The upper
class official is expected to know more of the workings of
the bureaucracy of hisfher nation, the use of “inducements,”



Upper class skills:

government practices and “channels,” and the art of in-
trigue. Unlike the rural and urban forms of this skill, however,
at the beginning of the game a character is promoted one
administrative Circle (Sec. 1.810) for each TWO levels of
this skill purchased—wealth, clan-status, and influence are
valuable commodities!

Orator: practical ability to make charismatic speeches—an im-

portant skill for those who wish to become high officials,
generals, politicians, etc. This skill has a prerequisite of a
Charisma score (Sec. 2.218) of 81 or higher AND a Comeli-
ness of 21 or better (Sec. 2.217). The peoples of the Five
Empires lay great stress upon visual appeal and cannot
abide an ugly public speaker

Philosopher: this skill is taught mainly in the temple academies

and is only rarely (5 percent chance) available elsewhere.
On Tékumel there is no "‘secular” philosophy: systems of
thought divorced from the doctrines of the religions, the
myths, and the commandments of the Gods. The philosopher
is therefore more of a theologian than a secular thinker; cf.
Sec. 1.1020. Philosophy includes the tenets of one’s sect,
the myths and epics, the secret teachings and doctrines
of one's deity, ethics (Sec. 1.610), speculations concerning
the Gods and their goals upon this Plane, ideas of the after-
life and the heavens and hells of one's faith (Secs. 1.610
and 1.620), and knowledge of the various “parts” of an en-
tity (Sec. 1.620). Advanced levels provide information about
past and present doctrines, schools of thought, logic and
sophistry, and ecclesiastical history. At the start of the game,
for each three levels of this skill acquired, a character is
promoted one priestly Circle (Sec. 1.832)—if he/she has
NOT already received this promotion bonus by taking the
skill of Priest itself. This skill also adds the advanced level
(Sec. 2.232) of one of the “permissible” ancient or classi-
cal languages (cf. under Language skill). This may be further
improved by purchasing levels of the Language skill. Only
a priest who is of the 10th Circle may begin the study of the
“forbidden” tongue of his/her sect (if it has one), and since
this requires 200 skill points (20 x 10), it would be rare in-
deed to find a character starting the game with this com-
petence

Physician: as for the urban form of this skill, but with more theo-

retical learning and perhaps less practical experience. Ad-
vanced levels include familiarity with foreign medical prac-
tices, knowledge of the pharmacoepia of earlier historical
periods, more systematic grounding in instruments and
techniques, greater sophistication in anatomy, some success
in treating other species (Sec. 1.412), and—at the highest
levels—even a little progress in curing the otherwise in-
curable diseases of Tékumel (Sec. 1.412)

Poet: ability to compose and recite verse in the modern, popular

tradition of one's country. Advanced levels add abilities in
the recitation of the epics, the poetry of other nations and/
or periods, versification in other languages known to the
character, composition of epic poetry of one's own, and
literary criticism (Sec. 1.1030). This skill requires an advanced
education, and for best resuits it should be combined with
such skill as Etiquette and Courtly Manners, Orator, or
Courtesan/Don Juan, above

Priest: as for the rural and urban skills of Priest, above. This gives

greater knowledge of doctrine, theology, the rituals, temple
organisation, internal and external sectarian politics, eccle-
siastical history, etc. At the start of the game, a character
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is promoted one priestly Circle (Sec. 1.832) for EACH level
of this skill acquired (i.e. at a faster rate than either the pea-
sant or the townsman—the perquisites of class). This
however remains at the discretion, if any, of the referee. An
advanced education is a prerequisite to taking this skill,
however; those who lack this must take the urban skill of
Priest and pay the extra points required. An upper class
priest also receives the advanced level (Sec. 2.232) of one
of the “permitted” ancient or classical languages (cf. under
Language, above) OR the advanced level of one modern
tongue (cf. under the Interpreter skill, above). This language
may be improved by buying further levels of either the Lan-
guage or the Interpreter skills, whichever applies. For the
learning of the “forbidden’ temple tongues, cf. under the
skill of Philosopher, above

Reading/writing: as for the rural and urban forms of this skill

Scholar: this serves as a catch-all for those arts and sciences
which are appropriate to the culture but which have been
omitted here. The content of this skill must be worked out
by the player and the referee. Almost all “scholars” are mem-
bers of the temple academies, of course, and the referee
may wish to grant the character a language (ancient or mo-
dern) if the case requires

Shipping administrator: this is the maritime equivalent of the
Administrator and Land Administrator skills. It includes
knowledge of cargoes, routes, vessel types, crews, com-
modities, prices, and markets, but it contains no direct abi-
lities in such skills as Sailor, Ship Captain, Shipbuilder, or
Astronomer-navigator. This skill is valuable to those who
wish to operate a shipping line or who desire to become
naval officers

Soldier: as for the rural and urban variants of this skill, except
that at the start of the game, a character is promoted one
miiitary rank (Sec. 1.821) for each TWO levels of this skill
acquired (i.e. at a somewhat faster rate than the peasant
or townsman recruit—again the perquisites of wealth and
class!). Much of the upper class soldier's competence will
be in the form of “book-learning,” however, and he/she need
have no capacity as a fighter at all. An aristocratic soldier
may be little more than a gilded popinjay whose rank has
been bought and paid for with clan money and influence.
Fighting prowess is gained only through the Warrior skill, g.v.

Sorcerer: as for the rural and urban forms of this skill (g.v.), and
the strict intellectual and psychic prerequisites given under
the Shaman skill in the tribal list also apply here. There is a
15 percent chance of being able to acquire sorcery from a
non-temple tutor, if this is desired; private tutelage is a pri-
vilege of the upper classes, although good teachers of sor-
cery are very rare outside of the temples. The content of
the sorcery studied by the upper classes does not differ
measurably from that available to peasants and townsmen:
all sources eventually stem from the vast temple libraries
and the academies (Sec. 1.831), and during Tékumel’s long
history little has been learned that has not gone into these
repositories, thence to be made available to further gener-
ations of scholars. An upper class sorcerer has better op-
portunities for study. He/she may have funds for finer in-
gredients, books, manuscript copying, and tutors. The skills
of magic are not acquired just from these things, neverthe-
less; long hours of exhausting training are needed, as well
as the innate mental and psychic talents noted above. An
upper class mage may thus be more learned than his/her
rural or urban colleagues in the lore of magic, the Demon
Planes, types of spells, the history of sorcery, and the bio-
graphies of famous wizards, but all find themselves on equal
ground when it comes to the practical employment of the art



Upper class skills:

WArrior: as for the rural and urban forms of this skill (g.v.), but
with less emphasis upon the cruder weapons (e.g. fisticuffs,
spears, self-bows, and slings) and more upon the “noble”
arms: the sword, the composite bow, and the crossbow
(Sec. 1.960). Also stressed are expertise in duelling and the
laws and customs thereof (Sec. 1.740), various fighting styles
available through private schools and tutors (Sec. 1.960),
and training in the particular arms of one’s legion (if one is
also a soldier). Acquiring expertise in specific weapons will
be detailed later in the Sections dealing with combat

Wine connoisseur: expertise in judging fine wines and liqueurs
(Secs. 1.415 and 1.920). This ability is similar to the urban
Winemaker-brewer's skill (above) but contains no practical
ability to manufacture these beverages. Included are famili-
arity with the qualities and proveniences of various vintages,
a knowledge of prices, and theoretical oenology and zymurgy.
Advanced levels add further details, regional and interna-
tional competences, and expertise in the transport, sale, and
stocking of alcoholic beverages

Chargésh hiVriddi again provides a good example. His Intel-
ligence (Sec. 2.215) is 50, and he is 22 years of age (Sec. 2.219).
He thus receives 20 skill points from the table given previous to
the skill lists. To this sum he adds a D100 score of 79 for a total
of 99. This is rounded off to 95 since no skill level costs less than
5 points. Chargésh has a family wealth-group of 9 and an advanced
education (Sec. 2.238). He therefore uses the upper class skill
list. He has the Psychic Ability and the Psychic Reservoir to make
a presentable sorcerer, but his intellectual shortcomings pre-
clude this (cf. under the skill of Shaman in the tribal list). Many
other scholarly skills in the upper class column are barred to him
for the same reason: just not enough “upstairs.” He does have
the intelligence (barely!) to qualify as a soldier, and his physique
is adequate for a fighter. Although he could easily reach the rank
of Heréksa (a type of higher subaltern; cf. Sec. 1.821) by investing
80 of his 95 skill points in the skill of Soldier, he does not fancy
being a “desk soldier’” with no combat abilities! He therefore
buys 2 levels of Warrior for 40 points and 2 levels of Soldier for
another 40, making him a Kuruthtni (Sec. 1.821) and saving him
from the hardships of basic training. He takes one level of Eti-
quette and Courtly Manners for 10 points, a useful skill for one
who dreams of someday becoming an Imperial officer. He uses
his last 5 points for the first level of the skill of Swimmer; he can
now paddle about without fear of instant drowning. More will be
said of Chargésh’ choice of professions in the next Section.

A different line of development is seen in the career of Char-
gésh’ current inamorata, Alinad hiNakkodai of the Clan of the
Sweet Singers of Nakomé (Sec. 1.550). She is a slender, darkly
intense girl, an Aridani since the age of 18 (Sec. 1.520)—which
saved her from an unwanted, clan-instigated marriage—and she
is deeply devoted to the Temple of Vimuhla. Her present age of
21 and her Intelligence of 95 give her 60 skill points, to which her
D100 roll adds 79 more for a total of 139, rounded down to 135.
Her fine mental capacities, her Pyschic Ability of 86, and her
Psychic Reservoir of 69 make her a good candidate for the study
of both branches of sorcery (cf. above under the Shaman skill
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in the tribal list and also Sec. 1.620). She therefore invests 40
points in the skill of Sorcerer and 40 more in that of Priest, raising
her to the 2nd Circle within her temple hierarchy. She takes the
first level of the skill of Alchemist for 20 points. This gives her
the advanced level of one ancient or classical language, and she
chooses the tongue of the Dragon Warriors, Ancient N’ltissa,
which has special relevance to the worship of Vimuthla (Secs.
1.330 and 1.711). She next purchases one level of the skill of His-
torian for another 20 points, providing her with another ancient
language to the advanced level. This time she selects Engsvan-
yali, a tongue in which many sorcerous texts are written. (She
cannot add the language skill gained through Historian to the
same language acquired by the Aichemist skill; it is therefore
better for her to choose a completely different language.) She
has now expended 120 of her 135 points. She considers using her
last 15 points for a level of Etiquette and Courtly Manners but
decides that she is not interested in high administrative rank.
She thus buys one level of the Artist/sculptor skill. This aids her
as an historian because she can specialise in Engsvanyali art.
Her career now appears as a clear road before her: further study
of sorcery and alchemy, more history, promotion within the scho-
larly Circles of her sect (she is as yet uncertain whether to remain
in the priesthood or whether to become a Lay Priestess; Sec.
1.832), and art as a hobby on the side. She will probably not wed
Chargésh, even were their clans to give permission. He is bent
upon a military career and she upon a priestly-academic one. He
serves nicely for the time being, however, and Alina has sculpted
a rather amateurish bust of him attired in the panoply of an an-
cient Vriddi warrior. Of this he is exceedingly proud, but she sur-
mises that he would pay her the same elaborate compliments
even had she created a chamberpot instead.

Both Alina and Chargésh know Chekd'unish Arodié, the Mu’
ugalavyani mentioned in Sec. 2.238. He is a townsman and a mem-
ber of the solidly (or stolidly?) middle class mercantile Clan of
the Bronze Oblong in Khéiris. He is 27, a little older than his Tsol-
yani friends, and he has an Intelligence of 61. These give him
60 skill points, to which he adds an uninspired D100 roll of 31:
a total of 91, rounded down to 80. A family wealth-group of 7 and
an intermediate education place him squarely in the urban skill
list. His Psychic Ability is 73, but his Psychic Reservoir is a miser-
able 13, making it impossible for him to learn any form of sor-
cery. His Height-Build-Strength factor (Sec. 2.211 ff.) is also an
undistinguished 32, insufficient for success as a warrior. He
thus decides to follow his clan’s profession and invests 60 points
in 6 levels of the Merchant skill. This provides him with 2 levels
of a modem language, and he selects Yan Koryani. He is illiterate
in Tsolyani (Sec. 2.238), and he thus buys 2 levels of the skill of
Reading/writing for another 20 points. He still has 10 points left
(not enough to obtain literacy in Yan Koryani), and he wavers
between buying a level of Beast Trainer, one of Fletcher, or one
of Locksmith. He finally settles upon the last of these. Chek('unish
will now find himself in some demand as a participant in the trading
caravans which crisscross the Five Empires and the lands be-
yond. He is a “Journeyman” merchant (Sec. 1.840); he knows
four of the five major languages of the continent well enough
to get along, and he is literate in three of these; and he has a
smattering of another useful craft. He may never aspire to mili-
tary glory or plumb the mysteries of the Gods and the sorcerous
arts, but he is experienced in the ways of the world and can look
forward to an adventurous (and hopefully prosperous) career
and eventually to a respected position within his clan and his
community. Chek('unish does wish to learn a little of the skill
of Warrior, even though he may never excel at it. After all a trader
must sometimes defend his goods on the road. There will be
time for this later, of course.



2.2310. SKILL LEVELS AND SUB-SKILL COMPETENCES.

Complete levels of skills are obtained in Sec. 2.239. Once a
character enters the game, however, further levels are broken
down into ranges of “'skill points.” A new level costs so many
points to acquire, and these points must be obtained through
actions in the game (cf. Sec. 2.420 ff.). Skills are not comprised
of the same numbers of points, moreover: some are easier to
master than others. Skill types and the points contained in one
level of each are as follows:

Skill points per level

Number of skill points con-
tained in one level of this type

Skill type and the number of points
each costs per level in Sec. 2.239

Easy (5) 500

Moderatly easy (10} 800
Complex (15) 1,200
Difficult (20) 2,000
Very difficult (25) 3,000

As can be seen, it is 6 times easier to gain a level of Farmer
(an easy skill) than of Assassin (a very difficult one). This is as it
should be. The former is relatively simple to master at Tékumel's
present technological level, whereas the latter requires months
and even years of constant practice and effort to learn.

Several skills have upper limits: a fixed number of skill levels
beyond which the skill cannot be taken (cf. Sec. 2.239 (4)). Most
other skills have no such limitations; it is technically possible
to become a 50th level farmer, a 1,000th level orator, etc. There
are logical restraints, however. The following table shows the
correlation between numbers of skiil levels and the terms used
by the craft professions; cf. Secs. 1.840 and 2.239 (3). Aithough
these terms apply mainly to artisans, the concept can be carried
over to such “unranked” skills as Poet, Orator, Historian, and
the like.

Number of skiil levels needed

Term to achieve this status

Hobbyist

Apprentice

Journeyman

Craftsman
Master-craftsman

High Master-Craftsman
Senior Master-Craftsman

PG
DML DW =

Itis rarely useful in game terms to go beyond 18 levels in any
skill. in effect, a baker who is a Senior Master-Craftsman knows
all there is to know about baking. Exceptions include Assassin,
Shaman, Sorcerer, and Warrior, where greater and greater exper-
tise continues to give increased powers. The skilis of Official,
Priest, and Soldier also add bonuses to one’s status beyond the
18th level. -

It is important to reiterate here that skill levels by no means
coincide with social status. One who has 10 ievels of the skill
of Priest does not necessarily belong to the 10th Circle (Sec.
1.832). Skill competence does help in promotion, of course, but
there are many other factors as well; cf. Sec. 2.430 ff.
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2.2311. SKILL SUB-DIVISIONS.

It is assumed that each additional level of any skill provides
further abilities. It is not possible to give specific contents to
each level of every skill, but some suggestions are to be found
in Sec. 2.239. The success or failure of a specific attempt tc use
a given skill is determined by the ““Skill Success roli”; see Sec.
2.727.

Realistically, sub-competences differ from person to person.
One apothecary may be an expert in love potions, another in
medicines, and a third in poisons and narcotics. The Chlén-hide
armour of one tanner may be superb, whereas a fellow crafts-
man may do better work in the softer leathers—etc. Much of
this can be ignored for game purposes—or may be left to the
discretion of the referee.

Four common “adventure” skills do have important sub-skills:
Assassin, Shaman, Sorcerer, and Warrior. Assassins and warriors
acquire expertise in various weapons and fighting techniques.
Sorcerers and shamans similarly learn new spells and forms of
magic.

Assassins, officials, priests, soldiers, and warriors may also
acquire sub-skills appropriate to service in one of the intelligence-
gathering agencies or secret police organisations (Sec. 1.740).
An assassin has access to these sub-competences as a matter
of course, and a recruit in the Omnipotent Azure Legion of Tsol-
yanu, the Surgéth of Yan Kér, the Company of the Mourners in
Sable of Mu’ugalvya, the Vrd’uneb of Livyanu, and, to a lesser
extent, the intelligence arm of the Chrugilléshmu family of Sa-
larvya may aiso be given training in these specialties. Such re-
ligious orders as the Ndalu Clan of the Temple of Kséarul, the
Incandescent Blaze Society of the Temple of Vimuhla, etc. (Sec.
1.610) maintain their own intelligence units as well, and an occa-
sional character who is a professional priest or Lay Priest (Sec.
1.832) may learn these non-combat espionage techniques also.
Such training implies a near-fanatic devotion to the goals of one's
organisation, of course; cf. the remarks made concerning the
profession of assassin in Sec. 2.241 (8).

Sub-skill competences are less relevant to other professions
in the game. Most have no direct effect upon combat and play
only minor roles in the special dice throws described in Sec. 2.720ff.
Some players do want to know in greater detail what their per-
sonae have learned, and such sub-skills may thus serve as inter-
esting background material. Occasionally the referee, too, may
use this information to decide what actions a character can per-
form or what knowledge he/she may have with which to aid the
party. For these reasons, the following Sections contain gener-
alised sub-skills for ‘regular” priests, officials, and soldiers, as
well as for the “adventure” skills mentioned above. The referee
may devise further “ladders” of sub-skills for other crafts and
professions, if he/she desires.

Sub-competences within a skill are acquired and depioyed
as follows:

1. Each complete skill level (Sec. 2.2310) contains 4 “Compe-
tence Unit” points. Within certain limits (see below), these
may be expended to “buy” leveis of sub-skili competences
as the player wishes.

2. A level of sub-skill competence costs from 1 through 4 Com-
petence Unit points, depending upon the difficulty of the
specialty and the training needed for it. For example, within
the Warrior skill, a level of training in the pike costs just 1
Competence Unit—the pike is, after all, a rather simple wea-
pon. On the other hand, a level of the complex and difficult
unarmed martial arts (Sec. 1.960) costs 4 Competence Units.

3. If a sub-skill contains further sub-sub-competences, it is
assumed that the acquisition of a skill level makes the char-



acter equally proficient in all of them. For instance, a war-
rior who buys a level of training in the use of short one-handed
weapons can wield a short sword, axe, club, mace, or war-
hammer with equal facility.

4. Points gained through different skills must be kept separate.
For example, a knowledge of Disguise can be acquired through
the assassin clans, through the skills of Official, Soldier, or
Warrior (for use by members of the intelligence-gathering

agencies), or through the skill of Priest (taught to recruits
in the temple secret societies). A character may indeed buy
a level of competence in such a sub-skill with Competence
Points earned through one skill and then add another level
to it with points earned through a different skill: e.g. a level
of Disguise acquired through the Assassin skill, followed
by another level of Disguise obtained through the skill of
Official. Nevertheless, one cannot “mix" points earned
through different skills to make up a skill level: e.g. 2 points
from the Assassin skill + 2 more points from the Soldier
skill to buy a level of Ciphers, a sub-skill which costs 4 Com-
petence Unit points per level.

5. As skill points are gained (Sec. 2.420 ff.), they are noted on
the Character Record Sheet. When a complete skill level
has been achieved (Sec. 2.2310), the 4 Competence Unit
points thus obtained can be deployed. Only complete sub-
skill levels have any effect: one gains no benefit whatso-
ever from half a level of Ciphers, for instance, or one quarter
of a level of the unarmed martial arts. One may thus “save”
Competence Unit points on the Character Record Sheet
until one has enough to buy the sub-skill level one seeks.
This provision is useful to a person who cannot immediately
find a tutor to instruct him/her in a new technique, weapon, etc.

6. A newly purchased sub-skill level takes effect either at the
end of an “adventure” (i.e. when the party has returned to
base, rested, and readied itself to start off again) or at the
beginning of a new session of gaming, provided that the
character already has at least one level previously invested
in this same specialty; cf. (7), below. For simplicity’s sake, a
new sub-skill level cannot take effect during an “adventure.”

7. Investing Competence Unit points in a new sub-skill requires
the tutor, opportunity, materials, etc. described in Sec. 2.420
ff. Learning a new sub-skill is, in effect, the same as master-
ing a totally new skill. Once one has achieved the first sub-
skill level, however, further progress is made through study,
practice, and competence rewards, just as for any other
skill. The times needed to master sub-skill levels are shorter
than for a completely new and different skill; cf. Sec. 2.420 ff.

8. Skill decline (Sec. 2.426) and certain other reasons may cause
a character to lose skill points. One first loses any skill points
noted on one’s Character Record Sheet, and no impairment
of one's talents occurs until these are gone. Only when
skill decline cuts into a complete skill level are one's abili-
ties harmed: the last sub-skill level to be gained is deducted.
Should the necessary points be regained, this level may be
“repurchased” at the end of an “adventure” or at the begin-
ning of a new secsion of gaming.

2.2312. ESPIONAGE SUB-SKILLS.

The following non-combat sub-skills may be purchased with
Competence Unit points earned through the skills of Assassin,
Official, Priest, Soldier, andlor Warrior, as described in Sec. 2.2311.
The effects of these sub-skills upon the game are detailed in Sec. 2.729.
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Cost in Competence Units per sub-skili level

Disguise 1

Tracking 2

Spying techniques 2

Poisons and drugs 3

Traps and secret door construction and operation 3

Ciphers, secret argots, and codes 4

Sub-skill Detalls

Disguise This permits one to alter his/her appearance,
walk, mannerisms, etc. (but not to appear as
another species) through the ingenious use of
garments, cosmetics, etc.

Tracking A spy or assassin is trained to track victims
through an urban environment, whereas the tribal
tracker (Sec. 2.239) pursues game out-of-doors.
These two specialties are thus not interchange-
able.

Spying This includes a knowledge of invisible inks, he-

techniques liography, rapid copying, and an excellent me-
mory (acquired through primitive but effective
training). In addition, espionage agents on Téku-
mel often use semi-intelligent birds and beasts
as informants and lookouts. Beast Trainer, Fal-
coner, and the tribal skill of Animal/Bird Know-
ledge are thus helpful for this specialty—and
vice-versa.

Poisonsand  An Intelligence factor (Sec. 2.215) of 71 or higher

drugs is needed to acquire this sub-skill. In addition,
3 skill levels must first be obtained in one of the
following skills: Alchemist, Apothecary, Beast
Trainer (animal toxins), Botanist (vegetable poi-
sons), or Physician. The tribal skills of Animal/
Bird Knowledge and Plant Recognition may be
substituted.

Traps and This sub-skill requires a minimum Intelligence

secret door factor (Sec. 2.215) of 71. The learner is introduced

construction to most of the common types of pitfalls, trap-

and operation door mechanisms, devices employed to protect
chests and boxes, the complex techniques used
to build and operate secret doors, etc. The skill
of Locksmith is not included, however, and must
be acquired separately.

Ciphers, secret Each of the assassins’ clans has its own secret

argots and
codes

language, codes, and signals. Two members of
the same clan can communicate easily in nor-
mal-appearing speech or writing, while at the
same time conveying messages of considerable
complexity. The sign language of the deaf and
dumb Servitors of Silence who surround the
Petal Throne in Avanthar (Sec. 1.370) is taught
only to officers of the Omnipotent Azure Legion
of the 18th Circle or higher—or to members of
the rank of Dritlén or above in the Legion’s mili-
tary arm. Even so, this knowledge is imparted
only on a “‘need to know" basis. It is thus not
likely to be available often to characters in the
game.



2.2313. SUB-SKILLS OF THE ASSASSIN.

The societal restrictions surrounding the assassins' clans
(and similar strictures upon members of the intelligence-gather-
ing agencies) must be considered carefuily before a player char-
acter joins one of these groups; cf. Secs. 1.740 and 2.241 (8).
Assassins do not normally wear armour (except as a disguise
when acting as soldiers), and they certainly cannot employ such
bulky defensive gear when on missions. They are also forbidden
by their clan laws from learning or practicing sorcery, although
they may use ancient magico-technological devices, books,
scrolls, etc. Much the same is true of the intelligence-gathering
services and the secret societies of the temples: “public” offi-
cials of these bodies and the soldiers or priests of their “visible”
units do wear armour and ceremonial vestments—and dress
most splendidly when in attendance upon the Petal Throne or
when participating in various rituals—but espionage agents and
the secret police may be assigned to aimost any walk of life and
may appear as labourers, merchants, artisans, priests, soldiers,
nobles, or even slaves.

tn addition to the non-combat espionage skills listed in Sec.
2.2312, assassins are taught certain special weapons and tech-
niques. These are enumerated below, together with the costs in
Competence Unit points in the Assassin skill needed to purchase
a sub-skill level of each. These weapons are more fully described
in Sec. 1.960.

Costin Competence Units per sub-skill level

Hand-weapon sub-skills

The Springing Doom (spring-loaded dagger)
The Collar of Forever (garrote) 2

The Teeth of the Demon Tomda (seashells
covered with poisoned spines; dropped where
avictim may tread upon them 2

The Dance of Peril (intricate networks of poison-
smeared trip-wires

The Tender Companion (trained Aldsh snake)

The Worms of Death (clay ““coins’’ containing
dormant worms which emerge to eat into avictim’'s
body when the “coin” is broken) 4

Missile weapon sub-skills

The Whisperer (miniature blowgun)
The Summoner upon the Way (small crossbow)

The Deliverer from Existence (specially
balanced throwing knife) 3

Pa’iya’s Kiss (small viais of corrosive acid or
poison hurled at a victim; this sub-skill includes
the use of the staff-sling with which
these are thrown 4

An assassin may also purchase sub-skill levels in the quarter-
staff, the unarmed martial arts, the dagger, and fisticuffs and
brawling with Competence Unit points earned through the As-
sassin skill. All other melee and missile weapons (e.g. the sword
the spear, etc.) must be bought with Warrior skiil points. Most as-
sassins thus attempt to gain competence in the Warrior skill as
well as in their own.
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2.2314.8SUB—SKILLS OF THE OFFICIAL.

This Section is optional. It is intended as “‘background mater-
ial” and has littie direct effect upon the play of the game (see
Sec. 2.2311). The group may thus decide either to use only gener-
alised skill levels (each having no more than vague contents) or
to keep records of Competence Unit points, sub-skiil levels
purchased, etc.

The sub-skills of the Official skill are sequential: one may learn
as many as three of them at once (i.e. invest Competence Unit
points to buy sub-skill levels), but a minimum of 6 sub-skill levels
must be acquired in each lower specialty before one’s superiors
wiil permit one to take up the study of a more advanced field.
For example, 6 Competence Unit points must be spent (gaining
6 sub-skill levels) on Office Routines before one is allowed to
drop this and move on to some more challenging specialty.

Costin Competence Units per sub-skill level

Office routine

Job-training for one’s specific post*

Record-keeping, budgeting, and accounting
Bureaucratic channels and inter-office relations
Town, city and provincial administration and planning
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Public ceremonials, functions, and protocol

National administration and relations with
the central government

Political theory, economics, and international relations

Court etiquette for use in Avanthar
(or the highest circles of other nations) 4

*Sub-skill levels in this specialty must be obtained anew if one
changes posts. Some abilities may be carried over to a similar
post, of course, at the discretion of the referee.

2.2315. SUB-SKILLS OF THE PRIEST.

This Section is optional; cf. Sec. 2.2311 and the introductory
paragraph in Sec. 2.2314. The details of priestly sub-competences
differ, moreover, from sect to sect, and no detailed descriptions
of these can thus be provided.

As said in Sec. 1.832, there are five categories of priests. The
professional opportunities open to these are discussed in Sec.
2.241 (5 and 10).

1. The ritual priest is the most numerous type within every
temple. He/she is the temple’s religious expert and hiero-
phant, the person most concerned with ritual, dogma, the
scriptures, and other tenets. Although a ritual priest may
acquire other skills, he/she is expected to devote more time
to the perfection of histher competences in the skill of Priest
per se than to anything else.

2. The administrative priest deals with the running of the temple
and its possessions. After obtaining a “basic training” in
ritual and dogma, he/she specialises in the mundane affairs
of the sect. Useful ancillary skills include Administrator,
Business Administrator, Land and Estate Administrator,
and Scribe-Accountant.

3. The scholar priest combines the skill of Priest with one ¢r
more of the “knowledge” skills given in Sec. 2.239: e.g.
Geographer, Historian, Sorcerer, etc. He/she has the usual
“basic training” in the tenets of the sect, lives in the temple,
participates in some of the ceremonials, and works in the
temple’s library, academy, or workshops.



4. The military priest learns the basics of the faith through the
skill of Priest, combat techniques through the skill of Warrior,
and military expertise through the Soldier skill. His/her usual
function is to serve in a temple guard unit or a temple-funded
legion. If he/she has powerful psychic talents (Sec. 2.216),
helshe may join the magical contingent which accompanies
every legion. This, however, requires long special training.
Cf. Secs. 1.832 and 2.241 (10).

5. The Lay Priest is usually a scholar priest who has opted not
to be part of the regimen of the hierarchy. Ritual priests are
also found in this group, serving as “house priests’ in the
clanhouses and palaces of the aristocracy; cf. Sec. 2.241 (10).

There are only two fundamental sets of sub-skills for the skill
of Priest, notwithstanding the five types noted above. The first
of these is the “‘ladder” followed by the ritual priest—and also
acquired as “basic training” by military priests, scholarly priests,
and Lay Priests. The second set of sub-skills is that which is use-
ful to administrative priests. Occasionally these two sets may
be allowed to overlap, but the temples do try to prepare their
minions for specific roles within the hierarchy.

Like the sub-skills of the Official, priestly sub-competences
are rigidly sequential. The system is as given in the second para-
graph of Sec. 2.2314.

The sub-skills of the ritual priest are as follows:

Cost in Competence Units per sub-skill level

Basic dogma and rituals

Special feast-day ceremonials (Sec. 1.1050)

Scriptures and texts

Theology, exegesis, and hermeneutics

The “Aspects” (Sec. 1.610) and mythology

Ecclesiastical history

Comparative study of other sects and doctrines

Advanced theology, iconography, symbolics, and apologetics

The Inner Doctrines: the arcane and anagogical
teachings of the faith
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The sub-skills available to administrative priests include:

Cost in Competence Units per sub-skill level

Basic dogma and rituals

Record-keeping, tithes, and accounting

Structure and channels of temple bureaucracy

Temple administration

Supervision of temple lands and properties

Provincial temple administration

Political and sectarian relations with other faiths
and with the secular authorities 3

National administration 4

Long-term objectives and higher politics 4
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As an example, Alina hiNakkodai (Sec. 2.239) is a 2nd Circle
priestess of Vimahla. At the start of the game she thus has 8
Competence Unit points to invest. Since her goal is to become
a scholar in the fields of sorcery, alchemy, and history, all she
desires from her temple is “basic training.” She can choose from
1 to 3 of the first three fields listed in the first table above. She
thus buys 6 sub-skill levels of Basic Dogma and Rituals and 2 of
Special Feast-Day Ceremonials. She now has all she needs of
the first of these and can go on to more interesting fields the
next time she completes a skill level of Priest.

The sub-skills of the Sorcerer and the Shaman are not part of

the skill of Priest. A system for the obtaining of spells and ma-
gical expertise will be given in the Sections dealing with magic, below.
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2.2316. SUB-SKILLS OF THE SOLDIER.

This Section is optional; cf. Sec. 2.2311 and the introductory
paragraph of Sec. 2.2314. Except for the sub-skill of Artillery
(which can also be acquired with Warrior skill Competence Unit
points), the following specialties can only be gained with points
earned through the Soldier skill.

Except for the first three sub-skills below, the sub-skills of the
Soldier skill are not necessarily sequential. They depend instead
upon the legion to which one belongs. It is relatively easy in the
Five Empires to join an artillery, sapper, or naval unit, and these
each provide their own specialised training. They are not as pres-
tigious as the fighting legions, moreover; the pike, sword, spear,
halberd, etc. units are considered “more glorious,” and soldiers
in these latter contingents are not expected to learn Incendiaries,
Artillery, etc. but rather to perfect their abilities in Drills, Forma-
tions, Field Tactics, etc.

Cost in Competence Units per sub-skill level

Drills

Formations

Field tactics

Incendiaries

Artillery

Military engineering and sapping
Naval tactics

Logistics and grand tactics
Grand strategy
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The details of these specialties may be of interest:
Sub-skill Details

Drills This is “basic training” for all soldiers. A know-
ledge of the standard drills employed by one’'s
nation, commands, and general procedures is
essential. One must have at least 6 sub-skill levels
in this field before one can hope for promotion

to the rank of Lower Subaltern.

Formations  The various formations preferred by one's army
are still a part of “basic training.” A minimum
of 6 sub-skill levels is needed for promotion to
the rank of Higher Subaltern. Further sub-skill
levels provide expertise in the formations em-
ployed by other armies in the Five Empires, the
advartages of certain formations visavis others, etc
This gives a more theoretical competence in the
manoeuvres and tactics of the Five Empires. An
Intelligence factor of 61 or higher (Sec. 2.215)
is needed since one must study the ancient mili-
tary manuals mentioned in Sec. 1.822. Soldiers
are rarely promoted to the rank of Captain with-
out at least 6 sub-skill levels in this specialty,
and advancement to the rank of Officer or higher
normally demands 12 sub-skill levels or more.

Field tactics

Incendiaries  This covers the use of naphtha, resins, sulphur,
oils, and related substances. This specialty is
really the province of the artilleryman, who is
trained to hurl urns filled with these materials
into besieged strongholds. Tutors for this sub-
skill are hard to find: perhaps a 5 percent chance
per month in a very large city. To learn this spe-

cialty properly one should join an artillery legion.



The three most important artillery weapons are
the ballista, the onager, and the trebuchet (Sec.
1.960). These are taught within special legions
of artillerists in Tsolyanu, Mu'ugalavya, and Liv-
yanu, while in Yan Kér and Salarvya such spe-
cialists form sub-units within legions containing
other troop-types (Sec. 1.821). To learn the con-
struction, maintenance, and use of artillery one
should belong to an appropriate legion. There is
a 10 percent chance per month in a large or very
large city, however, of finding a retired soldier
who may be willing to act as a tutor.

Artillery

This specialty is again the province of separate
legions in Tsolyanu, Livyanu, and Mu'ugalavya;
cf. the preceding paragraph. Included are the
methods of road-building, bridging, mining, for-
tifications and earthworks, and the construction
of such non-missile engines as the beffroi, the
cat, the ram, siege ramps, etc. Architect, Engi-
neer-Architect, and Miner are useful ancillary
skills for an expert in this field. The chances of
finding a tutor are as for the artillery, above.

An Intelligence factor of 61 or above (Sec. 2.215)
is needed to acquire this specialty, plus at least
3 skill levels in one (or more) of the following:
Astronomer-Navigator, Sailor, Shipbuilder, Ship
Captain, and/or Shipping Administrator. No na-
tion will normally entrust a ship to one who has
less than 9 sub-skill levels in this field, and a mi-
nimum of 12 sub-skill levels is normally demanded
of a person who seeks the post of admiral of a
fleet.

Military engi-
neering and
sapping

Naval tactics

This is the science of military movements and
supply. An Intelligence factor of 61 or higher
(Sec. 2.215) is needed to acquire this specialty
since one must study various standard texts
(Sec. 1.822). The skills of Administrator, Busi-
ness Administrator, Merchant, Scribe-Accountant,
and even Wheelwright-Carter are useful auxili-
aries for this specialty. No soldier is normally
promoted to General without at least 6 sub-skill
levels in this field, and 10 or more are demanded
of a candidate for Senior General.

An Intelligence factor of 81 or above (Sec. 2.215)
is needed to acquire this specialty. In addition,
3 levels in the skill of Administrator are required,
plus 3 levels in at least one of the following skills:
Engineer-Architect, Geographer, Historian, Land
and Estate Administrator, and/or Shipping Ad-
ministrator. This specialty is important when
one participates in staff meetings or when one
assesses the military and political ramifications
of a military campaign. No major nation will nor-
mally appoint an officer to the post of General
without at least 3 sub-skill levels of this sub-skill,
and promotion to Senior General usually requires
aminimum of 6 sub-skill levels.

Logistics and
grand tactics

Grand strategy

Chargésh hiVriddi has 2 levels of the skill of Soldier (Sec. 2.239).
This gives him 8 Competence Unit points. He buys 6 sub-skill
levels of Drills, which relieves him of much of the need to trudge
about in the blazing heat and dust as he had to do when he was
a raw recruit, and 2 sub-skill levels of Formations. He is on his
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way to becoming a “proper soldier,” and as soon as he can gain
another level of the soldier skill, he intends to put 2 more Com-
petence Unit points into Formations and use the other 2 to start
his study of Field Tactics. He has his eye on a post in the General's
personal bodyguard, and since that worthy is a stickler for “spit
and polish,” Chargésh hopes to make the appropriate ‘mpression.

“"‘"‘vﬁ'.

Like the sub-skills of the assassin (Sec. 2.2313), this Section
is not optional. These two skills alone provide expertise in phy-
sical combat, and groupings of similar weapons and fighting
techniques (Sec. 1.960) form sub-skills within them. A fighter
or assassin must therefore keep track of his/her levels in each
sub-skill in order to establish his/her Combat Values (Sec. 2.810 ff.).

It is obvious that no one warrior can employ all weapons with
equal proficiency. The greatest swordsman in the Five Empires
may never have touched a sling, while the village boy whose ac-
curacy with the sling is proverbial among his people is unlikely
to have any training in the art of the sword. The armies and mili-
tary traditions of Tékumel tend to reinforce this, moreover, by
creating specialists: e.g. a trooper from a halberd-using legion
is apt to have only a passing acquaintance with a sword, axe, or
spear—and none at all with missile weapons, unless the unit
is one of those which carry bows or crossbows as secondary
arms. An average soldier may thus know the primary weapon of
his/her legion fairly well and in addition have some competence
in the unit's secondary weapon or sidearms. He/she may also
be able to wield a dagger and survive the rough-andtumble brawl-
ing of the barracks. An older and more experienced fighter is ex-
pected to be good with one or two weapons and to have some
abilities with perhaps two or three more. A true expert (e.g. a
duelling master; cf. Sec. 1.960) traditionally specialises in just
one weapon, group of related weapons, or fighting technique
and devotes his/her energies to these to the exclusion of all else.

As seen in Secs. 2.2313 and 2.2316, certain weapons and tech-
niques can be purchased with Assassin or Soldier skill Compe-
tence Unit points. All others can be acquired only with points
earned through the Warrior skill. The choice of which and how
many weapons—and the extent to which each is mastered—is
left to the player, although the availability of tutors may provide
a limiting factor in some cases. Competence Unit points in the
Warrior skill can also be used to buy sub-skill levels in the es-
pionage competences listed in Sec. 2.2312, if the characteris a
member of an intelligence-gathering agency, a secret police unit,
atemple secret society, etc. (Sec. 2.2311).

The weapons and expertise of the warriors of Tékumel are
described in Sec. 1.960. It only remains to give the costs in Com-
petence Unit points for sub-skill levels in each.



Cost In Competence Units per sub-skill level

Melee weapon sub-skills

Shield* 1
Dagger/knife fighting** 1
Short one-handed weapon: sword, axe,
mace, club, war-hammer, etc.
Long one-handed weapon: sword, axe, mace,
club, war-hammer, fiail, etc.
Two-handed weapon: sword, axe, mace, club, flail, etc.
‘Polearm: halberd, bill, etc.
Short thrusting spear
Long spear
Piket *
Fisticuffs and brawling**
Wrestling (Charage); cf. Sec. 1.960
Quarterstaff (Kichana), cf. Sec. 1.960**
Unarmed martial arts (Dedarat/ or Hu'6n); cf. Sec. 1.960**
Florentine-style fighting; cf. Sec. 1.960

-
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Missile weapon sub-skills

Dagger/knife throwing™*

Melee-weapon throwing (club, axe, etc.)

Javelin, dart, throwing spear

Staff-sling

Sling

Short bow, longbow

Composite bow

Light crossbow (cocked with a ““goat’s foot™ fever)
Medium or heavy crossbow (cocked with a winch)
Bolas***
Biowgun
Artillery**

sre
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*A maximum of 1 sub-skill degree is needed to use a shield at
full competence. No more than this is possible or necessary.

**The dagger, fisticuffs and brawling, the quarterstaff, and the
unarmed martial arts are all available through the investment
of Assassin skill Competence Unit points. The use of the sling-
staff is also part of the specialty called “Pa’iya’s Kiss” to an
assassin; cf. Sec. 2.2313. The sub-skill of artillery can be ob-
tained with Soldier skiil points (Sec. 2.2316).

***Both the bolas and the blowgun are rare; cf. Sec. 1.960. Out-
side of the regions and units in which these weapons are regu-
larly used, there is only a5 percent chance per month in a very
large city of finding a tutor.

****The pike is almost entirely a soldier’s weapon. its unwieidi-
ness makes it relatively useless in non-military combat. in order
to learn to use a pike a character should belong to an appro-
priate legion. A knowtedge of this weapon includes a basic un-
derstanding of phalanx formations and drills.

The above-listed sub-skills include not only the usual tech-
niques of fighting, aiming, reloading, etc. but also sufficient
expertise to maintain the weapon and to effect minor repairs.
The manufacture of weapons is not covered, however; this is
properly the job of the armourer or the fletcher; cf. Secs. 1.960
and 2.239.

The weapons peculiar to various nationalities, tribal peoples,
and nonhuman races are listed in Sec. 1.960. A member of one
of these groups should choose first from among his/her “national”
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weapons, leaving others to be mastered later during the course
of the game. If such a character has an “Intermediate” or “Ad-
vanced” education, however, the referee may agree that he/she
has lived long enough in one of the larger empires to have had
an opportunity to tearn the weapons and fighting skills of that
society. Alternatively, the referee may roll a D10: 1-5 = the char-
acter has had a chance to learn a given weapon; 6-10 = he/she
has not.

Chargésh hiVriddi has 2 levels in the Warrior skill (Sec. 2.239).
He therefore has 8 Competence Unit points to invest. He uses 1
point to buy a sub-skill level in the shield (all that he will need).
He puts 2 more points into the pike in order to keep up with his
companions in his legion. Another point is spent on 1 sub-skill
level in the dagger, a specialty which he intends to increase later,
and he expends his remaining 4 Competence Unit points on 2
sub-skill levels in the use of long one-handed weapons so that
he may realise his ambition to be a swordsman.

pikeman of the
Legion of Searing Flame
10th Imperial Heavy Infantry



2.240. PROFESSION, INCOME, AND EXPENDITURES.

2.241. PROFESSION.

A character may start the game employed or unemployed. This
depends upon the character’s background, the playing style of
the group, and the player’s choice. It is assumed that a character
who has a post is performing his/her duties and is eamning a living,
while an unemployed person has no source of income and seeks
change, adventure, and new fields. An employed individual must
devote time to the job, obey his/her superior's commands, and
not go wandering off without permission. One who has no em-
ployment is not so restricted but has no regular income and
must live on his/her personal funds (Sec. 2.235) until a suitable
opportunity for a post appears.

It is not intended to lock players into ‘““character classes” or
“professions” which cannot be changed during the game. Pre-
ceding Sections have provided the means to develop characters
with a variety of backgrounds and skills. What one makes of one’s
character depends upon how these qualifications are used. One
can take one of the skills acquired in Sec. 2.239 as one’s pro-
fession, put all of one's skill points into it, and add to this exper-
tise during the game to create a highly trained but narrow spe-
cialist. One can also acquire single levels of several skills and
develop this or that one as the occasion arises. One can remain
in the same profession throughout one’s “game life,” or one can
change occupations whenever fortune appears to beckon. One
can disregard social status and strive instead to become a learned
scholar, or perhaps one may wish to hone one's fighting abilities
to perfection and become the greatest warrior who ever lived—
while holding no social rank whatsoever! On the other hand, one
can work one’s way up through the echelons of the bureaucracies
and eventually command whole legions of soldiers or entire
temples full of scholars. As in the game of life itself, this game
is largely what the players (and the referee—who in some circles
is rather blasphemously and humourously referred to as “‘god”)
choose to make of it.

To sum up, one's profession is the job one holds: the way one
earns one’s living. One's skills may be central to this profession;
they may also be quite different from it, or only ancillary to it. A
character may try to develop two or more professions, providing
that he/she has the time to devote to them. (One cultural restric-
tion on this will be noted below.) A character may have no fixed
profession: a Jack-of-all-trades, a roustabout, a marketplace
ruffian, or a noble dilettante. Skill development helps one’s pro-
fessional advancement, of course, although it is by no means
the only factor. Indeed, the methods by which one develops skills
are kept quite separate from the game mechanisms which pro-
vide social rank and promotion. These will be detailed below.
A “profession” once chosen is entered upon the Character Re-
cord Sheet. It is given a small benefit amongst one's other skills;
cf. Sec. 2.423.

A character may even lie about his/her profession (to the non-
player characters and to the other players, but not, of course, to
the referee). If such a fraud or braggart is found out the conse-
quences may be severe, according to the circumstances. Alina
has told Chargésh the tale of one Bothlina hiTekkuné, a putative
priest of Vimthla of the 14th Circle who claimed to be a mighty
sorcerer from the far-off city of Pagts in Mu'ugalavya. At first
this worthy was held in high esteem. He was given the post of
Opener of the Mouth of Fire in the temple rituals, a stipend as
a scholar, access to the innermost libraries, and many other pri-
vileges. He gave himself away, however, through ignorance of
the rites of the 10th Circle. Before he could be seized he managed
to abscond with several valuable books and scrolls. He was ap-
prehended six months later pretending to be a priest of Hnalla
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in Thraya. The details of his fate need not be set down here.

Although most of the skills listed in Sec. 2.239 can be used
as professions and “‘gamed,” many would be boring to play for
any length of time. Who would wish to live out the humdrum
lives of a baker, a bootmaker, a carpenter, an official in some
petty bureau, or even a courtier in attendance upon the Petal
Throne itself? The skills of greatest interest in an “adventure
game” are those which help the characters perform “‘deeds of
derring-do."” All others serve only as “background’: useful, per-
haps, or even focal in one or another scenario, but not the sorts
of professions to be centrally “gamed.”

The choice of which skills to emphasize is contingent upon
the preferred gaming style of the group. There are only two vital
skills for those who enjoy a 'pure adventure game” with a mini-
mum of social frills: Warrior and Sorcerer. The former functions
as “the infantry” and the latter as “the artillery” in combating
foes and gleaning treasures. All other skills are subsidiary. One
does need an armourer at times, or a jeweller-goldsmith to eval-
uate one’s discoveries. A physician is important, as is a lock-
smith. Such talents as swimming, hunting, mountain-climbing,
making ropes and nets, tracking, making arrows and repairing
bows are all helpful but are not absolutely essential.

Those who would enjoy greater interaction with the cultures
of Tékumel cannot ignore the “adventure” skills just mentioned
above. They may also wish to stress those skills which provide
rank and social position: Priest, Official, and Soldier. Merchants,
ship captains, and businessmen may be welcome in such a party
as well, as will be those who can help with the expertise of a
‘“scholarly” skill: e.g. Botanist, Geographer, Historian, etc.

Only those whose gaming style focuses strongly upon politics,
religion, court intrigues, and the subtler refinements of society
need acquire such skills as Author, Courtesan/Don Juan, Dancer,
Etiquette and Courtly Manners, Musician, Orator, Poet, and the
like. These abilities may be of little use in a rough and ready “ad-
venture" scenario, but they can be crucial to success in a game
containing a larger “cultural” component.

Languages were stressed in Secs. 2.232 and 2.239. Tékumel
has no universally intelligible lingua franca. The tribal Speaker,
the urban or upper class Interpreter, and the student of ancient
or classical languages thus all have important roles to play. Lin-
guistic expertise is important even for “pure adventure” gaming:
someone has to be able to converse with strangers, read books
and scrolls, scan inscriptions, and decipher the despairing graf-
fiti of previous adventurers in the catacombs.

It is now useful to consider the “professional” ramifications
of some of the skills listed in Sec. 2.239. What sorts of jobs can
persons with these skills hold or expect to find? How much these
occupations pay will be discussed in the next Section. Major
categories include:

1. Non-remunerative skills: Reading/writing and Swimmer have
no professional relevance at all. They are useful competences
but cannot be used to earn money.

2. Tribal skills: within the tribal habitat a tribesman or woman
probably earns no money at all but uses his/her skills to
obtain food, construct a dwelling, make clothing and wea-
pons, and participate in the life of the group. A tribal per-
son who has wandered out into one of the great empires
is most likely to be unemployed, or at most to hold such
menial jobs as sweeper, common labourer, potboy, etc.
Such jobs require no skills and pay correspondingly little.
An intelligent tribal youth may apply for admission to a priest-
hood as an Acolyte (Sec. 1.832). A tribal warrior may simi-
larly hire out as a caravan guard, a private bodyguard, or
personal retainer. He/she may also enlist in a military unit.
This is a difficult course at first; lowly tribesmen are recruited



into the least prestigious contingents: small town militia,
the Sakbe Road guards, and the scruffy ““legions” of mer-
cenaries maintained by some of the great empires as auxi-
liary troops. Such a person’s original tribal skills can only
be employed if some patron sees a need for them: e.g. a
noble hunter who requires a guide, a scholar who is inter-
ested in tribal lore (or perhaps in certain ruins lost in the
jungles?), a businessman who wishes to exploit new mar-
kets, or an explorer who seeks new lands, various minerals,
valuable animals and plants, or other oddities. Several fur-
ther possibilities exist, but it is a rare tribesman indeed who
can rise to fame and fortune on the basis of tribal skills a-
lone. A tribal character will thus need the help of the referee's
non-player characters (and perhaps of the other player char-
acters as well) until he/she can gain competence and ac-
ceptance in a profession valued by the societies of the
Five Empires.

. Rural and urban artisan skills: these provide a steady oc-
cupation and a little (very little!) remuneration. Farmers,
bakers, barbers, potters, smiths, etc. may pursue their clan
occupations throughout their lives, become “Senior Master-
Craftsmen,” and eventually attain some social rank within
their clans (Sec. 1.840). As said above, it would be tedious
to play out these careers for any length of time. An artisan
character may thus begin the game so employed, but he/she
should attempt to acquire competence in one or more of
the “adventure” skills as socon as possible. Most clans want
their members to succeed in the world—a clanbrother or
sister in 2 high post can aid the clan as much as it can aid
him/her—and if the clan has funds to spare, it may advance
these to the character for projects it considers worthwhile.
A few urban skills can indeed be kept as a character’s cen-
tral profession, or at least as major secondary competences.
Any party might be glad to have an apothecary, an armourer,
a fletcher, a jeweller-goldsmith, an interpreter, a locksmith,
a sailor, or even a lowly rope/net maker in its ranks. A phy-
sician is even more vital to a party's wellbeing. Such char-
acters may then acquire secondary competences in fighting,
sorcery, or other “adventure” skills. Some (e.g. the physician,
the lawyer, the scribe-accountant, and the sorcerer) can
be effectively combined with the profession of priest.

.Mercantile skills: Merchant, Moneylender, Ship Captain
(and also Slaver, if one can endure the social stigma) can
all be developed into primary professions. Again, they may
be combined with secondary fighting abilities and other
“adventure” skills. The same is true of the three upper class
“Administrator” skills.

. Ranked skills: the only skills which lead to social rank and
position within the hierarchies of the Five Empires and most
smaller states are: Official, Priest, and Soldier. These can
serve as central professions, providing that players are willing
to accept the duties of their posts. Any institutionalised
system frowns upon its members wandering off to “adven-
ture” whenever the whim seizes them, and the superiors
of the organisation may issue commands or give their under-
lings missions to perform. These obligations cannot be re-
fused or shirked without harming one's position in the
hierarchy.

. Upper class “knowledge” skills: fields such as Botanist,
Geologist, Geographer, Physician, Philosopher, Historian,
etc. are usually the pursuits of the privileged priestly class.
Occasionally one encounters a person with both scholarly
and priestly training in the service of a government, an army
high command, a prince or other wealthy noble, or even a
powerful clan. The temples frequently hire their specialists
out in this fashion, but such employment is rarely long-term
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except in the case of government service: e.g. dozens of
scholars in many fields work in the labyrinthine offices and
archives at Avanthar (Sec. 1.422). Only a wealthy dilettante
can afford to leamn such a skill independently. Poorer scholars
must work for pay—a temple stipend, a government salary,
or fees charged to a discreet clientele—but the wealthier
classes are not expected to earn money directly, and it would
be demeaning for a noble to practice medicine, engineering,
astrology, or the like in the marketplace. He may indeed
practice or teach within his temple's precincts, but any fees
received will probably be donated to the temple coffers.
He may even refuse the monthly stipend paid to all regular
priests. Prince Hekkunakte Tlakotani, the clan-uncle of the
present Emperor, for example, practiced surgery daily at
the Temple of Keténgku in Béy St and never took money
from anyone. (he is now retired and lives at Avanthar.) It is
thus feasible for a character to develop one of the “know-
ledge” skills as his/her primary profession and practice it
as a lay priest in private life. It is more likely that such a skill
should be secondary, however, and the character's profes-
sion will then be that of priest, lay priest, or official (with
temple training). A very wealthy character who pursues one
of these fields as a personal hobby should not charge for
his/her services at all. All such characters may also acquire
one or another “adventure skill to aid them in gaming.

7. Upper class “refinement” skills: many aristocratic pursuits
have little or no professional relevance. All of the “collector”
skills (e.g. Arms and Armour Collector, Numismatist, etc.)
and such talents as Artist/sculptor, Author, Courtesan/Don
Juan, Dancer, Etiquette and Courtly Manners, Falconer,
Hunter, Musician, Orator, Poet, and Wine Connoisseur are
important for an aristocratic life-style but earn no money
and are not considered to be “professions.” The only income-
producing vocations thought proper for an upper class per-
son are the “ranked” skills (Official, Priest, and Soldier) and
those which involve the supervision of “noble” enterprises
(i.e. the three “Administrator” skills).

The four skills most attractive, perhaps, to players in an “ad-
venture’” game have been left to the last. The professional rami-
fications of the skills of Assassin, Shaman, Sorcerer, and Warrior
are as follows:

8. Assassin: the social position of the small and close-knit
assassin clans is detailed in Secs. 1.422, 1.550, and 1.740,
and the weapons of the assassin are described in Sec. 1.960.
A player may take the skill of Assassin as his/her profession
only if the referee permits. The expertise of this skill can
be acquired in no other way: those who do not belong to one
of these clans and follow this profession cannot learn this
skill at all. While being an assassin holds an attraction for
some players, it creates problems in the game. Not only
must the cultural and legal role of the assassin clans be
thoroughly understood, but the player must always be gov-
erned by the dictates of the clan elders and must try to per-
form whatever missions they command. Being an assassin
thus hampers the player's freedom of action, and it also
requires special efforts on the part of the referee: e.g. an
assassin usually carries out his/her mission alone or only
in the company of fellow assassins, and it may then be ne-
cessary to game separately with the assassins of the player
party and exclude those who are not assassins, if the re-
feree's secrets are to be kept. Between missions an assassin
is supported by his/her clan and may then socialise with
non-assassins (who are preferably not told of the character's
real profession). An assassin can never quit his/her clan
and profession and hope to remain alive within the boun-



daries of the Five Empires and their client states. An assassin
who runs off to some remote tribal area or distant country
may survive, but he/she will be a very lonely individual indeed
—and one who can never relax his/her vigilance.

9. Shaman: the tribal shaman functions as the priest, physician,
and sorcerer of histher community. While resident with his/her
tribe, a shaman receives no money for services rendered but
may be given special cuts of meat, a house, a spouse or
spouses, and other privileges. The customs of various tribal
societies differ; cf. Secs. 1.620 and 1.832. A shaman will
have some minor healing skills and also has access to other-
planar power. He/she may thus acquire spells similar to those
used by the sorcerers of the larger states. Shamanistic magic
is neither as systematic nor as well developed as that of
the larger, literate cultures, however. (Lists of spelis appro-
priate for a shaman will be provided later.) When shamans
migrate out into one of the great empires, moreover, they
find that while they possess some of the powers of their
urban counterparts, they lack the prestige and the social
recognition. Most shamans therefore apply to one of the
temples, and if they possess the requisite mental and psychic
qualifications, they are inducted as Acolytes. Within a few
months they may be initiated into the priesthood. Their
careers then progress much like those of other priests and
sorcerers. At the start of the game, a tribal shaman may
begin as a newcomer to the referee’s starting locale; un-
employed and seeking admission to a temple. If the player
has the skill points to buy a minimum of 2 levels of the skill
of Priest from the rural or urban lists, it is assumed that he/
she has lived long enough in the place to join a temple and
become partially acculturated. A shaman who is not a mem-
ber of any priesthood will find that no temple will teach him/
her its magic at any price. The temples are proud, jealous
of their erudition, and totally uninterested in teaching those
who are not priests or lay priests of their sects. As the Tsol-
yani proverb says, “Who serves not the Faith benefits not
from the Faith.” Within his/her own tribail society, on the
other hand, a shaman learns new spells from the older and
wiser shamans of the tribe. Advanced shamans may also
acquire some of their powers from ““dreams” and “spirit-
quests.” These are really contacts between the Chusét/
“Shadow-Self” (Sec. 1.620) and certain other-planar beings
who may appear during a trance or sleep in the guise of
animal totems or the ghosts of dead ancestors. More will
be said of this process below.

10. Sorcerer: the professions open to practitioners of magic include:

a. Priest: as with others of the scholarly “knowledge”
skills, sorcery is mainly the province of the temples.
Sorcerer-priests thus live and work in their temples,
teach, study, subscribe to the temple regimen, and
participate in the rituals and other activities. They must
devote a percentage of their time to their duties, and
they must obey their superiors’ commands. They may
socialise as they please during their leisure hours, but
they cannot ignore an order or wander off without having
to pay the penalty: anything from extra duty in the kit-
chens, to ritual guard duty in the dark underground
sanctuaries, to pay stoppage, to corporal punishment,
to demotion, to expulsion from the clergy, or worse,
depending upon the circumstances. A priest’s daily
round of work need not be gamed, of course, but the
character’s freedom of action is likely to be somewhat
circumscribed. In compensation, it must be noted that
a clever priest can gain promotion faster than a lay priest;
he/she has greater access to the sect’s politics and
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intrigues; and it is easier for a priest to acquire other
knowledge skills, a secret temple language (Sec. 1.711),
and the high-level temple spells (Sec. 1.620) than may
be possible for a lay priest who remains a little apart
from the centre of temple affairs. See aiso Sec. 1.832.
b. Lay Priest: options available to this type of sorcerer inciude:
i. A lay priest may take service with a noble patron
or clan. This first entails being a “house-priest”:
someone who performs the daily rituals, does minor
healing, acts as tutor for the children, and wards
off bad luck. A young sorcerer who shows promise
may be aided by the patron to study and acquire
greater skill. He/she may then function as a “ma-
gical bodyguard,” setting up warding spells to pro-
tect the patron, guarding him/her on missions, and
acting as advisor. As such a person gains repute,
his/her services will be sought by higher and higher
clans and patrons, and the best such specialists
are well paid, carefuily protected—and watched.
Such wizards as Vridékka hiTlélsu, who watches
over Sarku-worshipping Prince Dhich’uné, and
gnarled little Doctor Chekrash, the sorcerous men-
tor of Princess Ma'in (Sec. 1.380), are justly famous.
Whether or not the post of Personal Sorcerer to a
member of a royal family can be enjoyably gamed
is another matter, however; princes and princesses
do not often wander off on private “adventures,”
and the daily palace routine may be boring for many
players.
ii. A lay priest may become an apprentice to an older
and more experienced lay priest who has a private
practice. Initially a young assistant may be put to
washing pots, cooking, grinding chemicals, and
cleaning the master’s bedpan. As time goes on,
he/she may become senior amongst the master's
apprentices, be given more interesting tasks, be
sent off on missions, assist in rituals and major
spells, and eventually achieve independence and

a following of his’her own. Although not as good

as that of the temple academies, the instruction

obtainable from a true iay priest mage can be quite
useful, and a student can always visit the libraries
and teachers of his/her temple.

A youthful graduate of the temple academies can

also set up shop in the marketplace at once. Cus-

tomers will want healing, love potions, help in find-
ing lost objects or persons, good luck charms, an

exorcism now and then, and other magical aid. A

“bazaar sorcerer” does not earn much, particularly

at first, and must strive to build up a clientele.

iv. The armies of the Five Empires and many smaller
states also employ both priests and lay priests to
serve in their battlefield magical contingents (Sec.
1.821). This requires special training (see below),
and it offers comparatively little in the way of re-
muneration or prestige. A sorcerer who wishes to
enter this field should acquire at least 3 levels of
the skill of Soldier and perhaps 2 or 3 of Warrior.

11. Warrior: the foliowing professional opportunities are open

to fighters:

a. Most warriors are also soldiers. The Five Empires and
most smaller states are constantly in need of troops,
and it is easy to enlist. The most prestigious legions
are harder to join, expensive (requiring “inducements”
to officers and the recruiting masters of the Palace of



Ever-Glorious War; cf. Sec. 1.810), and quite class-con-
scious: foreigners and lower class citizens need not
apply. A soldier in a good legion is also expected to
maintain a suitably opuient life-style, and many a poorer
clan has scrimped and saved to buy accoutrements
and armour for one of its promising young scions. Aside
from the various standing armies (Secs. 1.821 and 1.822),
a soldier may enlist in such less discriminating units
as the Sakbe Road guards, a temple guard unit, a city
mititia, the tomb police, or even a prison guard con-
tingent (Sec. 1.740). In the smaller states these distinc-
tions may not exist, and all of the shabby retainers of
this or that petty “king” or prince may grandly call them-
selves ‘“‘soldiers.” Being in the military again places
some limitations upon a character's freedom of action:
one may remain idle in training, be sent off to battle,
given guard duty in some Imperial bureau, or be sent
off to a lonely watchtower on the frontiers of desoiation.
Orders must be obeyed. Military justice is, to say the
{east, severe.

. Many fighters seek employment in the personal entourage
of a noble, an official, a high clan elder, and the like.
By combining the skilis of Warrior and Priest, one can
be hired to guard the pontiff of a temple. These posts
are ail similar to forma! army service but tend to be less
restictive and structured. They also pay less, carry less
prestige, and offer less hope of social advancement.
In time, however, with the favour of one’s patron, good
connections, and money, a clever and ambitious re-
tainer can aspire to arespectable place in society.

. Free-lance fighters are often hired for short periods
to serve as caravan guards, bodyguards for those who
need extra protection, sentries for a clan’s warehouses
and goods, and other temporary purposes. A warrior
who has something of the skill of Sailor may be hired
as a member of the fighting complement of a merchant
vessel. (Naval personnel require some abilities as soldiers,
however, in addition.) Such itinerant mercenaries are
poorly paid, hold low social positions, and have short
life-expectancies. Even if they become wealthy (e.g.
through a tucky find of treasure in the catacombs), they
will find it hard to gain respect in the culture. The best
warrior in the world is only a common ruffian unless
he/she also belongs to a good clan, hoids an office or
rank, and acquires the veneer of the upper classes. As
arare example of success, one may cite the career of
Kortnme hiChaishyani, who came to Jakaila as an im-
poverished foreign immigrant some years ago. After
working for a time as a low-class mercenary for one of
the less affluent members of the Clan of Sea Biue (Sec.
1.550)—who also operated certain less reputable en-
terprises on the side—Kortnme's fighting prowess
(plus the wealth he had managed to acquire from his
patron’s ventures) earned him a place in the Legion of
Sérqu, Sword of the Empire (14th Imperial Heavy Infan-
try). Further adventures brought him to the personal
notice of General Sérqu, and he was slowly promoted
up through the ranks to the post of Molkar of the Legion
(Sec. 1.821). Koranme’'s loyalty to his General—plus
the need to fill a gap in the power stucture of the Mili-
tary Party (Sec. 1.380) created by the untimely death
of the commander of the Legion of Mnashu of Thri'il
(10th Imperial Medium infantry)—caused General Sérqu
tp propose Kortnme for the vacant post. Prince Eselné
the leader of the Military Party, concurred. To delay
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while seeking a more aristocratic candidate would give
the Prince’s rivals time to offer a replacement of their
own. In order to make Kortnme palatable to the court
at Avanthéar, General Sérqu obtained a special dispen-
sation from his clan (the Golden Sunburst; Sec. 1.550)
and adopted Korunme into its ranks—indeed, into his
own lineage, the Chaishyani. He further strengthened
this bond by marrying his sister, Nelél, to the foreigner.
The Military Party has thus taken a rather long gamble
on this person, much to the chagrin—and envy—of
its opponents. Such occurences are very uncommon,
but others can be found in the history of the Five Empires.
it is somewhat easier to rise in this fashion in the smaller,
less structured states: e.g. Akurgh4, the Warlord of
Pelesar in Milumanay4, was once a common soldier
in the Mu’ugalavyani army. The best example of all,
perhaps, is the career of Baron Ald of Yan Koér (Sec. 1.330).

d. As a last choice, a warrior can become a gladiator in
one of the Hirilakte Arenas (Secs. 1.422 and 1.740). An
experienced fighter can earn considerable wealth in
this way and enjoy the plaudits of the multitudes. Glad-
iators have no lasting prestige, however, and once their
bodies have been dragged out of the arena, they are
quickly forgotten. Only a very few such warriors (in-
cluding several Ariddni women and an occasional non-
human) have been clever enough to quit while still alive,
invest their winnings in a business, and move up into
the higher spheres of society. One instance of this is
is Hartkka hiTuminé. (The son of a freed slave, this
man has no right to the famous Tuminé lineage-name,
but his braggadocio is known to all, and nobody really
minds.) After making a fortune as a gladiator in the arenas
of Béy St and Jakalla, Har(tkka retired, bought mem-
bership in a decent, middle-class clan (the Blazoned
Sail; cf. Sec. 1.550), and invested in the clan’s shipping
ventures. He has also acquired two wives, six concu-
bines, eleven children, and a permanent audience of
admiring striplings to whom he endlessly recounts
the exploits of his youth.

As can be seen from the foregoing, the term “profession” in
this game does not denote a fixed ‘“‘character class’ but rather
only the means by which a character makes his/her living. Each
player strives to put together a “package” of useful and reievant
skills from the lists given in Sec. 2.239, develop these as the op-
portunity arises, and expolit them to obtain better and better
jobs in his/her field of greatest interest. Most players will choose
one or more of the “adventure” skilis, perhaps one of the “ranked”
skills to provide a basis for later social advancement, a “know-
ledge” skill if possible, and whatever else seems likely to come
in handy.

Only one combination is really difficult to develop to any great
degree: Warrior and Sorcerer (or Assassin-Sorcerer, Warrior-Shaman,
Assassin-Shaman). The reason for this is cultural. No temple is
willing to invest its time, energy, and instruction in a person who
is not going to serve its goals as a priest or lay priest. Similarly,
no army or military organization is going to want to train an in-
dividual who spends a good part of his/her time at a temple prac-
ticing spelis. In game terms, thus, a priest, lay priest, or shaman
can acquire no more than 5 levels of the Warrior skill (and none
at all of the Assassin skill, uniess he/she is a member of one of
the assassin clans). Conversely, no fighter, soldier, or assassin
can obtain more than 5 levels of Sorcerer or Shaman. Upon reach-
ing this stage, a priesthood will simply refuse to accept the per-
son into its classes, and a military superior will tell him/her to
get back to the business of soldiering. Even a wealthy dilettante



will find it hard to develop these two skill categories simulta-
neously. Private tutors are indeed available, but at the higher
levels really good instruction can only come through a temple
academy (or senior lay priest mage) on the one hand, or through
a military legion or duelling master’s school on the other (Sec.
1.960). Both of these would rather attend to their more devoted
students, and neither would wish to waste time on someone
who cannot make up his/her mind between these two fields.

Nothing precludes a character from becoming both a priest
and a soldier, of course. Such a person can become a temple
guard or a member of one of the temple-supported legions. See
also Sec. 1.950 for the deleterious effects of metal weapons,
armour, etc. upon magic.

The professions open to nonhumans are largely governed by
their racial talents and predilections (Secs. 1.413 and 2.223).
Most such characters will either be fighters (including soldiers
but not assassins—the clans of the iatter do not admit non-
humans) or priests (inciuding ritual priests, lay priests, sorcerers,
and specialists in the other “knowledge” skills). Some nonhumans
(e.g. the Pygmy Folk) are frequently found as merchants; the
Swamp Folk excel as sailors and ship captains; the Tinallya are
fine scholars; the Shén and the Ahoggy4a make excellent war-
riors, etc. Very few nonhumans are to be found in the “rural” or
“artisan” professions in the Five Empires, although these are
common enough within their own enclaves. The referee may
also create specifically “nonhuman” skills, if desired. it is per-
haps easier to ignore these unless they become directly relevant
to the scenario.

Chargésh hiVriddi has already made his professional choice:
to be a soldier. As a worshipper of Vimahla, he would iike to join
the Legion of the Lord of Red Devastation (18th Imperial Medium
Infantry), but his modified Height-Build-Strength factor (Sec.
2.213) is only 66, and a minimum of 75 is needed to wield the
great two-handed swords favoured by this unit. He could join
the old and respected Legion of the Clan of the Broken Bough
{19th Imperial Archers), which serves Vim{hla and is based a