


GURPS Castle Falkenstein
Imagine a world very much like 19th-century Earth, but

with wizards and swashbuckling heroes . .. and Dragons
and Faerie! A world where Kabbalistic magic meets
steam-powered technology against the backdrop of
imperial intrigue, and where the writings of Doyle,
Shelley, Verne. and their contemporaries are fact. A world
of high fantasy and romance. This is the world of Castle
Falkenstein.

GURPS Steampunk
GURPS Steampullk won the Origins Award for Best

RPG Supplement of 2000. Wrillen by William H.
Stoddard, this book combines the mood of cyberpunk with
the setting of an alternate Industrial Age. where computers
run on steam power. walking colossi stalk the batllefields,
flying ironclads rule the skies, and science is the new
frontier. It covers the real events, politics, and personalities
of the Industrial Age. as well as the weird science that
could have been created . .. vehicles, robots, airships,
and more.

GURPS Steam-Tech
The Mad Scientists, Illuminated Thinkers, and Inspired

Tinkerers of the Steampunk Age have brought their finest,
their deadliest - and their strangest - work together in one
place. GURPS Steam-Tech has it all. from weapons and
armor to analytical engines. vehicles, pharmaceuticals. and
even Living plant and animal creations!

GURPS Swashbucklers
Come to the age of the Swashbuckler, when the world

was wide and fortunes could be made in an afternoon of
smoking cannons and bloody cutlasses!

Pirates, musketeers and highwaymen all come aljve in
this GURPS worldbook of romantic adventure from
Elizabeth I to Napoleon. Rules and background given
include: ship combat, black powder weapons, expanded
fencing rules, cutlasses, chandeliers, codes of honor,
duelling. compulsive gambling and all the other classic
elements of a good swashbuckling time!

GURPSMyth
Explore the world of the Fallen Lords and Soulblighter

in this adaptation of the best-selling Myth computer
games!

This sourcebook takes you beyond the battlefields of
Myth, exploring the culture and psychology of the garne's
fascinating races, neshing out the nature of the setting, and
expanding upon the adventuring potential of
this exciting fantasy realm.
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SIeve Jackson G:unes is committed to full support

of the CURPS system. Our address is SJ Games. Box
18957, Austin. TX 78760. Please include a self
addressed, stamped envelope (SASE) any time you
wrile us! Resources include:

Pyramid (www.sjgames.comlpyramidl). OUf
online magazine includes new GURPS rules and arti
cles. Ii also covers DUllgeolls and Dragotls,
Traveller, World of Darkness, Call of CtlwllwJ and
many more top games - and other Steve Jackson
Games releases like /11 Nomine, II/wllil/ali, Car
Wan, Too", Ogre Miniatures, and more. Pyramid
subscribers also have access to playlest files online!

Nell' slipplemellls and adllel1tures. GURPS con
tinues to grow, and we'll be happy to lei you know
what's new. A current catalog is available for an
SASE. Or check oul our website (below).

Errata. Everyone makes mistakes, including us
but we do our besl to fix our errors. Up-to-date errata
sheets for all CURl'S releases. including this book.
are available from SJ Games: be sure to include an
SASE. Or download them from the Web - see below.

Gamer iII/JIlt. We value your commenls, for new
products as well as updated prinlings of existing
titles!

Imemel. Visit us on the World Wide Web at
www.sjgames.com for an online cat<llog, errata.
updates, Q&A. and much more. CURl'S has its own
Usenet group. 100: rec.games.frp.gurps.

GURPSllel. This e-mail lisl hosts much of
the online discussion of GURPS. To join. e-mail
majordomo@io.com with "subscribe GURPSnet-L"
in the body, or point your web browser to
gurpsnct.sjgamcs.com.

The CURl'S Caslle Falkellsteill: The OUoma"
Empire web page can be found 31 www.sjgames.coml
gurpsibookslottomanJ.
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This is a supplement for Castle Falkel/steil/, in both its
original and its GURPS versions. It has the same form as
previous Castle Falkel/steil/ supplements - a message
received from that world through the Faerie Veil, with an
account of events and locations and additional game
details.

The subject is the Ottoman Empire of the Falkensteil/
world - the great power which rules the Middle East. lak
ing in modem Turkey, most of Arabia, and much of North
Africa. Whereas "New Europa" - the West, especially
Europe and North America - is a region where faerie pow
ers. ritual magick. and "steampunk" technology vie for
dominance, the Ottoman lands seem panly stuck in a fan
tastical medieval past. This Empire has changed relatively
little - cenainly less than it should have - since its glory
days, which coincided with the European Renaissance.

However, things are just a little more complicated than
that. New ideas do cross the border sometimes, albeit with
difficulty, and the powers of steam and modem military
technology are making their presence felt. On the other
hand. desen raiders. flying carpets. and whimsical Djinn
remain an occasional feature of this region. 100. Like other
pans of the Falkel/stein world, the Ottoman Empire dis
plays a weird mixrore of Viclorian super-science and tradi
tional fantasy wonde~; it's just that here, they have a
strong Arabian Nights flavor, a background of imperial
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decline, and a fair amount of developing world patch-and
mend.

This setting's recent history probably comes closer to
that of our world lhan any other part of the Falkel/stein set
ting. There's magick and Djinn, admiuedly, but "our"
Ottoman Empire was as dramatic, chaotic. and strange as
any fantasy gamer could wish. See some of the books in
the Bibliography for details.

But for now, it's time to meet our guides for the trip.

About the Author
"/I is my belief, Waisoll ... thar the lowest and vilesi

alleys ill Londoll do I/Oi preselll a more dreadfill record of
sill than does the smiling and bemaiful cOll1uryside."

- Sherlock Holmes, ill "The Copper Beeches,"
Sir Arthllr COlllill Doyle

Phil Masters, it may be recalled, was the author of
GURPS Arabian Nights (among others) and the co-amhor
of GURPS Castle Falkenstein, which history he beljeves
renders him qualified for Ihis present employment. His first
paid scribblings were published in the year 1980, which
renders him. he fears, somewhat of an archaic period fan
tasy himself. He does business with his pub]jshers from his
residence in a small town amid the smiling and beautiful
countryside of rural England.

~ InbxxJuction
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This book consisls largely of a manuscripl received
through the Faerie Veil from the universe of Castle
Falkel/stei". It was sent by Tom Olam, who is still resident
in that universe. but only the inlroductory text some game·
mechanical notes. and a brief epilogue, were written by Tom
himself. We'll let Tom explain why that is ...

Folks,
As YOIl'U ho\'e gathered ifyolI"'e read my pastleueTS,

I'm hardly the only persOll ha"il/g adl't!lllllres here in the
world ofCastle Falkenstein. So, this time, I'm sending YOIl a
copy of someone else's stor)'. AIIJlm)', tllis gil'es me an
oppommilY to fXlsS 011 sometlling aOOIl1 a ptln of this world
thai I IIlII'en't had milch chance to see for myself - ti,e
Ottoman Empire, a land of ",ighty Djilm. flying carpets,
schemillg Grand Viders, al/d cm~' SlIltans.

n,e Empire is also kllOWIl (IS "nle Sick Mall ofEurope,"
for reasons whic1l are pan ofholl' this slOry came 10 pass. I
did get to see the \'el)' beginnillg and vel)' end of it all. her-e
in Llldwig's !xl!ace i/1 Mllnchell. bllt slriclfy from Ihe side
lines.

I sllOlIld say that tl,ere's (I down-side to Illy fife as a
secret agem and COlm adl,isor- II·ell. apart from people try
ing 10 kill me occasionaU): The really depressing fXlrl is
selllling other IleOp/e off into danger. Young Eberhardl
Swrkmatlll, for example.

I first mel him one dark (bllt IIOf vel)' slOrmy) nigllliasl
year. Il'/u!II Geneml 1'011 Tarlellhejm sll/1/molled me d01l'1I 1o
olle ofthe sitting-rooms. The old soldier didll 't say I'ery /1/l/ch
(1/ Ih(l/ fJoilll. bllt when I arri\'ed, I foulld se\'eml of Ille old
crew /Jresell1. !..ltdwig himself took Ihe chair, II'i/li Allberon
looking cool and enigmalic al his side. Von 'Ttlrlenheim bus
tled alxJlIt with some fXlpers. \\·hile Morrolall sprawled wilh
a brondy in his hand_

I asked whal "'as going (N) -again - and \'011 Tarlenheim
smiled min1lJessly.

..PnlSs;a," he said.
"WIllIt a SIl'lJrise," I said. "\Vhal's Bismarck lip to

II0W? ..
"Long-Ienll schemes." the Gelleral answered, "bill do,,·

geroliS. He's lIIming his attentions to Ille East, and "'e need
to !itan bllildillg alliances Ihal way ollTSeil'es. n~'\'e been
keepillg an eye Oil lhis for a while, and 11011' ... We '\'e fOlllld
someone 10 act as a courier. (md he will be here tollig/II.
We 'I'e sellt a COl/pie ofequerries 10 felch him. Here, look at
this. We lI'ould \laille YOUI' colI/lllellts."

He pllshed a dossier oflx'IJers across to me. This turned
Ollt to be a file, penlled by Ollr small bur slullp-w;tted band of
SIJOOks (/If/der olle of Iheir lum"less·sowuling pseudoIlYlI/s).
TIllIt makes il secret, so yOIl shO/lld be flauered 10 leam tllllt
I'I'e II0W got clearance 1o send a mil/slated copy 10 YOIl.
Please don't leak it 10 Bismarck.

CIQCUMc,TANCEc, WITIiIN

TtIE OTTOMAN EMPIQE
Notes by tbe Office of COUI1 Protocols

The condition of the ORoman Empire is. of course. one
of the great Questions ofcOntemporary European diplomacy.
but it is not one with in which we of Baycm havc previous
ly felt a pressing interest. However, we regrct to inform the
coull that matters may be entering :1 new phase. to which
Bayern. and our allies of the Second Compac!. may be oblig
ed to attend. It would appear thaI our enemies in Prussia are
turning their gaze that way.

This had nOt previously seemcd a great risk. In very
recent years. Chancellor von Bismarck was heard to say pub
licly that he "never even bothered to open thc mailbag from
Constantinople:' For all ilS size and thaumaturgical might
the Ottoman Empire is COrrupl and disorganised. but none of
the great powers have penniued any of the others to bring it
down. For example. when Russia found an excuse 10 assail
Turkey, Britain and France allied and foughl the Crimean
War to check Russian ambitions. Prussia has considered the
unification of Germany ilS firsl concern.

But the Prussians have also dreamed of Drang /lach
Osten, the "Drive to the Ease which would spread Gennan
power fUilher afield. as our ancestors spread our culture into
Austria and along the Baltic coast Now. with his conquests
in Gemlany halted by the Second Compact. the Iron
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Chancellor (encouraged. no doubt. by his Unsee-lie allies)
appears to be comemplating the exploitation of an alternative
source of aid.

Regreuably. the Turks are susceptible to Prussian influ
ence. They are a warlike people. and even their most prOo.
gressive '·Westemi7..ers·' dream of resurrecting Ouoman
glory and strength by adopting modem, Western military
skills - :Illd they judge the Prussians to be the most dedicat
ed and impressive source of advanced military ideas. Only
recenlly. in 1869. for example. the Turks decided to intrOo.
duce a new system of conscription to strengthen their armies
- and they based it on the Prussian model.

ow the Prussians are showing themselves willing to
respond to Turkish flattery. TIley have lately senl many staff
officers and drill-sergeants to Constantinople to assist with
the modernisation of the Turkish Army. Moreover. they are
showing a new interest in an idea previously discounted: the
creation of a substantial railway nelwork. to bind the
Ottoman Empire closer together (and 10 enhance the mobili
ty of ilS reformed army).

We are certain that the recent consLnlction of a railway
through the Turks' European Provinces to Constantinople
involved considerable Prussian funding. as well as Prussian
sleam engineers: given that they seek to bind Europe in
"Chains of Iron:' to the delriment of the Seelie Faerie. this

-0 ~:8slel'O OlLeslions



Printing the Legend
However. there's one drawback to depicting the Victorian-era

Ottoman Empire from a Weslern point of view. Westerners of the period.
brought up on theAmbiall Nigllls and stories of the Crusades, had a mon
umentally romanticized view of the whole subject. Many of lhose who
visited the region were excellenl reponers, but even they tended to see
things through a mental filter. That's what irritated modem scholars call
"Orientalism."

Still, it's plain fact thatlhe Ottoman Empire had mad sultans, schem
ing viziers. desert tribes. and wild-eyed dervishes. In bnllal reality, most
of that probably made it a much less pleasanl place 10 live. On the other
hand. Castle Falkenstein is aboul high melodrama; when in doubl. we
print the legend. Still, even in the Falkenstein universe. there are ordi
nary people living in lhis Empire.

be fear of Russia that the Prussians are using to persuade the
Turks of the need for their aid. Our best allies in lhis mailer
are the AUSlro-Hungarian Empire. who have their own old
worries about both Turkey and Prussia - but they suffer from
a persistenl urge to meddle in the Balkans.

In shon. we feel that it may be necessary 10 build our own
system of reliable infomlers and friends in the Olloman
Empire. and we must regretfully request funher funds for this
project. Our first concern is to improve our present. somewhat
limited. set of contacts. which projcct is now in hand.

Tom Olam Again:
I finished skimming this. and looked UI). Morrolall

looked lIf me. "Is there anything YOl/ II'ould add to rlwt.
ftVI1I yow; alt. III/ique I'iewpoinr?" he asked.

"Not III1/Ch." } said. ;'Mil/l/ YOll. that Drang lIach
Osten idea is likely to bring New £lIrof)a a 101 oj grieJ ill
thefitlllre. alld /Ihink 01/1' people 11/(1)' be right 10 guess tllM
Bismarck is making /IIOI'es ill ,fwt directio/l (j Jew years
ahead of schedule. III Illy 1I'0rld. Turkey did mther fall
lIl/der Pmssial/ influence -they sided witl/ Germally iI/the
Grear War at the start of ,he 20,11 cell/III)'. Thar COSt If/em
their empire. bw they mal/aged to reorganize as a fairly
modemllatiOIl. The Middle £a.W was still a bit ofa mess ar
the elll} of tlte Cellfllr); though."

Ollornans Elsewhere
Although this book deals specifically with the Ouoman Empire in

lhe universe of Castle Falkenstein, circa 1872, it could also be useful
in other games. Apart from the supernatural elements - the Djinn and
Magick - much of the information is drawn direct from our own
world's history. Hence, much that follows would be applicable in other
sleampunk games (see GURPS Steampllnk), or indeed in realistic
Victorian-era games. In fact, the majority of the charaClers detailed in
this book really exisled. although their depiction here is cinematic and
melodramatic.

For that matter. much of the treatment of the supematuml draws on
real-world myths and stories. The Ambian Nights shows Djinn much as
depicled here. and more than one of the "Magickal" volumes memioned
are based on real books. Games based on GURPS Goblins, GURPS
Cabal, or GURPS Warehouse 23 could all involve the strange secrets or
dark legacies of the Ouoman Empire.

was doubtless pan of their scheme. They are
now openly discussing with the Turks the cre-
ation of more lines. beyond the Bosphorus.

One scheme would proceed through Asia
Minor, alongside the Euphrates River, to
Baghdad (and doubtless through there to the
Persian Gulf), strengthening communications
between the Ottoman capital and the ancient cap
ital of the Caliphate, at the eastem end of their
domains. (This would also enable the Turks - or
their allies - to send military forces rapidly to the
borders of Persia: the Prussians may even have
designs on India.) Another idea is to construct a
rail line along the Levantine coast, through Syria
to Jerusalem. A third, boldest of all - perhaps too
bold for Turkish tastes - would involve the cre
ation of a railway network to cany Muslim Hajj
pilgrims from Syria to the Holy City of Mecca.
This. however. would be seen by Muslims as
intruding deep in sacred territory: doubtless, this
system would have to be financed and construct
ed purely by members of that faith. with Prussian
involvement remaining well hidden.
Nonetheless, it would place OUoman credibility
at the mercy of Prussian expertise.

All of these schemes require watching. Nor
can we trust the other European Powers to
restrain Prussia, at least without complex consid
erations of their own advantage.

For example. Britain is divided on lhe
Ottoman Question. Mr Disraeli. for the Tory
Party, seems 10 have a certain liking for the Turks.
and takes a cool. "realistic" view of events in the
East His rival. Mr Gladstone of the Liberals.
clearly feels a furious dislaste toward the Muslim
religion. taking every opportunity to denigrate the Ottomans.
As he can produce countless reports of massacres and tyranny
in their lands, he has much ammunition. Bm he will nol work
to help the cause of Refonn - he seeks only lhe destruction of
lhe Sull....mate. He will hardly be supponed in this by the Steam
Lords. who care nothing for massacres or lyranny. but seck
only a feeble, compliant East wherein to sell their rnanufac·
tures. So Mr Disraeli and the Steam Lords are in alliance on
this issue. In truth. however. the main concern for all British
factions is to ensure that the new Suez Canal. their best and
swiftest route to India, is kept open and unthreatened. and they
may be prepared to pennitthe Prussians some advantage in the
internal affairs of lhe region in exchange for this.

The British concern for lhe Calml is shared by the
French. ilS chief builders. who otherwise seem moslly con
cemed that the vast Oltoman debl to French banks should be
safe. They are unlikely to make any move that would threat
en Ottoman stability. or cause the Sultan to cancel payments.
The Russians have an ancient and persistent enmity with
Turkey, although for now they seem to accept the lesson of
the Crimea; that lhey cannot bring down the Ottomans wilh
out all Europe opposing them. They might fear schemes that
strengthen the Olloman Empire ovemlUch - but it may well
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Eberhardt 0tarkmann,
0urveyin8 En8ineer and 0ecret A8ent

Castle Falkenstein
Abilities: Comeliness Good, Connections Good,

Courage Good, Education Great, Fisticuffs Poor,
Marksmanship Good, Perception Great, Performance
Poor.

GURPS 125 points
ST 11 [10[; DX 12 [20J; IQ 14 [45]; AT II [IOJ. Speed

5.75; Move 5.
Dodge 5; Parry 6 (Fencing).

Advamages: Attractive [5J; Language Talent +1 [2]; Luck
[15]; Patron (Royal Luftschwansa, 9 or less) [IS];
Status +1 [5].

Disadvalllages: Code of HOllor (Gentleman's) [-10];
Incomyclcnce (perfonnance) H]; Sense of Duty
(King and Country) HOl

Quirks: Interested in exotic lands and peoples; LillIe tasle
for brawling or fisticuffs; Prefers living languages to
the c1assics: Secret romantic. [4]

Skills: Airshipman (Aerocruisers)-ll [1/2]; Architecture
12 [lI2J; Area Knowledge (Bavaria)-14 [I]; Aviation
12 [1/2l; Cartography-13 (I]; Engineer (Combat)-14
[4]: Fencing-IO [112]; Forward Observer-12 [112];
Geology-12 [I]; Gunner (Mortar)-12* [112]; Guns
(Pistol)-14*" [1]; Guns (Rifle)-14* [1]; History-II
[112]: Literature-II [1/2]; Mathematics-12 [II;
Naturalist-II [1/2]; Physics~12 [I]; Research-13 [I];
Riding (Horse)-IO [1/2]; Savoir-Faire-16** [OJ:
Savoir-Faire (Mjlitary)-14 [I]: Surveying-14 [2]:
Writing-12 [1/2].

* Includes +2 for IQ.
** Free from Status.
LallgllUges: Arabic·13 [112]; English-14 [11; French-13

[1/2]; Gernlan {native)-IS [0]; Turkish-I 3 [112]. (All
include +1 for Language Talent.)

"Ah-ha.'· said Morrolall. "all tlie old problems?"
"And several new Olles," I said. "Actually. there's one

thing we maybe ought to COlISidel: Arabia will tllm out to
be sit/ing all oceans of lIatllral oil."

"This is imporwll1?" asked Ludwig.
"It will be. when people get mVlIlld to making internal

combustion engille!>' work plvperly," I explained. "We hm'e
to aSSllllle that tlte Unseelie COIlI't know that as well (IS I
do. So they may be prompting BiSlllarck to playa 10llg
game. Bm if so. it's IIOt going to come to allythillg for
decades yet."

Just then, an equel'l)' appeared, lI/l/l01ll1ced "Herr
Eberhardt Srarkmmlll, YOllr Highness," and IIshere{1 in a
handsome bill ordiJ/my-looking young Bawwian cil'iliall,
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Eberhardt Starkmann is aged 23 at the time of his
journey to the Ottoman Empire, and has been employed
by the Bayem Royal Luftschwansa for two years, having
obtained an excellent degree from Munchen University
just as the company was being organised. TIespite his
youth and relative inexperience, his employers have
already identified him as possessing promise, and have
decided that he has the qualities demanded by his current
surveying mission. Being a young company, the
Luftschwansa often places potential and talent before
mere seniority.

However, despite his stout heart and determination
(and handsome face), Starkmann is not a warrior or a nat
ural swashbuckler. He has no taste for a brawl, and
becomes tongue-tied if obliged to act or sing. His greatest
assets are sharp wits and clear eyes; he lacks extensive
training in the arts of war. He volunteered for service dU(
ing the war with Prussia, but after giving him a little
weapons training, the army wisely placed this young
scholar where he could be most use- in a support unit that
distinguished itself in tasks miles from any battle.

Having received a modem, technical education,
Starkmann is unusually ignorant of the classics for a man
of his time and position; he prefers living languages 
English and a little French. However, in recent weeks he
has been taking crash courses in Arabic and Turkish, in
preparation for his mission - and he has proved a goOO
pupil. His minor flair for languages is, after all, one reason
he was selected for this job.

(In GURPS terms. during his mission in the Ottoman
Empire. Starkmann has a -20-point Secret. being effec
tively a spy. The Bavarian court and secret service mighl
represent an additional Patron. but he would have a lot of
difficulty contacting them.)

who was stiJJ in the process of shedding a black tl"aveJillg
cloak, I gllessed he'd been sneaked ill thrallg!1 darkened
streets alld a back door to the palace by aile of the shady
son of fellows that we'I'e acquired recell1ly, a1/d it was
pretty clear thm he wasll't elllirely aware what was goiug
011. In fact, when he saw the killg, his jaw jl/st dropped 
ah. the mystiqlle ofmonarchy. Gets 'em el'ely rime,

Still, young Starkmanll collected himselfSOOIl enol/gh.
alld managed an appropriate bow. Llldwig, aff charm and
natural leadership, made some basic illfrodllCtiollS, and
soon !wd him semed at the end of0111' conference table,

"My friends," Ludwig {/IlI/ollllced, "~I II/I/st apologize
for the air oj secrecy sllrrounding this meeting, and most
especially for calling Herr Starkmann away fram his travel
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prelXlrtuiolls. I llftl sure Ihat he has milch on his milld.
HOlrel'er; II,e Gel/eral alld I judge it Ilecessary to reqllest a
fa\'Our of this youllg mati, alld whelher or 1/ot he agrees, it
mighl pllt him in some dallger if he I\'ere knoll'n 10 hare
been called here in Ihese circl/lnstances. COllrersel): ifHerr
Swrkmalltl does agree. it seems only fair Ihal he should
recei\'e the best briefillg thai Ihe COlIN call offer."

"A - fm'ollT, Majesty?" Slllrkmlllltl stammered out.
Ludwig smiled abstractedly.

"Ofa sort," he said. alld filmed to Ihe resl ofus. "Herr
Starkmllnll here will shortly be Irm'elling ill10 the depths of
the Ottoman Empire, 011 open alld legitimale business. We
haw!, / fear.. been ralher sluggish ill realisillg that this rep
resents a rare opportullity. He will be asked to keep all
obsermtlt eye open during his tra\'els, alld I\'e 1I'0uid be
grateful if he could also deliver a pair of lellers for us. to
some of0111' possible friends in the area. He I\'ill be empow
ered to argue 01/1' case. a"d to re,}l)' to the recipiems'
ques/iolls."

S/lIrkmllllfllooked SIUlIl/ed.
.. Whm 's his cover - the official remol/ for his Irip?" I

asked.
.,/ am a sun·eyor.... Starkmll/III explained, "employed by

the Royal uifisclnmnsa."

"Righr." I said. "the aeroliner compall):"
Starkmll/III nodded. "It is Ihought thal \I'e might estab

lish a schedule of JUg/lis to the East lIS lI'ell as to Ihe
Americas," he said. "To India. perhaps. or e\'e/l Australia.
Such joumeys could im'oll'e stops along the ,,·a.,: I ll/Il 10
study possible docking places allll port facilities iff the
Middle East."

'"Now Ihm - 'tis a mission lI'ith some small risks of ilS
011'1/," declarell Auheron. "For he sure Ihere's forces thm
would like 10 hllrt Bayem's commerce, almost as sure as
they'd 101'e 10 Illmn the land ill war."

'Wollet/leless, we are Prolwsillg to add to the risk Ihis
gemlenum is /liking," said Uldll'ig. "We cll/mol require such
a sen·ice . .."

"Oh, I'll do it. Majaty!" said Starkmatlll. almost illler
nlpting the king ill Ilis em/IlISillsm. I "'inced a little. Heck.
I'd have I'olmlleered myself - bill I like to thillk thar I"'e
leamed a little callfioll in Illy lIdl'ellfures.

"£r:cellelll," barked "on 'Ttlrlenheim. who's 1I soldiel:
al/(ll1el'er worries about 1I qlleJ/ioll once he '')' IIlUlll Jimple
lI1Mwer. "Here's whm we'd like )'011 10 do ..."

And .)'0 began rhe great lldvellture of Eberhardt
Stark/lIllml.

-Tom Olam

~ TQAVELLINC EA6TWAQO l::i--

From tbe Private Memoirs
of Eberhardt Starkmann

1 was thrilled! 1 had been entrusted with missions. not
only by my employers. but also by King and Country!
However, the first stage of my itinerary was a calm and
simple mailer: I was to tr.lvel to Venice by the regular rail
way service.

Perhaps fortunately for my state of mind. there was
one item that demanded my immediate allention. The
Court Intelligencers had provided me with notes describing
the past history and present state of the Ouoman Empire. 1
had been advised to read this immediately. and then to

destroy it. for although it contained nothing of a particular
ly secret nature. its self-evidently official origins might
attract the attention of curious Turkish customs functionar
ies. Indeed. such individuals might even regard the objec
tive. direct nature of its contents as reason to take offence
on behalf of their country: the Turks are a proud folk. and
suspicious of foreigners.

Thus. I sellled in my seat and began to peruse the doc
umelllS thai General von Tarlenheim had pressed upon me.
The first was wriuen by a gelllleman J recalled frolll my
University days as having a reputation for cool detachment
and advanced opinions, , .

~ THE OTTOMAN6: A fII6TOQICAL VIEW l::i--

By Prof von Tucbmann. of tbe
UniversityofMuncben

The Ouoman Empire is one of Ihe Great
Powers of Europe. despite Ihe faci thm it is
much diminished from its pasl Ages of Glory.
However. it is also an anomaly. In most eyes. it
is an outposl of Asian power which happens to
rule some European territories: however. a pedalll
might insist that an Empire with lands and capilal on this
continent is a European Empire. Some would say that

Easlern OJ!.eslions .. -

Turkey is decrepit and impotent. requiring but a
slight set-back to bring about final collapse,

maintained only by the fact that no European
JX)wer dares engineer ilS destruction for

fear that some rival would profit more;
others JX)int out that the Turks still

command vaSI territories and unknown
secrets. and should not be dismissed until

the day they vanish from the Face of the
Earth.
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The Olloman Empire is one of
Lhe Creal Powers of Europe.

despile Lhe fael Lhal il is
much diminished from iL!>

pasl lIses of Clory.

Il is said lhal Harouns
cilizens. such as the famous
explorer and advenlurer
6inbad ''lhe &ilor," could
locale and oblain anylhing

Harouns hearl desired.

To understand this peculiar situation. it is necessary to
consider the history of lhe Ottoman Dynasty. heirs to the
power. glory. and learning of Imperial Rome - and also to
lhe barbaric violence and dark mystic secrets of a nation of
nomad warriors.

Constantinople
The Ouomans govern from the city they call Istanbul.

which many Europeans know
better by its Roman name of
Constantinople - or by the yet
more ancient Byzantium.
Founded in Greek times. this
city was in various eras ruled by
Persia. Athens. and Sparta.
Subsequently. the Romans
absorbed it into their own
Empire.

At first. Byzantium was
simply another trading-town.
but it grew to dominate its
region. When the Roman
Emperor Constantine decided to divide the Empire in two.
he made this city capilal of the East and renamed it after
himself. l1len. when Rome fell. the city gave its old name
to its own Empire. Greek-speaking and Christian.

The Byuntines resisted attacks from Goths and
Persians: their defences also saw off ravening Unseelie
monsters and the occasional ill-tempered Dragon from the
depths of lhe Arabian desert. They sometimes waxed and
sometimes waned in power. At lhe time when Islam arose
in Arabia, Byzantium was passing through a phase of bit
ter religious dispute. fighting a long hard war with Persia.
and probably suffering from Unseelie machinations.
enabling the Arabs to carry their
conquests to the very walls of
Constantinople: but the walls
held. reinforced by Magicks
drawn from the libraries of
Greece and Rome. and
Byzantium endured while even
Persia fell.

The Age of Ibe
Arabian Nigbls

The high point of purely
Arab power came a celllury
later. with the rise of the
Abbasid Caliphs. and especially
Hamun aI-Rashid. This was lhe Age of the Arabian Nights.
when Baghdad. founded to be the Abbasid capital. was the
wealthiest. most sophisticated city in the world. It is said
that Haroun's citizens. such as the famous explorer and
adventurer Sinbad "the Sailor:' could locate and obtain
anything Hamun's heart desired. even withom the aid of
the Djinn (who lhey did also sometimes command).

However. the Abbasids also had problems. Their own
Viziers were usually Persians. descendants of the race

10

•

•

•

•

whom lhe Arabs had conquered. The best of lhese Coun
Ministers wcre honoumble and wise. and served the
Caliphs well- but the worst were devious schemers. deter
mined to gain revenge on behalf of Persia, to restore their
nation to power. or simply to grasp power for themselves.

The Persian Viziers were eventually controlled 
Baghdad pnxluced many an Amb hero in those days - but
the result ofall these struggles and courtly plOlS was lhat lhe
Caliphs became nervous and suspicious. Both they and their

courtiers came to expect that the
court would be a place of plOlS
and treachery. and even their
own wives and sons made a
habit of scheming. Meanwhile,
Arab magickal scholarship was
sometimes growing ahead of
their judgment; large numbers
of bound Djinn were unleashed
in lhis em. and many set about
making mischief.

The Abbasids survived
every single incident. bUl the

process. and lhe mmosphere of betrayal and mistrust. left
them weakened and open to outside assault. They had to
fight off a string of invasions and barbarian raids, and
eventually came to depend utterly on a nalion of foreign
mercenaries - the Turks.

These folk were. in a sense. the most successful bar
barian invaders of all. They were also a threat to
Constantinople. For. while Haroun had been content to
keep the Byzantines in line with the occasional border war.
the Turks. driven by nomad instincts. detennined on a
westward drive.

Thus. faced with waves of ass.1ults, by Muslims ever
more adept in siege-crafl and
Magick. Constantinople's strenglh
was worn away. Much of !.he
Middle E.1St. including the Holy
L;llld, was now firmly under
Muslim COl11rol. After one military
disaster at the hands of the Seljuk
Turks, !.he Byzamines appealed 10
Europe for aid.

Hence the Crusades. in
which the Byzantines were spec
tators; lhe Crusaders were not
prepared to hand their conquests
back to the "Greeks." Worst of
all. some had come for booty

rather than religion: the Fourth Crusade. subverted by !.he
Venetians (deadly rivals of lhe Byzantines) actually con
quered Constantinople. The Byzantines later regained it.
but lhey had now been reduced to a vestige.

The Ottomans
We first hear mention of the Turkish chieftain Othman

in 130 I. when he was already expanding his territory at the
expense of the Byzantines. His father had been granted



border-lands by the Seljuks in exchange for military ser
vice. and the aid of his tribal shamans against a band ofevil
Ifrit who had recently been released by a bungling wizard:
his successors expanded into Europe at the suggestion of
the Byzantines, who desired allies. (Their shamans had
some success against hostile European supernatur:ll
beings. who were unused to such magical opposition.)
Othman is said to have borne a deadly cold iron blade. the
"Sword of the Ottomans:' which is regarded by the Turks
as the secret of his power. (Its currcntlocation is unknown:
it is probably hidden away in the depths of the Ottoman
treasury. regarded as too precious ever actually to be used.)

Murad I conquered Serbia. and Bayezid I. "the
Thunderbolt:· carried on into Bulgaria. By 1400. the
Ottomans had an embryonic Empire on two continents.
The Byzantines found themselves threatened.

It is rumoured that Byzantine scholar-wizards sailed
the Black Sea and gave their secrets of power to limur the
Lame. the telTifying Khan of the Mongols, in order to dis·
traci the Turks in the East. If so, this was misplaced hero
ism - a devil's bargain. limur cerwillly revered both tribal
shamans and the Sufi mystics of Arabia. and they repaid
his favour with their own power. During Timur's last cam·
paign. in 1402. he defeated Baye1.id. who died in captivity:
a band of Djinn who Bayezid had bound to service were
returned to their brass bottles by mystical allies of the

sanctimonious, ruthless Timur. However. the aged Timur
then departed Anatolia with his plunder and the submission
of the Turks and Djinn.

The Empire
The Turks recovered, to push into Europe. but met

resistance from the Hungarians, Poles, and Albanians. The
Magick that they commanded was often tied to the power
of the Djinn. who were in tum bound to their homelands by
ancient. immoderate oaths (and also by the great bindings
of Solomon). Even when they won. the Turks often suf
fered heavy losses: after one bailie. the Sultan Murad II
munnured. "May Allah never grant me another such victo
ry." Then. in 1451. Murad was succeeded by his youthful
son. Mehmet II.

Mehmet mustered power from every quaner of his
empire. sending heroes and wizards to acquire it wherever
it might be found. His enemies whispered that he had bar·
gained for aid from the Ifrit, and even from the ancient
cults surrounding the lost city or Irem of the Pillars. in
southern Arabia - but Mehmet was a great captain us well
as a devout Muslim. and may well have been able to spurn
such unlawful aid. The Turks had developed a taste for
wall-shattering cannon. and had learned to merge the wild
Magick of their own tribal shamans with refined. Olathe·
matical spells created by Muslim scholars.
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Clolomon and Cluleiman
There"s a small problem when writing about peo

pic who don't usually use the Latin alphabet; the
"carrecC' spelling of cenain words. especially names.
can be a tricky thing. This book has a particular prob
lem with Solomon and Suleiman.

The great king of ancient Israel is usually
referred 10. in English ltanslations of the Bible. as
"Solomon:' However. the Turks (and a lot of other
people in lhat part of the world) still use the name,
and it's usually then transliterated as "Suleiman:'
This book has to talk aoout both the king and
Ottoman sultans of, technically. the same name. To
minimize confusion. me text uses "Solomon" for the
biblical figure and "Suleiman" for Turks.

Except. just 10 make life difficult. Turkish sorcer
ers have a very important spell-book which they trace
back to the ancient king. And it really does feel bener
to use a Turkish style of spelling when talking about
a book which is usually read in Turkish. So it's
referred to here as The Tmnscendelll Wisdom of
Suleimon Ibn Daud. ("Ibn Daud" means ··Son of
David·': Hebrew speakers might refer to King
Solomon ben David. Same person. same meaning.
mostly just differem pronunciations.)

Sorry about any slight confusion. but this is what
happens when you get multiple differem nations and
cuhures. speaking multiple different (if related) lan
guages, occupying the same territory over thousands
of years. and borrowing each others' history and
ideas.

(On a similar topic. the use of "New Europan" or
"European" in this book follows the conventions
explained on p. CF6,)

Tbe End of tbe Roman Empire
In 1453, Mehmet 'The Conqueror" hurled his power,

military and Magickal, at the walls of Constantinople. A
mere 7.000 defenders faced 80.000 besiegers: with every
advantage in the hands of the allackers, the outcome was
never in doubt. Still. the Greeks fought desperately for sev
eral weeks, trawling their decaying libraries for Wards and
importing what military skill they could from allies in
Europe.

The victorious Ottoman Empire was becoming a
sophisticated world power. Their elite Janissary infantry
gave the Sullan a loyal personal following; beneath the
royal coun. the "Sublime Pone." grew a system of bureau
cracy and provincial governors. The ancient sorceries of
the region were meticulously studied and analysed - and
anything that might give them any manner of advamage
was brought to the new capital, stored away. and preserved
against need.

Constantinople was henceforward often known as
Istanbul (meaning simply "The City" in Turkish). 1be
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Ottomans had little in common with the Byzantines. but
they were not ashamed to borrow ideas. Greek officials
manned the civil service. and Greek scholars helped
research ever-more-powerful systems of Magick for the
Turkish Viziers. The Orthodox Greeks. who had never for
gotten the Fourth Crusade. sometimes fell that they had
more in common with the Turks than with Catholic
Europe.

Mehmet conquered yet greater territories; however.
Hungary continued to defy him. and some European
provinces proved hard to swallow. Wallachia was an inter
esting. if exceptionally dramatic. case.

What had happened was that the new power was wor
rying even the Dark Lords of the Unseelie. The Turks did
not submit to the evil Ifrit. even if they sometimes sought
their aid. and being Muslims, they were a stem. puritanical
folk. little inclined to tolerate the doings of whimsical
Faerie. And so the Vampiric Sidhe Vlad Tepes - better
known as Dmcula - rose to power in Wallachia. offered his
powers and aid to the human citizenry - with honest and
binding promises of sincerity - and challenged MehmeL

This was a war with few rules and no quarter given_
Vlad ..the Impaler" was as cruel as any of his ilk. which
only made him a greater hero to his human subjects; the
Turks were detetrnined that their advance should not be
sropped_ Eventually. Vlad faced the Ottoman Grand Vizier
himself in a great supematuml duel. which is said to have
lasted for days; in the end. Dmcula was defeated and
bound. Legend says that his head was struck off with the
Sultan's own cold iron sword (although recent reports from
Dr van Helsing of Holland may lead us to question this). In
any case, this was another expensive victory for the Turks:
Wallachia retained a degree of independence, albeit as a
c1iem state.

Nonetheless, the Turks' advance continued; lhey
could, if necessary, unleash bound Djinn against the
European Sidhe, having struck complex bargains for aid.
They also marched into Egypt and North Africa. and sub
dued Persia.

A Golden Age
Ouoman Turkey was at its peak. Selim ;;the Grim" was

another cultured autocrat, a poet who was so ruthless to his
own coun thm his citizens' great curse was "May you
become a Vizier to Sultan Selim." When he died in 1520.
the enemies of Turkey were relieved; his only son was
young and mild-mannered. They were in for a shock.

Suleiman tbe Magnilicent
Suleiman I. '1he Magnificent." 'lhe Lawgiver." had the

great ruler's talent for finding good servants. His Grand
Admiral Barbarossa. "Red Beard," as fine a sailor as Sinbad
himself. conquered the NOM African coast and defeated the
fleets of Europe. Suleiman was also a leader in his own
right. In 1521. he took Belgrade: five years later. at the
Battle of Mohacs. he dcslrOyed the Hungarian army. whose
knightly cavalry proved no match for the disciplined

-.,. Eastern O!!e&ions



lanissaries and their sorcerous auxiliaries. In 1529. he
marched into Ausuia.

However, the Turkish amlies were operating at the
Iimil of their lines of communication, in European weath
er. Worse for Suleiman, the disunited Magickal societies of
Europe had finally organized themselves, settled their dif
ferences, and determined to prove that their combined
powers were a match for the ancient secrets of the East.

The Turks besieged Vienna, but found winter closing
in with unexpected ferocity. The Druid Orders had realized
how little the Turks liked European weather, and demon
strated their command of this power. With lUuminati and
Masonic wizards assailing their minds as the cold winds
lashed their bodies, the Turks were forced back and retreat
ed in disorder. SimHarly, in the Mediterranean, where
Suleiman's fleets dominated, he ejected the Knights
Hospitaller from Rhodes - but then they and their allies.
the Templar magicians. moved to Malta. and held it in the
face of the entire Ottoman army, so that Europe retained a
foothold in those seas.

But in the East, Suleiman could wage war on his own
terms. defeating Persian armies and capturing Iraq.
Although "scorched earth" strategies saved Persia,
Suleiman now ruled Arabia, and was therefore the
guardian of Mecca and Medina - Heir to the Caliphs.

After Suleiman died. war continued. The naval Battle
of Lepanto in 1571 was a Turkish defeat, but they could
build a complete new navy in a single year; the allied
Christian powers won, but lost the island of Cyprus.
Turkish power still seemed limitless.

But a rot was sening in.

The Ottoman Decay
Suleiman had left three sons. In the great tradition of

the Caliphs, they fought viciously for the throne. It was a
prize worth winning - but the very contest reduced its
value.

The Empire was built on its servants. The qualifica
tions for membership of the ruling classes were loyalty to
the Sultan (whoever held that title), fidelity to Islam, and
knowledge of the system of etiquette known as "the
Ottoman Way." Those who met these standards advanced:
those who did not were subjects. Those who rose from
humble birth were admired. not despised as in Europe. The
lanissaries provided a pool of loyal soldiers and adminis
trators, independent of anyone but the Sultan; scholars.
often drawn from the more worldly Sufi orders. swore loy
ally in exchange for use of his vast libraries, from which
they could extract Magickal secrets.

However. the sorcerous Viziers of the "Diwan of the
Golden Road" were all too aware of their own importance.
and often worked to line their own pockets. The harem was
a closed world. imbued with a tradition of scheming Ihat
weakened the court. The Janissaries enjoyed acting as
king-makers, deciding which prince should become
Sultan: in time, they degenerated to mere crime-lords.

Worst of all, because the chief qualification for pro
motion was knowledge of tradition, the Empire became

Ea;;lern O!!.eslions .. -

lodged in the "good old ways." Anyone who suggested
change might well be murdered as a trouble-maker. But
because the Turks were still rich. powerful. and strong.
change was not forced on them.

When Byzantium fell, thousands of Greek scholars
ned West. carrying knowledge. This nOt only aided the
Renaissance: it gave the Europeans new Magickal tech
niques and ideas. The invention of the printing press
helped these spread, while the persistent rivalry between
petty states and princedoms at least ensured that dozens of
wizards were seeking out and improving new "War
Magick." They were still not as powerful as the Viziers of
the Ottoman Court - bUI the Viziers guarded their spell
books with bitter jealousy. And a hundred moderate wiz
ards can defeat a dozen great mages.

Alert !~?,lw~~~~a~~fou~~ Egypt ;s
technically part of the Ottoman Empire. and features
more than once in the historical notes, it doesn't gel
much mention in the discussion otherwise. There are
reasons for this. The first is. of course. that Herr
Starkmann didn't get that far on his travels, and his
employers had other things on their minds. The sec
ond is that proper treatment of the subject would like
ly have doubled the length of the book.

After all, Egypt has a recorded history going
back thousands of years. and in the Falkenstein ver
sion. has seen many peculiar supernatural events. It
still has the monuments and hidden secrets 10 show
for this. Even under Ottoman rule. it has often gone
its own way, its governing Khedive acting like an
independent ruler. In the I870s, the newly opened
Suez Canal has given it vast strategic importance, and
it has thus become a hotbed of espionage, diplomatic
intrigue, and vicious plolS.

In other words, while it is part of the Ottoman
sphere of influence. it is a topic unto itself, which
may perhaps merit separate treatment one day.
Meanwhile. GMs who become interested in the sub
ject are recommended to read up on the real-world
history. which in itself would be good for countless
complex and dramatic scenarios.

Meanwhile. Europe was inventing deadlier muskets
and artillery, and tactics to go with them; even Persia
reformed its army and society on modem lines. threatening
the Ottomans from their eastern borders. But the Ottomans
held on to what they knew.

Pan of the problem was that the Turks still had
immense wealth and resources. so they still won wars
against smaller foes. There seemed to be no need for
reform. In fact, the Empire rarely suffered overwhelming
defeat: it merely declined slowly. over centuries, amid an
atmosphere of luxurious decadence and court intrigue.
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c. 8000 B.C.: Foundation of Jericho.
Humans. with Seelie aid. create walled
towns as resting-places for nomads and
to defend against Unscelie monsters.

c. 4000 H.C.: Rise of the Tigris-Euphrates
city-states.

c. 2700 B.C.: First grem Egyptian dynasties
build the Pyramids. and study the mmh
ematical basis for "fonnar' Magick.

c. 1300 B.C.: Unseelie persuade Assyrians
to build an empire based on bloody
conquest.

c. 1200 B.C.: The Djinn Lords abandon
Fllerie society and establish their courts
throughout Arabia and the Middle Ea~t,

treating humans and lesser Djinn alike
as serfs. and encouraging human wars
for entertainment. Weakened by the
ensuing disruption. Egyptian and other
empires decline.

950 B.C.: Solomon. King of Isracl. binds the
Djinn with the system of ooths and
spells known 3!>~ the Seal of Solomon,
Many malicious and powerful Djinn
are impriSOned in brass bottles: the
worst are then thrown into the sea.
Solomon's kingdom acquires grem
wealth in the ensuing period of peace.

660 B.C.; BY7.antium founded as Greek
colony.

550 B.C.: Cyrus the Great founds the
Persian Empire.

512 D.C.: Byzall1ium captured by Persian
King Darius.

479 B.C.: Byzanlium TeCaplured by Greeks.
330 B.C.: Alexander the Gre:ll conquers

Persia and sweeps toward India.
Scholars accompany his arnly: their
studies of eastern mysticism and lore
are relayed to Gree'l.:e. where Aristotle
combines them with Greek logic. The
Persians admiringly record Alexander's
personal duels with dragons and
Unseelie monsters.

50 B.C.: Rome turns eastward: Caesar allies
with Cleopatra, gaining a foothold in
Egypt. More easlem lore travels west.
The Seal of Solomon has 00 power
o\·cr European Faerie. but the Romans
now realize that supernatural creatures
call be defeated.

70 A.D.: Fall of Jerusalem to the Romans
alier a Jewish revolt. The Jews scalier
:lCTOSS the world. taking their knowl
edge with them.

196: BY7.i1ntium sacked by Romans.
324: Byzantium selected by Emperor

Const:lntine as administrative capit:ll of
Eastem Roman provinces. The city is
renamed Constantinople. and cxtcnded
and fortified; a secret Magickal library
is founded there.
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390; Roman Empire split in two;

Constantinople becomes the capital of
the Greek-speaking "Byzantine
Empire:'

610: Muh:lmmad procl<lims the Word of
Allah in Mecca. founding the religion
of Islam.

632: Death of Muhammad.
670: Muslims conquer large pans of the

weakened Byzamine Empire.
However. they fail to capture
Constantinople. despite (I four-year
siege.

717: Muslims again besiege Constantinople.
786: Haroun ai-Rashid becomes Caliph.

beginning the first Golden Age of
Muslim civili7.i1tion. Muslim scholars
combine ancient arts and sciences.
mastering a mnge of Magicks. and
gremly advancing the science of alche
my. Explorers such :IS Sinbad bring
home treasures and secrets from the
furthest shores of the Indian Ocean.
while expeditions reach the anciem
City of Brass in remotest North Africa.

969: C:liro founded in Egypt by the
Fatimid~; the Muslim Caliph<lte fmg
ments illlo sects and kingdoms. each
jealously hoording its secrets.

1071: Balllc of Manzikcrt: B)'zantines
defe:lted by Seljuk Turks. losing much
territory. In a panic. the BY-I.antines
appeal for help from the West. eventu
ally inspiring the Crusades.

1190; The Third Crusade: Richard the
Lionhe:lTt. supported by the swords and
spells of the Templars. f:lces off ag:linst
the str.llcgic genius of Saladin and the
mathematical Magicks of the east.

12lJ.4: Europeans on the Fourth Crusade
treacherously stoml Constantinople.
founding the "'Latin Empire:'

1258: Mongol invaders sack Baghdad: much
Magickal knowledge lost or scallered.

1261: Byzantine Greeks TCC:lpture
Const:lntinople.

1300: Rise of Othm:ln. first known wielder
of the "Sword of the Ottomans:'

1402: Mongols defeat Ollomans at Ankara.
c. 1420: The MemQrial Lessons of Detle

K()rkll/ compiled by Ottoman Viziers.
1453: Const<lntinople c<lptured by the

Ottomans. renamed Istanbul. and m<lde
capital of their Empire. Byzantine
refugees carry ancient knowledge west.

1520: Accession of Suleiman the
M:lgnificent: high point of Olloman
power and culture.

1521: Suleiman captures Belgrade.
1526: Bailie of Mohocs: destruction of the

Hungarian knights.
1529: Siege of Vienna. Ottoman Empire

meets its limits in Europe. The Diw:ln
of the Goldcn Road is defe:lted by the
combined sorccrous Ordcrs of Europe.

1566: Death of Suleim:ll1. Civil war among
his sons.

1571: Battle of Le]XUlto.
1663: 11le Turks invade Austria; they are

defeated by Prince Charles of Lorraine.
1672: The Turks invade Poland: they :lTe

defeated by the Poles. with Russian aid.
1683: The Turks. under the Grand Vizier

Kam Mustafa. invade Austria and
besiege Vienna. Kara Mustnfa proves:l
second-rate sorcerer: Charles of
Lorraine and King John SobieSki of
Poland annihilate the Turkish anny.

1703: Sultan Ahmed III institutes the ''Tulip
Era"' of mild Westemi7.ation and strong
central role.

1717: Austrians capture Belgrade. Olloman
power apparently collapsing.

1739: Ottomans retake Belgrade.
1744: Foundation of the 1~lillUibi sect in

Arabi:l.
1769-74: Ottomans launch disastrous war

with Russia: the Seat of Solomon is
ineffectual against the Leshye.

1790: Russia attacks Ottomans, :lnd wins
again.

1798: Napoleon of France invade.~ Egypt:
driven out by British.

1807: Unsuccessful attempt to suppress the
Janissaries_ who are W:lrned by the
Magick of their Bektashi Dervish
allies.

1811: Mehmet Ali of Egypt allies with the
Senusi Dervishes. massacres the
Mamelukes (Egyptian equivalents of
the Janissaries), and modernizes his
anllY·

1815: Mehmet Ali defeats the \~Ilih(/bi in
Arabia. recapluring Mecca.

1825: Egyptian troops shipped to Greece to
suppress revolt there.

1826: Janissaries maSS<lcred by Sulwn
Mahmud II, who recruits Scnusi and
hires "freelances" from the Wielders of
the Balance to counter Bektashi
Magick.

1832: Greece achieves independence.
Mehmet Ali invades Turkey. with
Scnusi aid. only being defeated by
European interwntion.

1839: Sultan Abdul Mejid comes to the
throne and institutes the Tall:imal
refonns.

1853-6: The Crimean War: European pow
ers and Seelie allies defend Turkey
against Russia and the scheming
Leshye.

1861: Abdul Mejid dies: succeeded by
Abdul Aziz.

1865: Found:ltion of the "Young Turk"
movemenl.

1867: Abdul Aziz tours Europe - the first
Sultan to do so.
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Tbe 17th-19th Centuries
The Turks continued to threaten Europe. Now. howev

er, the nations of Europe were willing to unite (te;nporari
Iy) against them. The Austrians drove them off in 1663,
and the Poles (with Russian allies) did the same in 1672.
Then, in 1683. the Turks returned to Austria. laying siege
once more to Vienna. The city was hard pressed. but the
Turkish commander. Kara Mustafa. wanted to starve it into
fronal surrender. as he could then lay claim 10 its wealth as
the representative of the Sultan. If his troops had stormed
the place. they would by tradition have been free 10 sack it
for themselves.

Mustafa's hesitation gave the Austrian's slow-mavin!!
allies lime to organise. First German troops seized th;
heights above the city. Then. the Polish noble cavalry. the
famous "winged hussars:' arrived after a long. hard ride.
and launched their devastating charge. The Turkish army
was completely broken: even the Janissaries were swept
away. Many historians date the decline of the Ottoman
Empire to that day.

Certainly. decay was becoming visible. Just as Europe
was entering a period of growth and new inventions. the
Ottomans became locked in a fmile cycle of coup and
counler-coup. Bad luck added a series of bad harvests to
the problem. By 1699. the Turks had to surrender most of
Hungary. Provincial governors were grasping perronal
power. independent Viziers retired to private fiefs and did
as !hey liked. and European subjects fonned independence

movements. But the Ottomans could stiff win wars; it was
not until 1832. when the European Powers were dragged
into events. thm Greece became the first European
province to win freedom. BUI even in 1798. Napoleon of
France had allackcd Egypt. and had only been driven out
by his European enemies. The Olloman Empire had
become a battleground for others.

In Egypt. Mehmct Ali. an Albanian Muslim who had
fought in the war against Napoleon. had himself declared
governor. He allied with the emerging Senusi Dervishes.
who were willing to use their Magickal skills in the pursuit
of power. wiped out the traditionalist "Mameluke" sol
diers. modernized the anny and industry. and recaptured
Medina and Mecca from the hated Wahhabi sect.
Mustering a rag-hag of Magickal allies. from minor Djinn
to Senusi and independent scholar-wizards. he was able [0

neutralize the threat of the Ottoman Viziers. Eventually. he
attac~cd his Ottoman "overlords" through Syria. nearly
reachlllg Istanbul before the European powers intervened
to mainlain the strategic balance.

The Sick MCIn
TIle Empire is now labelled the "Sick Man of Europe."

Refonn has proved ineffective: tradition has proved disas
trous. Europe has a strange. decaying, Oriental Empire on
its south-eastem edge. and the Great Powers are oblioed too

watch each others' every move in that area. for fear that the
collapse could lead to disaster for us all.
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TIlE GOVEQNMENT Of
TIlE OTTOMAN LAND6

The 6ullan rules wilh abrolule
aulhorily. lhrou8h a courl or

81orious and rilualislic rormalily.
He does nol have Lords and

Barons; he has 61aves and
Minislers.

The 6ullans have, ror
8eneralions, been a mixed and
unstable crew, often driven mad

by lhe
uncerlainly or lheir wail ror lhe

lhrone, which could as easily end
in dealh as in power.

•

•

Queen of Sheba, and that they were found in her ancient
palace. Ambian texts speak of them as both the "Gates of
Paradise" and the "Gates of the Djinn."

No one in the West knows what these temlS mean (if
anything), but cenain of our Faerie advisors suggest that
the pillars may incorporate spells that would enable a com
petent sorcerer to open a two-way gale to the Faerie Veil.

While it might be interesting for a
foolhardy scholar to contemplate
tmvel through such a gate, to that
dangerous "Paradise" beyond, we
believe that the Suhans may value
them for another reason.
Solomon's lore is primarily con·
cemed with the binding and con·
trolling of Djinn; it is unlikely that
any device associated with him
would permit uncontrolled Faerie
access to our world. More likely,
Djinn can be summoned through
the Sublime Pone and, in the
process, bound to the will of the

summoner.
All this is pure speculation, of course. but - if we

should ever be asked - we would not recommend anyone
to auempt a frontal assault on the Sultan's palace. no mat·
ter what forces might be available.

The Devshinne
and tbe janissm'ies

The first Ottoman
Sultans faced the eternal
problem of the autocrat.
They ruled a society of
many tribes and nations, in
a large propol1ion of which
the only right to rule was
that of might. Who could
they trust? Their answer
was not new in the Middle
East. but it remains strange
to European eyes: slm·es.

First. the Sultans
declared that all their minis
ters and personal servants
were required to accept the

status of slave to the ruler. They were wealthy and power
ful ministers, but their rights were those of propcny, They
rose and fell with their master. In a society already hierar
chical. this was not so great a price to demand: the Sultans
have never lacked willing staff.

•

•

77Je Sublime Pat1e

By the Bayern Intelligence Service
(advised by Prof von Tuchmann)

The Onoman Empire is often. accurately. called
"Medieval" by Europeans. However. we do not speak here
of a European Medievalism. Rather, it is what might be
termed an "Oriental Despotism." The Sultan rules with
absolute authority, through a
court of glorious and ritualis-
tic fomlUlity. He does nOI have
Lords and Barons; he has
Slaves and Ministers.

And yet . the Sultans
have. for generations. been a
mixed and unstable crew,
often driven mad by the uncer
tainlY of their wail for the
throne, which could as easily
end in death as in power. They
have ruled through the Viziers,
the chief of whom at least is
always a formidable and sinis-
ter sorcerer. Even today, they
also take the advice of Court Astrologers. They have a
Secret Police force of great size and deviousness. Even the
Janissaries, supposedly annihilated decades ago, lurk in the
shadows, allied with other conservative factions. Who can
say where true power lies?

Europeans refer to the Ouoman
Court or Government as the
"Sublime Pone:' This is a transla
tion of the Turk's own name for the
central component of government.
made up of the office of the Grand
Vizier (and his magickal cabaL the
"Diwan of the Golden Road"), the
Ministry of Foreign Affairs, and the
Great Dill'all. or Council of State.

The first of the two words is
simply an expression of power and
imponance: the second means "gate
way" or "ponal," In ancient times.
Turkish tribal chiefs would hold
audiences in the entrance of their
tents; their descendants, still traditionalists, use a more
spectacular gate. This is located in the innermost, most
exclusive counyard of the Topkapi Palace, and is marked
by two stone pillars, excavated somewhere in southern
Ambia during the reign of Suleiman the Magnificent, and
allegedly created by Solomon ben David himself. The
Onomans claim that they were a gift from Solomon to the

16 --ll Eastern O!!.eslions



Second, the Empire instituted the devshimle. This was
a simple thing: a tax, payable in live human children. The
sons of Anatolian peasants and (especiaUy) conquered
Christian Europeans were taken away and brought up in
special schools. The most intelligent became the pages and
servants of the court, often rising to ministerial rank; the
others became soldiers - the Janissaries.

These were once the finest soldiers in the world. They
were raised from childhood to be fanatically loyal to Islam
and the Sultan, and spent most of their lives, from infancy,
training in weapons. They were closely allied with various
Dervish orders, and could call upon magickal assistance
and tricks; their officers often carried enchanted swords.
Legends say that, before they went into baltle,
their communal cooking-pots were used
to make a special brew that gave
them superhuman toughness.
They wore towering white hats
(which the officers decorated
with feathers and precious
stones), and long blue or
green robes over short
tunics, all belted with a
broad sash from which
hung their scimitars and I'

other weapons. They
shaved their heads and
chins, although their mous
taches were long. Their foes
were terrified by their unifor
mity of costume combined with
a wild individual bravery in
battle.

These formidable soldiers were
the solid rock on which the conquering
armies of the Turks were built. In politics. the
slave-ministers checked the old Turkish aristocracy - per
haps too well; in time, the aristocrats became enfeebled.
while the ministers lost all restraint, and waxed arrogant.

However, the del'shinne could not last forever: even
the Ottomans could not sustain such a rule, and too many
folk wished to leave their rights and privileges to their chil
dren. So positions became hereditary: the Janissaries were
transformed, by stages, into a formidable but undisciplined
gang who roamed the streets of Constantinople, extorting
money and respect. They might or might not still be will
ing 10 fight furiously in war, butlhey refused to accept dis
cipline and drill, which was why the Ottoman armies
became ineffectual against the rifles and bayonets of
Christendom; they evidently forgot much of their Magick.
and in any case, it was not enough to defeat modem
weaponry. In peacetime, they became accustomed to hav
ing their own way, and would depose a Sultan if he
annoyed them.

This was why the Sultan Mahmud U determined to be
rid of the Janissaries in 1826. Of course, he could not sim
ply disband them. so he took the brutal but effective path
of massacring them.
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This was a large task, at which at least one earlier
Sultan had failed. The Janissaries were still a strong force
with supernatural aid; the Sultan had to resort to the same
modem weapons which had made them useless in war. He
also hired mercenary sorcerers, who prevented the
Janissaries' Dervish allies from discovering the plol.
Eventually, the Janissaries were surrounded by the Sultan's
forces. trapped in their barracks in Constantinople, and
wiped out by artillery under the command of a legendary,
terrifying officer known only as "Black Hell." The last of
them were cornered in the city's underground water-stor
age reservoir. and slaughtered to a man by "modernized"
trOOps.

However, it seems that the massacre was not
completely successfuL The Janissaries were a

large force, wealthy from years of extortion.
with many friends. A few survivors "bur-

rowed underground," and today we
have reports that they still endure in

the Ottoman Empire as a violent,
conservative movement. One does
not see anyone wearing the old
Janissary uniform in Turkey today

y - except when this secret society
decides to act in strength. when
the white hats and jewelled scimi
tars are brought out. This faction
must be one of the reasons why all

auempts at reform in the Onoman
lands are so unsuccessful.

Provincial Government
Another persistent threat to the

Sultan's authority comes from the Provinces.
With Medieval forms of communication. the

Empire must deputize authority to a hierarchy of gover~
nors and minions. the best-known of whom are the Pashas.

';Pasha" is a rank of state, which may be held by an
army general. a neet admiral, or a civilian governor. It is
divided into three grades, distinguished by the number of
horse-tails that the Pasha may attach to his banner; one.
two, or three. The title is retained as the holder moves
between offices, and usually appended at the end of the
holder's name for the rest of his life; for example, the pre
sent Grand Vizier is Mahmud Nedim Pasha.

In order to restrain ambitious governors. the Sultans
have developed a network of Spies and Secret Police
which Bismarck himself might envy. Ofcourse, the system
has become confused and corrupted, with every agent
seeking his own advantage, but the traveller must always
be careful to whom he speaks in the Olloman lands.

For all the efforts of the Sultan and his Secret Police.
provincial governors may transform their authority into
personal power. The extreme example is Mehmet Ali, who
began as a simple anny officer. Proving himself invaluable
and efficient, he rose to governorship, and was soon dic
tating tenns to the Sublime Porte, and providing armies
superior to their own. Ultimately, he almost conquered
Constantinople ...
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The GliomaI' Armed Forces
Since the suppression of the JUllissarics. the Onomans

have attempted to creale a modem. Western-style umlY 
with limited success. They purchase European guns and
bayonets and unifonns. and employ European drill
sergeants and advisors - but they are applying all of this {O

recruits from the poorest hill-fanns of Asia. and orten
attempting to place the resulting force under the command
of Turks who despised "foreign ways:' The new Prussian
contingent in Constantinople may succeed where others
have largely failed. if only by sheer effon and persistence.
bUllhey face a large task.

The Ottomans remain dependent for their effective
power on hordes of undrilled irregulars - the hasJri·
bazouks. Fighting for loot rather than pay. these back
woods regiments - barely morc than over-sized bandit
gangs - arc often responsible for the brutal massacres and
wholesale pillaging that accompany every repression of
revolt or border skirmish in and around the Empire. (Not
Ihm the regulars are saints. one may add.) Unfonunately.
this is yet another venerated Olloman tradition. and it is
only slowly that the Sublime Pone is coming to realize the
horror that such policies induce in the rest of the world.
(The fact that they often face revolt in Balkan lands. where
intercommunal hatred is endemic, is another element. One
may hope that such problems diminish in the future. what
ever the fate of Ottoman power.)

For Cavalry, the Turks rely on a truly Medieval feudal
levy - the sipahis. These are wild and dedicated warriors.
but disdainful of discipline. little more than baslli~bawuks

on horseback. TIle Sultan may dream ofimponing Prussian
armoured steam vehicles. but fonunately for all concerned.
his Prussian friends are too wise and cautious to release
their sophisticated technology to the untrained and unpre
dictable Turks.

One arm of the Ottoman forces that is cenainly fomli
dable is the Artillery. The Turks have an ancient fondness
for gigantic siege-guns. and a well-anned and capable
artillery corps provided the Sultan with great assistance in
the annihilation of the Janissaries. Under a commander
who always adopts the nickname of '"Black Hell:' this
body uses its vast assortment of weapons enthusiastically.

Ottoman Military Sorcery is potent but erratic. The
supreme wizards of the Empire are the Grand Vizier and
his faction: a small. very powerful band. who guard their
secrctsjealously. This group may be terrifying. or it may be
absen!. indisposed. or confused. The sieges of Vienna
failed partly because, on each occasion. a single overconfi
dent Grand Vizier's anempts 10 control the local weather
were countered and reversed by dedicated bands of less
potem but more co-operative Europeans.

As to the Ottoman Navy: thc Sultan is fond of the
sight of iron-clad battleships in fuJI steam (despite his ten
dency to sea-sickness). and when he toured Europe. the
British shrewdly allowed him to review their own Reel. As
a result. he ordered yet more craft (which Turkey cannot
afford) from British shipyards. Unfonunately for him.
Turkey lacks competent crewmen. The great ironclads sit
rusting in harbour. or lurch across the Black Sea. forever
having to return to pon for repairs.

NONtiUMAN QACE8

IN THE OTIOMAN EMPIQE
An Additional Note,
by Auberon ojFaerie

My own people. along with the Dwarves and
Dragonkind. :Ire relatively rare in Onolll:1O lands. and it is
surely unlikely that the reader of this will encounter any
such. However. I have been asked to append some com
ments. for completeness and certainty.

Both Seelie and Unseelie have. to be sure, played
their parts in Middle Eastern history. For example. the
Adversary attempted to take control of Egyptian civiliza~

tion by playing at godhead in the guise of the beast·head
SCI. and my faction aided in the creation of those great city
walls that European scholars occasionally uneanh. (They
were created much more to hold off Unseelie monsters
than 'gainst enemy annies. I should say.) However. we are
nOl often seen in those parts now. As (0 the Dwarves:
recalllhat each of these folk must. if he wishes to father a
family. coun and marry a woman of the Faerie folk. Thus.
though the Dwarves are not obliged to follow our kind
around the world. they generally so choose. for the sake of
the family life which they value.
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As to the why of all this: well, there was an ancient
falling-out among the Sidhe. Some 3,000 years past. a
band of Sidhe lords - powerful enollgh to assen them
selves against the majority - took umbrage at some imag
ined lack of respect. Being, for the most pan. denizens of
the Middle East. they took that region for their own. They
were. as one might say. mostly of the darker side of our
folk. but they were more selfish than brutal: some. in fact.
were honourable enough. after their fashion. These were
the Ojinn.

They. and their servants. who were oft times powerful
in their own right. took upon themselves to claim authori·
Iy over Sidhe and men alike. which was troublesome for
all. They declared themselves Lords and Masters of those
lands. and built improbable palaces and cities as marks of
their power. (Some still exist. in deep caverns in the
mountains of Arabia. 'neath the walers of the Red or
Indian or Mediterranean Seas. or lost in the trackless
desen. Most of 'em are empty. but I'd not advise much
visiting. all the same.) They carved out peuy kingdoms.
enslaving any men who passed their way; when they
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deigned to notice human powers, they would generally
destroy cities and annies. Worse were those who chose to
intervene in human life; they would offer their services to
kings who would repay with blood sacrifices. not bec3use
they h3d much use for human blood but for sport, and out
of secret admiration for the ingenuity that humans brought
to the ensuing wars. The brutishness of Assyria and the
decadence of Babylon were, I'd guess, rcnections of the
incitement of these (frit. The least of 'em wandered the
wilderness in monstrous guise, slaying and laying waste at
whim,

•

And ro the Djinn
are mostly Lrapped

•

However, they underestimated human resource. King
Solomon ben David. of Israel. was a mighty wizard
(whose father, 'tis said, had once slain one of the great
Unseelie giams). He. fearing what the Djinn might do to
his kingdom Ollt of jealousy, set out to resolve the prob
lem of the tyrant-Ojinn by Magick. He crafted a set of
binding inscriptions that any human could wield. and
matched with this simple spells of control that the least
hedge-wizard could master. Like other clever humans,
he exploited the Faerie inability to break a sworn
oath. trapping whole clans of evil Djinn in webs
of promises and compulsion. He was even
shrewd enough to bargain with the more
honourable of the lesser Djinn, gaining
their free service by showing himself
preferable to the lords of their own race; 'tis
said that. when he was done. a thousand of'em
would obey the slightest gesture of the hand
which bore his seal-ring.

This was a Long and Secret War. the full record of
which is, in truth, known to none in modern Europe.
(Even I have only second-hand tales. and my deductions.)
Suffice it to say here that Solomon forced many Djinn
into brass bottles or stone pillars. closed with his Seal,
and many of these prisoners have spent the last 3.000
years at the bottom of the sea. Even those who are free are
oft obliged to wear iron bracelets in symbol of their sub
servience. preventing them from changing shape or using
many other supernatural arts. The primary symbol of this
victory is the Seal of Solomon, which no Djinni may pass
or break.

And so the Djinn arc mostly trapped. or prone to
retiring from human company out of caution. However.
the rest of Faerie-kind still avoid their lands, pl\l1ly out of
ancient habit, partly out of fear of the Djinn ~ for we can
not safely wield the Seal - and partly out of a subtler fear.
We are not formally bound by Solomon's m3ster-work.

EasLern O!!.esLions "--

but it has overtones and aspects that extend in ways that
none have yel mapped: "Solomonic" spells might, at the
very least. induce discomfort in our kind.

Which s3id, there are a few lesser Faerie free in the
Middle Easl. The G/lIIls are the lowest of the Ojinn, rene
gade servants and diminished outcasts, who lurk the
desert, using powers of shape-shifting and mimicry 10
ensnare travellers. They are brutes, whose malevolence
leads 'em to enjoy a diet of human flesh; having formed
this habit, they haunt graveyards in quest of sustenance
when they are unable or fearful to hunt live prey. There
are also the Peri. although these are more frequently
encountered in Persia than the Ottoman domains; they
almost all lake female shape, and are closely akin to the
various Nymphs and Forest Women of Europe. They are
rarely evil, but they are whimsical and proud, and antici
pate respect.

BUI the Djinn were never numerous. In sum, ( esti
mate that no more than 500 of the breed might still endure
within the lands of Arabia. However, we of Faerie have
never been like to take census of our numbers.

Dragons. too. seem infrequent in Turkish and Arabian
realms, for reasons that are not entirely clear to me. They
can survive in hot deserts, for sure; in fact. I believe that
such are their native environment. But, in general, lhey
choose not to: in fact, almost the entire draconian race
would seem to have developed a taste for lush green pas
tures - a taste I can fully comprehend. You might meet a
dragon on the streets of Istanbul or Cairo. browsing
among Ihe treasures and curios of Ihe bazaars - indeed.

the ornate and exquisite are things that will draw a
dragon anywhere. But since the days of Gilgamesh

- who had dealings with many dragons. who
were not above passing themselves off as

gods - only a few discontented and ill
tcmpered beasts make their permanent

lairs in the Arabian desert.
It would seem that a fair few of the least

among dragon kind have settled a little further east.
in Persia. However. these are mostly exiles and out

casts. driven southwest from China or (less often) south
easl from Europe - and like many forced exiles, they are
displeased by their condition, and so made tetchy and per
verse. The perfect Dragon memory is a curse to one who
is fallen low. They havc small and unremarkable hoards.
of which they are ferociously defensive. and vulgar
appetites, extending to man-flesh - a habit that their more
fortunate kin regard as passe and crass. Many a Persian
legend tells of heroic dragon-slaying.

(I have heard tales of dragons of Europe making bar
gains with human adventurers to handle matters with
these Persian exiles: one concerned a dragon who discov
ered that part of his collection was missing. and deduced
that some old draconian associate had purloined it. This
was too embarrassing to resolve personally. especially as
the thief had been forced into Persian exile. so the dragon
commissioned a human band to recover the item "with
due discretion.'" Well, it's a good story.)
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~ TQAVEL IN TIlE OTTOMAN EMPIQE ~
Adapted From "The Bayernese
Gentleman's Companion-Guide
to Turkey"

Ordinary visitors to the Ottoman Empire should 001.

in general, encounter undue hostility or danger from the
populace. although travel in more remOle regions carries
at least as much danger of bandilS as it would in less civ
ilized parts of our own continent, and the remOie desert is
the territory of Bedouin tribes. for whom raiding is a hal
lowed and honoured occupation. Aside from the fact thaI
the Turks, and most of their subjects, are at heart gener
ous and hospitable people, there are a number of treaties
outstanding between the Ottomans and the Western pow
ers. the so-called "Capitulations," by which visitors must
receive special consideration, rather than being subject to
the arbitrary force of Ottoman authority. Most embassies
feel it desirable to demand full enforcement of these
rules.

•

One musl nol for8el thal the
Thrks are a warrior race. ruled
by an absolut.e monarchy. with a

1ol18 national memory and a
number of 8rievances

Quslified or nol) !l8ainsl
European nations.

•

However, one muSt not forget that the Turks are a
warrior race. ruled by an absolute monarchy, with a long
national memory and a number of grievances (justified or
not) against European nations. The Capitulations them
selves are often seen as humiliating impositions upon
Turkish sovereignty, and il is more tactful of a visitor to
refrain from reminding a Turk of such a thing unneces·
sarily. It is wise always to recall that one is. to the
Ottoman. a Farangi, a "Frank:' which term. while not
abusive. is not entirely respectful and dales to the days of
the Crusaders. when "Frankish" armies were seen as
invaders of the Muslim homelands.

Faerie visitors to the Ottoman Empire should take
especial care. as the Turks are largely unfamiliar with
such beings. and may react with superstitious violence.
Recall that the typical "Faerie" of these lands is either an
arbitrary. whimsical. and powerful Djinn or a loathsome
anthropophagous Ghul. and you may comprehend the
nature of their fears. Dwarfs may fare somewhat bener;
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their race is known. if rare. and respected as hard-work
ing. talented. and usually good Muslims. However, a
Dwarf should be prepared for some caution and odd
glances.

One sound piece of advice is to ensure that one car
ries full travel papers - the more sumptuous. the better. At
the very least. one may brandish such at minor officials.
who will often respond with subservience: at best. one
may seek to have a more significant person. such as a
Pasha. countersign them, whereafter no lesser official will
dare to challenge them.

In pan. this extraordinary respect for mere papers is
the sign of a society where many of the populace are still
illiterate. But make no mistake; the officials are not usu
ally so ill-educated. Rather, they see documents as sym~

bois of power and authority. That tlIgra. or ornamented
signature. will be hard obtained, but pity the Pasha: if he
should apply his tllgra to the wrong document, he could
be strangled within a week, and his family disgraced. The
printing-press is stilJ rare in OUoman society: there is no
such thing as "mere" papers to these folk .

Mailers ofMoney
For centuries, the Ottoman Empire retained a

Medieval view of currency; traders dealt in whatever gold
or silver coins they might trust - or, very often, in baner.
However, in this age, the Turks have determined to bring
their commercial proceedings up to date. Thus, the
Ottoman Treasury now issues the Turkish Pound, a unit
initially set identical in value to Britain's Pound Sterling,
and still as near to equivalent as makes no difference.

The Turkish Pound takes the form of a gold coin,
actually rather 100 valuable for workaday transactions in
this impoverished region. Thus, the coin which the visitor
is most likely encounter is the small silver piastre. There
are 100 of these to the pound. A range of even smaller
units are used for minor purchases, down to the copper
aspra, of which there are 80 to the piastre. Routine pur
chases (such as basic food and clothing) may seem extra
ordinarily cheap 10 visitors, although their quality and
style may not encourage those visitors to take many pur
chases home.

Turkish banks do not, as yet. regularly issue paper
money: the Turks do not trust them enough. In fact, out
side of the most sophisticated commercial cities. any
form of bill of exchange or promissory note will be
viewed with grave suspicion: the populace retain the
ancient belief that "money" is gold or silver. not fragile
paper. Conversely. this can give the Western visilor one
small benefit: an)' gold or silver coins are acceptable as a
form of payment, provided thaI they appear trustworthy
and undebased ...

See p. 23 for rules for handling Turkish currency in
games.
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Tom O/am's Noles
After talking to Eberluudt and Sir Richard Bunan_ I'W!

come to the conclusion that Ouoman heroes (alld heroes
who hOl'1! settled ill the Duomon Empire) should" " be too
difficult to imegrme illto 'he Grear Game, f)erhops ellen as
Dramatic Characters.

One note: 'hroughout this ","ole book, the ",ords
"Olloman" and "Turk" are used almost imerchangeably.
Tlm!'s slightly misleading: the Tflrks are a natioll, whose
royal family and culture - the "Ottomans" - rim a mult;-

national Empire. BUI not t:l'ery norion in 'hal Empire ;s
Turkish. lei a/one ··Olloman." and there are Arabs ",ho'd
kiJ/ )'ou for saying they were. What we 've tried to do is lise
"Turk"for the lIor;oll, and "OUoma,, " for the Empire and
everyone 1I';,hin it who iSII" in open revoIr just ll/ 'he
mOil/em - so we mighl even refer to. say. Armenian mer
challiS as "Ottomans." despite the fact that the)' are
Christians. quietly hate the Empire. and may e\'en Irya rev
olllt;on next year. The distinctions are fll::z.y.

~ CA~TLE fALKEN~TEIN ~

WresUing is a sporl thal the
Turks love. and lhere are a fair

number of professional wresllers
around the Courl and the

households of rich sports fans.
They may come in useful if the

masler needs some muscle.

•

Siandard Abililies
Education: Schooling in the Ouoman Empire is emil

ie. Traditionally. the lower classes receive lillIe, while the
aristocracy and devshinlle slaves are taught a mixture of
old-fashioned sentiments and practical government.
Reformers have tried to update all this. with limited suc
cess - especially as few Turks
would trust a foreigner. especial-
ly a Christian. with their off-
spring. Some "progressive"
Turks have traveled abroad, to

ew Europan universilies - and
are often dislrusted at home as a
result

Exchequer: Wealth in the
Empire varies dramatically. The
Sultan'S court has fabulous rich
es, although courtiers are at the
mercy of the Sultan himself. who
can depose and dispossess them
in an instant. Provincial officials
claim 10 be impoverished. but
gouge their subjects for every
piastre thcy can gct. while peas-
ants live from hand to mouth. "Avcmge" wealth, by New
Europan standards. is limited to a few small-time mer
chants. honest officials, and minor functionaries.

Fencing: Rename this ability "Swordsmanship" for
Ottoman characters. if you want to get the "feel" just right.

Fisticuffs: Vulgar fist-fighting is somcthing that
Onomans leave to street thugs and ruffians. and although
one sees a fair number of curved daggers. skilled knife
fighting is also mostly left to the criminal class. Wrestlillg.
on the other hand. is a sport that the Turks love. and there
are a fair number of professional wrestlers around the
Coun and the households of rich sports fans: they may also
comc in useful if the master needs some slraightfonvard
muscle.

1\'larksmanship: The Qnomans have some trouble
persuading their armies to take modem fireanns seriously.
On the other hand. they have always been good with bows;
Sultans have traditionally naunted their archery skill.
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•

. Performance: There are several aspects to this ability
In the Onoman Empire. High-grade harem slaves are
t~ught as much singing. musicianship, and dancing as pos
Sible. and the bazaar always has entertainers who have
mastered all sons of styles and techniques. Story-telling.
on street comers or in coffee houses. is an ancicnt occupa
tion. For the ordinary. respectable Turk. however enter

tainment skills are di~played
by other people. Oh. and the
Dervishes (see pp. 79-81)
study all sons of exotic "medi
tation aids" in their quest for
transcendence, including
music and dance.

Physician: As in othcr
areas of modem science. the
Ottomans can be a linle hazy
on advanced surgery. However.
they are no worse than anyone
else al basic first aid.

Social Graces: This is
replaced by Ottoman Way (see
below). An Quoman trans
planted to New Europan soci
ety starts with. in effect. Poor

Social Graces. although polile Westerners will usually
make allowances for ignorance: a cultured Ouoman who is
willing to make the allempt can usually manage a fair levcl
of European-style politeness. often embellished by some
"channing:' nowery. Eastern-style courtesies.

Sorcery: Mastery of Magick has traditionally becn
one way to get on in the Ouoman Empire: at the very least.
you can become a respected independent professional. and
at best. you can get to be a Vizier. So if you meet a sorcer
ous Ouoman. he or she is likely to be making a good liv
ing out of it. or to be a crazy Dervish with other priorities.

Tinkering: The Onoman Empire has never really got
the hang of the Induslrial Revolution: a combination of
magic. widespread poverty, a shortage of Dwarfs. and _
most of all - innate conservatism. has stifled that idea.
Even publishing is still left 10 a large and comfortable class
of scribes and copyists.
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On the other hand, some OUomans are surprisingly
adept at Tinkeril/g as such. Some of those wizards are
mechanicians. going in for clever hand-built gadgets:
Hamun al·Rashid was using a sophisticated water-clock
while. in the West. Charlemagne's paladins were gelling up
with the sun and going to bed when they fell over drunk.
There's even evidence of really al/cient gadgets: it"s cer
tainly unwise to explore an Egyptian tomb without keeping
a sharp eye out for booby-traps. And - well. there's a rail
way running to Constantinople these days. and the mer
chants of Pera carry Swiss pocket-watches.

New Abilities
Ottoman Way (.): This is the Ottoman equivalem of

Social Graces. Duoman society is very formal: you need to
know even more rules and mannerisms to fit in there than
in the European aristocracy. On the other hand. it's strange
ly open, in just one way: if you do master these rules, and
if you show that you're prepared to do things ,heir way.
they don't worry about where you were born. Foul up on
those rules, or insist on keeping your own ideas, and you']]
never be more than an outsider. Birth is not important;
showing that you're a devoted Ottoman is everything.

Ottoman Currency
Nominally. the main currency unit of the

Ottoman Empire is the ''Turkish Pound," with a value
approximately equal to that of the British Pound
Sterling (see p. 20). However. this is mostly a unit of
account. In this relatively poor country. the most
commonly lIsed coin is the small silver piastre.
Historically speaking, the Turkish Pound was wonh
about 12 Bayernese Florins, or five Dollars
American. Games using a simplified rule-of-thumb
for currency. especially that described in GURPS
Castle Falkel/steitz (p. CF70) should treat it as equal
(0 $2: hence. for game purposes, the piastre is worth
a little over $0.02.

Incidentally. Ouoman Turkey suffers from
noticeable but not currently runaway levels of inna
lion: the value of its currency may slip during periods
of uncertainty. but it is generally unlikely to collapse
completely unless the Empire falls.

GURPS players should remember that $1 is
worth more in this selting than in some; see p. CF70.
For convenience. the "dollar" (with the same value as
in GURPS Castle Falkenstein) is used in IheGURPS
rules sections of this book.
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Turkish Education
For New Europans, one sign of the backwardness

of the Olloman Empire is the fact thai it has no real
universities on the Western panem. The neareSt thing
is perhaps the school for civil servants which was
opened in 1859 as part of the Tan::,;mal reform
process. and there are plenty of religious schools and
such. but an Ottoman character wilh modem scientif+
ic skills or broad knowledge must have lraveled
abroad - which is rare. and attracts suspicion.

Poor Ottoman Way ability does nOI nei:essarily make
you a barbarian; you could just be an ignorant peasant. You
don't know the correct roons of address and salutation for
other members of society. or the dress rules thai apply in
Istanbul or other cities - and if anyone prompts you, you
probably foul up anyway. Average ability
means that you can get by in the bazaar,
and sneer at peasants: you don't
break any major rules. and you
know enough to bow to more
imponant folk. Good
Ouoman Way lets you
stan up the social lad
der: you can dine with
local Pashas and offi
cials without embar·
rassmenl. your tur·
ban is exactly the
righ! size for your
social standing. you
know the full range
of correct salutes.
and you can drop the
occasional nowery
compliment. Great
ability is the least you
need to auend the
Sublime Porte as anything
better than a cringing petition
er: you know the subtle rules of
coun etiqueue. your costume
denotes your status with precision. and
you can read others' mannerisms with a glance.
At the Excellent level. you can pass for a Vizier: everything
you do or say conveys class to Ottomans. and while you
always dress perfectly. you could probably establish your
rank without. Extraordinary Ottoman Way ability is the
son of thing you expect from the Vizier in charge of Coun
Protocols: you know all the rules. even the defunct and for
gotten ones, and you live and breathe them.

Note: With the Host's pennission, characters who are
going to spending most of their time in Ottoman lands may
take this as one of their required Poor abilities. Of course,
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this means that they are either a peasant, an oaf, or a crass
foreigner.

Trader (¥): This is the skill of buying. selling. bar
gaining. and thus making a more--or-Iess honest profit. It
includes a working knowledge of the values of goods. but
mostly it's a question of persuading someone to give you
the best price for something, andjudging when they' II shift
funher and when they're really going to stick.

Most people are capable of haggling a little. if only
over the price of a horse, but in the Middle East. it's an an
form. The talented uader is regarded with admiration and
caution rather than dislike. unless he or she gets a reputa·
tion for excessive or unfair greed.

As a Poor trader. you are continually being swindled
and tricked: you either lose uack of lrue values, or become
too quickly flustered and distracted in the bargaining
process. Average ability means that you can get by from
day to day in the bazaar, provided lhat you remember nOl
to try buying from the most etllllllsi{/st;c merchants. With

Good Trader ability, you could be a merchant.
allhough you'd need other advantages as

\, well: you enjoy a lengthy haggle, and
stall-holders who know you don't

try any tricks. Great ability
means that you can make a

good living as a merchant
or broker. or terrorize

minor stall-holders
when buying your gro
ceries: you usually
pay less than an
item's value, while
selling at a premium.
Excellent ability
means that you are a
legend of the trade

routes: if you aren·( a
wealthy professional

merchant. you·ve
missed your vocal ion.

and you certainly hold a
complele set of prices and

exchange rates in your head.
As an Extnlordinary trader, you

are a wealthy merchant. if only in
your spare time; people only haggle with

you so that they can learn technique and for the
pleasure of your company. and spend hours afterward try

ing to work out how you convinced them.
Note.: With the Host's pennission. characters who are

going to spending most of their time in an area where
prices aren't generally fixed can take Trader as one of their
required Poor abilities. It's a serious disadvantage. as the
character will find his money swiftly running out. and the
bazaar regarding him with a mixture of disdain. amuse
ment. and avarice.
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Ottoman Empire-based characters can usually be cre

ated very easily using GURPS and GURPS Castle
FalketlSlei". There are. however, a few points to note.

Tech Lel'e/: The major cities. anned forces. and upper
classes of the Empire are mostly at a slightly crude and
unreliable TLS. However. TL(5+I) skills and equipment
are only generally available to wealthy characters Living in
major Mediterranean ports, if at all Because much of the
Falke"Sle;/l world operates al TL5, this is not considered a
disadvantage for Ouoman characters from a game
viewpoint.

Some remote paIlS of the Empire are backward
enough 10 be considered TLA. and characters from such
areas may lake the Primitive disadvantage. If they visit the
more advanced cities, they mayor may not be exposed to
enough higher technology to buy this off with experience,
depending on their personal circumstances.

Wealth: The Olloman Empire displays even greater
variations of wealth and poverty than the West. Bejeweled
Pashas daily ride through streets thronged with beggars
and struggling peasants. The s/(llldarc! starting wealth is
therefore !.he same as for other Castle Falkellsteill charac
ters ($750). but PCs from this area are very likely to take
wealth-based advantages or disadvantages.

NOlllmmGlIs: The dominant faerie-related "race" in
this region is the Djinn (see chapter 8). There are also a few
Dwarfs. Other nonhumans are extremely unlikely to origi
nate within the Onoman Empire: OMs would be fully enti
tled to charge such characters a large Unusual Background.

Magick: Magick is widespread in the Empire. and is
the province of a variety of societies. factions. and dervish
sects. See chapter 6 for details. These local factions are
often aggressively protective of their privileges and territo
ry: few of the Sorcerous Orders detailed in GURPS Caslle
FalketJs/eill have established much of a foothold in these
parts.

Advantages
Clerical Investment see p. Bl9

While Islam does not. arguably. have a priesthood in
the strict technical sense. religious authority is greatly
respected. Imams and noted reljgious teachers should take
this advantage. By this date. unlike earlier periods, Sufi
orders have organized into "colleges:' with teachers and
leaders; such "sheikhs" might take Clerical Investment to
renect their position. The mlle;;:.in who issues the call to
prayer from a mosque. however. is a secular figure. albeit
usually a respectable one in local society.

Destiny see pp. Cf35-36
Islam teaches that each human being has a destiny

ordained by Allah. and the popular fiction of these lands.
such as the Ambian Nights, often reneets this attitude.
While Westerners might sniff at "Eastern Fatalism." the

Characters .--

Destiny advantage (or disadvantage) fits well enough any·
where in the melodramatic Cas/Ie Falkenstein world.

Legal Enforcement Powers see p. B21
Senior Ottoman provincial officials often have person

al responsibility for local law enforcement. and consider
able leeway in how they carry this out. Legal Enforcemem
Powers can be used to represem this. The Ottoman police
forces are disorganized and unimpressive. but !.he Empire
has lillie conception of "civil rights:' so the IO-poim ver
sion of this advantage is usually appropriate for their
members.

Military Rank see p. B22
The Ottoman army has a confusing and chaotic tradi

tional system of ranks, compounded by the fact that many
of its troops are irregulars fighting for loot. (For example,
NCOs in the old Janissary units were called "Chief Cooks"
and "Chief Water-Camers.") However. military reforms
over the last century have all been based on Western mod
els. so it is sensible to borrow Western titles for Ottoman
military characters.

Rank see p. Cf29
Aside from the army. few or no Ottoman organizations

have the kind of formal structures which justify use of
GURPS Rank. Middle and high level civil servants should
simply have high Status: they either get !.heir jobs because
they were born into the upper classes. or !.hey work their
way up to the jobs and then command general social
respect because of their positions. There are grand titles
associated with some such jobs. and an official might
expect to be addressed as "Your Excellency:' but all that's
just associated with the Status.

(Incidentally. such officials make much of their
income from bribes. It's notoriously difficult for even the
most idealistic young reformer to avoid being sucked imo
a culture or corruption and indolence.)

Reputation
and Status see pp. BIl-BIB

In the Ottoman Empire. high Status commands a fair
amount or servility. but less automatic respect. A good
Reputation is hard to earn, but then receives genuine
admiration.

Disadvantages
Addiction see p. B30

Hashish and opium are known and fairly widespread
in the Ottoman lands. Both are usually smoked. as is tobac
co: hashish is also occasionally chewed. Qat. a leaf which
can be chewed or made into a drink. with an effeet that is
initially stimulating and later depressing. may be encoun
tered in southern Arabia and East Africa.
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In the low-strength fonns in which they arc usually
available in the Empire. most of these drugs are relatively
cheap ("less than $20 a day" for game purposes): some
people can handle them fairly well. while others find them
highly addictive. They are usually legal for practical pur
poses. if nm by the leiter of the law - but sometimes a
Sultan or a local ruler or governor will attempt to Slamp
them out. or an innuential religious figure will launch a
campaign against them. If such evenlS render them illegal.
they may also push the price up.

CURD<£> <£>tatus
In the Ottoman Empire

Status Examples Monthly Cost of Living
7 Sultan •
6 Prince. Coun Vizier SIO.OOQ
5 Coun Official $3.00Q
4 Provincial Pasha $ J.OOQ
3 Governor's Slaff $500
2 Rich Merchant. Mid-Ranking Official $200
\ Minor Merchant. Village Sheikh $80
0 Bedouin Herdsman. mabie Peasant.

Shopkeeper $40
-\ Bedouin Wanderer. Poor Workman.

Peasant $20
-2 Beggar. Street Scum $7.50
-3 Runaway Slave $7.50

• The Ottoman Sultan automatically receives sufficient
income to suppon his Status. by definition. That said. the
coun oftcn spends beyond ilS means. This is all rather acad
emic. as Ihis role is nOI generally open to Pes. bUI if il
becomes imponant. assume Ihat the Su\(an has access to
IdX$l.000 in spare cash al any lime (and probably owes
twice as much to creditors who can't press the issue).

Remember that Status is universal. An aristocrat is an
aristocrat. wherever he goes. Of course. in some places,
some people may regard him as a despicable heathen foreign
aristocrat.

Notealso that it is possible to maintain reasonable Staws
in the Ouoman Empire with what would rate as a merely
modest income in the Wes!. This is one of the things thal
atll"aCIS a cenain son of expatriate to these lands: they can
live well and receive a degree of respecl with little actual
cash. However. rising 10 Ihe highest levels of Ouoman soci·
ety requires lavish expenditure.

Alcoholism see p. 830
Islam prohibits alcohol. and the Ottoman Empire has

laws. or at leasl social rules. 10 enforce this. However. in this
big. ill-governed. multinational empire. rules are always
being broken. by everyone up to and including the royal
family. Alcoholism is only worth -15 points 10 characters

based in the Empire - but being frequently. visibly drunk. let
alone seeming to lack respect for Muslim tradition. could
represent an Odious Personal Habit, or justify a negative
Reputation.

Code ojHonor see p. 831
Although various Muslim peoples of this period would

insist that their ideas of honor are significantly different
(and many regard each other as lacking tme honor). they
have a broadly common sct of rules which can be summa-

rize<! as the ··Muslim Code of Honor' for game pur
poses. This resembles the "Gemleman's Code:' wilh
an emphasis on hospitality, which is held sacred.
Honomble Muslims in the coumry will never refuse
shelter to a stranger, in the city, they give alms to beg
gars who come to their door. Someone who has
received bread and salt in a house can never be mal
treated there unless he commits a gross violation of
counesy (such as physically assaulting the host), while
an honorable guest must suppan his hosl. at least ver
bally, in any disputes. NOlll:ldic groups or caravans
treat tents as "houses" for these purposes. It is impolite
and mildly dishonorable to impose on a host for more
than three days without specific invitation. so lone
travelers who join caravans usually switch between
tenlS every third night. Naturally, returning past hospi
tality is a mailer of honor. if the opportunity arises.

Honorable personal combats should be fair and
open. but clever deviousness is acceptable and
admired in warfare. Prisoners of war are not guests.
unless specifically declared such. Even Bedouin ban
dits may have their own hOIlOr: the honorable sort will
respect surrenders. and refrain from plundering those
to whom Ihey have some kind of social connection 
so a victim who invokes some shared loyalty or asso
ciation can instantly transform a robbery inlo a polile
social meeting.

This Code of Honor is wonh ·10 poinls.

Disciplines ojFaith see p. CI89
Dervishes (Sufi mystics) pursue various paths to

communion with the divine. which includc
Asccticism. Monasticism. and Mysticism. In this era,
some pay only lip service to these things. either
because of hypocrisy or because they are pursuing
some secular goal in which they sincerely believe but
which leaves them insufficient time for proper
observances.

Eunuch see p. 828
This is traditional for harem guards. but by 1870.

it is rare outside the Sultan's palace.

Illiteracy
and Semi-Literacy see pp. 833, CI94

While education is respected in the Ouoman Empire.
and some minimal schooling is available to children in
most cities or lowns. plenty of folk from backwoods areas
suffer from these disadvantages.
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Skills

Vow and
Compulsive Vowing see pp. B37, CI88

Middle Eastern characters, or at least those in lhe
ArabiaJl Nigills. seem excessively prone to making Vows,
which they then tcnd to take very seriously.

lxaretle
Traditionally, OUoman sultans learned a special

sign language. called lxaret/e, for use in court. so as
to maintain an air of dignity and detachment. In our
universe, this was probably lost by the Victorian era;
in the Falkellstein world, who knows?

If it survives, it will usually only be known to
Ottoman characters with advanced knowledge of the
Ottoman Way (Ouoman Way Greal or beller in Castle
FalkellSteill, Savoir-Faire 15+ in GURPS) who have
been specially trained to work al court: anyone else
would need a very good story indeed. (In GURPS,
this would mean an Unusual Background, which
might have to be large for non-Ollomans.) It is
unclear how versatile IXl/refte was. realistically
speaking, but for dramatic game purposes. it can be
assumed to be able to express anything that spoken
Turkish can (and thus must be bought as a Sign
LangUilge skill in CURPS).

seep B64

see pp. B47-48,
B242, and CJ129-130

While some Muslims, especially Arabs, preserve a
well-known prejudice against representational an (seeing il
as blasphemous imitation of the works of Allah), CUoman
Turks tend to be more relaxed on such matters. Still,
Calligraphy is probably a much more widespread and
respected skill than Anist or Sculpting. Poetry is tradition
ally very well regarded in this world, and an Onoman noble
who occasionally dashes off an elegant Thrkish verse will
earn much applause.

Savoir-Fab"e

Artistic Skills

A range of types of sword may be encountered in
Ottoman domains. and no doubt a range of lighting styles
to go with them. However. in this mauer. the swashbuck
ling style of lhe Falkenstei" world is at least as prevalent
in the OUoman lands as elsewhere, so treating all students
of the sword (which means most OUoman nobles. profes
sional guards. and Bedouin heroes) as possessing Fencing

Politeness and social grace in the Glloman Empire fol
lows a markedly different set of rules to that which governs
New Europan society, so characters moving from one to the
other will suffer severe unfamiliarity penalties at first (see
p. 843). The Ottomans have very precise rules of behavior
and civility (the "Ouoman Way"), which make even those
of Victorian Europe look simple. Most OUomans will toler
ate quite a few lapses from foreigners - "these people can
know no beuer" - but repeated rudeness or major lapses
(Critical Failures on a Savoir-Faire roll) will prob;lbly
offend them beyond repair. Visitors who master the
Ottoman Way can do wcll in thc Empire, whatever their ori
gins- but once they have been accepted on these temlS. any
errors are likely to cause much worse trouble.

skill is entirely appropriate. Swords in these pans are
almost invariably curved, and should usually be treated as
sabers. A few hulking palace guards may wield massive
blades that can only be classed as broadswords. bastard
swords. or even two-handed swords. and should have the
appropriate skills.

As elsewhere in the FalkellSteill world, the upper
classes of the OUoman Empire regard simple, practical
unarmed combat tcchniques with disdain: only low-Slatus
characters can leam Brawling to any significant level with
out an Unusual Background. However, there is an ancient
and honored tradition of II'reslling among the Turks. which
occupies something like the same position as Boxing in Ihe
West. While successful wrestlers are likely to be stntpping
lower-class lads who gain some fame through their physi
cal prowess. it would not be too eccentric for a noble
would-be hero to learn this skill. (Some Sultans were
famous for their wrestling prowess.)

see pp. B50-51,
B242-243

Unarmed Combat

see pp. B50, B52Sword Skills

~ POS&mLE CIIAQACTEQ TYPE& ~
The following are roles particularly suited to adop

tion by players. Obviously, games in this setting will
involve many other "types" - Guards. Viziers.
Eunuchs. Harem Girls. Sultans. Pashas, and so on
- but these will usually be taken by the
Host/GM. (Some of the named characters
detailed in this book can serve as good examples.
GURPS players should watch for Ihe upcoming
GURPS Historical Folks, which will include templates

for numerous low-tech professions. many of which
survived in much the same form in the Ottoman

Empire.) Arabian character types are discussed
in chapter 4. Magick wielders in chapter 7.

and tlonhumans in chapter 8. The notes
assume thaI the heroes will be working

with at least one visiting Westerner: for "all
local characters" games, the motivations will be

slightly din'erent.
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You'd never admit
lo yourself thaL you mighL be
hopil18 to redeem yourself for

whatever iL was made you
abandon your homeland.

o

•

Bazaar Entertainer
You make the world a belief place. The streets of the

city arc hot and hectic. and most people live lives of worry.
You make them forget thaI. Whatever your chosen an 
singing. acrobatic dancing, story·telling. juggling. even
petty magic - you bring a little colour into lheir lives. In
relUm. all you ask is a few coins.

o

6omeUmes, the only way you can
make a livil18 is lo keep movil18.

•

Of course, your own life isn't all joy. There's rivalry
for the best spots, and peuy onidals who keep thinking of
new licenses and taxes. Sometimes the only way you can
make a living is to keep moving. BUI you"re no rogue; yOUf
skills are genuine. In fael. you preserve an ancient tradition
- and you are very good at what you do.

In Your Diary: Reminders of good pitches and bad
officials: new jokes. siories. and lines of patter: names of
patrons who might pay for private performances.

Moth'es: Times are hard. and the local officials have
been finding extra excuses to make lrOuble - which has
cost you a fortune in bribes. On the other hand. these
Faratlgi seem taken with your charm. You can provide
them with useful assistance - you know every bazaar and
back street from here to Samarkand - and
if things start getting complicated. your
skills might come in useful. Actually. an
adventure might be fun. as well as
profitable.

eelStle Falkenstein
Strong Suits: Athletics, Charisma.

Performance.
Possessions: The tools of your art

(musical instrument. juggler's props.
etc.): a plain knife: slightly shabby
clothes.

GURPS Template 50 poillts
Attriblltes: ST 10 {OJ: DX 12 (20J: IQ 12

[20]; HT II (10).
Ad.'ollioges: Charisma +1 [5J: and one of Alenness +1.

Attractive. Charisma increased to +2. Double-Jointed.
Fit. Sanctity, or Sensitive (5].

Disadmlliages: Struggling [-IOJ; and -10 points from any
of Congenial [.I]. Distractible (-IJ. Dreamer (-I].
Imaginative HJ, Impulsiveness HOJ, Laz.iness (-IOJ.

osy [·11, Wealth level reduced to Poor (·5J. Semi
Literacy 1·5j. Skinny {-5j. reduced Status 1-5I1eveIJ. or
Weak Will-I [-8].
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Skills: Area Knowledge (home city) (MIE) IQ [11-12;
Strcetwise (MIA) IQ-I (1]-11; any three of Acrobatics
(PIH) DX-I [2]-11. Acting (MIA) IQ [2J·12. Augury
(MNH) IQ-2 [2]-10. Bard (MIA) IQ [2J-13°. Bard;c
Lore (MIH) IQ-I [2]-11. Climbing (PIA) OX [2J-12.
Dancing (PIA) DX [2J-12. Disguise (MIA) IQ (2]-12.
Escape (PIH) OX-I [2]-11. Fast-Talk (MIA) IQ [2J-12;
Fire Eating (PIA) DX (2]-12. Fortune Telling (MIA)
IQ (2).13·. Holdout (MIA) IQ {2]-12. Hypnotism
(MlH) IQ-I [2J·ll.Juggling (PIE) OX+ I [2]-13. Kn;fe
Throwing (pIE) DX+I (2H3. Mimicry (Human
Speech) (PIH: HT) HT-l (2HO. Musical Instrument
(MIH) IQ-I(2J-II. Panhandl;ng(MIE) 10.1 [2)-140 •

Psychology (MIH) IQ·I (2)-11. Punn;ng (MIA) IQ
[2H2, Singing (pIE: HT) HT+I [2]-12. Sleight of
Hand (P/H) DX-I [2J-II, or Stage Combat (PIA) DX
[2]-12; and +1 to anyone of those three selected skills
[+2J .
• Includes +1 for Charisma.

NOIe: Several skills in this list have defaults. prerequisites.
or other modifiers that may need checking.

CustomizatiOll Notes: Life on the streets often grants
low-level Contacts. It may also be rough enough to make
combat skills useful. A more successful entertainer may
acquire a little more money and perhaps a Patron.

Expatriate (rrWhite Man
Gone Native'')

You've been Out East now for more years than you
care to counl. and you claim to have forgonen why you
left your homeland. There are various ways that you might

be making your living:
as a small-time trader,
as a guide or inter-
preter for Western visi
tors. or perhaps by
seagoing trade. keep
ing some run-down
steamboat (that's older
than you are) going by
sheer willpower. Or
perhaps you are a little
higher class than that,
and have a steady
income from invest
mentS or other myste-

rious sources back home.
No, this is home now. and the locals have taken to you.

You've taken to them. don't offend them - except some
times. when they realize that you' ve got a steady source of
whisky from somewhere. But what the ... You ain't a
Muslim. You ain't turned Turk. Never mind what the high
'n' mighty visitors may think.

In Your Diary: Practical notes about business contacts
and deals: financial accounts of recent transactions: cryptic
ramblings about your past.
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Motives: These other folk are newcomers to this part
of the world. and although you've sworn to forget your old
loyalties, you can't let them walk into trouble. They seem
polite enough. after all, if a bit naive. You'd never admit to
yourself that you might be hoping to redeem yourself for
whatever it was made you abandon your homeland.

(Note: A variant ;'White Man Turned Native" type is
one who has developed an interest in Eastern Mysticism.
and perhaps even attained membership in a local Dervish
Order or the like. Such a character should have Good
Sorcery rating - and a very complicated and dangerous
life, being caught between several worlds, and fully trust
ed by no one. Another type again is the Expatriate who has
spent so long with the Bedouin that he is, effectively, a
Tribal Warrior - see p. 66 - albeit one who can suddenly
surprise a New Europan visitor by ·'unmasking.")

Castle Falkenstein
Strong Suits: Marksmanship, Perception, TInkering.
Possessions: Shabby western clothes; an aged bolt

action rifle and a little ammunition; if the Host permits. a
small steam-launch.

GURPS Template 50 points
Attributes, ST 11 [IOJ; DX 11 [IOJ; IQ 11 [IOJ; HT II [10].
Advantages: 10 points from Alertness [5Ilevell; Alcohol

Tolerance [5]; Charisma [5/Ievel]; Composed [51;
Cool [1]; Independent Income [5]; Language Talent
[2Ilevel]; Light Hangover [2]; Manual Dexterity
[3/level]; Pitiable [5]; or Status I [5].

Disadvantages: Social Stigma (Minority Group) [-IOJ; and
-IS points from Alcohol-Related Quirks [-I each],
Alcoholism [-15], Bad Temper [-10], Broad-Minded
[-ll, Careful [-I], Code of Honor (Pirate's or
Gentleman's) [-5 or -10], Compulsive Carousing [-5],
Guilt Complex [-5], Jealousy [-10], Laziness [-10].
Lecherousness [-15], Low Self-Image [-IO}.
Nightmares [-5], Odious Personal Habits (Drinking,
cursing, not washing, etc.) (Varies]. One Eye [-15],
Post-Combat Shakes [-5], Secret (Varies]. Sense of
Duty (Friends. customers, or native country) [Varies].
Struggling [-10], Stubbornness [-5], Unattractive [-5],
Unfit [-5], Unluckiness [-10], Vow (Break off all con
nection with past life) [-5], Weak Will -I [-8]. or
Xenophilia [Varies].

Skills: Acting (MIA) IQ [2]-11; Area Knowledge (The
Middle East) (MIE) IQ [2J-12; Detect Lies (MlH) IQ
[4]-11; First Aid (MIE) IQ+1 [2J-12: Guns (Rifle)
(pIE) DX+3 [4]-14*; Language (Arabic) (MIA) IQ-I
(1]-10; Language (Turkish) (MIA) IQ [2]-11:
Streetwise (MIA) IQ [2}-11; and any three of
Bartender (MIA) IQ [2]-11, Boating (PIA) OX [2]-11.
Boxing (PIA) DX [2J-II. Brawling (PIE) DX+I [2J
12, Carousing (PIA; HT) HT [2]-11, Camounage
(MIE) IQ+I [2]-12, Fast-Draw (Pistol) (PIE) DX+I
[2]-12, Fishing (MIE) IQ+I [2]-12, Gambling (MIA)
IQ [2]-11. Gesture (MIE) IQ+l [2]-12. Gunner (any)
(PIA) DX+I [2J-12', Holdo", (MIA) IQ [2J-11.
Intelligence Analysis (MlH) IQ-I [2]-10. Intimidation
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(MIA) IQ [2J-II, Mechanic (MIA) IQ [2]-11,
Merchant (MIA) IQ [2]-11, Navigation (MIH) IQ-I
[2J-IO. Prospecting (MIA) IQ [2J-11. Riding (PIA) DX
[2)-1 J. Sailor (MIA) IQ [2]-11, Savoir-Faire (M:jlitary)
(MIE) IQ+I [2J-12, Scrounging (MIE) IQ+I [2J-12.
Seamanship (MIE) IQ+ I [2]-12. or Survival (Desert or
IslandlBeach) (MIA) IQ [2]-11.
* Includes +1 for IQ.

Cllstomizatioll Notes: A lot of variations are possible
with this sort of character, depending on his background
before coming out east. He may have gained local
Contacts, possibly Allies. and quite likely Enemies. He
may also still be remembered back home; if the PCs will
recognize his real name (once he gets around to mention
ing it), this would justify a Reputation. A really interesting
Reputation will combine honorable and shameful ele
ments. perhaps having a low or zero net value.

If he owns a steam launch or similar boat. it will prob
ably be so old and unreliable that its cash value will be very
low. Traditionally. the fictional version usually has a great
secret, and is very good in at least one or two skills.

Local Spy
Some people would consider you a skulking profes

sional gossip; you prefer to think of yourself as a dealer in
that rarest and most precious of all commodities - The
Truth. You are paid a retainer by the Sublime Porte to keep
them informed of events in your home district, but that is
barely enough to live on, and in any case, you don't think
anyone ever reads your reports. So you obtain additional
income by selling other news to whoever might find it
interesting; merchants can learn of bandit activity From
you, and bandits might learn of caravan movements. But
you prefer to avoid that latter sort of business. It is not
legal. or moral. You might get caught.

•

You sell only The Trulh,
and sometimes
nol even lhat

•

No, you are not lacking in honor. You would never
betray a friend or a host, and your official work lets you
bring local corruption and official misbehavior to light (if
you can get anyone in authority to listen). Besides, you are
completely honest in your business. You sell only The
Truth. and sometimes not even that. You know when to
keep silent as well as who to talk to. And your prices - for
silence or for talk - are always reasonable.

In Your Diary: Cryptic (possibly coded) notes on
events and personalities; financial accounts; speculations
on motivations and possibilities.
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GUQP8 JOB Ti\BLE

IdI-li. Id
-lilU

IdIU, -Ii
-1i/-2i,ld

-Ii, [dI-li. 3d
IdIU, Id
UIU.2d

-Ii. IdI-li, 2d

IdI2d
-2i1-li.ld
-1iI-li,ld

Critical FailureSuccess Roll

HT
PR+I
HT+I

Agronomy+1
Strcetwise or IQ

PR
PR+I

Best PR

HT or Panhandling
IQ+2
HT+I

job (Prerequ.isites), Monthly Income

Poorjobs
Beggar* (None). (Scrounging or IQ) x $1
Errand Boy/Girl'" (Merchant 8+. Savoir-Faire 9+. or Strcetwise 11+), $8
Polter'" (ST 11+), $12

Struggling jobs
Bedouin Nomad'" (Riding 12+, Survival 11+). $20
Cloth-Worker (Dyeing, Tanning, or Weaving 12+), $28
Herdsman (HT 10+. Animal Handling 11+), $34
Peasant'" (HT JO+, Agronomy 12+), $36
Ruffian'" (ST 13+ or CombatIWeapon skills totaling 20+). $25
Sailor (Seamanship 12+), $35
Stable-Boy (Animal Handling 10+), $20
Street Entertainer'" (Acrobatics, Bard. Dancing, Juggling, or Singing at 13+), $22

Averagejobs
Bedouin Chief* (Riding 12+. Leadership 12+. Tactics 8+), Besl PR x $5
Caravan Driver (Packing 13+), $60
Copyist (Calligraphy 12+). PR x $5
Craftsman (Any Craft Skill at 12+). PR x $5
Sea-Captain· (Shiphandling 12+. Merchant 10+). $90
Soldier (ST 10+, HT 10+, and

CombatlWeapon skills totaling 12+), (Rank+5) x $6
Sufi Teacher· (Teaching 7+, Theology 12+). $80

Com/a/table jobs
Bazaar Magician· (Magery. Ritual Magic 11+. Merchant 8+). $120
Coun Servalll (Savoir-Faire (Servanl) 14+), $200
Imam (Clerical Investment. Bard 10+. Theology 13+). $200
Jeweler· (Jeweler 14+, Merchant 12+). Merchant skill x $15
Merchant* (Merchanl 11+). PR x $14
Military Officer (Rank 3+, Slatus 2+. Riding 10+. Leadership 8+).

(Rank-I) x $40
Petly Official (Administration 11+. Diplomacy 12+. Intimidation 9+),

(Stalus+ I) x $100

Wealtby jobs
City Governor (Status 4+. Administration 12+,

Area Knowledge (city) 11+). $2.000
Harem Guard (Eunuch. ST 13+. Broadsword [0+.

Savoir·Faire (Servant) 10+). $100 + living expenses
Vizier (Status 5+, Administration [2+. Detect Lies 10+.

Diplomacy 12+. Intimidation 9+, Savoir-Faire 14+). SIO.OOO

Best PR
PR

PR+2
PR+I

Best PR+I

HT or Intimidation
Worst PR

IQ+1
IQ
IQ

Worst PR-l
PR·2

Savoir-Faire (Military)

Best PR

Administmtion-2

Savoir-Faire (Servanl)

Worst PR-2

-2i1-3i, Id
UIU,ld

-2i/U
-2i/-li. U
-Ji/·2i, Id

IdI-li,2d
-lif-2i

-li/-2i.ld
Intriguet/-4i

-2i1-3i
-2i/-3i
·liI-3i

-liI-3i

-iiI-ii, LJ

-3i/lntriguet

Intriguet/3d

Intriguet/-5i

Key to Table
PR - Prerequisile
U - Lose Job
"d" - Dice of damage suffered (the GM may opt to play this OUI).

"i" - Months of income lost.
* - Freelance job
t - Roleplaying opponunity, to be expanded upon by the GM.

Many of these jobs. especially the government posts. carry at least lhe option of bribery and corruption. If the GM allows
this for a specific job. treat it asjreelol/ce for purposes of calculating income. Occupants of some posts may be expected to have
other sources of income (usually inherited) to suppan lhemselves in the style with which the job is associated.
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Motives: You deal in infonnation - and that is some
thing that Western advCl1lUrers certainly need.
FurthemlOre. their activities may unearth more interesting
facts, for which you could find a market in the fUlUre. They
may pay well for guidance and advice; they are certainly
unusual company. and years of spying have made you
wearily familiar with the local folk, with their petty failinos
and rivalries. You'll have to be careful; you have beco..;:'e
dangerously interested in things which lead to personal
risk.

Castle Falkenstein
Strong Suils: Perception. Stealth. Trader.
Possessions: Smart but unobtrusive clothes: a small

pistol (for eXlreme emergencies): a notebook. and a
European pocket watch and pen.

GURPS Template 50 points
Anribn"" ST 1010): ox "110): IQ 12120): HT 1010].
Admnlages: 5 points in Contacts: and 10 poims from

ACUle Hearing or Vision (2Ilevel]. Alertness (5IlevelJ.
Composed [5]. Cool II]. Language Talem (2IlevelJ.
Pious (5). Sanctity 15j. or Sensitive [5J.

Disadmnlages: -15 poims from Careful I-I): Cowardice
(-10): Curious (-5 to -IS]: Edgy or Paranoia [-5 or
-10): Extravagance (-10): Greed (5): Jealousy [-10]:
Low Pain Threshold [-10]: Nosy (-I): Responsive (-I]:
Secret (Past spying activities or present employers)
[Varies}: Selfish (-5): Sense of Duty (To employers
and/or the Empire) [Varies): Uncongenial I-I J: Unfit
I-51: or Weak WiII-J [-8].

Skills: Acting (MIA) IQ+1 14]-13: Area Knowledge (base
of oper.llions) (MIE) IQ+2 [4H4: Detect Lies (M/H)
IQ-2 [1)-10: Diplomacy (MIH) IQ-J [2].1 I: Merchant
(MIA) IQ-l [1]-11; Savoir-Faire (MIE) IQ [IJ-12:
Shadowing (M/A) IQ-I [II-II: Stealth (PIA) DX
[2]-1 I; Streetwise (MIA) IQ- I [II-II; Writing (MIA)
IQ-l [1]-11: and any two of Accounting (MIH) IQ-2
[IJ-IO. Carousing (PIA; HT) HT-l [lj-9, Chess (MIE)
IQ [IJ-12, Disguise (MIA) IQ-l [1]-11. Fast-Talk
(MIA) IQ-I [1[-11. Filch (PIA) OX·I (1)-10.
Gambling (MIA) IQ-I ll].l I, Guns (Pistol) (PIE)
OX+2 [IJ-13', Holdout (MIA) IQ-I 11)-11.
Intelligence Analysis (MIH) IQ-2 [1]- 10. Knife (PIE)
OX [11·11. Knife Throwing (PIE) OX [IJ-I1.
Languages (MIA) IQ-] [1]-11, Lockpicking (MIA)
IQ-I[I]-II, Pickpocket (PfH) DX-21IJ-9, Psychology
(MlH) IQ-2 [1]-10. or Sleight of Hand (P/H) DX-2
II )-9.
• Includes +2 for IQ.

Cuslomiz,atiolt Noles: A Palron is possible for a spy.
but the Olloman bureaucracy really isn't a vcry good
e~ploye~. Enemies. are also possible. although a smart spy
Will aVOid provokll1g grudges. Combat skills might be
handy, but a spy who becomes involved in physical vio
lence is probably in severe trouble whatever his skills.
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Noble Ottoman Adventurer
You are the offspring of a provincial official. or one of

the old, disregarded, feudal nobility. As such. you have
learned the basics of etiquette and the running of the
Empire: you also received weapons training.

ow. you find that you have a Goal. Perhaps your
family has been disgraced by the machinations of an evil
foe. or maybe one of your old friends has sent you a letter.
asking help. Or perhaps you have fallen out with your fam
ily over your dreams of a glorious career. and you are seek
ing to prove yourself.

.In any case. you have taken up your sword and gone
out mlo the world. You don't like it when people call you
a dreamer, but you do have a taste for legends of noble
heroism: you could enjoy Hving out such tales.

You arc equally at home in the court or the bazaar, and
you can sometimes think your way out of trouble as well
as fight - but if you must give battle. then you are some
thing of a swashbuckler. You may know somewhat of mis
sile we:lpons, but the sword is the more honOr.lble fonn of
combat. And yours is ready to your hand!

In Your Diary: Notes on your current adventure;
names of distant rel:uives and family allies who might or
mighl not assist you: some amateurish attempts at heroic
poetry.

Mothres: Whatever your reasons. you are an adventur
er - and the company of these Famllgi seems like a good
place to stan advcnturing. Everyone knows that heroes
travel with strange companions. Perhaps they are pursuing
some cause that you think is just. even if they are infidels.
Perhaps they share your own great goal. for their own rea
sons. Perhaps you arc taken with their crazy spirit. Or per
haps this is a way to win fame and fortune. and prove 10
your family that you aren't just a dreamer.

Castle Falkenstein
Strong Suits: Athletics. Ottoman Way.

Swordsmanship.
Possessions: A fine sword: a good horse: plain but

high-quality clothes.
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CURPS Template 70 points
Anribu"" ST 12 [20J; OX 12 [20]; IQ 10 [0]; HT II [10].
AdmTltages: Status 3 [15]; and 15 points from Acute Vision

[2Ilcvcl], Attractive or Handsome [5 or 15J, Charisma
[5/1evel], Combat Reflexes [15J. Comrollable [10], Cool
[IJ, Fearlessness [2Ilevel], Heir [5]. Higher Purpose [5],
Independent Income (5], Luck [IS}, Pious [5], addition
al Status [5/level], or Strong Will [4/level].

Disadl'Qlltages: Code of Honor (Muslim) l-IO]; and -15
points from Bad Temper [-10], Bully [-10], Callous [-6],
Chauvinistic [-I], Compulsive Generosity [-5J,
Compulsive Spending [Varies], Compulsive Vowing
[-5}, Dependents [Varies], Disowned [-5 or ·15], Dull
[-1], Enemy [Varies], Fanaticism (OHoman Empire)
[-15], Hidebound [-5], Honesty [-10], Impulsiveness
HO]. Overconfidence [-10], Proud [-I], Selfish or Self
Centered [-S or -lOj, Sense of Duty (Friends, underlings,
and/or the Empire) [Varies], or Truthfulness [-S}.

Skills: Carousing (pIA; HT) HT-I [1]-10: Fencing (PIA) OX
[2J-12: Leadmhip (MIA) IQ [2)-10; Ridi.g (PIA)
DX+I [4]-13; Savoir-Faire (MIE) IQ+2 [0]-12*; and
any three of Administration (MIA) IQ [2]-10. Area
Knowledge (home eSlates) (MIE) IQ+I [2]-11. Black
Powder Weapons (PIE) DX+2 [2]-14**. Chess (MIE)
IQ+I [2]-11; Falco",y (MIA) IQ [2]-10_ Gons (PIE)
DX+2 [21-14**, HislOry (MIH) IQ-I f21-9, Lance (PIA)
OX [2]-12, Poetry (MIA) IQ [2]-10, Su-ategy (MIH)
IQ-I [2]-9, Survival (any) (MIA) IQ [2]-10, Tactics
(MIH) IQ-I [2]-9, Tournament Law (OtlOman contests
of arms) (MIE) IQ+I [2]-11, Tracki.g (MIA) IQ [2]-10.
or Wrestling (PIA) OX [2H2.
* Free from Status.
** lncludes + I for IQ.

Cllstomi(,at;OIl Notes: A noble may have Allies.
Contacts, Dependents, or Patrons within his own class,
although it's equally possible that he is out of touch with any
such people. To improve this character, raise as many attrib
utes and add as many combat. social. or administrative skills
as the points will cover.

Old-Fashioned Adventurer
You are, some would say, a throwback to the days of

Haroun ai-Rashid and Sinbad. Is this a bad thing? When all
around you are sunk in the complacent decadence of the
Ouoman Way, you have decided that you want Action and
Adventure. And so, after somehow obtaining suitable train
ing. you have taken up the sword. and set out to find fanle
and fonune.

Perhaps you have become a sailor, boldly navigating
through the Isles of Greece or along the coast of the lndian
Ocean; even the Farangi's steam-ships haven't destroyed all
of that ancient trade. Or perhaps you are a soldier of fortune,
guarding trade caravans in the desert or rich men's houses in
town. Perhaps you have been obliged to engage in a little
adventurous roguery. separating valuables from their unap
preciative owners. The chances are. you've tried a bit of
everything. Whatever you've done, though. you've always
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done it with panache - and truth to tell, you've always made
sure that you enjoyed it.

In Your Diary: Snippets of poetry; some ideas as 10
possibilities for adventure and fortune; sketch-maps of
places visited.

Motives: They may be crazy - and foreign - but you can
be sure that these Farangi are adventurous: otherwise, they
wouldn't be here. Perhaps they've offered to pay for the aid
of your sword-arm or other skills; you see no disgrace in
mercenary service. Or perhaps one of them is an attractive
lady, who appeals 10 your romantic hean and your love of the
exotic. Or perhaps you've agreed to share some profitable
quest with them. Who cares, really? Adventuring is what you
all do.'

Castle Falkenstein
Strong Suits: Athlelics, Charisma, Swordsmanship.
Possessions: A decent sword; plain but functional

clothes.

CURPS Template 80 points
Attribute" ST II [10); OX 12 [20]; IQ 10 [0]; HT 12 [20J.
AdvQllfages: Auractive [S1; Charisma +1 (5]; Strong Will +1

[4]. Add 15 points from Acute Hearing [2IIevel];
Alenness [S/level]; Appearance improved to Handsome
[10]; additional Charisma [5/level]; Combat Reflexes
[IS]; Cool [I], Collected [Sj, Composed [Sj, or
Fearlessness [2I1evel]; Danger Sense [IS]; Daredevil
[15]; Destiny [Varies]; Fit [S]; High Pain Threshold
[10]; Higher Purpose [5); Intuition [IS]; Language
Talent [2I1evel]; Luck [15]; Magic Resistance [2I1evel];
Nighl Vision [10]; more Strong Will [4/Ievel]; or
Toughness (OR I) [IOJ.

Disadt'mttages: Impulsiveness or Overconfidence [-101;
Sense of DUly (Friends and companions) [-S]. Add -10
points from Bad Temper [-10]: Broad-Minded [-I];
Bully [-10]: Chummy [-5]. Congenial [-I]. or Loner
[-5]: Code of Honor (Pirate's or Muslim) [-S or -10];
Compulsive Carousing [-5]; Compulsive Generosity
[-5]: Compulsive Vowing [-5]; Curious [-5 or -10];
Dreamer [-I]; Imaginative [-I]; Jealousy [-10]; Odious
Personal Habit (Joshing and speechifying) [-5]; Proud
[-I j; Truthfulness [-5]; or Undiscriminating [-I].

Skills: Acrobatics (P/H) OX [4]-12: Carousing (PIA; HT)
HT-I [1]-11; Climbing (PIA) OX [2J-12; Fencing (PIA)
DX+I {4]-13: Riding (PIA) DX+I [4]-13; Running
(PIH; HT) HT-2 [1]-10; Stealth (PIA) OX [2]-12;
Swimming (PIE) DX [1]-12: Tactics (MIH) IQ-2 [1]-8;
and any three ofAxelMace (PIA) OX [2]-12. Bard
(MIA) IQ+I [2]-11**, Boating (PIA) DX [2]-12, Fast
Talk (MIA) IQ [2)-10. First Aid (MIE) IQ+I [2J-II,
Guns (PIE) DX+2 [2]-14*. Holdout (MIA) IQ [2]-10,
Jumping (pIE) DX+I [2]-13, Knife Throwing (PIE)
OX+I [2]-13. Langoages (choose) (MIA) IQ [2J-IO,
Leadership (MIA) IQ+I [2]-11 **. Merchant (MIA) IQ
[2]-10, Sailor (MIA) IQ [2]-10. Seamanship (MIE) IQ+ I
{2]-11, Sex Appeal (MIA: HT) HT [2]-12. Streetwise
(MIA) IQ [2]-12, Sorvival (a"y) (MIA) IQ [2]-10,
Throwing (PIH) DX-I [2]-11, or Tracking (MIA) IQ
[2J-IO.
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* Includes +1 for IQ.
** Includes +1 for Charisma.

CustomizatiOIl Notes: This character should be played
as cinematically as possible, which real1y means spending a
lot more points on attributes and combat-related abilities. A
real Old-Fashioned Adventurer may well have Allies or an
Ally Group of trusty sidekicks (who may also include
Dependents).

Ottoman Dwarf
You are a rarily, and proud of it: a Dwarf who also hap

pens 10 be a citizen of the Ottoman Empire. With your
shaven head, magnificent moustaches, colourful clothes,
and massive gold earrings, you know you present an
imposing sight to the world. (Anyone who smiles at the
sight of you should be politely asked why.) Your skill with
metals and gadgets makes you invaluable in the bazaar,
and your Turkish neighbors (mostly) know you for a Good
Muslim and an Honest Fellow, whatever your binh.

As to how you came to live in this pan of the world,
where your kind is rare - well, either you are a member of
a small local Dwarf-Clan, quite likely dating back 10 the
days when the Dwarfs brought bronze-work to Babylon. or
you wandered out this way from Europe many years ago.
in search of a fonune and a way to gain a Name, and some
how settled down.

In Your Diary: Designs for simple but extremely ele
gant devices; current bazaar prices for precious metals:
contact addresses for Dwarfs in distant lands.

Characters ~

Motives: For all your local standing, there are prob
lems for a Dwarf in the Olloman Empire; the chances are
that this group of Westerners may represent a way to
resolve some of them. To begin with, you need to establish
your fame among DlI'mfs to qualify for a name, and there
are precious few other Dwarfs in this area; perhaps there's
one such visiting with this group, who you can intpress
with your ingenuity. or perhaps the humans could convey
word of your accomplishments back to the European
Dwarf-holds - or perhaps you might even consider travel
ing back there with thent in person.

Secondly, there are even fewer female Faerie in this
region than there are Dwarfs, which is inconvenient if you
have any hopes of marrying and starting a family. Even if
there are no Elf-maids among these visitors, you could
again consider traveling back to their homelands with
them.

And last - it's well known that these days, the most
fascinating machines in the world come from New Europa,
thanks to all the Dwarfs there (and the human "Lndusuial
Revolution," perhaps). Associating with Westerners might
get you a glimpse of some of these steam devices and cal
culating machines. which you've no doubt you could work
with and improve on. Perhaps some of these folk know
something of this subject? You know that your human
Ottoman neighbors regard such foreigners as less than
respectable. but what's disreputable about machinery? It's
one of the finest forms of intelligent endeavour.

Oh. and as a matter of fact - you have heard tales
aboUi New Europan Beer. too. Not that you, as a good
Muslim, have any interest in such substance. Obviously.
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ClIstOl1lizatio" Notes: Most Ottoman
Dwarfs learn their skills at TL5 (or even TLA).
but a few are exposed to Ihe more advanced
knowledge that is widespread among their kind
elsewhere. A sman Dwarf will realize that a
high Merchant skill is Ihe key to capitalizing
on his other skills in the bazaar. Remember
also that a Dwarf who succeeds in gaining a

arne will not only lose his Obsession. but will
probably gain Slatus and Weahh.

Brawling (PIE) DX+l [2].1 I; Dyeing (MIA) IQ
121·10: Jeweler (M/H) IQ-I [2J-9: Lockpicking (MIA)
IQ 121·10: Mechanic (MIA) IQ l2J·1O: Metallurgy
(M/H) IQ-I [2J-9: Me«:hant (M/A) IQ [21-10. Also
add I 10 any of the above 1+2].

Note: Several skills in this list have prerequisites or special
modifiers that may need checking. The Dwarf racial
package includes three quirks. "Gruff' and
"Embarrassed by own feet" are just as applicable 10
Ortoman Dwarfs, but "Lovcs beer and pork" is hardly
appropriate for a good Muslim. who is supposed to
avoid alcohol and lreal pigs as unclean. It should lhere·
fore be replaced by "Loves rich food. and finds alco
hol very templing.·' Dwarfs who succumb to Ihese

temptalions qualify for a -10 point Odious
Personal Habit. Also remember that Dwarfs
have a racial +4 skill bonus when applying
Craft skills or Engineer to any metal object. in
:lddition to any bonuses for M:mual Dexterity.
(Neither are included in the skills list above.)

Runaway Slave
Some people say that slavery is in decline

among the Ottomans, what with Europeans
lecturing them on its evils at every diplomatic
conference and Western navies patrolling the
coasts of Africa. On the other hand. some pe0

ple say that the Ottomans' slaves have it bener
than many a European servant; they are pan of
the household, are often helped to sel up in
business on their own after a few years, and
have plenty of protection in law.

That's the general Iheory. It may work
some of the time. The rest of the time ...

You don't remember much aboul that
African village or Caucasian farm: you were
kidnapped as a young child. The slavers decid
ed thai you looked like a promising specimen,

and fed you well - while working you mercilessly. The
man they sold you to followed the same plan: whatever
work you were given, and there was plenty. was always the
toughest and most strenuous.

Well. thar built up your physical strength. Meanwhile.
in your hean. you had another source of slrength. and it
also grew. When you eventually made your getaway, you
broke locks and cuffed aside anyone who tried to stop you.

Cas/Ie Falkens/ein
Strong Suits: Fisticuffs. Tinkering, Trader.
Faerie Power: Lo\'e of Metal. See the Caslle

Falketlstei" rule-book.
Possessions: A collection of eccentric but effective

craftsman's tools: stOUl bUI colorful Eastern-style c1Mhing;
huge. reinforced leather slippers: massive and ornate gold
earrings.

GURPS Templa/e 160 points
Attributes ST II [OJ: DX 10 [OJ: IQ 10 10[: HT II [OJ_
Admtltages: Dwarf [172}; Manual Dexterity +1 [3): and

either Composed or Single-Minded (5).

DisQd~'(uuQges: Obsession (Winning a arne) HOJ: and
any two of Bad Temper. Clueless. Cooe of Honor
(Muslim). Extremely Curious. Fat. Honcsty. Jealousy.
Miserliness, No Sense of Humor. Odious Personal
Habit (Breaking dietary laws and/or drinking alcohol
in public), or SITUggling [-10 each).

Skills: Any four of Area Knowledge (home city) (MIE)
IQ+I 12J-11: Annoury (M/A) IQ [2[-10: AxeIMace
(PIA) DX [21-10: Blacksm;th (M/A) IQ [2J-IO;

&mple Turkish Personal Names
Thanks to their shared Muslim culture. Turkish and Arabic names

are often similar. (See GURPS Arabian Nights, pp. AN64-65. for
Arabic naming systems.) However. there are also differences. includ
ing the popularity among Turks of names dmwn from Turkish history.
See the main body of the text For seveml examples of Turkish names.
Note also thai nicknames are sometimes used. even in semi-official
and historical soun::es, and that some names have specific meanings of
which Turkish speakers will be aware.

Male: Abdul. Abdullah. Ahmel, Ak~ay. Ali. Alparslan. Bayar.
Besim (smiling. friendly), Bozkurt (grey wolf). Bu~ (tower. baslion).
Burak (Iighlning). Celil, Cihangir (world conqueror). Demir (iron).
Doruk (mountain peak). Emin (truslworthy). Enver (lighlS. radiance).
Enan. Fadil (brilliant. superior person). Ferhar. Gokay (sky and
moon). Gokttirk. Habib. Hasan. Hikmcl (wisdom). Idris. Iskender
(Alexander). Kudir (strong, powerful). Lokman (wise man. story
leller). Mahmud. Mehmel. Murad. Musu (Moses), Mustafa (chosen
one). Mtinllaz (select, distinguished). Oktan. Osman. Refik. Sernat.
Talat, Tekin (auspicious), Ttirkay (Turkish moon). Ulug. Uzay. Vahil.
Yavuz (stem, tough). Yildirim (thunderboll). Yusuf. Zulfu.

Female: Bahar (spring). Bedriye. Behice (beautiful. merry. smil
ing), Behiye (beautiful. charming). Cagla (green almond). <;i'Yek
(flower, blossom). Dilar. Emine (trustworthy). Fadime. Fatlna, Fusun
(chann. enchantment, spell). H:lnife, Hayruniss<l. Htisntiye (be:mty).
Kmife (velvet). L<llife Goke, quip). Leyla (dark nights). Mihriban (lov
ing friend). Mtijde (good news). Nesrin (wild rose), Penev (light.
brightness. brilliance), Reyyan, Sabriye. Seda (voice. echo),
Semiramis. SUheyla (bright stars). Tayyibe (good. pleasanl), Vicdan
(conscience). Yasemin (Jasmine), Ztibeyde.

Mall' or Female: Ayhan. Cihan (world. universe). Dunya (eanh).
EVTCn (universe. cosmos). IIkay (new moon). Sez.gin. Zeynel.
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knife: a few

Street Brat
You are a child of Ihe city streets. If your parents are

still alive. they despair of you. and may even be thinking of
disowning you - JUSt because you aren't interested in

breaking your back working all day and all
night in some pointless job!

But you're convinced that you have a
Greater Destiny. You just have to find it.
You enjoy the bazaar tales of Aladdin and
Ali Baba. and you feel that you could
accomplish just as much as them. given
half their luck - which you're convinced
will come. In the meantime. why shouldn't
you enjoy yourself? Your friends aren't as
bad as people like to say. and they are a lot

more fun to be around than ;'respectable" folk.
And you're not without honor. You're quite prepared

to respect the laws of hospitality. if anyone ever gives you
the chance. You' re cenaillJ," not a thief. Oh. you like to
play the odd joke. but why should the bazaar fruit-seller
begrudge you one of his peaches? You' ve done him
enough fa"ors. You're sure you have.

And you'lI cenainly be generous to him, when you
find your Destiny.

In Your Memof)': Details of the layout of your home
town. especially back alleys and hiding places: dozens of
bazaar stories and heroic legends.

Motil'es: These Fartmgi visitors need a guide. and
they pay well: perhaps you've even found yourself in their
debt. You heard somebody warn them that you're untrust
worthy, and you're determined to prove otherwise.
Anyway, this is an (ull·e1llJlff? just like in the stories.
Perhaps it's even your Destiny!

Castle FalkeJ1Slein
Strong Suits: Athletics. Stealth. Trader.
Possessions: Ragged clothes: a hidden

cheap trinkets. "accidentally" acquired.

GURPS Template 50 points
AII,ib,,", ST9[-101: OX 13 [30J: IQ 12 [20J: HT II [OJ.
Ad,'alltages: 15 points from Acute Hearing or Vision

[2I1evel]: Alertness ]5I1eveIJ; Ambidexterity [10l;
Combat Renexes [IS]: Daredevil liS]; Destiny
[VariesJ: Fit [5]: Heir [5]: Luck [15); Manual Dexterity
{3/level]: or Pitiable [51.

Disadl'Qlltages: Poor [.I5J: Youth (Age 15) [-6]: and -10
points from any of Code of Honor ("Pirate's") [-5].
Compulsive Vowing 1·51. Congenial [-IJ. Delusion ("I
have a great Destiny") (-5]. Disowned [-5].
Distractible (-11. Dreamer [-IJ. Glullony (-5J.
Imaginative [-I]. Illiteracy or Semi-Literacy [-10 or
-5J. Imaginative (-IJ. Impulsiveness [-10). Laziness
(-IOJ. Nosy (-I) or Curious [-5 or -10]. Odious
Personal Habits (Cheekiness) [-5). Overconfidence
l-IOJ. Primitive (TLA) (-5). Proud (-I]. Reduced Hit
Points [·S/level). Skinny (-5). lower Status r-5/1eveI1.
or Weak Will ·1 (·8J.

•

•

In your heart,
you had anoLher source

or strell8Lh

ClistomizpliotJ Notes: This treatment assumes that the
runaway is well ahead of any specilic pursuit. and hence
has no enemies huming him. but that he is still having to lie
I'ery low. An ex-slave who found some minimal employ
ment might have a lillie more money and Status. bUI also a
serious Secret. as he would have to keep his history quiet
from Pes around him. (Fellow Pes may know about a
runaway's hislory. assuming that they aren't likely to tum
him in.) In "griuy" games where disease is a serious threat.
some degree of resistance or immunity may be desirable
for someone living as rough as Ihis.

Castle Falkenstein
Strong Suits: Fisticuffs. Physique. Stealth.
Possessions: The rags you are wearing: an improvised

weapon (axe, heavy club. etc.: does damage as a Blow with
your Physique. plus I).

GURPS Template 75 points
A"rib,,"" ST 141451: OX II [10j: 1Q 10 10J: HT 12 [20J.
Adl'OlIlages: Strong Will +\ 14J: and 25 points from

Alertness rS/level]. Cool [II. Daredevil liS].
Fearlessness [21level]. Fit 15J. High Pain Threshold
[101, Luck [151. Night Vision liD]. Pious [5]. Pitiable
[51. Sanctity [51. extra Strong Will [4Ilevel]. or
Toughness [10 or 25).

DisadvulIlages: Poor 1-151; Status -3 [-15]; and one of
Edgy. Intolerance (Ottoman Turks). Primitive (TL4),
Semi-Literacy. Social Stigma (Second-class citizen 
obviously provincial origins). Stubbornness. or
Uneducated [all -51.

Skills: AxelMace (PIA) DX-l [11-10: Brawling (PIE)
DX+I [2J-12: Savoir-Faire (Servant) (MIE) IQ [11-10:
Stc,l,h (PIA) OX [2J-11.

Now. you are on the run. You think you've shaken off
pursuit. but you have 10 live on the fringes of Ottoman
society, fearful that you'll be nOliced. But perhaps you
occasionally dream of finding a W:lY home.

In Your Memory: The names and faces of your for
mer owner and his
friends: some vague
ideas about your
home.

Moti\'es: You are
a hunted man: you
need shelter and
allies. Anyway. these
mad Fara"gi don't
treat you the way thaI
Turks do. They don'l
understand how this land works - which you learned the
hard way. They say they don't have slaves back. where they
come from. which sounds foolish: who does the house
work? Perhaps their currenl task means that Ihey are fight
ing your old. cruel owner. that could be dangerous. but
you'd like the chance of revenge. Or perhaps they are pre
pared to pay you to help them with some adventure: they
might el'en help you get away to other lands. later.
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Skills: Area Knowledge (home city) (MIE) IQ+I [2]-13:
Climbing (PIA) OX-I [IJ-12: Fasl-Talk (MIA) IQ
[2]-12; Filch (PIA) OX [2J-13; Holdout (MIA) IQ [2J-12;
Pickpockel (PIH) OX-2 [IJ-II: Scrounging (MIE) IQ
[IJ-12: S"alth (PIA) OX [2J-13: Sueetwise (MIA) IQ-I
[1]-11; and any two of Acrobatics (PIH) DX·2 [IH I,
Escape (PIH) OX-2 [IJ-II. Juggling (PIE) OX [1]-13.
Jumping (PIE) OX [IJ-13, Lockpicking (MIA) IQ-I
[IJ-II, Panhandling (MIE) IQ [IJ-12. Running (p1H; Hl)
HT-2 [IJ-9, Shadowing (MIA) IQ-I [IJ-II, Starglazing
(PIE) OX [IJ-13. Survival (Urllan) (MIA) IQ-I [IJ-II. '"
Throwing (PIH) OX-2 [IJ-II.

Customization Notes: The Delusion and Destiny
offered are somewhat incompatible - but not entirely:
someone with a Destiny can have completely lhe wrong
idea as to its nature. A slreelS-based character like this can
also acquire 10lS of ContaclS, or Enemies if he's slipped
into outright criminality. The disadvantage level. while
high, is a consequence of youlh and social position. and
could be even higher for a younger urchin; it should be
reduced with experience as lhe character matures.

Unemployed New
Europan Mercenary

You started your military career wilh ideals, and
achieved some success as a drill sergeaO! or slaff lieu
tenant. But something didn't work out. Perhaps you were
passed over for promotion in favor of men with beuer
social contacts: perhaps you met some kind of disgrace
through no fault of your own: perhaps you just became
bored.

Then you thought of the Turks, who are trying 10 mod
ernize their anny. For decades now. they've been recruiting
advisors from Europe. looking to hammer some sense into
their fann-boy soldiers and useless commanders. So you
made some coO!acts, confirmed that the pay was good, and
moved out East.

But rhal didn't work out. Perhaps you annoyed some
idiot Pasha with no military knowledge but too much influ·
ence. Perhaps your contact was disgraced in some game of
Ottoman politics. Perhaps you were sickened by the cor·
ruption and the way that the army's biggest job seems to be
massacring civilians. Or perhaps you got squeezed out by
all these stiff-necked Prussians who've breezed into
Slamboullalely.

So you're out on your ear. But you haven't headed
home yet. You came out here to make your fonune, blast it.
and you're not running home with your tail between your
legs at the first setback. You'd be embarrassed. Besides,
it's an interesting country, in its way.

In Your Diary: Notes on drill and tactics; unrestrained
opinions of the local troops: addresses of old comrades
back home, and of some Jess corrupl local officers.

Moth'es: If the Ottoman Anny doesn't want your
skills, there are still uses for them here - and working with
Western visitors gives you the chance to hear a familiar
language and discuss familiar topics. Perhaps they can pay
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well, or perhaps one of them served in the same regiment
as you. You can certainly help them; you've managed to
get something of a feel for Thrkish society, which does
need a little careful handling at times.

Castle Falkenstein
Strong Suits: Courage, Marksmanship, Physique.
Possessions: Sabre, revolver, and swagger-stick; your

old uniform (out of sentimem); plain, military-style garb,
suited for the weather and impressing the nalives.

GURPS Template 70 points
Attribute" ST 12 [20J: OX 12 [20J: IQ 10 [OJ; HT 12 [20J.
Ad~'anlages: Counesy Rank 2 (2]; and 15 points from

Combat Renexes [15], Cool [I]. additional Counesy
Rank [I/level], Fearlessness [2Ilevel), Status (5/1evelJ,
Strong WiU [4Ilevel]. or Toughness (DR I) (10].

Disad~'antages: Social Stigma (Minority Group) [-10]: and
-15 points from Bad Temper [-10], Bloodlust [-IOJ,
Bully HO]. Code of Honor (Pirale's or GenLleman's)
[-5 or·IO], Greed (-IS], Honesty [-10], Impulsiveness
[-IOJ, Lecherousness [-15), 0 Sense of Humor [-10),
Overconfidence (-10]. Odious Personal Habits
(Bragging, excessive military mannerisms, etc.) [-5),
Secret [Varies), Sense of DUlY (Employers and/or
comrades) (-5], Struggling [-10], Stubbornness (-5].
Trulhfulness [·5], or Unluckiness HO}.

Skills: Area Knowledge (Ouoman Empire) (MIE) IQ
[IJ-IO: Guns (any) (PIE) OX+2 (2)-14"; Language
(Turltish) (MIA) IQ-I [lJ-9; Savoir-Faire (MiJitary)
(MIE) IQ+2 [4J-12; Tactics (MIH) IQ [4J-IO; and any
three of Animal Handling (MIH) IQ-I [2]·9,
Carousing (pIA: HT) HT [2]-12, Fencing (PIA) OX
[2]-12; Gunner (any) (PIA) OX+I [2)-13*, Hiking
(pIA: HT) HT [2]-12, Intelligence Analysis (MIH)
IQ-I (2]-9, Intimidation (MIA) IQ [2]-10, Leadership
(MIA) IQ (2)-10, Riding (PIA) OX [2J-12, Spear (PIA)
OX (2]-12, Strategy (MIH) IQ-I [2]-9, or Teaching
(MIA) IQ [2J-IO.
* Includes + I for IQ.

Customizatioll Noles: Pick optional skills to suit the
character's personal history, unit type, and rank. Raise
Courtesy Rank and Status to get an officer, take
Fearlessness, Strong Will, or Toughness to get a lough
NCO, or select Combat Renexes for a soldier of fonune
who's Lived all too dangerously. This character may have
Allies or Contacts, locally or back home; he may also have
made Enemies in either land.

If he gets to go back home at lhe end of any advemures
in lhe Ouoman lands. the mercenary will have to buy off
his Social Stigma. (However, it might be temporarily par·
tially replaced by a negative Reputation as a mercenary
who vanished for some questionable reason a while ago.)

Young Turk
A simple facl; you are a loyal servant of the Ottoman

Empire, for which you would fight and die. Those who say
otherwise, lie.
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Vou probably sought to serve the Empire in the
Tanzimal Civil Service, or perhaps the Army. In order to
perform your duties properly, you studied both the state of
the Empire and the rest of the world. This brought home to
you a temble truth: Turkey has fallen far behind in every
essential area. The Empire is ruled by a Sultan who is out
of touch and possibly even mad, and a Court full of blind,
greedy viziers. Your country is the laughing-stock of
Europe.

•

Yours is nol a sefe opinion.
The esenls of lrediUon would knife

or slrengle you in a dark alley,
Biven the chance.

•

There is some debate as to how much reform is need
ed. Some hold that a little more democracy, and the rooting
out of corruption. would suffice; others say that Turkey
should abandon its ungrateful Empire. and transform itself
into a modem republic. Perhaps you are still making up
your mind.

As a patriot. you could nOi help but speak out, and join
a group of like-minded reformers. Unfortunately, yours is
not a safe opinion. You have either fell obliged to go into
hiding, or you traveled abroad to Paris, the meeting-place
of the "Young Turks," and now you have returned in secret
The agents of tradition would doubtless knife or strangle
you in a dark alley, given the chance - but you will give
them a run for their blood.

In Your Diary: Notes on schemes for Reform; coded
addresses of friendly contacts and safe hiding-places;
drafts of essays on your Cause; lists of possible enemies.

Motives: Associating with Westerners is dangerous 
you don't want your enemies calling you a traitorous
Christian·lover - but you must take your allies where you
find them, and after all. you are prepared to learn from the
West. Furthermore, you feel that there is merit in convinc
ing these people that not all Turks are superstitious and
backward. For now. you and they may both be on the trail
of some viJlain who is no friend to Turkey or the West; or
perhaps they are potential or current sympathizers, and you

feel the need to cultivate them. Certainly, the adventure
they are undertaking could teach you something new about
the world.

Castle Falkenstein
Strong Suits: Courage, Education, Ottoman Way.
Possessioll5: "Westernized" clothes: revolver; a secret

bundle of assorted foreign currencies for emergencies; a
couple of New Europan books of political theory.

GURPS Template 30 points
Arrribule" ST 10 [OJ: DX II [IOJ; IQ 12 [20]: HT 10 [0].
Admntages: Status I [5J: Strong Will +1 [4): and 15 points

from any of Comfortable [IOJ, Cool [I] or Composed
[5], Danger Sense [15J. Fearlessness [2IleveIJ, Heir
[5). Higher Purpose [5}. Pious [5J. Sensitive [5]. addi
tional Status [5IleveIJ, or additional Strong Will
[4IIevel].

Disadvalltages: Fanaticism (Reform Movement) or
Obsession (Introducing a panicular set of reforms)
[.15]: Sense of Duty (Ottoman Empire) HO]: and any
two of Disowned. Edgy, Selfish, Stubbornness, or
Workaholic [all -5).

Skills, Area Knowledge (Europe) (MIE) IQ [IJ-12; Area
Knowledge (Turi:ey) (MIE) IQ [lJ-12; Ban! (MIA) IQ
[2)-12; Fencing (PIA) DX-I [1]-10; Guns (1';$101)
(pIE) DX+211J-I3·: Language (any European) (MIA)
IQ [2H2; Riding (PIA) OX-I [1]-10; Savoir-Faire
(MIE) IQ+2 [OH4"; and one of Conspiracy Theory
(MNH) IQ-2 [2J-IO, Economics (MIH) IQ-I [2]-11,
or Politics (MfA) IQ [2J-12.
• Includes +2 for IQ.
•• Free from Status.

CustomivJtiotJ Notes: This is a somewhat panial char
acter sheet. A Young Turk may be (or have been) a noble
(with social connections and wealth), an army officer (with
military skills and Contacts), or a government official
(with administrative experience). If he is still working in
any of those positions, membership of the refonn move
ment could represent a Secret instead of providing some of
the Disadvantages listed above. As the forces of the estab~

lished order close in on a rebel, they may become person
al Enemies. On the other hand, other sympathizers may
well represent Allies, Contacts, or even Patrons, while
experienced reformers may gain skills related to political
activity or avoiding arrest. If the movement becomes more
successful, its members may find that they have fewer
problems and more advantages.
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3. Into the Empire
,

Eberhardt's travels make lUI illteresr;ng
story, but a /01 of his joumals are pretty
routine. Remember that he was selll east as
a surveyor, Gnd that's what he spem most of
his time doing and recording, with profes
sional thoroughness. Whar follows is to {l

large ex/elll all anllolaled summary ofhis
accoum, prepared with his appro\'al.

- 7:0.
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~ TIiQOUGIi EUQOPE TO TIiE CAPITAL t:i--

Passing Greece
Fronz tbe Private Memoirs
ojEberhardt Starkmann

Although I was venturing into the heart of an alien
culture. the first pan of my journey was accomplished in
lhe mOSt conventional and comfortable European style. I
traveled by railway across the Austrian Alps and Northern
Italy. wishing only thaI I could afford the lime (0 disem
bark and admire the city of Milan for more than the one
night I spent there. In Venice. too. I found myself dream
ing thaI I might onc day come [0 thai place on less press
ing business.

But any questions of aeroliner docking in this region
had already been reviewed by other agents of the compa
ny, and a berth awaited me on the steam-pncket Lorenzo
Bernardo, bound for Constantinople by way of Athens.

(Lest readers wonder why I did nol travel by railway
direct to Constantinople, as would indeed have been
possible: my employers had charged me with making a
brief survey of the cities of this coast and of Greece. and
of the coastal geography, with a possible view to making
occasional acroliner excursions to the area. However. this
task proved simple enough. and had Iinle effect upon my
journey.)

As the steam·packet progressed down the AdriaLic
coast. I reflected on this tumultuous region. the Balkans.
The shoreline that I saw, with its ports and fishing vil
lages. is securely in the hands of the Auslro-Hungarian
Empire. The steam·packet paused at Split. where the
palace of the Roman Emperor Diocletian now serves as
the city's cathedral. and at the ancient walled pon of
Ragusa. which Slavic peoples call Dubrovnik: clearly.
there is much for the tourist to contemplate here.
However, the mountain country that I could see on the
eastern horizon. on clear mornings, is disputcd territory,
and rarely peaceful; Austrian authority is weak there, and
the legacy of years of struggle between Ottoman and
Hapsburg is scen in local connict and banditry,
Meanwhile, more "progressive" local anarchists and revo
lutionaries threaten revoh and terror against their nominal
rulers. I fear that Ihis is nOt a stable land. But politics are
not my sphcre.

In Lime. I made my first entry into Ouoman territory,
as the ship attained the coastal waters of Albania. The peo
ple of this especially sparse and mountainous country
may. for the most part. have been convened to Islam by
their Turkish overlords. but they remain fierce and proud.
often serving the Ottomans as soldiers. From my reading,
I knew that this was no land to place an aeroliner station.

Then. the LorellZO Bemardo reached Greece, and my
reflections became. I fear, more emptily romantic. Not
only is this country the ancient binhplace of European civ
ilization: it was. in the memory of my own grandparents.

Inlo lhe t:mpire -----

the first province of the Onoman Empire to achieve inde·
pendence by its own efforts. From the deck of the vessel.
it appeared simply to be stark Mediterranean mountains
plunging vertiginously into wann seas. but I knew this as
the land of Homer and Aristotle. of the Olympians and
Titans. Although we now believe these races to have been
the Faerie. in imposing disguise. their influence remains
deep and subtle. It is said that harpies still haunt the peaks
of these mountains. aJthough cold iron and firearms have
made thcm more cautious than in the days when they
plundered the Argonauts' ship ...

There are a number of possible aeroliner docking
places in this area. and I am sure that the company could
find passengers for the journey. However, there may be
difficulties for such a project; I fear that we Bayernese are
not vastly popular in Greece ...

Tom Glam Comments.-
Whe/l Eberhardt gal'e us his 1I01es, 1asked Ludwig alld

Tarlenheim what exactly IlllIt fa;}·t paragraph might mean,
a"d I'd swear Ihar Ihe lemperature ill the room dropped 10
degrees. Okay. Ludwig officially ha(1 (I Bad Experience in
Greece. but slill. it seemed ver), odd.

£,·ellfl/ally. Morrolall took me aside alld explained.
Wilen the Greeks broke away from Ihe Turks. back in '32.
they had Ihe backing of assoned EurolJean powers. The
Europeans decided Ihat Ihis IIew nalion needed a Killg.
looked arolllld, and inslalled a spare Bm'arian prillce.

DoII't ask me Il'hal Ihey Ihouglll Ihey II'ef~ doillg. This
was 40 years ago. and even todll)'. a 101 ofEuropeans lend
10 assume Ihat a proper cil1ilized cowllry is belter off with
allY randOIll king allhe top than. sa}; as 1I republic. Don'l
gel me wrollg. 1 gel on jusl fine wilh ulilwig: he does a
great job. BlIt there are times whell my 20th-century.
Amerieall upbringing makes me lI'am 10 rum roll"d a/ld
scream (1/ these people.

An)'ll'a); ill Ihis CllSe, 17-year old 0"0 of Greece 
another Willelsbach. Ludwig '.~ ullde - was il/swlled. com
plete with IIII-ee Bavarian regelll:.· alld a /IIostly Hm'aria"
army. fie hUllg i/l there for a gOOlI few years. a/thol/gh it
took (/ mililat)' coup to impose II wrillell cOllstitllfioll;
allother coup. ill 1862, finall)' threw him OUI. The Great
Powers replaced him with a Danish prince, George I. At
least lhis time. they persuaded the Greeksfirst.

Oh. alld Ihe one thillg Ihat 0110 alld his subjects real
ly agreed all was Ihe "Greal Idea." This said that Greece
had a Glorious Desti,,}: to ntle 1'1'1'1)' Greek-speaking ter
ritory Ihey could filld. ThaI this implied that Iht!)~ as a
small. wlder·poll·ered. newly founded /la/ion. would hal'e
to cOllquer Illrge pans of the Olloman Empire - including
its ca/Jillll - didll't make allY differellce. Tiley tried a grab
duriflg the Crimelltl War, but Brimin alld Frallce squashed
tllem without breaking stride. So. allY lime Ihere's trouble
i/l 111M parr ofthe world, we '\'e gOI 0111' more thing to worry
abOllt -alld the Greeks dOll't frllSlus (m il/ch.
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- The Beaulies of lhe I)osphorus,
Julia Pardoe

"The 8real charm of
Constanlinople lo the European

eye exists in the exlreme
novelly, which is in itself a spell;
for nol only the whole localily
bul all its accessories, are so

unlike whal lhe lraveller has lefl
behind him in Ule Wesl, thal
every 8rouP is a sludy ..."

To Istanbul
From the Private
Memoi" ojEberhm-dt
Starkmann

· .. Now, we were sailing
through the sea that Homer
called "wine-dark.·' the Aegean,
amid the Greek islands - yet
more disputed territory, for the
Greeks and Turks contend for
control, and afler a thousand
years of Crusade, piracy, border
warfare, and politics, several
other European powers have
interests in this region ...

In fact. not all of these
islands are in the hands of any
human empire. There are still
archipelagos of rocky outcrops
where the locals dare not land,
even when they see fat sheep and
goats grazing, because they know lhat one-eyed giants lurk
in caves around the shoreline. These Cyclopes are clearly
cousins to the Unseelie Ogres of my homeland, and similar
ly dangerous: they may be diminished since the days of
Odysseus. but they remain fond of the taste of human nesh.
and strong enough to catch such food if it comes to hand. A
few, it is said, remember the lessons learned when the great
est of their line were assistants to Hephaestus, and craft
bronze-work of surpassing quality.

•

•

A possible example: Far to
the south of my route lies the
island of Rhodes, famed for the
brave and stalwart defense put
up by its Hospitaller defenders
against OUoman sieges. But cen·
turies earlier, it had another
claim to fame; its pon-capital
was the site of the Colossus of
Rhodes. one of the Seven
Wonders of the World, a SUllue
of the sun-god Helios that
bestrode the harbor mouth. The
statue was demolished by an
eanhquake, although the stumps
of its legs still stand. Modem
human engineers profess them
selves unable to comprehend
how such a structure could have
been created at that time.
Clearly, dwarven craftsmen must
have been employed to design
and assemble its iron frame, but
its skin - of beaten bronze - is

said by reliable legend to have been the last great working of
the Ancient Cyclopes. Somehow, I doubt that any of their
descendants could match such brilliance today.

(An edilOrial /lore here: 11/ Ollr world. histon'alls alld
engineers are certai" that the Colossus couldll't llave
spanned Ihe harbor mouth. Not Illa/ihey know wI/ere il did
stalld - 1101 a fragmelll of il remaillS. The influence of Ihe
Dwarves 011 the history ofIllis world is considerable. - T. 0.)
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And so, in time, the steam-packet sailed through the
Dardanelles Straits. 150 miles across the Sea of Mannoru. and
into the Bosphorus Straits. As the vista of the city of
Constantinople emerged before me. I recalled with new
understanding the travellers' tales which I had browsed in
prepamtion for this moment.

Istanbul is. in a way, not one city but two. The old walled
Byzantium of the Greeks and Constantinople of the Romans
sits upon the promontory known as Seraglio Point; this part
alone should properly be called Stamlxml, and is the heart of
Ottoman power. II is built on seven hills. many of them
crowned with greal and glorious mosques constructed by the
greatest Sultans. Across the Golden Hom. one of the world's
finest deep.waler harbours. lies ?era, a more recent develop
ment with many shops and the communities of various sub
ject-peoples. Beyond and around all this. suburbs are spring
ing up. especially along the coastline. The Turks. like
Europeans. often speak of the entire metropolis as
"Constantinople." but perhaps prefer their own name for it 
Islanbul.

In our century. the Sultans have tired of the cramped con
fines of Stamboul. and ha\'e built new palaces for themselves
along the shores of the Bosphorus. including one in Scutari,
the outpost of the city on the Asian side of the straits. The
most spectacUlar of these is the Dolmabache Palace. north of
the city's core.

Pera is where foreign ambassadors and trading-houses
make their residences, and this was where accommodation
had been arranged for myself. I am told there are no
European-style hotels anywhere on the Stamboul side of the
Golden Hom.

Istanbul is further subdivided into quarters. 1lte Ottoman
tradition is to permit subject-peoples a degree of self-govem
ment; the millets. or religious groups, especially make clear
distinction among lhemselves. Thus. there is an Armenian
Quarter. a Jewish Quarter. a Greek Quaner. and so on.

Istanbul seems a truly Medieval city. and this includes its
sanitation. There are few sewers. and the place would surely
have choked on its own filth by now. were it not built on slop
ing ground above a sea with a fast current. The houses are
irregular and shabby: even the best are often buill of wood
and plaster. Fire must be a terrible danger.

The Turks. I am told. refer to Pera as the "Giaour City,"
GiaOllr being a contemptuous term for "Christian:' In fact. it
has much of the air of a European city. magically transported
to lhe East. Even the main avenue is named in French - the
Grand Rile de Pera - and one may purchase English or
French newspapers here. as well as more durable imports.
Turks often visit the place to buy European manufactures and
be shocked by foreign ways. However. Pera is still cr.lrrtped
and grimy. and its back·streets may well have more cut
throats and villains than those of Stamboul- the pickings are
richer and. to make matters worse. the legal confusion of the
place gives many a ruffian escape from justice. The
Capitulations. by which foreign embassies are immune to
some Ottoman law. have been greatly abused. There is a
thriving trade in forged papers. and many a rogue will claim
to be "French" or "British" when in truth he merely worked

Into the Empire !>-

for a shon while as an embassy gardener - if that - and he
truly originated in some part of Greece or Amtenia. Like any
trading-town, Peru is, sadly. a natural haunt for confidence
tricksters and fallen women. An ill-managed provincial quar
ter may become far dirtier and more dangerous than
Stamboul-town. which lies close under the eye of the Sultan's
coun ...

•

"Bul when we rounded the &:"'{\Iio PoinL
and slowly sJided into the Golden Nom.

where the whole BorBeous panorama
opened ... in its unequalled loveliness. the

feeling of wonder and admiration became
abrolulely oppressive ... the magnificenl
domes and lofty minarets ... detached

themselves from the amphithealres
of buildings as we proceeded,
and stood in clear while relief
against. the brighl blue sky ...-

- The Beaul.ies of the l'>osphorus.
Julia Pardoe

•

Murder in Pera
From the Private Memoirs
q/Eberhardl Starkman"

But I was not in this city as a tourist. Aside from the
time I spent examining possible berthing-places for aerolin
ers. I was charged to deliver the first of my two secret let
ters here. Extracting it from the hidden companment in my
traveling-case. I went in search of the recipient. in the mer
cantile quarter of Peru.

Although this might be the Westemised, most modem
part of the city, it nonetheless had much of the air of an
Eastern bazaar. The streets were alive with Ottoman citi
zens and Iheir Eastern neighbours and subjects, the richest
arrayed in colorful robes. the ordinary folk in plain white
that could dazzle in the Mediterranean sun. the poorest in
rags and tatters. all but the most daring women veiled.
Among them moved visiting traders and diplomats in their
European garb. with even a few frock coalS and top hats for
those most detennined to prove their modernity, despite the
heat. Indeed. some of the figures thus attired were. I
realised. Turks - evidently, these were the daring young
modernisers. sympathisers with the "Young Turk" move
ment of which I had heard. determined to cast aside e\'ery
symbol of the outmoded past.
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"On the other side of this livilllj lake
rises the city of ConslBnLinople. It dis
plays a mounlBin of houses exLendilllj

both ways. as far as the eye can
reach: the seven hills form an

undulaLilllj line across the horizon,
crowned with imperial mosques ..

altogether disproporLionaLe La
everythilllj about them. and the

conlrast gives them an apparent size,
almost as great as the hills on which

they slBnd ... The whole of this view
... was sillljularly lovely .. "

- NarraLive of a Residence at
ConslBnLinople. Robert Walsh

•

These crowds were broughl to this place by one thing:
(rade. In ancienl times. Constantinople was the Icrminus of
the Silk Road. and the treasures of Asia were carried here
for Europeans to purchase. Today. (he commerce of the
tOwn also sees many European manufactures and devices
brighl dyes and intricate watches. slccl pens and children's
toys of lin. But the shops I passed were mostly concerned
with selling local and Asian goods to visilors from the
West. Anything and everything was 10 be had: for a
moment. I even contemplated the purchase of a tame mon
key - the lillIe creature chincred at me amicably from a
street-vendor"s shoulder. and appeared amusing and
channing in a miniature jacket of crimson velvet. But I
decided that I would have difficulty looking after such a
pet on my travels. and in any case. monkeys can be treach
erous. unreliable beasts. Other street-vendors offered me
dates and apricots. or iced sherbet or mint tea from nasks
hung over the salesman's shoulder. The smaller and poorer
shops sold woven baskets and clay potS. while their richer
neighbours had silks and fine woolen cloth: the grandest of
all. wailing dark and cool along either side of the street.
offered fine carpets. closely woven and dyed in subtle but
intricate patterns. or bronze vessels and ornaments. hand
casl or beaten. decoraled wilh minute patterns, then dili
gently polished to a dark sheen.

A dozen languages rang in my ears, and the scent of a
score of spices slruggled with the lang of oil·lamps and the
reek of primilive drainage. But I had a mission. and could
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nOt let myself be distracted for long. I was seeking Eznik
Vaksoudian. an Amlenian dealer in curios and antiquities.
who maintained a shop in this district. Vaksoudian was
known to Bayem's diplomats also to deal in information
essentially. he was a freelance spy. selling to the highesl
bidder. However. he was. it was judged. an honorable man
in his way: once purchased. his loyalty was thoughl 10 be
solid. and it seemed that he possessed a cenain sympathy
for the more honest of his customers. The letter I carried
offered him a permanent. substantial retainer if he would
work for us.

But this was nOIIO be. As I approached Vaksoudian's
shop. I became aware of a commotion. Attempting 10 pre·
serve the air of a casual foreign tourist. I enquired of a
passing Greek what had befallen.

"Ai. foreigner." he declared. "a terrible thing.
Vaksoudian the Armenian has been murdered in his shop!"

This was worrying news which I felt obliged to inves
tigate, and so I worked my way Ihrough the muttering,
excitable crowd unlil I caught a glimpse of the scene: the
body of a well-built middle-aged m:lll. slain with three or
four dagger-thrusts, lying upon the Ooor of a shop filled
with brazen vases. rich woolen rugs. eleganl glassware.
silk scarves. and countless other oriental treasures.

•

"ConslBnLinople is a city not of one
naLion but of many, and hardly more
one than another ... Eight or nine

lallljuages are conslBnUy spoken in the
streets and five or six appear on the

shop fronts ... The races have
nothilllj to uniLe them; no relations.
except those of trade, with one

another; everybody lives in perpetual
dread of everybody else:

- "Handbook for Travelers in Turkey,"
John Murray

•

I turned away from Ihis unpleasant sighl 10 scan the
vicinity for funher information. and to question the crowd
- and found that I was nOI the only passer-by whose inter
eSI exceeded their dread of death. A local woman was
standing al my side. and although she was enveloped in a
yellow woolen shawl Ihat served her as a veil. I could see
that her eyes were young and attractive, in thai dark.

- '" Inlo the Empire
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,·It was no trouble." he declared. in excellent but
accented German. "Count Nikolay Ignatyev. of the Russian
Embassy to the Sublime Pone. at your service."'

A Diplomatic Guide
From the Private Memoirs
ofEherbarclt Starkma /1.n

I was to spend the subsequent few hours with lhe
Count, who seemingly found it amusing to show a new vis
itor the sights. First. however. he cross-examined me very
briefly concerning the murder: then. concluding that we
could accomplish nothing by becoming involved in lhe
event. we slipped away into the bustle of lhe streets.

As we went. I noticed lhe female speclator in the yel
low shawl. apparently watching us from the shade of a
nearby alJey·way. I made some remark on this to the
Count. and he looked toward the woman. briefly but
pensively.

"Ah well:' he said. "such macabre curiosity is a wide
spread human failing. One does encounter such - ghoulish
folk. of either sex. wherever one travels:'

I decided that he was probably correct. although it dis
lressed me to Ihink of one seemingly so fair thus obsessed
with death.

We sat for a while in a coffee-shop. conversing. Across
the room. a professional story-teller slood on a wooden podi
um. plying his ancient trade: for a moment. I endeavored to
listen. 10 detcnnine if this was. perhaps. one of lhe mar
velous tales of the Arabian Nights in its original foml. but
my grasp of the local language was inadequate for me to fol
low the man's high-flown ormory. and in any case. I could
not politely disregard my recent savior's conversation.

The Count declared that he was required 10 make a
visit in Stambou!. commenting when he heard Ihat I would
be touring the East that I would have plentiful opportuni
lies to visit mere shops. but only one to see cenain marvels.

I believe Ihat Ihis
was a little unfair of
him. as the commerce
of Istanbul is leg
endary throughout the
world: even the brief
glimpses I caught. of
both the ancient cov
ered baz.aar and the
manifold shop-win
dows of Pem. con
vinced me that here
was Aladdin's Cave
made real. The bazaar
especially is a maze of
arched. vaulted pas·

sages. lined with stalls selling exquisite rugs and carpets.
silks and laces. Chinese porcelain and Indian brasses: a vis
itor could spend days in the place (most of them
bargaining).

The bazaar is a maze of arched.
vaulled paS!lB8es. lined wilh sllllls
selli"8 exquisile !1J8S and carpels.

silks and laces. Chinese porcelain and
Indian brasses, a visilor could spend

days in the place.

Ottoman Behavior
Other people who visiled Quoman Turkey at

around Ihe same lime as Starkmann mighl have said
lhat he described the locals fairly accurately. but at
their "oisiest. When haggling in a market or learning
about a murder. anyone can gel a bit excited. ActuaUy.
as a culture. they tended to pride themselves on lheir
reserve and economy of movement. Remember.
Turkey is quite a hot country: running around too
much is just plain uncomfortable. Among other
things. Ottomans found Victorian Westerners' habil
of raising lheir hats in greeting all the lime ralher
funny.

The crowd were seething with uncertainty. their mood
rendered volatile by the sight of blood and a mystery. but
some were talkative enough: I gathered lhat Vaksoudian
had closed his shop at midday. and a laler passer-by. notic
ing a wooden door swinging loose. had chanced to glance
within. and hence had discovered Ihe scene. It was gener
ally assumed to be the result of a robbery which
Vaksoudian had resisted tOO strenuously. which I judged
possible; equally. I wondered if
Vaksoudian's trade of freelance espi·
onage had led him into danger. I doubted
that the matter was related to my mission
- but nonetheless. I felt that there might
be cause for concern.

However, my speculations were dis·
turbcd when some of the crowd became
irate at the sight of a FlIl'llllgi taking an
interest in local matters. and began to jos
tle me. There were officials present.
members of what passes for a police
force in Istanbul. but they showed me no
sympathy. and I felt some alann. unlil
another foreign voice barked dismissive-
I)' across the throng. in tones which con-
\inced them that this harassment was
unwise.

I turned to Ihank my rescuer. and found myself facing
a tall. aristocratic figufC. dressed in a simple but immacu
late military unifonn. He thrust out his hand briskly.

Easlern fashion. Moreover. they burnt wilh a startling.
intense curiosity. quickly leaping back from myself to the
corpse.

In my homeland. I would have auempted lo turn her
attention from lhis subject. Although I have a high regard
for the fortitude of her sex, I have been taughl that a gen
tleman's place is to guard a lady from distress. However, I
understood that for me to speak publicly. in lhis land. with
any woman to whom I was nOI related. by blood or mar
riage. would cause public outrage: and so I dc<:idcd that it
was best to say nothing.
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Who knows what dark secrets
and mysteries lurk in that palace?

•

•

However, the Count truly did indeed lead me to sights
unique in this world. We crossed a noating wooden pon
toon bridge from Pera to Stamboul, whose narrow alley
ways led windingly up to the region of the old Topkapi
Palace. As we approached this. we became aware of a com
motion in the crowd. The Count looked about him and lis
tened brieny. then turned to me.

'I'ou are fortunate," he said, "the Sultan himself is to
progress in full state from the Palace to the Hagia Sophia
Mosque for the afternoon
prayers. Some whim of
his, no doubt"

And indeed. I did
witness this occurrence 
a sight from another age.
The great crowd of
Turkish citizens, much
like those in Pera, parted
with much confusion and
some jostling, but swiftly
enough; I sensed that they
did not wish to be thought to be obstructing their monarch.
One or two were slow or unlucky, and were hastened on
their way, with many a brutal blow or kick, by a band of
burly men in tall, red, cylindrical hats, who sallied forth
with short, heavy staves in their hands.

Then, a vast throng of people spilled out from the outer
court of the Topkapi Palace through the towering gates,
while the Count calmly identified some of the more impor
tant figures or categories; Dervishes in woolen shawls,
astrologers in ornate robes, the Chief Cook of the Court
carrying (I do not jest) a giant spoon as his mark of office,
the Chief Huntsman in a golden cap, religious scholars in
pure white. AU around, I saw more of the tall red hats.

"Those fellows are wearing the same style of costume
as the police with whom I had dealings earlier," I observed
to Ignatyev.

"Yes," he agreed, "they are bosrallchis - the palace
gardeners."

I expressed startlement, and the Count smiled.
"The Sultans are fond of their gardens, and employ

large forces to tend them," he explained. "Stout, simple
country boys, happy with their work. Over the centuries,
they have also been employed in many additional tasks.
Police, fire-fighting, executing enemies of the Sultan 
excellent fellows. Very loyal to their master. Today, the
Corps of Gardeners is what keeps Constantinople work
ing."

Then came the reason for all this excitement. First. we
saw two palace servants carrying two huge and ornate tur
bans on the end of long poles, which the crowd cheered
dutifully.

"The Sultan's spare turbans," said the Count, "sent out
as preliminary salute."

After that, there were two officials in fur-trimmed
robes, carrying silver staves, preceding a serious-loo"ing
fellow in green with a great, gold-ringed, conical turban.
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After that was a huge black-skinned individual in especial
ly ornate and complicated garb.

'The Kislar Aga," was 19natyev's explanation, ,·the
Chief Black Eunuch. Captured and castrated by illegal
slave-traders. probably never learned to read - now he's
one of the most powerful men in the Empire. In the harem.
his power is absolute."

"And that is all we will see of the harem." I comment
ed. The Count smiled.

"Indeed," he agreed, "the slave
girls and their servants remain within
a separate world. Who knows what
dark secrets and mysteries lurk in that
palace, my friend?"

Then came the Sultan himself,
Abdul Aziz. Matters were carefully
arranged that we in the crowd could
barely see him. The Sullan was pre
ceded by a throng of yet more offi
cials, including the Chief Annourer,
bearing his scimitar in a velvet case.

He himself was on horseback, and was surrounded by
guards wearing helmets topped with circular, umbrella-like
plumes of feathers so vast and broad that they shielded the
ruler almost entirely from the vulgar gaze. Through this
screen, I glimpsed a full face, staring eyes, and a gray
streaked beard.

';An impressive fellow," commented the Count dryly.
"They say that his first imperial command was to order a
giant bed for the palace, and that he eats a dozen fried eggs
at a sitting - except when he throws them at someone who
annoys him."

"Very imposing," I agreed.
"He is also a fool, and probably mad," the Count con

tinued in a low voice. "You should see the current state of
the Empire's debts, according to my embassy's calcula
tions. The Sultan's tour of Europe a few years ago did
nothing but increase the debt and show him more to spend
it on. Oh. and I'm told that he enjoys himself by playing
soldiers in the cellars of the Dolmabache, with real soldiers
and live ammunition."

I wondered if the native Turks shared the Count's
view; there was certainly a quantity of muttering among
those near to us. One wild-eyed fellow surged forward,
shouting in barely coherent Turkish - what, I could not say
- before he was caught, pinioned, beaten, and dragged
away by a band of the gardeners. However, there was also
much cheering, and many cries of unmistakable enthusi
asm. I recalled that the Turks are, above all, a patriotic peo
ple, who revere their national traditions; any sultan, no
matter how demented, could Count upon a solid core of
instinctive support from his people.

When the procession had passed on out of sight, the
Count led me in the opposite direction, into the outer court
of the Topkapi Palace. I had read of this place; an old war
ren of living quarters and government buildings, now
largely abandoned for the former purpose, as recent
Sultans have preferred to reside in less gloomy residences
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such as the Dolmabache. However, the Topkapi remains a
major center of Onoman govemment.

"In addition," commented the Count on this topic, "the
harem houses the concubines of previous Sultans, except
for those who have been married off to favored officials,
and the one who managed the trick of becoming Queen
Mother to the next ruler. A 'Palace of Tears,' as the Turks
put it."

We walked through the Outer Coun, a broad expanse
within the palace's great park (which itself is surrounded
by a wall three miles long, and slopes down to the waters
of the Bosphorus). Passing through what the Count
referred to as the Middle Gate, we entered a Second Coun,
and the Count gestured to indicate the layout of this place.

"To our right, the Cooks' Quaners and the Palace
Kitchens. Before us, the Gate of Felicity. To our immediate
left, the wood-stores and stables, along with the quaners of
the Wigged Halberdiers. They serve as guards, but their
main duty is carrying firewood wherever it is needed. Their
wigs are designed to prevent them casting sideways
glances at the Sultan's concubines, should they have to go
near the harem. And over there, in the far left comer, is the
meeting-place of the diwQII, the Sultan's council The
Sultan himself has a private room in that tower, from which
he may spy on the council without them knowing whether
he is there."

The Count paused. "We cannot enter the Third Court
without fonnal invitation; that is where the Throne Room
is sited, along with a library, a small private mosque, and
so on. A corridor runs from around here somewhere, along
side that court and into the depths of the harem, which is
over beyond the diwQII chamber. No foreign male would
ever be penniued in there, of course. Nor in the fourth
COUI1."

"What lies there?" I asked.
"Some fine gardens, I'm told," the Count answered.

"and a great and exquisite Kiosk built to celebrate the cap
ture of Baghdad in centuries past. Oh. and the Cage. That
is where especially cautious Sultans have kept their own
brothers prisoner. for decades, with only deaf-mutes and
sterile concubines for company. To avoid intrigue and
mutiny, you understand."

''That is barbarous!" I said.
"Oh, it no longer happens much," said the Count. "In

any case, it was preferable to the original idea. They used
to just murder their brothers."

By now. we had reached a doorway in the vicinity of
the dill'QII chamber, where the Count knocked. An ornate
ly dressed clerk appeared, and a brief conversation fol
lowed, too quiet and swift for me to follow. Then the Count
turned to me. "~I am done here," he declared, "Iet us depart.
Will you take refreshment in my house?"

The Count's residence proved to be one of the anony
mous. slightly shabby-seeming wood-and-plaster buildings
of Pera. As we entered, he apologised for its appearance. "I
have had little time to amend its rather Turkish nature," he
explained, "and in any case, it helps to put Turkish visitors
at ease."

Into lhe Empire .--

At this point, I paused, impressed. The house was an
illustration of the fact, which 1 had heard explained but
never truly grasped. that a Turk's home is a private maUer,
and that the exTerior is considered far less important than
the imerior. (Similarly, those Turkish mosques which I
glimpsed were often plain and even drab without. but orna
mented intemally with a richness and intricacy that would
make the grandest Christian cathedral appear stark.)

We had passed through a small, negligible door. The
plain walls surrounded a shady courtyard, surrounded by
pillared cloisters embellished with climbing plants; at the
center, a small fountain splashed pleasantly. At the far end
was a flight of steps. up which the Count led me to a
saloon. This was heavily decorated with paint and gilding.
and the superb rugs and carpets of the East. A set of well
stuffed furniture showed that the Count retained some
European habits; a Turk would surely have sat on the rugs
or the broad window-ledges. The windows themselves
overlooked the courtyard through an intricatcly carved
screen.

·'1 believe that this was once the Iwrem," the Count
commented. "The ladies of the household could look out at
male guests without being seen." He turned to a local ser
vant and commanded coffee.

The Gift
From tbe Private Memoirs
ofEberbm"dt Starkmann

As we sat together, speaking of European events, a ser
vant entered and bowed low. "Mahmud Nedim Pasha," he
announced, and a moment later, a well-dressed Turk
entered.

I leapt 10 my feet almOSI before I recalled the signifi
cance of the name, and Count Ignatyev, too, arose.

The Turk was in his fifties. with a cold, fierce gaze. I
had seen him earlier in the day, in procession; although he
was no longer preceded by staff-bearers. and his huge for
mal turban had been replaced by a simple red fez. and his
robes by a partly Westemised costume with only a few
bright green facings and details, his air of power was
unchanged. Glancing out through the screen as he gravely
shook hands with the Count, I saw a small band of servants
standing quietly in the shade.

These men were clad in plain Ottoman tunics, but they
openly bore steel scimitars, and I glimpsed a pistol tucked
in one sash. Their tanned, mustachioed faces were impas
sive, but their eyes were alert; one met my gaze, and I felt
myself assessed and dismissed in one moment as no threat.

The Grand Vizier of the Ottoman Empire travels
nowhere unguarded.

"May I introduce Herr Eberhardt Starkmann, of
Bayem?" said the Count, in English, clearly having deter
mined what language we all shared with competence.

"Thank you. Ambassador," said the Grand Vizier. as
he shook my hand. and I realised the level of power and
influence into which I had fallen.
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We resumed our seats as the Count sent for another cof
fee, and the Grand Vizier sat. apparently studying the Count.
The Turks are not, as a people, given to what the English
(who are experts) call "small talk." Rather. when they are at
ease, even in company. they prefer a relaxed silence.

BUI the Count clearly had felt the need to progress to
significant malters. "As my message said. I have the gift."
he declared.

.. , am pleased," suid the Grand Vizier. ''This will assisl
me in convincing the Sultan of your nation's goodwill."

"Of course:' The Count smiled slightly. and gestured to
the servant who had just brought the third coffee. The man
was evidently well-trained; he departed instantly. nnd
returned within a momenl with a long, narrow, solid-seem
ing box resting in both his hands.

The Count presenled this wooden case to the Grand
Vizier. "A fitting gift for the Sultan. I believe." he said.
Mahrnud Nedim Pasha smiled. placed the case upon a con
venient table. and opened it.

Within lay a sword. This was not an obviously extraor
dinary weapon: its long, straighl blade was of blackened
steel. while its cross-gunrd was of plain brass, and its grip
was wrapped in plain. dark cords. Its pommel, however. was
a large. dark red stone - surely a garnet. for a ruby of thaI
size would be precious beyond conception, and the color
was- very dark: it was, however. evidemly well-cuI. for il
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caught lhe afternoon sunlight so that it almost seemed to
glow.

The Grand Vizier lifted lhe blade carefully, one hmld
under the grip. the other under the blade, and spoke a
lhoughtful phrase in Turkish that exceeded my knowledge
of thaI tongue. My curiosily overcame me.

"An antique blade?" I enquired.
·'Indeed.'· said lhe Coun!. "one that my commercial rep

resentatives discovered in an obscure. ah. curio-shop in an
easterly province. I believe that the Sultan will be pleasant
ly surprised by it."

"J think that lhere is more of a tale than that. to tell the
Sultan." said the Grand Vizier.

The Count smiled. "Oh yes," he said, "there are tales.
You may infoml him that, if we have identified this blade
correctly, it was once used by the Caliphs of Baghdad. You
can say that it was no doubl forged by his COUll wizards 
the Brelhrefl of PurilY were the greatest Sorcerous Order of
that age, I believe. so perhaps it was them - to make its
wielder mighty in battle:'

"Not a recommendation." commented the Grand Vizier.
"The Caliphs fell, in battle. and were murdered."

"Ah, but there's the important part:' lhe Counl went on.
''The sword was stolen, by a young man who had slipped
into the Caliph's harem to romance one of the slave-girls.
When the eunuchs discovered him, he found this sword
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lying around, took it up, and rought his way out through an
army of guards. But the girl was killed in the course of all
this - thai makes the talc so much more moral, do you not
think? - and the young man fled, grieving, to the wilderness,
where he lived and died. The Caliphs, deprived of their
magic sword, fell; the sword was only discovered recently,
in the hennit's cave, by a lost traveller. He sold it to a mer
chant, and so, eventually. it passed to us. Fortunately, one of
our friends - a scholar ~ recognised it."

"Perhaps we should say that the cave was hidden and
guarded by magic?" asked the Grand Vizier. "Arter all ..."

"No," interrupted the Count "then we would only have
to explain where the cave was, and so on. There would be .
.. complications. People are always far too interested to hear
of buried treasure." Mahmud Nedim Pasha nodded thought
fully at that.

1 had remained scrupulously silent throughout this
exchange, but the Count turned to me with a look of cool
amusement. "I fear thai our Gennan guest is shocked. He
believes that we are concocting lies to impress the Sultan." He
waved aside my denials. "Oh. we arc certainly considering

the best way of telling the story that goes with this blade. All
good diplomacy is about telling stories, and lhe Sultan likes a
good tale as well as lmyone in this land. But I swear to you,
my Friend, on my honor - we are not cheating the Sultan, or
misleading him in anything importaJlI. This is IIUly an ancient
and excellent blade, and a mighty weapon. A fitting girt for
the ruler of the East," He produced a fine silk handkerchief
from his pocket, and turned once more to the sword, which
the Grand Vizier had placed on the table. The Count drew the
cloth swiftly and lightly over the blade, then turned to show
me two separate halves of fabric.

"The edge. as you can sec, is truly formidable. :md the
quality of the metal is excellent," he remarked. "I would
match it against any target, were it not too precious to
wield."

The Grand Vizier looked at us. "1 do not understand
your European humour," he said. "but this blade will cer
tainly serve. Now, Mr. Starkmann , .. How long will you
remain in this city?"

And so, my own thoughts returned to the subject of my
travels in the Empire.

Fro-m tbe Private Memoirs
0/Eherhardt Starkmann

Anatolia is mountainous country, comparable to the
Alps in many ways, but with a climate that ranges from
burning Mediterranean sun to a freezing wind that seems to
come directly from the steppes. It may be that novelty
over-stimulated my perceptions. but I thought it even more
vcltiginous than any mountain-land in Europe; I would
swear that 1 rode for days without seeing a single patch of
level ground large enough to graze a horse.

The agriculture of the region is a mixture of small
mountain farms and pastures with herds of sheep and
mountain goats. Some Turks retain their ancient nomad
ways; I saw tribal bands on the backs of small, rugged
ponies, driving their flocks from one highland pasture to
another. These nomads were clad in rough but colorful
woolen garb, with fur-lined hats pulled down low. Their
chins were shaven but their moustaches were long and
bushy, in the common Turkish style. Many had long knives
and even curved swords tucked through their belts, but I
judged them to be safe enough to meet in peace; even if
some of them were not honest men, their herds kept them
too busy for banditry, and the local pashas would often be
cruel and unrelenting in pursuit of brigands, if the mood
took them - which might be especially likely if a foreign
er was harmed. And all that aside. all Turks hold hospitali
ty in high regard, and can oftimes be persuaded to regard a
foreigner as a guest.

•

•

To THE LEVANT AND TIlE EUPHQATE6
Through Anatolia: to
Angora and Beyond

"Nay your raUsued and haled soul find no
more resl in pursalory lhan a European's

hal enjoys on t:arlhl"
- 'l'urkish curse

Tom O/am Comments:
Eberhardt spent over two weeks riding across Anatolia

- and he was making good time, on some of the best roads
in the region. However, as his diary says at some length.
'"good roads" there aren't quite the Silme as they are in
Europe. It's poor. old-fashioned country. A lot of that trav
el was prelly dull, I'm afraid, so I'll just pass on some of
his impressions.

From the Private Memoirs
0/ Eberhardt Starkmann

My work in Constantinople complete, I had no good
cause to remain in that city, and my employment required
me to survey other siles and locations. The Royal
Luftschwansa was considering lofting its craft over the
highlands of Anatolia, and potential aeroliner ports were
thought to lie along the eastem coast of the Mediterranean,
Therefore, I was to make my way across the heartland or
Turkey to the Levant.

And so, I made the ferry-crossing to Scutari. and found
there the pair of horses which the Bayemese Embassy hild
acquired on my behalf. The diplomats further informed me
of the roads and inn-towns that were considered safe along
my way ...
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The nomads rest and sleep in yurts, the ancient, tradi
tional tents of the Asiatic nomad peoplcs. These are large,
circular assemblages, consisting of a lightweight wooden
frame - somewhat like a giant umbrella - supporting walls
of heavy felt. From the glimpses that I caught, the interiors
are decorated with a multitude of colorful rugs and carpets;
carpet-weaving is, after all. the supreme decorative art of
the region.

This is a poor country by European standards, back
ward in its economic development and limited in fertility.
Furthennore. it has recently suffered a number of poor har·
vests; I saw signs of the beginnings of outright famine. In
poorer villages, the peasants were gaunt and slow-moving
in their rough wool rags. and their fields showed as many
stones as leaves.

On occasion, I was obliged to stop in smaller villages,
where "inns" were little more than the houses of slightly
more prosperous villagers. In such places, I found the peo
ple reserved and cautious of foreigners; they would spend
long periods asking me my name and business in the area,
repeating the same questions over and over.

And yet they also displayed that legendary Middle
Eastern hospitality; eventually. they would somehow
become satisfied that I was no enemy, although I never was
able to disccm exactly when this acceptance came. Then
they became vastly generous, serving me meals of grilled
lamb and chicken, unleavened bread, vegetables, and
sometimes intensely sweet honey confections. These were
followed by tiny cups of the famously strong Turkish cof
fee, highly sweetened and sometimes navored with spices.

(As good Muslims, these folk never touched wine or
any other alcoholic drink; lhedecademly wealthy people of
the cities might quietly disregard this ancient prohibition,
but these country folk would not. I was told that some of
the nomads preserve their ancient custom of consuming
fennented mares' milk; fortunately, none of this was ever
offered to me.)

I judged that these feasts were more than the peasants
could afford. and yet they often refused any foml of pay
ment, with signs of dismay that their generosity should
have been misunderstood. However, I found that they
would accept gifts, especially if these were offered to chi]·
dren, and some of the luxuries from my supplies - sugar,
tea. and good coffee especially - were always welcomed.

The Turks are bound by ancient tradition in many
things, and possess the jealous modesty of the Muslim East
in full measure. I ate these meals in the company of the
men of each household, while the womenfolk served the
food in respectful silence. The Turkish view of the placc of
the Fair Sex would irritate the most old-fashioned
European - although only the wealthiest of nobles and
rulers maintain enclosed harems. The country-folk simply
cannOt afford such arrangements, and their womenfolk
must perform many essential tasks for the maintenance of
the household.

On the road. I occasionally encountered patrols of cav
alry soldiers - surly fellows, albeit too nervous to make
difficulties for me once they had established that my papers
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were in order. These, I judged, were linle more than com
petent hired ruffians in the pay of local overlords and tax
gatherers; they usually wore rich garb, but not true uni
forms - while turbans wrapped around scarlet caps, green
or blue caftalls (light conon robes - essentially long, belt
ed shirts), baggy trousers, and boots of fine, soft leather.
They carried scimitars, and usually had long, slender
lances: some - a few - possessed firearms, which might be
anything from European pepper-pot pistols to, in very
truth, antique flintlock muskets. I even saw a few riders
with fine, double-curved bows in leathern cases slung from
their saddlcs. Their horses were generally good, graceful
and high-spirited, with fine leather trappings often embell
ished with silver. From my little military experience, I
judged that their riders might be courageous enough, in a
wild sort of way - they carried themselves as Proud Turk
Warriors, and this breed is nOlto be underestimated, I think
- but I would say little for either their discipline or the reli
ability of their firearms.

Eventually, I reached the provincial city of Angora
(which in the Turkish tongue is referred to as ·'Ankara").
Here is the origin of the fine goat's hair wool that one sees
by that name in the fashion-houses of Europe. Trade in this
valuable commodity has made lhe city relatively prosper
ous.

On the city streets, one encounters many Turkish mer
chants - and some few European traders. The Turks were
dressed, it first appeared, much like the leading peasants
and nomads of the farm-lands, in heavy woolen tunics,
trousers, and jackets, with robust leather boots and belts,
and fur-lined hats. However, a second glance would pick
out silk embroidery embellishing the wool, and highly col
ored silk shillS beneath the jackets. The wool might, of
course, be the local product, fine and glossy, while the furs
these folk wore would be of rarer and more exotic kinds ~
bear and even mink, rather than plain rabbit.

The "Europeanised" folk who I saw were often lhe
most incongruous sights, as they mixed gannents I found
familiar with local garb. I saw long, heavy woolen riding
coats, embellished with silk. WOnt over even more colorful
caftalls - and under those were European shirts and bow
ties. I swear that one fellow had on full evening dress.
along with nomad boots and hat, and a rich woven robe ..

The Levant
Tom O/am Comments:

Eberlwrdt evelltllally came d01l'1I out of the Tttrkish
highlalids, and started making his WllY dOIVn IIle
Mediterranean coast. This is the ullam - so called
because it's where Ihe Sltll rises, from a Mediterranean
pOint of IIiell' - and ill the Castle FalkellsteilllVorld, it's a
meeting-place of cuill/res. as traders from West alld East
meet here to haggle alld orgallize,jllsl as Marco Polo start
ed out from here 011 his grem jOllme)\ celltllries ago. It's
also crawling with European exiles alld e.lparriares 
beyond the reach of European law alld power, but still ill
touch with European life.
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fortified town will carefully trace his ancestry back to some
honored, wandering tribe.

I was not, as it happened, in Damascus for the time of
Hajj. Once every 12 lunar months. when the great Musli.m
pilgrimage 10 Mecca falls due, a party of thousands of p.II.
grims assembles in Damascus for mutual support and asslS'
tance. Members of the group gather for weeks in advance to
buy supplies. and when they eventually set out, they are tra·
ditionally led by some important ruler or religious scholar.

I had one other encounter in Damascus. the first of a
series of similar experiences that were lO concern me greatly
over subsequent days. As I sat in a coffee-house in a pan of
the city favored by foreigners. I heard voices speaking in
Gennan.

"Yes." one was saying. ''the valley leading south is fine.
We can lay tracks all the way down to Jerusalcm. and on to
Suez. That is simply a matter of time and money. But can we
trust those damnable desen barbarians nOlto interferer'

The one to whom he was speaking shrugged. ;'Whal do
they maUer?" he demanded. "We will have the protection of
Turkish soldiers, anned with good Gennan guns. And," he
sneered. "this railway will be designed lO carry the heathens
on their jaunt to their precious ;Holy City.' No true Muslim
will dare to object!"

They laughed at this as at a great joke. Remembering the
nature of my second, secret mission. I thought hard as Idrank
my small. dark coffee - and I hoped that I was successful in
remaining inconspicuous as lhe Prussians depaned.

From Damascus. I turned northward again, and followed
a somewhat irregular course. sometimes through the valleys
of Syria, sometimes turning a little to the west. back into the
land of Lebanon. reviewing geography and geology as I
went. On three or four occasions, I heard talk of Prussian sur
vey-parties in the vicinity, under the protection of the
Onoman overlords. and although I avoided any meetings, I
suspected that the small. gossip-prone expauiate community
of the region must have carried word of my presence to them.

&enario &ed:
Qivals for the Qailways ..

As Eberhardt's observations suggest the PruSslans are mslOU
ating themselves into the Oltoman Empire by offering to build rail
ways. The Second Compact can't hope to match {~is, or to catch up
with the Prussian diplomatic project by conventlonal means, but
they might just be able to sidestep the issue.. . .

Could Bayemese aeroliners replace those trams? Realistically.
not really - certainly not for heavy freight or cheap passenger tranS

polt. But they might become the Empire's preferred luxury passen
ger system (anyway, this is the Falkensteitl wo.rld, whe~ st~le and
ingenuity often count for more than brutal reahsm). So It nllght be
worth selling up some services. .

Of course. this will require detenninatioll, diplomacy, and engi
neering skills - and the people responsible may have to guard
against Prussian sabotage ... or worse. Sounds like a job for some
heroic adventurers. doesn't it?

From the Private Memoirs
ofEberhm-dt Starkmann

And so. completing my journey along the
coast, I arrived in the city of Beirut. This is an
ancient town, whose prosperity grows from
maritime trade: hence, the wealth of the place
has risen and fallen with this lrade over the cen
luries. In our time. it has profited from the
growth of Industry in Europe, for it is now the
main port where the manufactures of the West
arrive in the markets of the East. The moun
tains inland may occasionally suffer from feuds
and private wars, but this merely causes peace
able traders to nee to the city, where they pros
per, while the European powers take an interest
in this market-place. and persuade the
Ouomans to govern with a light hand - after
all. there are profits enough for everyone here.
I found it a bustling, cosmopolitan city. where
dozens of nationalities meet to do business, and
European missionary schools and local mer-
chants desiring skilled employees unite to ensure a high
standard of education.

Traveling inland, I came to Damascus, in Syria. This,
too. is a city grown wealthy from lrade. although it seemed
less relaxed than Beirut; I am told that the local Muslims are
prone 10 occasional excesses of fanaticism, and the Turks and
their Arab subjects face each other here with barely con·
cealed dislike. Indeed, this was where I first encountered the
Bedouin Arabs of the desert, as they ride in on horse and
camel to trade and to visit their urban cousins.

They are an impressive folk, as I saw when I encoun
tered lhem on the streets of the city - although they are also
clearly proud and. I think:, dangerous to cross. The first time
I mel a band of desert-dwellers, they were riding in a loose
am.y down the middle of the road, paying little anention.tO
those aboul them; they swept pasl me in a flurry of white
robes and fine horses. I confess thai I stood, walching admir
ingly, until they were out of sight.

They sland taller lhan the Turks - although not above lhe
common height of Europeans - and their tanned faces have
strong, dark features, not the least of which are their stem.
alert eyes. Their loose, enveloping garb protects them from
the burning desert sun: against other dangers, they have only
their skill at arms and their deep knowledge of the ways of
the land and its creatures. That party was mounted on the fine
Arab horses that draw many Europeans to this land; later, I
would see others on camels - less-stylish mounts, but essen·
tiailO the Bedouin's survival in the desert. But mounted or
afoot the Bedouin moves with the assurance of one who
feels that he owns this land: their attitude to town-dwellers is
often that of the free man to one who lives trapped in a box.
Other Arabs do not share this view; the town-dwellers see
themselves as more sophisticated. of course. and some trav
eling merchants will tell you that the site of a man's home is
not the important thing. But all, I think, have some respect
for the pure life of the desert, and even the proudest lord of a
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"II lowly man-ealer' -
bul cunnirJ8 "

•

•

One brief diversion took me to the small Lebanese
community of Djoun. where I paused for a bare hour to
visit an old, mined building, once a Christian convent.
There was nothing 10 sec in this place now, but my reading
made me sentimental. For this was where the legendary,
eccentric Englishwoman, Lady Hester Stanhope, held
court. earlier in our century.

Lady Hester was high-born, related to a Prime
Minister of her nation, but she departed that land when her
family fell from power. She traveled the world with a small
household, before seemingly deciding, while in the East.
that she was the reincamation, or perhaps Ihe spiritual
descendant, of Zenobia, the legendary Queen of Palmyra
who defied Rome.

(Palmyra was one of the great trade-cities of its age, a
provincial C<lpital within Rome's lands; its remains lie in
the desert by the Arab village of Tadmor, to the east of my
own route. Zenobia auempted to capture part of Rome's
territory for herself in the third century of the Christian
Era, and was defeated; Arabs still look back to her as a
heroine of their people.)

Inspired by her dreams, Lady Hest'er
established herself as a political and
social leader in the region. and was much
talked of in Europe. Although her influ
ence waned, I found local people who
recalled her from their own childhoods.

I passed through the city of Homs,
and then on to Aleppo, Syria's northem
second city, another center of trade and weaving. Now, I
had to tum east. I could have done so sooner, but - the
requirements of my survey aside - this would have
demanded a joumey across the starkest of desen.s - some
thing requiring more skills than I possess.

Evil in the Desert
From Ibe Privale Mem.oirs
CitEberbardt Starkmann

And so I hired a horse and a camel, and found a small,
trustworthy caravan for company. The Euphrates River
runs to within 50 miles of Aleppo, but those miles are bum
ing dcsert - and, besides. I would have to journey a little
farther than that to find the passage on a river-craft which
I sought.

The travelers with whom I rode were Arab merchants.
wise in the ways of the wildemess and used to dealings
with foreigners; a Bayernese consul had vouched for their
trustworthiness, and I ensured that we regularly shared
bread and salt. (This can easily be done tactfully in the
East. and only the most contemptible of Arabs would so
much as think of betraying one thus qualified as guest or
host.) They in tum assured me that the roads we were to
travel were rarcly threatened by bandits, and that they
themselves were kin or friends to most Bedouin of the
region, and hence immune to persecution. I myself rode
only an indifferent horse, and had but small luggage; I was

50

probably not a tempting target for banditry, but every reas
surance is pleasant.

As we rode one evening, pushing on through the early
dusk in search of the pleasant caraval/serai that my eo01
pilnions assured me was nearby, my horse fell a little
behind. I looked around the desert, and seemed to hear a
voice calling. Tuming my head. I saw a figure alOp a near
by dune. Thinking that it might be another traveller, some
how lost, I tumed my horse that way.

"Who is there?" I called Olll.

"Friend," came the reply, in a high, light voice. "Lost
... help .. ."

I pressed closer, puzzled. How could a woman come 10
be lost out here? "Who are you?" I asked again.

"Friend" she repe:lled, and I saw a modestly veiled
face, a graceful figure. with intensely curious eyes ...

"Effendi!" A cry came from behind me. It was one of
my traveling companions, a merchant named Muqla, rid
ing up briskly, his hand on Ihe hilt of his sword. 1called out
some greeting and looked back to the woman, to see her
springing back. both her hands raised defensively, fingers

spread lind bent.
"There is no

danger," I said,
but she hissed
like a cat.

··I:.1!cndi! "
The merchant

cried again, and
I heard him draw his sword, "GIll/I!"

I gaped uselessly while Muqla rode to my side, good
sleel in hand, and called out a Muslim praycr. The woman
~ the creafure ~ screeched in rage. but staggered further
back. Then Muqla spurred his unhappy horse forward,
sword outstretched. and the Ghul, choking with fury, fell
on all fours like a beast and scurried away illlo the growing
darkness.

Muqla rode after her a few paces, but then paused. I
understood his c:lUlion; night was drawing in. and human
eycs could easily lose II dark and scurrying form - where
as ;ll/lllllUIII eyes might locate a human rider more easily,
and inhuman malice might change 11 flight to an ambush.
The other merchants wcre as yet some way from us, and by
the time Ihat a cautious hunt could be mustered, the Ghul
might be far away.

My rescuer sheathed his sword. and rode back to my
side. his lip curled in a snarl. "A lowly man-eater," he com
mented. "but cunning. You are well, my friend?"

I nodded. feeling foolish. "I should not have permiued
ilto deceive me," I said.

"We should have warned a stranger and a guest bettcr,"
Muqla replied. "Ah well - we shall all know now that cau
tion is needful. Tonight, we will post guards with
unsheathed swords. Those monsters fly before a blade, or
the name of Allah."

"Yes," I said, "in my land. we have monsters that fear
iron and prayers. I should not have been deceived. I should
not have approached it."
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LADY EXPLOQEQ6
Tom O/llm Commems: One slriking - even startling

- feature of New Europan contact with the Middle East
is that, despite all the sturr about Muslim women being
locked away in harems. and lhc belief that visiting New
Europan women would be treated with contempt, a large
number or very remarkable ladies have nO( only made the
journey, but have thrived. For some reason, a lot of them
seem to have OC"Cll British arislocrms - but all would~bc
adventuresses of cw Europa may take inspiration!

Lady Mary Wortley Montagu
Although she died a century ago, in 1762. Lady

Mary remains. in the 1870s. one of our major sources of
infonnation on Ottoman life. especially on women in the
harem - something that even Eberhardt didn't see much
of. She's mainly remembered as a brilliantleller-writer,
but her husband Edward was British ambassador 10

Turkey from 171610 1718, and she made many friends
among the local upper classes. It·s her lellers home that
tell us so much. Among other things. she describes con
versations with high-mnking OUomans of both sexes.
visits to the women's baths. and the detailed advantages
and disadvantages of female dress in either culture.

Oh. and Lady Mary was also a reasonable poct and
an early feminist. engaged in spirited literary disputes
with some of the great writers of her day. and imnxluced
smallpox inoculation to England from Turkey.

Lady /-fester Stanhope
Herr Starkmann tells some of Lady Hester's tale.

She was the daughter of an Earl, and niece of William
pju, the Prime Minister of England. She managed Pin's
household for sevcml years. and gained a name as a
political and society hostess -then found herself thrown
out of that position when her uncle died in 1806. So she
left England, apparently in a titanic huff. and wandered
off round the Middle East with a servant. a doctor, and a
young lover, eventu:l[[y mecting Mehmct Ali. the over
lord of Egypt. Legend has it that he told her the story of
Zenobia. which may have been a mistake. He was no
doubt planning his assault on the Ottoman Empire by
then. but Lady Hester shot off up the coast ahead of him.
found the ruined convent at Djoun in 1814, and seuled
her household there.

She was the kind of bom-and-raised aristocrat who
so expects people to obey her that they often do, and she
did indeed become quitc a power in the region for a few
years. Mehmet Ali carefully steered round her Iiule
kingdom when he launched his campaign. Later on. she
hit money troubles. and Staned claiming that she was
somc kind of prophetess. Given her history. connections,
and charisma. she gained quite a repUlation in Europe as
a living legend (and maybe just a liUle bit as ajoke). She
died in 1839. Eberhardt probably read about her in
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something written by one of the curious Europeans who
visited her.

Incidentally, Morrolan suspects that there may be a
secret Magickal angle to all this. Lady Hester really
believed that she was the reincarnation of Zenobia, or
something likc, and her father had a reputation as an
eccentric but talented scientist-inventor. (He came up
with calculating machines. a microscope lens, a stearn
carriage, and a new variety of cement. anlong other
things.) All of this implies that the family may have been
enthusiasts for Temple of Ra beliefs in mixing sorcery
and super-science.

On the other hand. Lady Hester's father was also a
political radical - a revolutionary. even. And her uncle
and patron was Prime Minister (but no great radical).
And she effcctively ruled a panion of the M.iddle East
for years. Well. the Illuminati are the political string
pullers. whereas the Freemasons have the social connec
tions and Sufi Order tic-ups. Was Hester a renegade
from one Order. working for another? If MOTTOlan
knows any more. he's not saying - but even be can be
cagey about Magick. (I wish we knew how old tbe
Temple of Ra really is - could Lady Hester have been a
founder-member, bringing them Masonic or murrunati
secrets to kick-start thcir research?)

Perhaps we ought to organize a team to go investi
gate all this. Thcy'd probably have to stan in England,
looking into the Stanhope and Pitt families, then move
on to Syria and see what they could lind round the ruins
at Djoun. Of course. they'd have to include scholars, sor
cerers, and guards. Hmm ... sounds like a job for an
adventuring pany. doesn't it?

Lady Anne Blunt
Now, in the I870s, wc're hearing about Lady Anne

Blunt, and her husbllnd Wilfred. an e)(-diplomat turned
poet. who arc llpparelltly plmming an expedition into the
depths of the desert. 'nley already live in the Levant. and
have both learned Arabic: those who know them say that
she's II better linguist than he. and enough of a writer that
they're looking forward to her account of any expedi
tion.

Come to think of it. I wouldn't be surprised if any
adventurers heading that way in the next few years ran
into the Blunts: look out for a couple of pleasant English
aristocrats riding round the desen with a small group of
guides and the best Amb horses you'll see for a long way
round. Although I've heard her called a quiet, meek
looking woman, Lady Anne has evidently inherited her
family's intelligence and determination: I'm looking for
ward to her book myself.

(All Editor Remarks: III o//r fmi\'erse. Lad)' Anile
B11/1It's book is called A Pilgn'mage to Nejd. See 'he
Bibliography.)
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Muqla smiled. ';Do not be ashamed, effendi." he said,
"Ghuls are cunning, expen in shape-changing. Some can
reach inlo a man's mind. and find shapes there which the
other wilJ trust. Doublless Ihis was one such."

"Cannot such monsters be exterminated?" I asked
weakly.

''They lurk in the vasl desen," Muqla said. ;'No gover
nor has men cnough 10 hunt them down. and the tribes lack
the will. And they are mre cnough. That one must be bold,
or very hungry, to approach a busy road. We must pass
word around the bazaars and caravanserais. Perhaps the
Pasha wiU awaken for long enough to organise trackers
and soldiers to find and slay it:'

"He should," I said. "if he claims to merit his rank ..."
Muqla shrugged that off. "Your lords may be stronger

than the Turks:' he commented. "but can even they slay all
the monsters of your landT'

"No," I admitted. ''Forgive me. I am stiU shaken."

"Did the creature find something in your mind?"
Muqla asked.

"Pemaps," I said. ''There did seem to be something
familiar in ils appearance."

"Do not lei it poison your thoughts. my friend," he
answered.

We rodc on. wilh me restating my gratitude. That
night, Muqla and I ate togcther by the fire in the courtyard
of the caravanserai, exchanging tales ofour homelands. He
was a merchant and a tr',lVeller, fascinated in a pragmatic
way by accounts of foreign nations; he paid for such with
the gossip of a hundred bazaars and tales of the proud
accomplishments of a hundred generations of his tribe.

But as I seuled down to sleep in that sheller, I found
myself still puzzled and concerned by the events of the day.
What if the creature had not needed to plunder my memo
ries? Or. if it had. "'hat had itfollnd?

~ THE LAND Of Two QIVEQ6 ~

l'Jashdad - ancienl cily of Haroun
al-Qashid, once Capilal of lhe

Caliphale, "Cily of Peace,"
is lrapped belween ils Bncienl
/',101')' and lhe modern world 

bul il favours the ancienl.

•

•

Down the Euphrates
From the Private Memoir,
ojEberhardt Starkmann

My caravan reached the river-town ofDayr az Zawr, and
there I paned from my companions. with many declarations
of friendship on both sides. I believe that all
these were sincere; when they take you for a
friend, even if only for a handful of days on
the road. the desert Arabs are among the truest
gentlemen thai one might hope to meet.

I. however, was to change my mode of
travel; I took passage on a small river-boat.
Somewhat to my surprise, this proved to be a
well-built steam-launch of modem design.
Enquiring about this of a fellow-passenger, I
was told that such innovations were due to the
influence of the governor of Baghdad, one
Midhat Pasha, who showed much enthusiasm
for such modernisation. This was of some
interest to me, for I had reason 10 pay a call on
this Pasha when I arrived in his city.

Now, as an amateur scholar, I felt that I was journeying
into the very hean of history. For the river on which I trav
eled was the Euphrates. which - together with the Tigris. a
hundred miles away - watered the fields of the earliest Great
Civilizations: Assyria. Babylon, Ur of the Chaldees.
However. I was soon reminded that this area had sore need
of irrigation, as the steam-launch sailed steadily down into
the great, sun-parched plain of Mesopotamia.

A system ofcanals links the rivers where they draw clos
est together. -before they actually merge into the marshes
above Basra, and one of these was just large ellOllgh to
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permit the steam-launch to make its way to the dry of
Baghdad, on the banks of the Tigris ...

A Thief ofBaghdad
Baghdad - ancient ciry of Haroun ai-Rashid, once

Capital of the Caliphate. ''City of Peace," is trapped between
its ancient glory and
the modem world 
but it favours the
ancient. My first
sight was of gilded
domes and weath
ered walls, reflected
in the wmers of the
canal; the screech of
the launch's whistle
cut across the scene,
but as it faded away,
I heard the distant
sound of a muezzin
calling the faithful
to prayer, steady and
undisturbed atop a

towering minaret.
It is not always easy to remember that this city has suf

fered terribly since its heyday: when it fell to the Mongols.
it was burned to the ground, while the last Caliph of the
Abbasid line was murdered. However, each dynasty that
has captured it in the intervening centuries has sought 10
resurrect its glory, in order to justify some claim to lhe
Caliphate, and it is said that cenain unaging Djinn, bound
by spells of command, have become expert in restoring its
gilded domes and perfect counyards to their precise origi
nal state.
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To be sure, it has become morc of a prize contcsted by
Turks and Persians than a capital. Nonctheless, it rctains
much of its original elegancc; the minarets of its mosques
still tower above the great domcs, and it is still crisscrossed
by small canals, which themsclves are spanned by a thou
sand bridges. The governor recenlly ordered the demolition
of the city's ancient walls, including the circular ciwdel at
the heart of the place. considering them nothing but a nui
sance and an obSlruction to new work - but they seeming
ly retain ancient reinforcing Magicks. for they have refused
to fall ...

•

Baghdad, iL seemed La me,
was a Lawn too seL in its ways.

and perhaps too weary.
for the authorities La enforce

any rule !\,\orously.

•
After I had found the accommodation which the

Bayemcse consul had arranged for me, a room in a tiny
hotel, dccorated with the brass and rugs of the East, -but in
a way lhat a European could find almost homely - I
resolved to see something of the city. This seemed to me to
be a more archaic sort of place than Istanbul; doubtless, the
frequent, deliberate restorations have much to do wilh this,
but so. I think, does the fact that the city lies fUllher from
the industrialised modernity of Europe. The heat of the
Mesopotamian plain induces lassitude in natives and visi
tors alike; the crowds on the streets were a little thinner,
and much less hurried. than those of the Ottoman capital,
and sandy dust hUllg heavy in the air. I glimpsed many
shady coffee-houses through low doorways, several with
eloquent story-tellers in full night before impassive audi
ences; in one or two, colourfully bedecked female dancers
performed. Such displays might outrage conventional
Muslim morality, but Baghdad, it seemed to me. was a
town too set in its ways. and perhaps too weary. for the
authorities to enforce any rule rigorously.

As J went about, I purchased a light repast of unleav
ened bread and dates from a street~vendor, and sat for a
moment on the side of an antique fountain. in the shade of
an olive-tree. At that moment, I heard shou!ing nearby, and
a youth - little more than a child - came running round a
comer and ducked behind the cover of the broken stone
work. Within a moment. three pursuers appeared:
Europeans, sweating in what I recognised as the unifonns
of the Prussian Anny Corps of Engineers. l1lcy halted in
confusion. demanding loudly of passers-by - as much in
German as in their poor Arabic - if any had seen "a thief."
None had. in fact. glimpsed the youth: I might have aided
them, bUl my national prejudices overcame me, and I sat in
silence. A moment later. they continued on their way.

Inla t1le Empire "'-

Mechanical Wonders /
Although the most widespread sorts of wonder

in the Falkenstein Ouoman lands are magical, and
the local tcchnology is mostly well behind Ihe New
Europan nonn, even visitors from the West may find
themselves startled and impressed by the occasional
locally made gadget. In fact. there's a tradition of
these things.

As far back as Byzantine times. it is said. crafts
men in these parts were creating ingenious automa
tons and mechanical conjuring tricks. When the
Muslim empires were at their height, their craftsmen
(Dwarves and humans both. in the Falkenstein
world) were considered some of the finest in the
world. As latc as the 18th century, Turkey was seen
in Europe as a source of clever devices. Today,
although much of this tradition is lost. some sur
vives, along with some of the ancient gadgets them
selves. One never quite knows wbat one might find
on an obscure stall in the bazaars of Baghdad or
Damascus.

The thing for Hosts/GMs to remember about
such devices is that they should always be hand
crafted rather than mass produced, and often are
intricately decorated. They can involve fine-metal
work (Dwarven alloys or Damascus steel) an}?, as
some of these metals make excellent springs, they
can incorporate powerful clockworks. Other designs
use pneumatic or hydraulic systems. However, steam
power is highly unlikely in even the largest and
newest gadgets, and electricity is unknown.
Likewise. creations using advanced chemistry (rock
ets, acids. etc.) are rare, although nash powders and
incendiaries are possible (this is the ~art of the worJ((
which created "Greek Fire," after all), and clever
poisons or drugs derived from natural rather than
synthetic sources are possible (fortunately, they are
usually dried out and inen on old devices). Advance~
optics are rare; local craftsmen make- some use of
lenses. but few can build telescopes or microscoves.

It should also be noted that, while ,S'ome
Ottoman gadgets are pretty toys - automatons in the
form of dolls or puppets - and others are harmless
calculating devices, fairly simple but subtly inge
nious, the region has an equally strong tradition of
subtle assassination tools. Spring~loaded blades can
cause quite a lot of damage, even if not coated in
strange poisons.

And while elegant simplicity is the nonn, there
are exceptions to every rule. Some legends hint at
anciem calculating engines or clockwork birds,
while in our history, the Turks took to clockwork tor
pedoes with some enthusiasm. See some of the
"c1ockpunk" ideas in GURPS Steampunk and
GURPS Steam~Tech for possibilities.
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I looked at the urchin, and infomled him that he was
safe.

"A thousand thanks, effendi." he said, "my life is
yours."

I shrugged at his effusiveness. Then, linding the bread
and dates more than I desired. I passed him a few frag~

mcnts. He took them with some signs of awe. It occurred
to me that I might indeed be encouraging dishonesty in the
young.

"Are not thieves' hands cut ofT in this landT' I asked.
He looked unhappy. "1 am no thief. effendi," he

declared stoutly. '''Those men offered me silver to guide
them to the finest rug-shop in the city, but when I did so,
they did not pay me, and one struck me. So, I thought that
this shone like silver, and snatched at it ..." And he pro
duced what I recognised as a monocle. "Is it Magid?" he
asked.

"No." I said, unable to restrain a laugh. but the boy
wore an expression of seriousness.

"How may I repay you for your aid, then, effendi?" he
asked.

"You may tell mc what else you know of those
Prussians," I said.

"Little enough." he replied, "but it is said that they are
planning to make a road of iron, all the way from here to
the cities of the West. Could that be true?"

"It is possible," I said, "and it may happen:' The boy
evidently found that answer enough.

;'And now, I. Hassan of Baghdad, have eaten your
bread. Where in the city may I guide you?"

I told him that the Palace of the Govemor was my next
destination. For I had a letter to deliver there, and I felt that
I should not delay unduly. I was careful about following
the youth. for he could indeed have been an untrustworthy
rogue. And yet he made no attempt to betray me, but took
me along a direct and open way. (Admilledly, this involved
many cluttered, dusty streets, but these are the nonn in
Baghdad.)At length, we arrived before a solid, rectangular,
stone building, its frontage embellished with countless
abstract carvings. The front part of the ground noor con
sisted of an arched colonnade, and a pair of smart Turkish
guards stood at attention in the shade; Hassan faded into
the crowds at the sight of authority, but I was pennillcd free
entry.

However, the visit proved fruitless. for the clerks of
the Ouoman palace infonncd me that Midhat Pasha,
Govemor of Baghdad, had but recently departed the city.
having business with the Sultan himself, in Istanbul.

And so I emerged, displeased with my luck, to find
Hassan, withdrawn deep into the shadows - but waiting
nonetheless, insistent that he would continue to serve me.

His insistence continued throughout my time in the
city; it seemed that his sense of personal honor was as
sharp as any desert Arab's. And indeed. he proved a useful
guide. knowing the location of every building ...
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Hassan "al-])68hdadi"
Castle Falkenstein

Athletics ExcelJliolllJl. Charisma Good. Connections
Poor. Courage Good. Edllcar;on Poor, £l:cheqller Poor,
Fisticllffs Good. Perception Good. Stealth Great.

(In New Europan lenns. Hassan has Poor Social
Graces. bUI he is aclUally more than capable of a son of
politeness. and he pays attention to such things: his Tribal
Eliqucttc Ability is considered to be Average.)

GURPS 700 points
ST9 [-10]: DX 16 [801: IQ 12 [20]: HT II [10[.

Speed 6.75: Move 8.
Dodge 7; I>arry II (Brawling),

At/will/ages: Charisma +1 [5]; Combal Reflexes [151;
Cool [I).

IJislldv(lIIl11ges: Code of Honor (Personal*) [-5]; Poor
[-15]: Scmi-Litemcy r-51; StatuS -I r-Sl: Youth (Age
15) [-61.
* Hassan's Code of Honor is a limited version of the

Muslim code (see p. 26). He wouldn't double-cross a
friend. takes hospitality very seriously. and lries to avenge
insults - although much more by clever tricks than by
violence.
Quirks: Basically honesl, unless provoked: Doesn't like

talking about family; Fascinated by foreigners:
lervous about authority figures: Somewhat

impulsive.I·SJ
Skills: Acrobatics·14 [IJ: Area Knowledge (Baghdad)-14

[41: Camouflage· I I [1/2]: Climbing· IS [IJ: Fasl-Talk
-10 [1/21: Filch·14 [112]: lumping·16 111: Knife·15
[1121: Pickpocket·13 [II2J; Riding (CllHelH4 [1/2];
Running-IO [2]; Scrounging-12 [II; Shadowing-13
[2)"'; Shortsword·14 II12J: Sleight of Hand·14 [I];
Steillth-1612/: Strectwise-II [I]: Throwing·13llf2.J.
'" Includes default from Stealth.

Hassan, who is vague about his family names (if he
aClUally knows them), is a lower·c1ass Amb youth. His
parents died when he was a child, and he was brought up
by a series of distant relatives, who were not actually cruel.
but who were too poor to give a boy not their own much
ofa stan in life. On truth, Hassan has never been very like·
Iy to fit in with any chances for advancement that they
might offer.) When Starkmann meets him. he is running
errands for various bazaar-Inlders and pellY criminals 
although a combination of vague honesly and nervousness
about the fierce Ottoman legal system keeps him from real
crime. A moralist mighl say that all he needs is a good
influence: Hassan would say that all he needs is a stroke of
luck.

Hassan has sharp wits and some slrength in his small
frome. and is startlingly agile and quick on his fecI. That
is, after all, how he survivcs.

lola the Empire ----

Meeting by Moonlight
From the Private Memoi"
ojEberhardt Starkmann -

. My first task. here as elsewhere. was to survey
potential aeroliner docks, and the Bayemese Consul sug
gested some plausible locations a liule way out of the cilY.
Therefore. the day after my arrival, and briefly eluding my
young guide. I hired a mule.

The Mesopolamian Plain is. as I have said. as harshly
sun·baked. in summer. as any part of the desen. and only a
little better walered: Baghdad is almosl as dry and dusty as
one might expect. allhough its sumptuous fountains and
canals help a liule. Arranging my efforts accordingly. I
madc my first reviews of sites in the moming, before the
sun rose too high, rested for a while in the shade of a date·
palm in a convenient village, and completed my work for
the dlly when the sun's rays were no longer falling so
dircctly. Having rested a little 10llger thall WllS wise, I only
began my retUl11 rather late. and I was still in open country
when dusk fell. I felt no great fear - this region was near
enough to Baghdad to be patrolled occasionally by its gar
rison. and was fannland. not Ghul·haunted desert - but I
naturally found myself looking around with some caution
as I rode.

Thus it was that I beca.me aware of somelhing in the
sky ahove ffic. With a start. I idclllified Ihe fann: a human
figure. riding on a flat. rectangular shape. Clearly, this was
one of the legendary Hying Carpets of the East, a concept
old as the legends of Solomon. but which I had always
taken for myth. I confess that I pau.scd and stared. although
the silenl. graceful flight of the Carpel gave the scene a curi·
ous air of naturalness.

Furthennore. the carpet's rider clearly found me of
interest, for the enchanted artifact came flying down to my
vicinity. As it settled on the ground. its rider rose to a stand
ing JXlsition. It was a woman. plainly dressed in the Turkish
fashion. and veiled with a yellow shawl. which was held in
place by a copper brooch in the form of a six·pointed star.
Her eyes held mine, and I felt myself being assessed.

"How come you here?" I cried. ;'Why do you follow
meT

"Two questions," she observed. "Perhaps we should
bargain, as if in the bazaar. One answer from you, for two
of mine. An honest price, I think:'

"Very well." I said, seeing no other way to learn what
I might need to know.

"I come here upon this enchanted carpet:' she said.
"which I have but recently found in the cellars beneath the
ruins of an ancient palace. But that is surely obvious. and
no fair answer. so I willtcll you that you are easy enough
10 find. for those who seek. Word of a traveling Farallgi
spreads swiftly through the baz.aars. If you fear being fol·
towed, you should take more care. As to why I follow you
thus; I wondered if you were one of those who plundered
the palace ahead of me. So my question is this; whllt know
you of the Palace of the Sunderer?"
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"Whal know you of lhe
Palace of the cIlunderer9"

"Nothing," 1said, puzzled, "upon my honor."
For a long moment, she gazed at me. "1 think you

speak truth," she said at length. "You have brushed close to
this maller, hOI you have never underslOod what you sec,
and I have wasted time." And wilh that, she snapped her
fingers. and the carpet lifted away from the ground, ils
rider still standing upright, and began to float away.

"Wait," I cried, "what is this mailer that so concerns
you?"

She looked back upon me, and her eyes seemed both
to smile and to be sad. "A question nOI paid for? Ah. I think
that I like you well enough, Farallgi," she said, "and so I
would not draw you into such matters. Do not ask more.
Do not seek to face lhe Sunderer."

"That fellow? He was but a messenger," I said casual
ly gesturing with the paper.

"An unlucky message, I foretell," muttered Hassan.
"Ali ibn Ali serves the worst buyers of bandit plunder in ali
Baghdad. Trust nothing he has touched, effendi! You
should bum that paper unread!"

Amused by what I took for professional jealousy, I
opened and read the nOle, which proved to be written in
German.

"Ah, bUI I cannot ignore this. Hassan," I said.
For the mcssage claimed to come from a clerk in the

GovCOlor's palace. It further claimed thm the writer knew
that I had a secret mission, but that he was not hostile to
me, and might indeed be able to assist me; it also named a
place where the writer and I might mect to discuss the
matter.

"What can you tell me of the Market of the Damascus
Gate?" I asked Hassan.

··It is where peasanls from the fields to the weSt come
to trade, when they do not wish to spend the day in the
bazaar in the center of the city," he replied.

"So it would be busy enough the hour after the after
noon prayers?"

"There would be folk around - but effendi. do not trust
that writing!"

"I have no choice," I said. For
whether this was crude blackmail, or a
gcnuine offer of help. or something
else, I felt that I should leaOl more,
and a public market in daylight
seemed a safe enough place for a cau-
tious man.

And so it was that I was standing.
feeling conspicuous as the only for

eigner there, in that market at the appointed time. Hassan
had guided me. wilh several funher gloomy warnings, but
now he slipped away; I thought that he might still be some
where at hand, but I had mher matters to concern me.

A party of Bedouin rode toward me on camels, look
ing about themselves grimly. 111en. as one man, they put
their hands to their curved swords.

With Hassan's pessimism still in my thoughts, I nced·
ed no further sign; I turned on my heel and fled. I was
armed, but I gave lillie for my chances against a massed
and determined attack by these men. Behind me, I heard
the Bedouin utter howling war-cries and spur their camels
into pursuit.

All at once, the bustling crowds of the market-place
erupted into chaos, Imprecations and prayers assailed my
cars; worse, many of those present ran around wildly. Both
I and my pursuers were obstmcted at every step; I suffered
from my unfamiliarity with these conditions. and found
myself stumbling over baskets of chickens and bundles of
vegetables, and forever contesting for space on the road
way with outraged peasants of both sexes and all ages. At
any moment, I expected a curved sword to fall on my neck:
when none did within a hundred paces. J chanced a back
ward glance.

•

•

An Absence
Thai night, I lay in my bed, considering my situation.

The myslerious woman - who might he murderess or
avenging angel. Ghul or sorceress - was of course first in
my thoughts. but she had declared the belief that I had no
future part in her story, and in truth. 1 had no reason to
doubt this. She claimed to believe my honesty, and I found
that I wished 10 repay her that compliment. Thus, I sought
to banish her from my Ihoughts, and to bring them 10 bear
upon a problem truly my
own.

1 naturally feil irate
and frustrated at my
inability to complete my
secret embassy; it
appeared that, as I had
traveled down the
Euphrates, Midhat Pasha
had set out up the Tigris. Although my overt task would
occupy me ill Baghdad for a little longer, I thought that it
might be desirable for me, in my service to my King and
Country, to pursue the Pasha. (In fact, I wondered if J had
already delayed intolerably.) And yet, it seemed that he had
some days' start, and the transpol1ation of an Empire to
command: my chance of overhauling him was surely
small, while the allempt would draw unacceptable atten~

tion 10 my secret mission. My best decision seemed to be
to set out on the same road in due time, and to hope to
encounter the Pasha in Istanbul, or on the road when he
was returning.

And yet, this plan included too many possibilities of
mischance and missed meetings. I went to sleep that night,
and awoke the next morning, with my intentions still
unsettled.

However, as I sipped coffee in a cafe in the European
visitors' quarter, a solution seemed to present itself. A burly
young Arab approached my table, bowed briefly, and pre
sented me with a small note. then departed before J could
read it. Indeed, as I took up the message. I was interrupted
again, as Hassan slipped in from the shelter of the awning
outside, looking over his shoulder nervously.

"What business had Ali ibn Ali with you, effendi?" he
enquired.
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I gave lilLie for my
chances againsl a massed and

delermined allack by Lhese men.

•

•

Kidnapped.!
I recovered slowly, in what Ijudged 10 be natural dark

ness; clearly, I had been insensible for some hours. In that
time, I had been brought from the city to some patch of
date·palms on the edge of Ihe dcsen, and I realised that I
was being lifted from the camcl-back. One of my abduc
tors, noticing thai 1was recovering my wits. gestured aI me
meaningfully with a dagger, and I judged it best to remain
silent.

It seemed that the pause was only temporary, and that
I was merely being transferred to the guardianship of a
largcr pany. Moreover, another prisoner appeared; a well
buill Turk of perhaps 50 years was led. hands bound,
threatened by blades and guns. from a nearby tcmporary
shelter. Although his jacket. shin, and Thrkish trousers
were all tom and travel-stained. they had the appearance of
good quality. He looked a little surprised at seeing me:
clearly, the situation was as mysterious to him as to me.

The brigands unbound his hands, still threatening all
the while. and it became
clear that he and I were to
share a camel. We were
therefore able to converse in
whispers, and it became
apparent that the Turk spoke
tolerable German.

"Were you, too, kid
napped as you travelled by
nighlT he asked.

"No:' 1 said. "1 was
taken from the streets of
Baghdad."

He looked angrier at that. "1 thought 1had the city bet
ter looked after than this:' he declared. "My apologies, sir:'

"Why do you feel responsibleT I asked.
"Ah, forgive me," he said, "I forget my Western man

ners. J am Midhat Pasha, Governor of Baghdad. 1wish we
could havc met under morc plcasant circumstances. sir. But
who. in fact. arc youT

A camel is larger than a man - and hence more easily
obstructed. The Bedouin were ruthlessly, even cheerfully,
kicking peasants out of their paths and waving their blades
menacingly, but their mounts. with the innate perversity of
their species, were less enthusiastic about this pursuit. I
Ihought that this might be all that was saving me - but I
noted that some at least of the riders had long-barreled
rines slung at their backs, and yet none of them were seek
ing to shoot me down.

At this moment. the main pan of the pursuing pack
burst free from the crowd into the open midsl of the street.
and with ululating cries of triumph. they came bearing
down on me.

I had been looking for narrow alleys where mounted
men could not follow; it had suddenly seemed to me that I
was in the only pan of Baghdad where all the streets were
broad boulevards. I therefore took the best opening that 1
had seen. hurling a lall heap of baskets to the ground as I
passed. The cilmels ploughed through these with little dif
ficulty, but by then I had found a narrower way. which
forced my pursuers 10 dismount.

I was almost through to the far end of the alley. well
ahead of the pursuit, when 1 saw two camels arrive there,
their riders grinning darkly over naked blades. Clearly,
desen riders or not. these Bedouin knew this city well
enough.

1saw that there was one other side-alley off this onc,
but the leading foot pursuers had used my moment of
uncenainty to close with me. Swiftly. I drew my handgun.
and mcnaced the men. who themselves paused in some
confusion: clearly. they had assumed me to be easier prey
than this. But I was sLiIl outnumbered. and I judged it best
10 continue in flight. 1was pleased to find that the side-path
led to a broader highway, occupied but not ovcrly crowd
ed; I preferred to claim the protection of crowds and wit
nesses than attempl cvasion in alley-ways which my
assailants knew beuer Ihan I.

Thc strcet was becoming clearer. in the heat of the
afternoon: hoping that thc camel-
ridcrs would lose time in coming
round and locating me. I ran hard. I
saw but one figure ahead of me, an
Arab. on foot. in clcan and colour
ful robes. who I took for a bemused
passer-by. But then he stared aI me.
and smiled an unpleasant smile.
and spoke some unrecognisable
words while gesturing with a fist
full of dust that he scattered to the
breeze.

I lost my footing. lbe road ahead of me. which had
seemed smooth and passable enough. was now one vast
pothole. The breath was knocked from my body, and I lost
my hold on my gun.

Then the camel-riders were upon me. Two of them
sprang from their beasts: the first of these men cuffed me
with a fist that held some hard object. and J fell
unconscious.
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4. Notes on Arabia

J'

Eberhardt got to see qllite a bit 011

his travels - bw he didll't get every
where, and he didn '/ have unlimited
time. So this seems like a good place 10

include a few HOles here from. OTher
sources, alld my versions ofsome filings
that may be needed or lIseflll ill games.

- T.O.

-
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~ TlfE POLITlC6 Of AQABTA ~

Sir Richard Bunon comments that. in the East, "there is a
Shaykh for everything down to thievcs:" this is, if you like, a hold
over from the days of tribalism. The Dervishes have their $heikh
teachers: the villages have their Sheikh-headman; indeed, the city
thieves possess ad IlOe guilds with Sheikhs in charge; and the tribes
are ruled by Sheikhs,

The word might be translated as "chier' or as "old man": for the
Arabs, in the way of tribal people, have vast TCSpect for age and
mature judgement. Yet Mr Doughty. who tells us that a greatSheikh
should "bear himself as a nobleman," and with "mild impaniality:'
also remarks that "the dignity of a Sheykh in free Arabia is com
monly more than his authority." With the right to rule given panly
by birth. panly by charisma, and panly by ownership of a strong
hand, Arabian politics can be unpredictable and chancy.

Remarks by tbe Bayern
Diplomatic Service

The Ottomans have nominally controlled Arabia for
some few centuries. but in prnctice, their authority is weak;
lhc governor of even a large city is regarded as strong if he
can exert authority an hour from his gates. and most desert
lowns and oases arc ruled as independent fiefs by triballcad~

eel.

lbese range from honorable chieftains, by way of
Wahhabi religious fanatics (sec p. 73), to fearful
Shakespearean schemers, who live their lives in terror of poi
son and plotting against their own families. A somewhat typ
ical, if csJXX:ially powerful, bizarre, and important, example
are the lords of the town of Hayil, or Hail.

Tbe Emil-s ql Hail
Hail is the capital of the region of Jabal Shammar. The

slOry of its ruling house is. in facI, curious enough to make
one suspect sorcery. and we suggest thai agents be
employed at some lime to investigate the maUer.

In 1834, a chief from Hail. Abdallah ibn Rashid,
assisted the !.hell leader of the Wahhabi, Faysal. in his
struggles, and was made Emir of Hail as reward. His son,
TalaJ. obtained more power. becoming overlord of northern
Arabia; European visitors considered him an excellent and
admimble ruler. However. he died by his own hand. in
1867. apparently in !.he belief !.hat he was becoming mad.
Hjs son. Mtab. reigned until 1871, when he was assassi
nmed by his own nephews, Bandar and Badr. One of the
assassins seized !.he throne for a few mon!.hs, until another
of Talal's brothers, Muhammad ibn Rashid. slew him and
ascended the throne. With the current weakness of the
Wahhabi, this prince may hope to become the dominant
power in Ambia.

One may well suspect magickal involvement in much
of this family's history. Legend says thm Abdallah was
saved. when left for dead after a battle, by the
miraculous intervention of a flock of birds and a
swann of locusts, which tended and shielded his
wounds. Talal's self-murder is certainly curious,
and Mtab was allegedly slain with a silver bullet
because he was thought immune to mere lead. We
have heard from Mr Charles Doughty (in his
Tml'efs in Arabia Desena). whom our own Herr
Starkmann encountered (see p. 76), on the mailer
of Muhammad ibn Rashid. who the Bedouins told
him had "commilled crimes which before were
not known in the world," such as personally stab
bing his own nephew, and CUlling the feeL orr his
cousins before leaving them LO die:

A fearful necessity was laiel I/pon
Mohammed: for sal'e by these /III/rders ofhis Oll'n
nigh blood, he could IIot 1IlII'e Slit ill allY daily
aSSllf"(lIICe , , .

Noles on Ambia "-

Never prince used liis allthorit)~ where 1I0t resisted,
with more stem moderatioll at home. bw he is pitiless in
e.xcision ofall)' unsolllld parts of the commollwealth ...

FOnlme was to Mohammed's YOlllh contrary. a bloody
chance has made him nller.

Similarly, we have heard a striking description of the
Emir in A Pilgrimage to Nejd by Lady Anne Blunt (see p.
51):

His COlli/tel/aliCe recalled to liS the IJOrtmits ofRicharrl
III. leal/, sallow cheeks, "lIIch sllI/kel/, thi1l lips, with all
expressioll ofpaill except when smiling, a thin black bearrl,
well defined black kniued eyebrows. alld remarkable eyes
eyes deel) SUlik alld I)iercillg. like the eyes of a hawk, bill
ever tumillg restlessly from olle of 0111' faces to the OIher,
and IIlelito ,I/Ose beside him. II was the lIef}' type ofa con
science-strickell face, or Olle which fears (/II assassin Hi.~

hands, 100, were long and claw-like alld Ilever quiet for {Ill

il1SWllt,
But the Emir's is a wealthy coun: when receiving visi

tors, he looks a grand king, clad in purple and wearing gold
hilted daggers and a gold-hihed sword, while his stables are
celebrated, his gardens hold gazelles and ibexes, and his
annoury holds imponed Western weapons. When he dis
penses justice in me town square, as is the ancient Arabian
tradition, 800 soldiers stand at anention, (Though we must
not exaggeralc lhe size of this state: in the event of a war. he
can put perhaps 3.OC:X> men in the field. many of mem iII
anned Bedouin.) He rules with the assistance of his cousin.
Hamud. who appears to be a more sophisticated and curious
character. and his chamberlain and guard-captain, 1mbarak,
whom Doughty calls "a pleasant but fanatic strongman:'
risen through the ranks of his mercenaries.

If we do commission a pany of adventurers 10 deter
mine the true hislory of the family of Ibn Rashid, we must
caution them not to be dislracted by this spectacle, As Lady
Anne observes, the city is a lion's den - however pleasant
the lion.

The Role of the 6heikhs
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~ ])UQTON'~ PILGQIMAGE TO MECCA ~
Tom Olam Commenls:

Oh yes, Mecca. Every Westerner has heard of it, but
very' few have ever been there. That of course. is because
it is the Sacred City of Islam. barred to Unbelievers. On the
orner hand. every Muslim is required. as a religious duty,
(0 visit it, during a pmticular month of the lunar year. al

least once in a lifetime. Mosl also take in Medina. 300
miles away, which is almost as sacred. The whole south
western coastal plain of Arabia is sometimes seen as a
"Holy Land:'

The history is well-known. Mecca has been a center of
worship since ancient limes. and it's where the Prophet
Mohammed slaned OUI. Medina is where he and his fol
lowers settled for a few years.

Mecca is also the direction towanl which all Muslims
pray. AI the hean of Mecca is a huge mosque; in the mid
dle afme mosque is a rectangular. dark stone building, and
inside that is a black stone which is said to have fallen from
Heaven. The Hajj pilgrims visit that, and also do a 101 of
marching around and listening to sermons in the open. In
the Arabian heat, that's a fair sign of devotion.

One can learn a bit about these places by asking
Muslims - lhere's few great secrelS involved - and some of
the pilgrims are European converts, of varying degrees of
sincerilY. Even lhe sincere ones can have problems wilh
xenophobic locals, and fakes arc really living dangerously.
Which is where Sir Richard Bunon comes in ...

Of all lhe Second Compact's allies, I wonder most
about Burton. (Second to Auberon, lhat is.) Not lhat he's
ever been anything other than a trustworthy ally. and his
skills, as a sorcerer. swordsman, and explorer, are darned
useful. But ... In India. when he was starting out. his fel
low officers used to call him "Ruffian Dick." and meeting
him now. you can understand why. His trip through Arabia
illustrates the point.

What he did was certainly impressive; he passed him
selfoffas a Muslim Arab for several months, in which time
he visited Medina and Mecca. Brave to the point of fool
hardiness, that, not just because of what the Muslims
would have done to him if they'd caught him - but because
the more obscure comers of Arabia are full of really
strange dangers. and Burton poked around those. too. But
you could hardly call it tactful; yet Burton, who professes
respeet for all "natives" and all beliefs, just laughs every
lhing off.

In faci. there's a rumor that one fellow-pilgrim did see
lhrough his disguise. and Burton took lhe only solution
available. It's clear. from his accounlS of other adventures.
that he has no qualms about killing when he sees the need.
He's also reckless in pursuit of magickal secrelS: I don·t
think his book tells everything about his detours in pursuit
of ancient lore. Somewhere along that C035t. there are sup
posed to be whole afIcient cities lost in the sands - "Ubar,"
or '·[rem of the Pillars." They were like Sodaro and
Gomorra - destroyed by God for their sins. I doubt that the
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Arabs would approve of anyone digging around them. I
doubt that this would SlOp Burton.

But anyway, he certainly saw some interesting bilS of
everyday life along his way ...

(Note: For more on ·'Ruffian Dick," sec the Castle
Falkensteitl rulebook, pp.41. 169. and 202, or GURPS
Castle Falkenstei", p. CF136. For more on [rem of the
Pillars, see GURPS Places of Mystef)~ p. PM46. or
GURPS Atlamis. p. AT32.)

From SIlIton 's '~ Pilgrimage 10
AI-Madinab and Meccab":

A Caravanserai: The "Wakalah." as the Caravanserai
or Khan is called in Egypt. combines the office of hotel.
lodging-house. and store. It is at Cairo, as at
Constantinople. a massive pile of buildings surrounding a
quadrangular ··Hash" or court-yard. On the ground~noor

are rooms like caverns for mcrchafldise, and shops of dif
ferent kinds - tailors. cobblers, bakers. tobacconislS.
fruiterers, and others. A rooness gallery or a covered veran
dah. into which all the apartmenlS open. runs round the first
and sometimes the second story: the latter. however. is usu
aUy exposed to the sun and wind. The accommodations
consiSI of sels of two or three rooms, generally an inner
one and an outer; the laller contains a hearth for cooking. a
bathing-place, and similar necessaries ... In the court-yard
the poorer sorts of travellers consort with tethered beaslS of
burden, beggars howl. and slaves lie basking and scratch
ing themselves upon mountainous heaps of colton bales
and other merchandise.

An Arabian Coffee-House: It was a building of anless
construction, consisting of little but a roof supported by
wooden posts, roughly hewn from date trees: round the
tamped earth noor ran a ntiscd bench of unbaked brick ...
In the centre a huge square Mastabah. or platform,
answered a similar purpose. Here and there appeared
attempts:ll long and side walls. butlhese superfluities had
been allowed to admit daylight through large gaps. In one
comer stood Ihe apparatus of the "Kahwahji," an altar-like
elevation. also of earthen-work, containing a hole for a
charcoal lire, upon which were three huge coffee-polS dirt
ily tinned. Near it were ranged the Shishas, or Egyptian
hookahs, old, exceedingly unclean, and worn by age and
hard work. A wooden framework. pierced with circular
apertures, supported a number of porous earthenware
gul/ells (gargolilerres, or monkey jars) full of cold. sweel
water.

A Crossroads Tow,,: The Shaykh or gentleman is over
armed and ovcr-dressed, as Fashion ... dictates to a person
of his consequence. The civilized traveller from AI
Madinah sticks in his waist-shawl a loaded pistol, gar
nished with crimson silk cord. but he partially conceals the
bUIl-end under Ihe nap of his jacket. The Irregular soldier
struls down the Street a small arrnoury of weapons: one
look at the man's countenance suffices 10 tell you what he
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is. Here and there stalk grim Badawin, wild as their native
wastes, and in all the dignity of pride and dirt; lhey also are
anned to the teeth, and even the presence of lhe police
man's quarterstaff cannot keep their swords in their
scabbards ...

After sailing down the Red Sea Coast from Egypt,
Burton travelled swiftly over/and, aJld so reached Medina
one morning:

Before us lay a spacious plain, bounded in from by the
undulating ground of Nijd: on the left was a grim pile of
rocks, lhe celebrated Mount OhOO, with a clump of verdure
and a white dome or two nestling at its base. Rightwards,
broad streaks of lilac-coloured mists, here thick wilh gath
ered dew, there pierced and thinned by the morning rays,

stretched over the date groves and the gardens of Kuba,
which stood out in emerald green from the duU lawny sur
face of lhe plain. Below, distant about two miles, lay
AI-Madinah. <a

And behind, in the most Easterly part of the city,
remarkable from afar, is the gem of AI-Madinah, the four
lall substantial towers, and the flashing green dome under
which lhe Apostle's (Muhammad's] remains rest ...

77,e Great Mosque a1 Mecca: There at last it lay, the
bourn of my long and weary Pilgrimage ... The mirage
medium of Fancy invested the huge catafalque and its
gloomy pall with peculiar channs ... the view was strange,
unique - and how few have looked upon the celebrated
shrine!

~ TIlE BEDOUIN ~
Tom O/am Comments.-

Even the mOSI observant European Visitors have
mostly told us little about the lives of the desert tribes;
mosl wander between towns, or, like Burton. tag along
with large groups of urbanized travelers. Charles Doughty
(see p. 76) has come closer to the real desert-folk than
most, noting that their greatest virtue is "es-subor, a coura
geous forbearing and abiding of hunger." This is essential
for a poor people who extract a living from an impossible
environment.

Burton does describe Bedouin ways, saying that they
"are free and simple ... Yet their manners are sometimes
dashed with a strange ceremoniousness. When two friends
meet, they either embrace or both extend thei.r right hands,
clapping palm to palm; their foreheads are either pressed
together, or their heads arc moved from side to side whilst
for minutes together mutual inquiries are made and
answered ... Usually they arc a mixture of worldly cun
ning and great simplicity, sensitive to touchiness, goOO
tempered souls, solemn and dignified withal, fond of jest,
yet of a grave tum of mind, easily managed by a laugh and
a soft word, and placable after passion, though madly
revengeful after injury." He often compares their ways to
those of the "Red Indians" of
America - with implicit admira-
tion for both.

Raiding
Although leaders from

Muhammad onward have tried to
call a hah to it, the Bedouin
regard raids, ghazzu, as a routine
aclivity and frankly something
of a sport, and theft and banditry
generally is part of their
lifestyle. Doughty tells tales of
wealthy caltle~traders who
still ride out on raids - and
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•

"The oulLan pays pensions in corn
and cloth to the very chiefs who arm

their varlets asainst him; and the
Pashas, afler purloinin8 all they can,

hand over Lo their enemies
the means of resistance."

- oir Qichard Burton

.'
sometimes get themselves killed trying to steal a single
camel.

The Bedouin are serious about all this - they carry
real weapons, and are prepared to use them 
but that isn't Ihe point of the exercise; a clever
theft of horses or camels, undetected by the
victim until you are miles away, is far more
clever. And the rules of loyalty and hospitali~

ty always apply; a traveler who can demon-
strate that he is a guest of some clan-chief
can change, in an instant, from robbery
victim to guest for coffee.

On the other hand, Burton, in com
pany with a party of Muslims on their
holiest pilgrimage, found himself under
fire from Bedouin bandits who took
cover on a rocky hillside and merely

sniped away for as long as possible,
killing 12 of the travelers to no prof
it or advantage.
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The Empty C2Jlarter
From the "Scientific Gazetteer and
Steam Engineer's Almanac," 1872:

Readers may be aware thai al the hean of the south
ern part of Ambia Lies the Rub a[·Klulli. as lhc Arabs
leon the Empty Quaner, a region of true and ghastly
desert greater in expanse than the nation of France. with
sand-dunes lowering 500 feel high. '0 Westerner - nay.
probably. no human being - has ever crossed this land;
even the few reports thai we receive of our brethren in
the Explorers' Clubs traversing the Peninsula from
Persian Gulf 10 Red Sea describe expeditions in more
nonhcrly sectors.

And yet now, when even the bold dclemlinalion of
the Travellers quails before this Land of Burning Terror,
we learn that Ihis blot upon me honor of Science may be
about to expunged - by the Power of Steam!

For it is reported that Doctor Hector Phiblin, for
merly of the University of Paris, presently of
Independent Means and dwelling in the great City of
Bimlingham (where he may converse with a lxxIy of
Engineers unequalled in any pan of the Globe). has all
but completed construction of his great £l:temled
Endurance Desert Traversal Tractor. This vehicle
employs the most advanced principles of Steam
Engineering. and has been constructed with Arabian
climes ever in mind. Dr Phiblin asscns that his creation
can bear. IlOl merely a small. well-cquipped pany of
Adventurers. but also sufficient fuel to complete the tra

versal of the Empty Quaner - and, indeed. that it has
capacity to spare. as it may haul a full tender of highest
grade coals.

The Tractor employs specially forged broad
rimmed wheels. enabling its builder to laugh at the sug
gestion that it might sink upon the Sands of Araby, and
an Ancillary Solar Thermic Energy Conversion system,
focusing the rays of the sun on its own boiler - hence. it
is claimed. the stanling endurance of which it is capable.
On other mailers. Dr Phiblill remains. as yet. taciturn.

This true Hector of Scicnce now proposes to
demonstrate his Tmctor's capabilities. by organizing an
cxpedition across the Rub al,Khali. He confesses that
some mailers remain to be resolved for this plan to come
to fruition: he will require a crew of fellow-scientists.
engineers. and guards. while the patronage of some far
sighted Person of Wealth and Quality may be needed,
not least to arrange tr.msport of the vchicle to some
appropriate pon in Ambia. But there are. surely. oold
Adventurers enough in Europe ...

Banditry shades imo tribal conniet. which in tum
shades into thc politics of Arabia: as Bunon says. govern
ments are too casily tempted to try playing onc band off
against another. which leavcs them with a country full of
anned. confident brigands.
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The Arabs of the eastle Falkenstein world make inter
esting game characters. 1lley should come across as a little
alien to cw Europans but not incomprehensible. honor
able but unpredictable, likeable when you get (0 knOW
them. but with powerful motivations of their own. Playing
them as Dramatic Characters demands that you develop a
working understanding ofArabian culture. and prepare for
difficult momentS - especially if and when the campaign
moves away from Arabia - but you'll be playing as tough
and dramatic a hero as you could ever hope for.

Castle Falkenstein Abilities
Athlelics: Bedouin tribesmen lead. to say the least.

Healthy Outdoor Lives; even among the townsfolk, only
the richest can afford to loll about on cushions getting fat.
Furthermore, Arabs are legendary horscmen, and greatly
admire the skill.

Charisma: The stereotyped Arab hero is the strong.
silent type, implying Average Charisma or a little better.
However. great leaders and sheikhs have to be able to
inspire the tribe.

Conneclions: For an Arab character, this reflects
acquaintance with sheikhs. tribal leaders. wealthy mer
chants. and noted reljgious lcaders. As such. it's very use
ful in a tribal society - but it should rarely rise above Good,
or perhaps Great at best, unless the character has traveled
unusually widely.

Education: Gelling more than an Average Education
means spending lime in a larger town or city.

Fencing: The Bedouin don't have fancy fencing
styles, but they still carry swords. and you'd beller believe
they know how to use them. Rename this ability
"Swordsmanship" for Arab characters, to get the "feel" JUSt
right.

Marksmanship: The typical Arab raiding-party car
ries a terribly dated assonment of firearms. including plen
ty of smooth-bore matchlock muskets. A lot of Bedouin
can't afford (IllY guns. but get by with swords and spears:
rich chiefs may carry European rines. Of course. learning
with a handicap means that those matchlock-wielders who
persist can get I'e')' good in(/eed.

Performance: Tribal poelS and coffee-house story
tellers can be spellbinding talkers. and Arabs respect tal
entcd singers. However. they have no real theatrical tradi
tion. and dancing is left to harem-women and some
Dervishes. This ability should not be raised abovc Average
without good cause.

Ph:ysician: Arabs are often downright Poor in this: see
p.22.

Social Graces: This is. in effect. replaced by Tribal
Etiquette (below). An Arab transplanted to New Europan
society stans with Poor Social Graccs. although polite New
Europans will make allowances for ignorance. and the
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An iron desolalion ... a hard-rel fuce of
nalUle wiLhoul a smile for ever. a wilderneos of burnins

and rusty horror of unformed maller.

- Charles Do"8hly. on Lhe Ambian dese

- - - :::0::::::_

_ ..-..!:1!..

visitor may well be secn as possessing a certain impressive
natural dignity. Hosts should be generous to Arab charac
ters with high Tribal Etiqueue ratings in this situation, as
they will probably lean! the local rules. and hence improve
their Social Graces. fairly rapidly.

(Ambs trying to operate in Ouoman society have sim
ilar problems with the 01l0ma1l Way (see p. 23) ~ only
worse. Few Arabs can sUlllmon any enthusiasm for leam
ing Ottoman standards of politeness. and an Onornan will
often define gauche, backwoods behavior as resembling
that of a subject-race Arab.)

New Abilities
Animal Handling (¥): This is an optional addition to

the abilities lisl. but it can be appropriate 10 characters who
spend lime among the Bedouin. Such Arabs are famous for
their horses. depend on camels for many essentials of life.
and have a great fondness for falconry. Players may choose
this as one of their Poor ratings when creating a starting
Arnb Dramatic Character.

Poor Animal Handling means that animals actively
dislike you: horses try to throw you, camels are even more
foul-tempered than usual, and falcons JUSt won't return to
your gauntlet. You are automatically Poor at any Riding
activity. no mailer what your rating in Athletics: you might
manage a fancy leap into the saddle, but the horse will then
try to get you off again. Average Animal Handling means
thaI you don't bother animals, und they don't bother you;
trained dogs :md horses behave as thcy arc supposed to
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provided that you keep your cool. and you understand how
a falcon should act. even if you haven't mastered the all of
commanding it. With Good ability. you are clearly used to
animals, or possibly unusually empathetic: you can make a
horse stay calm under fire. a falcon returns to your fist first
time, and camels only bite you out of habit. At the Great
level. you are an expert with all furred and feathered
things. capable of giving exhibitions on lhc stages of New
Europ:l or working in the stables of thc Sultan himself:
horses obey your spoken commands. you could dircct a fal~

con onto onc hare in a field of half-a·dozen, :md camels
become mysteriously half-heancd about spitting. Excellent
ability means that you can direct a horse through fire and
storm, falcons actually seem to like you, and camels sur~

prise themselves with their tolerance. Extraordinary
Animal Handling means that you don '1 talk to animals.
most of the time: they respond to your thoughts. or at least
your subtle physical cues. Superstitious folk treat you like
St Francis of Assisi.

Incidentally. the Arnbs have no great liking for dogs,
regarding them as unclean, but may usc them in hunting.
Great Arab rulers very occasionally acquire cheetahs and
other large cats for the hunt: these are like falcons - they
can't be tamed. only trained. and they arc usually carried
with eye-covering hoods to keep them docile until their
prey is in sight. They are also vil1ually impossible to breed
in captivity. (And they look amazing in "richly decadent
Eastcm coun" scenes.)
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Trader (If): See p. 24. This is one ability for which
Arabs and Turks both find uses!

Tribal Etiquette (If): This is Arab society's version of
Social Graces. It does apply to town-dwelling Arabs who
don't live in explicitly "tribal" groups; even they tend to be
aware of tribal allegiances, and use similar (flowery) greet
ings and courtesies. The ability involves knowledge of cor
rect forms of address and the essential rules of hospitality,
the precise form of obeisancc, bowing, or hand-kissing
appropriate to one of a given social standing, and a work
ing knowledge of family and tribal relationships and enmi
ties. Newcomers to Arab lands are automatically Poor to
begin with, although a little study and tact will avoid the
worst blunders - after all, a Farallgi will not be expected to
know everything, and won't have any specific tribal ene
mies to avoid. or allies to honor; adaptable New Europans
with better-than-Average Social Graces can often progress
fairly quickly to an Average rating.

Ambs, Education, and Medicine
Arabia isn't the most advanced part of the

Falkensleill world, and many Arabs are tribal desert
nomads (who are all too often poor, illiterate raiders).
But that doesn't mean that they're all barbarians.
Lengthy formal schooling isn't available in the desert,

'but plenty of Arabs live in towns, some of which have
mosque schools which provide solid, rote-based
teaching with a local slant (Muslim doctrine, Ambic
literature, and so on). For an Arab character, "the das·
sics" means the magnificent Arabic and Persian liter·
arytradition of heroic epics, love poetry, and mystical
allegory.

Medical skills are a related issue. The magnificent
medieval Muslim tradition of medicine evidently
never reached the desert tribes, or they forgot any
thing they did learn. Arab characters - especially
desert tribesmen - should take minimal medical skills,
if any. (They tend to treat everything with hot irons.)
Visiting Westerners (such as Charles Doughty, p. 76)
can eam acceptance and funds in Bedouin society by
demonstrating some basic medical knowledge.

Poor Tribal Etiquette implies crass ignorance of the
most basic rules: you are likely to fail to honor even the
most venerable of sheikhs. will mention an Arab to his cne·
mies with admiration, and probably don't bow to anyone.
Of course, being ignorant of the rules of hospitality and
surrender, you arc likely to suffer prompt retribution.
Average ability implies a capacity for gelling by in the
tents or the bazaar, not giving any great offence when a
guest, granting acceptable hospitality when required, and
being able to offer surrender when at a disadvantage with
the expectation that it will be accepted. Good ability is that
expected of the fortunate. wealthy, or respected figure,
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offering hospitality with instinctive grace and accepting it
with modesty, while knowing enough of the web of tradi
tion, obligation, and enmity that you can avoid embarrass
ment. Great ability is that of the famous sheikh and the
wandering (sane) poet; others will rum to you for guidance
in matters of tradition and family relationships, and your
salutations and compliments will be models of finely
judged pleasantry. Excellent Tribal Etiquette means that
you seem to know everything about every tribe and family
in Arabia; you can put anyone at their ease while eonvinc·
ing them of your honor with a bare phrase, or flattcr them
with a single reference. Extraordinary ability is the out·
ward sign of the legendary hero or poetic ideal; your very
appearance excites respect, you know more about family
histories than the families themselves (and discuss such
with perfect tact). and you gain a universal reputation for
hospitality without even owning a tent.

Nole: With the Host's permission, Arab characters
might take this as one of their compulsory Poor abilities.
That, however, is a risky proposition.

GURPS Considerations
Most of the remarks concerning Ottoman characters

(pp. 25-27) are also applicable to Arabs; little as they like
each other, the Ottomans and Arabs share a religion and
much the same environment and technological back
ground. Arabs are more likely to come from low-tech,
backwoods regions, however, and hence to possess Animal
and Outdoor skills, disadvantages such as Primitive or
Uneduealcd, and so on.

Advantages
The Arabs are a tribal people at heart; hence, "social"

advantages such as Ally or Patron can be very appropriate.
However, few Arabs have useful connections running very
high in Ottoman society. Wealth and Status tend [0 be
closely linked; while Arabs do not by any means automat·
ically respect riches, they are likely to be a little less snob
bish about "new money" than Ottomans or Europeans.

Reputation can be very important to Arabs; they are a
people who can bear grudges, and who take honor very
seriously (whether or not they have full-blown Codes of
Honor in game terms). Also, in a world where fonnal con
tract law is hard to invoke and the courts are often run by
corrupt or disliked Turks, a good name can be essential for
a trader.

Disadvantages
A tribal culture implies disadvantages as well as

advantages. Wealthy characters especially are very likely
to have Dependents; they will be expected to look after
their own. The comments above on Reputation apply just
as strongly to penalties, and a Reputation for meanness can
be a real problem. Illiteracy (p. B33) and Uneducated (p.
C179) are possible for Bedouin nomads, but by no means
mandalory; see p. 66.
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Skills
Firearms: Given their frequent use of archaic

weapons. Arab characters are more likely to know Black
Powder Weapons skill than Guns.

Medical Skills: Arguably. Arabs (especially Bedouin)
should only lake what few of lhesc they do learn at TL2 or
lower.

SavQir-Faire: As some of the accoullts quoted earlier
in this chapter should suggest, the Arabs have their own
system of ronnal manners, which they take c;cry bit as
seriously as other nations lake their own etiquette. This is
1101 the same as the "Ottoman Way" - a character accus
tomed to one has a -2 unfamiliarity penally (p. 643) with
the olher.

~ CtlAQACTEQ TYPE8 ~

You are a merchanL, and you f,o
where the proftl is - bul thal
doesn'l mean you lack honor

or a sense of advenlure.

o

o

Arabian Merchant
Let the Farongi think that all Arabs are nomad bandits;

yOUf people have been great traders for as long as they
have been warriors. The Prophet
himself. Peace Be U(XJII Him. was
in his timc a mcrchant. Furthennore.
trade brings you into contact with
folk from all across the world; you
have visited the ports of the Levant
and the Red Sea. and talked with
sailors and imams, Farallg; explor
ers and Turkish officials (little as
you love the lauer, with their
accursed taxes). You probably have
a cousin who has sailed to India, and
seen the strange ways of the folk
there - and the even stranger ways
of their Inglese overlords. You have read the news-papers
of Damascus. as well as Listening to bazaar gossip: you can
discuss not only the Mad Sultan of the Turks. but also the
wars of the Farangi. For example. you know of Ihe war
between the Vizier Bismarck, with his Ifril allies, and the
Sultan Ludwig, whose mechanic-wizards have forged a
fleet of flying ships!

You have not lost thc wisdom of the desen; you can
ride competently, and shoot if you must. you know a hun
dred oases and a thousand paths. and your family is large
and loyal. BUI most of all, you enjoy the trading itself; you
can happily spend hours in the bllzaar. sipping mint tea as
you shave a few piastres off the price of a fine Persian rug.
You cannot keep all the wondrous goods that pass through
your hands, for your livelihood depends on selling as well
as buying, but you would nOt want to: to have seen and
handled such things is reward enough. Provided that the
son of a camel who runs that shop in Damascus doesn't
swindle you again. of course.

In Your Diary: Detailed accounts of your trading (in
a private shorthand, in case the tax officials get hold of
them); notes on trade possibilities; names of contacts and
family connections.

MOlh'es: You are a merchant. and you go where the
profit is - but that doesn't mean you lack honor or a sense
of adventure. If you face an enemy. you can fight with steel
or wits. and you are too sensible a fellow to tum down
allies in such a connict.
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Furthennore. the Forangi seem an interesting band.
Some of them may be rich, or they may be traders them
selves; they might appreciate the silks and spices of your
land. Their own machines and che:lp fabrics are certainly

worth trading for. Or perhaps
trade has been poor lately,
while these folk need a guide
- and none know the lands
and pathways of Arabia bet
ter than a professional travel
er like yourself.

Castle Falkenstein
Strong Suits: Charisma,

Perception. Trader.
Possessions: Good-

quality robes: a shon sword:
an out--dated but functional

gun of some description; assorted trade goods.

GURPS Template 65 points
A"rib",." ST 10 [OJ; DX II (10): IQ 12 (20); HT II [10j.
Adl'olltoges: Claim to Hospitality (Trading panners) [3J;

Status I [5): and 15 points from Charisma [5/1evel).
Comfortable [10], Empathy or Sensitive [15 or 5J,
Language Talent [2IIevel]. Reputation +2 (For fair deal
ing, among other merchanlS and traders) (5], Sanctity
[51. Status raised 10 2 [5], or Voice [10].

Dislldl'olltllges: Code of Honor (Muslim) [-10]; and -IS
points from Chummy [-51. Congenial L-I]. Dependents
(Family) [Varies), Extravagance [-10], Glullony [-51,
Greed [-IS]. Nosy H), Overweight [-5], Proud I-I].
Responsive '-I]. Selfish [-5). orWe:lk Will-I [-8].

Skills: Accounting (MIH) IQ-2 [1]-10; Animal Handling
(MIH) IQ (4)-12: Area Knowledge (Trade Routes)
(MIE) 1Q+2 [4[·14; Language (Turlcish) (MIA) IQ-I [I)
·11: Merchanl (MIA) 1Q+3 [8[·15: Packing (MtH) IQ·I
12)-11: Riding (PIA) OX [2)-11; Savoir-Faire (MIE)
1Q+2 [01.140 ; Sun-ivai (Dc&rt) (MIA) IQ-I [I)-II: and
any fo", of Acting (MtA) IQ-I [Ij-II. Bard (MIA) IQ-I
[II-II. Chess (MIE) IQ 111-12, Coolciog (MIE) IQ
[1)-12. Delect Lies (MIH) IQ-2 (1)-10. Diplomacy
(MtH) 1Q-2 [Ij-IO, Fast-Talk (MIA) IQ-I [I)-II. First
Aid (MlE) IQ (1)-12, Guns (Rine) [PtE) DX+2
lIJ-\3", Orienteering (MIA) IQ-I [1]-11, Streetwise
(MIA) IQ-I [I )-11. or Tactics (MIH) IQ-2 (1)-10.
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• Free from Status.
.. Includes +2 for IQ.

ClIstomizPtioll Notes: A merchant can have skills
rcnecting interests in particular types of goods, or opera
tions in a particular area. He may be somewhat of a rogue
wilh some Thief/Spy skills and high levels of Fast-Talk, an
experienced caravan operator with high levels in. Packi~g
and some combat skills. a brother to the desert lnbes with
Allies and Survival. or a plump and wealthy master-trader
with Wealth. Contacts. and exceptional Social skills.

•

You have leal'ned La ride,
Lo ure a swol'd,

and La conducl yourrelr in peace,
on a raid, or aL war.

•

Bedouin Warrior
You arc an Arab born and bred - a true Arab, a

Bedouin of the desert, not a soft town-dwelJer. You ha:e
learned to ride, to use a sword. and to conduct yourself In

peace, on a raid. or at war. You are. most of all a ~~ wan
derer; your allegiance is given for honor and tradlllon, not
because some distant foreigner demands it!

In Your Memory: Your family and tribal lineage for a
dozen generations: the names of those with whom you
have sworn blood-brotherhood. or on whom you have

sworn vengeance. .
Matins: Perhaps you are working for your lrthe.

opposing some villain who threatens them and Who. has
also made enemies of these Farallgi. (They may be IIlfi
dels, but they seem honest enough. and they have abiliti~s

which will help you.) Or perhaps you have simply fallen III

with these slr:lllge travelers after working for them as :l

guide or guard as they travel round the desert; having eaten
their bread and salt. there is a bond between you and they,
and you want to see how matters come out for them.

For that matter, there is no dishonor in working for
hire. Your ancestors served the Caliphs (the uue Arab
Caliphs, not some Turkish pretender) for fair p~y_ .You
know the desen better than anyone. an Arab wamor IS as
fine a mercenary as any foreigner could wish. and this
could be an interesting adventure.

Castle Falkenstein
Strong Suits: Athletics. Swordsmanship. Tribal

Etiquette. .
Possessions: Bedouin robes: a plam steel sword; an

antiquated long gun; a good Arab horse.
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GURPS Template 65 points
Attribute" ST II [101: DX 12 [201: IQ 10 [01: HT 12 [201 .
Ad~'a'Jtages: Strong Will +2 18): and 20 points from

Absolute Direction 15], Alenness 15Ilevel]. Allies or
Ally Group (Tribe) [Varies). Animal Empathy {51.
Attractive [5J. Charisma +1 15]. Combat Reflexes
r151. Cool [II or Composed 15J, Danger Sense {151,
Fearlessness 12IlcveIJ. Fit 151. High Pain Threshold
[IOJ, Night Vision II0J. Reputation (For honor, with
in the tribe. as a small group) IVariesl. or more Strong
Will [4Ilevel].

Disadvantages: Code of Honor (Muslim) HOJ:
Struggling (-IOj: and -15 points from Bad Temper
l-IOI. Bloodlust [-IOj, Careful I-I]. Chauvinistic I-I).
Compulsive Vowing [-5), Fanaticism (Own tribe)
[-15]. Hidebound I-51. Illiteracy or Semi-Literacy
[.10 or -51. Impulsiveness 1-101. Innumerate l-51.
Intolerance (Turks and/or an enemy tribe) [-5J. No
Sense of Humor 1-101, Oblivious [-3J or Callous [-6],
Phobia (Claustrophobia. mild) [-15]. Primitive (TLA)
[-5]. Proud HJ. Sense of Duty (To friends. compan
ions. and/or tribe) [VariesJ, Status -I [-5], Uneducated
1-5J, or Wealth reduced to Poor [-51,

Skills: Area Knowledge (home region) (M/E) IQ+ I [21
II: Black Powder Weapons or Guns (any) (PIE)
DX+I [1}-13·: Fencing (PIA) DX [21*12:
Orienteering (MIA) IQ 12J-IO: Riding (PIA) DX [2J
12: Stealth (PIA) DX [2J-12: Survival (Desert) (MIA)
1Q+2 [61-12. Add any four of Animal Handling (MIH)
IQ-2 [1 }-8; Bardic Lore (MIH) IQ-2 II J-8: Falconry
(MIA) IQ-I [IJ-9: Fast-Draw (one-handed sword)
(PIE) OX IIJ-12: Intimid:ltion (MIA) IQ-I [1]-9:
Kn;fe (PIE) DX [11-12: Leadersh;p (MIA) IQ-I [I J-9:
Tactics (MIH) IQ-2 lIJ-8; or Tracking (MIA) IQ-I
{IJ-9: and add I to anyone of the selections II).
• Includes +1 for IQ: pick a speciali7..ation and TL to

suit the specific character.

ClIstomizntion Notes: The stereOlyped Bedouin war
rior is a formidable and clever fight-
er: high levels in combat-orient
ed skills (including Riding.
Stealth, and Tactics) can always
seem appropriate. Likewise.
uncanny knowledge of the
desen (reflected in Area
Knowledge. Tracking.
and Survival) is useful
to those who dwell in
such regions. Wise old
war-leaders and sheikhs
should have higher IQ.
good Leadership and
Tactics. and a little more Status
and Wealth. Merchant is useful to those who engage in
trade, and Poetry is a respected :trt among the tribes.
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"A Chul! Is there no limil
lo your devilLry'i'"

From the Private Memoi,.,;
of Eherhm'dt Starkmann

We rode through the desen night, watched by our
unspeaking guards. Ourcaplors looked around continually;
clearly. they did nOI feel safe. As the sun rose, we reached
our destination: a sh:mered outcrop of rock. A broken cleft
in Ihis led to whal appeared to be an ancient ruin, although
the stones were so sand·scourcd that they might almost
have been natural. A small encampment had been pitched
here, with more Arabian ruffi-
ans milling about; however. 10
my swift assessment. this was
all well-organi7.ed. with tents in
almost military order. and hors·
es and camels telhered in shade
and neatly groomed.

Afl'er a moment. our cap
lars jostled the Pasha and
myself forward into lhe cenLeal
tent, throwing us down on the
sand. Thus it was that J found myself at the feet of their
leaders.

The first. and evidently the lesser. was the sorcerer
who had panicipated in the ambush. now clad in dark red
robes. The second, and evident chief. was a tall, aristocrat
ic figure, who 1recognized with astonishment.

"Count Ignalyev!" I cried.
The Count smiled coldly. "Indeed, Herr Starkmann,"

he said, "and Midhat Pasha - our acquaintance is
renewed."

I looked from one to the other in some confusion.
"We have met at diplomatic receptions," Midhat

confinmed. .
"Though we have never had the opportunity to talk for

lang." said Count Ignatyev. "A pity. I feci that we have
much in common."

"I am flattered:' said Midhat, "but I doubt Ihat this
outrage is intended to provide you with conversation:'

''Why have you done thisT' I demanded. "I never took
you for an enemy."

"No." said the Counl. "Doubtless you spent your time
worrying about those Prussians one forever finds bumbling
around Arabia."

"So what is your 1ll00iveT'
"Did you take Count Ignatyev for a friend ofTurkey?"

Midhat Pasha interrupted with a bitter smile. "No. He is
friendly with Mahmud Nedim Pasha. I think he pays the
Grand Vizier well enough. But he is a Russian patriol, after
all."

"As you are both patriots:' the Count observed
equably.

"And our nations have been at war many times,'·
Midhat continued, "the last a bare few years since. I think
that the Count feels that certain of our European provinces
should belong to Russia,'·

"They belong. to the Slavic people who live in them!"
snapped the Count. with the first sign of true passion 1had
ever observed in him. The Pasha shrugged.
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"You are the host here. However, I suspect that you
have a simple idea. Count. Divide and Rille. as the English
say."

The Count said nothing. bUI his smile was a proud
acknowledgement. The Pasha continued. "I was travelling
to Istanbul to expose this to the Suhan himself."

"j doubt that you had much evidence," the Count com
mented. "But I could nOt pennitthe auempl."

"If you kill me, others will take my place," said
Midhat with cold fury. "Many of us recognize your

schemes:·
"Perhaps." said the Count.

"but what if your faction is uuer
Iy disgraced?'

'ThaI will never happen!"
"Oh, it will, when you are

caught auempting to murder the
Sultan himself in his own harem."

Midhat looked startled.
··What joke is this?' he asked.

"A very fine joke!"' said
Ignatyev. "May I introduce Javorr1"

He gestured to his sorcerous ally, who spoke seven
incomprehensible words. At that, a huge and scowling
Turk advanced on us from the back of the tent. I sensed
Midhat start at my side, and heard his intake of breath.

"You arc perceptive:' Ignatyev told the Pasha.
"Merely well educated," replied Midhat. "BUI whal

makes you believe thai you can bargain with such as this?'
"I make no bargains." said the Counl. '"I prefer to work

from a position of strength. And he is a fine servant, is he
nOl? Javorr; slUdy. and learn"·

The one named Javorr advanced on Midhat Pasha until
his face was bUI six inches away, and then he paused. Then,
I gave a gasp; for as I watched. Javorr's visage changed.
His scowl vanished, to be replaced by a look of considered
contempt; for his femures became a mirror-image of those
he faced. His build, too, shifted to match the Pasha·s. and
even his c10lhes were transfonned.

"A Ghul1" 1cried. "Ignatyev! Is there no limil to your
devihry?"

"Accursed by Suleiman ibn Daud," said Midhat in a
low, contemptuous lone that somehow had a ring of power
to il. The cremure facing him smiled horribly at that. and
raised hands thal, although seemingly human, were hooked
as if it would use them as claws. 1 attempted to leap to
Midhat's aid. bultwo of the Bedouin, who had remained in
the tenl as silent guards, held me back.

The Ghul reached for the Pasha's throat, its smile
growing ever less human. However. at a gesture from
Ignatyev, the wizard barked out a brief command. At this.
the monster backed away from Midha!. albeit with every
sign of unwillingness.

"1 am a fastidious man. and Javorr lacks manners in his
dining," the Count commented. "A fact I find surprising."

'That a Ghul be faulT asked Midhat, ironicaUy.
·'Ah. but Javorr was not always a mere Ghul," said the

Count. "Once. strange to say. he was counted among the
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nobility of the Djinn. We stand among the ruins of his
ancient palace. He still has somewhat of his old dignity.
For example, he is not as easily driven away, by mumbled
prayers or rusty iron, as that skulking thing that Herr
Starkmann met in the desen recently." I doubtless looked
surprised at that, and Ignatyev smiled slightly at his own
cleverness. "Oh yes, J heard about that. My spies bring me
bazaar gossip. But Javorr is something else. A great lord,
brought low by ambition ..."

"Ghul or Djinni, why do you think he is a fit assassi
nation weapon?" asked Midhat. "The Sultan is forever sur~

rounded by wardings and amulets."
"Not in his own palace," said the Count, "not while he

takes his ease."
''That is because the walls of the Dolmabache are

laden with protections," replied Midhat. "Every brick is
stamped with the Seal of Solomon. No Djinni or Ghul can
pass them."

"No?" The Count smiled his cold smile again. "Javorr
is already within the palace."

Midhat looked puzzled, and the Count evidently found
it amusing to explain. "As I said, Javorr was once a lord of
the Djinn. Then, he was so foolish as to give offence to a
human wizard - perhaps it was the legendary Abdhul the
Mad himself. So the wizard took a special revenge. First,
he bound Javorr, and all his servants, with the Seal of
Solomon. Then, he wrenched away a pan of Javorr's very
life - the gmokelesg flame that serves Javorr for flesh. Nor
was he a wasteful sorcerer. He bound that same magical
fire up in a blade of iron, which was thus imbued with great
power. Javorr was always called The Sunderer ..."

I had remained silent throughout this exchange,
restraining myself in order to learn as much as possible of
the Count's perfidy, but at mention of that lille, I started.
The Count looked at me with interest. I did not wish to tell
him how J had heard this word before, but there were other
matters to which I could refer more safely. "The sword!" J
cried. "Your gift to the Vizier!"

Ignatyev nodded. "Which he in tum presented to the
Sultan. I am told that the Sultan was much taken with the
blade; it lies in his armoury even now. Had he consulted
with a truslworlhy sorcerer, he might have been warned."

"Allow me a guess," I said, "I begin to understand
your cold-blooded ruthlessness. The merchant Vaksoudian,
who I wag to visit, was a seller of amiquilies and some
times a spy. He somehow became aware of the sword ..."

"And took an unacceptable interest," Ignatyev con
firmed. "Perhaps I might have bought him off, but I could
take no chances."

"So you had him foully murdered. And when first we
met, you were not passing by chance; you were ensuring
that your agents had completed their mission successfully."

"Naturally. Attention to detail is often profitable. You
caught my attention, and when J later discovered you were
seeking the Pasha ..."

"You had me kidnapped."
"As a precaution. Now, I judge that it was probably

superfluous, but ..."
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"Enough of lhis story-telling:' Midhat interrupted.
"what of this swordT

The Count nodded. clearly wishing to return to the tale
of his own ingenuity. "An excellent blade. , learned of its
legend a lillIe while since. I am no wizard myself. but a
certain amouru of expertise in scrying is available to my
government. Having obtained some useful clues. I com
missioned Dahir the Crimson here to pursue the matter.
Jayorr was ellsily (ound, and bound by his name lind the
Seal of Solomon. The sword took just a little longer. Now.
Dahir will soon invoke a spell of sympathy. bringing Javorr
together with his stolen fire .. :.

"So you send the Ghulto the sword:' said Midhlll. flat
ly. "wearing my shape:'

"Exactly. His instructions are precise. He will stalk
through the palace by night. be discovered. butcher a
eunuch or two - then. when OUtnumbered. nee cra\'enly.
We have even taught him what you would say .. :.

"Death to the Sultan! Death to the Enemy of
Progress!" bellowed the GhuL in Midhat's voice. The
Count shook his head fastidiously at the noise.

"Yes. Ilhink that should scare the weak-minded Sultan
enough to ensure a few massacres. set your cause back a
generation. and bring this joke of an Empire to the brink of
civil war. orcourse. I shall have to decide whelher you dis
appear complct$ly after this vile 3ss3ult. or whether you
will be turned over to the 3uthorities by a reward-seeker. It
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might be best to have you die after being discovered in
public. I will think:'

"But the European powers will never permit Russia to
conquer Turkey!" I protested. The Count laughed at that.

··You are crude in your thinking." he said. "and clear
ly no politician. Russia could conquer Turkey within a
month. if we but chose to spend a few soldiers - and
indeed. as you say. ifit were not fOrlhe other powers' fears.
BUI our riv:lls can and wilt do lillIe ifTurkey destroys ilselj.
That is not dipfoll1t1fic. So that is what we encourage. And
as the Slayic provinces see their chance of freedom. we
will encourage them to grasp it. Quictly. Diplomatically."

"And thcn take them into your Empire:' I said. "where
they will be just as oppressed .. :.

"Where they belong!" snapped the Count.
''Thcy will only be willing because they will be escap

ing the charnel-house thai you are making of the Ottoman
Empire:' , said. struggling for a moment with my guards in
my fury. ,,' think that they will realize their mistake soon
enough. whcn they sec what fiends they have accepted as
their new rulers..•

"Foreigners always exaggerate the power of the
Leshye .. :'the Count began. but I actually laughed at that.
and I was pleased to see that this puzzled him.

"No:' I said. "1 had forgollen your land's dark Forest
Lords. I was thinking of YOll. Count; you are the monsler
h
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"You. Count; you are

monsLer here!"

Lhe

The Counl shrugged. "You have no concept of destiny.
Bavarian. Or of diplomacy. What shall we do with you?"
He paused, lmd I was struck silent as I confronted this very
question for the first lime. "Ah, the ill fortune of the pawn
who is captured with the knight. BUI - you are an agenl of
a power that I do not wish to see successful in this region.
I am sure that we can includc
you in the Pasha's Iittlc tragedy."

I remained unable to rcply,
and clearly, Midhat Pasha could
find no response either. Ignatyev
signed to his hirelings, and we
were dragged away, bound hand
and fOOl, and casl down in
another tent.

For some minutes, we dis
cussed our situation in whispers,
bUl it was clear that our situation was desperate. Then, as
despair loomed over me, came a sound which I had not
expected to hear.

"Effendi! What befalls?"
It was Hassan, my guide from Baghdad.

A Small Hope
From. the Private Memoirs
ofEberhardt Starkmann

Hassan had wriggled under the edge of the tenl. and
was now crouching near my head.

"How come you here?" I asked.
"These bandits have no eyes," sneered Hassan, "when

I saw you laken, I followed them, and Icapt aboard the last
of their baggllge-camels. The beast started, but they did not
think 10 look closely at its load. Forgive me for not finding
you sooner, but 1 was thirsty, and had to find their watcr
skins."

"But why did you take the risk?" I asked.
"Effendi!" Hassan sounded shocked, "I had eaten your

bread and salt! Do you doubl my honour?"
"No." I said, "I am grateful."
"Should I free you?" he asked.
"Perhaps not," Midhat inlerjected. Hassan scowled at

him, but I could understand Midhat's thought. "We are not
as small as you, honourable one, and our absence would
soon be 1l00ieed. We would have to slip oul, sleal horses.
flee across the desert ahead of these practiced bandits ...
Better to obtain more help."

"He speaks truth, Hassan," 1 said. ;'Can you perhaps
go and find us rescue? But loosen these bonds first."

The boy nodded. and within seconds, he was wriggling
under the side of the tent again.

"What think you?" I asked the Pasha, "Will he gain us
aid in time?"

"We can hope;' he replied. "But it is some ways to
town. and who will believe a street-urchin when he gets
there, or if he finds some caravan? We may have to make
our own cscape after nightfall, and hope not to be noticed."

Meeunss in lhe Deserl "-
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But we did not have to wait that long.
I! was two or three hours later when we heard signs of

a ncw development. Suddenly. there was Sh-ouling and
commotion without the tenl; lhe Bedouin were crying out
in Arabic, and I sensed confusion an argument in their
tone. For all the regularity of their camp. I did not think

that Ignatyev had made soldiers
of them. Then there carne a mUle
of distant gunfire, which perhaps
shook some sense into the argu
ing men; other shots rang out,
closer to hand, in reply to the
attacking salvo.

Midhat and I looked 1lI each
other and nodded. It took us but
a momenl 10 slip our loosened
bonds. We crawled to lhe flap of

the lent, and cautiously peered oul.
Our captors were still rushing to fetch rifles, and then

to [oml defensive lines al the edge of the encampment. But
it seemed thaI they were already too late; the allackers must
have come upon them with exceptional speed and furious
bravery, and were already among the tents. A loose melee
was evidently developing; we heard the ringing of swords
as well as lhe sharp reports of guns. With our captors thus
distracted, Midhat and I were able to slip out of our tent,
and peer cautiously around another.

Thus we obtained our first view of the attackers; a
band of Arabs in plain while robes. They were mounted on
swift horses, and rode with such skill that they were able to
charge home against the defenders, even among the tent
ropes of the camp. They were stem-faced warriors, unsmil
ing in battle, yet clearly bmve and well-practiced with their
weapons.

"Ai!" exclaimed Midhat, "Wahhabi! Wi1l1he rescue be
worse than the eaptivily?"

There was no time for explanations. "Quickly," I said,
"we must stop Ignatyev and Dahir!"

We scurried through the camp, unnoticed by lhe
defenders who were rushing 10 ballle. until we found the
leaders' tenl. However. we were just in time to see
Ignatyev, Dahir, and Javorr emerge, lhe fonner wielding a
piSlOl. He saw us at the same moment, and fired a shot that
caused us to duck back, while Javorr showed yellow Fangs
within Midhat's face.

As we paused and looked for cover. or weapons to use
against the three. we saw Ignatyev apparently arguing with
Dahir. He threatened the man with his pistol, at which
Dahir began nervously 10 raise his anns and chant words
thaI had the unmistakable note of sorcery.

Midhat and 1 sprang 10 our fect. bUI clearly, Ignatyev
had terrorizcd the mage into expending his very Iifc-ener
gy in this cause. As the wizard slumped to lhe sand, drool
ing blood, the Ghul was engulfed in a dark flame, which
leaped skyward and hurtled toward the West like a meteor.

"Too late!" I groaned.
Midhat Pasha shook his head. "Perhaps," he agreed.
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Count Nikolay 18natyev.
Russian Diplomat and &cret L\sent

Count Ignatyev is one of Imperial Russia's most
respected diplomats, curreOlly serving as Ambassador 10
Constantinople. He is also one of the most fonnidable and
deadly agents in lhc Game of Nations. Allhough barely 40
(he was born in 1832). he has already helped [0 advance
Russian interests across the length and breadth of Asia.

After a brief army career, the Count joined his coun
try's diplomatic service in time for the negotiations at the
end of the Crimean War. He was then assigned to work in
the East, where he negotiated treaties with the Khan of
Bokhara. before his first master-stroke; traveling to Peking.
he convinced the Dragon Emperor of China thaI the

Russians were friendly. ncgOliuting an agreement
that gave Russia control of huge swathes

of border IcnilOry, reaching all the way
to the P:lcific. He then returned 10

Moscow 10 lake up a government
post. before receiving his present

assignment in Turkey. Now. by
a combination of bribery and
social skill. he has gained
influence over Ihe Grand
Vizier Mahmud Nedim
Pasha - allowing Russia 10
subven the Ottomans with
out firing a shot.

Count Ignalyev pursues "
every opponunity he can foc.
Russia's advantage. while
always meticulously main

taining a smokescreen of
denials. It is rumored that he

has worked against the British
in India. and he would love to

gain enough power in Central Asia
Ihat he could lead an anny of

Russians and Asinn mercenaries down
through the passes 10 conquer Afghanistan

and then the British domains. For now. he is aiming 10 tum
Turkey into an enfeebled Russian puppet.

Ignalyev is brave, skilful, cool as icc. and well-trained
~s a ~Idier as well as a diplomat. but his chief weapons are
lIltelhgence and chann. He is so inhumanly efficient that
some people think thai he is h:l1f-Lcshye. but his cold
blooded ingenuily has more of a human stamp. AJthough
~e is.cenainly working for his own glory. he is aCluaUy an
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Empire. from the Asian colonies to the Baltic and the
Adriatic - ruled from Moscow. of course. This "Pan
Slavic" dream might lead him into conflict with the
Leshye. one day, as the Russian Sidhe want to keep all
humans - Slavs and everyone else - under their thumbs;
but for now. Count Ignatyev is a loyal Agenl of the Tsar.
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A volley of shots echoed around us; looking back, I
saw that the camp's defenders had broken and were in full
flight Even as I watched, I saw two men cut down with
casual ruthlessness. their life-blood staining the sand.
Count Ignatyev. too, scanned this scene briefly, then ran to
a horse picketed nearby. leapt upon its back, and galloped
away into the desert. More shots rang about him, but luck
and horsemanship saved him. Dahir the Crimson was not
so fortunate; recovering his feet. he attempted to run, but

three of the allackers were already at hand. bringing their
horses to a halt as they took aim, and three ril]e-bullets cut
him down.

Midhat Pasha and I tumed to fa~e our rescuers. The
Bedouin rOOe into the ruins as a loose band, but nOt wi!.h
out signs of discipline. Their leader drew rein before us,
and I saw Hassan hanging on behind his saddle, his face
remarkably unhappy for one who had so dramatically
accomplished success.

~ TtIE Wi\tItIi\B1& ~

The Wahhabis ere nol the be&
disciplined or equiflP"d lroops in Arabie.

bUllhey ere the lIIOSl. determined

•

•

Notes by the Bayern Diplomatic SenJice
The Bedouin Wahhabi sect of Arabia is one of the most

fonnidable forces to be encountered in that region.
Technically rebels against Ottoman authority. they in fact
control considerable tracts of the country, and have on occa
sion stanned even the Muslim's Holiest of Holies - Medina
and Mecca Although their glory days. when they ruled much
of Arabia. arc past, it is still possible that their leaders. the
House of Ibn Saud. might regain some local power.

The sect was founded in 1744.
when the Beni Saud, rulers of a few
towns. were convened by a travelling
fundamentalist preacher named Abd al
Wahhab, who had been ejected from
greater cities for controversial tc.1ching.
The Wahhabis believe in a pure. unques
tioning form of Islam. in the literal and
absolute truth of the Koran. and that any
distraction from the worship of the one
and only God is blasphemy (which they usually reward with
death). Thcy spread widely in the latter half of the 18th cen
tury, eventually capturing the Holy Cities - to the shame of
the Ottomans. who claimed to be protectors of those places.

In 1815, the Wahhabis were challenged and defeated by
the new, modemized annies of Melunet Ali, govemor of
Egypt. A few years later, they regained a little territory. setting
up their capital in Riyadh - but they have never repeated those
early victories. for aU thai they rule Illuch land to which the
Ottomans lay claim.

The Wahhabis are still fiercely puritanical, and Like most
theocracies, rule strictly. The English Jesuit explorer
Palgrave, who spent six dangerous weeks in Riyadh, has said
that "the Wahhabi empire is a compact and well-organized
go\'emmcnt ... whose mainsprings and connecting links are
force and fanaticism."' Furthennore. even in areas with more
relaxed rulers, beyond the Wahhabi domain. one may find
bands and congregations of Wahhabis. who represent a men
ace to the Western traveller.

For while the mass of
Arabs are a hospitable
people, a race of traders as
well as raiders, who
regard Christians as hon~

ourable "People of the
Book," worshipping Allah
in their own way, the
Wahhabis are single
minded fanatics. Many
travellers to the East have

returned with tales of Arab kindness. punctuated by threats
and insults from Wahhabis. In time. perhaps, they will learn a
little realism - but not yet.

And the war-lords of the Wahhabi towns command a
fonnidable army. The Wahhabis are not the best disciplined or
equipped troops in Arabia. but they are the most detemlined.
They have no Magick, regarding that as yet another morally
doubtful indulgence, but they wield guns and swords with
consummate skill. Europe has seen before what Muslim
armies can do when they do not fear death ...

~ 6i\VED BY i\ Mi\DMi\N ~
From tbe Private Memoirs
ofEberhardt Starkmann

... OUf situation was only a lillIe beller now than it
had been before. The Wahhabis had followed Hassan's
directions OUI of curiosity. and had enjoyed defeating the
bandits and foreigners they had discovered. They had seen
the Magick fire burst upwanl from the camp. and they had
slain the wi7..ard responsible. But to them. we were but a
strange Famllgi and a hated Turk. (I feared most of all for
Midhat Pasha.) We explained our situation. and Hassan
sJX>ke up bravely; at all this. they frowned in puzzlement.

Meeu'\'\S in the De;;ert "--

They were not sure that an enemy's enemy was necessari
lya friend.

Then a new voice rang out across the impromptu
camp. "What is this? More Farallgi? Might I have speeeh
with them?"

The new anival was a tall. well-built fellow. whose red
beard clearly marked him out as no Bedouin - although he
was as much burned by the sun as !.hey. He came striding
forwanl, though I saw !.he Wahhabi mutter and scowl
behind his back, and spoke in English. "You were prison
ers. sir? What passed hereT
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"By the &81 of &Jlomon,
by thine own Name, and

by the 6mokeless fire, swearl"

•

•

"Our enemies were working Magid with a Ghul in
these parts. and captured us:' I explained. "my name is
Eberhardt Starkmann, :md this is Midhat Pasha of Baghdad

The man looked bemused. "The governor? What ...
Well. thou may give explanmion later. I am Charles
Montagu Doughty. sir. I am pleased to meet thee. Whence
come thouT'

The man's manner of speech seemed archaic, even to
one as unversed in the subtleties of English as I; later, I
learned thai he too was a fanatic, devoted to and steeped in
the older works of his nation's literature. At that time, how
ever. I merely answered simply. "Bayem. Mr. Doughty. I
am a surveyor ..."

"A fellow geologist?" His
expression shifted to curiosity. and he
challenged me with technical ques
tions which I was able to answer. But
it was dear by now that the Wahhabi
were becoming dangerously con
cerned by this foreign speech. and
Doughty turned and swore to them
that I was as I claimed. another visit
ing scholar. This calmed them for a
few minutes, and Mr. Doughty
begged leave 10 converse with us a
little longer. which was grudgingly
given.

'''Thou art unfortunate in thy rescuers." Mr. Doughty
explained. "Most Bedouin would have taken pity on thy
plight, but the Wahhabi have little warmth:' He shook his
head. "Now pray sir. what passed here. might I know?"

Midhat Pasha and I took some minutes to explain, as
Mr Doughty's brow darkened. "A Dark Summonation?
Magickal murder? Base villainy! And little is there that
might be turned 'gainst this foul design:'

"Allmay not be lost," said the Pasha, "for I recall what
Count Ignatyev said of the instructions given the creature.
It will strike in darkness ..."

"It is already there!" I objected.
"Yes, but the Djillll are notoriously straightforward in

their obedience."
"Indeed!" cried Doughty.
"What of it?" I asked. "Even if we could somehow

reach a telegraph officc, what message could we send to
Constantinople lhat would possibly be believed?"'

"Wait." commanded Doughty. and cross-examined us
further as to what we knew of the Djinni-Ghul - lillIe
though lhat was. Then he spent some moments contem
plating the broken stones around us in silent thought. At
length. he spoke again. "How great is thy desire to take
cold steel against these foemen?"

'"I will be dead. or a renegade. if I do not," said Midhat
Pasha.

·'It seems essential:' I said.
"There is a little hope:" said Doughty. and walked off

to speak with the Wahhabi leader. He returned. followed at
a distance by a pair of Bedouin. and stared at us sternly. "If
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mine art suffices. thou mayst be set 011 the trail of thy foe,"
he said. "but I place thee hereby at risk. If I could see a
safer way, I would lay it afore thee. The Wahhabi will per
mit us Ihis attempt: already, they see us for doubtful hea
thens, one :tnd all, and this will but confim\ their opinion.
I think they anticipate hereby being rid of us. in one wise
or another."

We both told him that we accepted any risk that was
needful.

"But what of Hassan?" I said, "And what risk do you
tak T'e.

"I will part from this band's company straightways:'
Doughty said. "they will in sooth be joyful to see no more
of a majll/m sorcerer. And Hassan may accompany me, for

his home-city is mine
destination:'

"I would come with
you, effendi." Hassan began
to me, but Doughty inter
rupted him.

''That might not be
attainable. nor might it be
well done." he declared,
"and would one so young as
thee take part in infidel sor
cery.ladT

Hassan said nothing to
that, but I think he showed signs of relief. I reassured him
that he had repaid all debts to me, and told him that he had
the makings of a hero of legend. at which he laughed. and
bade me return to Baghdad when I could. that he could
show me more of his city. Midhat Pasha. with a serious
face. declared that it was now he that owed a debt, and
swore that it would be repaid if he survived this night.

But Mr Doughty was clearly becoming impatient.
"Come," he commanded. We went a little way through the
ruins. Doughty occasionally glancing at various ancient
stones, until eventually he found one that somehow met his
expectations. It was a great. dark slab of what I took to be
basalt; looking closely. 1 saw that il had once been carved
with some geometrical design. rendered all but invisible by
the action of lime. Doughty, however. seemed to find it sat
isfactory. He struck it with his walking-staff.

"Awake!" he commanded in Arabic, "Slave of Javorr!"
"Who lVould mock a bOl/lld slave?" The voice was

faint but strong. and seemed to echo from within the very
stone.

"A Son of Adam," replied Mr. Doughty.
"Lem.·e me, Son oj Adam. Have /lor thy kind done me

enol/gh injl/stice?"
"Didst thou not share thy master's crimes and folly?"

Doughty said.
"'was a messenger. 110 more."
"So gravings on thy prison state. Dost thou then swear

that thou committed no violence against the Sons of
Adam?"

"Vost Iholl slil/ mock me?"
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With an easy molion, the Djinni
sprans away from the surface of
the Earlll, and inLo the rich blue

sky of the deserl evenif\'\. II
howlif\'\ wind blew up beneath
us, and the Djinni flew with us

Loward the sinkin8 sun.

•

•

These creatures are susceptible to temptation. in their way.
And they mostly have but two hands."

And so, a few minutes latcr, as Midhat Pasha and I
stood back and watched, Doughty stepped forward, staff in

hand, spoke what was clearly a
Word of Power, and smote the
stone.

The stone split asunder. A
great cloud of smoke, shot
through with sparks, billowed
forth and around all three of
us, and arose into the desert
sky. Then this cloud came
together in the form of a figure
that possessed the basic shafJe
of a man. However, as I crancd
to gaze at its face, I realized
Ihat, even once it was fully
coalesced, it was ilt least 12
feet tall.

The Djinni had chosen to
appear powerfully muscled,
smooth-skinned, and coloured

as polished bronze. It had the look of a being that could
shaner the walls of a city with one blow of its huge fist, or
rip through reinforced doors with ilS long, polished talons.
I remembered what I h,ld read of the ancient cities of the
East, and their gargantuan defcnsive walls, and now, such
things seemed utterly reasonable: I would not trust less
even to delay such a creature. As I stared, awe-struck, at its

face, I saw that it was possessed
of nccdle-sharp projecting
Fangs. It was seemingly clad
only in plain. loose, black
trews; its hair was bound in a
simple lop-knot. It laughed, ,I

booming laugh that echoed
across the desen, and Slretched
like a cat awakening.

"Thy task." Mr Doughty
reminded it.

"YES," it said, its voice
IlOW like thunder, and reaching
forward with those gigantic,
taloned hands, oversized even
in proponion to its figure, it
scooped up Midhat Pasha in its
left, and I in its right.

Then it straightened, and I
felt myself lifted away from the
desen. With an easy motion, the
Djinni sprang away from the
surface of the Earth, and into
the rich blue sky of the desert

evening. A howling wind blew up beneath us, and the
Djinni new with us toward the sinking SUIl.

"Wouldst thou be free once marc?" Mr Doughty asked,
evenly. The bound Djinn paused at that. then replied.

"/ so swem:"
"By the Seal of Solomon, by thine own Name, and by

the Smokeless Fire. swear:'
Doughty ordered. There was anoth-
er pause,

"/ sl....ear by all these Seals Gild
Names alld Powers."

Now Mr. Doughty paused.
smiling a little. "Some Djinn might
be desperate enough to forswear
themselves," he told us. "but this
one seems truthful. for yet he lives.
Few of the servants share their
masters' dark ways. They prefer a
quiet living." Then he retumed his
attention to the stone. "And what
think thou of thine old lord,
Javorr?" he asked.

"Who caused the mortal wiz
ard 10 ell/rap lIle? / owe hilll 110
loyalTy...

"So thou wouldst <lid a sallie 'gainst that one?"
'" will I/Ot fight hilll; he knows Illy names ami

bilUlillgs...
"No battle, then; but a simplc task. and a small oath."
"Demand thy demands. Son ofAdalll."
"First, swear that, once en freed, thou wi list make no

assault, elle/", 'gainst the Sons of Adam, but will retire in
pellce to the wastelands of the Djinn
or through the Gates of Fire or into
the Lands Beneath the Eanh, and
make no meddling in human
matters."

"A small price. , so swew; by
the Seal ojSolomoll."

"But first - on being frced.
thou willst take up these two Sons
of Adam, one in each hand, and
bear them in safety to the city and
the palace where they direct thee, in
the swiftest wise that tholl art able.
Swear thou to this task, by thine
name and the Seal of Solomon?"

"/ so sweQ/; SOli oj Adam, By
Illy !lame alld all thaI billds me, ,
will bear/hem ill the comJort oJthe
cradle and Jaster than Ihe winds.
/Jut Oll/Y - Free - Me - Now!"

''In but one moment," Doughty
promised. Then he turned to us, and
smiled a liule. "Prcpare thyselvcs,
my friends, for once this is done,
lhe task is thine," Thcn his expression became more seri
OllS, "I thought of joining thce, but no scholar puts himself
100 literally in the hands of a Djinni with whom he bargains.
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Charles Mont.8()u Dou8hty,
Traveler and &holar of the Exotic

Cas/Ie FClIkells/ein
Abilities: Courage Great, Education Exceptional.

Fencing Poor. Perception Greal. Physician Good.
Sorcery Good.

CURl'S 114 points
ST II 110); DX 10 10J; IQ 14145J; HT 1(113115).

Speed 5: Move 5.
Dodge 5.

Ad~'anlages: Magel)' I [15J; Sanctity (5J; Status I [51;
Strong Will +1 [4}; UnuSU31 Background
(Independent sorcerer) [10j.

Disadvantages: Disciplines of Faith (Persona'·) (-5J;
Odious Personal Habit (Archaic slyle of speech and
writing) [-51; Pacifism (Cannol Kill) [-15J;
Stubbornness [-51; Truthfulness 1-5).
• Doughty's "Disciplines of Faith" reflcct his per

sonal ideal of how a Christian Gentleman should
behave. As well as regular prayer, this means thai he
wilf never deny his faith. even at risk to his life. He will
always "tum the other cheek," which is also the basis of
his Pacifism: he is extremely unlikely to stan a fight,
and will try to minimize the effects of violence at all
limes. but he is pragmatic enough to fall shon of total
nonviolence.
Quirks: ElTlOlionally reserved; SlUdious: Thinks that the

English language has been going downhill since
1550.1-3)

Ski/Is: Anthropology-II [1121; Archaeolngy-II III2J; Area
Knowledge (Arabja)-17 [6): Area Knowledge
(Levant)-15 [2]; Area Knowledge (Mcditerranean}14
[1J; Bard-13 [IJ; Diagnosis-II [In]: Diplomacy-12
til; First Aid-13 [1/21; Geology-13 f21; GcslUre-13
n12J; Hiking-8tIl2l: History-I 2 PI: Literature-I 4 [41;
Lorcbook (Justification of the Philosophers)-ll [1J;
Lorcbook (Transcendent Wisdom of Sulciman Ibn
Daud}-12 [21; Orientecring-12 fll2]: Physician-12 [IJ;
Rcscarch-J3 rJJ: Riding (Camcl)-10 f2J; Riding
(Hor.;c~9 [II; R;tnaI Magic <Persooal StyleH2 [2];
Savoir-Fairc-16* [OJ; Survival (Desert)-14 [2J;
Theology-I I [lI2J; Writing-131IJ.
• Free from StaIUS.

J..(wguages: Arabic-14 (21: Classical Greek-12 [II2J;
English (native)-17 [3]: French-12 [1121: ltalian-12
1112]; Latin-13 [I); Twtish-12(112).

Charles Doughty. the son of an English parson, was
born in 1843 and educated at Cambridge. London and
Oxford: he began as a geologist. then switched his atten
tion to early literature. (His writing style is downright
pre-Shakespearean: as Starkmann says. he is aClUally
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dedicated to restoring the English language to what he
sees as its high point, that ofearly Elizabethan England.)
He is a studious. somewhat reserved character. although
capable of making the occasional small joke. He was
making a scholarly sort of trip around the Mediterranean
when he developed an interest in the ancient ruins of
Arabia. and took to traveling with the Bedouin as he
researched the subject. He survives in desert regions by
selling medical skills: he carries a bag of remedies and
ointments. which are beller than most of what is avail
able in those parts, but he is not a qualified doctor. and
he is too honest to claim to be. (He might be treated as
Struggling or Poor in this setting, but as a gentleman
scholar. he would have access to better resources back in
England.)

Doughty is a big, rugged·looking, red-hcarded fel
low. but his travels in the eXlreme Arabian climate, often
in conditions of poverty, have not proved compatible
with his constitution. and his health sometimes lets him
down: nor does he enjoy using. physical force. He is
much more of a scholar and a talker than heap..J>CMS. but
his pride. courage, and detenninati90 arc impresSive. So
is his stubbornness; he is a devout Christian, and he
admits this, and even emphasizes it, to vinually, every
Arab he encounters - including the Wahhabi. (if he also
told them his opinion of Islam, he would cenainly be
dead by now, but even he is not thal foolhardy.)

Doughty's approach is controversial: for example,
Sir Richard Burton disapproves of the way he permits
Arab ruffians to bully an Englishman. On theotherhand.
he knows the life and ways of the desert nomads better
than any other European.

Doughty is also unusual as a New Europan in that he
is an "independent" wielder of Magick. He has accom
plished this by diligent study of a huge range of subjects.
lengthy meditations in the Arabian desert - often while
ncar starvation - and communion with SIIll·ir and
Dervishes. The Bedouin take him for a Hakim (Sage), a
mystical madman-poet, or some warped son of Fartingi
Dervish. Experience has attum:d him to the powers of
the desert.. and scholarship has given him the skill to
manipulate what he can sense.

However, Doughty is not very broad in his abilities.
He has studied few spell-books. and he lacks the Sha'ir's
ability to improvise poetic spells from first principles.
He has effectively mastered. or can improvise. any effect
in the TranscemJem WISdom oJ Suleimon Ibn DmuJ (p.
86) and he has spent a little time with The Justification
of the Philosophers (p. 86) - but his abilities need much
more training. However. his pride and moral code make
it unlikely that he will ever pursue such studies.
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6. On Ar~
•Ian

Ma ickal Arts
This is a set of notes prepared by Morrolan. wi,h

some assistance,jor tile Ba)"emese court and diplamm
ic services. I'lle added game mechanics.

171t! infomzatioll it conrai"s is mostly public knowl
edge. ai/hough some of it is a little obscure to t1011-Spe

dnlislS. Ofcourse. some of it may be dOIl'IIrighl wrong;
ArabiQJI sorcerers are. Morro/an notes. "as adept as
any in the arts ofmisdirection and dissimulation." And
he Sll)'S ,hnllV;,h olle a/them staring at him from three
fee, away.

- 7.0.
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MAGICKAL OQDEQ8

IN TtiE MIDDLE EA8T

The Arabian wizards
loyalLy and power are owed.
noL Lo Lhe colle8e. buL Lo Lhe
individual Leacher. and Lo Lhe
lradilion founded by a &t!,e.

•

•

A Caution
We of Europe arc accustomed to thinking of Magick ~s

being the business of societies and Orders, wrapped m
se<;recy, but sli11 in essence akin (0 colleges. After all.
MalJick is in essence a scholarly pursuit, to be developed
und~r the aegis of scholarship; even the tribal Wi7..ardS of
Ihe American West have their brotherhoods and their "oral
traditions. ,-

And so. when we review
the place of The Art in auoman
lands, we find Dervish Orders
and Ancient Societies. scholarly
MadrassallS and Bedouin
Brothernooos, and we nod sage·
Iy and say, alt yes. we know lhe
way of il. BUI lhal which we
know is only one part.

For it is clear 10 me. after
slUdy. that the folk of Muslim
lands have their own vicw of
learning, which accords primary
significance to Ihe individual
sage. and to a personal kind of tradition. This is not ~imply
the tribesman's reverence for the shaman. although It may
descend from that: it is a deep admirmion for the surpass·
in!! wisdom of the great individual. These arc. after all. the
la~ds of the Prophets. the Law-Givers. and the first Sai.nts.
The old Bedouin wen! in awe of the Slta'ir. the Inspired
Poet: the Bedouin's town-dwelling descendent admires the

Hlikim. the Sage.
Of course. there are few Sages in any generation, but

not every expert need be such. For the Sage is, with every·
thing else. a teacher. And the Sage's pupils, too, should be
leachers. The words of wisdom arc passed down the years.
sustained and broadcast by dedicated pupils. And at times,
that wisdom concerns The Art. and it is Magick which is

passed from one 10 anOlher. .
Some may ask. What of This? For Sages and their

pupils gather together in colleges and orders. and discuss
the Lore like any European wizard - and indeed. they ~~.

ate books. likewise. But we must never assume that Simi·
larity is identity. The Arabian wizard's loyalty and power
are owed, not 10 the college. but 10 the individual teacher.

and to the tradition founded by a Sage.
Whether this is. in general. a good way 10 sustain

learning. I will not say. It is quite possible lh.at it is dang~r

ous to the future of Progress and Growth III the Mushm
lands: for our European industry and power is based on
specialization. and a willingness to tum to many experts.
each wise in some small aspect of a problem at hand. But

it has certain consequences.
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The Muslim Sorcerer is. I suspect. often more power·
ful than his or her European counterpart. (I make the qual·
ification liS to sex advisedly: the East. with its closed
harems, has produced few female spell-wielders of repute,
but those we hear of have been mighty.) ThaI Easlern
Sorcerer may also be unpredictable, wielding Powers and
Effects passed down through some traditional line of
which a European might be unaware. However. such a tra-

dition has. like as not. forgOllcn
or remained ignorant of many
things. Furthennore. the
Easterner may lack the support or
aid of an organized Sorcerous
Society. which gives e,'en the
least-cxpert European assistance.

Lastly; recall that Middle
EaSlCrn Wizardry is the art of lhe
tribal shaman. the inspired poet.
the ecccntric Dervish. and the
power-hungry Grand Viz.icr.
Each such will most likely also
have dealin!!s wilh the Djinn
Lords, who- are mighty and

strange beings. We ofThe Art in Europe are prone to find
ing ourselves called Emllic. and even Mad - but comp~~
to our Eastern counterparts. we ;lfe paragons of stability
and calm. Thc Arab or Turkish Wil..ard is powerful and
unpredictable: a tricky ally_ and a dangerous but not uncon-

querable foe. .
On a practical matter: all of the groups descnbed here

after may be assumed to hold copies of the book known as
The Tml/scemlelll Wisdom of Suleim(1II Ibtl D(lIId. as well
as the specific volumes named. Any independcnt magician
worthy of respect will also have acquired this work.

Anotber View
Sir Richard Burton has sent us his own comments on

The Art in Arabian lallds:
"... Some clues mighl be oblO;lle(1 by perusal of llle

Thousal/d (lIld One Nights (I direct members of Ihe
Second Compllct who lack lingl/islic skills 10 my OWI/tralls
Imiol/). III /ales such as those ofAladdil/ or JI/dar. Ille read
er /lillY obsen'e the obsession of rIle Ambian mage; II,e
qllest for Hidden Treasure . .. PmClice of17le An is ell/{IJ/
gled WillI the hierarchy ofDjillll,jrom the lowliest Ghol/I ~o

ti,e Lords of Ihe Ifril ... Humall wielders ofpowe~ lire. .'"
gel/eml. those whom the majorily of MI/slims ""g/~l diS
dain: II,e ragged Kalemlari. Ihe IJriflcess hiddell III the
}wrem. the sim'e ..
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We of The Arl in Europe
are prone to ftndin8 our8elve<\
called Erratic, Bnd even Mad 
but compared to our Eastern

counterparts, we Bre parlJ80ns
of stability and calm.

The Dervishes
The religious mystics tInd wanderers who we of

Europe refer to as "Dervishes" or "Fakirs" arc. in facI,
adherents of the ancient Muslim
theology of SlIfiism. NOI all
Dervishes are magicians: many.
being devout folk, actually
despise Magick as a worldly
snare and a delusion. Travellers
in the East should not casually
enquire as to a Dervish's arcane
powers, lest offence be taken.

However, many of the Sufi
orders retain vast quantities of
ancient lore, and many of the
mightiest Arabian wizards, if
not actually Dervishes them
selves, have studied in Dervish
Madrassahs. Furthermore,
many of these Orders, sorcerous
and religious alike, have great political innucncc; the
diplomat should be as wary of them as should the mage.

(Incidentally, one must also not confuse Dervish mag
ickal skills wilh those perfectly explicable displays of
sleight-of-hand which are known in Europe as "Fakir

•

•

Shows:' No doubt there are some Fakirs who use legerde
main to emulate true Magick, and thcy may indeed be the
origin of this appellation - but thcre arc also "Fakirs"
whosc Magiek is very real.) _

So far as may be determined,
the Sufis appeared in the cen
turies following the time of the
Prophet Muhammad, when they
somewhat resembled eilher the
mendicanl friars of Europe or the
Buddhist holy men of Asia 
mystical and ecccntric wander
crs. revered for wisdom by some,
dismissed as frauds or heretics by
others. However, with time,
teachers emerged among them,
and found themselves surround-
ed by pupils. Thus. some found it
convenient to settle, and
Madr(lSSl/hs developed in forms
much like the Christian world's

monasteries. Over the centuries. again like monasteries,
some Orders acquired wealth and respect, and hence
power; today, they exert inOuence in the highest lcvels of
Ottoman government.

Dervishes in GUQP6
In GURPS terms, many members of the Dervish

Orders have Disciplines of Faith (p. CI89), usually
Mysticism r occasionally Asceticism or even
Monasticism among those who withdraw pcmlanently
into Madrassahs. (Note that the region has many devout
Muslims, so Mysticism in itself only earns a reaction
penalty from a minority of people encountered 
although a mystic who is also seen as a heretic or a rebel
may have other problems.) However, dervishes do not
conduct public religious ceremOlties, so they do //01

qualify for Clerical Investment.
Some dervishes have a Duty or Sensc of Duty to

their Order, especially if they have learned Magick from
it\ but others are only loosely allied. TIle Orders them
selves are too loose and informal to act as Patrons, but
individual teachers and fellow-students may well repre
sent Patrons or Allies.

Most dervishes have some level of Theology skill
(often specializing in Islamic Myslicism). and the more
respected among them have at least a point or so in
Poetry. Fanatichm towards Islam is common among the
Bektashi, and occasionally found among the Senusis. As
more or less ascetic mystics, most dervishes are

... Struggling or Poor, and even a settled teacher will not
have better than average Wealth unless it is accompanied
by a good explanation, an Unusual Background, and
probably a negalive Reputation.

On i\rabian M8(jickal Arts ----

Any Bektashi who are open about their affiliation
gain a -I Reputation, among loyal Ottoman citizens, as
political troublemakers (-2 points). Quite a few
Ottomans have opinions about the Metilevis. both good
and bad, represented by + I and ~ I RepUlations among all
inhabitants of the region, both on 7 or less (worth +2 and
-2 points respectively, and hence canceling out).
Kalendari also have mixed Reputations: +2 for holiness
with all Muslims on 7 or less (+3 points), and -I as
spongers throughout the Middle East on 10 or less (-2
points). Senusis are seen as wise and effective social fig
ures by some of the Ottoman and Egyptian upper class
es, a +2 Reputation among a large group on 10 or less
(+2 points), but as tricky political independents among
Onoman government officials, a -I Reput.ation among a
small group on 10 or less (-I point). Note that these val
ues arc all calculated for characters living and working
within the Ottoman Empire; for a dervish character
based elsewhere in the world, recalculate them with
appropriately changed group sizes.

Kalendari who have learned Magick may have stud
ied previously with either the Bektashi or the Mehlevis,
and gained skill with one of those groups' Lorebooks.
Alternatively, they may have studied The SUfiS oj tlle_
Lights (and nothing else). Knowledge of any Lorebooks
beyond this requires GM pennission ;md the usual
5-point Unusual Background per book (p. CF93).
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The Dervishes do differ from the monks of
Christendom. not least in that they are. in general, far less
restrictive. Aside from the fact that many of their Orders
have "lay members" and simple associates, who may share
in some of their lore, their full members often dispense
with even the common general rules of Islam, claiming that
they have a better understanding of the true Laws of God
than those who blindly follow the letter of Tradition. Thus,
they may be view~~ by the ordinary Muslim, with any
thing from respect for their wisdom, to contempt for their
heresy.
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This casual view of secular tradition has another con
sequence. To a Sufi, a human's sex is of lillIe impon; it is
the soul that maners. There arc noted women on the roster
of Sufi saints. Knowing this, the mass of Muslims arc
sometimes shocked by the impropriety of a female rising in
public life, sometimes simply respectful of any holiness.

As a footnote. one may note a peculiarity of Sufi
thought; that they retain the eternal Arab love of poetry.
Many of Ihe greatest Muslim versifiers, including that
Omar Khayyam recently translated so successfully into
English by Mr FitzGerald. were in fact Sufi masters. An
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They are required by
their vows La wander

forever, never spendin8
more than lhree ni8hl£

in the same place.

Eastcrn philosopher-wizard may oft times prove to possess
a mastery of poetics.

The following arc some of the most noteworthy
Dervish Orders, from a debatable list. (Each has its own
Lorebooks noted. Some of these are described in Castle
Falkenstein, pp. 199-202, and GURPS Castle Falkenstein,
pp. CFI06-113; others are dctailed later in this chapter.)

The Bektashi
This Order was once especially large and influential,

but it has now been largely beaten
down. The Bektashi hold a mix-
ture of beliefs, combining a
relaxed altitude to many of the tra
ditions and laws of Islam with a
total religious fanaticism. They
perntit the drinking of wine and
social contact between men and
women - and yet they proclaim
themselves truly happy to die for
their complete faith in Allah.

Bektashi beliefs were popular
with the Janissaries, who doubt
less appreciated the relaxed rules-
but· who also saw themselves as Warriors of Islam, and
who were indeed often fanatical in ban Ie. Thus, when the
Janissaries were suppressed, the Bcktashi fell also.
However, it seems that both groups remain in existence 
and are, no doubt, still allied. Unlike the Janissaries, the
Bektashi sometimes move openly in public, although they
remain somewhat disdained. They may be recognized by
the wearing of caps of folded white cloth.

The roots of the Bektashi are obscure. They claim spir
itual descent from one Hajji Bektash Wali, who is said to
have both made the acquaintance of Othman himself, and
to have assisted in the foundation of the Janissaries. Unless
he also had found the Fountain of Youth, however, this is
surely a myth, for it would require him to have lived for
cemuries. It seems more likely that they emerged in Ihe
13th century from a blending of older Sufi
traditiolls.

In the matter of Magick, the Bektashi include a num
ber of experts, seeing this as a worthy 1001 in the promul
gation of their creed. The order's Madrassahs. now oflen
secret, are thought to have access to The Treatise ofAbu'l
Qasim aI-Iraqi, and the Realm of Ihe Unknowll Mil/d.

Tbe Mehlevis
The Mehlevis were founded in the 13th century by the

great mystic and poet, Jalal ai-Din al-Rumi, and their
name comes from their term for him - "Maulavi:' mean
ing "Our Master." They use music, poetry. and other arts
in their meditations, and one group of Mehlevis is famed
in Europe as the "Whirling Dervishes" for their spinning
dances.

This is, by its creed, a humanitarian sect, concerned
with poetry more lhan with worldly power. However. they
are reasonably popular wilh the masses, and Ouoman
rulers have often chosen to support and even to join them

•

•

as a counterbalance to the Bektashis, who regard them as
rivals. Thus, their lay members are sometimes deeply
involved in politics, whatever their high-min~ded doctrine
may say. Nor is the Sultans' respect for the Order infinite.
One Grand Viz.ier, Halet Effendi, alay member of the
Mehlevis, was executed by order of the Sultan while in
retreat in a Mehlevi Lodge, in 1822.

Although many Mehlevis regard Magick as crass and
lacking in spiritual significance, the order produces schol
ars, and its libraries hold copies of Agrivicca Rexus' Realm

oj Illusion (or a very similar
tome) and The Justification oj
the Philosophers.

The Kalendari
The Kalendari Dervishes

originated as an offshoot of
the Bektashis. although they
may be said to have reverted
to an older Dervish style of
existence; they are required by
their vows to wander forever,
never spending more than
three nights in the same place

if they possess the option. They are a notewoilhy sight on
the streets of Ottoman towns, especially as they shave off
their hair, eyebrows, and beards, and wear a distinctive
costume, with a conical felt hat and a yellow or black
shawl. Many Muslims see them as frauds and vagabonds,
although others respect their holy austerity.

Obviously, the Order is precluded from gathering any
great body of Lore, although some "Kalends" were trained
in many ailS in their prior lives, and some appear to have
achieved strange mystical insights through avoidance of
worldly ties. Some arc past members of the Bektashi or
the Mehlevis; a surprising number are experts in the spells
described in The 51111S oj Ihe Lighls.

The Senusis
This is a more modem foundation, being the creation

of the early 19th century leader AI-Senusi. Although it is
considered to be a Dervish Order, and its members certain
ly espouse Sufi beliefs, it is in fact a worldly, militant sect.

The Senusis are based in North Africa, but have spread
throughout the Muslim world. Although they are not over
ly exclusive, their ideals appeal to wealthier and more
innuential elements of society, making them a potent force;
fUilhennore, they are adept at retiring into the desen when
challenged, and thus remain stoutly independent. They
innuence Ouoman politics on their own temts, rather than
being entangled in the manner of the Bektashi and
Mehlevis, and they should be watched with caution.

As pragmatists, the Senusis have sought to master the
magickal arts, although a lack of ancient scholarship weak
ens them. They have acquired copies of OS1llall'S Tome of
Physical Movemefll and the Emire Kashf al-Asrar of AI
Jawbari, and would undoubledly pay well or fight hard for
other volumes.
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Secular Orders
and Traditions

The Sisterbood of
Roxe/a"a in GURPS

Harcm womcn have some Status, but more
important, Social Stigma (Valuable Property).
Possession and use of Magickal powcrs within the
harem is a Secret worth at leasl -10 points, sometimes
-20, and often ·30.

'[be Brotherhood ojPurity
The Ikhwllll as·Safa traces its origins back to IOth-cen

tury Baghdad. when. they claim. their order was the first to
master lhe art of truly scholarly Magick. Certainly, a semi
secret academic society of that name did exist in that place
and time, and created a lengthy and intricate
Encyclopaedia of practical. scientific. and mystical lore.
But whether there is a genuine. continuous chain of lnldi
tion to the modem group is unknowable: the original
Brotherhood disappeared after one generation, and the
modem group loves secrecy far too much, apparemly for
its own sake. Most likely, ,his Brotherhood was organized

•

•

The inlernal polilics of the harem
can be biller and complex,
and lhe &islerhcxx:l is lorn

by in-ft8hlin8

through generations in the palace. Because of this diverse
set of sources. the Sisterhood lacks a fonnal, unified style
of Magick, and some of its members may display com
pletely unexpected powers while lacking other. elementary
knowledge. such as correct use of the Seal of Solomon.

Obviously, it is haroto maintain a useful library in
the harem. bUI mosr of the Sisterhood arc taught a
collection of effects from Agril'icca Re.:cus· Rea/m
of I//usioll.

The internal politics of the harem can be bit
ter and complex. and the Sisterhood is tom by in+
fighLing; however. its main aim seems to be to
ensure that someone from the harem is always in a
position of power. Thus. it will usually support the
Sultan, or at least protect him. and it may either
aid or oppose the Diwan of the Golden Road. In
the age when most of the harem slaves were cap-

tives from foreign lands. the Sisterhood was frcqucmly
split along national lines: today. its members are often
intcrested in foreign ideas - the harem can be a very
tedious place - but they have a conser....ative fear of any
changc that might cOSt them their behind-scenes influence.

The Diwan. oj tbe Go/dell Road
This is a departmenl (Diwan). though not fonnally

acknowledged, of thc Onoman government. and the means
by which the Grand Vizicrs of the Empire ensure their con
Linued predominance. It is reliably rumoured to have been
founded by shamanic advisors to Othman. founder of the
Onoman dynasty. It functions as a committee of court advi
sors, under the authority of the Grand Vizier; its function is
to deal with all mailers of sorcery in the court and to
administcr the palace's small bUI exceptional magickal
library.

Thus. it grants the Grand Viz.ier. and a very few of his
allies and associates. access to the Libram of Mysric
Trallsformatio", Osman's Tome of PllysiC(11 MOl'emefll. the
1J00k of Abdill/l rile Mlld, and the Memorial Lessons of
Dede Korkllt. (Note thaI many Viziers are also members in
good standing of one of the Dervish Orders. and may thus
have use of another set of magickal references.)

The Sisterbood ofRoxe/ana
This is a secret society within the very harem of the

Ottoman Sultan. It is alleged to have been founded by
Roxelana. a Russian slave-girl whom Sultan Suleiman the
Magnificent so loved that he fom13l1y married her. It was
said by her enemies that she was a witch. and that she
enchanted Suleiman: if so. his viz.iers were remarkably
careless.

The group consists of concubines and serving-girls
who combine magickal arts that they bring from their
homelands with a variety of traditions passed down

Despite the above·mcllliollcd system of scholarly per
sonal tuition. (he Ottoman Empire docs play host to a num
ber of secular groups similar to the Sorcerous Orders of
Europe. Some arc associated with the Dervishes: others arc
scholarly ;'traditions" - groups of academics with similar
ideas. who remain closely associated as they pass knowl
edge down through the generations. A few are conspiracies
- often radicals or revolutionaries. One or twO are practical
"trade guilds," made up of uucrly secular. professional
magicians. The following are groups which we have iden
tified, and which may. I hope. represent the range of com
mon types:

The Diwan oj the Go/den. Road in. GURPS
This is open only to trusted leading figures in the Ottoman

government.. who must therefore have very high Staws and appro
priate skills. (Wealth in tum goes with lhis.) In the highly unlikely
case of a member going renegade or falljng out with the rest of the
Order. he would acquire a large Enemy. and probably nOf. survive
for very long.
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group's hunger for knowledge is overwhelming - and ruth
less. And finally. there is evidence that the Brotherhood has
ties to certain Europclln mystical groups who also seek
knowledge, such as the Tcmple of Ra..and thc White LOOge,
and that some exchangc of idells occurs. (Quitc how any-

onc can ally with
botli these sworn
enemies is impos
sible to conceive.
But a Brother of
Purity would
doubtless say that
this merely
proves that one is
too concerned
with meaningless
preconceptions.)

Members of
the Brotherhood

wear no symbols or distinctive garb: apparently, they can
identify each other, if necessary. by subtle verbal and intel
lectual cues that no outsider could ever recognize. Their
secret libraries hold copies of the Manllscript Unil'ersal
Alchemic. the Justification of the Philosophers. and the
SUfIS of the Ugh/so

No outsider knows
whaL \be Bro\berhood mi{\hL do

wi\b its knowledge if il ever
found every\bi,\,\ il seeks.

in more recent centuries in cmul:ltion of the original - but
no European scholar can be certain. Allah alone. Muslims
wisely remark, knows tnuh.

The Brotherhood is primarily an academic society,
albeit with a definite mystical bent. Its members often
affinn Sufi ideas. and may have links to a num-
ber of Dervish groups. However, they are more
materialistic and pragmatic than any truly
devoted Sufi. and evcn more oUtr'.1geous, being
wont to flin with athcism and pantheism. lbc
Brothcrhood's main project is the accumulation
and collation of all knowledge into apparelllly
disorganized books - Encyclopaedias which
may be as scrambled as they appear, or which
may possess some subtle slructure, incompre
hensible to outsiders. The Brotherhood also
share the Sufi bcliefthat lruth may only be per-
ceived by discarding all preconceptions and
assumptions; the "Purity" of their name is that
of Absolute Truth. the Pure Light of Knowledge.

If this makes the Brotherhood sound harmlessly schol
arly. then it may be misleading. For one thing, no outsider
knows what the Brotherhood might do with its knowledge
ifit ever found everything it seeks. For another, the group's
rejection of preconceptions and "old ideas" can make indi
vidual members dangerously unpredictable. For a third. the
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The Brotherhood ofPurity in GURPS
This hidden group has a -2 Reputation among knowledgeable,

devout Mu.slims for dubious philosophies. This would be worth -5
points. and would often be accompanied by other problems; hence,
membership of the Order is a -5 or even -IO-point Secret. Members
often have strange Obsessions regarding the pursuit of knowledge.
The group may provide AHics. and may sometimes also impose

DU1its·

they rarely betray an ally or break a contract 
making them even more vulncrable to their own
ill-chosen fricnds. Some European powers have
had dealings with lhcm. with mixed success.

The Wielders' libraries contain copies of lhe
Libram of Mystic Trallsformation, the MallllscrilJt
Ulliversal Alchemic, and the Entire Kaslif 01
Asmr of AI-J(lIvbari. However. not every guild
house has all three books.

The Wielders of the Balance
This is the most pragmatic and materialistic of

Duoman magickal groups. having developed as a trade
guild for bazaar magicians and alchemists. Even its name
has a straightforward origin: the society used 10 present
itself to market authorities and lrade administrators as a
trustworthy professional body which would ensure that
mercenary wizards gave fair measure.

However. as the group conlinucd to meet socially, its
members realized that there were other advantages in the
association. They were mostly weak as individuals, bur by
sharing knowledge and ideas, they could stand up to some
of the most powerful solitary wizards. The Wielders'
libraries became very popular, and the membership took to
price-fixjng and joint debt collection.

The W'ielders of the
Balance in GURPS

There are no fixcd disadvantages to membership
in thiS group, although quite a few Wielders suffer
from Overconfidence or Megalomania. More attrac
tively, they may have -5 or -lo-point personal Codes
of Honor regarding fair dealing and respect for con
tracts. lis members represent Allies or Contacts for
each other at least as often as those of most Sorcerous
Orders. simply because they have to cooperate - no
one else entirely trusts them.

This led in tum to greater ambitions. which were
restrained only by the superior power of the Viziers, and
the occasional public-spirited Dervish mystic or academic.
So the Wielders learncd subtlety and bitterness.

Today. the group has become a slightly bumbling,
intermittently dangerous secret society, given to pursuing
shOIl-tcrm advantagc without thought to long-term conse
quences. Its members love to think that they pull the strings
behind the scenes, but usually become entangled in their
own webs. They lypically use over-powerful spells for
every task, then become exasperated with the limitations of
their own abilities and reson to hired ruffians and bribery.
They would probably ally with any force, howcver dan
gerous. if it pro7iijsed them power: however, they retain a
warped. confused set of ··merchant's ethics:' meaning that

84

The Assassins
(Fedayin of the Second Hasan)

'The fabled sect of Niwn ISIlUl'ilis - the Assassins 
was dcstroyed by the Mongols in 1256, but it left a scalier
ing of survivors, and the religion quietly endured. Today,
the main body of the ISOla' ilis are found in India, where
they have become a peaceable, law·abiding, and reason
able faith. However. one breakaway faction has survived
elsewhere in secret: the devout followers of Hasan n, an
Isma"iIi ruler whom many historians believe was insane.

These "Fedayin" apparently believe that the End of the
World is near. or perhaps that it can be engineered, and that
this would be a good thing - or perhaps, according to some
readings of their arcane theology, that it lias already hap
pened, and the world is now just a shadow of reality, which
should be brought closer to ··the light of the true paradise
that is all that truly exists." As a resull. they hold that the
laws of Islam no longer apply - at least for the true faith
ful, by which they mean themselves. However, they are not
self-indulgcnt; on the contrary, they commit their entire
lives to their cause.

•

,[,h= "fedayin" apparently believe
that the End or the World is near,

or perhaps that it can be ensineered,
and that this would be a 800d thins 

or perhaps, accordins to some
readinss or their arcane theolo8)',

that it has already happened.

•

Quite how they propose to accomplish their aims is
unknown, but they have not abandoned their ancient skills
of assassination. subversion. and terror. Some of the group,
known as do 'is, are expen magicians.

The Fedayin recruit from thc disaffected, the morally
confused. and the quictly mad. They recognize few rules
save necessity, and will take any members - but they make
sure of their recruits' dedication by demanding that each
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There are even rumours
thal they have spread their
lcnlacles across the world.

and thal they have followers
in the very courls of Europe

and the /lovernments of the Americas.

•

Few inhabitants of the Middle East have even heard of
the Fedayin of the Second Hasan, and many 'Yho have, try
to forget what they know; the group assassinates anyone
they perceive as a threat. OccasionallY. however, a brave
ruler will attempt (0 destroy them; many have claimed suc
cess. There are even rumours that they have spread their
tentacles across the world, and that they have followers in
the very courts of Europe and the governments of me
Americas. Most experts call this nonsense - while keeping
their fingers crossed.

The group has use of the Ghayaf at-Hakim. and prob
ably also Agrivicca RexIIs' Realm of Illusion and Osman's
Tome of Physical Movemem.

new full member performs somc violent and
hideous task. Many of them then return 10 normal
society_ often rising to positions of power and
influence (helped by a lot of mysterious or "natur
al" deaths among their rivals); others vanish. being
trained as faceless killers - or wizards. The
group's leaders arc obscure, secretive, lind mag
ickally powerful.

The Assassins in GURPS
Membership of this faction demands Fanaticism (or even

Extreme Fanaticism), implies a Duty, and represents a major Secret
(with value depending on the charactcr's current social position).
However, the Magick-wielding do 'is are rarely wasted on suicide
missions; it is the crazed lesser members who suffer from
Extremely Hazardous Duties. In fact, useful, competent minions
can take the Assassins as a Patron; the Order often assists its mem
bers in acquiring positions of power and innuence.

~ MAGICKAL J)OOKc, {9 00UQCEc, ~
''New Europan" Books

Some of the volumes known to the major sorcerous
Orders of New Europa are also known in the Middle East,
albeit sometimes in variant fOnTIs; others are lost, or known
only in partial fonn.

Agril'icca Rexlls' Realm ofJIlllsion: The Fedayin of the
Second H:lsan. the Sisterhood of Roxelana, and the poet
wizards of the Mehlcvi Order study either a copy of Ihis or
something very similar.

Mcgroll's Realm of Dreaming: This
work is of Middle Eastern origin.
However, a number of Muslim groups
have decided. at various times, that it is
especially blasphemous or objection
able, and to have deliberatcly sought
out copies and destroyed thcm. None
are currently locatable in thc Ouoman
Empire.

Realm of the Unknown Mind:
Almost all of the spells in this book are
known to Muslim wizards, but no com·
plctc copy of the book has ever been
located in their lands. The Bektashi Dervishes probably
have access to most of it:s contents.

Libram of Mystic Transformation: This is, of course,
of Islamic origin, and copies are still available to some
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Islamic scholars. One is held by the Diwan of the Goldcn
Rood; others are in the hands of guild-houses of the
Wielders of the Balance.

Mallllscn'pt Universal Alchemic: Muslim alchentists
knew and admired the work of Hemlcs Trismegistus. and
clearly had access to this book. Today, copies are held by
the Brotherhood of Purity and the Wielders of the Balance.

Osmal/'s Tome oj Physical Movcmem: Muslim schol
ars claim that "Suliem the Djinn" taught "Osman" the

spells in this book, in order that
human sorcerers should be
enabled to achieve ccrtain feats
without perpetually harassing his
kind for aid. It has oftcn been
thought in Europe that many

~~, copies were available in thc
Middle East. but recent scholar
ship suggests that many of thc
Muslim's fabled nying carpets

;~ are, in fact. empowered by bound
1 Djinn - suggesting that Osman's

lore has been subject to control by
the coun wizards.

At least one copy certainly exists in the hands of the
Diwan of the Golden Road. Olhers arc found among the
Senusi Dervishes, and one or twO stories tcll of the Fedayin
of the Second Hasan using such spells.
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Thaumic Cost 0ummary
(Note; these lire costs for new effects only. See the

main rulebook for effects which are also known 10 New
Europan wizards.)

The Transcendent Wisdom of
Suleiman Ibn Daud

Wan/the Djinn 4 ...
Bind Flame to Form 4 •
Exorcism oj Fire 4 •
Solomonic Vision 4 •
Solomon '5 Command of 1'1"11111 6 •
Circle of the Seal 4 ...
Diminish the Flame 8 •
Shafter file Seal 4 ...

The justification of the Philosophers
Warn of the Terrible 8 +

The Entire Kash( al-Asrar
ofAI-Jawhari

Sense Traps 4 •
Search Out the Magid. 4 ...
False Trigger 4 •
Lock Mechanism 6 •
Stasis oj £1Ic!Jalllmellt 8 •
The Spade of the Philosopher 8 •
Tes//he Vallie 4 •

The Ghayat ai-Hakim
The Omw/ar Head 16 •
Speak Wilh file Oracle 4 ...
Worm ill the Bud 4 •
Guise ojShadows 6 ...
Read the Fillest Book 6 ...

The Suns of the Lights
Conjure the Servitors 8 ...
Distam Audience 6 ""
The Dallghrero!rhe White King 12 ...
Banish fhe SllIllI110lled 6 ...

"fhe Treatise ofAbu 'I-Qasim ai-Iraqi
The Seekers 6 •
\Vater Walking 6 •
Mellfa! Communication 6 •
The Curse oj the Unclea/l 6 •
The Curse oj Confusion 4 •

The Memorial Lessons of Dede Korkut
Lock the Limb 4 •

-
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Other Volumes
The hanscendent Wisdom
ofSuleiman Ihn Daud

This "book," attributed to Ihe biblical Solomon
(Sulciman), actually represents instructions for the creation
and use of the Seal of Solomon (sec p. 19), and an accumu
lation of variations, extensions, and minor adaptations of
the original "Solomonic" lore. As such, it is available to vir
tually every sorcerous order in the East, and copies arc also
in the hands of a great many individual wizards and other
scholars. However, some copies are incomplete or incor
rectly transcribed - which can be lethally dangerous.

The Transcendent Wisdom usually consists of a collec
tion of bulky papyrus scrolls, faded and musty. heavily
annotated in a variety of handwritings and languages. In
addition to the basic theory and design of the Seal, it pro
vides some "derived" spells. Ward the Dji/lfl causes one or
more Djinn to refrain from approaching the caster any clos
er than at the moment of casting, and from attacking the
caster or anyone else the caster indicates. Bind Flame to
Form prevents Djinn from changing shape, passing through
walls, or using any other aspect of the Etl/erealne.u ability.
Exorcism of Fire inslantly and utterly cancels any kind of
mental control, influence. or possession exened on any
human by any Faerie (not just Ojinn). SolomOflic Vision
cancels and negates any Faerie illusion or Glamour (again,
not limited to Djinn). Solomon's COII/mand of Tnl/h oblig
es a Djinni to answer any question flJlly and truthfully.
Circle of fhe Seal creates a circular barrier which no Djinn
can cross - in or out. Diminish file Flame reduces any or all
of any Ojinni's abilities by one level. (Each ability counts as
an "element" for Spell Definition purposes; up to four abil
ities are "a few clements.") Lastly, Shaner the Seal enables
the caster to break open any vessel or container lIllIt has
been closed with the Seal of Solomon, releasing any Djinni
held within. (This last can often be accomplished by a triv
ial action. such as pulling a cork out of a boUle, but some
times, more dramatic elTectS arc required; see Doughty's
freeing of Ihe Djinni Servant on pp. 74-75 for an example.)

The justification of the Philosophers
Authorship of this book is credited 10 the 12th-century

Spanish-Arab philosopher Averrocs (Ibn Rushd), who
wrote it to demonstrate the benefits to humanity of the study
of all aspects of science and philosophy. As such, it is full
of anccdotes and snippets concerning medical techniques,
mechanical devices, automata, and theological arguments
designed to confound non+Muslims. It is both intensely
practical and frustratingly disorganized. Some Muslim
scholars consider the disorganization 10 be proof that all
existing copies are corrupt or incomplete, and dream of
finding the original text.

The book consists of five linen-paper scrolls, usually
carried in a plain wooden case. Copies are held by the
Mchlcvi Dervishes and the Brotherhood of PUlity. In addi
tion to all the anecdotes and philosophy. the book contains
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A TYPICAL OTTOMAN WIZAQO NPC·
Typical "urban" wiz..1.rds in the Ottoman empire are

shrewd, versatile. egocentric characters, who arc used to
the idea thai their powers should command respect. (Of
course, the members of the more scaelive Orders cannot
always show ofT those powers. but when they do, they
expect any observers to be suitably dumbstruck.) Magid
is widespread and Fairly commonplace in these lands, but
that doesn't make it allY less powerfu1. and "untalented"
individuals who know that it works should be doubly
careful of it. Of course, wizards still have to eam their
livings, but they can do so from stalls in the bazaar or by
taking comfortable jobs with powerful men - and so they
do. And many of them are very good al their work.

For example. a typical freelance wizard or member
of the Wielders of the Balance might look as follows:

Castle Falkenstein
Abilities: Connections Good, Courage Good,

Education Exceptional. Exchequer Good, Fisticuffs
Poor. Marksmanship Poor, Ottoman Way Good.
Perception Good. Sorcery Great, Stealth Good.

GURPS 110 points
81' 10 10]: DX 10 [01; IQ 13 130]: H1' 10 10].

Speed 5; Move 5.
Dodge 5; Parry 4 (ShOrlSword).

Ad~'alltages: Claim to Hospitality (Colleagues)
12]; Comfortable [10]; Contact (Business,
effective skill 12, 9 or less) [I];
Fearlessness +2- [4]; Magcry 2 (25J:
Status I [5].

Disadl'ollwge.\': Code of Honor (Mercantile
Fair·Dealing) 1-5); Odious Personal
Habit (Boasting) [-5]; Proud [-IJ:

useful spells: versions of Restraim 'hrough Magic
Circles. Wards or "l"i'.llismaIlS, Strellgthell Ihe Ufe BOlld.
Psychic Bond, and Break Ihe Bindillg. as found in the Order
of SI. Boniface's Rill/al Writillg of Psychic Bindillg; Tf"IIe
Visioll, as found in Agrivicca Rexus' Realm ofIlIlIsio"; Cast
Ollt 111e Olher (see Realm of the Unk"owlI Mil/d);
!Janishment (Ubram of SUII/molla/ioll); and an otherwise
unknown spell, Wam of the Terrible. which tells the caster
of any naturally-occurring disasters that will befall in its
area of elTect in the ncar future. ("Disasters" include any
stonn. earthquake, tidal wave, or avalanche serious enough
to hann shipping or buildings; use the spell's Dumtion ele
ment for the period covered by the prediction. The caster
willieam the general n:lture and location of the disaster, but
no very precise details - just enough to save any lives at
stake,)
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and one of Bad Temper, Bully, Ql;..Overconfidence
[all -10].

Skills: Archaeology-IO [1/2J: Augury-IO [IJ:
Camounage-12 [112]; Chess-12 1112'1: Detect
Lies-II f11; Fortune Telling-II [1121; Hidden Lore
(Secrets for home city)-II lll2]; History-II [I);
Intimidmion-13 L2]; Litemture-II [I]; Lorebook
(Entire Kashf al-Asrar of AI-Jawbari)-14 [12j;
Lorebook (Libram of Mystic Transfonnation).J4
[12]; Merchant-12 [1.1; Riding (Camel)-8 [II2J;
Ritual Magic (Arabian)-14 fl2]; Savoir-Faire-15
[01*; Shortsword-8 [1/2}; Sleight of Hand-8 [IJ;
Stealth-II (4).
* Free from Status,

Langllages: Arabic-12 [I]; Farsi-II [112]; Hebrew·11
[II2J; Pahlavi-II 11/2]: Turkish (native)-13 L0].

111is wizard has spent years burrowing through
musty scrolls, but hasn't (yet) parlayed this power into
much wealth or social advancement - but even so. the
populace at large realizes that he is someone to take
seriously.

A Vizier or other Court Wizard would. of course,
have rather more connections. wealth, and social skills: a

bazaar conjurer might be weaker in
some areas. and perhaps downright\I~ ~ mediocre :It' magick (albeit with

more "streets" skills). A sor
cerer with a practical bent

(\ might tum out to have a
V surprisingly narrow nOIl

mystical education; even a
Master of Magick only has
time to do so much!

It is interesting to note the simi
larities between the spells in this book and

those in the Rill/aJ Writing of Psychic Bindillg. It
seems certain thaI the Order of S1. Stephen of Malta had
access to at least a partial copy of The Justification of Ille
Philosophers.

The Enlim Kashf al-Asrar ofAl:/awbari
'1l1e KlIslifal-Asmr is a 13th-century Egyptian manu

al describing the profession of the mll1alib. or treasure
hunter. who sought fortunes in the tombs and lost cities of
that land. The rare f/lll version of lhe book includes an
appendix describing magickal techniques - especially
methods for defeating the traps and defenses thal such sites
might possess. Its author. AI-Jawbari. was clearly a prag
matic fellow; the effects it contains are mostly low-pow
ered and highly specific, but effective. (It is also an excel-

87



Playin8 Ottoman Wizards
II's perfectly possible to play an Ottoman wizard. but the HostlGM should

beware; these characters lend to be melodramatic and egocentric as well as pow
erful. Some players may enjoy playing them 100 much.

You have mastered the Arts of Magick, the names of the Djinn. and the scrib
ing of the Seal of Solomon - and even the [nfidel admit that few sages can match
the wizards of the Duoman Empire for power! Now, you are going out into the
warla: after all, the great scholars of old often wandered from city 10 city, and the
lands of men hold little that a Master of the Lore need fear.

In Your Diary: NOles on the places you visit (admiring or disdainful); ideas
about possible names and natures of legendary Djinn; arcane symbols and notes.

Motives: Associating with infidels and wanderers? You are evidently a little
strange - but then, the ignorant always say that about magicians! Perhaps you are
an idealist refonner in your field. seeking to combine the best of the Empire's old
traditions with Western ideas. and prepared to learn even from infidels. Or perhaps
you have discovered, by study or divination. that some anifact of power has fall
en into European hands -recovering it is wonh putting up with the company of
crazy Farangi for a while.

Castle Falkenstein
Strong Suits: Coumge. Perception, Sorcery.
PossessiOns: A sct of impressive Turkish-style gannents, a shon sword and

dagger. and severa1 heavy finger-rings, some of them carrying the Seal of
Solomon. -

GURP.-S Template 70 pain!s
A.ribul,,, ST 1010/; DX II [IOJ; IQ 13 (30J; HT 10 [OJ.

--:4dwmtages: Magery I [15]; Status I [5]: and either Comfortable [lOj or 10 poilllS
from Fearlessness f2llevelj, Language Talent [2IIevel], or Strong Will (4/1evel).

Disadmlltages: -20 points from Anentive (-1]; Bad Temper [-lOj; Code of Honor
(Muslim, "Pirate's." or personal) l-5 or -IOJ; Easy to Read [.10]: Glory Hound
[-15]; Greed [-15J; Oblivious [-3], Callous [·6j, or Solipsist 1-10]: Odious
Personal Habi ariesl: Overconfidence HOJ; Overweight [·5]: Proud [-I] or
Selfish [-5); ReputatIOn (Usually from group membership, or just as a shady
character) [Varies]; Skinny [-5J; Staid [-I], Nosy Hl, or Curious [-5 to -15];
Trademark [Varies]; Uncongenial H]: or Unfit [-5}.

Skills: History (MlH) IQ·I 11]·12: two Lorebooks, each (MNH) IQ-I [4j-12:
Merchant (MIA) I -I (1]-12; Riding (PIA) DX-I rJ]·IO; Ritual Magic
(Traditional Ottoman) (MNH) IQ-I [4]-12; Savoir-Faire (MIE) IQ+2 [01-15*
[0]; and any four of Archaeology (MIH) IQ-2 [1]-11, Augury (MNH) IQ-3
(1]-10, Fortune Telling (MIA) IQ-I (1]-12. Hidden Lore (City secrets) (MIA)
IQ-l[l]-12. Intimidation (MIA) IQ-I [1]-12, Languages (any) (MIA) IQ-1
[1]-12, Literature (MIH) IQ-2 [1]-11. Philosophy (Muslim) (MIH) IQ-2 [1]-11,
Physician (MIH) IQ-2 [II-II, Poetry (MIA) IQ-I [11-12, Sleight of Hand (PIH)
DX-2 [1]-9. Stealth (PIA) DX-I [1]-10, or Thaumalology (MIVH) IQ-2
[1]-11**.
* Free from Status.
** Includes +1 for Magef)'.

Customization Notes: Most such wizards speak (and read) more than one lan
guage: Turkish for convenience in the modem world, Arabic (including its older
fonns) both for ventures into Arab-dominated regions and for study of early texts,
and Hebr:e.w, Pahlavj (classical Persian). and quite likely Classical Greek for schol
arly purposes. In fac~ feel free to add as many skills from the optional list, possibly
at much higher levels, as point allocations pennit. A good wizard character will have
some entertaining quirks: most also have at least a few hobbies, interesting associa
tions, and rivalries. See pp. 82-85 for notes on character features appropriate for the
various secular Orders.
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lent reference for use of several
Cantrips.)

The full KashJ consists of a var
ied number of scrolls or, occasional
ly, a leather-bound volume, but the
magickal section is usually separate.
in a single large scroll, carried in an
ainight brass case. Copies are avail
able to the Scnusi Dervishes and the
Wielders of the Balance. It describes
the following effects: Sense Traps
identifies the locatjon of any life
threatening traps or pitfalls, magickal
or otherwise (but nOI their precise
nature); Search D,ll the Magick simi
larly locates any "passive" enchant
ments lhat may be awaiting some
kind of activation. without "analyz
ing" them: False Trigger causes such
"waiting" enchantments to "go oW'
as though their triggering condition
has been met: Lock Mechanism caus
es machinery to jam solid for the
spell's duration or until dismantled
and reassembled (a rar more useful
effect in the Steam Age than when
the book was written!); Stasis of
Enchantment causes a magickal
object or spell to cease movement.
ailhough other functions endure (for
example, a flying carpet or magc
simply remains stationary in mid-air,
but does not crash - its "Levitation"
function remains effective; The
Spade of the Philosopher moves
earth. soil. loose. light rubble. or sand
aside from its Delinition area, up to
about six feet deep: and Test the
Vallie tells the caster if something
that appears to be gold or silver is
genuine or not.

T7Je Ghayat ai-Hakim
This 11th-century book. whose

title means ''The Goal of the Sage,"
was traditionally said to be the work
of a scholar named AI-Majriti.
However. modem students doubt this
accreditation: the author is now usu
ally referred to as the "Pseudo-A1
Majriti."

Certainly, most people would
wish to disclaim any responsibility
for this volume. which is a gruesome
treatise on the dark arts of
Necromancy. Heavily "watered
down" versions, describing effects
but nOi techniques. arc to be found in
a number of libraries. and are tradi-
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tionally used to instruct benevolent wi7.llrds in the dangers
posed by their enemies. Full copies arc said to be held by
some solitary magicians - the most twisted and power
hungry - and the Fedayin of the Second Hasan (although
people will believe allYthing of that last group, if they
believe in it at all). Copies usually take the form of compi-

full copies of the GhByat BI-t1akim are
said to be held by some solilary
magicians - the most twisted and
power-hun8ry - and the fedayin

of the &cond t1asan.

130 points

ily concerned with high-power Djinn-summoning. It usu
ally has the form of a single volume, bound ~n highly dec
orated covers ornamented with silver; copies are held by a
number of solitary magicians all the Brotherhood of
Purity, and a striking number of Kalendari Dervishes seem
to have studied the work.

Spell effects to be found in the book include COlljure
the Servitors, which summons one or more Djinn Servants
(see p. 106), who are automatically willing to perform one
single, simple task for the caster - usually either delivering
a message to a fixed location, or guarding some spot
against all comers (assassinations and most other duties are
too complex, although ingenious wizards can make simple
commands lead to complex results; the Servants will auto
matically disappear at the end of the spell's duration);
Distam Alldience, wh.ich pemlits the caster to converse
mentally, at whatever range, with a single named Djinni of
any power level. which will talk politely (though not nec
essarily obey requests or agree to bargains); The Dallgiller
oJthe White Killg, which will summons a single, powerful
female Djinni Lady (p. 107), who will be very friendly to
the caster, ahhough again, her assistance is not automatic
for difficult tasks; and Banish the SlImmoned, which caus-

Castle Falkenstein
Abilities: Athletics Good, Corpeliness Poor, Courage Great.

Education Good, Perception Greal. Perfonnance Good, Physician Good,
Sorcery Great, Stealth Good.

Dervi~e~fl;~!y.~ra~~hi~ta!i~i~~ep~~~icalinler-
ests; remember, for a Dervish, Sorcery abiLity may well jusl be a side.
effect and a distraction. When running such a character, beax:.in mind that
Sufi training emphasizes non-rational, in!Uitive ways of seeing the uni
verse; the Dervish should spend half the time seemingly distracted and
completely out of louch, and the other half exhibiting nashes of weird
inspiration. A typical example might be:

GURPS
ST 10 10j; DX 12 [20]; IQ 13 [30]; HT II 1101.

Speed 5.75; Move 5.
Dodge 5.

Advalltages: Claim to Hospitality (Order's Madrassahs) [3]; Cool [I];
Lntuition [151; Magery 2 [25j; Strong WilJ +2 [8].

Disad}'amages: Disciplines of Faith (Mysticism) [-IOJ: Poor [-151;
Sense or Duty (Sufi Order) [-10]; Unattractive [-5J.

Skills: Augury-IO [I]; Bard-13 [2J; Camounage-I'1 [1/2]; Detect Lies-II
[I]; Diagnosis-II (I}; Hiking-IO [IJ; Hislory-12 [2]; Holdout-12 [IJ;
Literature-13 (4): Lorebook (As for Order)-14 {Ill; Lorebook
(Second for Order)-12 [4J; Physician-II [I]: Poetry-12 (I]; Riding
(Camel)-IO 1I/l]; Rilual Magic (Dervish)-14 (l2J; Stealth-13 f4};
Survival (DesenH2 [11; Theology-15l8].

UJllguages: Arabic-12 [I]; Turkish (native)-13 [0].
A Reputation is probably also appropriate. according to the

Dervish's Order; see p. 79. Some Orders, notably the Mehlevis, use
dances or chanting as meditat'ive aids, implying Dancing or Singing skilL

•

•

The Suns oj the Ligbts
This Medieval book was written by :l

wizard named Ibn AI-Hajj, and is primar-

lations of hasty notes on a mixture of paper and papyrus
sheets, roughly bound between black
leather covers.

The spells found in this volume
include 11Je OraCII/ar Head, a technique
that transforms a murdered man's head
into a source of information; Speak With
the Oracle, which then causes that same
head to speak truthfully on any subject
(apply Spell Definitions to the location
of the subject of the question): Worm in
the Blld, which causes inanimate organ
ic matter (such as food. drink, or cut
nowers) to rot or sour; Gllise oj
Shadows, which permits the caSter to
move at double speed in dark or heavily
shadowed areas and increases their
capacity for stealth at the same time
(Castle Falkellsteill: increase Slealth
ability by one level; GURPS: +2 to
Camounage, Shadowing, and Stealth
skills); Read the Finest Book. which
enables the caster to view events prior to
an intelligent being's death by dissecting
its corpse (use the Duration Definition
modifiers for the time which the caster
looks back); Create Blinding Pain as
also found ltl the MallllSCriplllm
Memallis. Nightmares alld Erotic
Dreams as in Megron's Rea/m oj
Dreamillg, and Draining oj the Life
Force as in the Dark Libram of
Necromancy.

On Arabian MB8ickal Arts l>--- 89



es any summoned creatures (not just Djinn) to vanish back
to their place of origin.

The 7t-eatise ojAbu 'I-Qasim ai-Iraqi
The 13th century was a golden age for Arabian sorcery.

and Abu'I·Qasim was one of its leading figures. He mas
tered the art of Djinn-summoning, aod allegedly extrncted
instructions from them for more direct fonns of Magick.
Hjs Trealise is actually more of an anthology, disorganized
but full of useful effects. consisting of a colleclion of
papyrus scrolls held in a medium-sized cedar-wood chest,
carefully protccted by the Seal of Solomon (to prc\'ent irri
table Djinn from depriving humans of these techniques).
Copies are found in the libraries of the Bcktashi Dervishes
and a few, panicularly luck')' or powerful solitary wizards.

Spell effects available to the reader of this book inelude
77,e Seekers. which summons one or morc Djinn Servants
(see p. 106) who will search for one specified item to the
limits of their innate ability, bringing it back to lhe caster if
possible and if so asked, otherwise retuming with details of
its location; Water Walkillg. enabling the subject to walk or
run on any liquid surface; Mental Commllnication. enabling
the caster to "speak silently" to other intelligent beings
through any barrier; Tile Curse ofthe UI/cleall, which gives
its victim the head of a dog; The Curse ofConjilsiol/, which
can only be cast on a female subject - and which gives its
unfortunate recipient a beard: and Ktlowledge of F/igll1, as
found in Osman's Tome of Physical MO\'emenl.

The Memorial Lessons ojDede Korkut
This book is, literally, unique: the only copy is held at

the heart of the secret library of me Topkapi Palace in
Istanbul. and access to it is restricted to the Grand Vizier
and a few trusted members of the Diwan of the Golden
Road (plus whoever the current Grand Vizier wishes to
bribe or assist). It consists of a huge bound volume with
papyrus pages, and wooden covers with massive brass and
iron fastcnings: the whole is too heavy for a nonnal man to
lift.

This volume is a compendium of shamanic Magicks,
dating back 10 the days when the Oltomans were a small
tribe of nomadic warrior-herders. Their lribal wise~men

were magickally competent. even lhen, and this was part of
the secret of their rise. When the lribal leaders seuled in
cities as the rulers of an empire. a particularly shrewd
shaman realized that his people would need reliable access
10 thcsc powers, and set to work recording them on papyrus.
(This shaman was not the real Dede Korkut. a legendary
figure dating back to the nomadic era.) Since then, the
Empire's vi7jers have used. annotated, and extended me
book.

11le Memorial ussons contains inSlructions for every
effect in Bllrton's On n,e Raised Forces of Nature and in
me Manl/script of ParanomuJ! Di"inalion. along with
Emrflncing &: Begl/i/ing, Create Blinding Pain, and Memal
Barrier effects equal to those in the MatlJlscripwm
Mefllalfis, and Lock fhe limb, which causes anyone of the
target's muscles or joints to be paralyzed. (See Castle
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Falketlsldn or GURPS Castle Falkemlleill for dcwils of
these other books and effects.)

The Book ojAbdhul tbe Mad
This masterly work on the science of artifact enchant

ment. also known as the Kifab al-Abdlml or the Kiwb ai
Majmm. is described elsewhere (pp. 116-123). Copies are
fairly rare: there are several in the Topkapi Palace, for use
by the Diwan of the Golden Road, and some in solitary
wi7..ards· libraries, However, because even a potent wi7.ard
may fccl cautious about binding a Djinn to service, the
book's users frequently recruit others to assist their work
which means that some of the Wielders of the Balance and
a few Dervishes have learned more than may be healthy of
its contents,

Cantrips and Wards
Unsurprisingly. Eastern wizards appear 10 have full

knowledge of all common Cantrips and Wards (See
Comille II Fallt, p. 91, or GURI'S Castle Falkellsteill, pp.
CFI13-114). Ouoman wizards are generally very adept
wilh Wards in panicular, using versions thllt ineorporme
elemenlS of the Seal of Solomon. In addition. they have
developed the following additional Canlrips:

Create Coffee is useful for impressing one's visitors.
It docs not. strictly speaking, create the beverage. as the
caster must know the exact location of suitable coffee
beans. water, sugar, and cups or glasses, and must be with
in 20 fcct of these components; the spell then instantly
combines and transforms them into up to six small eups of
perfect Turkish coffee. [ .18 TER]

Flare is a showman's CanLrip: it cremes an inSlanta
neous nash of light and cloud of smoke. aooul seven feet
high, within six feet of the caster. This is nOI powerful
enough to cause hann, or even to dazzle, but it call sinnIe.
At the Host's option. it may increase the caster's effective
Charisma (by one or even two levels in Castle Falkenstein,
by +1 or +2 in GURPS) - but only for purposes of startling
or confusing others, and only if the "target" wasn't expect
ing it Furthennore, a quick caster may he able to duck
unnoticed through a nearby doorway or behind cover at the
momenl of the nash (Ca!>·tle Falkenstein: Make a Feal
Check: the wizard's Stealth against the best observer's
Perception; GURI'S: Roll a Quick Conlest of the wi7..ard's
Stealth against the besl observer's Vision roll), [",/9 TER]

Sinister Aspect makes the caster brieny more impres
sive. purely in a frightening or disconcerting way; his face
seems darkened by shadows. his stare seems to pierce to
the very soul of whoever meets it. and his voice becomes
sibilant and heavy with obscurc menace, In Castle
FalketJsteh" this has the effect of increasing one appropri·
ale ability (usually Charisma. bUI possibly Perfonnance or
others) by one level, but only for purposes that can be
served by wonying another, or frightening them into sub
mission: in GURPS it gives +2 to Intimidation. and to
Interrogation or any other skill that could plausibly benefit
from scaring its target. Thc effect lasts for aoom 10
seconds. r.18 TERl



PLL\YING DEQVI611 WIZL\Q06

75 points
II [IOJ: IQ 13 [301; HT II

If "urban Quaman" wizards are power-crazed, their
Dervish counterparts are just plain strange. Some players
may enjoy this; olhers may not even want them around.

Your interest in the supematural is subtle and com
plex; your prime interest is in ullaining an understanding
of the nature of Allah, which is nothing to do with
Magick. However, your studies of ancient lore. poetry.
and mental disciplines have given you - as a side-effect
- certain skills which the foolish think arc important.
Now, while you would rather continue your religious
studies, you find that you must sometimes act in the sec
ular world.

[n Your Sheaf of Notes: Speculations on the
Divine; Rich, ~cstalic, metaphorical poetry; completely
inexplicable ramblings.
.. '" Motives: You Have Your Reasons, which the unen
lightened may find confusing. Perhaps you have decided
that studying Ihe ways of a strangc and alien culture
WOUld help you discard some dangerous preconceptions
aboul the world; perhaps you have had a mysterious
vision that suggests Ihat these folk
may be involved in important
events; or perhaps you just enjoy
their company.

On the other hand, the Dervish
Orders have their political connec
lions and entanglements; even if
you would rather be contemplating
the Divine, it may be lhat some
friend or teacher has asked you 10

pursue some matter - and these
foreigners seem to be on the same
path. You can always argue theolo
gy wilh them as you go.

Castle Falkenstein
Strong Suits: Courage,

Perfonnancc. Sorcery.
Possessions: A bizarre and

shabby set of robes: a ballered
traveling-staff; a sheaf of scrawled
notes mixed in wilh somc trea
sured scrolls and books.

GURPS Template
Attributes: ST JO [0]; DX

[10].
Adl'Q"llIge~': Claim 10 Hospitality (Order's Madrassahs)

[3J; Magcry I [15]. Add 20 poinls from Acute Vision
[2IIevel]; Alenness [5I1eveI1; Allies (Fellow dervish
es) LVariesl; Animal Empathy [51 or Beast-Kin [IS]:
Autotrance [5]: Awareness [15]; Cool [I J,
Composed [5]. Fearlessness [2IJevel], or Unfazeable
[15]; Disease-Resistant or Immunity to Disease [5 or
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-10]; Empathy or Sensitive 115 or 5]; Fit (51; High
Pain Threshold [IOJ; Intuition [15]; Less Sleep
[3/Ievelj; Pitiable [51; Sanctity [51; Single-Minded
[5]: Strong Will [4I1evel]; or Toughness (DR I) (10).

Disadvalltages: Disciplines of Faith (Asceticism) [-15]
or Disciplines of Faith (Mystjcism) [-IOJ and Sense
of Duty (to olhers of the same dervish group or
Madrassah) (-51; Struggling [-IOJ. Add -10 points
from Atlenlive [-I]; Broad-Minded [-IJ,
Undiscriminating 1-1], or lntolerance (Rcligious)
[Variesl; Clueless [-10]; Humble [-11; No Sense of
Humor (-101; Nosy [-I] or Curious f-5 to -101;
Oblivious [-3]; Odious Personal Habits (Unwashed.
fond of paradoxes. preaches all the time ...)
fVaries]; Shyness [Varies1; Skinny [-5]: Truthfulness
(-5]; Unattractive [-51; or Weilth~rcduced to Poor
1-5].

Skills: Two Lorebooks, each (MNH)lQ-l [4]-12; Ritual
Magic (Dcrvish) (MNH) IQ~I [4H"2: Theology
(M/H) IQ [41-13; plus any three of Augury (MIVH)

IQ-2 [21-11, Autohypnosis (M/H) IQ-I
12J-12, Baed (MIA) IQ [2J-13.
Calligraphy (PIA) DX [21-11, Dancing
(PIA) DX J21-11, Detect Lies (MIH)
IQ-I [2J-12, Dreamjng (MIVH) IQ-2
[21-11, Hiking (PIA; HT) HT [21-11.
History (MIH) IQ-I [21-12. Hypnotism
(MlH) IQ-l 12)-12. Litemture (MlH)
IQ [21-12, Meditation (MIVH) IQ-2
[2J-II, Natura"Sl (M/H) IQ-I (2)-12.
PhysicianrrL4 (M/H) IQ-I [21-12,
Poctry (MIA) IQ [2J-13, Psychology
(M/H) IQ-I [2J-12, S;nging (PiE: HT)
IIT+I [2J-12, Stealth (PIA) DX [2J-11.
or Survival (DeSCJ1 or Urban) (MIA)
IQ [2J-13.

ClIstom;zntiQIl Noles: See pp. 82
85 for guidance on Rcput:ltiolls and
other features appropriatc 10 the vari
ous Orders. A Sufi Sheikh will have
higher Theology and Poetry skills,
Teaching skill, and probably a

Reputation within his Order for wisdom and insight.
Some Dervishes may be given to spying on rival factions
or evildocrs (takc Stealth skill and add Holdout,
Shadowing, and Camouflage); Olhcrs may be more aca
demic (with a wide and surprising r.mge of Scientific
skills. albeit not usually from the ';hard sciences"), may
have Outdoor skills reflecting wanderings in the wilder
ness, or may function as bazaar conjurors (perhaps with
Fire Eating, Juggling, Holdout. or Sleight of Hand added
10 Bard).
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Sha 'ir Magickal Techniques
Sha'ir study no books (many of lhem arc illiterate), and

not all of them find tcachers - although lhose who do have a
much better chance 10 survive to reach significam levels of
power. Rather, they meditate on the desen landscape and sky,
then wcave poetic invocations lIlat genernte magickal effects.
Because their Magid: relies on this intimmc connection with
the land, it seems certain mat only someone born and raised

a Bedouin, dwelling in the desert and
listening to the tribe's store of eloquent
Arabic poetry. can ever become a true

Sha'ir. Furthennore, no Sha"rrcan ever
learn magic from books.

Castle FalkelJslei,,: Sha"ir should
simply take Good (or beller) Sorcery,
and gain the powers detailed below.

GURPS: Sha'ir must have Magcry
I or higher, Ritual Magic skill (with the
specialization "Sha'ir Poetic Rituals"),
and a IO-point Unusual Background
("Sha'ir Poetic Tradition"). Most also
have Awareness, allhough this is not
actually mandatory. Instcad of buying
Lorebook skills (which arc actually
forbidden to them), they use Ritual
Magic skill for all their spellcasting; as
with other magick·workers in the set
ting, their Ritual Magic skill cannot
exceed 10 + (twice their Magcry level).
Sha'ir gain several ''fonns'' of magick
aI expertise:

ComnltlJld of lh~ Ojinn: This is
functionally equivalent to the spells in
TIle Tronscendem \Visdom ofSlI/eiman
Ibn Daud. The vcrbal components of
Solomon's Magick have been woven
into the region's poetic tradition; a
Sha'ir can instinctively cxtract the rele
vant fonnulae and use them, usually to
guard the tribe against Ghuls and
suchlike.

Heroic IIISIJim/ioll: This is the abi!·
ity to "motivatc" anyone who under

stands your languagc, by improvising impressive and hean
ening poetry. In game tcnns. it increases the subjects' abilities
or skills; treat it as a "Mental" spell cffect. Castle
Falkellsleill: Raising anyone of Athletics. Charisma.
Courage, Fencing (Swordsmanship), Fisticuffs,
Marksmanship, Physique, or Stealth is treated a single ele
ment: any three of lhese are "a few clements:' and raising
IOOre than that is treated as requiring the subject to perform
"multiple tasks:' as it verges on gi\'ing the subject a wholc
new personality. The base Thaumic COSt of 6 for a one-level
increase. 16 for two levels. GURPS: The tcchnique can raise
any Physical skill not requiring fine manipulation
(ComballWeapon skills, Stealth, etc.. are pemlined, but
Woodworking or Sleight of Hand are not), or Bard.
Intimidation. or Leadership. Raising anyone skill counts as

124 points

II Typical 6ha'ir NPC
Castle Falkenstein

Abilities: Charisma Good. Courage Great, Education Poor. Perception
Great, Perfonnance Great..sorcery Great. Tribal Etiquelle Great.

Notes
This represents a fairly highly-rated "lriballore-master:' well accustomed

10 commanding the attention of men and Djinn: however. he has learned that it
is orten wiser to remain silent. A younger or more hot-headed Sha'ir might
place marc emphasis on charisma than perceptions: one who has made a living
as a traveling poet and story-teller mighl focus on the skills associatcd with
(hal; a really famous individual might have excellent social conncctions (tribal
overlords and local kings) and an even beller grasp of tribal cliquette.

GURPS
ST 10 [01; DX II [10]; IQ 14 [45J: HT 12 [20].

Speed 5.75: Move 5.
Dodge 5: Parry 7 (Fcncing).

Ad,'all/ages: Awareness [15): Charisma +1 [5J; Fearlessncss +2 [4J; Magery 2
[25]; Rcputation +2 (Within localtribcs, as a poet and a helpful supernatur·
al talent. 10 or Icss) [2J; Unusual Background (Sha'ir poetic tradition) [IOJ.

Disadl'an/ages: Broad-Minded [-II; Code of Honor (Muslim) 1-1OJ; Loner [-5J;
Odious Personal Habits (Cryptic utterances and/or Casual rudeness) [·5J;
Primitive (11.4) [-51; Reputation -2 (Within local tribes, as an uncanny
supernatural madman, 10 or less) 1-2]: Struggling [-10].

Skills: Area Knowledge (home region)-15 (2); Bard-15 [2J·; Bardic Lore-13(2J;
Detect Lies-12 [lJ; Fencing-II 12}: Hiking-II [lJ: Orientccring-13 II];
Poetry-14 [2J: Riding (Camel)-IO (IJ: Ritual Magic (Sha'ir poetic rituals)
-14 [8J; Savoir-Faire-15 121: Survival (Desert)-l4 [2].
• Includes +I (0( €harisma.

The Bedouin Tradition:
Sha'ir

The Bedouin arc. as a people. deeply suspicious of
Magick - but !.hat does not mean that they lack expens in
lhe field. The puritanical Wahhabis reject all such Arts, but
other groups retain their inspired poets and triballore-mas
ters - the Sha';r.

A SIIll 'ir is a brilliant aItist with insights into lhe spirit
world (and as a gamc character, must have abilitics to reflcct
this - in Castle Falkells/ein, at least Good Sorccry: in
GURPS, (he Magery advantage). However, greatness in
such fields is often closely related to madness, and many
Sha'ir arc also considered Majllllll, or madmen. In foct,
there arc also obvious lunatics who possess some, apparent
ly spontaneous. magickal powers - a worrying thought.
(Nor is it safe to kin such a Majnun. as his power. madness,
or curse. may well somehow senle on the slayer. Details of
this effect are left to the HostlGM.)

It should be noted, incidentally, that in addition 10
Sha'ir. the Bedouin frequcntly encounter wandering
Dervishes and ih'dependent wizards. TIle tribes don't draw
much distinction betwcen these catcgories - all are more or
less Majnun.
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"a single elemen!.'· any three are "a few elements," and rais
ing more than that is lreated as requiring the subjcct to per
fonn "mulliple tasks," as it verges on giving the subject a
whole new personality. Each + I [0 skill has a Thaumic
Energy Cost of +3; no skill can be improved by more than +5.

Satiric Assalllt: This cffect enables the Sha'ir to dimin
ish the abilities of an opponent (who doesn't even have to
understand the language involved) by contemptuous poetic
mockery. Treat it as a "Mental" spell effect. Castle
Falkellsteill: The effect has a base Thaumic Cost of 8 for a
reduction of one level. 16 for two. The effcctive complexity
of the spell, and the Abilities that can be affected, are exact
Iyas for Heroic Illspimriorl. GURPS: The effect can reduce
any category of dice rolls; categories include attack rolls,
defense rolls, or damage rolls in combat, Will rolls, Sense
rolls, rolls against anyone attribute, or specific noncombat

skiJls. Reducing anyone category counts as "a single cle
ment," any three are "a few elements," and reducing more
than that is treated as requiring the subject to perform "mul
tiple tasks," as it verges on giving the subject a whole new
personality. Each -I has a Thaumic Encrgy Cost of +3; no
roll can be reduced by more than -5.

Sense Magick: Finally, a Sha'ir can or other supernatur
al forces in a place or objcct, without conscious spell-casting.
In Castle Falkellstein, this is normally a Good Feat of
Perception (Hosts may make it harder or easier, depending
on the phenomcna); it generally requires physical contact,
although il may be consciously attempted at a distance with
+2 Difficulty per five yards of range. On a High Success, the
Sha'ir gains a vague idea of the nature and significance of
whatever has been sensed. In GURPS, this is covered by the
effects of the Magery and Awareness advant'lges.

Fitting a Sha'ir into an adventuring party could be
very hard work - but nothing is impossible ...

You.- have spent your life learning tribal lore and
ancient epics. You have stared into the heart of mystery and
ttie pure glory of the desert, and you have not blinked. You
have the inspiration of the true poet, and the wisdom of the
sage. You arc a Sha';r.

Now, something is taking you away from the lands
and the tents of your tribe. Unknowable is the Will of
Allah!

[n Your Excellent Memory: Thousands of lines of
eloquent Arabic poetry; the names of those with whom you
have sworn blood-brotherhood, or on whom you have
sworn vengeance.

Why You're Here: Perhaps you feU out with your
Irib31 chief, because he didn'tli.ke your honesl advice-and,
you'd rather wander oil' with a band of infidels than stay
around ana watch the tribe slip into disaster. Or perhaps
you have sworn brotherhood with some courageous
EUropean, who shares your people's hatred for the Turks,
aoo now you wish to assist his quest. Or perhaps you are
seeking some means to defeat your enemies, and inspira
tion tells you that it may lie beyond the desert. Your des
tiny is clearly complex and subtle - but only a fool ques
tions fale.

Castle Falkenstein
Strong Suils: Charisma. Sorcery, Tribal Etiqueue.
Possessions: Bedouin robes; a plain steel sword;

some strange fragments of inscriptions from ancient
ruins.

CURl'S Template 105 points
AI/ributes ST 10 rOJ; ox II 1101; IQ 13 [30]; HT 12 [20J.
AdVOIltages: Awareness [15]; Magery I 1151: Unusual

Background (Sha'ir poetic tradition) nO]: and 15
points from Absolute Direction {51. Animal Empllthy
[5J, Charisma [5/1evel], Intuition [15], Ally Group
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(Admiring tribesmen) [Varies], Fearlessness [2IIevel],
Fit [5J, Pious [5}, Pitiable ['5}, Reputation (1n local
area, as a poet and/or a helpful supernatur.:ll talent)
{Varies], Sensitive (5), Status I [5]. Versatile 151, or
Voice [10].

Disadvatltages: Struggling [-IOJ: and -20 points from any
of Absent-Mindedness [-15], Broad-Minded [-I] or
Undiscriminating [-I], Clueless [-10], Code of Honor
(Muslim) [-10], Compulsive Vowing [-5J, Imaginative
[-I], Impulsiveness HOI. Lunacy [-IOJ, Oblivious
[-3}, Odious Personal HabiL,> (erazy behavior, casual
rudeness, etc.) [VariesJ, Primitive (TtA) [-51, Proud
[-I]. Reputation (In local area, as an uncanny super
natural madman) [Varies]. Semi-Literac);: [-5], Sense
of Duty (To tribe) (-5], Short Attention Span [-10],
Skinny [-5J, Status -I [-51, Truthfulness (-5J,
Uncongenial [-I] or Loner [-51. or Wealth reducca to
Poo, [-5].

Skill" B,'" (MIA) IQ [21-13; Bard;c Lore (MIH) IQ
14]-13; Poetry (M/A) IQ [2]-13; Ritual Magic (Sha'ir)
(MNH) IQ-I [4J-12; 5u",;v,1 (Desert) (MIA) lQ
[2j-13: and any three of Appreciate Beauty (MNH)
IQ-2 [2J-11, Area Knowledge (home, region) (MIE)
IQ+I r2J-14,Auguf)' (MNH) IQ-2 t2} II, Detecl Lies
(M/H) IQ-I [21-12, Oream;ng (MNH) IQ-2 [2J-II,
Fencing (PIA) OX 121-11. Hiking (pIA; HT) HT
[2]-12. Naturalist (MlH) lQ·) [2]-12. Orienteering
(MIA) IQ [21-13, R;d;ag (Cumcl) (PIA) OX [2]-11,0'
Savoir-Faire (MJE) IQ+ I [21-14.

Customizpl;Otl Noles: See the "Bedouin Warrior"
templmc on p. 66 for idea'> as to (he skills appropriate to a
Bedouin tribesman generally. A manipulative Sha'ir might
add "con-trick" skills such as Fast-Tulk and Fortune
Telling, bolstering his supernatural image without the risks
ofactual spell-casting; one who was strollgly attuned to the
supernatural might have features in common with Dervish
wizards (sec pp. 79-81).
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From the Private Memo;,'S
ofEherhardt Stad"mann

And so, Midha! Pasha and I were swept up by the
Djinni, and whirlwind-borne those many hundreds of
miles, bad: to the city of Constantinople. I carried a pistol,
salvaged from the baUlefield. and a Bedouin sword, which
Hassan found for me - I had not inquired too closely
where. BUI I could not venture to guess how well these
would avail mc.

•

We swepl Lowards the cily as
darkness drew in, and I looked upon

the lanlerns or the wealthy Turks'
houses renecled in the Bosphorus.

•

I found this mode of travel unnerving, naturally, but I
eventually recovered some of my composure. Having, on
occasion. travelled in my employers' craft. I had some
experience of seeing the world passing far beneath me.
Midhal Pasha clearly preferred nOl to look down. bUI he

remained unflustered; we of the West can leach the
Muslims little of dignified calm. The Djinni simply gazed
ahead as it flew, seemingly unintercslCd in the feelings of
smaller beings. __

We swept towards the city as darkness drew in. and I
looked upon the lanterns of the wealthy Turks' houses
rcnected in the Bosphorus; then the Pasha was giving the
Djinni instructions. and we descended in a courtyard adja
cent to a vast and sprawling series of buildings by the
water's edge.

''The Dolmabaehe:' stated the Pasha.
"My task is done;' declared the Djinni. "I can takc you

no further. for these walls arc warded with the Seal. Now I
shall fulfil the second part of my vow. and retire to the
Lands of the Djinn. Fare thee well against mine old master.
Sons of Adam !"

And with that. a whirlwind sped away across the dark
ening sky, and we two were alone.

I looked at my companiOll. "Can we enter safelyT I
asked.

"We can, here," said Midha!. "Come .....
He led me through a small door, and along a narrow.

darkened corridor which suddenly opened out into a sccne
that gliltered. even in the scarce moonlight that came
through the windows. We had found a vast ballroom. dom
inated by the largest mirrors I had ever seen and a gigantic
chandelier. The extravagance of the new palace has not
been exaggerated in repons.

"Follow," Midhat whispered.

~ IN THE DOLML\])L\CHE ~

From tbe Private Memoirs
Cif Eherhardt Starkmann

The Pasha and I slipped through the gloomy palace cor
ridors, seeking the treasury or the Sultan's quarters. Twice.
we paused when we saw other Shlldowy figures, at the far
ends of long passages, going about unknown errands of
their own, but it was elear that the plilace was so vast. and
housed such an intricate organization, that even if we were
glimpsed. we were taken merely for unknown servallls
from departments other than those of the folk who saw us.

Midhat confessed, in a whisper, that even an officer of
government such as he was not pennitted entry to such sec
tions of the building in the nonnal way of things, and so we
were dependent on that which he had heard mentioned in
passing, and what he could deduce.

Thus it was that we blundered upon the harem. I
gljmpsed a long, narrow corridor, lit by one dim lamp. lead
ing away between rows of small, plain doors, for all the
world like a block of cells in a prison-house. 8U1 of course.
the Harem of the Grand Turk is IlOI left withaUi protection.
by day or by night.

Each of the two guards there stood a head taller than I,
and each was naked to the waist. thus displaying physiques
suilable for any circus strong-man. Each had a great.
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curved. intricately adorned sword tucked Ihrough a broad
silk waist-sash.

Unfortunately. we were too close to them, and 100 bla
(antly out of place, not to be recognized as illlruders. Both
took a moment (0 return from their reveries and to take in
the unlikely sight that we presented: then they howled with
outmge and charged, drawing their blades as they came.

By then, however. Midhat and I had ned.
We ran through a string of rooms, each illuminated by

one oil night-light. Even in that dimness, even as I ran, I
saw that these chambers were decorated with an outlandish.
rococo miscellany of European and EaStern ornaments and
furnishings. Polished brass has an uncanny look in such
lighting, its yellowish sheen n.--duced to a dark brown at Ihe
edge of human perception - and there was much polished
brass here.

We hurled chairs and pulled down silk hangings in our
wake to slow the pursuit. In one room. I saw a great cast
iron and gilt table, plainly of French manufacture. conve
nientJy placed: I paused for a moment to push it across the
doorway. The door shook for a moment and then a broad.
curved blade smashed through ils solid wood panelling.
stopping an inch shan of my face. I turned again. to find
that Midhat was now out of sight; I set out to catch him up
through the doors that I saw still swinging.
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MIDtfL\T DL\&tfL\
Castle Falkenstein

Abilities: Conncctions Exceptional (primarily in the
Ottoman Empire: treat as Good in New Europa). Courage
Good. Education Greal. Exchequer Good (with access to
government funds), Ottoman Way Great, Perception Good,
Social Graces Avcmge. Sorcery Good. Tinkering Poor.

GURPS 116points
ST 10101; DX 10101; IQ 121201; HT HV12110j.

Speed 5; Move 5.
Dodge 5; Parry 6 (Fencing).

Ad"onlages: Claim to Hospitality (Olloman bureaucracy and
",Ioon;st nobles) 15J; Comlonable 1101; Composed 15J;
Legal Enforcemcm Powers IIOJ; Magery I [15];
Reputation +I (Among Ouoman reformers. as a possi
ble ally, 10 or less) II); Reputation +1 (Among people
be has governed. for good government, 10 or less) (I J:
Status +5 (25); SlTOng Will +1 (4].

Disad)'Qnlage~: Chauvinistic H]; Duty (Government offi
cial. 12 or less. IlQ( dangerous) [·51: Enemy (Coon fac
tion. medium-sized with fonnidable individuals. 9 or
less) [-301: Sense of Duty (the Ouaman nation) [-10].

Quirks: Ambitious, and believes himself to be Turkey's best
hope; Honorable. within pragmatic limits; Likes tech
nology. but doesn't bother mastering the details:
Neglccts to build long-tenn alliances: Thinks that
Magick is outdated and slightly ludicrous. 1-5]

Sid/is: Accounting-9 (In!: Administration-15 (8); Area
Knowledge (New Europa)·12 II]: Area Knowledge
(Ottoman Empire)-15 (6); Area Knowledge (The
world}-I I [Ifll; Diplomacy·9 [Ifl]; Economics-91Ifl);
Fencing-9 [II: History-14 (8]; Intelligence Analysis-13
[6): Law-II [2J; Uterature-IO [IJ: Lorebook
(Transcendent Wisdom of Suleirnan Ibn Daud)-12 [8J;
Philosophy (Traditional Islamic)-9 lll2]; Riding
(Horse)·8 (1fl1: Ritual Magic (Olloman Coun style)-12
[8]; Savoir·Fnirc-14 [01*; Savoir-Faire (Military)-ll
[II2J; Sleallh·811I2j; Slmlegy-11 [21; Theology-9[1121.
" Free from Status.

Languages: Arabic-I 2 121: English-IO llfl); French-II ll]:
Gennan-II rll: Greek-tO (1/2]: Pahlavi-tO [1/2J;
Turkish (native)-12 [0].

Midhat Pasha is the son of a high-status. conventional
Ottoman family. Bom in 1822. he demonstrated his intelli
gence early, learning the Komn by hcan at the age of 10. He
hao; riscn through the Civil Service. alternating work on the
central councils of state with provincial governorships.
Sometimes. he has been given "impossible" tasks through his
enemies' schemes. such as controlling rampant banditry in a
Balkan province. OOly to accomplish successes that acrually
advanced his position: he has attained the rank of junior
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Vizier. He has also traveled in Europe, studying and making
contacts.

He is becoming increasingly concerned for his nation. He
is a rcfooner because he thinks that rcfonn is necessary for
survival, not out of romantic idealism. He is prepared to work
with the present Sultan. but he is also prepared to contemplate
a coup if necessary.

Midhat has enough magickal aptitude and training to be
accepted in the Otloman coun. bot he is 001 as skilled as most
Vi7jers. Pan of his problem is that he does not really like
Magid:, regarding it as archaic and faintly ludicrous; at heart.
he would rather use technology. If spells hal'e to be cast. he
prefers to leave the task to friendly or hired specialists.
Funhermore. he has never built up much of a relationship
with any Dervish or secular Order. so his training in spell
effects is limited to the TmlllCe"detlf WISdom ofSlIleinuUllbn
DllluJ.. However, if he has time at the Sublime Porte, he may
review the library held by the Diwan of the Golden Road.

(At the HostIGM's option, Midhat might have a liuJc
more knowledge than this. He has traveled mJbe West, and be
believes in improving government by taking power for him
self. He seems a natural member or ally for the Bavarian
UJuminati ...)

Midhat also has a number of dangerous flaws. To begin
with, he is only a moderately skilled politician; he lacks allies
in government. and his popular following is based on his
practical achievements. Typically, he has 00 very strong
friends within the "refonnist" movement, because he has
never bothered to build a power base outside the bureaucrJcy.

Second. his ambition is intense, and often all too visible
to those around him. (Some people think, wrongly, that it is
his only strong emotion; he displays few others.) He genuine
ly has his country's best interests at heart - but he also gen
uinely feels that these interests will best be scrved by him. He
recognizes two ways of approaching tasks: his way, and the
stupid way. Combined with his lack of political charm, this
can be disastrous. He may also disregard "details," such as
minority groups, while pursuing his Big Ideas.

And last. his fondness for "progress," on a Western
mooel, is not always very wellthoughlthrough. He is not very
adept with machinery. and he docs not always IIl1dersta"d
technical schemcs - but he tends to approve them anyway. on
principle. Some of his civil engineering works in Baghdad
were costly failures. and he is in fact very enthusiastic about
the Prussian milway proposals.

Howevcr. Midhat is fiercely brave, essentially honest,
and derennincd 10 pull his nation out of its moribund state.
His intelligence and social position make him a useful ally 
assuming that his enemies do 001 undennine him. or play 100

cleverly on his weaknesses.
(NOIe: 11lc details above depict Midhat Pasha as

Governor of Baghdad: see p. 25 regarding the Legal
Enforcement Powers in the GURPS version. Following the
events described in this book.. his ConnectionsfStatus and
Exchequer/Wealth will both increase.)
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But I had mislaid my ally. Doors in this palace might
swing in the breeze. through failures of their catchcs. Onc,
when I stepped through it led on to a long corridor. where a
band of guards. seeing me.. gave a cry of triumph. I ned once
more. and was saved for a moment by the discovcry of a
twisting m31.e ofcorridors leading from these day-quaners to
another part of the building.

A gang of enraged eunuch guards came into sight around
a far comer: by their cries, I realized that they had sighted me
the moment before I ned to one side. My peril was great; I
doubled that my gun would suffice to slay all of them before
they overcame me in their screaming fury. I had to nee

further, but.. ignorant of this place, I knew not where; I found
that there were many locked doors and closed chambers
wherein I might be trapped.

And then. as I scurried uncertainly through the shadows.
stumbling ovcr mounded silk carpets. I~ a quict but insis
tent call. and saw a delicate hand gesturing to me from behind
a tapestry hanging. Responding instantly, I found myself
being drawn into a narrow corridor - clearly a servants' pas
sagc. hidden from the delicate sensitivities of the mighty.
E\lcn if the cunuchs knew of it. they would surely not expect
me to discover the entrance.

AZIYAOA TtIE CIRCA661AN
Castle Falkenstein

Abilities: Courage Good. Marksmanship Poor,
Perception Great, Perfonnance Good, Ottoman Way
Good, Sorcery Good, Stealth Great. Tinkering Poor.

GURPS 100 points
ST 91-IOJ: DX 131301: IQ 15 1601; liT 11 110).

Speed 6: Move 6.
Dodge 6; Parry 5 (Knife).

AdvQlllages: Claim to Hospitality (Mehlevi faction) [2]:
Mage')' 1115).

Disad~'aillages: Broad-Minded 1·1]: Impulsiveness
1-10]: osy [-I]: Primitive (TlA) [-5): Sense of Duty
(Close friends and companions) [-5]: Social Stigma
(Second-dass citizen - Ottoman woman) [·5]: Weak
Will -I 1-8).

Quirks: Believes in trading questions for queslions: Fair,
and pays her debts; Vengeful. 1·3]

Skills: Acting-14 [I]; Appreciate Beauty-II fll2]: Area
Knowlcdge (Ouoman palaces)-16 [21; Bard-13
[112]; CamouOage-15 [I]; Dancing-II 11/21: Fortune
Telling-14 til: Holdout·J5 12]; Knife-12 [112]:
Lockpicking-13 [1/2]: Lorebook (Justification of the
Philosophers)-12 rll; Lorebook (Transcendent
Wisdolll ofSuleiman Ibn Daud)·121IJ; Make-Up-14
l1121; Meditation-II [112]: Mercham·14 II J: Musical
Instrulllent (Lute)-12 [112]; Necdlecraft-II (112];
Poetry·13 {1/2]: Riding (C.'lmcl)-II [112]: Ritual
Magick (Mehlevi Dervish style)-l1 1112): Ritual
Magic (Traditional Turkish style)-12 (I]: Savoir·
Fairc (Servam)-15 [IJ; Shadowing-14 [IJ: Sleight of
Hand·1O 1112]: Singing-12 [2]: Stealth-15 18]:
Thcology-121Inj.

LaJIguages: Arabic-14 [I): Turkish (native).!5 [0].

Aziyada truthfully told Eberhardt the key parts of her
history. She was born in the Caucasus. and sold to a "slave
fann" in her infancy by her desperately poor parents.
(Charitably. they may well have felt that a life as a palace
slave would actually be preferable to existence as a girl·
child on a marginal. backwoods faml.) Fortunately, the
slave-trainers realized that reasonable treatment prOOuced
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more suitable harem-fodder. They also followed an old sct
of ideas which said that some men preferred concubines
who were entcrtaining COllversationali5its,

From there, aI adolescence, she was sent to Istanbul.
but the Kislar Agha judged that she was suited only to
"below stairs" service. However, she did fall in with
somc members of the Sisterhood of Roxelana (p. 82), and
studied the rudiments of magic, She also learned that her
best chance of survival in the palacc might be to avoid
being noticed, at which she became I'ery' good.

Then, one day, the Grand Vizier Mahmud Nadim
Pasha addressed her with insulting contempt when
demanding thai his shoes Ix cleaned. Her hot temper,
which the slave·farm had nevcr crushed" got the better of
Aziyada, and she slipped a SimpJ~ JJJllsiotl Cantrip past
his defenses. making his turban look shabby and tom. He
soon reali7.ed what had happened, and this led to his
twisted revenge.

However, the old Dervish took a paterna) liking to
the slave he had never requested. and, as a scholar of
Magick, also recognized her potential. Like many Sufis,
he had' an outrageous disregard for what might be
"appropriatc" for a given sex, Unfortunately, he died
before hc could more than begin to unlock Aziyada's
power. He freed her on his deathbed, leaving her as an
independellt agent: as the nearest thing he had to an heir.
she also receivcd his few savings and assorted odd
possessions.

Aziyada is a competent sorceress. with a number of
other skills that can be useful around a harem - but no
great experience of such basic European topics as
machinery or guns. She has studied the Tra1lScelldenf

Wisdom ofSuJeimali Ibll Valid and the Jilstificatioll oflhe
Philosophers, and she knows most Cantrips and Wards.

Until she took it upon hersclfto investigate the mys·
tery of the Sword of the Sundcrer, she was living as a
bazaar fortune-teller and wise-woman, and occasionally
associating with a small band of Mehlevis who respected
her late master. When she had to travel. careful choice of
clothes and a nair for acting enabled her to pass as a
woman with friends and contacts in high places. and this.
combined with her forceful personality, meant that she
could move fairly freely.
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llUrned to whisper lhanks to my saviour, and was star
tled by what I saw. This was a woman in the silken garb
appropriate to the seuing, wilh veiled face - and yet the
eyes above the veil were familiar to me. She moved to a
shelf whereon she had deposited a lamp. and as she raised
the same, I once again recogni7..ed a yellow woollcn shawl,
fastened at the throat with a copper brooch.

'<My thanks," I said, and then. feeling foolish even as
1spoke. "How did you know of this passager'

"I used to be a servant in this palace," shc replied.
Her eyes showed a flash of amusement al my undis·

guiscd startlemcnt. "And - what are you nowT I could not
refmin from asking.

"One who seeks justice." she answered.
By now. shc had led me to anolher door. and she mised

her hand for silence, and peered through a spy-hole, doubt
less designed to enable servants to avoid disturbing their
superiors :II inconvcnient times. lllcn she drew me three
paces back down the corridor.

''There arc three guards lalking," she explained. "They
will be gonc soon. BeSI we wait a mOlllen,,"

"Who arc you?" I persisted, "And how do you come to
be here?"

"My name is Aziyada," she replied, "And I came here
by disguising myself as a dress-maker from Pera. offering
my wares 10 the harem. Now. 1have answered four of your
questions. Farong;: I claim replies to but three of mine
own. What is your name, and what can persuade you to
come with bUI a sword and a small gun into the place mOSI
forbidden 10 such as you in all the world. and what know
you of the Djinni who walks within Ihis placeT

''Three well-ehosen questions." I acknowledged.
"Have Ihey answersT Aziyada demanded.
''To the firsl; I am Eberhardt Starkmann. of Bayern," 1

said. "and to the third, the Djinni has been senl by my

enemies, who disguised him as a good man, to make that
good man seem a murderer and a [raitor. As to thc second,
I could not lei this happen unopposed. so the good man and
1have come here to prevent it:'

"You are a hero or a fooL" she said.
'" hope Ihat I am a gentleman," I replied. "Now. , have

but one queslion in my tum. How know you of the
Djinni?"

''The best question of all," she said, "for the answer
would be Ihe lale of my life. 1was mised to be a slave, and
served here, washing clothes and cooking rice and listen
ing to lales lold by old serving-women. Then I caused
offence to Mahmud adim, and he. for revenge. caused me
to be presenled as a gift to an old Mehlevi Dervish. For the
Sultan wished 10 show his piety, and the old man was said
to be worthy of honour. Mahmud Nedim thought to
demean me and reduce me to poverty. but he was a fool for
all his cunning. The old man gave me respect and honour
unknown in this palace, and taught me many truths. Then,
he was tllken up by Allah, and I returned to the city, seek
ing other wise folk. lllcre il was lhlll I chanced to see a
sword with the bound power of an ancient Djinni Lord, and
I learned that it was to be placed in the hands of my enemy.
So I asked questions concerning this sword, and found lit
tle; and then I came to Ihe palace. and found a strange sight
indeed. For here was a Farong;, 1Il0re foolish than myself."

"One who shares your quest," I said, "for the Djinni
serves one allied with your enemy:'

We had been speaking in whispers; now A7Jyada ges
lUred me once more to silence. and moved forward. quiet
as a cat. to the spy-hole. 'They arc gone," she said. "so we
musl save the Sultan from his own slaves. it seems."

"You should wail in safety .. :. J began. She interrupt
ed me with a scowl and a contemptuous expression. "As
yet, it is 1who have protected you." she reminded me.

~ TtiE 8UNDEQEQ ~
Fm'ln the Private Memoi'rs
ofEherha,"dt Sla,"kma""

With Aziyada's knowledge of its gcography. we made
our way swiftly and unmolested through thc palace. I soon
had no doubt that her claim to have served here as a maid
was true, for she knew every secret passage-way and
undecoraled short-eut in the place. The route we took
twisted and turned and involved many narrow places. and
little lighting, but it was swift.

We came to a comer. and A7jyada peered round, sig
nalling me first to caution, then to look as she did.

1 nodded. then led us both on. for what she had seen
was Midha! Pasha. halted and peering at a large. brass
bound door. Seeing me, he looked pleased. and he accept
ed my reassurance as to Aziyada's friendship.

'''The Sultan's gift-room." my guide whispered, indi
cating Ihe door. --
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Midhat nodded. "Next to his quarters, that he might
come and gloat over whatever tribute hc receives from lhe
Empire. or bribes from his courtiers, or fripperies from
Europe."

"Locked. no doubt," I said.
Aziyada snorted disdainfully. drew a narrow blade

from within her costume. slipped il into the space adjacent
to the lock. and used it to work a bolt back. "Where would
a servant be, sent to clean the palace, if she had 10 forever
run 10 the eunuchs for keys'r' she asked as she worked.

"A poor lock," I noted. It was a large bUI ill-forged iron
mechanism, so loosely made that Aziyada's blade was
indeed pushing the bolt back with little difficulty.

"One could no doubt buy better from Europe," said
Midhat. "but the Sultan never spends money wisely. And
Ihe palace is nol supposed to lack guards."

"Where are lhey?" I asked, ''They were pursuing us
furiously enough:'
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"Doubtless searching every room in the harem," said
Midh3l, "that is what those who saw us were set to guard,
and so there is where they look:'

BUI the Sultan's quarters had been guarded, as we saw
when we pulled the door open. For a moment, Az.iyada
gasped, and 1 could understand this, for what we saw firsl
was the mirror-image of the man at my side, drcssed more
grandly. However, the ligure's silk shirt was stained with
blood; for Javorr the Sunderer had slain the sentry posted
within this room, and had occupied the time since in the
manner of any hungry Ghul. The rich furnishings of the
gift-room were horribly befouled with blood and gore.

Then the monster cast the man's severed ann aside,
and began to advance, smiling his fanged smile. I drew my
pistol and fired repeatedly. The impact of two of the bullets
staggered the creature for a moment, but then it sprang
back.

"Lead bullets," noted Midhat Pasha, glancing at my
gun. I cast the weapon aside as he chanted a prayer in
Arabic.

"No use," said Javorr, "I am a Djinni Lord." It threw a
backhand cuff that knocked the Pasha to the floor. "Must
not let them find you looking like me," it continued, smil~

ing, and raising its hand curled as a claw.
Javorr's posturing gave me the moment I required to

draw my sword, and I swung the blade wildly, scoring a
line across Javorr's flank that bled flickering sparks. The
creature howled and turned on me. "Iron!" it cried, and

swung its fist to deflect the blade, numbing my sword
hand. Then it lurched forward with startling speed, forcing
me to bring the sword round again and again in desperate
shadow-parries to deter it from landing a killing blow.
Beyond it, 1 glimpsed Midhat Pasha, crawling across the
room in search of a weapon.

Then Aziyada was standing in the doorway, her hands
crossed in an arcane gesture as she chanted, swift and high,
in Ambic - or perhaps some older tongue. She had swept
her shawl aside, so the words came clear and pure. Javorr
paused, then turned as if to attack her, then lurched away,
placing its back to a nearby wall. I looked in confusion at
her and then at Midh3l Pasha, who was back on his feet, a
sword in his hand.

"Javorr is strong. and a blasphemer," he said calmly,
"but he is surely bound by the Seal and Invocations of
Solomon."

"How long can she hold him?" I said, stupidly.
"Not long. She has woven a minor spell, but even that

costs her." Indeed, I saw Aliyada's face furrowed in furi
ous concentration, blood at Ihe comer of her mouth, as her
hands and words sought further energy in the elusive
aether. "So we mUSI complete the task," the Pasha com
mented calmly, and lunged, the dark sword he had found
gripped in both hands.

The thrust took Javorr full in Ihe chest, and the blade
passed through that dense, inhuman flesh. I realized that it
must have embedded itself in the wall beyond.
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CtIAQACTEQ8 Of TtIE 0UBLIME POQTE
Sultan Abdul Aziz
Castle Falkenstein

Abilities: Athletics Good. Connections Extraordinary,
Exchequer Extraordinary, OUoman Way Good. Physique
Exceptional.

GURPS 2171/2 points
ST 15 [601: DX 11 lIOJ; IQ 10 10J; HT 12 [20].

Speed 5.75; Move 5.
Dodge 5; Parry 6 (Fencing).

AdwJnlages: Claim to Hospitality (World's rulers) [51;
Contacts (various, throughout his Empire and New
Europa; somewhat reliable; 12 or less) [10]; Filthy
Rich wlMultimillionaire x3 [125]; Status 7 [20]*.
* Includes +3 for Wealth.

Disadvantages: Bad Temper [+ IOJ; Chronic Depression
(Limitation: Only after major setbacks, +50%) [-8];
Edgy [-51; Extravagance [-101; Gluttony [·5];
Overweight [-51:

Skills: Carousing-12 [21; Fencing-IO [I]; Riding (Horse)·
12[41; Running-9 [1121; Savoir-Faire-13 [2]*.
* Bought up from Status default.

Languag~: Classical Arabic-8 [1/2], French-8 [112],
Turkish (native)-IO [0].
(Note that his levels in many skills he really should

have for his job, such as Au:ounting, Administration, and
Politics. are merely at default.)

Born in 1830, Abdul Aziz is the mosl impressive-look
ing Sultan for 400 years. weighing in at 230 pounds. sociable
and expansively short-tempered. Unfortunately, that is the
bt;SI thai can be said for him. His idea of government is to
borrow money from the West to modernize the state. spend it
on building extra p,alaces, Ihen borrow more money 10 pay
the interest. He has a child-like fondness for impressive
sights; his lOur of Europe, a few years since. led him to order
both solid gold cutlery for his palace and ironclads for his
fleet. Jmd when the ?russians let him review their troops and
land_fortresses. he came away with even more ideas (which
are, perhaps fortunately, proving completely impractical).

The Sultan is not a complete fool; he realizes that some
of his ministers are dangerously ambitious. However, this has
just made him more nervous, and he insists that anyone
reporting to him prostrates themselves on the floor. He has
also decreed that any official who happens to be called
"Aziz" must change his name, and that no one can wear spec
tacles in his presence without pennission; on bad days, he is
likely to order that all official documents be rewritten in red
ink rather than black. His idea of fun includes chasing chick
enS around the palace, then awarding them medals, and
games of soldiers wilh real soldiers. (In GURPS tenns, he is
moving from Edgy to Paranoia. gaining Callous, and devel
oping a whole list of quirks.) Defeat is likely to send him into
near-suicidal depression. For now. he is still functioning as
head of state, but this'may not last for many more years.
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Incidentally, AWul Aziz is nominally a member of the
Mehlevi Dervish order (p. 87). However, he has no detectable
magickaltalent; this is an honord£)' and political position.

Prince Murad
(Heir to the Throne)
Castle Falkenstein

Abilities: Connections Exceptional, Courage Poor,
Exchequer Great, Ottoman Way Good, Perception Poor.

GURPS 22 1/2 points
ST 10101; DX 10 (0); IQ 8 [-15]; HT 11 110J.

Speed 5.25; Move 5.
Dodge 5.

Admmages: Heir [5J; Status 6 [25]*; Wealthy [20].
* Lncludes + I for Wealth.

Disadvantages: Alcoholism [-15]; Combat Paralysis
1-15J; Edgy [-5J; Unfit [-5J.

Skills: Area Knowledge (New Europa)-7 (U2l;
Literature-II llOl; Riding-LO {2l: Savoir-Faire-I'1
14J'.
* Bought up from Status default.

Languages: Classical Arabic-6 [II2J; French-6 lIl2j;
Turkish (native)-8 [0].

The preselll Sultan's nephew, who was born in 1840,
was once seen as a potential reformer and a clever,
thoughtful character, but he is already failing to live up to
this early promise. Having been brought up in seclusion,
and being watched by Abdul A'liz because of rumors that
he is friendly with the Young Turk movement, he is
growing terrified that he will be murdered. As a result, he
has become an alcoholic, and his once good mind is col
lapsing. The reign of "Murad V" will probably last about
three months.

In our history, it is said that the young Murad was
inducted into the Freemasons by his Greek doctor. Lf the.
same is true in the Falkensleill world, the implications
could be distinctly interesting.

Prince Abdul Hamid
(Second Heir)
Castle Falkenstein

Abilities: Connections Exceptional, Courage Good,
Education Good, Exchequer Great, Ottoman Way Great,
Perception Great.

GURPS 113 1/2 poinls
5T 10 {OJ; DX 12120J; IQ 121201; HT 10 [OJ.

Speed 5.50; Move 5.
Dodge 5; Parry 6 (Fencing).

COlllillued 0" the next page . . ,
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CIlAQACTEQ8 Of TIlE OU5LIME POQTE-
(CONTINum) -

Adl'Qnlages: Alertness +2110]: Cool [I]; Reputation +2
(The nation's hope, among Turkish progressives) [5]:
Status 6 [25J*: Wealthy 120T.
• Includes +I for Wealth.

DismbYmroges: Careful [-I]; Proud I-II.
Skills: Diplomacy·13 [6]; Fencing·JO lin}; Litcrarure-Il

[21: Riding (Horse}l2 [21: Savoir-Faire-15 f21·:
Thcology-lO LI J.
• Bought up from Status default

Lallguages: Classical Arabic-IO 1112j; French-IO fll2);
Turkish (nath'e)-L2 (0).

MurJd's younger brother, Abdul Hamid, was born in
1842, and is regarded as a quiet, serious chamclcr and a
loyal Ottoman. With Abdul Aziz dearly a disaster and
Murad visibly weak-minded. Abdul Hamid is widely seen
as the Ouoman Empire's last best hope.

Unfortunately. judging by his counterpart's perfor
nUUlce in our hislOry, where he became Sultan in 1876,
"Abdullhe Damned," the "Red Sultan," will be lhc worst of
all. In one sense. he will mOOemizc the Empire; he will tum
it inlo a rnodcm police Slale. Having tx:en helped 10 the

#thronc..by Midhal Pasha. he wililUm againsl the reformer.
and murder him. then slip inlo superstilious paranoia. run
ning his Empire Ihrough spies and massacres whilc losing
more provinces and wars by the year. II is 10 be hoped thai
things may IUrn OUI diffcrenlly in the Castle Falkenstein
universe.

Abdul Hamid is lightly built. with a large. hooked nose
and staring cyes ... a gift to cartoonists. BUI he should not

be underestimated; he is hard-working and shrewd, and will
cleverly combine lraditional authority with modem conlrol
and surveillance lechnologies such as photogrnphy and the
Ielegraph. (In GURPS tenns, if and when he becomes
SulL.1n. he wilt rapidly leam AdminiSlrntion. several Area
Knowledge skills, and Inlelligence Analysis.)

Mahmud Nedim Pasha
Castle Falkenstein.

Abilities: Charisma Good, Connections Exceptional.
Courage Good. Exchequer Exceptional. Ottoman Way
Exceptional. Perception Good. Sorcery Great. Stealth
Good.

GURPS J 75 points
ST 10 LO): OX " LIOJ; IQ 13 L30J: HT " LIOj.

Speed 5.5; Move 5.
Dodge 5.

Admntages: Charisma +1 [51: Claim to Hospitality
(Conservative OItoman pashas) 131: Cool [I]: Magery
2 125]; Reputation + I (Among Ottoman conservalives.
as an ally) [2J; StalUs 6 [25J·: Very Wcahhy [30].
• Includes + I for Wealth.

ConfrDnlaUon in the Dolmabache .,.-

Disad.·atltages: Greed 1-151; Reputation -2 (Among
OUoman reformers and the public, as a duplicitous
",heme,) L-IOJ; Selfish [-5).

SkilIs: Accounting-II II J; Acting-12 1I1: AdminiSlration
12 Ill: Area Knowledge (Ouoman Empire}-13 [I);
Chess-13 [11; Detect Lies-II til: Diplomacy-I 2 12);
Holdoul-12 [I]; Intelligence Analysis-12 12);
Intimidation-12 [I]; Law-IO 11(2): Uterature-IO [112J:
Lorcbook (Book of Abdhul Ihe Mad)-9 [In):
Lorcbook (Librnm of Mystic Transformation}-ll (2);
Lorcbook (Memorial Lessons of Dede Korkut}-14
(12]; Lorebook (Osman's Tome of Physical
Movcment)-14 [12); Politics-I 3 L~; Riding (Horse)-IO
[IJ: Ritual Magic (Traditional Onoman)-14 [12]:
S:lvoir-Faire- [6 [2]*; Stealth-I 2 [41.
• Bought up from Status default

Languages: Classical Arabic-12 [11; English-12 [I]:
Frcnch-12 [I]; Russian-II [1/21; Turkish (nalive)-13
[OJ.

The corrupt (and currently deposed) Grand VI7Jer is
pretty typical of his breed down the centuries; a conselVa
tive. a sorcerer, and a full time schemer. He is personally
unpopular with the public and the Coon. but his faction
sometimes catches the prevailing mood. He was born
around 1818.

He is shrewd ellOllgh to cover his ITaCkS,.. and will like
ly sUlVive his current selback. According 10 our universe's
history. he will eventually regain his poo for a white. short
ly before Abdul Aziz is deposed.

Pel1evale
(The Queen Mother)
Cas/Ie Falkenstein

Abilities: Conneclions Exceplional. Exchequer
Exceptional. Fisticuffs Good, Ottoman Way Good.

CURPS 54 1/2 points
ST 9 L-IO): J)X " [10): IQ 10 LOj; HT 10 LO).

Speed 5.25; Move 4.
Dodgc 4: Parry 8 (Brnwling).

Ad.'alltages: Status 6125)*. Very Weallhy 130].
• Includes +1 from Wealth.

Disadl'Qlltages: Extravagance 1-10): Overweight [-51:
Social Stigma (Second-class citizen) [-5J.

SkilIs: Brnwling-13 (4]; Diplomacy-8111: Intimidation-13
[8J: Knife-II (Il; Polilics-8 1112): S:l\'oir-Faire-14
14)': Sex Appcal-8 [II2J.
• Bought up from StaiUS default.

LallglUlges: French-8111l]: Turkish (nalivc}-IO 10).

Collti"uet! Oil "ext page, ..
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CtlL\.Ql\CTEQ6 Of THE 0UBLIME POQTE-
(CONTINum)

Originally a palace bath-house altcndall\ lIamed Bcsma.
who caught the eye of a fonner Sultan, Pcncvalc changed
her name on becoming Queen MOIller. or "Valide Sultan."
Since then. she has sp::nt her time managing the harem and
scheming to keep herself in lhc hean of power: Abdul Aziz
is the second of her sons (0 become Sultan. However, she is
nOf. as clever a politician as many a previous ValidC. and she
lacks magickal talcO!; the Viziers ignore her.

l?ertevaJe's exact age is unclear, but she bas been a fix
ture of the court for decades. She is seriously extravagant.
wearing huge and intricate dresses of pure silk. She was
beautiful in youth. but 50 years of harem luxury have TIOl
been kiod {O her figure. She disapproves of alcohol, believ
ing that it killed her hu~band~ but she encourages her sons in
any other pleasures that she thinks will keep them docile;
she also has a screaming lCmper when seriously roused (and
she is a viciQus infighLer).

A:1ihri Hanoum
(Favorite Concubine)

~Cas/leYalJ..>tmstein
Abilities: Comeliness Exceptional, Connections

Grea~ Exchequer Great, Performance Greal. Physique
Poor.

GURPS 103 points
Sf 71-201; OX II [10[; IQ 10 [0[; HT 10 [OJ.

Speed 5.25; Move 5.
DodgeS.

Ad~'a1tlages: Ally (Brother. 9 or less) (5]; Patron (Abdul
Aziz. 15 or less) [25J; Status 4 liS]"': Vcry Bcautiful
[25J; Vo;cc [10]; Wealthy [201.
'" Includes +1 for Wealth.

Disadl'antllges: Combat Paralysis [-151: Proud [-I]; Social
Stigma (Valullblc Property) [-10]; Unfit l·5 J.

Skills: Dancing-12 [4J; Savoir-Faire-12 LOJ"'; Sex Appcal
17 [12J; Singing-15 fSj.
'" Free from SIlUUS.

Mihri is one of the Imperial Harenfs countless beauti
ful blonde Circassian concubines. but she has been lucky:
the Sultan has become fascinated with her after hearing her
singing in the p.1.I.ace garden. She is laking advantage of her
luck, and the Sultan is rumored 10 have spenl a million
pounds on gifts for her. However, she has linle experience
ofthc world. and her only political effect has been to distract
Lhe Sultan. She docs have a brother who is an anny officer.
giving her some links to the outside. Hcrexact age is undoc
umented. but she is definitely still young.

The Kislar Agha
Caslle Falkeuslein

Abilities: Connections Exceplional. Courage Good.
Educalion Poor. Exchequer Great. Fisticuffs Good.
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Ottoman Way Good, Pcrception Good. Physique Great,
Steahh Good. Swordsmanship Good.

GURPS J26 poillts
ST 14(45); OX II II0J; IQ 12(20); HT 13130j.

Speed 6.0; Move 5.
Dodge 5; Parry S (Brawling).

Advantages: Ally Group (Personal following among
eunuchs; 12 or less) (20j; Legal Enforcement Powers
(Complcte authority wiLhin court) [I OJ; Status 5 (25J.

Distui"anlages: Bully (-IOJ: Callous [-6]; Greed (-15);
Illiteracy 1-101; Overweight [-5J; Reputation ·2 (For
cruelty and corruption) l-IOJ; Social Stigma (Valuable
Propeny) 1-10); Uneducated te;].

Skills: Brawling-13 (4J; Broadsword-13 (SJ; Carousing-12
[4J; Holdout-II [II; Intirrudation-J4 {6]; Savoir-Faire
12 10J"'; Savoir-Faire (Scrvant)-12(4]; Stealth-13 {SJ;
WrestHng-Jl [2J.
'" Free from Status.

The chief black eunuch of the Ottoman Court holds an
ancicnt position wiLh countless official and unoffic1aJ finan
cial privileges. such as (in theory) the right to derive income.
from pilgrimagc mosques in Mecca and Medin:}._ He is-ore
of the Sultan's most trusted servants. and hated for his cru
elty and corruption. His age is unclear. but timc and self
indulgence have definitcly told on his broad. fleshy"body.

Eunuch Guards
Castle Fal/"'¥!I7stein

Abilities: Education Poor. Fisticuffs Good. Physique
Great, Swordsmanship Good.

GURPS 56/JOinls
ST 14 [451; OX 121201; IQ 10 (0); HT 13 (30J.

Speed 6.25: Move 6.
Dodge 6; PArry 8 (Bmwling).

Adl'mltages: Toughness (DR 1) [101.
Oisadvalltages: Dull [-II: Eunuch [-5]; F<maticism (TIle

court is allthcy know) [-151: Illitcmcy l-IO]: Involuntary
Duty (fo harem. 15 or less) 1-20j: Social Stigma
(Valuable Property) 1-101: Uneducated [·5].

Ski//s: Brawling-I 2 fl]: Broadsword-13 [41: Intimidation-13
IS]; Savoir-Faire (Scrvam)-1214J.

Enslaved and maimed in childhood, the typical harem
guard is trained for bulk and threatening effect more than
anything else. Such a charJCtcr probably has only IWO con
cerns; 00l angering his masler. and acquiring a Iiltle wealLh or
influence. Some become fond of the concubines they guard,
or gct entangled wiLh politics at some Icvel, but lTKlSl spend
their lime standing around wiLh scimitars looking fierce. and
very occasionally demonStrating lhat they mean it.

--- ConH'Onlalion in the Dolmabache



For a moment. Javorr looked down at the hilt and the
pommel, which was made of one great, dark, red gem
stone. The ruby nared with an unnatural light, casting new,
lurid shadows throughout the room. I saw the creature
smile once more, with teelh as long as my thumb and
needle-sharp.

"No." I cried, "Ihat is the blade ..."
Then JavOIT exploded.
Or rather. he lrall.iformed. into the dark, smokeless

name which we had seen in the desert; but instead of
speeding away, il bursl oUlwards with a soft. deep roar,
scorching the painted wallpaper and sending Midhat Pasha
staggering. The dark sword came frec at that moment, and
as it fell, I saw that it was broken; Ihe lip. which had struck
the wall, was shivered into iron splinters.

And then there was silcnce.
'The blade?" Midhat commented conversationally,

picking up the hilt with six inches of damaged mewl
auached. "Yes. I guessed. But I judged that Javorr was 100
clumsy to take his power back before the iron slew his
body, ifhe ever could. And fUl1hennore," he gestured at the
damaged wall, "every brick in this palace is slamped with
lhe Seal of Solomon."

Confrontation in the Dolmabache l>-

Then, as Aziyada stepped across lhe room to me, I
realized that we had a spectator. A huge and striking figure
stood in the doorway, clad in masses of expensive silks.
with a nervous, surly face that I had seen once before, in
this same city. behind a screen of feathers.

Midhat fcllto one knee, bowed his head, and present
ed the broken sword, two handed. hilt upwards, like a
knight in a picture-book. "My Emperor," he declared,
"your enemies' weapon is destroyed ..."

I became aware of Az.iyada at my side. When I looked
at her, I saw that she was rearranging her shawl across her
face, which I found that I regretled. for that visage, if nOI
suited to a Sultan's concubine, was surely wise, and exot
ic, and utterly unique. "Come," she munnured. "the guards
will be here soon, and we will be hard for that courtier to
explain."

"But he may be in danger, . ," I began.
"I think that the Suilan saw enough:' she said, "and I

am sure Ihat the Pasha can be persuasive when he has to be.
If he is not proclaimed Grand Viz.ier in the morning, he is
too great a fool for us to help."

And so we slipped away,
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~ DEPAQTUQE AND QETUQN ~

From Tom Olam'sjournal
!Vhen Ifirst mel £her/lard, Srarkm(Ul'l. I lOok him/or the

quiet, IIIlassl/ming type. Perho/J$ I should Illwe listened 10 my
mother; it is the quiet ones you've gOI to watch Ollt/Or.

I'm Slaying af Falkenstein jIlS/I/OW, umrinding with the
King alld Morrolan after 0/11' laSllitile excitement. IlI'as lun..

illg a /ie-in and reflecting on lhe Im ....isdom ofmixing
brandy and champagne, when olle ofthe place's res
idelll brownies crashed ill, squawking "Master
Thomas! The Sky!" befort di"jng down whOi I'd
always taken/or a mOl/se-hole. So I grabbed a dress
ing gowlI and a sword, (Ind rail/or the lIearest lower,
wonderillg ifRobllr had gone over Ihe lap.

8111 flO, il was just -just - a fl/lly fill/CliO/ill I fly
illg caq)et, carrying our quiel yOllng engineer, a
)"011118 lady who say~· very lillie (and all of il i"
Tllrkisll) bill who clearly rakes everylhing ill, alld the
illside scoop 011 the recellf shake-lip in Istallblil.

After we pried Morrolall away from tIle mg,
Ludwig dragged everybody down for breakfast.
Wilen Ihe yOllllg lady realized slle was expected to
eat wilh the rest of liS, alld wilen she'd seen 111'0

maids wander through with barefaces, she gm rid of
Iler \'t!ill\;jth a shrug. and setlled down to her slUlre
of tlte bread and coffee. occasiolllllly handling a
technical query from Morro/all with Eberhardt as
imerpreter. She is, clearly, adllptable: I think she'll
go far arollnd here. Eberhardt says that she's a

Den'ish. alld hence above trivial things like differing ideas of
mo<lesty, bill she certainly wasll't abol'e that breakfast.

They told /IS Iheir Story, which Clliminated ill a quiet
lIigllf.lime exit from the palace of the Sultan of Tllrkey him
self. alld u/dwig sllmmoned a secrelllry to make slIre that ollr
di,)!OIll(/fS Ihere made the mosl of the goodwill we sholild
IU1\'e eSlllbfished witll tll/'s Midllat Pasha ch(ll"octer. (71le tele·
gIY/ph wires are buwllg still.) 'f1Iis IXlir have apparell1ly
~1Jell1 the lasl day or so j1yillg over !:.l/stem Ewvpe, 1I)';lIg fO
avoid em/x,rrassiflg auellfiollfrom customs officiclls amllhe
odll dIY/gon. (Betler 1I0t fell Verifhrax aboutllim cal1)et; he'd
ollly wal1l il for his collectio".)

Ithillk thm Eberhardlll'll/iis to get back to his deskjob,
or at least to file a report all potelltial aerolillerfacilities out
£1m. I tltillk he'll be beggillg at least ollefamrfrom his boss
es ill tIle Ll.lftschwallsa; I gather he promised A:.iyadll a trip
itl all aeroliller ill repaymem for the Cllrpel ride. Site is still
lookitlg rollnd the place, and I think tllllt Morrolan walliS to
talk shOI) for a momh: I'd worry abow Iler. bll1 I get the
impression that she call handle it. "Consulting Sorceress"
was aPIXlremly her last paying job description.

In fact. Itllillk we may hOl'e a Happy Ending. A:.iyada
al)paretltly sOl'ed Eberhardt's hide at least TWice, which
always lloes stmnge things to a IIIall's jut/gillem, alld I SIlS
pect that she's got !tim pegged as sillcere, honest, a"d illlleell
ofsome sensible guidallce. Alill they (lid fly off i"to tlte Sllll
set IOgellter. sort of Bm I'll leave Ihatlll) to Ihem.

From the PI1:vale Memoirs
ojEberbardt Starkmann

\\'e moved quietly through lIlal palace, a luxurious maze
fit (0 be compared with Castle Falkenstein itself, but far
gloomier for all its decoraLion. Once. we came to a store-room.
and Aziyada raised her lamp to a bookshelf.

··Hai:· she munnured, "three copies of that book? And
none opened in centuries. by the look of it. The Viziers would
not take the risk ...-' She took one of the volumes down. and
it vanished into the folds of her robe. '"A small payment," she
murnmred, and we continued on our way.

"Where will you go nowT I asked her.
"It would be wise for us both to be far from here. I think."

she s.1id. "Better not to test the gmtitude or the protection of
the Sublimc Porte:'

;'Let us go to the Bayemcsc Embassy. then." I said. "I am
sure that they will offer you thcir protection."

"Beller nOt to test thaI. either." I heard dark humour in her
voice. "In fact - can I help you depan this city at best speed?"

"What do you mean?" I asked.
We had come through another ornate door into a small

counyard. lit only by the stars. Aziyada reached behind a pil
lar. 10 draw out a long bundle. '·1 found this when I searched
JavQlT's palace:' she said. "a uscfultoy. and large enough for
two:' She spread a carpet on the dusty tiles.

"My thanks," I said. "How far can it take usT
"Home, if you wish:' She shrugged. "I would rather be

elsewhere than here.--
''Then I accept" I said. "and I will offer yoo the protec

tion. nO! ofthc Bayemese Embassy. but of Bayern itself. and a
Prince who we call lnIsl."

Without a word, she stepped onto the carpet. and gestured
for me 10 follow. "Very well," she said, "direct us:'

The Trasedy of Mihri tianoum
In our history, Ute tale of Mihri Hanoum (p. 102) was a disastrous

tr:lgedy of obsession. Stories say that, when Abdul Aziz was deposed in
1876, Ute plotters entered Ute palace to find him in his nightshin, clutch·
ing a drawn sword, with the pregnant Mihri hanging onto him and weep
ing. (While they were talking him into surrender, Penevale attacked in a
screaming rage, dropping the War Minister with a kick to the stomach.)

Five dllYS later, Azizdied. apparently cutting his own wrists with scis
sors. (Dark rumors hinted at murder.) A few days lmer, Mihri died in child
binh, lellding to mass mourning throughout the capital, led by her brother
Hassan, the anny officer. The War Minister then ordered Hassan posted to
Baghdad to get him out of (he way, but Hassan, a crnck shot, decided on
revenge instead. He burst into a cabinet meeting anned with four pistols,
and assassinated the War Minisler, the Finance Minister, and several
attendants before being captured. He was hanged the next morning. 1be
whole incident doubtless contributed to Murad's rapid mental collapse.

Preventing this bloody soap opera from playing itself out again in the
Falkenstein world could be an interesting challenge ...
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~ Or 00LOMON AND TITE BOUND ONE& ~
Remarks by Auberon ofFaerie

11 can hardly be a secret from humankind thai we
beings who Europeans know as Faerie are divided among
ourselves. The supreme division is. of course, between the
"$cclie," my own people, and the "Unseclic" servants of
!.he being known as the Adversary. However. the impor
lance of this division should not cause one 10 disregard
other factions and hierarchies.

•

One observance U1aL
U1e Djinn have oft pr=rved

is a refinemenL in U1e arL
or ~hape Chaf18if18. All or

our kind have some poLenLial in U1is,
0' course, buL U1e Djinn view iL

as a science in iLseIf

•

I have wrillen elsewhere of the dispUlation that sent
the Djinn a-building palaces and pcny kingdoms in the
lands of Araby. They were a brash and arrogant folk, act
ing as monarchs ralher than the barons that they truly were,
but their overlords chose to disregard this, feeling lhal
there was room enough for all ambitions on this globe. and
those with a lust for power saw the Ifrit as future-times
allies and pawns. Many of 'em were already arrayed with
the Unseelie - but in truth, the point was rarely raiscd. The
Djinn went their own way.

Pride, a wise human has observed, gencrally precedes
a fall. mostly because it makes one forgct that one's power
is not infinitc. The Djinn ort times despise humans. and
have paid lillie attention to the growth of human art. Still,
'twas an understandable error: many of us would love to
know whence Solomon derived his lore.

The Classes of the
Unclassifiable

One observance that the Djinn have oft preserved - in
their habitual Faerie way - is a refinement in the art of
Shape Changing. All of our kind have some potential in
this. 0' course, but the Djinn view it as a science in itself,
whereas most of us find a shape they like or inherit, and
stick 10 that as their Habit. (Many Djinn arc bound to one
shape, though, C6Urtesy of King Solomon -I'll talk of Iron
Bracele~ further on.)
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This makes classification of the Djinn a tricksy sci
ence. for who can pin a llame on that which has no fixed
shape? But that said. one may discern a few categories, or
maybe ranks:

The greatest of the breed are the Noble Djillll, lords
and masters, builders of palaces. with some wit in deciding
what to do with their powers. This nobility are further
divided into the Ifrit, creatures of great malevolence. and
the kindlier, less selfish crew who are sometimes simply
temled "Djinn:'

The Ifrit are by basic nature equivalem to the Dark
Lords of the Unseclie, and just as loveable to men. and by
nominal allegiance similarly bound 10 the Adversary.
However. recall that these arc the most potent and selfish
of a band who went imo exile rather than remain in the
society of their own kind. I doubt that eycn the Adversary
can be sure of their instant obedience, and I'm sure their
vows to him had wcasel words to spare. They are, 10 the
good fortune of others. bound by both his YaWs in the First
Compact. and spells woven by Solomon: thus. lhey rarely
seck to hann the Sons of Adam directly. unless they forgct
themselves in a rage. or they can provoke a fool 10 assault,
or they think a lillie murder would not be noticed. (fo open
an ancient brass boule on the shores or Araby is oft
unwise.)

The other Noble Djinn are a gentler folk, and less dan~
ger to men - but yct they arc aloof. or whimsical, or both.
They prefer not to be bothered with "mortal" affairs. That
said, they are just, in their way, and that does not remove
their whimsy: there are tales in those lands of human
unfortunates receiving sudden and startling boons from
powerful Djinn who take pity on their plight.

In the courts and palaces of the nobles, you may find
their Djilm ServQms, who are sometimes referred to as
Jatln. These arc powerful folk. even by the standards of
Faerie, but they arc also narrow in imagination, even by the
slandards of Faerie. They enter service, less out of loyalty
or even compulsion than because ii'S become their habit.
and because it gives 'em a W:IY to spend their time. They
may be evil or kindly, but they rarely act on their natures
unprovoked. Thcy make most useful minions to the
Nobles. Some of this class are unauached, having seen
their overlords trapped or retired from this world, and wan
dcr the fringes of human city life, or lurk in wclls or cis
terns or ruins. looking to exert their natures. This is whencc
comes Djinn-kind's great reputation for whimsy: if a Jann
should hear of somc happening amongstlhe Sons of Adam
that calches his humour, he'll quile possibly hclp hunt
down a criminal, or take a complaining husband a thousand
miles from the wife he's called a scold, or present a feast to
a beggar - or drop an unfortunate stroller in a pool, to see
how humans accomplish this swimming business.

It may also be remarked here that Djinn can adopt
male or female shapes. but like most faeries. they usually
stick to one sex or the other. We've caught habits of
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thought from you humans, remember, and you tend to take
this matter terribly seriously. The greater number of Djinn
take male shapes, but it's not a universal rule. There's it

particular type of Djil1niya - female Djinni - who appears
in a lot of Eastern stories. The tales show 'em as attractive,
intelligent. and tending more to subtlety than raw foree.
Some of these "Ladies" are good-natured and helpful, or
feature in what I'll politely call "romantic" tales for male
audiences; others arc more likely to appear in the worst sort
of dark male fantasy.

•
These are powerful folk,

even by Ule standards of faerie,
bul Lhey are also

narrow in imB8inalion,
even by Lhe standards of faerie.

•

Last, least, and nastiest are the renegades and bullies
of Djinn-kind, the Chlll.f. The English writer Edward
William Lane says of these, "The Ghools are said to appear
in the fonns of human beings, and of various animals, and
in many monstrous shapes; to haunt burial-grounds and
other sequestered spots; to feed upon dead human bodies;
and to kill and devour any human creature who has the
misfortune to fall in their way" - which sums 'em up, I
think. They may be Jann, or even Nobles diminished by
Magick, or they may be crude monsters. akin to the Ogres
and Trolls of European Faerie. Whatever its history, a Ghul
lives the life of the predator and scavenger, with an espe
cial fondness for human nesh. There arc, of course, two
regular ways to obtain this, one disgusting. one violent.

Appearances
Arabian sages describe the Djinn as being created of

"Smokeless Fire," which is as good a definition of Fllerie
nature as any. Most folk in those lands believe that the
shape in which they are most like to see a Djinni is as a
desert whirlwind or a water-spout at sea, and indeed, those
are fine and dramatic ways for a brash Djinni to ny. Which
said, however. one may pass some comment on their other
appearances.

Despite their shape-changing. most Djilll1 do have par
ticular fonns in which they habitually rest or converse
among themselves. Some, like European Faerie Animals,
take four-footed shapes. but that's too inconvenient and
undignified for most. Others may adopt human form.
which their breed sees as a sign of refinement. !l's not that
they find humanity especially handsome; it's that, on the
one hand, creating a disguise that humans themselves will
believe is proof of some skill in self-sculpture, while on the
other, the Djinn are not all immune to the attractions of
human creativity and wit, and practice in the art of human
shape-taking hints that a Djinni is a versatile aesthetic
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sophisticate. Thus. olle may hear of Djinn lovers of either
sex, oft limes unrecognised at nrst; one may_also recall the
Arabian Nights talc in which the hero is ferried across a
lake by a Djinn with the head of all£.!ephant and the body
of a lion, to meet a whole horde of monstrous Djinn 
whose king alone resembles a handsome young man.

However, some lowly Djinll are capable enough in
passing for human; it helps 'em if they are required to per·
form service among human-kind, wherein they of! times
adopt a plausible guise, such as that of a well-buill guard
when stationed to defend a door. Some make one error;
their eyes open and close sideways, instead of up-and
down. Others are more lraditional, and take a bipedal, two-
anned shape with a few apt embellishments; green skin,
great size, lengthy fangs or claws, glowing eyes, or other
such fripperies.

Constraints Upon
Djinn-Kind

On occasion, the Djinn show some of the same arbi
trary problems as European elf-kind, such as "marriage
prohibitions," or others of their own, such as a halred of the
smell of sulphur. However, they have two great and con
sistent limits; the Faerie dread of iron. and the peculiar
binding laid on 'em by Solomon.

Djinn and Metal
Mr. Lane tells us: "To defend themselves from a Jince

... the Arabs often exclaim, 'Iron1Iron l' ... or 'Iron! Thou
unlucky!'"

•

Like olher t'aeI'ie, lhe Djinn are
vulnerable to iron, and may indeed

be delerred from casual malice
by the mere threat of the stuff

•

Like other Faerie. the Djinn are vulnerable to iron, and
may indeed be deterred from casual malice by the mere
threat of the stuff. However, they are a sturdy folk, and
rarely greMI)' hurt by the mere presence of the plain metal.
if they have cause to remain in its presence. Still and
nonetheless, a blow from a Cold Iron sword will likely slay
'em, and surcly cause great pain. If they choose to wield
weapons, they disdain the fine silver of Faerie-rapiers,
thinking it nimsy and frivolous; they prefer a kind of brass
of their own alloying. which they can make hard as all but
the best steels. (My dwarven friends mutter that it's brittle.
but acknowledge that it serves.) This stufT polishes up well.
too, and glows in the Arabian sun.
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Tbe Gifts ofSolomon ben David
The ancient Kjng of Israel who pUI paid to lhe wilder

tyrannies of the Ifrillen his legacy (0 his own species in the
shape of the Seal of Solomon. This is not simply lhe six
poinled "Slar of David;' made of two triangles. that still
serves as a Jewish emblem; the full seal is surrounded and
embellished by inscriptions and invocalions. These were,
of course, originally written in Ancient Hebrew; today.
!hey arc as likely to be Arabic, and work no less for that
thanks (0 the efforts of Arabian wizardry. (My friend
Magister Morrolan is anempling. as an exercise. to recre
ate 'em in modem English or German; doubtless he'll suc
ceed eventually. Ask me not how he projX>SCs to tesf his
translalion.)

Of Solomon, Mr. Lane obtained tales with some taste
of plausibility; "No man ever obtained such absolute
power over the Jinn as Suleyman Ibn Daood This he
did by virtue of a most wonderful talisman II was a
seal-ring ... partly composed of brass and panly of iron.
With the brass he stamped his wrinen commands to the
good Jinn; with the iron ... those to the evil Jinn... Over
both orders he had unlimited power; as wcll as over the

birds and the winds. and, as is genemlly said. over the wild
beasts."

To some Djinn, Solomon left imprisonment - a Bmss
Boule was his container of choice, though his followers
have varied things somewhat: to others. he gave iron
Bmcelets. These are as they sound; they are marked with
Solomon's seal, and the Djinn is bound, by the powcr of
that scal, not only to retain them, but to oppose and nee
from allY attempt to removc them. These seems to be a
foml of perpetual parole, imposed on the less actively evil
Djinn. especially Jann+scrvants of Ifrit; theireffcct is to bar
the Djinni from most uses of the powers of Etherealness or
Shapeshifting. The small quantity of plain iron does not
cause the wearer actual injury by its presence, and doubt
less the Djinni becomes accustomed to the unceasing scnse
of wrongness it must inducc.

The essential part of all this, o'course. is that Solomon
left a basic teaching of his Lore behind him. which remains
in~ hands of practically every wizard in his home region.
11ns IS one reason why the Djinn are far less of a nuisance
to human-kind than might be expectcd.
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Djinn Sorcery?
If one believes certain tales. a few Djinn

Lords have displayt:d more than what Mr.
Olam has named "Kindred Powers;" they
have flaunted effeclive skill in aClual Sorcery.
This may be so. though I vcry much doubt it:
the stories are uncertain. If true. it would make

these a remarkably pure·blooded. and likely ancient, clan
of Faerie. close in birth to the Fomori (or Tuatha). But lhe
faci is. Faerie powers can pass for scholastic Magick easi
ly enough. to an untrained audience.

It's also likely that there are Peri in the Persian lands,
and mayhap beyond, who possess powers of Raisillg
Nature close to those of the Lake Ladies. and other such
versatile aptitudes. All of which said. I'd value more first
hand tales of such matters.

'em in actions they don't enjoy - so they avoid all human
folk. for safety.

But the failhful Muslim Djinn can be me(by accident
or adventure; treat such with courte~, and they']] likely
recall that the Prophet enjoins compassion and mercy, sav
ing all of you trouble and distress. Invoke a Muslim prayer
to them, and they'll nod in agreement, and salute you as a
eo-religionist - but not be driven ofT.

One other mailer to mention here. The Lord of the
Unseclie is. 0' course, named n,e Ad\'ersary. Now. there
have been faiths in the East who've believed in One God,
who was faced and opposed by a great foc; the Muslims
callihat foc Iblis, the Christians. Salall. Others have talked
of such a being as, simply, the Adversary. Now, I'd debate
and deny that the Unseclie's chief was ever a fallen angel
or servant of the Almighty, although hc's not short of dia
bolical malice. If he's become confused with something in
the scriptures of human religion - well. it might serve his
purposes, or just amuse him.

TOIII~" Game Notes: At least tl".ee out offour Ghilis
alld half of Ihe /loll-Muslim Djillll Sel'val11s olle meels wilf
actually be driven away by a" (lVowlll of tile Muslimfairh:
if in dOllhl, the Host ca" Cllt Cllrd~' or rolf a dice 10 decide.
The words used IIIUSt sound sincere; tllis might work for a
lion-Muslim who '5 pracliced the formula - Burton SWe(lrs
it saved his lIeck once or Mice - bill if /lolhing else, it's II

lillie disrespectful ofothers' beliefs. Passing Muslims may
take ojJe'lse 0'1 Iheir own accol/III, or suggest Ihat, hm-illg
claimed the protection of Islam, you should cOlllinue 10

obey Ihe niles ofIhe faith.
As 10 whetller Christian symbols lire eJfeclh-e against

Dji"n, e\'en AI/beron iSII't sllre. /n Iheory, liley mighl be; if
iI's the mere symbolism thm carries the power.

~---~~~~ well. they're symbols. and if ii's the religiotl
ilself. remember tllal Muslims see Christ as an
aUlhemic prophel. It may literally he a mailer
ofconvincing the Djilm 'hal this is holy - pre
sellfi"g il strongly 1I'1Iile making Ihe poif1l i/l
\I'OIr!S, 10lld (llld clear. T1lis is best left as (J

matter of tile flos"s jUl/gmelll (flld good
role-playing.

•

•

1'0 rome Djinn. 6010mon lell imprironmenl
- a Bl'8ss Ballie was his conlBiner

or choice. lho"<,\h his rollowers
have varied lhi"8s romewhal:

La olhers. he save Iron I~l'flcelels.

In the lands of the Djinn, though, things are differeD(
again. Most of the Ghuls, and many o' the servant-class.
flee the prayers of a Muslim. (It might be worth the saying
to recall that this is a religion with no great love of "Holy
Symbols" or of pictures: to the Muslim. the Word is all
important. SO it's maybe no surprise thaI it's prayer rather
than symbols that affrights the Djinn.) More polent evil
Djinn - Ifrit - will disregard such lhings. though I doubt
they'll happily lay hands upon the written Koran; they see
themselves as blasphemers, and
glory in it. Others of the Djinn-kind.
though, take a different view; they
treat the words of Islam with
respect, for they are good Muslims.

If this seems surprising - well.
forgive me one remark on human
faiths here: Islam is tolerantly all
encompassing. in its own way.
Those as will speak the Avowal of
the Faith are Muslims yet, whatever
their birth. While there are Djinn
who swear to being Muslims. the
Faithful will not dare gainsay ·em.

ot that lhese are the Djinn a
human is most like to meet. Being
Muslim, and thus dedicated to
virtue. they certainly refrain from
murder and thc cannibal habits of the Ghul. and also feel
that it would be an unkind thing for them to wander
.mongsl the "Sons of Adam;' as they call you. For they
have Iheir own mosques. underground. or far away in the
wilderness. or in stranger realms yet. and they sec no need
to share those of humans. It would be. they say. an unmer
cifulthing to walk amongst humankind. where their nature
provokes fear. Apart from which, human sorcerers are for
ever trying to enslave 'em. and resisting that may involve

Religion and the Djinn
It is not my policy to pass comment on human religion.

'lis no secret that some of the Faerie tum away in fear
from its trappings. from the Cross, and the tolling of a
church bell - but a human free-thinker would doubtless
note that there are Faerie who'll tum and flee from a coat
turned insides-out, or from salt. Sec such habits as you
will. If we don't, as a rule,join you in church of a Sunday
morning. assume nothing of our moral senses.
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~ TOM OLAM'6 NOTE6: DJINN IN PLAY ~

Be Unseen
Some Djinn share this ability with some European

Fetches (Castle Falkensteill, p. 174, or CURPS Castle
Falkenstein, p. CF84). It enables them to avoid the
notice of humans, unless they do anything to attracl
attention (such as speaking out or entering combat), or
unless an observer specifically looks for them and
overcomes its power by an effOlt of concentration. (In
Castle Falkellsleill, make a Perception check against
the Be Unseen power; in CURPS, roll a Quick Contest
between the worst of the observer's sight or hearing
rolls and the faerie's Stealth skill.) It also grants com
plete immunity to detection magick. However, it pro
vides no defensc against mechanical fomls of detec
tion, including photography. It is popular with more
benevolent Djinn, especially the Muslim believers.
who prefer to perfonn the Hajj pilgrimagc to Mecca,
and other observances, undisturbed by stanled humans.

Conversely, if you want to use Djinn as monstcrs, make
sure thilt the Dmmatic Cllllracters arc up to the fight. In the
Arabian Nights. there is at least one very spectacular shape
shifting duel between a sorceress and an Ifriti, while in
Bedouin folklore, Ghuls serve the same function as Ogres in
Europe - fonnidable opponents for tough and clever sword·
wielding heroes. A wizard who has studied the lore of
Solomon can make a huge difference; a quest-style plot for
New Europan characters might involve a Djinni who is too
powerful to fight at first, forcing a wizard to search out the
spells that will restrain il for long enough for the Dramatic
Characters to slip past or defeat it

Djinn Powers
As Faerie, all Djinn have the standard Abilities of

Elherealness and Clamour, along with Shapeshifting if the
rules from The Memoirs of Auberon of Faerie or
CURl'S Castle Falkenstein are being used (see
Castle Falke"steill, pp. 160-161, and The Memoirs
of Auberon, pp. 14-17, or GURPS Castle
Falkenstein, pp. CF84-86), to ilt least some extent.
They may also have one or marc "Kindred Powers"
of their own. As habitual shape-shifters, they lend to
mte especially high in that abiljty - III/less they are
one of the large number who have been obliged to
wear the Iron Bracelets forged by Solomon, which
rcslrict them to minimal (PoorlLcvel I) power in this
and Etherealness. Above-average Glamour is a rather
rarer accomplishment, usually being reslricted to
Djinn Lords and a few "specialist'· servants.

(Notc: Castle Falke"stein hosts who are /lot
using The Memoirs ofAuheron of Faerie should set
the Etherealness of Djinn described in this book to
the better of their listed Etherealness or
Shapeshifting ratings.)

Other common Powers:

"Friendly" Noble
Abilities: Athletics Good, Be Unseen Great, Charisma Good,

Courage Great, Etherealness Great, Glamour Average, Obtain from
Elsewhere Average, Perception Good, Physique Great,
Shapeshifting Good, Survive and Endure Great, Swift Flight Great,
Swordsmanship Good.

The Djinn are a nalural part of any games set in the
Ottoman lands, but (like any Faerie) they require a little care
in the handling; they are both extremely powerful and pecu
liarly vulnerable.

The classic, Arabian Nights use of Djinn is not as sim
ple monsters to be fought; it's as plol devices and compo
nenls of puzzles. For example, in the tale of ''The Fisherman
and the Djinni," the Djinni is released by accident, is clear
ly able to slaughter the human fisherman oul of hand, bUI
succumbs to trickery - after which it provides various
effects and favors !.hal enable the fisherman to make his for
tunc. Similarly, in the tale of "Aladdin," the Djinni makes
the hero rich and important - but the interest of the story lies
in Aladdin's relationship with the princess and her family,
while the humor comes from the moments that the Djinni is
required to cut loose al full power, or from Aladdin's moth
er's reaction to the situation.

Djinni Lady
Abilities: Charisma Good, Comeliness Great, Courage Good,

Etherealness Good, Glamour Greal, Know Monal Desire Great,
Obtain From Elsewhere Good, Perception Great, Perfonnance
Good. Physician Good, Shapeshifling Great, Stealth Good, Survive
and Endure Average.

TJp,ical Djinn in Castle falkenslein
/friti

Abilities: Athletics Good, Charisma Good, Courage Good,
Etherealness Good, Fisticuffs Good, Glamour Good, Know Monal
Desire Good, Physique Exceptional, Shapcshifting Great, Survive
and Endure Great, Swift Flight Great, Swordsmanship Great,
l'inkering Poor.

Jann (Djinni Servant)
Abilities: Athletics Good, Comeliness Poor. Etherealness

Average. Fisticuffs Great, Glamour Poor, Physique Great, Survive
and Endure Average, Shapeshifting Good, Tinkering Poor, plus one
of the following at Great level; Perfoml a Great Work, Obtain From
Elsewhere, Swift Flight, or Swordsmanship. Reduce Etherealness
and Sbapeshifting to Poor if the Djinni wears Iron Bracelets.

Gbul
Abilities: Athletics Good, Etherealness Poor, Fisticuffs Good,

Glamour Poor. Know Mortal Desire Good. Perception Good,
Physique Great. S~shifting Avcrage, Stealth Good. Survive and
Endure Poor.
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TYPICL\L DJINN IN GUQP8 -The 121-point set of standard Faerie abilities may be
found on p. CF88; other Faerie powers arc detailed on pp.
CF84-86 and in this book. Also remember that some
Faeries may roll against Will-5 to overcome a Dread, as
explained on p. CF80.

ifriti 610 points
51' 17 [80J: OX 13 [30J; IQ 12 [201; HT 15 [6OJ.

Speed 7.0; Move 7.
Dodge 7: Parry 8 (Brawling).

Ad~'alllages: Etherealness 3 165); Glamour 3 (40J; Know
Mortal Desire 3 (30J; Shapcshifting 4 [14]; Standard
Faerie Abilities [121]; Survive and Endure 4 [70];
Swifl Fligh141120J.

Disadvalltages: Bully [-10]: Dread (The Koran and the
Seal of Solomon, Uncommon; I-hex radius:
Limitation: Can be overcome, -10%) l-9j; Dull [-II:
Primitive (TL3) 1-10]; Sadism I-51.

Skills: .Brawlillg-12 [II2J: Broadsword-IS [8J;
IntimidatiOIl-14 161; Leadership-IO {112!; Two
Handed Sword-14 [41; Wrestling-13 [2].

Lallguages: Arabic (native)-12 [OJ: Turkish-I 2 PI.

"Friendly" IVobie 694 points
51' 15 [60]; OX 13 [30J; IQ 12 [201: HT 15 [60].

Speed 7.0, Move 7.
Dodge 7; Parry 6 (Broadsword).

Adva"tages: Be Unseen [40]; Charisma +1 15]:
Etherealness 4 182J; Glamour 2 [181: Obtain From
Elsewhere 2 f601: Shapcshifting 3 fI2]; Standard
Faerie Abilities [1211: Strong Will +2 [81: Survive
and Endure 4 [70J; Swift Flight 4 [1201-

Disadvalltages: Code of Honor (Muslim) [-10]; Dull
[-11: Primitive (TL4) [-51; Vow (Respect Islam and
the Koran) I-to].

Skills: Broadsword-I 3 [2]; Intimidation-II [II:
Leadership-II [1/21; Savoir-Faire-14 [41; Steahh-14
[4J.

La"gltages: Arabic (nativc)-12 [0]; Farsi-IO [1/2];
Turkish-12 [2].

Djinni Lady 672 pOints
51' II [IOJ: OX II [10]; IQ 13 [30]; HT 12 [20J.

Speed 5.75: Move 5.
Dodge 5.

Advalltages: Alertness +1 (5]; Be Unseen [40]; Beautiful
lIS]; Charisma +1 (5]: Etherealness 31651; Glamour
4 [60]; Know Mortal Desire 4 (40): Obtain From
Elsewhere 3 [75]: Shapeshifting 4 rJ41; Standard
Faerie Abilities [1211; Strong Will +2 [81: Survive
and Endure 2 [251. Swift Flight 4 [120].
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Disadvalltages: Code of Honor (Muslim) [-101: Dull
[-I]; Primitive (TL4) [~5]; Vow (Respect Islam and
the Koran) [-10).

Skills: ACling-11 lIl2): Bardic Lore-II 11]; Dancing-13
[8]; Physician-13 [4j: Savoir-Faire-15 [4J: Sex
Appeal-I 3 r4]; Singing-13 [2J; Stealth-13 [8].

Lallguages: Arabic (native)-13 [01; Farsi-I 2 II]; Freneh~

II [112]; Turkish-13 [Il

]ann (Djinni SeruantJ 498 points
51' 15 [601; OX 12 [201: IQ 9 [-101: HT 14 [45].

Speed 6.5: Move 6.
Dodge 6; Parry 10 (Wrestling).

Advantages: Standard Faerie Abilities [12IJ:
Etherealness 2 [48]: Glamour I [~: Obtain From
Elsewhere 2 [60]; Shapeshifting 3 1121; Strong Will
+2 [8J; Survive and Endure 2 [25J; Swift Flight 4
[ 120j.

Disadmnlages: Dread (Prayers, religious inscriptions.
the Koran, and the Seal of Solomon. common: 3-hex
radius: Limitation: Can be overcome. -10%) [-22];
Hidebound 1-5]: Primitive (TL3) [-10]; Ugly [-IOJ.

Skills: Brawling-IS iSJ; Savoir-Faire (Servant)-IO [2]:
Wrestling-15l16).

Languages: Arabic (native)-9 [0]: Turkish-9 [21
CustomizatiOIl Noles: If a Janni wears Iron Bracelets. his

Elherealness and Shapcshifting drop to level L a net
loss of 40 points for a new total of 458 points.
Additionally. many Jann have Perform a Great Work
4 [90] or Obtain From Elsewhere 4 [901 instead of
Swift Right, and may supplement this with three
more CombatlWeapons skills:ll 15.

Ghul 233 points
51' 14 [451: OX 12 [201: IQ 91-101: HT 12 120J.

Speed 6.0; Move 6.
Dodge 6: Parry 8 (Brawling).

Advantages: Alertness +4 (20]; Etherealness I 120};
Glamour I l8l; Know Mortal Desire 3 [3-];
Shapeshifting 2 [101; Standard Faerie Abilities (121);
Survive and Endure I [1Oj.

Disad~'anlages: Distractible [-1]; Dread (Prayers. reli
gious inscriptions, the Koran, and the Seal of
Solomon, common; 3~hex radius; Limitation: Can be
overcome, -10%) [~221: Hidebound [·51; Odious
Racial Habit (Cannibal) [-15]; Primitive (TL3) [-10];
Sadism [-15]; Semi-Literacy [-5].

Skills: Brawling-13 [21; Camounage-II 141; Stealth-13
[4[.

Languages: Arabic (native)-9(0]; Turkish-9121.
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GURPS Djinni Racial Package 298 or 294 points
Attribute Modifiers: ST +4 [451; DX +1 [10]; HT +2

[20j.
Racial Advantages: Etherealness 2 [48]; Glamour I [81;

Shapeshifling 3 [12]; Standard Faerie Abilities
[121]; Unusu<ll Background (Broad choice of
Kindred Powers) [101; and al least 30 points in any
Djinn Powers from this chapter.

Racial Disadmntages: Dull [-1]. Good Ojinn have a
Vow (To respect Islam and !.he Koran) [-5]; evil
Djinll have a Dread (The Koran and the Seal of
Solomon, occasional; I-hex radius; Limitation: Can
be overcome, -10%) [-91. Eilher of these lasl may be
varied in individual cases, but usually only to
increase the disadvantage level; all Djinn have some
kind of strong response to the outward signs of
Islam, and show at least cautious respect to the Selll
of Solomon, and many of the evil son can be driven
off by a simple Muslim prayer. which would count as
a "common" eFfecl (doubling the cost of the Dread to
~ 18 poims). (Remember also that. as faeries. djinn
can suffer permanent death if they break a vow.)

Note: Unlike most Faerie races, Djinn have a choice
of several options when dClemlining their Kindred
Powers. As this is an advantage from a player'S point of
view, it is treated as an Unusual Background.

It costs 298 or 294 poims to playa Djinni, dcpending
on whether the creature is vinuous or malevolent. Many
have powers at a higher level than the package grants;
quite a few also have more severe disadvantages, espe
cially Dread regarding Muslim symbols, iron, or similar.
The most powerful som of Djilln arc very mre these
days, however.

Iroll Bracelels: If the Djinni wears Iron Bracelets,
reduce both its Etherealness and Shapeshifting powers to
Level I, and add a special Phobia, regarding the possibil
ity of having the Bracelets removed, worth -5 points.
This reduces the cost of the racial package by 45 points,
to 253 or 249. In effect, this is a "package disadvantage,"
which could possibly be bought off with experience (and
with the GM's explicit permission). Of course~.finding a
power strong enough to remove the bracelcts, and over
coming the compulsion in the Djinni's mind to keep
them, could re an adventure in itself.

the chance to think about the things that were displayed to
them. A Ojinn with ExtraordinarylLevel 6 ability in this is
frankly a sadist, even if he should somehow mean well in
his use of it; a human who sees that which they display is
rarely happy with real life ever again.

Castle Falkellsteill: Match the Djinn's level in this
ability against the victim's Perception; a success for the

Ojinn comes up with some
thing that will aUract the vic
tim, and a High success
enables it to come up with an
image that will overcome all
logic and sense, at least for a
moment.

GURPS: Roll a Quick
Contest between the Djinn's
"skil]"' of 6 + twice its level in
this power, and the intended
victim's IQ. If the Djinn wins,
it comes up with something

that will attract the victim; if it wins by 5 or more. it comes
up with an image that will overcome all logic and sense,
at least for a moment. Note lhe descriptions above for
guidance as to the degree of detail it obtains. For each
attempt. the Djinn must concentrate for 10 seconds; the
victim is unaware of the attempt unless the Ojinn rolls a
critical failure.

GURPS Cosr.e This power costs 10 points per level.
(This is very loosely based on the cost of a Knack with the
Mind-Search spell, p. M29, modified to allow for the vari·
able skill roll and limited applications.)

•

•

Many Djinn appear to know
of 8reat horde& of "lost"

treasure

If designing Djinn as chllracters in GURPS, this power
costs 40 points. (This is bllsed on the cost of Knack versions
of spells thaI would achieve similar result, slighlly reduced
to renecl the power's limitations.) Most faeries who possess
it also buy their Stealth up 10 fairly high levels.

Know MOlTal DesIre
This is primarily a Ghul ability, allhough Ifrit also use

it (rather more subtly). It
involves the ability to
probe a monal mind. and
determine what the vic
tim loves or desires: the
Djinn then uses other
powers to mimie the
desired thing and thus
attract the victim to their
doom.

As a rule. Poor/Level
I ability in this extracts
only the moSt basic form of the victim's desires: food. a
panner of the appropriate sex, the admiration of others,
and so on. Average/Level 2 ability finds some details, such
as a taste for romance with blondes or a fondness for sher
bet or coffee. Good/Level 3 ability picks up subtleties:
build as well as hair color, praise for the character's wit
and wisdom. and so on. Great/Level 4 ability detects what
the subject really likes - the smell of fresh coffee. perhaps.
or an image of some first love who has haunted the per
son's deepest dreams. An Exceptional/Level 5 rating
means that the Djinll extmclS many clear details, perhaps
surprising or even disgusting the victim, if they ever have
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Obtain From Hsewhere
This Ability gives the Djinn the power to obtain goods

or materials from elsewhere in reality, and present them to
whoever asks. (Technically. this might be theft, bUI ii'S very
hard to detect or prove: many Djinn appear to know of great
hordes of "Ios'" treasure. reducing the potential for embar
rassment.) Of course. a Djinni with Swift Flight might
achieve the same result openly. but with Ihis power. the
Djinni doesn't have to move (except possibly extra-dimen
sionally - but leave lhat question to the metaphysicians).
Note the implicit limitation with lhis power; the Djinni
might obtain almost anything, but the thing must already
exist, somewhere in the world. FunhemlOrc, this JXlwcr is
useless if the Djinni is currently being reslrained by the Seal
of Solomon or related magick (which evidently resTrict
Djinn activity in ~'er)'dimension). Thus. a Djinni cannot use
the power to obLain the means to break out of a brass bottle
or other enchanted prison. [ron Bracelets may leave a Djinni
:ree t~ usc the ,,?wer, reduce it to Poor/Lcvel I, or suppress
It enurely. as their maker chose: sometimes. it is useful for a
controlled servant to have such abilities. but sometimes it is
juSt too dangerous, or the maker may have wanted to punish
the creature by denying il such advanlages.

With PoorlLevcl I ability. a Djinni can find gencral
eatcgories of itcm that arc commonplace in the near vicin·
ity. and will fil in one hand - money. a lillie food or drink

Concernina lhe Djinn ,,-

of an ullspecified kind. or a knife, say - and the fetching
usually requires an hour or two. With AveragelLevel 2 abil
ity. the goods can be a little more specific, and the Djinni's
"reach" extends for several hundrcd miles, if necessary:
Ihus. Ihe beneficiary can rcquest a hot meal. coffee, silver
coins, or a plain sword, all wilhin [0 minutes or so. At the
Good/Level 3 rating. the power can obtain goods in no
more than 2-3 minutes, and they can be almost any com
mon thing that might be located on the same continent and
that can be carried two-handed: a bag of gold coins, a fine
meal or an impressive sword, or a gun. (Djinn of lesser
power find requests for "high-tech" items confusing. and
rarely obtain the desired rcsuhs; allY Djinni is likely to be
hopelessly bemused by over-specific requcsts for modem
products.) A GreatlLcvcl4 abililY is the minimum required
to oblain living animals. such as a dog, cat, or chicken, or
anything else that may be moving around unprediclably;
otherwise, it can obtain masl ilems that can be seen pub
licly somewhere in the world and lifted by nonnal human
slI'ength. in ahoul a minute. With ExceptionaULevel 5
Ability. the Djinni can produce rare and exOlic ilems of no
more than human sizc in a few seconds. With
EXLraordinarylLevel 6 Obtain From Elsewhere powers. the
Ability can instamly find pretty well any item, even if it is
unique. provided that it could pass through a doorway.
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NOles: Afler much argument, Muslim legal scholars
have decided that taking advantage of this power i.~ theft,
unless the Djinni's source is somehow identified, but that
it may be forgiven in emergencies or if used with a great
deal of restraint. OMs may choose to ban PC Djinn from
taking this power, at least above GreatlLevel 2, as it may
be too easily abused; friendly NPC Djinn who happen to
possess it should preferably be played as whimsical and
easily confused.

GURPS Costs: Points values for this power, if design
ing Djinn as characters, are 30 points + 15 points/level; that
is, 45 points at level I up to 120 at level 6. (This is loosely
based on the cost of the Snatcher advantagc, p. CI45.)

Perform a Great Work
As for the Brownie (Castle Falkenstei1J, p. 174 or

GURPS Castle Falkemteill, pp. CF88-89). This ability is
typically possessed by minor Djinn Servants.

•

You should be careful
how you aeL; on lhe one hand,

you don't wanl lo fri8hlen anyone,
and on lhe other, you don't wanl
some nervous sorcerer lrappi08

you in a brass bolUe for a
lhousand years!

•

Survive and EnduTe
Most Djinn call use Etherealness to adopt a fonn that

can survive in any environmcnt, but many also have this
ability. which enables them to make their physical bodies
adapt to environments that should roast, drown, or crush
them. (The Djinni will probably prefer more normal tem
peratures and regular meals - but this can be a matter of
whim, and some enjoy swimming in boiling oil.) It cannot
be used to resist injury from attacks, which use "shoek"
effects - just to survive continuing conditions. (A Djinni
with high levels of Survive and Endure which was some·
how unexpectedly thrown onto a bonfire while in materi
lit form could not illslal1lly adllpt its body, and so would
take damage as for an instantllneous attack - but if it sur
vived that, it could subsequently stand comfortably amidst
the Oames.) It is absolutely 110 use against the effects of
iron.
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PoorlLevel I Survive and Endure permits the Djinni,
in human-like form. to wander through the Arctic or the
tropics in lhe same e10thes without discomfort, or to
remain underwater for several minutes. Average/Level 2
ability means that the Djinni looks comfortable in any
conditions lhat a human can endure for brief periods, and
can breathe water like a fish. With Good/Level 3 ability,
the Djinn faces near-boiling or icy conditions wilh equa
nimity, and doesn't have to bother about oxygen as such.
At GreatlLcvel 4 ability, the Djinni can live in a baker's
oven, breathing the flames and nibbling the hot charcoal,
stroll around on the floor of the deepest sea, or use a vat
of boiling oil as a bath. With Exceptional/Level 5 ability,
the Djinui can live full-time in a vat of molten steel or liq
uid nitrogen, or survive the pressures in the center of the
Earth. In its ExtraordinarylLevel 6 form, the ability would
permit the Djinni to travel through the vacuum of space in
material form and walk on the surface of the sun, or dive
to its heart.

CURPS Costs: Level I is equivalent to 3 levels of
Breath-Holding (p. C121) and 4 levels of Temperature
Tolerance (p. enO) [total 10 pointsl Level 2 equates to
Gills (p. CI56), 5-point Pressure Support (p. CI63), and 10
levels of Temperature Tolerance [total 25 pointsl. Level 3
is 20 points ofTemperature Tolerance. Doesn't Breathe (p.
CI53), and 5-point Pressure Support [total 45 points].
Level 4 is 40 points of Temperature Tolerance, combined
with Doesn't Breathe and 10-point Pressure Support [total
70 poinlsj. Level 5 is a 75-point Invulnerability (p. C159)
10 prolonged extremes of temperature, Doesn't Breathe.
and 15-point Pressure Support [total 110 points]. Level 6
is the same as Level 5, with the addition of +5 DR [total
125 points].

Swift Hight
Many Djinn (mostly nobles and messenger-servants)

are even faster in flight than their Elherealliess would
imply, and can Oy in fully solid form (always useful when
carrying mortals around or fetching and carrying), unlike
many Faerie who must become mist-like or shape-change
into a bird to achieve full speed.

Castle Falkenstein: This ability grants Oying speed of
50 mph (73 feet/sec) at Poor level, doubled for each level
above that (i.e. 100 mph at Average, 200 mph at Good, up
to 1.600 mph at Extraordinary). Hosts may rule that even
the supernatural Djinn have difficulty braking and maneu
vering at speeds in the hundreds of miles per hour.

GURPS Costs: This power is bought as Flight (p.
C156), plus one level of Super Flight (p. C167) per level of
Swift Flight. Note that a Djinni with base Move 7 can thus
Oy at 28 yards per second (56 mph) with Swift Flight at
Level I. 112 yards/second (224 mph) at Level 3, and 996
yards/second (1,992 mph) at Level 6. This has a total cost
of 60 points at Level I. 80 at Level 2, 100 at Level 3, 120
at Level 4, 140 at Level 5, and 160 at Level 6.
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PLAYING DJINN CHAQAC1'EQ&
For a player to lake the role of even a minor Djinni is a

fairly exlrcmc idea., and should only be pursued wilh the
Host"s sJX=Cific pennission - but there is no reason why a
skilled player shouldn'l lake such a part. After all. a minor
Djinni need not be any more powerful or game-unbalancing
than a Dragon or a Daoine Sidhe. 1bc following templares
represent a fairly playable character of this type, good
natured cnoogh 10 associate with most humans.

Castle Falkenstein
Strong Suits: Etherealness, Perception. Physique.
Kindred Power: Choose one from those discussed in

this chapter. Alternatively, choose two. bUI neither may be
laken at better than Averngc power, or three. of which two
must be Poor and one Average. (HOSlS should be warned thal
Djinn chamcters can nonetheless be very powerful!) A
Djinni whose Etherealness :md Glamour arc both Poor may
be assunu..'d 10 wear Iron Bracelets.

I)ossessions: Baggy silk trousers; heavy silver jewelry:
a scimitar of Ojinn Brass.

GURPS Template 293 points
Anribules: ST 14 [0): DX 11 [OJ: IQ 10 [0[; fIT 12 [0).
Adl'antages: Djinn Racial Package (with "Good" option. p.

I 12) (298). Spend 15 points on improving one or more
Kindred Powers [Variesl: improVed Appearance (5 or
15]: Charism.a [5ncvel]; Combat Renexes fI5); Pious
[5): or Toughness (DR I) [10].

Disad~'QlJtages: A IOlal of ·30 points from reduced
Appearance [V,,;esl: Bad Smell 1-101: Bully [-101:
Clueless [-10]: Cooe of Honor (Muslim) 1-10];
Compulsive Generosity l-5]; DislrnCtible H] or Short
Attention Span f-IOJ: Dislurbing Voice [-101:
Gullibility l-IO]; change Dull 10 Hidebound 1-41;
Impulsiveness [-IOJ; Lecherousness [-151: Loner [-5]:
No Sense of Humor HOI: Oblivious r-3]; Primitive
f-5/1evel]: Truthfulness [-5"1; or Weak Will f-8IIevel].

Skills: Any five from: Brawling (PIE) DX+I f2]-12; Right,
Slealth, Wrestling, or Two-Handed Sword. all (PIA)
DX [21-11: Savoir-Faire (Servant) (MIE) IQ+I [21-11:
Acting. Intimidation. or Languages appropriate to the
Djinni's home area. all (MIA) IQ 12J-IO: History (MlH)
IQ-I [21-9: and Sex Appeal (MIA: H1) fIT [2)-12.

Note thai a Djinni who wears Iron Bracelcts is 45 points
cheaper under GURPS, which mighl make the characler
more affordabk. A Djinni with reduced Appearance has a
"nannal form'" which humans find unattractivc (or terrify
ing) and other Djinn IOOCk as unstylish; even if he also has
Shapeshifting al a high level. the GM is entitled 10 require
an IQ roll for him to adopt a more ap~aling shape. howev
er temponuily. or may simply rule thai all his shapes some
how come OUI ugly. despite his best efforts.

Concel'llillothe Ojinn ".-

You are a Djinni. NOl one of lhe Lords or lfrit. to be
sure, but a little above the run of Jann. You have enough ini
tiative to go out and cxperience ooventures on your own.
Perhaps you are a lesser member of the aristocratic casle, or
a superior sort of scrvan! - in truth. the dislinclton is some
whal blurred. It's not as if Djinn have families, in that
strange human sense, to make such hierarchies permanent.

Pcrl1aps you have recently been released from a prison
sealed with the Seal of Solomon. Of course. you were never
malicious enough for thai wise human king to think you
should bccloscd away - but other human wizards have stud
ied his lore, and nOI always applied it with as much juslice.
Or perhaps you served an evillfriti in Solomon's lime, and
when Solomon defeated your masler, he recognized that you
were nOI truly evil, but bound your power with Iron
Bracelels as a punishment for serving evil. Now, you some·
times look at them. remember why they arc there. and wan·
der the world seeking to redeem yourself.

1llcn again. perhaps you arc simply a masterless. hann
less son. who has lived for lhc past fcw centuries in some
remole ruin. Now, you have decided 10 go a·wandering once
more. Or perhaps you are Ihe sort who lives in an organi7.ed
community with others of your kind, and iI's somc duty thaI
has led you 10 have dealings with the Sons of Adam. In that
case. yoo should be careful how you act; on lhe.onc hand..
you don'l wanl to frighten anyone, and 011 the other. you
don', wanl some nervous sorcerer trapping you in a 6ras.s
bottle for a thousand years!

In Your Diary: NOles on the str.:tnge ways thai the
world has ehanged in recent years; snippets of information
on the world beyond your homeland (humans are cvi<lently
traveling further and fasler these days): philosophical
thoughts on the nature of human and Djinn desire.

Why You're Here: If you were recently released from
imprisonment. perhaps it was these modem folk who
releas(,'d you, and you have sworn to accompany and aid
thcm for:ls long as it lakes to pay this debl -or perhaps you
have an ancient vow 10 accomplish. and Ihese humans arc
going 10 same way. On the other hand. perhaps you were
ncver trapped, bUl arc a good Muslim who has reccntly dis
covered a vile plot by some Ifril, which lhese folk areoppos
ing. and you feel il is the dut)' of all Djinn-kind 10 opfK)Se

such evil. Or you could simply have gone on the Hajj pil
grimage. invisible or disguised as a human 10 avoid pr0b
lems. and then decided to see some more of the world while
you are OUI and about.

Thcn again, perhaps it is simply the old Faerie problem:
boredom. You may be a lesser relative of the Djinn aristoc
racy. tired of the Faerie Veil-even in lhe lush. c}wtically ori
ental form inlO which your kind can shape it - and you are
determined 10 search 001 new experiences in the mortal
world. In that case, you may well feci that lhese Farwlgi
have more new and exciting ways of thinking and acting
Ihan the conservative folk of lhe Ouoman Empire.
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Appendix:

The Book of
Abdul the Mad

On her way ow of the Dolmabache, remember that
Al,iyada picked lip a book? Her commefllS at the time sug
gest thaI she viewed il as fair payment for .~ervices ren
dered, and I suspect that Eberhardtjllsl thought it was light
reading and 'lOt worth arguing over.

Well. Morro/an took olle look 01 it, staggered, alld
moaned gently; it lIImed alit that this was a complete copy
of something Clilled, promisingly, The Book ofAbdlwl the
Mad. Morro/an then disappeared IllIo his s1ltd}~ calling as
he wenl for liS 10 send OUI for a bunch ofhis friends alld a

eluleh ofprofessors ofArabic. After that, we didn'r see him
for a week. Aziyada asked Eberlwrdr if he thought
Morrolan was Salle, alld when Eberhardt said yes, shejusr
shrugged and said that ill that case, he waSil', likely to do
ally,fling too foolish.

However, when Morrolall reappeared, he did presell/
us witfl a summary of whal he'd learned. I've condensed
this a bit, alld appended some game rules,

-1:0.

ON TtlE QEVEl\LED Nl\TUQE

or AQANl\N MAGICK

The &cal of oolomon
is a 8reat and subtle abstract
enchantment in its own ri8ht

a spell of compulsion,
but most of all, of bindin8.

Extracted from Notes by Grey Morro/an
There is much for a European scholar to learn from

this book, but just as important is that which is confirmed.
Previously, we of the West
have observed fragments of
the Arabian style of the Art;
the binding of Djinn, the cre-
ation of Items of Power, the
rituals of the Dervish Orders,
and so on. Now at last, we
may undersland how each of
these fragments fOffi1s pall of
a coherent and logical unity,

The Art of
Binding

As my friend, Lord
Auberon of Faerie, has lold
us (see pp. 106-109), the
Djinn are Faerie of consider-
able power, who are nonethe-
less susceptible to'<kparticular category of binding invoca
tion. We have always assumed that the power of this "Sell I
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of Solomon" was relaled to the well-known Faerie inabiLi
ty to break the letter of a vow, and I still believe this to be
essentially correct.

However, il now appears that the peculiar potency of
the Seal may derive from
the precise geometrical
forms inscribed. and invo
cations spoken, when it is
used. The Seal of Solomon
is, it would appear, a great
and subtle abstract
enchantment in its own
right - a spell of compul~

sion, but most of all, of
billdillg ...

We can now see that
the peculiar genius of
"Abdhul the Mad" lay in
his comprehension of this,
and his ability to encom
pass its implications. His
Book is the most complete

introduction to the Magick of Binding and Compulsion on
Earth.

-"" AppendiX



~ TtlE ENCtli\NTMENT or O])JECT6 ~
The Muslim world has always been nOied - among

European wizards no less than among the masses - for the
number and variety of ellcl!all1ed artefacts to be found
there. These arc not merely the sources of raw power
which we occasionally wield, and which a European
savant can, with lengthy application and care, recreate;
they are objects which perform usefullasks of their own 
ef(ects comparable to the mightiest spells, yet of the
device's own nature. Woven, paucmed cloth, as one might
say. and nOI mere spools of thread.

Now, with Ihis volume in OUf possession, we may
comprehend the nature of these creations, and categorise
them in a logical manner.

The Nature of
Enchanted Matter

In the past, the relatively numerous artefacts of
enchanted power existing in the East seemed to fall into

two very distinct and divergent categories; those
empowered by bound Djinn, who were obliged to obey
the possessor's will, and those whose power was innate,
lacking sentience of its own. This led some of my
colleagues to outraged jealousy; for the Muslim world to
have mastered Olle form of enchantment was galling
enough, but to think that these folk employed two
such Arts defied belief. Now, however, we may begin to
see that all these creations have a common nature.

In every case, Life Force is bound into the artefact. In
some cases, the being in question retains its sentience
and free will; in others, energy plain and simple is thus
taken and used, either transforming creature into artefact,
or leaving that creature free but weakened. In all cases, I
have cause to pray, the creature thus llsed is a Djinni. The
binding Magicks used are derived From Solomon's great
work.

~ Ci\TEGOQTE6 or AQTEri\CT ~

Djinn Prisons
While fascinating, these brass bottles and such should

detain us least in this discussion. Essentially simple appli~

cations of the Seal of Solomon (see p. J08), they embody
no power save that of the Seal. However, I must reiterate:
these are the most dangerous artefacts of all, especially for
the unwise or ignorant.

•

The lore of Abdhul the Mad
enables an expert to bind

a Djinni to personal service,
without disruption of its p"yche.

•

Each COlllains an imprisoned Djinni, whose temper
and behaviour are unpredictable. Even one of the servant
caste may have the power to rout an army of human sol
diers: the Lords of the Djinn have the capacity 10 menace
the entire Race of Man.

To be sure, a Djinni might be able 10 speak from
within its prison, and may offer services and wealth
beyond imagining to the mortal who frees it: moreover.

Appendix ---

such creatures are just as sternly bound by their own
sworn word as any European Faerie, especially when they
swear by the Seal of Solomon which has power over them
all. However, many of them possess a quite diabolical
cunning, and may twist and redefine oaths to their own
advantage; and this they will do, for they oft-times bitter·
ly resent serving any mortal. Even the most friendly and
benevolent may possess its own tastes and values, and
may seek to enforce these on any human who crosses its
path .

The great majority of, but not aU, such prisons, are
said to date from the days of Solomon. His jails arc all or
mostly brass bottles, the size of a man's hand, corked and
sealed with wax, stamped with the essential Symbol.
However, the lore of Solomon remains in the hands of
men, and other Djinn-prisons may be encountered - not
just bottles and flasks. but blocks or pillars of stone into
which an Ethereal Djinn has been forced, or wells whose
lurking denizen cannot now emerge. Fond as I am of the
old pantomime-tale, I have never heard in reality of a
djinll bound in a lamp - but a [amp is a container. Which
said, Aladdin's discovery (if it existed) might more easily
belong in our next category.

"Servant-Artefacts"
The lore of Abdhul the Mad enables an expert to bind

a Djillni to personal service. without dismption of its psy
che. This power is enforced through a Seal of Solomon,
which is a material thing - so the Djinni is, in actuality,
bound to a material artefact.
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Djinn servants may decide
lhal beill8 lurned inlo a sword

or a crown IS no worse
lhan any olher way of life!

&rvanl Artefact Game Mechanics
Bind 10 Service is a magickal effect with a basic Energy Cost detemlined

as follows:
Castle Falkenstein,' The cost is equal to the total Face Values of the

Djinni's Courage and Etherealness.•.
GURPS.' The cost is equal to the Djinni's (Will~6) plus twice the level

of its Etherealness power, •.
So the base cost to Bind a typical Jann (see pp. 110-111) is 7-8 ., where

as a Noble costs 16 ., plus Definitions. (For a Ghul, it's only about
5-6 • - but that's like taking a rabid dog as a house pet.) If the caster gives
its Duration Derinition enough energy to make any normal spell last for a
year (+8). it becomes effectively pemmnent. The caster may either require
specific actions from the Djinni, or more general service; each type of action
counts as one "Element"' - so binding a Djinni into a quiver to replenish the
arrow supply whenever needed (using its Obwill from Elsewhere Ability) is
"One Element," whereas binding it to do anything that the item's user
requires is "Multiple Tasks." The Range Element is considered to be the slim
of the distances from caster to Djinni and caster to artifact.

Most artifacts have simple operating methods - rubbing a lamp. twisting
a ring, a word of command. More complex operations might add to casting
cost (as extra Elements), at the Host's option.

Oh, and most Djinn are equivalent to Faerie for spell-casting purposes,
adding +2 to the castil!g cost. People who equate [frit to Demons arc exag
gerating. Probably.

•

•

One Djinni, Many lIems
One rather namboyant application

of Carve the Flame is to bind the full
energy of a single Djinni into multiple
items. This is a little harder than work
ing with a single item; the sorcerer
must manipulate and direct the forces
of the enchantment in many diverse
ways at once. The items must be some
how similar or related; a suit of armour
and matched weapons, a set of carpets

of similar design, or a full dinner-service would each be fit
subjects.

Empowered Items
It is possible for a magician to use

another spell of Abdhul's creation,
Carve fhe Flame, to draw off some or
all of a Djinni's personal energy, and
implant it in an object. By and large.
Djinn lake this somewhat amiss;
although. as creatures of pure energy,
they can survive the experience. they
regard it as an imposition. In fact, they
may be more likely to tolerate being
entirely bound up in an object than
"lending" part of their power; they may
prefer keeping themselves in one place
to being divided up. Djinn servants,
often having little personal initiative,
may decide that being tllmed into a
sword or a crown is no worse than any
other way of life!

Enchanted object's call be made of
iron. Djinni-energised weapons are as
effective against Faerie as steel or iron
- whatever their metal. This even
applies to the Djinni whose energy was
used to create the weapon.

If all of a Djinni's being is placed
within an artefact, its mentality

becomes quiescent. or at least detached, like that of a sleep
er. That "sleeper" may either be deep in slumber, unaware
of all that passes, or dozing, dreaming, reacting a little to
surroundings. occasionally murmuring as dreams pass by.

Such a mind may be reached by certain
Magicks, "awakening" the Djinni just
enough for conversation.

authority.) Or the power of the Seal of Solomon might be
used to hold the creature in place.

The magician must also have the artefact to be used. in
or under his hands. It should be complete and undamaged,
although it milY appear relatively mundane; it should ide~

ally be robust. It should not contain any iron in its sub
stilnce. The magician then casts the spell described by
Abdhul, named Bind to Service, derining in the process the
conditions and operating methodology of the service ...

In any event, there is another complication. Before
binding a Djinni, Olle must hllve the Djinni to hand. If the
creature agrees to be bound to service, then much is sim
pliried - but why should it? Perhaps it might he bribed,
although it is hard
to think with
what; alternative
ly, it might be
cajoled. or com
manded by its
Djinni overlord.
(It appears that
some Djinn Lords
know something
akin to this
magic, and occa-
sionally bind their
underlings to
tools or toys.
Although they cannot wield the Seal of Solomon them
selves, doubtless they possess symbols of their own

The Vilst majority of such bonded Djinn are of the ser
vant caste - potent but unimaginill..ive, with little capacity
for boredom or ambition - ilnd as such, useful aides. It is,
in theory. possible to bind a Djinni Lord in the same way,
creating a versatile and ilwe-inspiring artefact - but the
effort and skill involved would be vast, and the dangers,
horrific. Abdhlll hints that he did accomplish such a bind
ing, at least once; I am not convinced that this is not mere
braggadocio.

118 ~ Appendix



The enchantments placed upon
such a set of artefacts may be distrib
uted as the artificer sees fit. However.
enabling a multitude of wiclders to
employ the same power demands that
more energy be drawn from the Djinni.
Typically. some powers are only avail
able to someone with the "full set" of
items.

One curious side-eITect of this is
that no element of the set may, in gen
eral, be destroyed unless the entire set
be annihilated. Someone wishing to
destroy the set must gather its pieces
together and work out sOllle way to
apply destructive force to all of them at
once. Yes, this means that individual
items can prove astoundingly inde
structible on their own. However, if the
force applied to one part of the set is
truly overwhelming or magical, it occa
sionally spreads through the ether and
causes the entire set 10 break simultane
ously, wherever the parts may be. This
is rare, and there no clear rules can be
determined as to when it will happen.

(Tom Olam comments: Yes, this is
something for Hosts/GMs to use on
whim. as a plot device. Especially if
PCs abuse the indestructibility of a part
of a set to pnxlucc overly weird results.
And no, even "indestructible" amlor
doesn't provide infinite protection.
After all. it can certainly deform. and
even suffer minor punctures, without
actually being destroyed.)

Appendix ..-

Empowered ILem Game Mechanics
Casl/e Falkenstein

Carve the Flame reduces one or more of the "donor" Djinni's Abilities
by however many levels the caster specifies. and provides a number of
"Enchantment Points" to the item equal to the reduction in the Face Values
of the abilities. Energy can be taken from Athletics, Charisma. Courage.
Etherealness, Glamour. Physique, Shapcshifting, or. in theory. Sorcery. No
ability may be reduced to less than Poor; if all of the listed abilities are
reduced to (or start at) Poor, the castcr can obtain another eight "Enchantment
Points" by transferring the Djinni's entire being into the object.

The speU has a base Thaumic Energy Requirement equal to half the
"Enchantment Points" being extr.tcted, with a spiritual (.) As(?eC1. Duration,
Element, and Range Definitions work as for Bind to Sen'ice. If the enchant
ment is being divided among multiple items, add 50% to the base require
ment for up to five items, or double it for morc than that.

The enchanted item may be imbued with any of the following advan
tages from the Djinni's energy:

I. The wielder's own abilities may be increased by one level for 4
Enchantment Points. This should be one of the same abilities that the Djinni
had reduced in the casting. Only abilities that the user possesses in some form
already can be enhanced.

2. A single specific function of the item. or some task for which it is
specifically used, can be increased by +I in Feat Resolution for every
Enchantment Point used. For example, a sword can have bonuses in anack,
or a pair of gloves could increase Athletics ability for purposes of Climbing
only. The Host must decide what is or is not appropriate here; a borderline
case might be a robe which increases the wearer's effective Charisma for
dealings with the aristocracy.

If a melee weapon is defined to give +2 in "Allack" and also +2 in
"Parrying," lhat's equivalent to an extr.t level of ability in Fencing,
Swordsmanship, or whatever, when using the Dueling rules. (You've got to
have both, or your comb<lt "style" is too unbalanced and erratic to be safe to
use in a fonnal duel.)

3. A weapon can have the damage it does on a FilII or High Success (but
IlOt 011 a Partial Success) increased by + I for the CO~1 of two Enchantment
Poims. No weapon can be given more than +2 points of extra damage this
way.

4. A suit of annor or other protection can reduce damage from all incom~

ing allacks by one for every two Enchantment Points used.
5. Any of the Djinni's innate powers (llor complete Abilities) can be

implanted in the item for a cost of 4 Enchantlllent Points. This gives the
Ability at Poor level: it can then be increased for four points per level, up to
the Djinni's own original level. For example, most Djinn can ny; the classic
Flying Carpet has a Djinni's nying power woven into it (but nOI any other
aspects of the Djinni's Etherealness).

6. Any spell that the caster knows can be incorpornted into the item, in a
foml that is pre-set for Definition purposes. This costs four Enchantment
Points for a spell that the item's holder can use if lhey have magicaltrdining.
eight for a spell that anyone can use. The user must obtain the full Thaumic
Energy cost of such a spell in the usual way: this can be reduced by commit
ting Enchantment Points when the item is enchanted, on a onc-fQr-one basis.

7. Each extra person that can benefit from anyone of the object'S pow
ers or spells costs another four Enchantment Points. This applies bolh to mul
tiple items which each carry the same power. and to single items which can
function for several people at oncc.

C01lt;'lIled 0" "ext page . ..
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EMPOWEQED ITEM GAME MECtfANICc,
(OY.mNUID)

example, a pair of gloves could give bonuses to
Climbing. The GM must decide what is or is not appro
priate here: a borderline case might be a robe which
gives bonuses to the wearer's Diplomacy skill for deal
ings with the aristocracy. Weapons and combat skills are
a special case: see below.

3. A weapon can give +1 to aHack rolls for a cost of
8 points. +1 to Parry rolls for 16 points. or have its base
damage increased by I for 4 points. Likewise. a shield
can be given +1 to Block for 16 points. No weapon can
gct more than +610 attacks. +4 to Parry (or Block). or +4

r-----,---------..., points of exira damage in this
way. Auack and Parry Ixmuses
are trealed as aspects of a single
power. but damage bonuses (Cp
resent a separate power.

4. A suit of annor or other
protection c:ln have +1 DR for
every 5 points used.

5. Some specific supemal
ural ability possessed by the
Djinni can be implanted in the
item. using as many points as it
would cost to buy it as an advan
tage. (This may require a cenain
amount of judgment and some
GM mlings. An anifact COII/IOI

be substantially more powerful
than the Djinni from which its
energy was taken.) For example,
the classic Aying Carpet has a
Djinni's Oying power woven
into it. bought as the Flight
advantage for 40 points. This
pennits night at Move 10. twice

a nonna! unencumbered human's Move of 5. Carpets
woven with the energy of swift Djinni can also have
Super Flight aI 20 pointsllevel. (Righi and Super Right
together are considered pans of the same power.)

6. Any spellihat the caSler knows can be incorporat
ed into the ilem, in a fonn that is pre-set for Definition
purposes. This costs 20 points for a spell thm the item's
holder can use if they have magical training, 40 for a
spell that anyone can use. The user must obtain the full
T~aumic Energy cost of such a spell in Ihe usual way:
Ihls can be reduced by spending extra points when the
itcm is enchamed: every 5 points spent reduces the
Thaumic Energy cost by one.

7. Each extra person that can benefit from anyone of
the objcct's powers costs anothcr 15 point.,. This applies
both to multiple items which each carry the same PQwer.
and to single items which can function for several people
at once.

GURPS
Note: As with most Castle Falkenstein Magick.

these rules are relatively loose, adaptable guidelines
rather than hard-and-fast absolutes. In the unlikely event
of a PC capturing a Djinni and binding its energies into
an artifact. lhc GM should be prepared to double-check
the player's ideas and velo anything too abusive. Or.
worse, PCs clever enough 10 learn this style of Magick
lmd to capture a Djinni, and arrogant enough to exploit
all this, should be faced with the attentions of countless
curious colleagues, nervous ene
mies. acquisitive governments,
inscrutable secret societies. and
angry, nervous. volatile Djinn.

Can'e the Flame laps the
"donor" Djinni's energies by
reducing its attributes, Charisma
(if it has any), or the Faerie
Powers of Etherealness, Glam
our, or Shapeshifting. It provides
a number of points for the item
cqualto the amount by which the
Djinni's points value as a charac
ler has been reduced.

No auribute may be reduced
to less than 8. and no Faerie
Power may be reduced to less
than level I. (If they are already
at or below these values, no
points can be obtained from this
aspect of the Djinni's energy.)
However. if all values arc
reduced to these minima, the
caster can obtain another 25
points by transfening the Djinni's entire being into the
object.

The spell has a base Thaumic Energy Requirement
~uaJ 10 toml points eXlTaCted, divided by 20, with a spir
Itual .(.• ) Aspect. Duration, Element. and Range
Dcfimtlons work as for Bind ro Sen/ice. If the enchant
ment is being divided among multiple items, add 50% to
the base requirement for up to five items, or double it for
more than that.

The enchanted item may be imbued with any of the
following advantages from the Djinni's energy:

I. The wielder's own ST or HT may be increased by
up to +3 each. at a cost of 15 points per + I. This should
be one of the same auributes that the Djinni had reduced
in the casting. The caster may also be given levels of
Charisma, at the usual 5 pointsllevel.

2. When using a single specific function of the item,
or some task4'o£:which it is appropriate. skill or attribute
rolls can be increased by +I for eve!)' 8 points used. For
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EXfl.MPLE& or EMPOWEQED I'l'EM&
77,e Flying Calpet

The Carpel which Starkmann and Aziyada flew back
10 Baycm on has the entire energy of one of Javorr's
more annoying servants woven into it:

Castle FafkellSteill: The servant had Good Alhlclics.
Average Chilrisma, Good Courage (he was Slrong~r

willed than most Jann, and hence more irritaling 10 a WIZ
ard), Good Etherealness. Poor Glamour. Great Physique,
Poor Shapeshirting, and Poor Sorcery: reducing all of
these to Poor provided 20 Enchanunent Points, plus 8 for
weaving the Djinni into the tlling for a total of 28.

Giving the carpellhc power of Flight cost 4. and rais
ing that to Great (Ihe Djinni's own level in Swift Flight)
cost another 12. However. flying isn't much usc unless
one can ignore the high winds and thin air: as the Djinni
had Average Survjve and Endure abililY, the caSler
gave lhe carpefs riders one aspcCI of that at Poor level.
for another 4 EnchanUllent
Points. Last lhe carpet was
large enough for two pe0

ple: cXlcnding both powers
cost another 8 Enchammem
Points. This balances out
nicely to 28.

GUill'S: The servant
had ST 14. OX 12,IQ9. and
HT 13 (il was an unremark·
able lann): reducing all of
Ihese to 8 provided 145
points. It also had Ethereal
ness 3, Glamour I, and
Shapeshifting I; reducing
the firsl of these to level I
gave aoother45 points. Adding 25 more points for weav·
ing the Ojinni into the thing brought the total to 215.

The Ojinni had Level 4 Swift Flight, so the carpet
was given an equivalent power: Flight [40] and 4 levels
of Super Hight rSOJ. giving it a move rate of 32 times the
"pilot's" base Move. However, fiying isn't much use
unless one can tolerate the conditions while in flight: Ihe
Ojinni had the Faerie Power of Survive and Endure,
which the caster was able to adapt to give lhe carpel's rid·
ers Ihe advantages Doesn't Breathe [201 and Temperature
Tolerance 30 [30J. Lastly, the carpet was large enough for
IWO people: eXlending the )X)wers of High!. Ooesn'l
Breathe, and Temperalure Tolerance to anOlher person
cosl another 45 poinls. This balances out 10215 points.

By the Caslle Falkellsteil/ version of Ihese niles. the
caster faced a base Thaumic Energy COSI of 14 (28/2); by
the GURPS sySlem, Ihe cost comcs to II (2 I5nO).
Making il pcnnanent added +8. and we may assume he
had the Ojinni paralyzed and the carpet on hand. which
means heonly look +1 for touch range. This is a two-ele·
menl enchantment (the Flighl and the high-altitude

Appendix ".-

survival), so add +2 for that. TIlen there's +1 for a single
Subject, +2 for working on a Faerie SubjecI, and we'll
assume thai he'd slUdied the Ojinni a lillie. so add +2 for
"Barely Knowing" the Subject. Tolal Thaumic Energy
requirement for the working; 30 or 27 points.

The Sword of the SUr/clem,-
This was made by reducing lavorr's Abilities 10

those of a Ghul: he was originally an Ifril.
Castle Falkens/eill: Charisma and Courage reduced

from Good to Average. Etherealness and Glamour
reduced from Good 10 Poor, Physique from Exceptional
to Great, and Shapcshifting from Grcm to Average. (Thut
left Javorr still dangerously powerful in some ways, so
Ihe sorcerer imprisoned him. too. This was personal.)
The lotal Enchumment Points from alilhat comes to 18.

The sword, in lurn. raises its wielder's effective
Charisma and Physique by one
level each (+8 Enchantment
Points - it 1101 only enhances Ihe
wielder"s strength. it looks infer
nally good too), gives -+4 to Feul

_ Resolution in both Attack and
Parrying (tolal cost +8: equates
to +2 levels of Swordsmanship
in a duel), and docs +1 damage
on a Full or High Success (+2).
This uses up 18 Enchantment
Points, and makes for a danger
OllS lOY.

GURPS: The enchantment
reduced lavorr's ST from 17 to
15. OX from 13 to 12. IQ from
12109. and HT from 15 10 14

(leaving him slightly superior 10 most Ghuls. bUI nOI
much). It also reduced his Elherealness from level 3 to
level I Glamour from level 3 10 level I. and
Shapeshlfting from level 4 10 level 2. The tolal value of
all of Ihis is 176 points.

The sword granls its wielder ST+3145J, HT+3(45],
Charisma + I [5-), +4 on allack rolls [321. +2 to Parries
[32]. and +4 damage [161. This uses 175 )X)ints; the spare
point is written off.

The Base Thaumic Energy Cost for this casting is 9
according to both Ihe Castle Falkellstein and GURPS
versions of lhe rules. Making il pcnnanenl adds +8, and
we may again assume that Ihe Ojinni was paralyzed an.d
the sword was on hand, so thal is +1 for lauch range. ThiS
is a four-clement enchanlment (Ihe sword enhances
charisma. physique, combal abililY. and danugc done), SO

add +3 for thaI. Then there's +1 for a single Subject +2
for a Faerie Subject and Ihe wizard had a long history of
enmilY with Jayorr. so add + I for knowing the. Subject
well. Total "nmumic Energy requirement for the working;
25 points.
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Came Mecharrics
Restoration oj the Sundere,J Flame has a basic

Thaumic Energy Requirement of 8 ... , or 12 ... to
restore a fully bound Djinni to normal action, and it
usually requires that the caster have some appropriate
way of breaking the item. For a Djinni to reclaim its
life-energy without this spell is hard; any kind of injury
or magickal interference will usually prevent ii, and
some kind of Courage test may be required, given that
the process involves stress and psychic pain. Details
arc left to the Hosl/GM.

Uniting fhe Flame has a basic Thaumic Energy
Requirement of 4 ., but Range Definitions arc based
on the rotal distance between allthc separated parts of
the Djinni's life~forcc, plus the distance from the caSt
er to the nearest one. For example, in the case that
Eberhardt witnessed, the Definition would have been
"in another country," for +5.

,. Gaz.e 0" the Iflller Fire has a basic Thaumic
Energy Requirement of 6 .; treat each piece of infor
mation sought as an "Element" for definition purposes.

Energy from more than one Djinni can never be
implanted in a single item. Clearly, the Djinll, creatures of
pure spirit though they be, retain a degree of individual
integrity, and can no more be merged than two human bod
ies could be.

Freeing and Manipulating
Bound Energy

It is possible to release energy bound into an item, but
it is not simple. Deslroying the artefact will not sufficc:
rather, if it be truly deslroyed, the energy is usually dissi
patcd and forever losl. However. enchanted items are hard
to damage; they are always more robust than they would be
without enchantment, and the task may require iron - or
even Cold Iron. (The Seal of Solomon may also assist, as
it serves to disrupt all the activities of Djinn-kind.)

The Book of Abdhul Ihe Mad provides a spell-like
technique for safely accomplishing the task of returning a
Djillni its full spirit; this is tenned ReslOmtiOIl of the
Slllldered Flame, The act invariably destroys the artefact.
Otherwise, if a Djinni is in direct contact with an anefact
containing his own energy at the moment of its destruction,
he might reclaim that energy - unless he himself is physi
cally injured at the same moment, or some restraining
force. such as the Seal of Solomon, is present.

Fully Bound Djinn
When a Djinni is completely bound into an object,

destroying that object kills the Djinni, permallelllly.
However, such items are especially hard to shaller (which
may sometimes be useful in itself).

(Tom Olam comllWlllS: Exactly how hard it is to break
one of these Ihillgs lIarie.~ with the lIlaterial, rhe power of
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the Djilllli. the details of the enchallimelll, and for all I
know, the phase of tile moon, BIIt ii'S safe to assullle th(l/
most sllch irems, ellen if they do,,'r have some of the
Djillni's ellergy deliberately applied to reillJorcemelll, are
al least as robust lIS if they were made offine-quality sreel.
I" game terms, even those millie offlimsy cloth or fragile
glass have lit lea.w dOllble the /lsllal Slats for withstanding
damage, alld are likely TO be complerely immune 10 1I0rmai
fire or chemicals - although dragon brearll and such may
be anO/her maTlU And yes. in the grear tmdilioll of these
things, hurling them i1l10 major 1I0icanoes wiJ/ pmbably
work. As before, this doesn'r meall thm Djifllli-elllfJowered
ar/llor is lIutolllariclllly pelfect. thollgll: it call buckle, delli,
and be driven illfo the wearer's flesh. Alternarively,
Hosrs/GMs call jllst say thm rhese thillgs only break when
it's drammically approprime - but rhen do so wilh lots of
grem special effects.)

Fully bound Djinn are also especially hard 10 release,
as they must reclaim their ability to form a body. They
must be aware of the illlelllion and the moment, and the
sorcerer casting Restoration of the SUlldered Flame must
be in communication with them.

"Re-Association"
A minor but interesting aspect of the book's enchant

ments is the ability to draw a Djinni's life-energies back
together, as used by the plotters in Herr $tarkmann's
narrative.

The spell involved is termed Uniting the Flame. It
requires thaI the sorcerer have some knowledge of the
nature and location of each item, and of the Djinni itself.
When it is cast, the caster may send or draw each and every
pan to the location of one. Wards and mystical barriers arc
of little use against this, as some part of the Djinni's life
force must, by definition, already be within any barrier.

Analysing Enchanted Items
Lastly, it may, of course, be desirable to study the

nature of an artefact, and analyze the Djinni-fire bound
within. For this purpose, Atx.lhul created a spell named
Gaze Oil the IlIlIer Fire, which permits a wizard to examine
the innermost nature and function of an artefact, to deter
mine if all or but part of a Djinni's life-energy be therein,
and so on,

Use ojFaerie or
Human Life
Force

All of the enchant
ments discussed hereto
fore employ the life
energies of a
Djinni. There are
good reasons for
this; firstly, the
Djinn, as has been noted, arc
essentially beings of pure
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energy. and mailer is not an essential pail of their existence
on this plane: and secondly, "Abdhul the Mad" was extend
ing and adapting the ancient lore of Solomon, who created
or discovered, in the Seal of Solomon, a set of techniques
for binding and controlling the Djinn.

However, I should nOte - with some discomfOil- that
this restriction may not be absolute.

In the first place. the Djinn are but a category of
Faerie. The oaths and bindings that the Seal embodies arc
not sovereign against others of Faerie-kind, but the under
lying principles are general. My friend and colleague
Auberon may not wish me to mention this, but it is possi·
ble that a wizard of exceptional skill and ruthlessness could
conceive and refine spells to perform similaropemtions on,
for example, a European Sidhe. Indeed, some brief exami
nation of ancient Irish legend suggests that such techniques
may have been known to the Tuatha De Danaan, who put
"something of themselves" into their master-works.

Perhaps worse, I am not convinced. as a practical stu
dent of metaphysics, that the life-energy of the Faerie or
Djinn is entirely different in kind from that of a human

being. In other words, it is conceivable that a human
enchanter could place some of his own life-force in an
object - or steal/liar ofal/orher. This latter would be a truly
vile act; unlike the Djinn, a human being cannot re-knit its
energy when that is eventually released from its prison, so
the theft would be pennanenL Funhemlore, technical con
siderations suggest that the enchanter would probably be
most likely to succeed if the victim were, quite specifical
ly, murdered in the course of the Work.

This may be merely a theoretical possibility. However.
there are, I believe, legends in the East of swords made fine
and deadly by being quenched in the living bodies of
human victims. If my speculations are correct. then I hope
that the relevant lore is now safely lost; I can state with cer
tainty that the benevolent Orders of the West would view it
as equivalent to the human sacrifice that we have opposed
so often and so vigorously in the past.

However, these possibilities certainly exist. For this
reason, I must ask that this book remain a secret for the
moment, securely under guard in the Royal Library.

Abdhul, codifier of this strange craft, is forever
rcmembered as "The Mad:' Perhaps this merely repre·
sents the jealousy and incomprehension of the untalented
towards the scholar-mage, but now, contemplating his
accomplishmcnts, I begin to feci that the term may be
merited.

•

Abdhul maslered vasl powers,
al lhe cosl of bindin8 entilies
far more polenl than himself.

and often vaslly malicious. To lear
away spoonfuls of lhe life-force
of such a bein8, and lo weave il

inlo rU8s and saddle-b88s,
is an ael of impressive hubris.

•

For Abdhul mastered vast powers - at the cost of bind
ing entitics far more potent than himself, and often vuslly
malicious. To bind a Djinni is not the act of a cautious man.
To tear away spoonfuls of the very life-force of such a
being, and to weave it into rugs and saddle-bags. is an act
of imprcssive hubris.

Appendix ---

The history and eventual fate of this author is obscure.
even by the secretive standards of Mllgiek. 11 would appear
that enchanted artefacts were known in the Arabian Golden
Age of Haroun ai-Rashid, implying lhat Abdhul prcdates
this reign; however, his scholarship, and the style of his
Arabic, place him only a lillie earlier. I suspect that he was
a product of that first flowering of Muslim genius, when
the Armies or the Prophet seized the libraries of Alexandria
and Ctesiphon. As for his fate: there are vague legends of
a similarly named sorcerer slain by invisible Djinn in the
very streets of some city. The Djinn can have loved him lit
tle. Which said. he was clearly methodical. and a genius of
the Art, and his protections and evasions must both have
been potent. I for one assume nothing.

The Book
Given the nature of this lore. it should not surprise us

that Abdhul's book has achieved only limited circulation. I
understand that other copies survive in the Topkapi library,
and I have no doubt thut some individual Eastem wizards
and their "traditions" conserve such volumes. It docs not
appear to be widely available to any other major factions in
the Ottoman Empire, or perhaps most find it of limited use;
with the Djinn mostly lost, entrapped. or withdmwn from
human company, few new items can be manufactured in
this age. To scholars in lands where the Seal of Solomon
has less power, it is of largely theoretical interest.

In conclusion, I thank our new friend for bringing us
this work. It ccnainly explains a great deal, and it made
fascinating, if sometimes worrisome, reading.

Respectfully.
Mormlall. Magista
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Editorial Afterword
And there. Tom Olum's latest message ends - happily

for its hero and heroine. And it 's ~rfcctly possible mat the
Second Compact will be able to ensure thai Turkey contin
ues along a path of enlightened rcraml, rClaining the best of
ancient glory, throwing off the habits of ancient despotism.

Well. that's how a New Europan would pUI it. But from
a practical point of view, nothing is finished - or certain 
yet.

1t'5 easy enough to look up what happened in Turkey in
our hislOl)'. Midhat Pasha did indeed become Grand Vizier
in 1872 (presumably without the aid of Magick) - but only
for three months. He was just 100 much of a refonnist for
Abdul Aziz. On !.he other hand, he was also too competent
to ignore, and he retained some influence.

The empire gal into a complete mess in 1876: apart
from the fact Ibat its finances were collapsing, it had faced a
revolt in Ibe Balkans. and the troOps sent in to suppress that
resorted to rape and massacre. So. with Euro~ baying for
Turkish blood and demanding refonn. Midhal organized a
coup. The trouble was, the only heirs available were Aziz's
nephews; Murad, the feeble-minded one who had to be
deposed himself after six months, and then Abdul Hamid.
Meanwhile, Az.iz had killed himself.

Abdul Hamid ruled for 30 years, and turned out to be
vicious and sman. He got rid of Midha! Pasha, first exiling
him, Ihen calling him back with promises of safety before
having him charged with Aziz's murder. After a blatantly
rigged trial, Midhat was imprisoned, then murdered by the
Sultan's agents. Turkey was modernized, in a way, at this
time - it became a modem autocracy, complete with secret
police. Things only staned to get a Little bener after the First
World War.

It wouldn't be hard to imagine all of this re~ating itself
in the Falkenstein world. especially with Prussia and Russia
imerfering ill events. On the other hand, the Second
Compact are on the case; they can hope to expose Ignatyev's
machinations, while working to convince the Young Turks
that Prussian efficiency isn't the besl thing that New Europa
has 10 afTer.

So, frankJy, Tom Olam and his friends have got their
work cut out - although they've made a good start. But it
certainly looks like there'll be plenty of opportunity for
advemure in that part of the world - and plenty of need for
heroes.
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As usual with Tom Olam's messages lhrough lhe Veil. it's
interesting to research some of this background independently.
from the point of view of our own history. The following books
should give some feel for the history and nature of the Ottoman
Empire, and related matters. However, do remember that the
two worlds are different in some very imponant ways.

History and Society
The encyclopaedia ofIslam (Brill, 1960).
Barber, Noel. The Lords of the Colt/en

Hom (Macmillan, 1973).
Davison, Roderic C. Reform ill the

OIlOl/lall Empire (Princeton University
Press, 1963).

Frecly, John. Ills ide the
Seraglio: Private Lives of the
Sultalls ofIstanbul (Viking, 1999).

Goodwin, Jason. Lords of
Horizons (Chatto & Windus, 1998).

Wheatcroft, Andrew. The Ottomans
(Viking, 1993).

ZUreher, Erik J. Turkey: A Modem History (I.B.Tauris &
Co., 1993).

Sec also the Encyclopedia Britannica and olher general
encyclopedias.

Travelers
Several of these are modem editions of original period

accounts.
Bidwell. Robin. Travellers in Arabia (Hamlyn, 1976).
Blunt, Lady Annc. A Pilgrimage to Nejd(Frank Cass & Co.,

1%8). First published in 1881.
Burton, Captain Sir Richard F. Pers011l11 Narrative of a

Pi/grimnge to AI-Madinah allll Meccah (Darf, 1986). First pub
lished in 1855.

Doughty, Charles M. Trlll'els in Arabia Desena (Dover,
1979). First published in 1888.

Frcclh. zahra, and Winstone, H.V.E Travellers ill Ambia
(George Allen & Unwin, 1978).

Arabian Magic and Mysticism
Bunon, Sir Richard (translalOr). 71le Book ofa ThaI/sand

Nigllls and a Night (Heritage, 1934).
Dawood, N.J. (translator). Tales from the Thousand and

One Nights (Penguin. 1973).
lrwin, Raben. The Arabian Nights: A Coml){/Ilion (Allen

Lane, 1994).
Lane, Edward William. Arabian Society ill the Mitltlle

Ages (Curl.On, 1987). First published in 1883, and actually
based on the footnotes to Lane's earlier translation of the
Arabian Nights.

Lewis, Geoffrey (translator). The Book of Delle Korkw
(Penguin. 1974).

Titley, Norah M. Dragolls iI/ Persial/, Muglwl ami Turkish
A/1 (British Library. 1981).

Other Game Books
Blackwelder, Kraig. Lost Paths: Ald·i-Bati" and Taftani

(White Wolf, 2001). A slightly darker image of Arabian magick
in lhe modem world.

Cambias, James L. Arabiall Nights (Iron Crown
Enterprises, 19(4). Adapts ICE's Rofemaster system to the world
of the Nights.

Masters, Phil. GURPS Arabia" Nights (Steve Jackson
Games, 1993). The standard CURPS treatment of the setting.
This and the preceding might sccm anachronistic when dealing
with the Victorian Ottoman lands - but then, the Ottoman
Empire was stuck in a medicval rul, especially in the universe of
Castle Falkellsteill.

Fiction
There's a lot of "Arabian Nights" fiction of various sons

around, allhough most of it tends to have a specifically medieval
feci and setting. Watch for:

Fraser, George MacDonald. Flashmall (1/ the Charge
(Granada, 1973). Deals with the Crimcan War from a European
viewpoint, and with activities in Central Asia, beyond the
Ottoman borders. On the other hand, it features swashbuckling
secret missions among Muslim tribes and. most important,
Count Ignatyev.

Powers, Tim. Declare (William Morrow, 2001). Rather late
in period, but it does have Djinll, espionage, and the endgame of
lheAnglo-Russian Great Game.

Shwartz, Susan (editor). Arabesques (Avon, 1988) and
Arabesques 2 (Avon. 1989). A good assonment of modem
Arabian fantasies, with an excellent bibliography.

Cinema
The following can be used to gain a "feel" as to how an

Ottoman scenario should be run - if 110t as sources of reliable
infonnation.

Casablanca (Michael Cuniz, 1942). The sctting is 70 years
too late, and African rather than Arabian - but it has the sense of
intriguc. and the high-minded hero, for a tfile Falkef/stei,,;
Ottoman game, and the villains have the proper ?russian mind
set. Round up the usual suspects.

Grass (Merian C. Cooper, J925). A silent documentary with
images of nomad life at the time of the end of the Ottoman
Empire.

Lawrence of Arabia (David Lean. 1%2). Also the wrong
period, but otherwise essential. A European hero teams up with
Bedouin waniors to battle cOmJpt Ottomans. blowing up rail
ways along the way.

Pascali's Islllnd (James Dearden, 1988). The setting is a lit
tle late for Castle FtLlkellsteill, and the mood is a little downbeat.
But the central triangle - European Anti-Hero. Ottoman Spy.
Female Expatriate - are wonderful character models.

7'lle Thief of Baghdad (Raoul Walsh. 1924). The title has
been used for four completely different movies, all set rather
early for Falkenstein purposes, but all relevant as sources of spe
cific ideas. The first. a classic silent staning Douglas Fairbanks
Sr., is perhaps the most interesting.
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Alxlulthe Mad. 116.
Accounting skill. 100.
Acrobatics skill. 30.
Addiction disadvantage. 25.
Administration skill. 30.100.101.
Age disadvantage. 9.
Ahmed m. 14.
Alcohol. 26, 34. 48. 100, 102.
Alcoholism disadvantage. 26.
Ally advantage, 33. 64.
Ally Group advantage. 33.
Animal Handling skill. 30. 63.
Appearance advantage. 115.
Appearance disadvantage. 115.
Anny, 14. 17. 18.35-37.39.72,73.102.

104: confusion. 41: 1I11Ilgar;(III. 12;
OItOlllon, 13. 25. 55: Prussitw Corps of
engineers. 54: rollt by pOIl.'er; 117:
Twkish. 6. 8. 15.

Artefacts. 117-123.
Artist skill. 27.
Auberon. 6. 9.18.105.106.110. 116,123.
Awareness advantage. 92.
Aziyada the Circassian, 97-99. 103-104,

116. 121.
Aziz. Abdul. 14.44.100-102.104.124.
Bard skill. 30. 91. 93.
Battleships. 18.
Bayem. 6. 8-9. 16.20.39.42.45.49.74:

Com·lll. 50.53.55: COlirt. 6. 77: curre/I
C)'. 23: embassies. 47. 104.

Bazaar, entertainer. 28; ml/gician. 30.
Bedouins. 20. 26. 27. 29. 49. 50. 65. 71.

92Jolklore. 110:jobs. 30: lemplate. 66.
Black Powder Weapons skill. 65.
Blum, Lady Anne, 51. 59.
Boxing skill. 27.
Bracelcts. iron. 110-111. [13. 115.
Brawling skill. 27.
Broadsword skill. 30.
Burton. Sir Richard. 22. 59-62. 76. 78. 90.

109.
Cairo. 14. 19.60.
Calligraphy skill. 27. 30.
Callous disadvantage. 100.
Camouflage skill. 89. 91.
Canlrips: see Magick.
Cavalry. 15.
Charisma advantage 62. 120.
Charles of Lormine. 14.
China, 19, 72.
Clerical Investment advantage. 25. 30. 79.
Climbing skill. 119, 120.
Code of Honor disadvamage. 26.
Combat Refk",es adva~age. 36.
Compulsive Vowing disadvilmage. 27.
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Index
Constantinople. 6. [0. 12. 14, 17. 18,23.

41.42.44.74.
Contacts advantage. 28. 29. 32, 36, 37. 66.

84.
Courtesy Rank advantage. 36.
Crimean War. 6.14,39,72.
Dancing skill, 30. 89.
Dependent disadvantage. 32. 33, 64.
Dervishes. 14-15,22.26.44,59.76.79-

80.82.91-92: Beklas!li. 85.90: dancing,
62, 81: Kalendari. 89; Mehlel-i. 87:
SellIlsi, 86.88.

Destiny advantage. 25. 35, 36.
Destiny disadvantage. 25. 35. 36. 39.
Detect Lies skill. 30.
Diplomacy skill, 30, 120.
Diplomacy. 6. 42. 71. 77: diploll/{l/s. 41.

79. 104: illtrigl/e. I): Prussil/Il. 49.
Disciplines of Faith dis.1dvantage. 26. 79.

Disnleli.7.
Diwan of the Goldcn Road. 13-14, 16.82.

85-86. 90. 96.
Djinn.6. 7.10-12,14,18-20.25,108.110.

123: allies. IS: bargoins. 75: bmmd. 75:
108.117-118. 120. 123: energ)'. [21,
122:female. 107: Gates of. 16: ill 1,lay.
110: jtll'orr. 99: lortls. 78.99: mogick
I'S.. 86. 92.1 [6. 120: /Willes. 88. 89:
player clwraclers. liS: powers. 113.
114: racial package. 112: l-eligioll alld,
109: stlmple c!ltlracters. III: shapes.
107: Suliem. 85: summoning. 89:
typical. III. 114: Imaging. 53.
See also Bracelets. lroll.

Doughty. Charles Montagu, 59. 61, 64.
74-76.86.

Dragon. 10. 14. 18-20.72. 104: game
balance. 115: breath. 122.

Dread disadvll1ltage. Ill. 112.
Dreaming skill. 85. 89.

Dull disadvantage. 112.
Duties disadvantage, 84, 85.
Dwarves, 18.41.53.
Dyeing skill. 30.
Edgy disadvantage, 100.
Enchantment, 34, 86. 116-118: (mefacl,

90, 119-122: locming, 88.
Enemies disadvantage, 29, 31. 36. 37.
Entertainer. 22; teml,'ate. 28: job, 30.
Equipment. 25.
Eunuch dis..1dvantage. 26, 27, 30.
Eunuchs. 26. 27. 30. 44.102.
Exorcism skill. 86.
E",patriate, 26, 29. 49; templllle. 28:

cOl/mum;t)', 50.
Explorers, 51.
Fanaticism dis.1dvantage. 79. 85.
Fast-Talk skill. 66. 93.
Fearlessness advantage. 36.

Fencing skill, 22, 27. 62. 72. 76, 92.119.
Fire Eating skill, 91.
Firearms. 39.
Flight advantage. 114. 121.
Flying Carpet. 55. 119-121.
Fortune Telling skill. 93.
Ghul. 19,20.50.52.55.56.68-70.73-74.

92,99.107.109.110.112.118.121:
sample chart/cter. III.

Gifts, 16.45-48.69.98. 102. 108.
Gills advantagc. 114.
Gladstone, 7.
Govcrnors. 12. 15. 26, 52. 55. 59: job. 30.
Graces. social. 22. 23. 55. 62-64.
Grand Vizier, 45. 78. 81. 82. 84. 90.124.
CURPS, Arabiall Nigl/fs, 34: Alla/llis, 60:

Cabal, 7: Castle Falkells/eill, 23,25,60.
80,90, 109, 114: GobliIlS, 7: Places of
Mystery, 60: S/eam.Tech, 53:
Steampllllk, 7. 53: nare1lOllse 23, 7.

Hanoum. Mihri. 34. 102. [04.

--, Index



Harem. 13. 22. 26. 27. 44, 45, 47, 48. 51.
62.68,78,82,95.97-99: guaros, 30.

Holdout skill, 91.
Ibn Rashid, Muhammad, 59.
Ignatyev. Counl Nikolay. 43-45. 68-69, 71.

73-74. 124; charocler writeup, 72.
Illileracy disadvanlage. 26. 64.
InielTOg3tion skill. 90.
Inlimidalion skill, 30, 90, 93.
Invulnerabililyadvantage. 114.
Iron. II. 12. 19. 34. 39. 40. 52. 69. 90, 95.

98-100.103,106-108.112.118.122.
15ma'ilis. Ni7.ari, 84.
hcms. magicajfecting. 90: of Power. 116.

118-123: mlue. 24, 113, 114.
lJtarclle. 27.
Jann. 106-108, 110, til, 118. 121. See

(j/so Djiflll.
Jerusalcm.7. 14.49.
Jobs. 25. 87; wblc. 30.
Juggling skill. 30. 91.
Languagcs. 8. 12. 42. 86.
Law. 26. 34. 84: COll/ract, 64: el1forccll1em.

25; £lIropeml, 49: ofG()(I, 80: ofllOspi
IOlit)'. 35; of Islall1. 81: Oltomiln, 41.

Leadership skill. 30. 66. 93.
Library. 10. 12·14.45.81-84.89.90.96.

123.
Lileracy. 26.
Ludwig. 6. 8. 9. 39, 104; SultOll. 65.
Luftsehwansa. Royal, 8. 9. 47. 104.
Magicians. 30, 51. 53. 59. 78. 79. 81. 82.

84.85.89.
Magick. 7. 10-12. 14, 15. 17. 19,22.25.

27.28: books. 88.90-93: Ct1mrips. 88.
90,97: rillmls. 87: socinies. 13.16.78:
s~fls. 11-14. 16. 19.34.53.70.81. 85
90.93.96.99,106,110.112,113.116.
118.120.123: SUlllllloning, 90: woros,
12.69.86.87.90.97.122.

Mahrnud II. 14. 17.
Mamelukcs. 14. 15.
Manual DcXlcrity advanlagc, 34.
Manziken. l3anlc of. 14.
Mannora. Sca of. 4 I.
Mecca, 7, 13-15, 49. 73. 102. 112;

Burtoll 's pilgrimage to. 60; Grellt
Mosque, 61.

Mcgalomania disadvantage. 84.
Mejid. Sullan Abdul. 14.
Mercenaries, 17.66: template. 32;

Ilnemployed. 36: wizoros. 84.
Merchanl skill. 30, 34. 66.
Merchanl. 23. 24. 29, 47-50; ethics. 84:

job, 26: templole. 65. 66.
Milan. 39.
Minislcrs. 10. 16. 17. lOll
Montagu. Lady Mary Wooley. 51.
Morrolan. 6-8. 39. 51. 77. 104, 108. 116,

123.
Muhammad. 14.61. 79: ibn Rnshid. 59.
Muqla, 50, 52.
MuSlafa, Grnnd Vizier. 14.
Namcs. 75:jewale. 34: male. 34.

Index "--

Napolcon. 14, 15.
Navies. 13. 18.
Nighlmares disadvantage. 89.
Noble. 15.27. 37.48. 59. 110: adl'enlurer

templale. 31. 32: Djinn. 106. 107. 114.
118.

Oaths, I I. 14. 19.75: bindings and, 123:
,willing, 117,

Obsession disadvantage. 34. 84.
Olam. Tom. 6. 9. 109: commenltlry.

7.22,39,47.48,51, 60. 61.
104. 110, 119, 122. 124.

O!:toman Way. the, 13.27.
32. 63. 65: ability.
22·24.

Overconfidence
disadvanlage....

Packing skill. 30, 66.
Panhandling skill. 30.
p..r:ll1oia disadvanlage. 100.
Pasha. M:lIullud Nedilll. 45-47.

68.72.97,98: chamcter II'ritelil', 101.
Pasha, Midhal. 52, 55-56, 68-71. 73-75.

95.98.99,101. 103-104: chamcler
writeup. %: hillOricol, 124.

Pashas. 17. 24. 25. 27.
Palmn advanlage. 8. 28. 31. 32. 37. 64, 79,

".
performance skill. 22.
Physician. 22. 62. 76.
Pocuy skill. 27. 66. 79. 91.
Polilics skill. 100.
Pound. Turkish 20. 23.
Pressure Support advantage, 114.
Primilive disadvantage. 25. 64.
Proud disadvantage. 48.
Prussia. 6-8. 18.49.50.54.96.124:

Pruslians. 36. 68. 100: war with. 8. 18.
36,124.

Railroads, 6. 7. 9, 23. 39, 49: proposed.

%.
Rank advantage, 25, 36.
Religion, 7, 10. 14.64,84: (/1/(/ Ojillll. 109.
Reputation disadvaJllnge. 25. 26. 29. 36.

64.79.84,89.
Richard Ill. 14.59.
Run:lwny slave. job. 26; templtlle. 34.
Savoir-Faire skill. 27. 30. 65: Militar)~ 30:

SUW./IlI, 30.

Scrounging skill. 30.
Sculpling skill. 27.
Seal of Solomon. 19.
Secret disadvantage. 8. 35. 37. 82. 84. 85.
Semi-Litcracy. 26.
Sense of DUlY disadvantage. 79.
Shadowing skill. 89. 91.
Shapeshifting. 108. 110-112. 115. 119-121.
Sidhc:. 12. 18. 115: European. 123:

Russ;oll. 72.
Sign language, see lxareflt.
Slaves. 16.26.34.74.
Sleight of Hand skill, 91. 93.
Snalcher advantage. 114.

Sobicski. King John, 14.
Social Sligma disadvanlagc. 36. 82.
Solomon, seal of. 19.
Spells, ste Magid..
Stanhope. Lady Hesler. SO. 51.
Starkmann. Eberhardl. 6. 8. 9.13.47.

51.59.69.74.105. 121. 122;menunnr.
39-41. 43.45. 49. 50. 52. 55. 68. 71. 73,
95.98. 104.

Sl:l.luS, 25-27.
Steallh skill. 66. 91. 93. 112.
SlI'eCl bral. temp/nte. 35.

SlfCClwisc: skill. 30.
Strong Will advantage. 36.

Sublime Pooe. 12. 16-18.
24, 29.30.43,96. I~:

chamcttrsoJ, 100-102.
Suez Canal. 7.13.

Sultan, 6, 11-16. 18.22. 26. 27. 37,
41, 45, 46, 65, 81, %, 98; Aziz. 100,
101.

Super Flighl advantage, 114. 120, 121.
Sword. 12.47: of/he OIlOll/tIllS. I J. 14:

of the S/l/ulerer. 97. 121.
Syria, 7. 15.49-51.
Taclics skill, 30, 66.
Tanning skill, 30.
Teaching skill. 30. 91.
Technique. 13.22.24,87.90.123:

Abdul Ihe MtJd. 122: Sha ·ir. 92.
Te.mperature Tolerance ath·antage. 114,

121.
Templars. 14.
Theology skill. 30. 79. 91.
Tinkering. 22. 23.
Toughness advanlage, 36.
Tr:d-ing skill, 66.
Uneducaled disadvllntage, 64.
Unseelic Coun. 8.
Unusual Background advantage. 25. 27.

79.92.112.
Vaksoudian. Eznik. 42.
Vizier. 6. 10. 12-18.22.24.26.27.87.

%.97. IO!. 102. I04: job of. 30:
see also Graml Vizier.

Von Bismarck. 0110. 6-8.17,65.
Von Tarlenheim. General. 6. 9.
Vow disadvantagc, 27, 112.
Wahhabi. 14, 15,59, 7L 73. 74. 76, 92.
Wards. lee Magict.
Wcalth advanlage. 22. 25. 30. 34, 64. 66.

79.82.96.
Wisc:-~·oman.97.
Wiz.an:ls, 18.23,46.85-89. 115: Arabian.

79; By:.a1ltill~. 11; Den·jlh. 91. 93:
£astern. 123; I:.'uropetm. 117: inde~n.
delll. 92; Mosonic. 13: mechanic
,,·i:pros. 65; mucenary. 84: KhoIar·

....i:Pros. 15; solifOlJ~ 90: tribal. 78.
Women, 18,41.43.48, 8O;forest. 19:

harem. 62. 82: /IIllllim. 51; lII)'sleriollS.
55.56: sen'alllS. 98: wise- ....oman, 97.

Woodworking skill. 93.
Wrestling skill. 22.
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DID AIYOIE WISH fOR
SOME DilliE SUPPORT?

When you bought this book you also
boughl extensive online support for
your game. AI (he SJ Games websile
(www.sjgames.com). you'll find
support material for GURPS (and any
other Steve Jackson game) at no extra
charge. Here are just a few of (he
things you gel:

• News! Find QuI what's new,
what's coming soon, and what's
on the horizon.

• A complete listing of ou.r games,
with current prices, and the latest
support materials and errata!

• Access to Warehouse 23 (if you have
to ask. you aren't cleared (0 know).

• A chance to bid on unique items at
the Auction Page.

• lnformation on how to join a mailing
Jist that supports your game.

• A catalog of all our products.
including T-shirts. pins. key-chains.
and pendants.

• And a whole lot more - all fully
searchable!

go 10 ...

www.sjgames.com

• • •
~is"""""bollby· .......

voice! We're )'OlI" oaline source for pac:
rrnews. source 1IIIIeriaI. IIJd bIckground
information for aU )'OlB' favorite games ...
Moci<, D&D,..Bd" GUIll'S,
I. N_'NWO, _ aade
FaA"",.,~... and many more.

We cover ro~ying games, card games,
computer games. miniarure systems. and wargames.
Industry news is upda1ed regularly. whenever il happens.

What kind of articles does Pyramid carry? Check out the samples at our websile
you don'l have 10 subscribe 10 take a peck! BUI here arc some of !he things thai only
subscribers get:

.a. ''Library privileges" in the online archive of back issues.

..fa Access to Sieve Jackson Games piaylcsi material.

£. Previews of online projects from SJ Games and other companies.

.a. A message area so you can talk to your fellow readers.

..a. Weekly "live chat" sessions with our staff and guest speakers.

www.sjgames.com!pyramidl
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