
































































































































































































































76  CPHARACTERS

Primary Skills: Alchemy/TL (M/VH) 1Q-2 [2]-12;
Chemistry/TL. (M/H) 1Q-2 [1]-12; Engineer/TL (Primitive
Machines, Vehicles, Clockwork, or Guns usually) (M/H)
IQ-1 [2]-13; and Hidden Lore (Past technology) (M/A)
1Q+1 [4]-15.

Secondary Skills: Biochemistry/TL (M/VH) 1Q-2 [2]-12;
Electronics/TL (Medical or Weapons, usually) (M/H) 1Q-2
[1]-12; Genetics/TL (M/VH) 1Q-1 [4]-13; Mechanic/TL
(related to primary Engineering skill) (M/A) 1Q-1 [1]-13;
and Research (M/A) 1Q+2 [6]-16.

Corturer

The guild of Seekers of Truth and Penitence was estab-
lished at the beginning of the Age of the Autarch by Ymar the
Almost Just, who reformed the guild of jailers into the guilds of
witches (see p. 78) and torturers. By the time of Severian, very
few outside of the Citadel of the Autarch believe that the tortur-
ers guild still exists — commoners, armigers, even exultants
think that it was reformed or abolished centuries ago.
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Background Skills: Spend 12 points on improving primary and
secondary skills, and on: Administration (M/A):
Electronics Operation/TL (type) (M/A); Gunner/TL (type;
see p. 55) (P/A); Intimidation (M/A); Language (usually a
dead one) (M/A, usually); Metallurgy/TL (M/H);
Naturalist (M/H); Physician/TL (M/H); Physics/TL (M/H);
Savoir-Faire (M/E); Surgery/TL (M/VH); and
Thaumatology (M/VH).

Customization Notes: The leading example of a thaumaturge in
the Book of the New Sun — Baldanders — appears to specialize
in Genetic Engineering (itself a TL9+ specialization of the
Genetics skill, see p. B61), applying his own research to his
own physique. The result is that his physical attributes rival his
[Q. Other thaumaturges may also be genetically engineered
supermen, even researching normally off-limit racial advan-
tages. Baldanders himself has the ability to breathe water (see
pp- 114-115). A thaumaturge should be literate.

——

9§ points

The torturers are men of science, in their own
way. They consider themselves good men perform-
ing necessary evil, and purge any tendency toward
Sadism or related traits from their membership.

The evils they perform include torture as pun-
ishment or aid to interrogation, imprisonment of
important (often political) prisoners, and execu-
tions. Note that torturers don’t actually perform
interrogations — that duty falls among those of the
examiners guild (see Servants of the Throne, p. 73).
Even though the torturers aren’t supposed to listen
to the interrogation, more than a few seem to gain
some concept of the skill during their lifetimes.
They are also charged with defending the Citadel’s
(see p. 33) western wall in event of attack, using
the spaceship weaponry mounted in their ex-space-
ship Matachin Tower.

Torturers on duty wear masks of plain leather
(Journeymen) or velvet (masters), with boots,
pants, and wool cloaks of fuligan, the “blacker than
black™ color of soot. They wear no shirts.

Their patron saint is Holy Katharine.

As with most of the Autarch’s guilds, torturers
are raised by their guild from infancy or very early
childhood. (In the torturers’ case, the guild takes
only the very young male children of “clients” who
have died in their care.) This allows them to reach
proficiency at their craft at a very young age; this
template would represent one roughly 20 years old.
They lead very sheltered lives, almost monastic —
for example, something as mundane as Area

Knowledge other than of The Citadel would be restricted to
those who have had a year or more of life as a journeyman. A
torturer begins as an apprentice (from infancy to around age
20), takes the guild vow to become a journeyman (generally
age 20 to 30), and later becomes a master (after gaining skills
in Administration, Teaching, etc.). In the case of the torturers,
the guild vow is one of strict obedience to the throne: to per-
form the mysteries only at the direction of the Autarch or his
local representative. A journeyman torturer can become a
carnifex (town, village, or itinerant) or a lictor (provincial capi-
tal, city, town, or village), but by Severian’s day most seem to
stay on at the Matachin Tower.

This background (and the further information in
Customization Notes, below) generally applies to the Autarch’s
other guilds, including the beast handlers (see p. 60), examiners
(see p. 73), fulgurators (see p. 66), curators (see pp. 70-71), and
witches (see p. 78). All guild members must be literate.
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