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ABOUT GURPS

Steve Tacksor Garmes iz commitied o full support of the GURPS svaten. Our
eddreas is 5] Games, Box IH957, Austin, TH TE76) Please inzlude a selt-
ablressed, stamped envelope (SASE) any time you wnile us! Resources inclisde:

Pyramid (wwwsjoames comypyramid’). Our online magazine includes aew
CrlRPE rules amd articles. I pla covers Dungeos and Dragons, Traveller, World
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son Games relenses ke in Nomine, Memirat, Car Wars, Toor, Ogre Miniafures,
aned more. Pyriradd subseribers also have accoess to playiest files online!
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912" SASE - plesse tee two stamps | — or just visil www warchoose23.0om,

Erratz. Evervone makes mistakes, including us — but we do our hest i fix oor
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avadlable on our wehsite - see below.,

Cramer inpur. 'We valus vour comments. for new products as well as updsed

Mzermer, Wisic ug om the Wordd Wide Web ot wwwsjpamescom for ermuta,
updatzs, O&A, and much more. GURPS has s own Usenel growg, oo

GrLiitSner. This e-mail list hosts much of the online discussaon of GURPS,
Tn join, point your weh browser to wwwsjgames.com'mailmandistinb

GIRPS Plamet of Adveninre webh page can be found at
wwwsjammes. comdpur hooks/planetolad venture'.

Page References
Rules end siatistics in this book are specifically for the GURPS Basic S,
Third Edizsion. Any page reference thet berins with a B refers o the GURPS Baxie
Ser—eg. p BIO2 means p. 102 of the GURPS Basie Set, Thand Edivion, Page ref-
erences that begin with C1 indizate GURPS Compendismr {; those that begin with
& mdazate GITRPS Space. The abbrewiation for dils ook is PA.
For a ol list of sbbeeviations, zee p. CLIS1 or the updated web list at
wwwsjanrmes, comgarpsablreys iml,




INTRODUCTION

Far off in space floats a planet with ake-colored skhies . .,
Jack Yanee ook us there. Vance introduced delighted Eartk-
lings t» the people, creamres, and custams of Tachal, Iz a
wiorld of danger, where humzens are ruled and exploited by

srange aben races, With Vance's hero Adam Reith as your

tour muidz, leam the awtul secrets of the Chasch, toil the
reacherous agentz of the Wanek, escape the hunters of tle
Dirdir, veniure int the umderworld labyrnth of the Pnome,
and mised vivid characters like Trez Onmale, Zap 210, and the
appalling Aila Woudiver,

GURPS Plamet of Adventure lels vou plin your own
cecarsions on Tichal. Retrace Adam Ezith's foMsieps as
intrepid scouts for Earth, or play natives of Tschal just trying
toe sarvive and make a few sequin:. Tachai's depth and variery
cry ol for a long visit, wath ome o admire the scenery and
gt a feel for the place,

A talented author like Vance can imply a tremendous
armounl e just o few sentences, The game designer bas 10 tum
those references into rules and complete explanations, He can
invenl some things, but nat wo mech . . . the fzel of the ong-
inal novels must shine throngh, IF ary errors remain, ey ans
crtirely the designer’s fault

Some of Tschai’s mivsteries have been left unsolved.
What's the connection among the Pnume, the Phung, and the
night-hounds? 'What are the goals of the WanekT What will
Earth do when it lzams about Tschai? Thase are for indivic-
ual GMs o decide,

Here's vour ticket to Tschai, Watch out for attanders, be
carefi] at the eel-races, and keep your power-gun handy!

ABOUT THE AUTHOR

James Cambias is very likely a Poume, The evidence is
strong: he 1= tall and zale, wears wide-bnmmed hets and black
clothing, avoids sunlight, and prefers quiel. He collecis all
menner of odd things, 1= fascinated by history, and plays
games in which entre civilizations sruggle memely foc his
arrusement. He has been a frecdance wnter and roleplaying
pame designer since 1990, and 15 the awher of GURPS
Plarret Krisferna and GERPS Castle Falerstern (with Phil
Masters) He once lived in New Oreans, wes educated at the
Liriversity of Chicago, and now lives in western Maszachu
sels with hos wile and davgrhter,

ABOUT JACK VANCE

Jack Vance is one of the grand masters of science fiction
and fantasy He published his first siory in 1943, In 1930 he
attracied notice with his innovative book The Dhing Farrh,
amd smce then has neen sleadily in crtical seclaim and popu-
larity, He won a Hugo award in 1963 tor “The Dragon Mas-
ters,” and again in 1967 for “The Last Castle™ (wdach also
wion the Mebila award), He is considered one of the bes
wirld-butlders in science fiction and fanmsy, creating exobc
viel plansible alier settings for his stories, Among Vance's best
known works are his “Demon Princes™ series (e Sfar King,
The Killing Machine, The Failgce of Love, The Foce, and The

Bk of Dreams) and, of course, the four Tacha nowvels.

INTRODUCTION




CHAPTER |

TSCHAI

Tschai has not peen explored in any detail by Earthmen. All
that we know about it comes n Adam Reiih’s travels, and he
was more occupied with finding his way back to Earth than with
making a proper survey of the planet. The information here is
based on material in the books and reasonable mferences.

TSCHAL D




Cerinu 4269 is an ok sun 212 hght-years from Earta. It
iz a type K star, cooler and maore omnge-colored than Sal.
Such an undistinpuished sar would never have drawn the
stention of intersiellar explorers, had it not been for radio sig
malz broadeast rom the Conna 4269 system toaard Earth,
These ransmissions led Adam Reith o the weind and dan-
gerous world of Tsehal,

Tachai is Carina 4209%s only planet. It circles at a distance
of 1.12 AL (104 million miles), giving it a year of 516 stan-
dard daws, or 488 Tachai days. It has two moons. Carina 4269
miay once have had more planets; perhaps the close approach
of the red star Hsi a few million years o Qung the alher
widlds oft imo deep space.

NATIVE LIFE

Tsckai has a very Ach amay of lhife forms. In addition w
the native specics, thero are arganisms brought from other
wirlds amd new species created by penetic engineening. In
soine cazes it is easy o see which creatures are mative —
Pnume, Phung, and night-hounds all share common features
and are ebhviosly Tschai-born, Bur many of the impared or
mcdificd species have lived on Techa so bong that they are
compielely adapled w local conditions and are effectively
“native,” making it hard tc tell where they really criginated,

PLANT LIFE

THE STAR

then inio the star jrsalf,

Carina 4269 is a type K2 star, only &0 percent as bright & the
Sun, with a rass two-thinds that of the Sun, and o curcasly amber
calor It lies in the constellation Carina, fhe Keel of the Argo, and is
212 hght wears Foon Bortn, Because the ster 15 50 dim and so far
away, it is barely noticed by Earth astrovomers, Carina 4209 is an

ald siar. Type K dwards hive [or over 10 ballion years, and Carning
2658 s approaching the end of its life oo the main sequence,

The great age of the Canna 4268 system means that it is rela-
tively free of asterobds and comets, Gravitaional perturbaticns have
long sinee tossed most of them into the interstellar veid or dropped

A on Eucth, there 15 o great vanety of plant
life oo Tachai, with all sos of weird forms and
coloms. As a general rule, the plants of Thchai
tend o have darker foliage tham their Terran
counterparts, Adam  Heith sawr black-limbed
trees with brile black leaves that rartled in the
winid, bushes with flame-shaped leaves of red
and blue, low trees with sofl blug and grav
foliage and poisonoas red frwdr, and trees with
white sparaling runks and foliage hke o tangle of
black siring topped with luminous balls. [n the
desert he encoamlersd copthom., spumel, end
rack-belly plaats

In the populated parts of Tschai, the people
prow keel ireez, millas, asponisinas, and avbernes
for shade, decoratton, wood, and fnnt Some
Ernyportant food crops are pil prie-pods (see pp, 7i-

Tschai is slightly higger than Earth, with a diameter of
8,240 miles, Its mass i= 105 dmes that of Earth, but it is less
dznse, Its surface gravity is 099 G, A day on Techai is 23 hours
and 22 minutes long. Tschal doesn't have as much azial lt as
Earth, giving it lzss sexsomal variation in lemperaiure.

Like ils star, lschan 15 very old, The planet’s core has
cocled and 115 crost 15 thick. There is hitdz geoloric actvity on
Techai; there are few volcances and no ranges of voung, high
mountamns ke Barth's Andes ar Himalavas. BEarthquakes are
very rare, The planet’s crust is boneyoormbed with caves,

Tschai's atmosphere is thick, with a surface pressure of
about oo and o balf times Barth's. The air 1= composed of 74%
nitrogen, 7% oxyvgen, 45 waiter vapor, 2% argon, 2% neon,
05% sulfur compounds, 0.25% carbor dioxsde, and small
amcants of other geses. There is also a gond deal of airhome
dust. The rucz compounds give the air a nobczatle bnownizh
tinge when se2n [mom space; fiom te surfoce te sky is beige
and gray ai the horizon, shading to Bloe-gray ai the =emith.

The dense amespaers creates a consilzrable greenhouse
effect; withour it, the world would kng since have hecome oo
cold to suppont fe. It also makes the sunlight on the surface
dirmmer than it would be on Earth, with an amber calor, The
density and composition of Tachai ‘s stmosphere inlerfens with
semeors; any atlemp! w scan the surface from arbdt is at a -10
pnalty,

713, grapes and other fruies, ferm-pods, amd spelt,

ANIMAL LIFE

Techai's animeals are even more vaned than s plants.
Animals native s Tschzi tend to have complex mouth-parts,
resembling those of Terran insects. Leap-homses, night-
hounds, end the Pnume are all four-limbead, suggesting that
this t5 the commeon pattern amorg the veniebrates of Tschai.
However, Adam Reith also 2ncountered the eigh-legged pull-
heasts and & related riding animal, and n the jungzles of
Charchen saw six-limbed creatres like monkeys, Either
these specics were imports from off-world, orelse the enimals
off Tschai are more variable than Earth creatunes in their basic
hady plan.

Coe interesiing feature of native Tschai organisms is their
Rurprising resistance © injury. Leap-horses are oontrodled by
4 har driven right threugh their brains, while pecple roitinely
harvest meat from living herd animals without apparent hamm
to the beasts. [t may be that Techm®s animeals bave a grearl deal
of redundancy in their infermnal systems, as well &5 impressive
powers af regenerution. Alernatively, those feanres may be
the resalt of deliberate genetic tinkering by onc of the many
advanced races to settle on Tschai. In game terms, all of the
“inspctile’ palive species with four limmhs are assumed o kave
Slow Regeneratior (p. Cle<),




In the following listngs, the habitats of creaures are
ahbreviated as follows: A = Arctic; D = Desen (including
scrub woodlands ) F = Forest; 1 = lungle; M = Mountan: P =
Plains (including steppes); S = Swamp; and 5W = Sali-Water
Acuaric. Fuller descrniptions of these habatag types can be

founed in GURPS Bestiary.
Attanders

Artanders are nocturnal hunters and zcavengers found in
Bocdan and Kizslovan, They are black, vagwely humanoad crea-
mres, with long chitching arms tipped with big claws,
Avanders huve no teeth, and use their claws o slice up prey
of carzasaes ino hite-sized chunks, The claws are thos always
coated with rottmg flesh and filth. Aoy wound from an
attamder’s claws is certain o become infected, requiring the
victim to make a HT moll dmly for 1d davs o avoid slipging
LD UNCODSEIsSness,

ST 10 MoveIhedpe: 776 Size: 1

DX: 12 PFIVIDR: O] Weizht: 100 1bs.

) & Daneage: 1d-2 cot plus infectior

HT: 148 Reach: C Habitats: F, P
Berl

Berl arz dangerous predators which haunt the fens and
forests of Kotan. They are solitery ommuvores with o broad
and wnspecialized diet. Berl are tall, slender bipeds, and their
brown [ur gives off an acred odor. A berl™s long armes have
great oy, clawed hand: and are nocmally held above the
head. Their faces Inak something like those of Terran koars,
zplit by a vast mouth full of sharp weth. Berd are ill-tempered
and kill even when they are not umgry. They attack by grah-
bing prey amd pulling i close for 2 killing snap of the jaws,
Berl dov ot run very fast, but they arc fireless and persistent.

ST: 24 MoveDodpe: 66 Sizer |
nx:12 PIVIRR: 111 Weizhidz A0 Ths,
I0:4 Damiages 24-2 cut {clawsh
or grapple tien Ld+1 oot (hite)
HT: 12 Reach: 1 Habitals: F, P, 5
Bombardier Birds

Bombardier hirds are native to nosthern Kislovan. They
ure descended from scavengers much hke vulures, but have
developed their owr unigae way of killing live prey, Bom
bardser bards bve o flocks of wp w 100 adu'ls, nesting in
gorges of mocky cliffs. Sentinels circle over the surounding
coanbyside looking for prey. When o suitable victim appears
(the hirds prefor large herbivores), the semcinels alen the entire
flock, and all the birds fly out o dive-bomb the prey with
stenes, Even a large creature like a pull-beast is likzly o be at
lezst stunned by the attack, and while 1t 15 mmobale the: birds
can flap down and tear off strips of tlesh, Fortunately, bor
berdier bards have preat difficulty hiting a2 moving brget.
Dauble the penalty for the target’s speed of movement when
a flock witucks,

5T 5 MoveDodge: 159 Sire: |

LX: 12 PIVDE: 00 Weightz 17 Ibs.
1 3 Damage: [4-2 cr

HT: 124 Reach: B, C Habitais: M, [

Charnel Birds

Thz Chummed Teeth islands off the west coast of Kislovan
are home o strange and ugly-laoking birds known eariously
a5 Charnel Birds, Ghost Birds, or Eve Birds. They have four
wings which allow them to hover over the surface of the sea
or ghde long distances. A cluster of pmk tentacles dangles
from the body, ready w snatch up fish or losting carcosses,
A thicker wentacle holds a single bulbous cye. Scamen con-
sider the creafur=s 10 be the eves and guts of drowned sulors,
and make varicus signs of warding and protection when they
are seen.

5T: 4 Move/Dodge: 168 Size: |

DX: 12 PINVDR: (A Weight: 12 Ibs.

Ik 4 Damage: 1d-4 cr (while grappled)

HT: 1444 Reach: C Hahitats: 5W
Cyclodons

Cyclodons are large predafors native o ponbern Koan
They have eight legs and massive heads. The most curious
leature of cvclodors 15 their jas structuse. Insgtead of a single
hinged jaw, cyclodons have a dozen small ones, each fipped
with a single [ang, armanged o a circle at the frool of the skall.
The result is a great round fcthy wouth, which can stretch
wide epough e engull & man's head. Cyclodons bunt by sighit,
and it hlindfnlded go completely herserk, charging sbmat and
biting rundomly at anvthing they bump mio,

5T 2 Move/Thodge: &5 Sime: 2
DX: 10 PIVDR: 1.2 Weight: S00-T00 bs.
) 4 Damiage: 1d or®

HT: i¥ies  Reach: C Habitats: A, P

* Anything hitten muest make a ST west against the
cyvcladom o pet free, or the cyclodon can sutomatically hit
2 XE i,

Ghouls

Chow's uppear to be related o nighi-hounds Cand thos
Prumse and Phung as welly. They are lean, long-limbed crea
tures who stamd semi-erect and walk on therr kmackles hke
Terran apes. Ghouls are scavengers and carrion-eaters, but are
not above catching hive prey of they have the advantage of
numbers. They move zbout at might looking for pecent
corpees, and their keen sense of =mell can even detect o bonesd
bady. Ghouls are clever, and can break inmo all buc the most
strongly fortified tombs. In combat they atesck wath their
claws and sharp moathparts; claw wounds from a ghoul
becorne infected 1 the victim fuls a HT roll. Ghouls are silent
and stealthy, but smell herrible because of their diet

TSCHALI




5T: 12 Mlovelhmdge: 656 Siwe: |
DX: 12 PIVDR: (Vi Weight: 100-200 [he.,
Iy & Damage: 1d-1 cur*®
(chw) or 1d-2 o (bite)
HT: 14 Reach: C Habitats: F, I, 5

* Move when knuckle-walking; move of £ fully upright
** Roll vs. HT 1o avoid infection

Kar Yan

Kar Wan are subtle gray heasts natrve o the mcky bad-
lands of Kachan, They have sight lirnbs in all, and can creep
alonz on six of rear up onbn their bao rear legs oo walk
upnight. The tao forelegs are cach Gpped with o single deg-
ger-like claw, Kar Yan are clever and stealthy hunters, who
truck Lheir prey through e mocks o groups of wo o foor,
communicating by rasping their claws wgether

ST: 14 hoveDodge: 857 Siee: 3 or |

nx: 14 PINIIR: (V] Weight: S00-H000 b,
6 Damage: 1d imp

HT: 12 Reach: C Habitats: [

* Mooee B om sax legs, 4 on bao,

Leap-Horses

Leap-horses are the most common riding animal on
Tachai, They are native e the plance, with msectile faces
and palps. Leap-horses are herbivores. bul are willing 1o
scavenge carcasses and consume grubs and larvac. To a
Terrum, they are bad-smelling creziures, and their springing
gait is maore like that of a gazelle than a horse. A leap-horse
hes o small knob-shaped tal and short homs, Their skin 1s
prone (o getting small homy growihs lise bamacles, which
must be pared off. Leap-borse qides range from gray-green
ta black. Because of their springy gait, leap-horses arz rid-
den with saddles and strrups. Instead of a bit, they are
steered with a guide-bar driven right throwgh the brain!
Like most native Tschu species, leap-horses have the Slow
Fegeneration advantage,

ST: 30 MeloveDodpe: 147 Siee: 3

DX: |12 PINDIR: 12 Welght: |00 Ths,

I): 5 Damagee: 1d-2 coi (hite)

ar 1d+2 cr [kick)

HT: 12 Reach: C, 1 Hahitais: P
Night-Hounds

MNight-lwunds are among the mest feared creamires on
Techai, because of therr Gereenzss, stealthy persisience, and

eerie intellipence, They are fourd evervehere on Tachai, and
come out only 8l neght thence the name), Might-hounds are
gaund, hairdess quadmipeds with the insectile face and mouth-
purts common o natve ammals of Tschal, Their eves are
blank white disks that seem to glow in the dack, They can see
perfectly i othe durk, and hunt by sight rather tham scent. At
night their low, wailing crics make the darkness terrifying,
They are usually sncountered i groups of six or more. MNight-
hounds develep from larvae, which are hormy bemispheres as
big as u man's s and are ollen found growing on cave walls
like Barnacles. It is likely that night-hounds bave the Skow
Repeneration ability common to native species of Tsche.

ST: 12 MMuveDodpe 37 Size: |
DX: 14 FIVDR: (1 Weight: 1 00-200 Ihs,
H): 6" Damaage: 1d-1 cut

HT: 1410 Reach: C
Pull-Beasts

The most common draft animals on Tschai are called
smmply pull-beastz, They are big amimals, about the size of o
Terran rhinoceros, Pull-beases have cight beavy legs, with soff
padded feet. Thair heads are low-slung and look comically
tiny compared o their hoge bodies, Pull-heast faces look
something like thse of warthogs, with big tusks and four
horns, They are herhivores, and their digestive tacts can
process cven the ughest grass of the steppes. Pull-beasts can
be found almost everywhere on Tschai; in colder climates
they put on & layer of insulating blubber. while in warm aress
thear skin hangs in looss folds, A smaller, reloted species,
known as fat-humps, s raised for meat.

Habiifats any land

HUMANS OF EARTH

The few people of Earth in the Tschai novels
doa't seem very dilferent fnon homans woday, Adam
Beith is am elite scout, ghly rained and skilled, bat
15 apparently an ordinary, unmodifiec heman wath
no gengic impsovements, cyherpetic implants, o
other wokl-ons. 1F 2uch tings exist im the workd of the
novels, they ase only o corect medical problems.
Similurly, Reith's atitudes ame not very different
from tose of many modern readers, Ha doslizes cr-
elty, belizves people should be free to govern them-
selves, and prefers a demdocratic svsiem of
Fovemment.

From the few clues in the novels, one cen
deduce that Earth hes & unitied govermment, which
operales the Federal Space Agency, among other
services, Earth doesn't appear @0 be a very militaris-
L sociely — the Space Apency = more ke NASA
than & “space navy.” From some of Reith's remarks,
Earth in his era soumds Like a pleasant place, which
snggests that many cuwrrent problems have been
surlvesl.

EBarth’s technnlogy kzvel looks to he ahout
TL1D, wath the additon of TL12 contragzavity. The
ghzenoe of bictechnology and cybemnetics suggests
that Eurth (illows the “safetech™ technology path
olined in GURPS Dirg-Teck 2 (o rechnology
which madifies the human brain or body, no inbelh-
gent machines),

Since the focus of this book s Tschal, not Earta,
reterces can easily use whatever spacefaring humzn
sociely they wish as the ongin for visiors to Tsche,
Bt in order to emphasine the exoric and alien nanne
of the plamet Tschai, the “baseline’ human society
should he fairly closz to our ocam,




ET: 200 MoveDadge: &/4  Size: 7
IFx: 3 PINTIR: 152 Yeeight: E (MK [hs,
I0: 4 Damage: 2d cr irample)

HT: 1824 Reach: C, | Hihitats: P
Sea-Scorpions

Among the more dungercus sea creatures of Tschod are
the sea-scorpions. These are large four-legged
arthropods with & long stinger-cquipped tail
much like that of a Terman scorpon. Sea-
scorpions weigh about MK to 24D
pounds, and can be up w eighi feetl loag.
In the water they are relatively harm-
less, spending most of therr Gme on the
hattem cating smaller shellfish and
scavenging desd things, Sea-scorpi-
ons are bermephrodites, and their
fearsome  stinger 15 actually an
ovipositor, When it comes fime for
them to broed at the dark of the
moons, ey emerge onto land amd
seck out @ warm-hlooded host for their
crrs. When a scomplon stngs a bost, i
imjezis 1d eggs. The sbing alss injects a
potenl peureioxin which paralvzes animals
native o Techai, Alien specics are not para-
Iveed, bl the venom causes mbense pain and hal-
Incimations, The larvaz grore within the host organism and ezt
their way out. Onee e, the scorpion larvae scudile for the
2. Sed-SCOrpions Are COnmed in warm coastal warers; in
arces where they are common, the human inhabitants oftea
build their homes in trees or amop tall stilts for profection,

5T: 15 Move/Dodpe: 606 Siee: 2

DX: 12 PINDR: 24 Weight: 200-300Ths,
IQ: 2 Damage: 1d-2 imp*

HT: 10 Reach: C, 1 Habitats: 5%

* Successful sting injects vennm which reduces all attrib-
wies by 1d from agomizing pain and implants 1d larqae which
each do 1 poent of damage per day.

Smur

The uplands of centril Kislovan are home to the reptilian-
Inoking smur, a camivare which hunts by springing om its
prey frn ambesh, The Carabas 1= innabited by smur, and
they hunt the humans who venture mio the mone looking for
sequins, Smur look vaguely like long-legged crocodiles, and
weigh about 50 Ihs. They are solitury creatures, and spend
much of their ime concezled by underbrosh or tall prass,
waiting tor something to come by, Smur do oot sleep, and so
can remain watchil for days af a time, They attack by a aud-
den dash at the target, encding in a leap and & vidous bate.
Happily, smur are ol persistent buners, and if Gieir first few
attacks fail to kill or cripple the prey, they give up.

5T: X0 Move/Dodge: 10770 Size: 2

DX: 12 FINDR: 103 Weight: SO0 [hs.
IQ: 2 Damape: 1d+2 ol

HT: 127'Y) Reach: C Habitats: F,

* Far 3 furns; move is 5 thereafier.

(GEOGRAPHY

Techai has two main coeans. the Draschade and the Scha-
mizade, The Schznizade iz the larger of the two, ocouprvimg
nearly an entire hemisphere, Weather on the Schanizade can be
terribly violent, with grear storms raising mountaincas waves.
The Droschade 15 considerably mere placid, and has o great
deal of ship trettic,

Kotan

Katan was the site of Adam Reith’s crash on Tschad [ is
a confinent of dry plains, marshes, and forests, and is popu-
lated by humans and Chasch. The great Aman Steppe spreads
across the middle of Kotan, dotted with mined Chasch cities.
The marshes of southern Kotan are haunted by cannibal
tribes, West of the Aman Steppe are the Jeng Pinnocles,
maabited by the degenzrate CHd Chasch,

The Dead Sieppe is a vast, flat, gray waste roarmned by
dangeroas frikes of nomadic Green Chasch and dotied by
heavily forified caraven depols, West of the Desd Steppe are
the cities of the Blue Chasch; from there the land slopes down
L the comstal lowlands, Scuth of Katan are te twin i=lands of
Cirenic and Horssine hot places with dense pngles of huge
ETiLy-ITesn lrees,

Charchan

The continent of Charchan is covered by forests and jun-
gles. Charchan is primarily inhabited by humans, but the
Dricdir conirol a region in the far nonheast,

The interior of Charchan is a wild region, covered by
heavy forests shading into steppe and tundra 1o the north, The
fertile cast coast of Charchan is home o the Binth and the
YWalalukians, who nval the [olk of Cath in therr sophisticated
culturz and advanced technobogy. There is alzo a large region
controlled by the Dirdir and therr Dirdirmen servants, cen-
tered on the cities of Eliasir and Anismna,

Kachan

Eichan i= inhabited by men amd Wanek. The west coast of
Kachan is mountainons, and the waters of the southem
Diaschade Ocean are studded with islands. Some of the small-
er islandk are ocoupied by Wanck fortresses, while others anc
the haums of pacales.

The north coast of Kachan is low and sandy. The Ish River
empiies inte the Purapan, and remains decp and navigahle for
many miles o the south. The lowlands along the Ish are home
1o the Miss, The interior of the contiment & called the Lokhara
Liplands, a high plarcan with edges eroded inky preat porges
and clifls. The foothills are sparsely inhabited; the caravan stop
of Hami® Zut iz a town of perfaps W houses and 12 tavesns,

The chief city of the oplunds is Smargash, which is in the
center of a fertile zone inhabited by the pugnacious Loshars
and their neighbors. To the south are the Lost Counties and the
Infnets Mountains, whike to the wesl 15 a regrion of cheems and
badlunds. East of the Lokhars Uplands is Lake Falas, a flood-
ed rif: valley where the Wanek have their biggest forress, Ao
Ehuha. The exstem coast of Kachan is low-1ying and swarmpy,
with no harbors or navigable fivers,
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Kislovan

Kislowan is imhabitcd by bumans, Dindir, and a few
“hazch, Northern Kislovan 1= o harsh repion, West of the red
nd black Zopal mountains is the upland steppe known as the
Carabas, where humans go to hunt sequins and Dirdiv po
el bumans, Ehorai, home of the Khors, is north .:.i' ihe
Carabas along the coast of the First Sca. West of there s
Feafatara and the country of the Thangs. The Gp of Cape
Hraize 15 the ancient stone city of Steme, and 200 miles souih
5 the Blue Chasch enclave of Songh, murking the mat of
heir sphere of influence on Tschai.

Southern Eislovan 5 low-lving, with broad sall marshes
and barrier islands along the coast. To the east it bacomes
steadily more and until resching the Stone Desert.

Rakh and Elsewhere

Fakk's western coast is a mirror itnage of the coast of
Kachan, zifl with swamps and sandbars. The rorth cnast of
Rakh iz dotted with remersus bays and iclels which secve as
ctuges for piatcs. The east and soath coasis are desply
sculpted by old glacial action.

And we, poor miserable humans:
pawns of the great folk, never knowing

which way lo jump! I sayv Bevol take
‘em all, and welcome!
— Innkeeper, The Dirdir

THE MOONS OF TSCHAI

Tschai has twio moons, A amd Braz, Az, the
lerger, arfls al a distance of 30,000 mies, crcling
Tachai every 245 hours (10,33 stamdard days, or 0.3
Tuchai dags), Tt 15 300 mabes 10 diuseter. Its surfoce 1=
rich  iror compounds, giving it a pinkish color,

Braz, the immer moon, orbits at a distance of
| 13,000 madles, with a period of 208 hours (3,57 stan-
dard days, or 82 Tschan deysh Ii i= 695 miles in
diammeier, which mesans that when Braz passes
heneath Az it exactly eclipses the bigger maon. The
surface of Braz is grayish-blue basall, making it look
pale blue when seen through Tschai's armosphere,

Meither moon has any appreciable almosphere,
uned neither is cepable of supporting life. It is quite
likely that at some point, ane or more Saces estab-
lished bases on the moons. However, there are no
active moon bases at present

The orbital motions of Ax and Braz bring the reo
moons together every 49 local davs. The penod
between the comunctions of the two moons is the
Techai month. One arbit of Az is a Tschad week, 10
local days, Hecanse Brax is corsidered the moon of
ill amen, it is nod vsed for ime-recionng.

Both Az und Brox occasionally eclipse the sun,
sice both appear bigger than Carina 426% does in the
sky of Tschai. Braz can sometimes eclipse Az, as
well, and this is considered a bad omen. Every 267
years the two moons and the sun line up together in a
grand eclipse, creating outhreaks of panic and reli-
giows fervor among the peoples of Tachai.

Sovth of Rakh and Kachan is the large islamd of Yord, a
chilly and rocky place carved by glaciers, Yord's soil is thin and
il prowing season = shoo, so mest of the mbabitanis meke
their living by fishing, frade, or piracy, The southemmost paint
of Vord 15 Cape Diresd, the socepiod division between the
Schandizade snd Diraschade oceans, East of Vord is the island
of Holunger, which is thickly forested and sparsely inhahbited.

HISTORY OF TSCHAI

Tschai is old. At times it is hard for Earth bomans to com-
prebend just how old Tscha and s people really are. The
entire history of civilization on Earth is a mere 5,000 vears,
Humans on Tscha have records reaching back more than 10
fimes as long, but even that mighty span is an eyeblnk com
pared o the archives of the Proume, which cover 10 mallion
wvears of the planet’s history.

The landscape s dotted evervwhere with ruins, ranging
from brand-pew uman miins only as old as the Pyranmds w
really ancicnt structures built mi'lions of vears earfier. The old-
el remiging or Techai are those of the Pnume, Coce they lived
o the sartace of the planct in villages of litle domes. A scries
off invasions by slarfanng aliens drove them underrround, and
thay began their great mission of recording all the races and
civilizations which plapted colonies oa Tsch.

Adam Reith saw simulacra of moee than 100 ditferens
species o the cevemns of the Poume The olcest ones men-
tioned by the Poome werz the Shivvan, who canee 1o Tschai
phow. T mallion vears apo. They wese followed some ome later
by the Gjee, who fowmded eight empirss before they were
destroved by the Fase The Fesa in tum abandoned Tachan
witen the red star Hsi passed close o Carina 4269 and the plan
of wis convulsed by earthguakes and climate shifis.

The C¥d Chesch colonized Tschai 100,000 vears ago, fol-
lowed by the Blue Chasch m 90000 B.C. The two races
fought bitter]ly and hrought in Grezn Chasch mercenanes. In
ukow. &0 B.C., the Dirdir came o0 Techa and warred on
the Chasch, drving them bazk to Eotan The Dirdic brought
the first humans o Tschai 50,000 yvears ago, and imported =
second batch in 20080 B.C. The Wanek are the most recent
urrivals (o Techu, having established cutposts on the planct
orly 10 vears ago as part of their loag, slow-nwdion war
with the Dirdir.

Mow another starfaring civilization has come across
Tschai. The hurmans of Earth have sent their first mission there
to trace the signals ransmitied 212 years ago, Will Earthmen
become arother comguermg power, carving ouwl their own
empire on Tschai? Cnly tirme will tell,




ADAM REITH

Adam HReith 15 a highly rramed Federal Space Agency
scout. He 15 an inch or fwe above averags height, with dadk
hair, a hroad forehead, and prominent checkbames, On Tschai,
he exhibits o wry sense of humor, a chivalros smeak kwards
wormen, and a strong dislike of cruelty, The chasacter stals
below represent Beith during his sdventures on Tscha.

Before visiting Tschai, Reith naturally doesn’t have his
Secret, Allies, Dependents, or Enemies, but he does have &il-
itary Bank 3 in the Federal Space Agency and a 10-point
Darty. Eliminate his Language (Tschaizn) skill as well, mak-
ing him a 222-point iadividual,

Upon his return to Earth after the events of The Prigme,
FBeith keeps Anacho end Traz as Allies, Zap 210 as a Depen-
dent, and regairs Ris Miitary Rank and Duty, He'll probably
pel 3 promoton and a positive Reputation once his supenos
finish reading his report. It's unlikeiy that Reith will be sent
into the feld agan as a scour, bet be'd be the Laeeal choice
tn command any large Earth expedition o Tschai.

Adam Reith 225 points

a' 1™ tull; 160 Ibs. An Esrthman with dark hair, dark
eyes, and suntanned skin, dressed in sondy, ICOESpicEous
clothing.

ST 12 [20]: DX 13 [30]: 1Q 13 (30); BT 12 |20,

Spesd 6.25; Move 6,
Dodge 7: Parry 4.

Advartages: Ally (Acacho, 15 o less) [13]; Ally (Traz, 15 or
less) [30); Combat Reflexes [15]: Composed [3]; Cultur-
al Adapeabolity [25]; Fit [5]; Panimmunity (TL1OY [5);
Rapid Healing | 5]; Strong Will +2 [8].

Dizadeaniages: Dependent (Ylin-Ylan or Zap 210, 30
points, 15 or less) [-18]%; Secret (Earth human) [|-3],
* Replace thiz with Enemy {Dordolio or Aila Woudiv-

er) [-3)] during Servanrs of the Wimek and The Dindir,

respecively, making Reith a 22 1-point chamcter,

Quirks: Agnostic; Docsn't talk about his origing Hates cruclty;
Ircnic sense of humor; Susceptible o beatiful women.
[-5]

Skills: AstrogationTL10-14 [4); Beam WeaponsSTLIO
{Laser)-15* [1]: Brawling-14 [2]; Climbing-12 [1];
Ecologw/TLI10-13 [4]; Electromes OperationTLIO
(sensors)-12 |1]; ElectromizsdTLAID (Sensorsp-12 [2];
Fencing-12 [1]; Ouns/TL10 (Pistall-15* [1]; Fimst
AidfTL10-12 [1/2); Judo-15 [16]; Leadership-15* [2];
Mathematics-12 [2]: Mechanic/TL10  (Spuceship
drivel-12 [1]; Piloting/TL10) {Space-poat)-14 [4]; Plan-
etology (Terrestiali-14 [4]; Paruchuting-12 [172]; Su--
vival {Desert)-14 [4]; Swimming-12 [1/2]; Tactics-10
[1:2]; Xenology-12 [2].

Lanpuages: English (nastive)-15 [0]; Techaian-13* [1].

* Beam Weapons and Guns include I0) bonus: Leadershp
and Tschaian include bones from Culwral Adapability.,

ADAM REITH’S
ADVENTURES

Moet of what 15 known about Tschas was discow-
ered by Adam Reith during hiz visil to the planet
Hecause Reith was more mterested n finding a way
home than in making a syslemalic survey, there are
many places and things he never saw, A synopsis of
hiz pourmesy:

CITY OF THE CHASCH

The starship Expfaraior IV amives at the Carina
4254 sydem. fust as the scout-boal crewed by Adeam
Reith and Paol Waunder ic leaving the shap, the
Exniorater [V s cestroyed by a torpedo bired from the
plane, below. Damaged by the blast, the scout-boal
créshes in a forest on Tachai.

Reith baals oir, but has shoulder is broken and hus
parachute snares in a ree, He can only watch as a
band of Kruthe nomuds come o insestgate the wreck
and Behead Waunder, The Krathe fize upon the amival
oof 1 Blue Chasch fver and, shortly thereafier, @ Dardis
airship, The Blee Chasch drive away the Dirdir and
carry off the scout-boat.

The Eruthe finkd Reith and t=ke him to their camgp
Reth leamms their language and customs wath the help
of the Kmthe leader, Traz Ommale. When REerth
bocomes fricndly with a girl of the tribe, she is mur-
dered. Bauh Dights a duel with the killer and takes his
cmblem. After an atempted caravan raid tails, Traz
Cirrmale i= due o die and be replaced. Reith convinces
Traz to sbandon kis emblem and leave the trike. Beith
recovers his communncaior from the crash sile and
ditermines that the Chasch have camicd his soout-
boal off o the northwest.

In the mains of a city they encounter the
Dirdirmuan Anacho and save im from a Phung. The
three men join @ caravan heading wesreeard. Reith is
strack by the beauly of o female passenger, who i
raveling with some priesiesies of the Female Mys-
tery and seems 1o be therr prisoner; during a briel con-
versation she informs himm that she is Ylin-Ylan, the
Flower of Cath, and tells him of her people. Eveniu-
ally, Reith tries o free the girl. He is foiled by the
priestzsses and s himszlf mhen pesoner. Bzith (rees
himself, then trackz them o the Seminary of the
Female Mystery, He amves just as the Bite of Clanii-
cation is going on, frees the male slaves awailling sac-
rifice, and hberates Ylhin-Ylan. They fles a= the
Seminary goes up in flames,

[he twor rejoan the caravan and joumey 1© Pera,
the City of Lost Souls. Yin-Ylan's grest heaaty
attracis the atenbon of Naga Goha, leader of the
Crnashters, While Reith and Anacho are oft scouting
the Blue Chasch ity of Dadiche, Maga sends his men




o collect Ylhin-Ylan For defending her, Truz 5 sentenced to
hang, When Reith returns, be kills the Gnashier guards and
hangs the executionzr instead. He mouses the people of Pera
and slips into the forress © free Yln-Ylan and ake Nags
Cicho prisoner, The Perans hang Maga and begin organizing
their own governenent.,

Reith accompanies a dravman to Dadiche. He narmowly
escupes capiure by the Blue Chasch ard 15 unable 1o zet close
to the scout-hoat. While trying &0 evade the Chaschimen
police, Reilth wainesses o bizaore ceremony. in which the
Chasch convince the Chaschmen that they are reborn as
Chasch upon death.

On returning to Pera, Reith is invited o be foem leader
and help wath setting up a government. After = week & panty
of Blue Chasch and Chaschmen come o arrest him. Reith and
the Perans defy the Chasch and slay them.

Soon the Blue Chesch send an anmy against Pera. Beith
and the Perans dzfeat the first attack; the Chasch then send
their =ntire force agamst Pera. Reith lures a horde of Grezn
Chasch o attack the Blue Chasch armiy, and while the hatle
rape= Lhe Peran mihina 15 able w shp into Dadiche and seize
ihe Blue Chasch ciry. He reveals o the Chaschmen how they
have 2een deceived by the Chasch, and most of the remaining
Chasch are messacred.

With Dadiche under human rule, Reith can easily get
access 1o his space-boal, bul lesans it 1s o guttzd huolk, Yhn-
Ylan sugeests that be might be able o buikd 2 spacecraft in
Cuth — her Father 1z a wealthy nobleman snd would reward
Feith well for rescuing her,

SERVANTS OF THE WANEK

Ferth, Anacho, Trer, and Yhn-Ylan sct out for Cath by
sky-raff, but it breaks down over the Dead Steppe and they
must take ship at Crad instead. In Coad they mect Dordolio,
o Yao cavalier who has been searching for Yhn-Ylan. With
him around, the Flower of Cath begins acting like a spoilad
nobleman's daughter agoin.

At sza, Y1n-Ylan becomes jeakus after secing Reith flin
with a merchant’s daughier. Dordelio challenzes Beath to a
doel, but atter Reith shows himself o be Diordalio’s equal in
swordsmuanshin, Ylin-Ylan succumbs o awaile and leaps
overboard

The ship stops at An Hidis, where Reith = intrigeed &0 520
the Wanek spaceport seemingly unguarded. But withoul time
i siudy the Wanek comimol systens and lengoage there woulkd
be no way for him 1 sieal a ship, 50 be and his companions
comtinue to Cath. With Dordolio’s reluctant guidance they
purchase suitable clothing and head for Setra aboard te
wheehaay,

To his surprise, Eeith 15 codly recetved by Yhie-Ylan™s
father Lord Cizanfe, Cizantz’s secretary Helsse expresses
interzst in Beith's siwation and takes him to a mestng of te
Sociery of Yeaming Refloxives, a persecoted group who
belicve humars originated on enother planct. Reith is sad-
dened 1o see the groap is now a cult mired in mysticism and
pEEUCosCIENCE




A spy Tollows the two men as they leave the meet-
ing. Beith everpowers him and is surprized when Helsse
stabs the spy. On the man’s body be Ands o scrap of
paper written in Wanek chime-glvphs, Sooo afier they
encounter Dordolio, who threatens Reith with esssassina-
teom 5y the Twelve Touches,

The followmg day Helsse takes Reith to Zarfo
Derwiler, a Lokhar who can possibly translale the
Wanzk writing. He has hitle success, bt Reith is inter-
esed o leamn that Zarfo once worked in the Wanek
machine-shops. Reith recruts Zarfo for a scheme to
sizal o spaceship, bal it will require a trip w the Lokhar
courtry to recruit some others with the necessary skills.

As they Gmish ther conversaton, the two men are
approached by a member of the Assassins” Guild, who
informs Beith he bas been selected for deatn by the
Twelve Toaches, With Zarfo’s help Beith gets ad of the
wesaszin, and learns that the contract was faken out by
Hels:ze,

That evening Reith and his companions ane invined
ta dine with Lord Cizente, After some accusalions and
counter-accusations, Cirante agrees to pay Heith
50,000 zequins in exchange for his immediale depar-
ture. Later, Beith and his comrades are attacked by
femaics of the Yearning Refluxives, With the Assas-
gina” Cruld, Lord Cizante, Dordolio, and nowr the culi as
enermies, Beith decides il is high time o leave Cath

Accompenied by Zarfo, Reith and his companions
depart the mnext momnimg in Lord Cizant='s
car, driven by Helsse, who seems determined to deliv-
er them into the hands of the assassins. They
bully Hzlsse into driving them eastward to the bordars
of Cath.

Al Black Mountain Lake Reith acquires a boat and
the men sef out dovsn the hinga niver. Cre might Helsse
deappears. apparenily down a hole leading o e
Pnume tunnels. At Kabasas he reappears, strangely
aliersd and seemingly mwad. He vamishes belore they
¢zn leam amythang from Rime

The mavelers take passage on a =up weross the
Parapan; when the captain sttempts oo rob them, they
toss the crew overboard and pilol the vessel themszlves,
They cross the Farzpan and sail ug the Ish river as far

TRAZ

Traz is a youth of the Emblem fribe, borm on the
steppes of Kotan, He 15 short, strongly built, end lacks te
characteristic drooping mustache of the Kruthe, He would
be am ordinasy member of his tnbe axcept for the fact that
b wears Onmasle, the emblem of leadership and auihori-
ty. Wearing Onmale, Traz becomes the leader of the
Emblems. a person of greal consequence and sagacity, He
gains Stams 2, and tekes on the attributes of the emblem:
coafidence, authocits, and sternness (real as Charisma),
and a sense of Daty to the ribe. Traz is presented here
withoisl Cinmale, oz he did mol wear the emblem during ks
adventares with Feith,

Traz 108 points
5107 180 by, A stocky steppe pomad with hght brown
Teair and suntanned skin, wearing tvpical Kruthe clothing,

ST 12 [20]; DX 12 [20]; 1Q 10 [0]; HT 12 [20].

Speed 6; Move 6.
Dodge 7; Marry 9. Block B.

Advantages: Combat Reflexes [15); Composed [5);
Toughness (DR L} [10].

Divgdvartages: Bloodhst |-10]; Callous -6 Code of
Honor (Pirata's) [-5]: Delusion (Onmale s alive and
affects his woarer's personality) |- 10].

(hirks: Curoaes about other culiures; Doubls he 12 really
worthy of Onmale; Hides emotions; Male chauvinist;
Suspicivous, [-5]

Skifts: Arca Knowledge (Aman Steppe)-12 [4]; Black
Powder Weapors/TL5 (Flintlock  pistols)-13% [1];
Buckler-14 [4]; Crosshow-14 [4]; DrivingTLG6
(Motor-dray1-12 [2]; Fencing-12 [2]; Emfz-14 [4];
Intimidation-12 [4]; Leadership-12 [6]: Motorcycle-
12 [1]; Navigation/TLO-10 [4]; Bading [Leap-horse)-
14 [8]; Survival (Plains)-12 [6]; Tracking-10[2].

Lamguages: Tschaian (Mative)-10 [0,

# Black Powder Weapons includes IQ bonus,

a5 possible before joimng a camvan for Smargash, the
chief city of the Lokhars,

Al Smargash Beith sssembles a crew of retired Lokhar
technicians, promising them great wealth if they can help him
steal a spaceship and pilot it o an unnamed destination. That
afternoon he again encoumers Helsse, On Farfo’s advice
Feith takes Helsse to a Dugbo magpician, While Helsse is
under hryprosis, Beith learns be is a Wanekman. All questions
about what heppened to him are unanswered, Helzse oollaps-
e, and the Dugho proacunces him dead.

Reith anc has Lokhar crew travel to Ao Hidis and steal a
spaceship, Unfortunately the ship maliunchons ard crash-
lands in Lake Palas, far to the cast. There, Reith and the oth
ers zre aken posoner by Wimekmen and broaght o the
Wanck forfress of Ao Khaha,

Beith and the others are brought before some of the
Wanck leadars to be interrogated. Astonishingly, one of
the Wanekmen tranzlators 15 Helsse, who was only o oa
trance at Smargash

Uumng the interrogation 1t becomes oovious that the
Wanekmen are nol iranslating accurately, In desperation,
Eeith put Helsse 1nto a trance and compels im te ranslate
correcily, The ofher Wanekmen draw weapons bul are
guickly overpowered hy Reith and the Lokhars. Reith
explaing o the Wanex (via Helsse) that they have been sys-
ternatically decoived by the Wanckmen. He ard the others
are permitied o depart, and ool leng allersand learn that
the Wanck arc expelling the Wanekmen from all their

clladels.




If the Dirdir come to
the Carabas to hunt men,
they can hardly protest if
men hunt Dirdir

— Adam Reith,
The Dirdir

THE DIRDIR

In Smargash, Adam Reith and his companions are ry-
ing b decide what (o de next. AL o festival Reith nolices
be 13 being watched. Soon a Dirdir anting party arrives to
capdure him, but he Mees with s compoanions, The
hunters carch up with Ecith’s group, but disturb a

Beitk and Trar enter the stands aotside the Glass Box,
Eeith descends inte the vast arena and limds Anacho, Trae
gots oft explosives as a diversion while they clude Dirdir
huniters and escape.

Enraged by Woudiver’s treachery, the three men go to
his houwse to confront him. But Woudiver is protected by a
trap and takes them all prisoner. He tries to leam Reith’s
true purpose by torture. but discounts all Reith's accounts
of Eanth as madress, UTnable o wring any more wealth
from him, Woudiver hands Beith, Anacho, and Trar over
to the Crirdir

In & desperate gamble, Keith appeals oo Dirdic arbitra-
tion. Natwrally, the Dirdisman arbitrater decides againsi
him, =a according to Dhrdir custom, Reith challenges the
verdic: by single combat with the judge - something oo
human has ever darcd. Despite an attempt at treachery by
Wieadiver, Reith beas the Dardirman. A Dindir oflers a fur-
ther challenge, but Reith overcomes it as well. Taking
Woudiver with them as a prisoner, the three componions
depart as free men,

Phung and the creature destrovs them. Abourd the
Dirdir sky-raft. Feith and his companions {1y
across the Draschade Ocean toward Kislovan,

The travelers joumey o Manst, at the edge of
the Carnbas. Reith has decidec to prospect for

ANACHO

Ankhe at afeam Anacho is a Dirdicman Tntensive, fioe-

seqquins in the Carabas to amass enough wealth (o
buy a space-boat, even though the Dirdir send par-
tes nte the Carasas 0 hunt humans. After an
aralysis of the sitwabon, Eeth realizes that the
most profilable course i3 e hant the Dirdir them-
szlves and take the sequins they have gathered
[rom thear victioms.

Traz, Anacho, and Reith lure several groups of
Dicdir into ambush and kill them, accumulatizg o
fortune in seguins, The tree men narmowly escape
a bard of enraged Dindir and get to the edge of the
Carabas just in time. After failing a plod to rob
them at the inn. the three proceed by skyv-raft o
Sivishe, where the Dirdir have their spaceyards,

o conceal their activities from the Dardir,
Reith and ais companions form a partgeczship with
the echious cnme lord Aila Wouodiver. Charging
excrbitant fees, Woudiver provides a warehouse
and procures surplus components from the space-
yards for some hired technicians we assemble into a
spaceship. As the work progresses, Woudiver's
demends become increasingly outrageous and has
demeanor blatantly hostile. YWhen Reith™s initial
fortune is wsed up, be 15 forced W relumn W the
Carabas (o recover some of the sequins he had hid-
den there.

Upen his retum o Sivishe, Reith learns that
Wouwdiver has betroyed Anacho to the Dirdir a5 a
fugitive, He is to be taken (o the Glass Box, a huge
arznz in the neighboring city of Hel, where Dirdir
bunt criminals before an audience,

medy of the Sixth Bstate, Like others of his muce, he i tall,
ke, and bald. When epccuniered by Reith and Traz he iz a
fugitive, having committed the cime of weanng Blue and
Pink without surgical modification, and baving murdered his
rival Enze Edo Erdowirram for revealing that fact o the
Drirddir, Anachs =0l has all the arrogance of a Dindinnan, ad
locks on ather homans as litthe better than animals {although
s expenences with Beth und Trae will teach him atherwise).

Ankhe at afram Anacho 67 points
GO 37 120 [bs, A Dirdirman with w0 hair, small feamres,

and pule skin, dressed either i the attered remains of stylish

Dirdinman fashion, or else in serviceable wraveling clothes,

ST 10[0]: DX 12 [207; IQ 11 [10]; HT 10 [07.
Spead 2.5; Move 6.
Dodpe 5: Pamy 8.

Adventages: Collected |5 Fit [5]; Panimmunity (TL12) | 10].

Dizadvantages: Enemy (Dindic, 9 oo less) [-20]; Skinay [-5].

(uirky: Chanvinistic; Curious about Reith's origing Proad.
-3

Skiffs: Arca  Knowledge (Tschai)-12  [2); Beam
WeaponsTL12 (Plasma nms)-12* [172]; Brawling-12
[1]; ElectronicsTLIZ (Sensors)-11 [4]; Fast Draw
[Stng)-12 [1]; Fencing-12 [2]; Knife-11 [142]; Mathe-
matics- 12 [6]; Mechanic/TL12 (Spaceship drive)- 14 [E];
Philosophy (Ddrdir)-11 [4]; Piloting (Aircar)-12 [2]; Psy-
cholegy (Dirdirl-9 [17; Running-3 [11; Savoir-Faie-12
[2]: Stealth-12 [2); Tracking-12 |4].
* Beam Weapons skill includes 1 boaus,

Languages: Dirdir-11 [4]; Tschaian (native)-11 [(}].




[0 Urrnank, Reith wins enough money for
passage to Sivishe by discovering the secret
of o rdgged sel-race game. Zap 210 s mis-
taken for & harot by the kocal fighting cham- _
pion. RBeith rescees her and defeats the

brawler, and the two of them take ship for
Sivishe.

Zap 210 potices that two of he
other passengers are Gahindro. Along
the way the two of them trick the

Lizhingdra mto going off the wrong way,

Feeath iells Zap 210 whers he has come {rom and
that e plans to refurn to Earth as soom as possi-
ble. She asks il she can come with him, and he
Agrocs.
[hey amive in Sivishe and Beailh dis-
covers the warehowse emply. A mvsie
riiaes ol man 15 warting for hem there,
who takes Reith o whers Anacho is
hiding out — but msists on leaving
Zap 210 behind,

Anacho intorms Reith that
Woudiver was laken 1o the Glass
Box and iz no longer a threst, bat

for fzar of the Dindir be and Traz

agreed o move the space-boat (o

the zpot where Traz buried
Onmale. The rwo make ready 1o
leav= at once, only 1o discover
that Zap 210 has heen taken back
iy the tunniels of the Poume.

Reith boldly enters the un-
ncls and demands io speak o the
keaders af the Poume. They are
preparing Fap 210 to be a per-
manent exhibil in Forevermness
and want Eeith @0 join her. But
Beith zavs thal he kept a copy of
their master map, and it will be
rebeased o the Ddircir and the
Chasch if he does not refurr, The
Pnume reluctantly agree 1o let
hirn and Zap 210 go. The two of
them tavel wath Anacho bo the

h place where e spece-boat is

THE PNUME

With Heith’s spaceship neanng completion,
Adla Woudiver plots reverge e commumni-
sarzs with some of the Gizhindra, the sur-
[ee-dwelling human agents of the
mvstericas Pnume, and one night
they shduct Reith and carmy him off
o the nnels of their masters, Reith
escapes and slips awoy into the wnnels
hefore anyone can catch him.

Hiding in a clos=t, he witnesses a confer-
ence among several Paume and Powrmekin
their human servants underground). In the
ourse of thear discussion, they make use of a
hook contaming maps of all the seoret Prome
urmeks, When the meeling 1= over, Eeith ships from
iz hiding place and steals the ook,

Unforiunately, be canmol read the maps, so
e lonks absout for someone to help him, Ina
fimng-hall he sees a solitary young woman.
He threatens her and insists she read the map
and tell kim how o reach the surface with-
ol being caught, The voung woman is
homrified to see the secret maps, for she
will be dresdiully punished by
the Pnumie.

RBeith iz reluctant ic
jeave her to such a fate, 50
e inzsts that she sccompa-

y him, She has no name,
but Reath abbreviates her des-
meation as Zap 210, The reo of
them fravel through endless unnels,
parrowly  escape  pursuit by the
Pume, end firally vovage aboand a
haree b0 a surface exit on the morth
shore of  Kislovan, thowusands of
miles from Sivishe.

The twa of them travel through
e country of te Ehors, sieal a boat,
and poerney fo Asafathra. There they
o o group of raders heading o
Lirmiank. During these fravels, Zap
210 suffers  withdrawal
sympinms from the addic- .
wve dike wifers, aml then HEW
stans 1o underae puberty as gﬁﬁ
he hormone sup-
wessanis in the
wifers wear off.

warng.

There, Reith discovers that
Traz has taken up Onmale again
ane planz o retum to his people,
Anacha, Reith, Traz, and Zap
[} 210 board the spece-boal and
take off on the long vovage o
Earth.




CHAPTER 2

THE MASTERS
OF TSCHAI

Whe are the masters of Tschai? The
Chasch, the Dirdiv, and the Wanek might each
claim dominance. The Prume feel that they are
the true and secret rulers of the planet. One
thing can be said for certain — on Tscha,
.IIIHH‘?‘I-I".LI'?.‘{ cire fiotk |'.|ri'£':' HcNte Fs.

THE MASTERS OF TSCHAI




(CHASCH FUN AND GAMES

Ume thing which unites all the Chasch races is their
Iove of games and tricks. Unfortunately, the Chasch sensa
of humoe 15 hombly sadistic, and ther idea of fun s W
wilch a uman or a Disdir sulfenng teribie orores, Any-
one whi falls into the hande of the Chasch can expect some
kind of tormenl.

The Cirzer Chasch are perhaps the least cucl of the
Chasch mces, if only because they lack the resowrces o
come up with anyvthing really elaborare. Green Chasch
games are @scul what one might find in barbanan cultares
anvwhere; slittng the hellics of caprives and then making
them mun a race while they bleed o death, waching the
anfics of someme impaked on a siampened pole, or cosing
a vichim m pitch and then s=tting him ablaze,

The Blue Chasch, hlessed with advanced technology
and plenty of Chuschrmnan labor, can devise really fiendish
orures, A hurman might be forced towalk along metal rods
over o pit full of deadly white-eyed scorpions. To make it
mcre challenging, the Chasch beat on e rods ardd send
jolts of electricity through them. A prisorer coald be
Iocked in 4 glass maze with a Phung moddensd by hunger
and tormens, [F the victim can sclve the mare he can
escape with kis life, hongh sometimes g Chasch changs
the amangement of the maze, npening doors and hlacking
comidor: with sliding panels. Another fuvorte pundshoment
is o =2t a Taan s tank of filth up o his chin, with his feet
ged o prevent him [rom swimming, The hgod prews
gradually hotter until the man moost dive down and grops
on the bottom for a valve 10 wm, at which point the tank
gets coldar until the victim must go down again and sta it
heatimgr up. and so on for as bong as he remains conscious.

Mot all Blue Chasch pranks relv on elaboate stage-
setings. 4 simole bul effective tortume is w place o blind-
folded homan inan arena with a blindfolded cvclodon. The
gropings and famblings of the two as they Ciscover each
odhier, the human’s eforts 1o keep away [nom the hungry
beast, and ils equally comacel attermpds 1o catch and devour
the human provide hours of amuasemei o the walching
Chasch.

The Cld Chasch are more eccentric and playlol, and
their games are less likely o canse grievons bodily harm,
O thee ibier hand., they are peore willing b mack teir vac-
tirs permanenily. and are complately capricious in the way
they choose vielims - anvone 18 fuir pame o the Old
Chasch. A caravan leader ©1d Adam Beith about some of
the thamgs the Cld Chasch do w visitors who stray from the
satz zones in their citics: "These can be mere mischiefs,
such as mapping you in o maze or dosing wvou with an
pazenee tar will canse you o exude a frightful odor foc
woeks. But if they become excited. or fecl particularty
humiornns, the tics may be cruel or fatal, On ose occasion
thev supefied one of my davers with essence, grafted new
Features an his face and a great gray beard az well.”

THE MASTERS OF TSCHA |

(CHASCH

The Chasch are the oldest of Tschai's cumeat alien
rulers. The Od Chasch came to Tschal 1)) vears 'ag_r-
uned =ettled on the plans of Kotan, Ten millemma later the
Bhae Chasch amived, and the teo Chasch subspecizs soom
came inte comilict. Both sidzs imporied Green Chasch mer-
cenarics. The Blue Chasch drove the Cild Chasch toa small
regron aroumd the Jang Pinnacles and ook over or
desroved the (Md Chasch cities, Today, all three Chasch
subreces fve inoa state of muotea] bostlity el suspicion,

BLUE CHASCH

The Blue Chasch are th: most numercus and
advanced of the three Chasch species. They control west-
ern Kolan and engage in desultory warfare with the Dardir,
though they reserve miost of their hosality for the Green
Chusch.

They came trom the planct Crodag and still condoct
some rade with their homewordd, U 8 oot kmown if the
Bl Chasch have any sort of interstellar govemment; on
Techa they don't ssem i bave any orpanization above the
city-state level,

Phyv=ically, Blue Chasch are muassive, powerful
beings, with a wodge-shaped torso and shor, beavy legs
Their bosdies are covered with blue scalzs of chitin, and the
hack iz covered by a partial caspace, which cirves over
the shoulder to form epaulzttes. A Bluz Chasch generally
weizhs aboul 300 pounds,

The head of 3 Blue Chasch nses o a bony point and
hias a heavy brow hanging over the eve soczels, Deep in
the snckets are small metallic eves which can move and
focus independently. Below the eves is he nesal onfice
and = amall, lipless mouth. Their features are almaost com-
pledely 1mmotle; any change of expression requires: a
greal effort, They signal their emotions by gestores and
pheromones.

Bloe Chasch communicate in flafing glottal cries.
[hey can learn human spesch without much difficulty, and
speak to Chaschmen in the common tongae of Tschai,
Elue Chasch languagz 15 supplemented by phercmones, so
mon-Chasch can speak it only ar the most rudimertary
level. It is & Very Hard skill, and non-Chasch may never
put mre than 4 characier points info leaming i,

Bluae Chasch vision and hearng are no better than that
of hurmans, and their sense of woch is blonted by their |
scales, but their sense of smell is very acute. They can
track by scent. idenufy thovsands of different odors, and
pick up faint aifbome smells from great distances. When
therr own sense of smell =0l enough, they employ
mechanical aids like clfactory amplifiers and cetectaor
winds, Blue Chasch use a greal vanely of perfumes,
incensz, and essences. Their cities are full of gardens and
[lowering trees. They con use scenils oo fuint for humans
to rofice or compiex combinations of dozens of different
sl s,




Blue Chasch relations with

all other species are based on
malice and hostility.

Chasch are rof particularly agile. They walk with a
stiff-legged strut; this, combined with their scaly skin, mves
teem a low basic B score, Their reaction tme is
good, however, and they have mo mouble doing
fine work.

Chasch are all amnivores, They love deli-
calely Mavored foods, vsing spices sparingly
it in precisely graded combinatons. Lo a
auman, Chasch food would seem
pland, becanse the human
winald be unable 1o per-
aeive the subdile
Aavors and
combinations,
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Blue Chasch scales provide all the protection they
mught nesd apainst the elements. They do wear clisthes, as
a symbol of status and rank, For instance, military officers
wear tight suils of silver liligres, wll silver moriens, and sil-
VEr caps covering their joinls, ¥

The Blue Chasch have two sexes, though thers 15 nodl
much visible differenc: berween males and females,
Femuale Chasch @o into heat severa] tmes each vear and
take a mate at that (ime, After a gestation period of about
four months, the female gives birth to a single infant.
referred to as an “imp.” after which the parents go their own
ways, Toung Chasch live on meat for the first foar years

pefore gradueally adopting an cmnoivocous diel

Blue Chasch Psychology
By human standards the Blaz Chasch are devious
and cruel. They bave a highly developad and sadisic
sense of humor {sce the sidebar on p. 18 for exam-
ples of Chasch humor). Perhaps the croelest mick of
the Chasch iz their meatment of the Chaschmen.
Among al the humen servants of Tschat's alien mas-
ters, the Chaschmen are the most systematically
oppressed and depraded. Even their religion is an elab-

orate, Chasch-orchestrated hoax
Blue Chasch relations with all other species are based
an malice and hostility, They constanidy fight the Dirdir,
kill Pnume on sight, and are, if anything, more hostle
towards the odker Chasch. It seems likely that tas
tractiousncss works on a reduced level within
their own society. All the Chasch cities oa
Techai are independent of cach other, coop-
eraling only warly.

{Chasch are great traders. The Blue
Chusch of Dadiche conducted exlensive com-
merce with the humans of Pera, using a

custe of draymen Lo keep interlopers

ot of their city. They love o haggle,

and take any pesturs or nod by the
humsan as a sign of agreement. Namrally, they do
this only when it 15 o their advantape, and 1t muy be
part of their sense of humor (o cheat humans.

The Blue Chasch have a highly developed sense of
aeslhetics. Chasch cities are very pleasant-looking, with
widely spaced buildings and lots of trees, water, and gar-
dens. They love deceration; all their machines are cov

cred with floral pattems, grinning imp faces, and
elaborate scrollwork, The Chasch hate to see blank
space anywhere. To human eves the result
seems overdone, ard sometimes makes 1t
difficult to find and cperate the controls
of Blue Chasch mechinery. (Anyone
unfamiliar with Chasch equipment gers a
skall pemalty of -3, instesd of the wsun] -4.)
Blue Chasch technelogy is roughly TLII;
= thew lag behind the Dnrdir and Wanek, but
are better than Barth humans in most areas,

Blue Chasch technolosy has remained static for millennca.




Blue Chasch are solitary by nature, happiest when they
can el their own pardens wathout disturbance; they likely
have a streng tervitorial arge. Civilization requires them w
gather in citics and work together, so they tum their hostility
toward other saces in watfare and sadiztic ifckery. The Blue
Chasch resct vigomousy to aggression, but they hecom:z pas-
sive and depressed once defeated.

Blue Chasch

Antributes: 5T+2 | 21); DX-2 [-15].

Advanlages: Ammor Plates (FD 2, DE 23 [59): Acate
Taste/Bmell +3 [6]; Discriminatory Smell [13]; Increased
Speed +1 [25]; and Marua! Dextenty +2 [6].

Ihsadvantrges: Loner [-3]; Sadism [-15]; and Xenophobia
[-15].

Cheirk: Love decoration. [-1]

(GREEN CHASCH

The Crreen Chasch are a prmitive, harbaric people.
Denved from the Old Chazch, the Greens
revented o a more pimitive fom of
existenos on a colony wold, They
were brought o Tschar o fight as
mercenanies for the other Chasch,
bt have adopied a migratory life as
nomads of the Dead Steppe. The
Creen Chasch possess the power
of telepathy among themselves,
bt are no less hastile o culsiders
than the Blue Chasch.

Green  Chasch  are  huge
(ketween 7 and 3 fect tall), massive,
and thick-hmbed. They weigh up w
4} pounds, and are very strong and
iough. They have metallic-green scales
and small, brooding faces under their
mizzive brows. Therr expressions
reminded Adam Reith of the faces
o precatony nsects.

The Greens mate soa- i
sonally, traveling o u/

&80 points

procreation area north RS
of the Dead Steppe d oyt
where they mate and ]
gorge on fluke-fish and
angbut. When the
hordes retwrn soath
they are Deccely
territorial, nnwiling
0 welerte any sirangers
in their lands as they pre- :
parz for therr young lo be born,

The Green Chasch sense of smell is not as highly devel-
oped uz the Blues”. They canasd normally track by scent.
When hunring on the steppes, Green Chasch wordk in groups
linked by telepathy: scouts fan out and drive game toward the
main body of hunters,

Gireen Chasch have noe spoken language. Amwng them
selves they commumesle vie telepathy. In the past they
learsed the Bloe Chasch and Old Chasch languages when
they worked as mercenaries, but now have noching o do with
them. They uze a simple code of colored bammers o indicate
their general mood and intentions to cubsiders. When the
Cireen Chasch Qy yellow and black, for example, it signifies
warlike irtent, and the ather peoples af the steppe know to
keep away.

The Green Chasch ame mostly camivorows, keeping herds
of leap-horses and pull-beastz 1o mnde and eal. hunting game
cn the Dead Steape, and catching fish in the rivers, The Grreen
Chasch do gather mlgnm-pods as well as odser edible roots
and seeds of the steppelands,

Green Chasch Telepathy

The Green Chasch have developed telepethy to the point
where 2ach horde of Groens i almost a single mind, Greens
of different hordes can estanlish elepathic contact, but read-

ing forsign thoughts awakes all the

native Chasch xenophobia, =o

Green Chasch hordes are as hos-

ti'c 0 cach other as w anyone
else,

Circen Chasch  telepathy
makes their societies much more
commmanal than those of the ccher
Chasch. Green Chasch live in
hordes of anywhere from a few dozen w

1,0 members. All the Chasch in a
horde are relepathically linked,
and sov have no need for pova-

cy of separation from one
gnother. Al night they
slezp huddled in
Eroups in keep weanm
an the chilly stepoes,

e

Society

There arc several different horndes
on e Dead Sieppe. Inbreading has
made them phyvsically ditferent
enaueh for even humans 1o el
the differerce. For example,
the Lessar Zanls have prolu-
herances on their heads; the
mare numerous Greaber
Zanis Teave smoath heads.
The Green Chasch
cover all their saddles
ond weapons wath deli-
cate and iniricate swirs
of decorution, oocasonally

reminiscent of the sivles of Barth's ancient Scvihizns,

Cireen Chasch technology is primitive, TLZ at best They
ride powerful leap-horses and carry their 2o0ds and 1mps in
wagons drawn by pull-beasts, Each night they erect tall black
tents, T which they huddle unol daown, They wear coude




eatker aprons of lesther and shoulder-hamesies @ hold
gwords, battle-picks, catapults, and ammunttion. The pre-
ferred weapon of o Green Chasch wardor is a huge swond
hammered out of & single steel bar as thick as a man’s arm.

[he Creen Chasch do have a few ligh-lech dlems, most-
Iy tcols and weapons, The preferred way is o fake them by
raidmg, but some weaker hoodes do trade with humans, seap-
ping livestock, leather, smoxed fish, and gold dust from the
steppe rivers for pickles, metal tools, pigments, and cloth,
Trading iz done in complete silence. The Chasch lav out thei
grauds and weat. The humun truders then lay out wihat they are
willing o offer in exchange, At thar point one of three things
happens: the Chasch accept the deal, tuking the human goods
and Feavimg thear own the Chasch repect the deal, zathenng
up their omm gpoods and moving away © begin agam; or the
Chasch decide 0 grab evervthing and attack, Human mer-
chants whi trade with the Green Chasch usually bring along
sommee sancdblasts or plasma puns to deter the third opiion,

In hatibe, Green Chasch are maly fearsome, The whale
horde works dtsell up inie 2 berserk rage, und the wamors
combine individaal ferocity with an eerie coordnation bam
of tebeputhy, Despate their pomitve lechnoloey, & force of
Greens can beat an equal number of Blue Chasch, and human
tribes of the steppe (le= rather than face them.

Grreen Chasch

Astribuies: ST+4 [453]; HT+2 [20].

Advantages: Acute Tete'Smell 42 [4]; Heavy Scales (PD 1,
DR 1) [28]; and Telepathy (Power 20, Only with odher
Cireens, -S0%) [S0].

Dosadvantzpes: Berserk [-13]; Chumany [-5]; and Xenogpho-
baa [-13].

Akafis; Telesend af [0} [4] and Telereceive at I0) [4].

OLD CHASCH

The Oilcl Chasch are the ariginal Chasch species, and came
tn Tachia from the planet Zotr almost 100,000 vears ago, They
explored wicely and settled many worlds, inchading the
colonies which produced the Blue and Green Chasch The Old
Chasch drove the Prume underground and for 10,0060 vears
were e abselue masters of Tscha, Waen the Blus Chasch
armived, the Old Chesch foughn back v gorously, Te counter the
greater sirength and ferocity of the Blues, the Old Chasch
brought in Lireen Chasch merceraries. The Blues acquired
rerenanes af theirown, and the war drageed on [or centuries,

Giradoally the (¥d Chasch lost their desire w fight, and
fiey evenfually allowed themselves o be pushed back Lo the
Jang Pinnacles, where their few remaiming cities can still be
fourd. The cnly thing which saved the Old Chasch from
extinction nn Tscha was the feud between the Blue and Green
Chasch, which mpidly grew o ocoupy all of the atiention of
(e P VOUNZEer TAces.

Thz Od Chasch on other planets don’t seem o have
fared much better than the ones on Techai. Many of their
workls were occupied by the Blue Chasch, and today the Old
Chasch live on omly a handful of planets and no longer build
rspecezhips. Bverywhere they are far goae in decadence,

120 points

Cid Chasch are smaller than the other Chasch races and
much mare delicate. They resemble larpe slverfish with
ouman limbs, Their oy scales are o safiny ivory codor and
provide much kess protecton than those of the Blues or
Greens, Old Chasch eves look like small zilver pellers, and
can move independently, The (Md Chasch have a haghly
developed senze of smell
and taste, which they
fave cultivated o the
point of chszssion,

{Hd Chasch are omnivores, end have developed a fantas-
tcaliy elaboratz and subtle culsine, in which each dish may
have dozens of contrasting and complementzry flavors, Con
mszeurs debale over ny vamutons in the overionzs of a
spice or minwte changes in the quality of essence; it is nod
known how much of their hypersensitivity is genuine and
hover mach is merely preferse.

(Md Chasch femakes seldom po oo heat, and their
young arz often sickly and frail, Old Chasch population has
been slowly declining for centuries; only their longevity
and lack of adveniurousness have kept them from dying ool
aliogrether.

Mencally, the Old Chasch are like a subtier and more
eocenin version of the Blue Chasch. Their jokes are as sadis-
tic:, b the Cld Chasch prefer o afflict their victims' emations
ruther than physically burting them. They are copricious, hon-
oring agrecmenis only if it suits them 1o do s0 but kelding arh
ers b the strict leter of the contract in all thiags.

IF e Od Chasch seem more mzrcitul than the Bliacs and
(ireems, il 1s probebly becanse they are much mone cowardly
and lary, They depend on human servitors for nearly all lebor,
arid bresed them o elminue any personal intabive, aggres-
siom, or curiosicy, 5o long as they serve the Old Chasch,
Chaschunen are safe from all but the most minor tncks and
amnoyances, but rebellicusness or atiempts o fle: provoke the
meerciless glee of their alien masters, When the Ol Chasch
miust fight wars, they hire tnbes of steppe nomads, like the
[lanths, &= mercenary soldiers. Their own Chaschmen are
almist worthless in Rattle.

THE MASTE




Ol Chasch cities are collections of low white domes with
many gardens and adarak groves. Scrangers are only permitied
Lo visil the prssy oval markelplace in the center of W any
hiuman whe ventures bewond the marketplace is likely o fall
victim o Oid Chasch pranks, which can rmge from unpleasan
Lo deadly.,

The Old Chasch were onoe an advanced civilization. They
have become decadent and beet much of heir knowledpgs, bl
still Fave some remnants of their old grandeur, For maost pur-
puses (he Old Chasch are only TLE, bul ther medical and
chemical rechnology is still T, and they have supplies of
TL11 gear sierlar wo that used by the Blue Chasch, insclwling a
small store of nuckeer torpedoes. They can maintzin and oper-
ate sdvanced devices bul cannod buikd new anes of therr own.

Ofd Chasch

Aribages: TO+1 [10]: HT- [-100.

Advartages: Acute TeeteSmell +2 [4]; Extended Lifespan
[5]; Independently Focusable Eves [15]; and Scales (DR
13 [3).

Dhsadvanigpges: Dyving Fece [-10]; Sadism [-15]; and Xero
phobia [-15]

-13 poinis

The men were as similar to the
Blue Chasch as breeding, artifice and

mannerism allowed. Thev were short
stocky, with bandy legs; their laces were
Blunt and almost chinless, with the features
compressed. They wore what appeared to
be false cruniums which rose to a point and
beetled over their foreheads; and

their jerking and trousers were worked

with scales.

— Clity of the Chasch

CHASCHMEN

Chaschmen are the homan servitors of the Old and Blue
Chasch, They have been beed w resemble their mssiers, and
suffer from the cruel deception that they will be reborn as
Chasch after death. They are exploited and malrested by their
masiers, who use them as the objects of the peculiar Chasch
sense of humor when cther victime are not available,

Fhysically, Chaschmen are standard Jnans with nermal
atinbutes amed no trmate sdvanlaees or dissdvantages. They
resemble the Chasch they serve wvery strongly, Rloe
Chaschmen are stocky and chinless, with short legs and saff
movements, In imitation of the Bloe Chesch szales, Bhe
Chaschmen wear parments of metal scales, essentially the
equivalent of scale anmor, with P} 3 and DR 4. (Since the
Chuschmen can use more advanced matenuls, ther armor
weighs anly @ Ihs, for a torse covering,) Old Chaschmen are

senall and slightly buile, with gray complexions and tiny
mouths, They aoe stooped and furtive, pechaps because the
Cd Chasch are more capricicus masers than the Bhees,

All Chaschmen wesr false cramiums which ove their
heads the appearance of the pointed Chasch skull. These
skullcaps are DK | and coer the entire head from eyehrows
. For a Choschman o be szen in publc without hiz skullcap
is as shocking and unusual as it would be for him o go oot
naked.

Chaschimen tend to be morose and dour, Their amuose-
mienits consist mostly of heavy donking and occasional fist-
fighis, Chaschwomen in a gay mood wear bits of finse]l on
their false scalps and paent their noses red o ook alluring;
romantic relationships are terse and businesslike, When their
Chasch musters are around, Chaschmen are concermed most-
Iv with avoiding their attention. They do what they are
ordered to as efficiently and unohtrusively as possible.

In combat, Chaschmen are starlingly vicious, peclaps
cnjoving the opportunity to give vent to all the frastratinns of
a lifetime. They view other humans as inferior beings because
they will never be rebswn as Chasch, [t o Chasch are around,
Chuschrmen sometimes iy o emulale their masters by ploy-
ing crucl jokes on other humans, thoagh they scldom
ppprosch the Chasch in the inventiveness of their pranks.

The Myth of Rebirth

All Chaschmen are tsnght thar they have embryomic
Chasch pestating within therr skulls, When the Chaschman
die=, the imp hatches and the human sereant iz rebom as onc
of the masters. This myth does muoch o recoacile the
Chaschimen o all the miseries and deprivations of their lives,
ws they can ook foreand lo a second hfetime of luxory amd
[PWEE.

Unfortunately., it is {of course] a e, The Chasch keep the
legend alive by a bit of stage magic ar every human funeral.
The dead human 15 brought inbo 2 maroary and surounded
b & curtain while Chasch “obstetricianz" split open the skull
and place a newbom Chasch imp imside. IF no imp 15 weail-
able, they use a realistic doll.

Chaschman f) points

Advangrpes: One of Aleriness +2: High Pain Threshoeld; or
Patron (Chasch) [100].

Disadvaninges: Delusion (T will be rebom a Chasch™) [-5];
Dy (1o Chasch, 9-, not dangerous) [-3]; and Mo Sense
of Humeor [-10].

Skille: Gardening at 1041 [2].

Languages: Chasch ot 1) [B].




CITIES OF THE CHASCH

The Chasch ooz had cities across Kotan, but mew are lm-
ited & Laeir selements in the western part of the continent.
Acdaan Feith visited the Blue Chasch city of Dadiche, where his
space-boat wis taken. and other Chasch cities are probably
similar in m0sT respects.

Draiiche 15 a0 old city, buili pearly 20,000 vears ago, As
the site of the maim Chasch spacepot it 15 a center for made and
mancfactunng, although commerce with the homeworld has
dwindled 1o a mere rickle. Dadiche has a population of about
| million, half Chasch and half Cheschrmen.

Dadiche iz a very attractive city, The land arounsd the city
iz carefully tended like a vast garden, dorted with ponds and
proves of many different kinds of trees. TFresh-scented vellos-
green atarsk trees are widely plented around Dadiche, as in all
Chasch caties, South of Dadiche itsell 15 the industnal distnct,
where fectories and techmical plants arc located. These are sined
s that they are dowearwind and downsiream from the homes of
the Chasch.

The mun portion of Dadiche 15 walled for prodecton
agairst Green Chasch raids. The wall iz made of fough con-
prete and stmds 20 feet lagh. On top of the wall there are metzl
promgs every 30 fest or =0, Amvihing passing between (a0
prongs is struck by a bolt of electricity (doing 2d damage); the
bale alzo irippers an alanT in the nsarest police siafion. Eatry
within the walls 15 stoctly controlled, for fear of infiltrators.
IHe ooly humans allowed (other than Chaschmen’ are the
dravmen beinging poods oo trade ar the markets of Dadiche,
The deavmen carry Beense tableis of glass snd are nol allowed
o camy any weapons. They get 8 peculiar scent from the se of
anoel-leaves, and anvone who doesn't smell right well attract
suspicion,

The Chasch residences are a collection of low flat domes
and curving white surfaces half-covered by foliage. The city
has three marked districts: he North Market, the River Market,
aic the Bonte Bazaar. Draymen with goods to sell may go o
anv of the merkets, and often maks the rounds of &l thres of
they car’t find good prices. At the south end of the aty is the

race-pourse, where the Blue Chasch watch captive Dirdir pall
chiricds i savage caces, (The Dirdir use Chasch prsoners as
quarry in their hunts, so they cen hardly complain.)

Near the center of Dadiche are the spaceyards, a single
large huilding where Chasch and Chaschmen technicians work
um ships scatiered around the faciory Roer. Along the sides ane
machine-shops, foundries, and other specialiced workshops,
All nterfopers will be stopped and questioned. The spaceyards
only produce a tew small ships a vear. Dediche does, qualify as
a Class ¥ spuc=porl. although in erm: of actoal raffic it's
probably choser 1o a Class I facility,

The Chaschimen hive in small ow-houses or Ememenls,
end are not even permitied elecric lighting. A few wmverns
serve Chaschmen, where they amuse themselves in their 1ypi-
cally morose tashiom. since the Chaschmen look forward o the
day when each of them will be resom 2= a Blee Chasch, their
homes are very simply furnished, with Itile in the way of pos-
sessiors or decoration beyond the absolule necessites.

Law and order in Dradiche 15 maintained by a corps of doar
Chaschmen who weir purple and gray uniforms. They use
Iovee-glung electsic mwdorcycles (o get around and are armed
with stun-wands (see p. 933 The police have asthooty over
other humans but not the Blue Chasch, For minoe offenses the
police enact approoriate penalties (wually a fine or a beating
with eleciric rods), Senous offenses are judged by ihe Chazch
whar commancd the hunan police.

Chasch justice is a2 harsh as one might expecl. Prisoers
sufter a variety of sadistic punishments, often with an mmomic
relevance 1o the crme commited. For minor offenzes such as
fresaassing or disoheving the traffic regulations, the punizh-
ment 15 hikelv i be exhaostng, panful, and degrading, bul not
fatal, Serious crimes like thett or assault on a human are pon-
1shed with fworments which can be survived, though often they
leave the criminal permanently scarfed or crippled, The rost
serious comes — murder of a human, any assault on o Blue
Chasch, teft of Chasch property, or any other crime which
threatens the established orfer — are punished with elaborate
e =adistic methods of execution, The Coatred Rating for Blue
Chasch and {¥d Chasch citizs s usually 6 for humans.




DIRDIR

The Dirdit are more widespread than
eithar Chasch or Wanek, and the Prurmre fear
them most of a’l. Thrdir have been on Tschai
Tor 60008 vears, They armved during one of
their perodic waves of expansion and fousii
the Chasch to o stalemate. About 10000 years
later & Drirdir explorasion vessel visited Earth
endd carried off & larze rumber of hurmens o
serve as slaves, Perhaps the Dindir foond
sorrething unsadisfuclory aboul the first batch
of humans, for about 20,0080 years ago o sec-
ond voyvape w Earth “etched another atock of
slaves o add o Techai's mix of human tribes.

At present the Dindir ive on the continents
of Kislovan and Chaschan, In Kislovan they
gre concentrated on the Haulk peninsnla,
which i= the site of the Greal Sivishe Spoce-
yanls, In the inerior of Kislovan 15 dee Dhirdi
hunting prezerve, the Carabas, where men nizk
death o huni valuahle sequins. The Dirdir set-
lements m Charchan are on e oofheastemn
coast. Howeever, Dirdir amd Dardimmen can be
encourter=d almos! everswhere an Tschai,

The home planet of the Dindr iz Sibaol, a
dry world beneath a bright star, hundr=ds of
light years from Tachai. Dirdir have a greal
cmpre, the result of thousands of vears of
expansion. Al present they are quiescent, bul
could easily zntzr an expansionist phase again
and conguer more poanets. The Disdir have
clmost no govermment at any level, Their pani-
ods of expanzicn have been more like o pener-
zl surgz tham planned colonzaton.

ANATOMY AND
PHYSIOLOGY

Some of hese were nol leowan, B tall
artenuared creandres, Aainiess, pale a5 parch-
FEET, Wil austere cowtlenences, fanpwid and
elepm! aifiindes.

ity of the Chasch

The Dirdir are slender beings with bone-
white skin and glowing yellow antznnas on
their heads, They are fierce wamors and
hunters, and speak 1n hissimge ones,

Diirdir are verebrates, with a foagh car-

HOW MANY SEXES?

The Drintir reproduce sexoally, and b0 parents are required, just -~
a5 with humans, What makes things complicated 15 that there are 12
kinds of Dirdic male reproductive organs axd 14 kinds of female
organs, and onby certain tvpes are compatible. For cxample, 1 male
Dardie withs Type 1 male ogans can mate with o Type S ora Type 9
fermale, but po athers. A Type 5 female orly matches a Tvpe 1 male,
bui the Tvpe 9 [emale can mate with a Type 1. Tvpe 11, or Type 12
male. The differences in reproductive organs suggest that the primi-
ve ancestors of the Dirdir may have been separated into several dis-
tinct popalations, and were on the verge of splitting into multiple
species before devalopmg cvilization and becoming a sigle popula-
ticn again. Or it may have been a deliberase genztic moditication.

Ezch male and female typs has a specific set of theorsiical altnb-
utes {iuch as malke humans are supposed (o be strong and aggressive,
emid fermule humars ere expected to be murtering). As with humans,
Drirdir seldom exactly fit the mode] for how their reproductive ype is
supposed to behave. Insteed of wolerating individoal vanations, the
Dripdir ged around this problem by keeping their exact style of repro-
ductive organs a tightly guarded secret. As long as an individuals
organ Ivpe is unknown, be (or shed can behave as he chocses, But if a
Dirdir's exact sexual type becomes widely known, then he must
gcfhere to the model of “proper behavier™ for that type, regardless of
personal mclination.

The resull 15 that Dendic devole a gpreal deal of effor (o keeping
their secret. Males and females are visthly different, so that can’t be
comcenked, bt it 1= presisle 1o keep others [rom learming what king of
miale or whil kind of femals.

In order to have some sort of sex life, Dirdic have developed a
number of customs and insfineions. Some rely on anonymous wHices;
¢ Type | male might post & message reading “Male seeks Type 9
fermale for discresl encouner.” Altemstely, a growp of Dirdic might
eszemble for a “dark gathennz.” in which the lights are doosed and
individuals seek our partpers by fouch alone, Couples wha have
echeeved o level of trust may want to try 2 “'tiel momage,” in which
they live topether without publicly announcing their sexual types.
Trizl marmages can last for decades, and are probably the closest thing
the: Dirdir hove e a human romantic relaonship,

As ome might expect, keeping sexual type o secrel breeds a peo-
eral furtiveness o all things. Dirdir are deawn o each other like all
sexual beings, but must keep their desires controlled and seccet.
According o cne Dirdirman, “A mater so complicaied sbsorbs a
great deal of attzntion and energy and. perhaps, by keeping the Dinlr
fragmented, obsessed, and secretive, has preverted them from over-
mnning the worlds of space.”

Female Dirdir are shorter than males, and to Adam
Reith's eyves seemed less flexible and resilient, A femals
Drirdir’s head s wider at the scalp and more pointed ot the
chin than a male's, and their skin is somawhat darker in
color — o pallid gray subtly shaded with mauve, rather than
the male’s ivory wrhite.

lagnons skeleton. The Dirdir skull riscs to a sharp blade-fiks
crest which runs down into the face betwesn the deep-ser
eyes, sugzesting a nose. The whole effect 15 oddly human,
[¥irdir are completely hairless, but they do bave a pair of gokd-
en antennes strearming backwend [rom the forehead on either
side of the crest, The antennas glow brightly when the Dirdir
are in the gnp of sorong emotion.

THE MASTERS OF TSCHAI




Dirdir are very strong, with lighining-fast reacions.
Dhirdir are warn-blooded, and scem o be comtortable it ool
chmabes despiie their ongms on the hot paains of Sikcl. Disdir
blood is 2 whitish-green ichor, probably
Thesed on copper compounds, A nehir's skin
i5 tough, almest like insect chitin, Within
their ough skin. they are surprisingly
[ragile; it"s bard to hit a Dirdir, bat
casy o mjure onz. Dardir are about
the same height as a human of he
samc 5T, Their hamds and fect are
clawed, and their teeth dre neadle-
shar

Dindir are descended from hunting
creatures, and can run for Jong disancss.
The Dirdir goit 15 a kind of hopping
lone, almest like a hzand welking
eract. They can rum faster than
humans for short distances, and keep
up a sleady jor all day if they
choose to.

Dirdir have oo voics boxes and
speak im hizsing, lisping woices, Their hearing
1= keen end biased towards high frequences,
Their languags is complex; shorm Dirdir
wirds and phrases require whoke
sentences of human langnage
tr translate. When humt-
ing, Dirdir use a mare
primitive, instimchve
language as the higher
centers of their braimns
shiat dow,

The [drdir appear to be entire-
ly carnivoronz, They eat raw
meat, and prefer o catch their
food live. Humans are a favorils
pre¥ becaose they e clever
egouph for a challenzing hunt.,
They tend to take therr meals in
small groups, comespending (o a
hunting tearm.

Dindir are bore alive after a
fairty short gestation peried, Atfer
a hoel time of being fed prechewsad
mzat by their mothers, the

young are able to survive f
o their cam. Dirdir é ;
children  develop
very guickly physically, bat -
their mentzl development lags.
Within 2 fow vears they can survive on thedr owm, buot are Iit-
bt better than wild animals, Until adelescence Drirdir under
stancd only the instinctive bunting lanegeage snd are effectively
presentient, Full intellizence arrives only with sexual matori-
ty at about ape 15,

Dirdir train their young and keep them mose or less as
domesiie animals. Young Dirdir can lesm to use wools and
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perform techmical tasks, The children of a clun hive m s pack,
overscen by a couple of adult kezpers, Only when they
become adults and begin 1o exhabal o sexual type e young
Dirdir accepted into society, They are aducated in language
und deporiment, and begin trying tn move up the caste “adder.
Diirdir garments have colorful flounces and irailing sib-
bons, amad are sdomes with bright sashes. At tmes the effect
szems comical, with the pale and austers Dirdir dressed vp in
such @ dandyish way; at other times the effect is sinisier, the
cloemish attive of fe Dirdic contrasting with deir deadly and
implacable ferocity.
Dhrdir clathing reflects rank and stales in their
caste-hased society. Inspecors wear cages of sil-
wer oni he backs of their heads and flaps of
beather or their arms trailing almost @
the pround. All the elaborae adomment
af their clothing shows an individual's
states amd role in society.
k

N DIRDIR
/] PSYCHOLOGY

It iz hard for Wwreans to com-
prehend the Dirdir mind. They have a
nvach greater division berween the log-
icul, “hizher” brain functions and the
basic instinctive levels. When honting,
Dordir virtwally shut dowam their con-
scious minds, reverting o a semi-wild
way called the *(Hd State.” Darcir find
the Old Siate w be a poofourd and
enjoyable expenence. As they become
predaory hunters again they can et rid
of all the smesses imposed by their
stratified sociery. In the Od Siate
cverything is simple, black-and-wkite;
there is the hunter and the prey, and
noching clse matters, The Dindir exists
only in the present. Human siudents of
medifation or Zen may recognize the
COnCepL.

._"

The Dirdir love of the huant
colocs all their witmiwdes. When
taced with difficulties, they can
draw oo their predator mstincts,
hecoming excited and fanstically
dedicared w achieving their poals,
As they gel more excited their
bradsz shifl closer w the Ol Sate,
making the Dirdir more determined
and eager.

Dhrdir are scldom suhile, Since
mich of their existence takes place ar & semi-instncive level,
they don’t bother with deep-laid plans or social manewrering.
This doesn™t mean the Dirdir can't be clever = a bunting leam
wun be disbolically cunning as they maneuver prey into a trap
ar track a fleeing animal. Bufl they are not good o advance
planning and de not like to defer gratification,

THE MAST




THE OLD STATE

When Dandir enter the “0ld State” many of their
higher mental functiong shut down. They lose much
of their ability w wse laogeage or doe thing: ke
mathzmatical cakeulation, but their perceptions and
ressction Gme tmprove dramaticalls,

In (el/RPS terms, the (0d Sate is a form of
Stres: Atavism (p. CI105). When a Dicdir is in com-
bat or other stressful sioation, ©t must make a Will
ol b aviodd the mental shift, Howeves, Dindic rather

cnpoy the (¥d Sfatz, and seldom fry @ resist s
arsed, Recovery from the Old Stale happens when
the Dirdir has a chance to rest end make a Wil roll
arce the sreslul stoation has passal. Dicdir who
sleep or pass our while in the Old Stae wake up

matronal. The Ofd State does nol cost any Fatigue.

While in the Old State, Dirdir can only comorm-
nicate in their ancestral humtng lenguagee. Thas
tongue allows them to coordinate chases and fights,
but cannot express any subtle or complex concepts.
They can Use WeapONs, Even energy weapons, but
can't reload or change power cells.

In the CAd Siate a Dirdir gains Combat Reflex-
cs, Fit, High Pain Threshold, Intw-tion, and a level
apiece in Alertness and Enhanced Move, In the Ol
St they suffer from the disadvantages of Bestial,
TlEeracy, amd a whopping 12 levels of Primitive.

The (id State is a disadvantage worth -1
poamis, though Dhndic corsader 14 en advantage and
make no afempt to CYercome of cure it,

DIRDIR. CULTURE

Dhrdir society is very alien by human standards, They arg
rot & cohesive mce, and many of their cullural nomms Eave
evooved o allow them o conperate withoaur ssenficing any of
their ireasured perzonal independence. Whan Dirdir society 15
comdronted by a problam, one or more individeals will fonm a
srean-cdily, of “imtiative”" He then organcees a band of hunters
— the fraegsh — who have claimed the right to prosecie 3
st or a ksl i order 9o win status and reputation. I one ini-
tintive fails, another Dirdir may assert f'so or “manaeious
cominance’” amnl organize anclher

This reliance on individoal enterprise explaing mich
abcaan Dirdir history. Even thoogh they have had space travel
for over 60,000 vears. the Dirdir haven't conguered all space
Fecause there is no concerted plan of expansion, Al lmes the
whole race (wkes on an expansionist fervor, and initiatives
bead cut in all directions, explering and congquering, Buot
when the urge hos bumed tself out, millennia can go by with-
out any activity, Ar present the Thndir are in such a guiescent
phase, bul it may be rearing ik end.

S5TERS OF TSCHAI

Dhrhr science and technology procecds the same way,
under o systematic program and with oo loag-term goal in
mimd. Sciertists among the Dirdir offen operate in the Old
Slate, relyving on subratiomal iMuibon o resalve problems
instead of lngical thought. The result is a sarprisingly slow
pace of scientific progress — roaghly 200000 vears per TL
However, if the Dirdir ever face a serious threat requiring sci-
eniific dizcovery, the problem would be attacked by dosens of
reszarch inifigives, caising & barst of discovesy and inmven-
toas. Dirdir lechnolopy 15 presently about TL12,

In a seeming paradox, these anarchic and individualistic
beings are grovped into o e set of 28 castes, sach of which
has its characteristic virmes and social roles, To fise in caste,
o Dirdit muost be acospied by the higher group by displayving
its proper virtues, while simulianecusly managing nod o vio-
late the proprietss of the hower level.

Of course, in such an anarchic sociely, the upper castes
do not rele the others, ab least not directly. They do exercise
great influence, however, as tie lower casies sinve (o rise by
emulating their superiors. The highest Disdir ceste can attect
the direction of society's effors by example. mather than by
comrmand. It the Excellences decide a war with the Chasch
world be o good idea, they bBegin fonming inbatives of thewr
oeem, and the bower orders will almaost certainly follow suit.

For =xample, among the fourth through 15th castes of
D¥irdir, one of the primary virioes is 25 honk a contempti-
ous indifference w the actvity of others. Among the higher
castes (or “Excellences™), the quality of pw’hank, a keen
pbservation of others which translutes as “cormosive or
metal-bursting  sagacity,” is more estzemed, There are
dozens of similar gqualities.

The ather important fonction sarved by the upper castes
i5 a5 arbitrators. In any dizpaie betescen Dirder, the wronged
individual can raise a ory of dr'ssa drsse, dr'ssa and appeal
ko a hagher caste for arbitratien, It 15 costomary for the hgh-
=t individual available o serve as arbitraror, 20 this job often
talls to Excellences, The arbatrator makes his judgment on the
spot and settles the matter, I one of the aggrmeved paries
doesn't zcoept the mling, he can appeal by challenging the
arbitrator G a duel then and there, The winner of the duel is
vindicated; the losers antenmac are pulled oot and he
becomes a panah Dirdir duelling sractices are refreshingly

The Excellent reached its great
arms fo the front in a clutching, ripping
gesture, It vented a gurgling scream and
poised to leap.

YA moment,” said Reith, stepping
back, “What are the rules of combar?”

“There are no rules. [ lall as |
choose.”

~ The Dirdir




simple: one Dirdir issues a challenge, then
they fight nght away, hare-hamdad,

The Dirdir code also reguires individu-
als tor help other Dirdie in need, Une in need
of assislance gives the cry of fe'al he'ar
i anel all Dirdir within hearing will come
ko his aid. To fail to help someone in oouble
leads to a tremendous Inss of stats.

Il seems likely thi! the elaborate Dindir
code of conduct, with its ngdities and gra-
daticns of casle, evolved as & way © keep a
raoz of touchy predators tfrom destroyving
cach oiber in battles for domunance. The
[xrdir are very abedient to their maditions
and social rules, because w dely them would
being about a war of all against all.

THE GREAT SIVISHE
SPACEYARDS

The biggest Dhrdir spaceport s on the
iland of Sivishe ot the bead of te Ajzan
Gult, off the southwest coast of Kislowvan.
The Drrdir hemselves Ove in the metmopoelis
of Hei, connected to Sivishe by a causeway,
The notse and podlution of the spaceport, the
shipvards, and the associated irdustrics are
unpleasint i them, so they leave the island
i s en.”

The Dirdr buve a point. Sivishz is a
flthy industrial jumble of faciories and 12n-
gments sumounding the spacevands them-
selves, The people of Sivishe are a mix of
bwmen subraces from all owver Kislowan:
Taamgs, Eherman. and Sad Islanders,
amongz others. (ute a few have smmc
Dirdrman Blood, The bormans boild  amd
maintain spaceships for the Dirdir,

The Dirdir do not rule Sivizshe direaly.
There is a humnan Admindstrater who gov-
ems the ciry, He has the awthority o levy
limes, acjudscate dizoutes, and punsh crimi-
naks entirely 3z be seas it The oaly check on
ihz Admimstrator s poweer 15 the Dardhr — it
they are displeased with the way he does his
jekb, the Administator goes to the Glass Box

THE GLASS BOX

The Gilass Box in the city of Hei is o vast and impressve strucire: -
o hoge box of zeay glass 5 miles long, 3 males wide, and 1,000 fest
Frigh. It dhwarts 2l other structures in Hei, leoming over the spires whene
the Dirdir live. Within, the Box is a single huge open space which
duplicates the envirorment on the plains of Sibol, the Dirdir home plan-
el. There are recks, cliffs, caves, plants mtive o Sibol, thickets, axd
hrackizh ponds. Everything is colored in shades of ocher, tan, and vel-
b, [l by bright lamps duphicating the harsh lizht of Sibol's sun. The
light g0 dark every few hoors in imitation of Sibol's short day,
although the penods of dadkness last only a few minules, perhaps 2=
Izng as an hour,

The Gloss Boo 1= the chief Dmdir sporting arena, and also serves 2=
a training groand and place of execution for cimingls. Surmoanding the
T arere are gallerizs for spectators, color-coded by status. The high-
el tiers, for Dinrdir and vpper-clazs Dirdirmen, are decorated in purple,
scarlet, mauve, and white. The lowest galieries are gray, for the “sub-
men” Jaboerers, A maze of color-coded ramps and escalators provides
access to the gallenies; there i no charge for admission. The hi
gallzries affcrd the best view of the field, from a heigly of several hun-
dred feet. The hottom gallenics are only S0 fect sbove groumnd level, so
o sufficiently danng person mazhil be able 1o chmb down into the arena.

Daring the hanting events, szveral peope may be in the arcna 3t
ome e with proper cover and concealment a man can last for dass
betore being canght. Some hurts arc training sessions for young Dirdir,
with slovs or cnppled humens; others are open o Dirdirmen Immmac-
latez. The Dirdirmen aunters wear gioves with atificial talons,

In miost humis the prey are released first, and are given o few man-
vtes o find 2 place of concealment before the hunters can begin irack-
ing. Prey are not allowed weapons, although they might be shle m
improvise something from rocks and tree branches in the arena, While
humans are the most commen prey, the Derdir also pursse captive
Chasch and Wanek in the Glass Box (Prnume have secret sscape routes
from the arena). As the hunt begins, the Dirdir give their hunt-calls,
ten plungs aile the chase,

There is no way for the prey to “win'; it is 2 hont, mo 2 gladiator-
1al combet. Bspecially clever or tough quarsy may evade the Dardir
humnters. for hoars or days, but they will cventually catch him. If o vie-
tin fights off the hunler: or kills ope, bar merely makes other Dardor
cager o win prestige by bringing dowan such a dangerous opponent.

ir Hel and doesn't come out agzin,

The Sivishe spaceport and associated facilifies are a Cless
¥ port 1 GLURPS terms. The Dirdic cam build snd mpintzin
sarships ard smezll craft. Adzm Heith was able to construcs a
spuce-boat al Sivishe out of scrap, spare pans, and o few
gnlen camponents. The Sivishe spaceport lacks an orhital sta-
tion: ships must be atmosphere-capable 10 use the por. Ths
i no handicap for the Dindir, whose ships havie contragravity
amil ire streamlined and capable of planetary landings.

secanty at the soscevards 1= furly tight, Thas is doe to the
imstnclive parancia of te Dirdie; there ae oo reconds of amy-
poe over stenling & spaceship from Sivishe. The landmg ficld

and spacevards arz prodected by high fences and sensors,
Dirdirmen police patrel te sermeter al rndom invlervals and
respond quickly o alarms. A security guard who caiches an
intruder may be permitted 1o hunt the culpril io the Glas Box,
and thiz makes the police very attentive to their duty,

Mear the landing Neld are warehouses foc intersiellar
trade. Dirdirmen merchants boy gonds from all over Tschai
for ther masters, and the Dindir deal directly with the Poame
at Sivishe. It may scem strenge that Pnome and Dirdir trade
evenl whea a lone member of cither species is likely o be
killed by the other if canght, bat the lore of gain is strang
enough 1o overcome eny dislike.

THE MASTERS O




Staitus

Because Dandir stalus 15 s0 caretully graded, ot 15 hard to
fit iro the siandard GURPS Staus scale, Tt is moee wseful to
buy levels of Dindir status at a cost of 1 poant per level, and
then corver 1t o standard GURPE Siatvs al a rate of 5 o 1
Thus, Dardir of the fifth grede are considered to be Stas 1in
game lerms, and so on Dirdirmen can boy wp io 5 grades of
Drirdtir status, or the equivalent of GE/RPS Stats 1. Resctinn
modifiers are +1 or =1 for every 3 levels {roumd down) of
Drirdir rank.

Dirdir

Asributes: ST+1 [10]; DX+2 [207: HT+2 [20]

Advamtages: Acute Hearing +2 [4]; Aleminess +1 [3]; Claws
(+2 damage) [L5], Damage Besistince 1 [3]; Deuble-
Jointed [2]; Enhanced Dindge +1 [13]; Sharp Teeth [3];
and Uiraheanng [3].

Trzadvartages: Callous [-6]; Code of Honor (Dedir) [-15];
Hid=bound [-5]; Incenous [-2], Beduced Hit Points -4
[-20]; Secret (sexual typed [-3]; Selfish [-3]; and Siress
Atavism ithe “Old Swate™; see sidzher, p. 263 [-17].

36 poinis

Dirdirmen are divided inio
four castes: the Immaculates,
Intensives, Estranes, and Cluts.
The Immaculaies are considered 1o
be almost Dirdir, as they have been

bred to an uncanny similarity fo the
masiers. They average nearly 7 feet
tafl, have pure white skin, and are
utterly hairless. Their noses are
ridged beaks, and they sharpen their
teeth 1o paints.

DIRDIRMEN

Dirdirmen are the human servants of the Dird-r, the prod-
uct of scme SN vears of selective hreeding and acculiors
ticn, OF the humans in service o albens on Tschai, the
Drirdinmen seem o be best integratzd infe the society of their
roislers,

Dirdirmen have been bred W look as moch like Dirdir as
possiple, They are very Lall and slender, with long arms and
legs. Their heads are long and narroew, and their compleaxion
is pale and sallow. Women are paler sull, abmost chalk-whate,
Ddrdirmen have delicate facial features, with tiny, sharp noses,
roand eves, and small eanrs, Men are completely bakd, while
wamen have 2 patch of fuzz at the back of their skulls.

Despite their distinetive appearance. Dirdirmen  are
entirely human and can interbrecd with ofher heman

THE MASTERS

subraces, The distinctive Dirdinmen traits appear to be reces
give; hybrds tend 1o take after their other parents. The fact
that humans have only Two sexes makes them appear some-
what riciculous o the Dirdir, but high-caste irdirmen of the
“Immaculate”™ caste are permitied to underge surgical aler-
ation 10 select one of cight reproductive types. cach of which
15 comnpatiale with only teo vameties of the opposite sex, Like
the Diirdir themszlves, madificd Immaculates Eoep their exact
tvpe & secrel, The process is called the Anguizh, suggesing 1t
is lezs than pleasant, bat the social benzfils are memendous,
Mociified Immaculates are permitted 1o wear Blue and pink,
and for a Dirdirman of lower caste to do so wsthout undereo
g the Amrmsh is a lemible cime

The Dirdirmen are unaware of their orfigin on Earh,
They have lived so long ameng the Dirdar and hove absorbed
their culiure so completely that they are convineed they are
related to the Dhindic According w0 a2 Dirdirman begend
(kiwrein as the Doctrine of Bifold Genesis), in the distant past
o1 Sk the Great Fiza procwced an epg which floated o the
shor= snd up the beach, where it split. Half rolled into the
sunlght and gave nise to the Dirdir, whale halt rolled into the
shade and produced the Dirdirmen. The Dirdirmen explain
the existence of all other human races as the result of inter-
breeding and degeneration.

D¥irdirmen are divided into four castes: the Immacalaies,
Intensives, Esranes, and Cluts, The Immaculates ane consid-
ered o he almost Dirdir, as they have been bred so an uncan-
ny similanty o the masters. They average nearly 7 fesl wall,
have pure white skin, and ane wierly hairless. Their noses are
rideed beaks:, and they sharpen therr lesth o podnis,
Dirdirwomen of the highest caste are said to even be aftrac-
tive o Dirdiv. {Given the complexities of Dindir sex lves tis
may be tre.) Immaculates also are permitted o wear arificial
“effulgences” on their heads inoimitaton of the Dircir

Intensives are shorter than Tmmaculates (oaly 3 1o 6 inch-
s taller than the human average) and their skin has o funtly
ruddy lnge. Estranes are those who show signs of non-
Lirdirman blood (no more than 1732, or o great-preat-preat-
grandparent), Cluts have at most L8 outsider ancestry, and are
denizd many prerogatives. Cotsiders are comsidersd “sub-
men” and get a -2 eaction from Dhrdir and Dindinmen,

[rirfirmen of the lower castes are ordinary humems for
g purposas. Immaculates add 6-12 inches o their base
height, and hoave the adventage of Stetus 1 within
LCirdinDirdirman sociery,

The Cirdirmien are fzarly well integrated into Dardir soci-
ey, Much of their cultars is modzled on the Disdir, and the
same virtues are przed. However, ance Dinimmen are
humans and kack the issfincive desire of the Dirdir fior prop-
er hehavior, additional means are needed w make sure they
conduc: themselves appropriately, There are officials called
Deragators wha ensure that all Dirdirmen behave in 2 manner
pooper 1o their caste and station, Dirdirmen who iry to assume
preragatives bevond theis station are penished by o sepurate
clazs of men known as Castigators, [t the guity person fless
to avold punishment, the Deropators may hant him down,
Soriows offenders may merit pursuit by one or more Dirdie
“initiatives,”




irdirman 16 points

Antrindes: D40 [ 10].

Advantages: Collecied [3]; Fit [5]; and Panimmunity (T 2)
[10].

Disadvaniapes: Odoous Racial Habit (cannibalism) [-13] and
Skinmy [|-5].

Skills: Psychology (Diedic) an I0-1 [2]

Langeeges: [hndir at 010 4],

THE WANEK

The Wanck are in some wavs the most ahen race on
Techai. Therr lumgrunge amd wavs of thinking are very mysle-
rxrag, both to humans and o the other alien razes.

They wre present on Tschal because of the -
Diieder; the two civil zations kave been fight- I e
ing a desultory space war with each u""# Fry
alher for millennia. Tao o ‘ _I"__ i
kecp the Darchr

frm using )
Tachal 2= a
s o 5lagz-
irg arca for
assziulis
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Wanek

space, the Wanek came fo Tschai 140,000 years ago and con-
siructed fortresses on Rukh, Kochan, and mearby islunds.
From there they can monitor Dirdir space fraffic and launch
twpedoes at Dirdir shps.

The Wanek-Dirdir war has long since become a siale
mate. The Dirdir have tired of the entire contlict. The only
ohsiacle i peace is the Wanek, who have declined all offers
of an armistice, Their purpose 18 shecure — the Wanek do nat
altack Dardic planets, and even on conlested wordds hike
Tachai they have left Dirdir citics and civilian spaceships
aloge. Either they are holding out for some hoped-for conces-
sions from the Dirdin, or they have some long-term stralegy
reguiring centures o pul ino effect. {The stalemate may also
e the result of meddling by the Wanekmen; see balow.,)

Apart from their forresses, the Wanek have no seltle-

ments on Tachai. They do not consider the planes a per
maren: scttlemens; as soon as they acoomplish
whalever enigmatic goals they pursue in their war
with the Ddrdir, the Wanek will evacuate Tschai.
There are about 50,000 Wanek on Tschai; each
tortrcss has ahout 5,000 ‘Wanck except the meain
mstallation at Ac Khaha, which has twice as
many, There may be undersea forts as big as
(e surlnce bases, Amamg the foriresses of
the Wanck are Ao Hidis, a port on the
weslen coasl of Kachan, the big main
citade] of A0 Eheha on the western
shore ot Lake Falas, and Ao Zahl on
the eastesie shore of Lake Falas
The Wanek have taken om a
group of hurmsan servitors, the
VWhanckman, to facilitate communica-
o with the oher speces of Tschai,
Thrawgh the ‘Wanckmen, they do a
surpriang amound of rade wath
the humans of Tschai: Wanek
bailt szmdblusts are found on
caravans in Kofan, and
mary ships vse Yyanck
elecirostalc s for
propulsicn. While giving
(ke burmans
advanced teche
ecoEy and
becoming
inporianl eco-
MHKRTC partiers
may be part of
o deep-laid
YWanzk plan. it
- is maore likely thet
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The Wanck are black creatures somzwhat larger than
humans, witk a heavy e, shoo keps with webbed fest, and
long arms ending in three-fingered tands. They vaguely
resemible big black frops. Wanek legs are not very flexisle,
anmd they seldom sit down., A Wanek's head 1= itz most alien
feature: squat and neckless, with tao lmrge, bluck eves tha
Micker at half-second infervals, A the base of the skull is an
organ which emits chiming sounds for communication. The
muouth iz hpless and wide. Wanek kave po external ears or
noses, complzting the frog resemblance.

passive system used by humans, but a kind of active “rada™
usingz pulses of uiruviclet hight. This enables the Wenes o see
Just as well underwater as in air, and te fundion just as well
at mght as duning the day (m fact, Wanzk vision works better
at mght, becanse there is less interference fmom sunlighi).

Psychology

The ‘Wanek have o grange “strofoscopic”™ view of things.
T a Wanek, things do ol move or change continuously, they
Jumip suddenly from place i place. A Wanek can conscious-
Iy control irs pulse rale, speading up ar
slowing dowwn its brain and senses. Af

TORPEDOES

THE ULTIMATE ARGUMENT:

thetr slowest rake, Wanek operatz
ahout are-tenth nomal speed, emifing
pulses every two seconds.

This kind of stop-roction view of
the world makes lor 2 very different

The mast powerful weapons available on Tschai are the miclear torpe-
does of the spacefanng civileatons. The Dirdir, Wanek, and Blue Chasch
have sukstantial arsenals, and the Cid Chasch keep a small stockpile of war-
heads as 4 deterrent. If 15 unknown if the Poume have their own noclear

WE I,

Typica’ torpedoes are the equivalent of TL1O space-combat misgiles.
equipped with reactionless thrusters and capable of hitling any part of the
planct’s surface or near nrhit. For attacks against spaceships, the typical war-
head 15 a relatvely small 1-kiloton device doing 12 = 2,000,000 concus-

gion damage. Strikes ageinst ground targets uwse a2 10-kiloton warbead,
capable of domg 12d = 20000000 concesson damage. This 15 the kind of
weapon the Wanckmen used on Serra and Ballisidre.

Torpedoes are kept ready i wrpedo-pits, amored undersround silos
hardened to withstand anything short of & direet hit by another torpedo, Each
Chasch city and Wanek Tonress has aboul hall a dozen torpedo-pits, while
the Dirdir bave well-protected launch complexes in somhen Kislovan and
northeast Charchan, wich 100 torpedo-pits each.

Use of nuclear terpadaes is mre - the attack on Cath was the first in cen-
turies. The attacks on Settra ind Ballisidre muwst have required an elaborane
campaign of lies and deception on the part of he Wanekmen (o maneuver
their masters into pressmg the hutton.

way of thinking., Humans perceive oon
tnuities; Wanek notice discontimunties
and changes, To a humsn, an abject
retwins ils sdentity even when it has
been altered = a car with new tires is
still the same car ‘To a Wanek, though,
the car has been chamged. Wanek pat-
iems of thought have certain advan-
fages. Because they do molice even
subtle changes, they are more alert.
They are med e easily fooled by super-
ficial zimilarities bereeen things, and
they pay great attention w bow things
change and why,

O course, thers are problems asso-
ciated with the Wanek menizlity, Their
percepinms make them extremely good
at imductive reasoning, bt deduction
and imagining possibilties are very hand
for thermn., Original crestion is race and
treasurced among the YWanck. The mgh-
esl=order savants are the Criginal Mas-
ters, who have crested new works or
made new discoveries. Meverheless,

An adult YWanek stands about 6'6™ tall, and weighs abow
240 Ibs, Its skin is entirely black, although Wanek sizion can
detect patiems and shadings nvisible o human eves, The
Wanek seen by Adam Eeith on fis vizit o Techad showed li-
the variation, which suggests that either male and femals
Wanek are similar in sppearance, or lfemales rensin i secls-
siom ancl Reith never saw any. Criven thear amphibious nature,
it 15 very likely that the Wanek reproduce underwater, proba-
bly by spawning,

Wanek are fully amphibiows, with mills and lungs, Taey
prefer & moist environment even on land. Wanek don’t usnal
Iy wenr clothes, but in hot and dry envirnonmenis they wear
profective suits of layvered plastic and hoods with hollow wbe-
shaped gorples o protect their eves.

Perhaps the mest unusual thing about the Wanek = their
nzrvous svstem. A Wanek s entre newral apparatus works ma
series of split-second pulses, Wanek vizsion iz nol the simple

STERS OF TSCHA

the Wanck have achieved a very imoressive level of technol-
oy, folly the equel of the Dindir and better than the Chasch

Wanck commumnication also works by a series of pulses.
A Wanek emits a chime, which 1= composed of vibraors of
many ditterent frequencies, carying as much information as
a seserce of human speech. The Wanek wnilz in moves of ree-
tangles of different sizes and shapes, each of which regresents
o cume of a gven distribution of frequencies. Muoch of a
Wanek Meogram’'s meaning depends on context, and
extremely oy differsnces i the proporbons of a rectangle
can make an encrmous difference in meaning,

It s extremely difficult for individuals of other species to
kam the Wanek language, and apparently the Wanek find it
equally hard to learn other larguages. Understanding Wanek
chimes is a Wery Hard skill for any non-Wanek, acd all noa-
Wanek roquire some artificial means of generafing chimes,
Because of the corelully guarded Wanekmen monopoly oo




“I am a Lokhar,” snorted
the black-skinned old man.
“I do not addle my brains
and drain my pockets with

drink; not before noon, at
anv rate.”
— Zarfo Detwiler,
Servants of the Wanek

transkabing, an Unwsual Hackground s reguimed for anvone
who wishes to learn the Wanek language, Those who have
had comtact with the Wanek, ke Lokhar technicians, can take
a Fpoint Unosval Background, “Extenzive Contact With
Wanck." That allows a hasic familiarity with the language —
o more than | charcter poial speat on e skill. Wanekmen
take the Vik-point Unuseal Backgronnd “Wanckmen,” which
allows them (o buy Wanek linguage with no restoiclions.

Society

Wanck socicty on Tschai is a military gamizon rather than
i permanent colony, and 20 may naol be typacal of Life on otber
Wanck worlds, The Wanck on Tschai are content en remain
withan their forresses; all of their dealings with clher species
are handled by the Wanckmen. The Wanek appear tc operate
a5 a kind of menioenscy, with ligh stotus poing W those wao
have made nodable accomplishmenis in science, scholarship,
the arts, ar miliasy affars.

They are social beings by nature, al least among them-
wzlves, and mdividual Wanek try 1o find the role inwhich they
can best serve the commaniry, A Wanek whe strives o do
things bevond his abihity wins nothicg but the scom of the
group, Folicies are sel by committees of the highest-lavel
Winck, snd executing those policies 15 delegated to lower-
level groaeps,

Homesty and obedwenee are mghly pnzed virlues among
the Wanek, An individual whoe conscicusly les or even is
sloppy ubout accurecy is comsidered “blind™ or “incompre-
hensizle” by the others. Privacy, on the other hand, means hi-
tle tn the Wanck. They keep seorets trom enemies when they
muest. bait day 1o day pivacy is onimportant. In cines like Ao
Hidis, where Wanek and humans mingle, the YWamnck don't
care if the bumans gawk al them o kong as they aren’t dis-
parbszd o mterupted o their activities. (This may be a conse-
guence of different visual apparatus. If a Wanek looks a
archer ‘Waneck, they can perczive cach other’s pulses. A
bumem locking al a Wanek enils oo pulses, so W the Winek
the hmman “isn’t lookirg.™

The Wanek are nol a warlike rice. This actally makes
them more dangerous: Wanek fight wars using moclzar torpe
does, hegvy dandblasts, und other weapons of mass destnic-
ticn. They are greal believers in threats and deterrence, sc by
placing fortresses on Tschan they can newtralize it as a Thrdir
hase withaut having to congues and occupy the whole planet
However, because Wenex tend to value the good of the com-
cvuity mesre than individuz] benefit, they are content o suf:
fer “acceptable casualties” and expend lives i pursui of
strategic advantage, They are also perfectly willing o expend
glien lvves 1t it benehits the Wanck civilizanor as a whale.

Because most of their people an Tschai are soldiers ar
techmical experts, the Wanek have had to delegate a kot of the
work 1o their [fortresses o humans, All interscion with e
bnomans i= handled by Wanekmen. The biggest employer of
bursan labor i= the speceport and vands at Ao Hidis, Bacause
the Wanckmen domn't want anyone o challenge their mronop-
oly on contact with the Wianek, they encourags o high
tumiover among the cther buman workers, so that few have
tirne L learn any of the Wanek languags,

The highesi-paid workers are the Lokhars, who spend
tecades lebonng in the Warek muachine shope. Alles 20 or 30
wears a Lokhar can retire with enough money o by a farm o
o business, with enough lefl over for o predty voung wife,
They keep their jobs for long perieds because of the length of
time needed o turn o barely hterate back-country Lokhar into
a spaceship rechoician. Even zo, most of the Lokhars leam
amly u few Wanek techmical terms, oot enouzh o speak the
Languapge or read Wanek chime-glyphs with any certainty.,




FORTRESSES OF THE WANEK

The Winek have forfresses scattersd across Kachan,
Fakh, and some of the islands of the Diraschade Ooean, In all
there are aboul a dogen on land, thoogh tere may be some
secret facilitics hidden underseater. Each fortress 15 sell-suffi-
cienl, with it own power generatoes, food-svnthesis vats, and
arsenals. They nsually howse a few thousand Wanek and a like
number of Warekmen.

AO KHAHA

The citade] of Ao Khaha is the commrnind cemer
for all Wanek operations on Tschal, It is abour twice
as hig as the other Wanek fortresses, with 10,000
Wanek and {unul the expulion) as many Wanek-

men. [t has baricd bunkers and torpedo-its capable
of retelating even if the entire above-pround com-
plex is destroyed. Important prisoncrs or interesting
dizcovernies ane likely 0 be carmed o As Ehabs for
examination by the highest-level Wanck savants,
und it is the likely place for diplomatc meetings.

A VWanek [oriress 1= about a guarter-mile aeross, sur
roumded by 8 wall of hlack glass 100 feet high, The wall has
D 50M0E, and 1s smooth, shippecy surface impeses a penaliy
of -3 on all aftempls toclimb it At the top, fortress walls have
a systesi of ultravinlet hght beam sensors o delecl mimiders,
If the Wanek are expecting a major attack, or if their sensors
have detected wepedoes or arerell approaching, the entire
forress is shielded by a powertful force field, with [¥E 1,06,
Because of the drain on the geperators, the force Dzld is only
used in hattle conditions.,

Each foriress is armed with heavy sandblast emplace-
ments, huried silos for nuclear orpedoes, and a squadren of
six armed fyvers. Seastde o 1sland forresses have submanre
per= capabde of holding three full-size subs of up m nine min-
wmubs, Only the Ao Hidis spaceport has facihines w repair and
efnel spaceships, bur all fortresses have alanding area where
ships can put down.

Within the walls are dozens of massive buildings and
wrwers, all made of the sume black lassy maierial. Wanek
architecture is not beautiful; the proportions are graceless and
ungainly. The buldings have round windovas of black glass,
which appear even derker than the Black material of the baild-
mg walls themselves. Baloonizs made of fruil-leoking crystal
surroungd some of the towers, and walkways of the same sub
stunce lick the wpper floors of buildings. The walls and win-
dows all have DR 500,

Insede the Wanek buildings, evervthing is black alass and
black concrete, very angular and blocky, The walls are deco-
rated with lurge Wanek chime-glyphs. The only other decors-
rive toich is the vse of Large lens-shaped skylights llad with
water; these creane a pleasant effoct when the sun shines

THE MASTERS OF TSCHA

twouzh them, as if the wlhole place s an undersea cavermn,
Bocapse the Wanck are amphihiows, all their fortresses con-
Lun sectons which are partially or even complelely Qocded.

Wanek 46 points

Asiritberes: 5T+1 [ 10].

Advantages; Amphibiows [10], Dak Vision 25). Damaze
Resistance 1 [3]; Gills [107; Imperiartable [10]; Speak
Underwatzr [8]; and Ulrasonic Specch [0]. (Nole thal
YWanck spzech isn't actually ultrasonic, but it is simiplest
tar ozl thal weay. )

Drizgedvantages: Color Blindses: [-10]; Low Empathy [-137:
amdd Beduced Move -1 (on land only) [-5].

WANEKMEN

The Wanskmen are the voungest of (e buman serviies
races on Techai, but they have served their alien masters for
pearly 10,000 years, They have prospered in the service of the
Wanek, although their masters have not integrated them into
Ltheir own socialy the way the Dirdir lave.,

Wanckmen are pak: bumans, with skinz as pale as flour
pnd dense bluck har mmmed very short. They are smooth-
faced and samurnine, and Adam Reith found their expressions
subtly repulzive. Wunekwomen are attrsctive, with lustrous
dark hair and eves like black pearls.

Wanekmen generally dress in one-piece black porments
made of advanced plastics, These suits keep waler out, et
allow the wesrer's skin to breathe and sweat o evaporaic.
They function as diving-suils with the addition of a hood,
gloves, and flippers. Wanckmen usually wear 1 wide leather
bell w cary tool: and insiruments. OMficers among the
Wanckmen wear silver bracers and a silver medallions.

Wanekmen stood on
the deck, perhaps a dozen,
curiously alike; slender

men with death-pale skins,
Saturnine o, iR Some nstances,
ascelic feaiures.

- Servants of the Wanek

There are pot a greal many Wanekmen; their enlire pop-
ulation 15 o more than that of the Wanck, While Wanekmen
oy many within their small subrace, both sexes semelimes
take lovvers of nther uman reces. These relationships arz sel-
dom really affectionate, as the Wanekmer consider thair par-
maurs to be little beter than toys or pets, and koep them cnly
s long as they are amusing. Hybnds are never accepied into
the socicty of Wanekmen,




The Wanckmen have found a very comtorable niche on
[schan. As (he cnly beings who can commumcale with the
Wanek, they are indispensahle middlemen, Wanekmen man
aee all trade between Wanek and other races, and act as inter-
preters for diplomatic missicns, They do no work themselves,
bt pess om Wanek orders w the Lokhar crattsmen working in
Wanek factories and to the Blacks and Purples of Ao Hidis.

I cid meot take lomg for the Wanekmen to realize that their
mEnopely on commumnication with the Wanek gove them a
great deal of power, By controlling what the Wanck heard and
what others heard [rom (hemi. they oould effectvely contmal
Wanck policy and bend things o their own benetit. In com-
mercial negotiations the Wanekroen may stule one price & the
cuztomer and another to their masters, then pocket the differ
cnce. In diplomnacy the Wanekmen interpreters can subtly
twist the words of both sides to make sure nothing wpseis their
comforteble situstion. (1L s possible that the Wanekmen of
Techai have comiribated 0 keeping the long Dirdic-"Wanek
salemate goine, in order 0 ensure the Wanek maimtan their
position on Tschal,)

keeping up thewr posibon on Tscha requires tght disci-
pline from the Wenekmen, They must make certain the infor-
mation they give their masters docsn’t contradict what others
al destany fortresses are saving. They must keep any of ther
mumaber from developing tes of friendship or attachmeznt with
cither Wanek or other humens, fur fear of being compro-
mied. And they must rathlessly pur down any sign of com-
petiten among the other human races of Techai. Like ther
masters, the Wanekmen irsist on complete ohedience to the
lesdership ol their sociely.

OfF course, a sociery based on systematic lies and con-
empt for all owsiders is not an especially healtyy one.
Wainekmen are cruel amd cold-hearted even among them-
selves, Crenuang trust and affection are rare, and cach ‘Wanck-
man 15 comstantly maneuvening for his own advantage. It 1=
this almost complete lack of kindness and sincere emofion
which makes them s2em s0 repellent

T guard their position., the Wanckmen have established
a network of spies i the mos advanced human communitzs
o Tachai, im Cath and castern Charchan, They have been
urmbls 1o infilirate the Dindinnen comemumitees, bul don "G con-
sider them a threat because the Dhirdir themselves wouldn't
permat thear humans o become oo powerful. Absove all, the

Wanekmen guard their monepoly on the Wanek language.

The musical insmuments nsed o prisduce chimes are not per-
iited o fall toto the bands of cutsaders, and even the Lokhar
technicians in the spaceyards are mot allowed o learmn more
than a few dueen nzcessery Wimek terms,

The vltimarz example of Wanekmen miflessness & their
willingness to launch nuclear aftacks agzinet peroeived threats
te their posiion. When the Yeaming Eefluxives of Cath
attempdcd to send signals o the “mythical” human home-
world 212 Emth years before Reith's visit, the Wanekmen
rained down destruction on Setrra and Ballisidre, killing thou-
sands. They were able w blame the altsck on the Dindir More
recently, it was Wanekmen whao fired upon the Explararor IV,
killing all of her crew excepl Adam Betlh and Paul Weaumder,

Unfiorrately, their attack on the Exprosaior IV left a sui
wiver, angd the efforts of the Wanekmen L caplure and kil
Adam FEeith led to their downfall. Feith and his companions
were able to meke the Wanek aware of hiow the Wanckmen
were deceiving them, and the response was quick, The Wanek
cxpelled all Wanckmen from their foriresses and severed all
contact with them, How the Wanek will commuanicarz with
ather races now that they havve dismissed all their interprencrs
refhains o be seen.

I'n the wake of their cxpulsion, the Wanekmen live a mis-
erable exisience. They are sculleced aboul in small proups.
residing in the human commuinities near the Wanek fortress
e, The Tuct that most Wanekmen know ne tmde oo craft
bevond their mastery of the Wanek language hasn't helped
them prosper. In communmitics whers the pre-expulsion
Wanekmen ook a high-kanded tone, exploiting and bllying
ather humans, they have suffered embly, reduced to the most
degrading Kinds of labor, A few of the women have raded on
their boawy and mysterious allore to become concubines of
rich or powerful men. IF the Wanekmen can band together and
teke contral of some land for themsebees, they may be ahle o
survive as andther human nbe of Techad, bul otberwise i
seems likely that in anather couple of generations they will be
noabung bul o memory.

Wanekmen -6 points

Advantages: Unuznal Backgroamnd: Wanckmen [10].

Dizgcvariages: Collous [-6] arad Paranoa [-10].

Cusiomization Note: After their expalsion from the forress
ex of the Wanck, the Wanckmen guin the additona dis-
advaniage Social Stizma (Ourcastz) [-3].
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PNUME

The Poume are the orginal inhabizants of Tscha, but for
nillions of years they have shared their world with o serias of
mvaders from space. The Poume have never resisted ary of
the invasions of their planct; instead, they simply retreated
undergroand and developed an extensive hidden civilization.
Mothing happens on Tschai that the Poume do nol bear aboul
411 the other maces of Tschai regard them with fear and suspi-
cion., Prume are s2en from time o Gme on the suface wear-

Pnume Psychology

The miind of a Preme s very nard for humans @ under
stand, They love secrets, appreciate ooder and regimentation,
and have a tremendous reverence for history, Pnume combine
tremendous cuniosity with puzzhing apathy; they wemt to
know everyihing that happens on the surface of Tschai, but
huve no desire w affect events. The best way to describe their
attitede 15 a kind of racial solipszm: noae of the ather races
on ‘Tschan 15 quate read, and all the zvents of the planst’: long
history are nothing bul a serkes of pageasis for the entertain-
mient of the Pnumes.

ng their black cloaks and broad-brimmed hlack
hats, but their motives are always mysierous and
they come and go without wamang,

APPEARANCE

Frure are biped verlebrales. slighcdly taller than
fumans, Their bodies are slender byt vary stnong, A
Priume’s head looks rather like a horse skull, with
cormiplicated rasping mouthparts resembling twse of
an insech. They have three digits on hands and Jees,
amd can wse (heir oes as fingers o pick up and
munipulate objects. The ariculation of their legs &
the reverse of the human arrangement — the knees
berd backward, so that a Ponumz walking torward
Iooks like a human walking backward. Their skin =
yelowish-white, mottled with black and red spots,

Though Poume sormally walk upright, they can
drop haccward onio all fours, swirging their head
corpletely around. In fus posture they can mun
switthy and bear a striking resemblance to migh-
hounds. Poume are heavy creatures for ther size,
and cannod floar. They occasionally employ beoy-
uncy devices toenable them to swirm, and can somee-
rimes be found far ot &t sea, paddling along on
myslenons ermends.

Prurme are entirzly noctumal. They are never
seen on the surface of Tschai during the day, and the
glace of full davlight would cerainly blind wnpro-
tecled Pnome eyes. They car see by starlight, but
rok in complete darkness; even ther deep lunneks
have faint spurces of light. Pnume hearing is kzen,
and they detest lond poses. Ther undenrmound
wild 15 a place of dimmezss, shadows, and whispers,

Like many species on Tscha, Pnume are very
resistant 1o damage end injury, though they are not
invulnerable, Bither because of long-ingrainzd cul-
fural stoicism, oF hecause of some peculiarity of

(CAVERNS OF THE PNUME

The Pnume have a weh of caverns and tinnels underlying
the entire surface of Tschal, with entry poinls everywhere, In
S0ME Fregions one is never mors than a mile Tom a Prome -
nel entramce, The dooravays are always carsfully hadden, and
where there is danger of detection, there may be locks, aimored
inner doors, and booby-traps.

Within the tunnels, light comes from dim blue botions set
i the cealing. They casta funt Light, weaker than moonbisht but
enough o allow the Prume and Poumekin 1o get about, The
wadls are bare rock or plaster, although where naturul crvstals or
codorful minerals exist, they are polished and serve as decora-
tion. Many of these decorations. conceal door controls, pecp-
lwales, or commurncziions devices.

The smaller passages are no more than a yard wide; those
which ses more irafllic are twe or three vands across, Bigger lun-
nels for motor-cirays exist, and there are underground canals tor
powerboats and barzes. Elevaiors conpect dilfersnl levels al
kev points, and some of the fieight elevators can lift entine
nmrdor-trays,

The arrangement of Pnume rwunnels is decermined partly by
the needs of tunsport and access and partly by the presence of
namrzl caves and the exisience of casily bored rock. As a resulr,
the underground tunnel network is extremely confusing, with
passages going over, uler, around, and throwgh each other
Muking matters waorse, many of the unnels are secret, with
shortcuis berween main passages restricted © the higher levels
of security clesrance. With no stars or sun o help, geting lost
i the Pnume caveris is ridiculously easy. Anyone without the
Ahsnhute Direction advantage or a compass is at a penalty of -§
t all Navigation skall rolls,

anatomy, they are fuicly mmpervioos o pain, and
hecal quickly,

All Pnume wear black cloaks, and on the surface they
dor broad-brimmed black hats which hide the sky, They usu-
ally o barefoot, and seemn 0 be ahle tn operate comfortably
in any clmate, Pnome seldom camy weapoas, prefeming w
rely on therr trememdous strength and their vast network of
escape tunnels

THE MASTERS OF TSCHAI

Individual Poume show hitle emotion, and are content
Jjuat to watch whatever go2s on, The only things which mowve
Pnume to take action arz the desire to szcure intcresting
specimens for the caverns of Foreverness and the need w
prutect their secrets. "Threats of hkarm mzan litle to Pooume;
they canmot be iorured or bullied. A captive Poume will
remain silent until Geath. OF course, 1t°s naot wise to foTment
beings whose race has a petwork of secrel (unnels wath
openings cvervwhere,




Above all, the Prume hate dizsordes, Lowd noas-
= or hasty end undisciplined activities offend their
senze of propricty. Mo Pnume will ever willingly
behave in a boisterous or disorderdy manner, and
they react very hamshly when others do so.

The Pnume have a well-developed sense of aes
ihztecs and appreciate ard cultivale beauly wheney-
=r possible, Their tunmels are decorated with
palished crystals and mineral vens. It appezars that
ther Prawee don't produce any art of their o, This
may bz one reason tor teir ohsession with collect-
ing and preserving the aclilfacts of aliens on Tschas,

Prnume Society

Cice the Pnume lived om the surtace of Tschai,
in villages of hivle domes. Then alien beings dropped
down from the sky and secized ther planet, Other
spacies might have reacted by fighting back agains
the invaders, or perhaps by giving way (o despair and
dving out. The Poume did neither. They retreated
unéerground, inte Tschai's vast network of caves,
and waited for the aliens to leave,

Centuries passed. Maore aliens came and fougli
with thase alresdy on the suface. The Prnome
phserved, kepd records, and exteaded their tunnels,

THE MUSEUM OF FOREVERNESS

The deepest levels of the Pnume wnnels ae called
Forevernzss, a vast museum of the plaret’s histery. In hupe oot-
aral caverns and artificial galieries, the Poome have a fremen-
dous siore of archives, artifacts, and diceamas depacting the past
10 million years cn Techai

An mnporant part of Foreverness 15 the Field of Moou-
ments, where specimens of all the races which have visited
Tschai are carefully preserved. There are nearly 100 species
sepresented, from the Shivvan to the Wanek, Hurmans are also
represented, with specimens of all the major human subrace: or
Tschai, including sone proups now extinet. The Poume wanted
Adam Reith as a sample of home-planet humanity, but he was
ablz o persuade them otherwise by o litke blackmail. Fulure
visttors to Tichai may not be so lucky,

To prepare a specimen for Forevemess, i must be injectes
with pac special dmags, Liguid Ooe “ipvigorates and toses,
opering the pussares for Liguid Two,” Liguid Two 1= the aciu-
al preservative: it paralyzes the subject and hals all biological
actvity. (It is not known if the effects of Liquid Two can be
reversed, It would require at leqst TLAIC medical echeobegy
and n first-class research hospital with all the latest equipment

as well as some extremely skilled physicians.} The figures i
Forcvernzss are all fringed with a luminous gold and sibver
hada, possibly ndicating a stasis feld ar soane kind of prolec
rive force field (though it may simply be ko the Poume prefer
o Bk their exhibiiz).

The secrecy they adopted for protection became a
haabrit and then &n instinct.

Modemn Prume society 18 dominated by secrets,
Each level of status has an attendant lore of secrets,
ard learning things reserved for a kigher level is a
crime punishable by death. The Pnume hierarchy 1s
praded into classes; Class 30 iz the highest. {The
kigaest bevel o mere Poumekin may attun s Class
B Az with the Dirdie, 3 levels of Prume slatus equals one
level of GURPS Staius. und Gbds may allow charscters in
Priume sociely o nry stais in fractional 1-point increments o
reflect thas.

As one might expect, Poume sociely is nm like a vast
pspionage agency or secrel socicty. The identity of the rulers 15
u secrel from the dower levels, and advancement is based on
merit and clandesone monitering by supemors. At the top (or
the bolom, for the highest-status Poume live in the despest
mmmels) are the Monitors of Forevemess, who set long-term
pobcy and oversee the collection of exhibits for the Poome
Miseum of Forevermess, The Monitors in tum exer authority

through the Seciion Wardens (a translation of a rerm for
superlative emudition combaned wath high authoriy, esch of
whom directs a region with aboud ML inhabitants, The
Wurdens ars the lowesl-level individvals whe are allowed 1o
look ar maps showing all the tonnels and passages. A Section
Warden 1= Cluss 25 m the Ponume hierurchy.

Wardens are served by a vanety of lower-level officials,
mcluding the Listemng Momitors, who are chiefly comcermed
with keeping order among the Poumekin, Interral disciplioe is
mainzained by the order of Silent Crocs, who ohserve behawv-
tor and comect ermocs. Puntshment: for Poune are generdly
limited 10 2 loss of stats or 8 manster o ignominious daties.
Prumekin gel harsher penaliies: wspension over an abves,
mind-aliering reatrments, or cxesubion

The exsct number of Pnume on Techa 15 uaknown, Many
of them live in deep caves and are never seen even by Pro-
rnekin. Probably their population 15 somewhen: around 150
miillicn, ast G5 who want to make them more of a threat can
raise that to billions. They could probably orzarize an sy to
drive all outsiders off of Techai, but that is not the Poomes way,

Despite their secrelive natore, the Poume do trade wath
the surfzce world Dotted around the planet are surface access
poimits whete the underground canal system of the Pnume joms
the waterwavs of Tachai, Access is strictly conrolled at (hese
kacations, and most nf the commeree with surtace-dwellers is

handled by Gahindr.

Internal discipline is
maintained by the order
of Silent Critics, who
observe behavior and
correct errors.
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Prume 100} points

Altributes: ST+4 [45]; DX+2 [207; and HT+2 [20].

Advanteges: Acute Hearing +2 [4]; Double-loimted |5 ]; Extra
Legs {Armless while using them, -20%7 [4]; High Pan
Threshold [10]; Might Vision [10]; Regeneration (slow)
[10): and Unfazeasle [15].

Dizgdvantages: Curious [-5]; Delusion (Mevervihing on
Tachat 15 for our amosement™) [-5]; Swbbornress [-5];
andd Weakness (Sunlight, 1d stun per rmimcte) [-30].

Skills: Stealth ar DX [2].

PNUMEKIN

The hurnan servanis of the Poume are the Poumekin They
are an the smzll =ide, with a slender build and classically regu-
lar features. Poumekin are very pale, with coal-black kar
frimmed as short as velvet, They go barcfont and dress in the
samme black cloaks and hats 2 the Poome. Like their masters,
Poumekin are extremely stealthy, walking with one food in
fromt of the other, Other humans find the Poumekin have a dis-
tinctive odor, like a combination of camphor and seur milk,
{The odar 15 a result of the Pnumekin diet, in parbcalar the dite
witlers, After a couple of davs eating surface-dweller food, the
soent disappears. )

Mames arz unknown amseng the Poomekin. Individuals are
designaled by group, arca, and zone. 5o Adam Reith's fermale
Poumekin companion wos of Group Zith, Athan Area. in the
Fagaz Fone, Her rarking was 210, Anathzr person in the same
group would refer o ber by numser, and one fnom anolier
group would have no reason to refer to her 21 ail,

Poumekin appear ancrogynous and sexbess, because they
receive an addicive hormone suporcssant called ko which
prevents them from maturing sexoally. Duke is o wafer with a
sweel-salty flavor, and Pramekin have some with every meal,
They become imitasle and untappy il deprived of dico for
more than a few days. A specialized group of women called
“mather-women”™ do not get the suppreszants, and spend their
lives in marsery caves having up 1o 12 children. Inbreeding
ard dictary deticiencies mean that only hal? the children sar-
vive, Since Lhere are even fewer men who are able (o futher
children, all Pnumekin look very much alike becanse they are
all related,

“On the surface,” he
said, “life goes differently,
and sometimes becomes

very boisterous indeed.
— Adam Reith,
The Pnume
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GZHINDRA

The Prome are nod jailers. Powmekin who czn't
behave properly in the Sheliers ame free o declare
themselves Gzhindra and leave, Ckher Grhindra are
giected 85 punishment for boisterous behavior. As
Grhindra they can perforn wselul functons for the
Prume, while a dead Poomekin is of value only o the
fungus furms,

Cizhindra wander on the surface, wearing black
hivts and capes or hooded robes, They wear boots, while
as Paamekin they wert barefoot, Thouzh they are
exied Gehmedra still serve the Poume. They conduct
rrade with surface races, spy on humans and athers,
help tack fugitives sought by the Pnume, end occo-
siomally acquir: pew specimens for the Mussum of
Fomeverness.

The Poume supply the Gehindm with dike wafers
45 one way w cnsure their lovaley, The othzr method is
aighi-howasds | . . rebellious Cebemdra doe't hive long.
Ty make sure their agents can't revial oo much about
Prume civilizatnon, al Gekindra are given a poserful
post-hy pnatic command not to 2]l anyone abeat life in
the Shelters.

Thowgh thew live on the surface, the Gzhindra are
nol part of leman sociely, They are wanderers i whal
o thery seems wild and dangerous ey, They feel
sufest in the places other humans shun: mountain caves
and mows where nighil-hounds lurk, Gehinds keep
apart from other humans, 1gnonng them when they can,
hiding and (eeing when they must. For profecion they
use clectrical defenses.

Ghindra use the same cacal packuge as Pau-
miccin, save that they add the disadvantage Invalantary
Dty by the Poume [-10].

From minth Priumekin are comchtoned o evod boistenous
behavior. The Poume define "boisterousmess” as ary Eind of
disobedience, any intcrest in the opposite sex (unless the
Fman is a breeder, of coursel, and any visible displays of emo
ton. Even noticing another person is considered madz.

Prumekin who exhibil bosierous behavior are stactly
punizhed. Minor wrongs may result in the offender being hung
over an abyss m the dork until overcome by eror Mager
affenses are punished with mind alteration or dearth,

Mot thu: most Ponurnekin Gk their silent life undenground
T thern, the surface world (the ghour) is a strange and threat-
enmng place, full of wild and violent humans, dangerous aliens
(hath called ghian), and uncontrollable weather. The Shekers
are peaceful, safe, and predictable.

Mast Prinmekin live in same-sex dormitories with athers
of the sume age and sccurity classification. They do ther jabs,
and are permitted a few leisure-Gme activites Hke growing
crystals or collecting and polishing stones. Prumckin serve the
Poume by tending the fungus Tarms, making tlems in work-
s1ops and foundries, and digging new munnels,




When Adem Reith entered the Prume wnnels to rescue
Zap 210, be theestened o releass a stolen map of the under-
wiorld g0 the Dordir emad Blwe Chasch unless the Pnome prom-
sl [ stop breeding new Pourmexin, The Provme agresd, but it
remains o he seen it they will keep their prommise, If so, the
Pnume will have 1 star] hmng buman agents dicectly. Gehin-
dra and Prnuwmexin in their black cloaks will noe knger be seen
on Tseha.

Prumekin

Averibeter: 5T-1 [-10].

Advarfagzes: Might Vision [10].

Disadvantages: Addiction (Ie: chzap, highly addiceive,
legald [-5] and Serle [-3].

Skifls: Srealth af 12X [2].

Languages: Pouric at [0) [4].

Crstowrtizarions Notes: A Prumesin who gets over his addic
tion mivst buy off the Stenle disadvantage as well.

=2 ponis

PHUNG

T2 wars o pannd, mor-shaped figure seven or gight feet gl
legs somewhar apart, heod bowed ax if in ntense concentro-
trwn, one hand wnder the chin, the ofher bering the back, The
fevzs wak eoverad By g Saft et with @ drsoping b a oloae
hanyg frovn the showlders; the legs seemead encased in boors,

— ity of the Chasch

Phung are relatives of the Prume, but insicad of main-
twmng a complex umleraround civilizaton, they remain on
the surface as mad wanderers. Phung are notarious for their
irsane beaavior and capncious violesce, “As mad as a
Phumg™ is a watchword amang humans,

Phung and Poume have the same longe, gaunt fce with
insectile mouthparts, Fhong have the same resistance i injary
&5 Pnume and their strength i+ even more fearsome. Phung
appear 1o be entirely impervious to pain, and can recover from
termible damape [a severed Phung head reminns conscious for
several davs) Like the Poume, Fhung dress in black capes
and hats, but instead of going baretnot they waear all black
bocts, They are bigger than Poume, slanding between 7 and 8
fieet tall, The nature of the link among Phung, Premz, and
mghi-hounds 15 obscure, and i covered in more detadl in the
skiehar, p. 38

A very impewtant difference between the lwo races i= thal
the Phung have no fear of caylight. They come our af what-
ever hour sutts them, althoueh twilight and dawn are their
Favored times, Anosther key difference is that Phung grow
hormy plaies on therr forcarms; these brachial plates grow
continuously and often need filing down, Phung are entinely
hepedal, lacking the Pnume ability to ran om all fours Like =
meghi-hound,

Phung are solitary creatures, never seen in groups. They
hovrt wildermess regions, especially ruined cities and bad-
landds tull of converient caves. Phung are otten foumd 1ncaves
wsed @z mght-bound hatcheries, When Phung encoantes
hamans or other races (except, perhaps, Poume and Pnuo-
mekin, they react with o kind of comic hostilivy,

When a Phung attacks, it docs not simply wade in swing-
. Apparenily the Phung prefer 1o termify befone antacking.
They often throw stones from concezlment, wake a lanc
skeeper before killing him, or pick off a larger parly one at o
time, tossing severcd heads or headless torsos back into camp
s a prisly warning. Scometimes they capricionsly spare one or
miore members of a group. Oocesionally a Phung will not
mitack a party directly, but will instead sabsape vehickes,
destroy provisions, and watch them starve to death or resort to
cinmbalism o survive. The simplest description of a Phung’s
behavior is that it acts like the killer in a slasher movie. This
mixy be deliberae,

Although they live alone and build no towns, Fhung are
ol completely primdtave. They use (ools, even cil Jamps.
They wear {and presumahly make) clothing and boots, They
somefimes use weapons, though they apparenty prefer melee
weapons, like swords, to gune. Phung certmnby understand
machinzry; even if they don’t know how to operate a device,
they can probahly figume oal how to destroy it
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PNUME, PHUNG,
AND NIGHT-HOUNDS

I'te exoct relatonship of Poeme and their kin, the Phung and
might-hoamds, is ¢lnaked in mystory. The simplest possibility is that
Prume, Phung. and night-hounds are three eobrely distincl species
{fomgh cemainty related), any similaritics among them are simphy
ahue oy 1 common heritagre. This theory dossn’t explun why lfemale
Fhung and Prume are never seen. periaps all thres species are her-
raphroditic.

A mode complex theory iz that all three are sctually the same
srecics. The evidence is scanty but sngeestive. Adam Feith encoun-
tered a Phung in & cave full of night-hound larvae. Poome look like
right-hounds when on all fours. Angry Pnume make noises like
cight-hounds, Poume sometimes send hounds afler fugitves or
cnemics and may use them as spics. And the steppe nomads belicwe
Phung are born from the corpse: of Prume. Fooan this one might
gedace the following lifz cvcle: larva o night-hound to Poome o
Phung. Migh-hoeurds are probably sealess, while Poume and Frung
are adulis capable of repraducing. The Phung may be males and
Pnume female, or possihly vice-vemsa, Or perhaps the Poume are
dlso sexless, and only the “mead” Fhung acteally breed,

Altematively, the system impased on the Poumeckin by the
Proume may mimor e own repeodective hebils. The Poume may
ke senle “workers™ whe tend the equivalent of “queens™ in a fash-
ion sirnilar 0 Terran ants. In s arrangement Phung could be fer-
tle males or gueens hefore brecding.

There are still other theones. Pomwne and Phung may both be
adult forms of difterent night-hound subspecics. Perhaps some envi-
ronmental Faztor determines if o hound feansforms inlo a Poume o
@ Phung upon reaching sdulthood. Possibly the Phung stage comes
before the Prume stage, with the creatures going wnderground and

joining society upon achieving full senfience.
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{ne thing which Phung seem w lack
entirely 15 Enguage. No one has ever heard a
Phung viter anything more than inarticukate
hivals. They somebmes engage moelaborate
panfomimes of amotion, like some sort of
homicdal street clons, bat dom't speakc.

Phung 221 points
Atiribueres: ST+10 [110]; DX+4 [45]; and
HT+4 [45].

Advamtapes: Alerness +2 [10]); Ambadexteriny
[10]; Combat Reflexes [15]; Demage
EBesistance 2 [6], High Puan Threshodd [ 109;
Fegeneration (regulary [237; and Unfaze-
aole [15].

Dhizadvantages: Bloodlast [-107; Tmpulsiveness
[-10]; Mute [-35]; Reclusive [-10]; and
Trickster [-15],

POLITICS AND
DIPLOMACY

N the Blne Chasch hate the (Fresm
Chasch,

And the Crreen Chason nate the Blue
Chasch,

The (Nd Chasch hote the new Chasen

And evervbody boles the Prume,

— tragitional folk melaay amesg the
Ttwmie tribe of Hrer, in eastern Ketan

Cine dooving [orce behind events on Tschad
arc the wars and alliances among the swrface
alien powers and their celatons with the
bmans and Poome, While gredges and tradi-
tiomal smimaedty seem o be important faciors 1n
diplomacy, alliances of convenience are possi-
hle between even the miterest cnemies, if they
both prodit by the min of some third party.,

THE INTERSTELLAR
SITUATION

Mloet of the mivrmmation aboat the balance
of power in space comes Dliersd through e
humans of Tschal, and so may be emtirely inac-
curate. Apparently, however, the Dirdir are the
dominant power in this scchion of space, with
dozens or possibly hendreds of planets wsder
their controd. The Dirdir thus have tremendous
rescurces, and are very advanced echnological-
Iy, but 5o tar thear decentralized socety has pre-
vented them from overmunning all other races,

The Ihrdr have been at war with the
Whanek for a wery long time, The conflict bepan




more than 10000 yeass ago, bul active Ophting died down
withim the first couple of millennia. Since then, things have
dmgged on in a stalemate, oz described on p. 11.

Dirdir-Chasch relations are poor, but stop shart of acioal
war. The Chasch are so muck sweaker than the Dirdir that they
dare o apen formal hostilities, and the Dirdir doa’t really
care thal much about the Chasch. Dindir who land on Chasch
plusts are executed to amuse the Chasch, and Chasch who
venture: ndn Dirdir spece are hunted and eaten. Otheredse
lhey ignore one another

Relations among the
various races on Tschai

can be summed up fairly
simply: everybody hates
everybody else.

The Chasch and the Wanek do not appear to have much
corfact at all aside from Tschai. The inscrutable Wanek and
the zenophobic Chasch are poor choices for allics, and cer-
winly no true friendship exizs between them.

Mow that spaceships from Earth have vertured as far as
Dacliai, how the old powers will react to the pew amivals

becomes imporant. IF Earh and other human coloay planets
are strong endough o rival the Wanek ar Dirdir, they may B2
approachad by one side or the other es polental allies. How-
ewer, 1F the Dindir let their old attinades toward “sub-men”
determrine their policy, they may attack Harth immediztely.

Depending on the GM's choice, this could work oul in
daff=rent ways. The Dirdir might smeash the humans just as
they crushed the Clasch, and Earth could wind up under
Dirdir control just like Tschai. Or the humans might be sirong
encuzh 1o halt te frst major Dirdir ininatives and Gghbt them
I = stalemate the way the Wanek did, Or, just mayhe, the
Dindir have fnally met ther match!

RELATIONS ON TSCHAI

Relatiors among the various races on Tschal car be
summed up fairly simply: evervbody hates everyhody else
Blue Chasch and Dindir are in a stendoff because both have
nuclear torpedoes and mimes and so could wipe each other cut
iF il o b all-out war, Dinder would bove to drive the Wenek
oft Tschai and slanghter the Blue Chasch, The Dirdir irade
with the Proume al Sivishe and elsewhere, yet Poume canght
by Dirdir are killed, snd whenever the Dirdir locate a Prams
unnel entrance they flood it with poison gas and scal it off
with concrete, By the same token, lone Dirdir are sometimes
carmied off by the Pnume to become permanent exhibits in the
Museum of Forevermzss,

Chasch and Wanek have litde contact on Tschai, sines
thedr outposts are on different continents. Blue Chasch air-
craft do range out over e Draschade Ocean and sometimes
encounter Wanek flyers or submarines, They don’t atack
one another on sight, butl these encounters con hardly bz
called friendly — both sides wsually keep their weapons

charged and ready.
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CHAPTER 3

HUMANS
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Afler Adam Feith’s visil (o
Tschzi, greal changes are afoot
among the humans there, The
knowledge that there 15 a waorld
where men have no masters bul
men, and Beith’s cown exploits in
revesling the trickery of the
Chasch, defeating Dirdir hand to
hand, and oulmanesuverng the
Prume have irspired a new spir-
it of asertivencss and confi-
dence among the humans of
Techai. There s increasing dis-
content with the alien masters,
and mew oufrage ab the way
humans are exploited  and
degraded. Given ome, of course,
the Dirdir and Chasch can prob-
ubdy suppress this discontent, but
with help from Earth humans
may be able to clam thewr right-
ful posinon among the masiers
of Tschai.

PHYSICAL
TYPES

The hamans of Techai are

descended from two bands of

Hmnoe sapiens removed from

ADVENTURE SEED: THE REVOLT

After Adam Reith led the people of Pera to their tremendous victory over the
Chisch at Dadiche, he showed the Chaschmen of Dadiche how the aliens had mis-
ledd and tricked them. Maost, of course, refused to change their long-held beliefs. A
few, however, were infuriated 1o disocover that the entire basis of their exisience was
a lic. Motivated by anger and mspired by Reith’s victory, they began to spread the
word ameng the Chaschmen in other cities, organizing them iolo a sacrel pefwork
of rebels and heretics, planming for the day when the humans will rise wp and smash
iheir oppressors,

MNaturally, in the course of 50,000 years, the Chasch have dealt with other
revedls amorg therr human servisrs. They have a very well-developed sysiem of
internal security and monitoring, with spics, listening devices, and a variety of inter-
rogation echrugues, I the rebel Chaschmen continue with their efforts, their onzan-
ization will saom be infiltrated, betraved, and destroyed. The rebel leaders will suffer
soime lnpennge and entefaining form of execution, and things will go on as before.

Except for ome thing — this fime, the rebel Chaschimen may be able o get help
fromm the humans of Earth. 1t"s not a sure thing, of course: the Federal Space Agency
iz wery reluciam o provoke a conllict with enemies as powerful as the Chasch, But
a successtul revolt would put the Chasch cities in friendly human hands. creating a
arong and advanced human power on Techai,

The first task facing the rebels is finding a way 1o open communications with
Earth. A followep expedition couhd land alrmost anvehere on Tscha, s0 Chaschmen
rehels wonld have to mavel long and far across the planet to find them. The second
ch=iacke is keeping evervthing secrel from the Chasch themselves until the time 15
right for an wprising. Will this revolt end as so many others have, or will humans
Linally escape the oppression of the Chasch?

Coloring varses widely and scems o have no direct con-

lerra by Dhirdir explorers, The first batch, captured in about
50,000 B.C., were related o the modern Asians. The second
captives, poquired some Z{{KH] years ago, were carly Euro-
peans. Sinee armiving on Tschad, humans have interbred and
hybridized and adapted to a hondred different erviron-
ments. The alien masiers have manipolaed their zenes
ardd directed their breeding w0 promaote or ehmimate
CErLLin Lrails.

The result of all this 15 a very great diversty
of physical (vpes, as great or grealer than exisis
on Earth. Where humans on Earth can be
grouped ino four or five races with faidy similar
traits, the folk of Tscha defy any such comven-
ient classificasion, Instead, each ihobe o mation
represents a discemahble physical type, and groups
living only & fzw miles apart may be as different as
people from two continents on Earth.

In size the people of Tschai vary greatly, The small
est suhraces are the dwarfish Marshmen of Kotan and the
Sieps of the Ojzanakail mountains, both averaging a litle over
4 teet in height. The tallest people of Tscha are probably the
Dhirdirmen, especially their Immaculates, who can be as all as
7 feet; among the “wild” bumans only the Miss of Kachan are
as tall, The slimmest people of Tschai may be the frail-look-
ing jungle-dwellers of the lower linga river in Charchan,
while the siockiest on average are probably the Grays,

rection ¢ factors like climate and sumlight. Pale skin and
albimism are more common than on Earth, perhaps becanse
Tachai's dense atmosphere filvers out all the harmiul rays of
Canna 4264%. Skin colors range from flour-white,
among the Wanekmen and Dirdirmen, through
parchment-tan. honey-color, and mostand-
yellow, to gold. Tae dark brown skin of
EBarth's Africans and Mezlanesians is
absent. One skin color which exsts
on Tichai but not on Earth is the
grayish hue, ofien with unges of
parple. Thiz may be a frail intro-
duced by the Dirdir (who alzo have
a faintly mauve cobor af times), or a
mutation since humans came o
Techai. Dark gray skin approaches a
true black, the color of charcoal,
Har and eve color are equally vaned.
Hair can be anvthing from platinum blende 1o
black, and can be red or even orange. Texture is usually
sraight. Eyes can be Herally white, Blue, green, yellow,
brown, or black. Unlike the races of Earth, the people of
Tachai can have any combination of skin, hair, and eve color
— zome tribes have very pale skin ard very dark hair, or vice
versa, The features of specific proups are given i detail in the
socety descnpbons.




ORIGINS

Diespite all theories and claims o the contrary, bumans are native (o
Earth. About 50,000 years ago the: Dindir raided Earth and took a few hun-
dhred early Asians as slaves, They retumed about 200,000 B.C. and snaiched
some Caucasoids from the steppes of what is now the Uraine. Since then
the humars have interbred. murated, hybridized, and adapted into a wide
variety of forms.

While it i= obvicus to Terrans that Earth is their native world, it is not
at all obvious to humans of Tschad, and many of them will vigoroosly dis-
pute such an outlandish claim. The arguments & Teman can advance are
easy to refute. An Earthman might point to the kinship between humans
and other life on Earth, but someone from Tsehai doesn't have the ech-
mology 1o do a genetic amalysis comparing Tscha-life and Earth-life.
Meanwhile, the recorded history of bumans on Tschai goes back alrmost
10} times longer than the history of humans on Earth, which seems a con-
vincing argument for Tschal as the true ome of humanmty,

To turther confuse the issue, the alien masters of Tachai have prom-
ulgated their cwn accoums of the ongm of humamty. Among the Dindir-
men there 15 the Dincinine of Bitold Genesis, which assers that humans
and Dirdir both arcse on Sibol. The presence of humans on other Dandar
planets supponts this theory. The Chasch have told their human servitors
that hwmans are a larval form of Chasch, and with proper treatment can
hatch into & Chasch imp at death. This serves as a method of social con-
trol and appeals to the Chasch wense of bumor. The Pnume do not infoom
the Pnumekin of their arigins ar all. Only the Wanekmen have no illusicns
ahout where they come from, which is why they found contact with Earth
b be o threat and did their besi (o prevent iL

Earthmea who expect the folk of Tachai t flock to their baaner and
slamd in awe of them because they come from the One True Home of
bumanity are in for @ ude aaakening. Even a mun of Tschai who knows
the wuth of human origins & 24011 fikely w consider Tschai his home and
Earth a distant, unfarmiliar place.

more prmitive or isolated =ocietes may
bz killed as infants or drivem out to
become lone wanderers, The [act tha
many hybrids are forced into Sesperate
lives as bandilz or begegars only reinforces
the prejudice against them,

Cooversely. hybrids with a parent
among the Dirdirmen, Chaschmen, of
Waneckmen may denive somme benzfit from
their mixed status. Some Dirdirman
hybrids can be accepted 1m [Ardirman
sociely, especially if their appearance 15
nat grossly ditferent from that of other
Cirdirmen. Chaschmen hybrods are less
commen, but often find a role as traedzrs
between Chasch cities and himan com-
munities. Wanekmen exploit their hybrid
offspring {what lew there arel. piving
them smzll token gifts or meaningless
privilepes in exchange for service as spies
ar informants.

HUMAN
CULTURES
AND SOCIETIES

Just @s Techat's humans have a remen-
dows variety of physical (vpes, 20 their s00-
ches and cultures differ widely, At one
extreme are the most degraded primitives,
like the cannibals of Hakh and Eislovan or
the marshmen of Kodan, Al the other are
civilizahions as coliured and advanced as
any on Earth, such as the Binth, the

Walalukians, the Shemolai, or the Yao, In between are num-

HYBRIDS

Despite the tremendous variahility amoeng the peeplas
of Tscha, each group does generally breed true.
It a tribe from northern Kotan has vellow skin,
red hair, and black eyes, then all members of
that tribe are likely to have the same coloring,
The people of Tschai are oflen reluctant o
marry outside their cwn culture, That being
siid, cross-breeding 15 nol unknown, especially
i cosmapelitan cities like Sivishe or in pors
that z2e satlors foom distant lands, Hebrids (the
comman Tschai term for people of mixed ances
bryd occupy & social position which 15 often
uncomfbortable but which sometimes coffers
advaniages,

Hybrids whose parents are both “wild”
humans are unfortunate beings, unwelcome n
either the maternal or patemnal tribe, In a port
city where hybrids amnd strangers are commen,
they can live nomnal lives, but hivbeids borm 1o

berless tribes, kingdoms, and enclaves, with a dweeling amy
of costoms, habits, and beliefs,

CONTROL RATINGS

Most human societies on Tschai have faicly low conitrol -
ings; petly crimes are rampant and many people go ammed. The
default control rating is about 2 in meost places, 3 in urbenized cul-
res ke Sivishe. Weapon restnctions zre few — subtruct 1 from
the local contrel rating when determining what weapons ane
allowed. On the other hand, civil hbertes are alien concepts on
Tachai, All governments can arbitrarily amest of detain people,
confiscate property. and inflict dreadful punishments. Once some-
cine has actoally run afoul of the law, reat the socizry’s coninol rat-
g as 2 prepter than the base o determme how toals ane
conducied and how harsh the sentences are.
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If thers 15 any common feature of the human culiures of
Tachi, i i= cruelty, The humans of Tscha have been reminded
almost daily for S0 vears that human lives are not valuable,
arid they have Laken the lesson 1o hearl. Trvial comes are pun-
ished with death, rohbery and nmurder of strangers 15 comimaon,
ard even in cvibized regions like Cath there are deels, cul-
hreaks of random mass murder, and licensed assassimation
bureaus. Life 15 difficult, laws are harsh, and snt=riainments are
brutal. Tachai is not a planet for the weak or faint of heart,

Without his emblem the
tribesman was a man
without a face, without
prestige or function.

— City of the Chasch

There are compensation:. Paperarork and bureavucracy are
rare; even the most wrban and advanced societies have a
refreshingly laissez-faine attitude compared to civilization on
Earth. The very lawlessness of Tschal means tha things like
class-action suits or restraiming orders arz unknown. If some-
body doesn’t like what you're doang, ey’ ry to raise a mob
and stop you. If they can’t. they |l beave vou alone. Public opin-
ion is represented by clubs and brickbats rather than polls

The following survey is only & small sample of the many
culiures of Tachai, representing those Adam Reith visited, 1t is

possible that Adam Reith mizundersiood seme of what he saw
or jumped o conclusions about the culares be visited, Maore
owver, cullures change over tme. espetally o the wake of
major events like te ones accompanying Reith's visil. Later
travelers on Tschai may find these descrnptions only partly
accarale e, GMs may wish o change some details o keep
their players from being oo conddent ).

THE KRUTHE

The hrathe arc one of many human tnbes who wander
the steppes of Kotan. They discoverncd Adam Reith and Paul
Wannder's wrecked scout-boat. Since the Eruthe beheaded
Wannder and would have gelded and enslaved Reith, they
cannol be said 1o have given therr visitors a frendly welcome.,

Kruthe have honey-colored skin and blond or brown hair,
The men wear bushy drooping mustaches but shave their
chins. Their features are strongly marked - the men in partic-
ular have prominent noses, cheekbones, and chins. Both men
arw] wornen tend 1> be big and strong, if only becanse lifz on
the steppes weeds out weaklhings.

Men of the Kruthe dress in loose brown and black
striped trowsers, shirts of dark blue or red, shor black capes,
and tall black leather hats with earflaps. They usmally go
armowed m woven metal vests and carmy flexible raprers and
hand-catapults, The most imporant items of personal deco-
ration are the emblems which the men wear on their hits.
These are tvpically aboul four inches acress, and control vir
fually everyihing about a man’s position in soccty. By con-
trast, Kruthe women wear shapeless and ragged smocks of
Main gray cloth.

There are about 500 Kruthe, of which maybe [00 are
emblem-men and half as many are young warmors who will
someday aks up emblems, The death rate among emblem-men
B high; there are twice as many women a3 adult men. The rbe
moves about in a dozen giant motor-drays. each of which can
carry 30 or 40 people plus 2] the goods of the tribe.




THE EMBLEMS

Among the Krathe, the emblems wom by the
men define almast everything about an individua"s
social position and personality. The emblems are 5o
impaortaat that the tibesmen oflen call themsealves
the “Emblem-men™ or jus! the “Emblems.”

Emblems are intricate aid elaborle designs of
silver, capper, stome, and wood, worn by men of the
tribe dusing all waking hours. The emblems are
thought ‘o be semi-divine; they have names (a man
takes the name of his emblem as 2 sumame),

detailed histories, idiosyncrasies, and rank. The
maost exalted of the emblems is called Onmeale, and
whoever wears it is awtomatically the leader of the
Kruthe tribe. This is ool without kazard, IF the trikbe
suffers persistent bad luck, then obviously the man
wearing Onmale & unworthy and most doe o expi-
ate the wrongs of the tribe,

Only those men who wear emblems are truly
members of the tribe Young men waiting to gain an
emhlem are sccond-class members: all others ane
either sluves or women. The Knuthe wuse the two
ferms imerchangeably, and improve the resem-
blance by gelding their slaves,

A free man of the Kruthe can gain sn emblem
im one of several ways: he mey inherit one, take it
from its wearer in a duel, or maxe one himself,
Mewly musds emblems are rare, as they are conzid-
ered to have acquired no personality or viriee, The
wiewrer of 2 new emblem is at the bottom of the hier-
archy until he can accomplish some poteworthy
feols.

Perhaps it is inaccurate te szy that a man of the
Krathe “wears”™ an emblem. According o their
beliefs, ke hecmmes the emblem, taking on the pes-
somality and history of the item. Property belongs io
the emblem rather than the wearer, and passes Lo the
mext wearer, Some emblems have existed for thoe-
sands of vears and have built up a complicated his-
tory and society. Some emblems are enemics of
each other, and have fought many doels over the
years. The tribe keeps records of how well various
emblems have performed in fights against sach
other, and an emblem can gain in staius as its recond
improves, Some of the emblems are thought Lo carry
o curse; the wearers are doom-haunted, Orther
emblems have a reputation for toughness or berserk
COUTHIE.

In game terms, cach emhbiem confers one or two
asociated GURPS sdvantages and disadvaniages
and a Stamws rank. Any Kruthe who wears the
emblem gains (hose aftribues, Monbelievers can
ignore the way the emblem & supposed o behave,
but risk challeage as being unworthy of the emblem.

HUMANS

Grovernment and Society

The Kruthe are led by a chief who wears Onmale,
Cromnale is not an absolute noler, however; be commuands the
Kruthe: warmiors in battle and decides where to mowe in the
course of the tnbe’s migratons acroes the sieppe. The power
of the chief is rivaled by that of the magicians, or judeers.
Their amblems are pink globes (the symbol of the holy moon
Azl and they are in charge of making sure evervihing 15 dore
AcceCing o proper religious practice. By sclectively remem-
berng religious laws and manipulating the omens. the magi-
cians can thwan or override the chief,

Disputes among emblems are resolved by private duels,
by the judgmert of the chief, or by appeal (o the judgment of
the moons. The last is carmied out by the magicians: thoy spin
u disk about the size of a coin, colored pink on one side (rep-
resenting the moon Az) and blue on the other (for the moon
Braz). If it comes down pink side up, the moons favor the one
who has made the appeal; if it comes down blue, the appeal is
denied. The magicians have weighted disks to use when they
want to bias the judgment. The religion of the two moons is
widespread, and is described more fully on p. 67.

Women among the Kruthe are merely slaves. As a con
sequence, Kruthe women are a sad, spiritless ot They
dress in rags and seldom even have time to clean thems
selves. Kissing and affection are rare; the basis of a rela-
tonship among the nomads is brute force. The children of
4 man's slave-women are his: girls are his slaves also, e
bovs are raised o be warriors.

The Nomad Life

The Krnuthe tribe wanders the Aman Steppe in hig six-
wheeled motor-drays. Power for the drays comes from
Chasch energy-cells, which the Kruthe get by rade or by
stealing them from caravans and other nomad groups. They
glso use electmic matorcycles for scouting (though not for aar-
fare). When the tribe is encamped, the drays and living quar-
tzrs are hidden under sheds made of camouflage fabric, faired
into the contours of the ground. The need for stealth is greal;
the nomads have o hide from Chasch or Dirdir airceart {baoth
races find preal spom in strafing nomad camps), and from
other tribes of nomads. To spol caravans or affackers, the
Kruthe use a large foar-winged kite o carry a small boy alodl
&= an ohserver. Attrition umong the boyz is high

The Kruthe raize flocks of maltlegeed snimals relasted o
pull-beasts. The animals grane on the steppe, and the ribe
lives on fesh carved from the still-living beasts. While the
carving hurts, the animals seem 10 be able 1o survive it, and
thev regrow the fost body pars. The butchering is done by &
hetfty woman who is also in charge of gelding slaves.

The nomads do trade, bringing preservied meat and hides
i trading posts on the eastern steppe. However, the Emblems
comsider irade 10 be unwnrthy of ther digmty and ane niol very
good at it. They prefer w get things by stealing from caravans
and fighting other tribes. Small groups can be overwhelmed
Inored, and enslaved. Medium-sized or well-anmed partis
{with at least 200 wamors and some eénergy weipons) i
sometimes negotiate a payment to the Knhe inexchange far
being allowed 1o pass unmolested. Of course, the Kruthe are




erfectly willing to take sequins and then zitack anyway, pre-
erring to strike by susprise when travelers are fording a dver
¢ olherwise disorganized,

In battle the Kruthe nde fierce bap-horses and carry
and-cutapulis and rapiers. They oy 1o strike hard and quick-
v in overshclm the defenders. Sometimes it works, and
pmetime: the epemy have sand-blast: or mounted escons
nd drive off the Kruthe. They are brave but not stupid, and
ey are perfectdy willing to min away and fight ancther day
ather than lose muck of the mbe's miltary sorength 0 a
ingle hatthe.

The Kruthe are tvpical of the nomads of the Aman
steppe. Other tribes include the Kite-Fighters, the

black hur into saff plumes. In battle or escoring caravans, the
Mamths wear long-billed black caps crowned by jawless
human skuils, making them a very daunting sight o raiders.
beliore dawnting are their weapons: shonswords, black-powder
rifles, and black-powder pistols or Chasch blasters. In towns
or depolts the llanths are less fearsome-looking. They dres=s in
sqquarz herets of brown velvet, decorate their yellow skin with
beauty marks, and carry only dagrrers amd rapsers.

DNamth mwen consider themsebves o be irmesistible to
wommen when they wear their finery. Given the harsh treal-
roent of women among the Kruthe and ather nomad mibes, the
lanths may mt be far wrong. Their athitude stems frome llanth
women, who are the leaders of their sociay. All propery
pazses through the female line, and men taditicnally put their
earmings inio the kesping of their mothers or sisters while ot
soidiering. Consequently the Tlanth women have found a
profitable niche 25 money-lenders and bankers: the fzarone
reputation of Nanth wamiors means their sistzrs have liglc
treuble collecting on debis.

Nanths do not mary: men may have relationships with
dowens of women in different owns, and women may enter-
tadn any man of the ribe they wish. Children ake the name of
their mother's family and remamn in the maternal clan-house.
While Ilanth men porsve women of other frives and races, te
women do not admit outsiders to their houses and almost
never focm relatonshaps with non-Tlanth men. An especially
valiant cutsider who could win 2 position alongside the llanth
mercenanes mighl be accepled = one of the mbe, but he
wiotlld have o be a mighty warrior indesd,

The Ilunth tnbe 15 led by o matnarch, whose lovers are
chosen from the bravest and most handsome of the Nanth
men. The consorts of the matnarch are called princes. and are
famous across Tachai,

Hanth 50 points
Attribetes: ST +2 [20]; DX 42 [X)); HT +2 [20].
Advanfages: Aliractive [170]

Dizgdvaniages: Bad Temper |- 10]; Orvercontidensce| - 10].

il Axes, the Berl Totems, the Yellow-Blacks,
nd the Eed Feathers. It seems likely thal maost

ribes are mamed for sacred ohjects analogous o
he emblems of the Kruthe.

LANTHS

The Nanths, one of the steppe tribes, have
oiened it 15 masre proditable © guard caravans than
o pluncler them. llanth mercenacies escort cara-
ans all over the steppes of Kotan, and they can be
ound in all the depots and caravanseras i small
roups, keeping o themselves, Otten two or three
Lanth brothers or cousins tuke service Wogelher, in
wider 1o hawe some reliable allies.

[lanths are prowd, handsome men, wath browd
hoalders and narrow hips. They have sharp fea-
ures and vellow skin which they rub with vellow
wllen o incregse ils luser Tanths varmish ther

RELATIONS WITH ALIENS

On the steppes of Kolan, bumans and alens are aboul as
close to equality as any place on Tschal, The nomad ribes are
hostilz w1 all ousiders, human and abien alike. Owiswders are
robbed it they are weak, and avoided if they are strong, The Dirdir
and Blue Chasch are the most powerful groups commonly
encoumtered in Kotan, and nearly evervane keeps cat of their way.
Green Chasch ane secn as 2 somewhat more powerful nomad
tribe; the burran nomads prefer nod o face them directhy, but
occasionally shadow them on their raids against the Blue Chasch
in e hope of picking up some useful scraps. If the Green Chasch
grow oo aggressive, the human tribes can join together in a con-
federaiion amd resiore the balance. Phung and Prume are feared,
but when encountered by a large group of nomad wamiors a sn-
gle individual doesn’t sund a chance.

HUMAI




COAD

Cogd 15 @ greal porl on the Dwan Zher. [t 15 the terminus
af the north-zouth caravan route which runs as far as
Tosthanag on the Schanizade Ocean. As befits a major trade
mexus, Coad 15 a very cosmopolitan place. Oin its sireels one
miiy see memibers of almost every mee on Techat, Even Dirdir
visit Coad from fime o time in search of entertainment and
exoiy: powsds. I8 15 said that anvthing is for sake in Coad — if
vou have the money,

Because it lies on one of the few patches of solid ground
i a marshy region, Coad is a compact lown. Iis houses are
built of weathered timber, with enormoues high-peaked roofs
and many gables, fidges, donmers, and il chimneys

The natives of Coad are a race known as the Tans, atter
their skin color. They have narrow, fox-like faces with
prominent cheskbones, pointed chins, and reddish or dark
Inrovwn hair cut in a ledze across the ears and foreheads, Tens
ol both sexes wsually dress in knce-breeches, embroidered
vests, and sound black hats resembling pie-plates. They are
alfable people, wlerant of ouisiders and relatively bonest in
their dealings

Carnvans entering Coad stop at the terminal at the north
end of wwn, a large compound surmoundsd by hostelrnies,
taverns, ard warchouses. There are alo repair-shops for
mdor vehicles, merchants® offices, and a small enclave of
llanths. The best hotel at the caravan terminus is the Grand

Continental. When a caravan has just armived, all the rooms
are likely o be full, and travelers must sometimes agres o
shars quarters with a stranger.

Because Coud 15 50 crowded, motor-dmys and keap-hors-
gz are nol allowed in the city. People either walk ar nde in
palanguins borme by gnarled little men with long noses amd
sinngy black hair, natives of the neatby 1skand of Grenie
Ciremians have long held a monopoly on the rade and geard
their posinon pealously,

Slzvery is common in Coad; indeed, slaves are one of the
cel commaodites traded there, as steppe tibes bring captives
o =ell, The Slave-Takers” Guild procures slaves and tracks
runaways in Coad, and travelers may be invited o pay insur-
ance agairst the possibility of being rowmded up by the Guild
and sokl. The standard rute is 10 sequins a week; in exchange
the Guild will see o it that no unausthorized dealer capiures o
sells a visitor, Natives of Coad know this is noching more than
acon game praciiced by Guild members - the slave-takers are
only allowed to cutch ruraways whose masters have posted a
hounty.

Coud has two dozen ships in the harbor at any given time.
hlost of e vessels are small raders thal operae on the
waters of the Inland Sea or ply up and down the coasts of
Faotan. Bigger ships bourk] across the Draschade to Charchan
or Kachan call at Coad every couple of days, and ships sail
ing across the Schanizade leave weekly.
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dards. All decisions are made by a Council of Guilds, The
meal imporiant guilds are the Longshoremen, the Sailors, the
Shipwrights, the Moneylenders, the Chandlers, the Fisher-
men, the Corpse-Washers, the Mealwodkers, the Taverners,
the Apathecaries, the Notaries, and the Rope-Makers. Ezch of
them his a vole on the council. Two more voles are held in
annual rotation by some of the teo dozen minor guilds, The
Council of Guilds 15 naturally most concerned with the wel-
fare of its members, but since just aboul everyone in Cosd
belongs 1o some puild, the result 15 a generally beaevalent
govemment, Comuption is so pervasive that the people of
Cosd don't even consider 1t a problem; bonbes and gifis w
officials are simply part of the cost of doing business, Posi-
tims in the government are given W aged peild members as a
reward for long service, which means they aren’t tarribly effi-
cient. Um the other hamd, a povernment staffed by superunnu-
ated tradesmen is predty safe from the bloodier forms of
tyranny.

Corruption is so pervasive
that the people of Coad don’t
even consider it a problem;

bribes and gifis to officials
are simply a part of doing
buisiness.

PERA: CITY OF LOST SOULS

The city of Pera lies at the western edge of the Dead
Stepre, where the desolate steope gives way o the fenile
coastal plam, It 2 the point of departare for caravars across
the steppes and the depot for trade wath the Blue Chasch at
Dadiche,

Pera is a sadly decaved and impoverished city. 1t was
obvicisly once a grand place, but now compnises an expanse
of ruined halls and toppled monuments surrounding a central
citadel. The population is only about 5,000 people, living in
rude dwellings built of rubble and slabs of concrete. Most of
the men are invalved in ttade, while women and girls culti-
vate irregular farm plots outside the city.

Pera is nol a mce place o live. Most people who live
there are exiles or fugitives. In Pera they struggle for the mdi-
ments of life, oy to pet a few sequins from rede, or scrabble
in the thin soil for food. The mhabitants of Pera are a mix of
many human reces. There are a few lanths, some Grays,
somie Pelarshimen, a substantizl mumber of steppe nomads, and
some Chaschmen exiles and hivbrids, They have no local cus-
toims o speak of, and the main thing the people have in com-
man 15 temor of the city's mlers, Nagan Gobo and s
Cinashtess,
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grand old buldmg with a many-gabled roof bl at the fool
of the central hill, The inr boasts fine high-becked chairs,
attractive chandeliers made of black iron and colored glass,
and decorative terma cotfa mazks on the walls, Tt is the most
cvilized place m Pera, and all the more prosperous travelers
amdd merchants siop (here

Trade between Pera and Dadiche & conducted by dray-
men who operate big moioe-drays along the route between the
two citics. The road passes through a ravine called Belbal
Gap, where the Goashters of Pera (see pp. 47-48) had a road-
black and a tollcollecting post. From Pera o Dadiche 15 a dis-
tance of about X miles = a moming's nde by motor-dray, but
& two-day march for an army.

Adter Adam Reith’s visit, the rule of Naga Gobo and his
Cinashiers came o an abrupt end. The city 15 now goveme:d
by a five-man Council of Elders. The new government has
raized a militia and equipped them with white uniforms; for
the first tme the people of Pera have some spiril and oonfi-
dence, Followirg the fall of Dadiche, Pera has suffered from
the dechine in trade, but did gain much 1n sheer lool. 1 remains
i be seen iff the people of Pera can make their city prosper as
frec men.

The Gnashters

For more than a decade before Adam Reith's visit, Maga
Giobo znd the Gnashters nuled Pera. They were o bandil gang,
preving on caravans and isolaled depots, antil Maga made a
tremendous discovery: the Grashters could mke the city of
Pera under their “protection” and set themselves up as a gov-
emment. [n exchange for keeping away other bandits (which
wasn'l hard), they could live a luxusious life and take what-
ever they wanted from the city.

There were benefits o the Gnashier regime, The ex-han-
dits drowe the Phung out of Pore kept tade open wath
Dradiche, and replaced universal banditry and anarchy with
their own depredations. Where once the people of the city had
lived in a state of twtal war, all against all, the Gnashiers
browght a kind of order. Eobbery, murder, and rape were abol-
ished for everyone . . . excepl the Gnashiess themselves,
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dislikes is apainst e law, and anyihing he and his men
enjoy is permitted. Naga resolves conflicts by confiscating
whatever 15 in dispute. There are no trials beyvond Magza's
snap judgments. Complaining 1= high on the list of things
Maga Goho doesn't like,

Cinashter “protection” does come with a prce. All
wealth 15 tExed. and travelers must pay a “sojoum lax™ or
be enslaved and sold. Permanent residents must pay a year-
Iy tribute. In all cases, the amount of X is based on how
rnuch the person has — half is generally about right, Woe o
anyvone who tres to hide his wealth; i discoverad, he loses
everything and is horribly punished.

Maga Goho demands other forms of tribule as well.
Any good-looking girl who carches the eye of a Gnashier
must go to the citade]l when cualled for, or her family will
suffer. lesdless 1o say, Pera most provide all supplies and
equipment for the Gnashters without

THE YAO

The Yac are among the most advanced and civilized
human societies on Tscha, Theirr accomphshmenis won them
the smgular “honor™ of having two of their cities destroved in
nuclear attacks. In the wzke of the catastrophe the Yao have
become decadent, obsessed with status games and pefty
intrigues,

Cath

The Yao live in Cath, a larpe and fertile region in south-
wesiern Charchan, Cath is a low-lying region approximatzly
the size of France, rising in the esst 10 a range of mountains,
The landscape is dotied with paiches of forest, half-aban-
domed villages, and some impressive ruins. The total popuela-
tion of Cath is about 200 milTion.

charge.
Disobedience and defiance are pun-
ished hasshly in Pera. In the certral plaza of

GOZED

the city, there are flaying-stocks where
offenders are skinned alive, impaling-poles
decorated with the dessicating corpses of
Maga's victims, and iron cages where men
die slowly of thirst and exposure. For minor
“comes” the punishment s osually
enslavement,

Abcut 50 Gnashters live in Maga
Croho's mansion atop the central hill. They
are stromg, big-boned men, once hardenssd
bandits but now going a little scft from casy
living. The Gnashiers dress lavishly, in dull
red gowns, siylish black leather slippers,
and caps hung with baubles. In banle, or
when terrorizing townsfolk, their uni-
form” is a maroon vest and black kil They
carry rapiers, hand-catapults, and clubs. A
typical Gnashier has 51 13, DX 12 10) 10,
HT 12, with the advantages Combat
Reflexes and Patron (Naga Gohol
Gnashiers all have the disadvantages Bually
and Laziness. Important skills  are

The island of Goeed lies off the coast of Kodan, near the straits con-
necting the First Sea with the Draschade Ocean. It s 3 mountainous
island, covered with thick woods, The interior of Gozed is almost unin=
habited, as the dense forest is home to several kinds of dangerous ani-
mials, and the mountain slopes are haunted by Phung.

Gozed™s huran inhabitants are white-skinned people, who go naked
excent for sundals. They make their living by fishing from small boats
which they launch from the beach. They are experts at making fiber and
rupe from the tough plants of the jungle. which they use primarily for
huge fishing nets, All the people of Gozed live along the seashore, in
huts of woven branches and reesds, built high up in the rzes an the edge
of the forest, Their homes are buill above ground for protection from the
deadly sea-scorpions, which infest the waters around the island and
come up onbo the shore 10 spawn.

The sea-scorpions ane revered by the people of Gored. Daring the
sSpawning seasons, one wortan of the iribe is chosen as the Sea Mother.
She is left alone on the ground when the scorpions come looking for
hosts in which o implant their eggs. The people of Gozad believe thar
this sacrifice can peatect them from the scorpions and ensure hountiful
yields of fish,

AaeMace-12, Brawling-12, Crosbow-12,
Fencing-12, Intimidation-10, and Kiding (Leap-horsei-12.
Maga Goho is the leader of the Gnashiers. Goho
appears to be a title of rank among the bandits, as he is
someinmes called “the Goho,” Naga is a tall, thin man with
a fox-like face, who generally wears an embroidered sur-
coal i show his rank. He never poes oul withowt at least
two Cinashier bodyguards. He has 3T 12, DX 12, I 11,
HT 12, with the msdventages of Ally Group (Gnashiers),
Combat Reflexes, Status 1, Strong Will +2, and Toughmess
(DR1). Maga's disadvantages are Bully, Greedy, Lecher-
ousness, ard Sadism. He has the same skillz as the other
Grashters, bul he alse has Intmidation-12, Merchant-11,
and Tactics-11.

The chief port of Cath is Vervoded, a handsome if some-
what dilapidated city with wide sreets and a-faced build-
ing= of glared brick, As is commaon on Tachai, they have steep
roofz covesed in brown tle. The wal population of Vervode:
i= abowl 10K, and there are uspally around half a dozen
shipe In port. According to natives, the Dulvan Ino in ¥er-
woded is an adequate hotel,

Wervodel 15 linked 10 Setira by wheelway, a kind of
moniorail which connects all the main Yao wowns. The coan-
tryside around Vervosden 15 quite pleasant, but then the wheel-
wily route crosses Audan Moor, a desolate and spooky region
huunted by Phung and might-hounds, Although no denizens of
the moor have ever interfered with a wheelway carniage, rav
clers on foot are not 5o fortunate, Only large and heavily-
armed groups dare 10 g0 onlo the moor 3l night.




Tix the ezst of Scttra are weirdly beautitul flatlands with
any ponds and slow areams. The mountain country has
any quicksilver mines and is the home of the camp for the
sane. The mountaims mark the border of Cath; bevond them

the wildzrness where the Hoch Har tibes live,

eltra

Ihe choef crty of the Yao 15 Settra, located 10 the center
[ Cath amid charming countryside full of pomds and
atercourses, dotted by preat mansions where the |lesten
[ Yao sociely have their seals, Manor houses are often
nilt on little islands for protection against night-hounds or
ssussing and have high-pitched gables and elaborale bal-
priies. The area is a rich farming region, and their great
stales make the Yoo lords very wealthy indeed. Settra and
& gavirans are home to abowt 3 million people, with | mil-
omin the city itzelf. All the people of central Cath are pure
#0, but in Settra there is a foreign-borm population of sev-
ral thowsand (mostly echnicians and meschanis).

Sedtra suffered terribly from the missile attack 212 Ter-
in vears aga; the receptones, the Palace of Arts, and the
alden Webs were all destroved, But the city has been
sstared to a portion of 15 fermer splendor. The buildings in
e heart of the city are three and four stones, buoill of
lazzd brck with heavily vnicd windows, In the ouwter
aches of Selira the houses are mosily small cottages of
mber with file roots

[ most comman vehicles in Setira are three-wheeled
jectric taxis, Aristocrals own big, luxurious cars, buf farm-
rs still carry their produce on cans drawe by pull-beasts or
eavy leap-horses. Traffic is not heavy in Seitra, as the
reets are broad and the city is well-planced and disperzed
levertheless the streets are ferribly potholed and badly
aintained. For long-distance travel there are air-cars avail-
ble for charter, and the wheelway,

The center of Settra 15 the Clval, a prand avenue i by
astel-colored globes and surrounding a large park. The Chwal
; where most of Settra’s older businesses have their offices
b wheelway depod stands at one end of the Cval, and the
ravelers” Inn is just down the sireet. It is considersd

essential at certain seasons for the elite 1o make an evening
promenade around the Oval, but at other tmes doing =0
weould lead to ridicule,

[he Mall 15 & broad avenue opening off the Oval, lined
with great mansions. The wide grazsy median of the Mall is
where the cavaliers fight their duels. Nearby 15 the Circle,
where the rite of Pathetic Communion i held, in which
those whi have killed while in the state of madness krown
as gwerile are publicly wrtured to death, Pathetic Comamu-
nicn events draw large crowds, and since the tortures can
g om for hours, the spectators bricg picnics and somelimes
slezp out when the process goes on all night.

Ax the edge of the oty 15 o greal owtdoor market called
the South Ebron Mercade. The neighborhood arcand the
Mlercade has become a prosperous business district. Most
of Seftra’s foreign-hom residents live near the Mercade,
und there one may find small tavems catering o Lokhars or
Cloud Islamders.

The People

Ihe Yoo of Cath are an old and hardsome race,
derived froim the First Tans and rthe First Whites, two of
Ischm s ancient ouman groups. The oldest are the Golden
Yao, considered the purest and best-looking, Most of the
Lrokden Yao are aristocracy, but a few impoverished fam-
lies jealously guard their pedigrees even though they live
as common laboress. Gaolden Yao tend to be slim and
graceful. with light brown skin amd dark hair. Their eves
are golden hike topaz, which 1= the origin of the term
“Goldéen Yao."

Chher Yao have interbred with neighboring peoples,
producing two other sub-tvpes. The Black Yao, who have
dark eyes and tend to be more stocky than the Goldens,
make up the bulk of the rural popalation, especially in the
soaith, The despised and somewhat eerie Gray Yao, with
palke prav-green eves and brown hair, aré found in scat-
tered villages and in small enclaves in the hig cities. They
are saicd (o be related to the Dugbo, and the other Yao con-
sider (hem all (o be nothing but thieves and beggars,

HUMANS OF T
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iy foreigners have settled in Cath, The
decline of Yao interest in technology has cre-
ahed o demand for echnicians, and menchants
have also found good opportunities. Most of
the newcomers are Lokhars or Clowd
Islanders, though a few of the Parples and
Blacks tfrom Ao Hidis have tried o sscape
thear ancient rivalry in Cath. The Clowd
[zlamders have hitle trouble functioning in
Yao socisty; their skeplical, ovocal attifude
jets them observe the customs of the Yao
even i they think them absurd, Conversely,
the Bluft and straighttorwand Lokhars find the
Yao o be masddening and foolish. The Lokhar
bechinicians who work in factories or on the
wheelway in Cath keep 1o themselves and are
vicwed as curious and alien by the Yao.

PROSTITUTION

Prostitwtion on Tichai is common and in many place:s =
respectahle and legitimate, A common symbal of 2 woman for hire is
un orange sash; any woman wearing one is assumed 1o be available.
Among the Yao upper classes, where mamriages are political alliances
rather than love matches, it 15 common for 2 man o have a favorite
courtesan or a mistress of the demimonde. In places where prostitution

is comsidered unseemly (as among the Lokhars), the role is filled by
women of the Dugho or other outsider groups,

There are some cullures in which the whole concept of prostite-
tom s meaningless. Among the basharians of the Kotan sieppes, all
women are property anyway, and live like slaves. For them, gelting
paid for sex would be a remendous improvement. And among the
Khors, who wear masks and mate in a frenzy of anonymaous lust, there
1= no need for professionals,

Cath 15 human couniry. There are no
Drinclir, Wanek, or Chasch there, Wanakmen

are sometimes seen m pord cibes (and have a

large network of informants and spies throughout Cath)y, A
few Dirdirmen exiles settle in Cath, where they are unlikely
o b dizturbed bot don’t have to give up the advanced com-
forts of lite, Chaschmen are never seen in Cath at all. Nato-
pally, the Poume are everywhere in secrel. Many of the
nhandoned mines in the mountans of eastern Cath are now
part of the Pnume tinnel sysiem

Society

Ihe Yao are obseszed with status and engage i endless
e verings o improve their redanve pesition, They have a
remendous]y complicated sysiem of cliquette which govemns
svery aspect of life. Among the Yao, one nses in s@ius by
masicring the intricacies of proper behavior for a hagher posi-
ion 10 society. Bul it isn't easy; proper behavior mcludes
keepaing up with fashion, and fashions change constantly,

The ¥Yao we the tenn “place”™ to denote saus, Instead of
3 pyramad, Yao society is organized like a very tall, thin

A Yao gains place through
participation in the
“Round,” the yearly cvcle
of social events — balls,
water-parties, masques,
and other diversions —

and the ongoing change
of fashion.

Ladder. No two people are precisely equal; each Yao &= superni-
or i some and inferior to others. Mormally, relative positon
is obvious — a wealthy lond has hagher status than a laborer —
but among near-equals there 15 constant jockeying for prece-
dence and place.

This ¢oncern for place is strongest at the upper levels of
sociely. Poor peasants can'l spare the tme or effort o womy
abowt the peaszants in the next cotage. Middle-class Yao do
their best i behave inoa respectable manner. Bul among the
upper classes, place is of vial importance and states games
are played for blood — Literally,

The leaders of the Yao are the lords of the great manor
houses; each controls lands and commands the lovalty of an
exterded clan, The highest caste are called the Asgiz and are
all pure-blooded Gaolden Yao, The marors are naumed after
oolors and pems: (he Blue Jade Palace is ore of the more
important manors, and its lord is 8 powerful figure m Cath,
Ome of its many rival houses is the Gold and Carnelian, The
most important Yao bord 1= honored with the title of Pnmce by
hus fellow nobles; those who aspire to the position must com-
pete fiercely to gain place. Though the position cammies & greaf
deal of prestige, being Prince does not besiow any authonity
bheyond whal the lord slready commiands,

A Yao gains place through participation in the “Round,™
the vearly cycle of social evemis - balls, water-parties,
rnasgues, and other diversions — and the ongoing change of
fashion, Some parts of the Round are fixed, like the Banguoeer
of the Season, when voung women entering society are pre-
sented o the Princess. Other parts of the Bound are governed
by chanpes in fashion. At one tme it may be “in" o cultivate
an imerest in the sciences and imvite savants 1o leciure atone’s
manze, but o do 50 a few weeks later would be hopelesshy
passe, MNobody decides the changes of fashion; they emesge
out of a sort of mass consensus of all the upper-class Yao, A
bald person might ry @ be a beader of fashion, but domg so
requires won nerve and perfect timing. If society fails (o fol-
low, the would-be fushion lesder 15 left booking ndiculous.
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| course the Yao change their habits of worship, going
hrcugh acheism, philosophical deism, strict personal religion,
avish ritual, ocstalic expenences, mystenies, animism, decs-
lenl antincmianzm, and then back o atheizm again. Oocs-
ionally new culis are adopted into the Round and old ones
fiscarded. Once, 130 Techai yvears ago, the Cul of Yearming
Lefluxives was popular, but since the destruction of Setira
nd Ballhisidre it has fallen into disrepae.
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visit io the city.” The cavaher Dordohio dressed o go sbroad in
a coal made of green and purple strips of soft leather, pleated
velloar bresches buckled &t the knees and ankles, and a square
cap of soft fur fringed with gold beads. Abourd the ship return-
ing to Cath, Dordolio wore a somber maroon =ait, with shoes
ard a balled cap of hlack welvel.

While a foreigner might bz amused or appelled by the
complexity and extravagance of such a vast armay of clothes,

THE TWELVE TOUCHES

Among the Yao, assassination 15 an approved method of dispos-
ing of one's enemies. end has bacome an exacting and well-respected
profession. There are half a dozen leensed assassinalion companies in
Cath. This is considerasd an improvement on the old sysiem of clan
warfare and vendettas, One of the best-respecied Grms in the business
is the Security Assassination Company of Setira,

Aszassin: are requared W notify the vicom that he 15 the subjzct of
a contract and specity the means w be used, The assazsing iry to do
their jobs with a mimimum of fuss, snd often try © secure the cooper-
ation of the victim #o make everything po smcothly, They are courfe-
ous to a fault Victims who flee are sae it they can get out of Cath, for
the sssassimation companies” charters are nod valid in other lands,
Fighting against one’s assassin s frowned upon, because he is merely
an henest tradesman trving to do his job,

Of course, assassination is different from mese murder. Assassins
are members of a guild, and are heghly rained 1o all the raditons of
their art. Any non-guild member who goes about killing peoplz is a
commson  murderer meriting the hoarshest punishments, both for
manslaughter and false advertising.

O of the most picluresque and disturbing methods of assassina-
tion is the Twelve Touches (known more prosaically as a Type 18 con-
tract). Al intervals of a day or so, an suthorieed assassin pricks the
victim with a small twig, The 12th towch is fatal. Only the Assassing’
Guald knows for sure whether the Twelve Touckes are a cumulative
contact poison, 3 single time-releaze dose, some Xind of combination
toatin requiring 12 differsnt ingredients, or merely harmless sticks

the upper-class Yan rely on dress as a vital
sociul sirral. Those at the highest levels have
greal difficully dealing with someonz who 1=
nil dressed properly. They cannot address
someone withowt knowing his place, so the
most polike thing 1= to ignore the person
entirely,

Amnequally snportant sign of social rank is
one's nanee, Each Yao has several mmes, using
dhifferent names m different circomstances. anxd
with different people. For example, Adam
Reith traveled with a Yao woman he rescoed
from the Female Mystery cult. Since her futher
is lord of the Blue Jade Palace, she is called
Blue Jade Flower, or Beauty Flower at lesser
functions. She also holds the tile Flower of
Cath 1n her own nght. Her “floner name” used
al demonstrations and pageants is Ylin-"Ylan, a
flower that grows in Cath. Her court name 15
Shar Zarin, which is what she would 21l the
Princess at the Banguoet of the Szason. And she
has other names for mone privale moments.
Her child name, wsed by her close family, is
Zozi, Her friend name is Derl. Her secrel name
15 L' lae, for use only with her bover, and she has
one other most secrel pame which was oo
revealed. Since Blue lade Flower was speak
ing 1 her fmend and lover, she probably left
ot soane of her names: there would be a name
for use with servants, another for strangers, and
possibly one for enemizs as well. Soldiers have

which cauze death by the powes of suggestion,

field-numes and foe-rames, and all scholars
and literary men have a pan ame
aimnce each person can have up to a dozen

Clothing is the most immediately visible sign of one's
lace, so the Yao are fanatical about the nicetics of dress.
v gzin, this is most irngortant among te upper classas, as they
an afford to dress properly for every nocasion, Lower-class
ik i Cath content themselves with loose breeches of preen
T tan, worn with jackets and Blouses of subdued colbors, Mid-
le-class Yoo dress in more complicated suits with elaborate
ravais,

Among the uwper-class Yao, clothing 15 extrsordinanily
pecific and elaborate. When buying & new oarfit for his visit
n Cath, Adaom Reith chose from among “the garments a
vedlthy vegetable grower might wesr to an intimate funeral,”
the lounge clothes of an elderly philcsopher at his country

names, which name to give in any siluabon is
a mutter of great debcacy. Criving vour servant-
name i a social equal is an insult; ziving your inend-name o
4 SUPETIOT BB very presumplesos. A man who asks a woman’s
name is sounding oat her feslings about her based on which
one she tells himm, amd for a man 6o tell @ woman his secret name
wilhoul bemg asked is rather like kizssing her withoul permmiz-
sion. The Yao skillfully uwse therr names as pat of social
TUNEUVErIng.

The endless struggle for place among the Yao can turn vic
bent. Duelling i stll an active isstiwtion among gentlemen of
the Yao. Someone who fails 0 behave properly may find him
self chullengesd by a cavalier. Conversely, there may be situa-
ticns in which etiquette demands. one issue a challenge or lose

place,




Dels are not normally deadly = viciory usually comes at
first blood or when one combatant is disarmed or sumenders.
Knowing when o sarrender i 2 key skill, since giving up oo
soon would cause one to lose place. The rapier is the favored
weapon, and duesllists favor a showy Gghbing style, full of
stamps and feims. Fights to the death are very rare; such a
challenge cannol be withdrawn, and attempting o surrender
of back our would mean social annihilation, OF course, “acci-

Thefi, rebbery, and fravd are generally considered crimi-
nal in Cach, bat crimes of viclence can ofien be excused if
they are committed accordmg to proper form. Duels are one
cxample of legal violence: another is sanctioned pssassination
(seep. 51 for more about Yao assassins ). Une kind at viclence
which iz defimitely not approved is the amok rape Known as
awaile. When someone cnters a state of awaile, patrolmen
come runaing w subdue the culprit, while evesyone elsz in the

dental” fatalities can happen in any duel

Crovernment

The Yao are governed by the lords of
the great manors, who meet with the
Prince to decide maners of deferse, irade,
and = forth, Bost of the ords™ energy is
devoled o faction politics and 2fferts w
gain place, so while the council and the
Prince ofien announce mporant pew
policies. in practice little gets done. Only
if Cath 1z actually threatened with inva-
sion are they Lkely o rousz themselves o
any =ort of effectivencss.

Al the lower Tevels, there is linde gov-
emment of any kind The Yao do not have
written laws or regulations. Evervihing is
poverned by custom and fashion. [n prac-
tice, this works as a kind of commen law
systemn — something is illegal if most of
the people think it is illegal. In the cities,
order 15 mauntained by patrolmen, who
carry saffs with incasdescent tps and
wiar red and hlack striped uniforms, The
patrelmen also watch for fires and
crforce the rules of proper conduct for
stranzers. Patrolmen are “cops on the
beat” rather than detectives, and are ot
very good at investigating crimes.

vicinity flzes,

AWAILE

[t is commaonly said that “the Yano arz as sensitive to shame as an eyehall
to gril” Their culture has o complex and intricate set of social nules. and some-
times people are trapped by circamstances in a position where shamse and koss
of “place™ is unavosdanle. When that happens. the result is often bloodshed
The Yao arz subject 1o a strange [oom of homicidal madness known as cwaile,
which srikes those who have reason in feel shame. While in a stale of owaile.
the individual kills as many pecple as possible, regardless of the age. sex, or
kinship of the victims. Yao in owaile may kill their cown families, or simply
walk down the strest sitacking every person they encounter.

When the afflicted person can kil! no more, apathy and depression set in
If the killer is nol captured during his rampuge, swicide is generally the end of
awite. (Awaile may not spem s arange to modem Americans familisr with
the phenomenon of people “going postal.”) Yao of either sex end any age can
give way o aewile, although it does seem 0 be somewhal more common
amonyg the stalus-obsessed middle and upper classes.

The Yao have developed a severe punishinent fior those who kill in a stae
of gwaile. The rite of Pathetic Communion is a drawn-out execution by tor-
ture, with 15 severity based on how many people the culpein killed. As one
ohserver described it, “Each execution has its particular flavor and style and is
essantially a dramatic pageant of pain, possibly enjoved even by the victim.”
Executions are popular spectator events, and whole families attend, The nor-
turers are called Ministrants. and wear distinctive costumes; the subgect 15
known as the Expiaion
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who command the army and make up the most elite regi-
meents, Onee they were mounted roops, nding spinted eap-
eorses int hattfle and assailing foes with rapiers and
hend-catapults. They stll nde on parade amd respact o pood
eap-horseman, bul now the cavaliers ride baftle-cars or
motorcycles and use power-gpuns and samdblasts as well as
owords. There are some 2,000 cavaliers in Cath, 2ach of
whom in theory commands a company of TU0 men. Actually,
=ss than half the companies are at full steength, and a least a
Juaricr are paper companics with no troops at all. The qual-
y and armament of the soldiers vanes depending on the cav
alier in charge. Those with & semious interest n military
matters have well-runed soldiers anmed with power-guns or
riflzs; traditionalists prefer handsomely uniformed javelinesrs
who kmowr bow b deill but not hosy o Gght; and apathetc
savaliers command hamdz of green troops amed with what-
=ver they happen o bring along,

TECAREa Y

The Yao are arrong the most sdvancad humean cultures on
Techai. Creerall they arz about TLA, bt they lag behind in cer
tman arcas, pariculardy aetonautics. Smce 1815 casy to bay air-
cars from the Wanekmen or the Dirdir, the Yao have linle
nizzd fior aircratt of therr own. Arr-cars can be fured inall the
major cities of Cath for an exorbitant fes,

The Yao zcem o be better theoreticians than engineers
Many of their devices have elaborate and ambition: desipns
which fail in use because they are oo complex. (In game
terms, 2l Yuo mechinery or weaponny malfunctions on o roll
of 14 or higher and requires twice & much maintenance as
wszeal. ) Most sophisticated mschinzry in Cath is made by for-
eign techmicians. or else is imported stuff made by the Dindis
ar Wanek.

The decline of Yao engineering and crafistranship may
b a recent development, part of the gencral decline i seli-
confidence and pragmatizm following the missile
strikes that smashed their two lzading oibes. The

Yo were enasle 1o retaliate against their sitack-
ers, 5o instcad tomed on the elements in therr soci-
ely which had provoked the devastation, The
Yearming Retluxives were proscribed, and science
and technology in general fell into disrepute. The
upper classes of the Yao devoted themselves utizr-
Iy to amusement and the pursuit of place, since
atherwise the shame would drive the whole nation
tio avnile,

A Yao technology which epitomizes their
preference for elegent design over practicality is
the wheslway, a form of rapid surface transport
analopous o ralroads. nstead of a tack, the
wheelway has a wedge-shaped concrete shot
exiending zcross the landscape. Each car has two
wheels, and the Yao point with pride w the resili-
ing reduction in michon. They are less proud of the
wheelway's bumpy nide, frequent breakdowns, or
the way the cars wobble at low speeds, Wheelway
cars move al shout 100 mph in the couniry, slow-
ing to G mph near wwns. Esch car is operated by
a driver who rdes above the front wheel. Since
there i only one wheelway slof, dispatching and
route plancing are mporant o avoid collisions.
Cars run eastward in the mornings and wesrward
after noon.,

At one time the Yoo were an aggressive people, pushing
e Hoch Har bevond the Black Mountains and making all the
pearby regions ributary 1o Cath., OF lae, however, their mar-
mal spirit has declined. The cawvaliers spend more tme per-
fecting their rapier-dueling techniques tham they do mastering
metics or logistics, Heavy weapons and technical subjects are
efi o specialist regiments staffed by fossigners and merce-
nanes. This has made the Yao better neighbors, bt the weak-
ness of Cath's defenses makes it vulnerable to raids and
mvastone, and it may oot be kong before the oals of the
RLoand are dismapied by war.

Cath is a rich country, 20 the Yao are able o
buy a good many advanced devices, which does compensate
for the decline of their own techmical skills, They have air-cars
and soame larper fiving platiorms, scquired from the Wanek-
men and Cirdir, and the army has sandblasts, power-guns, and
battl=-cars. Since all these things depend on power cells
which only the alien masters can provide, they pose no threat
(o their rule.

Yao -16 points

Liradvantzges: Suscephibihty o Adwaile |-15).

Qluirks: Has several naimes, each for use in a differ=nt situa
o [-1]

HUMA




1HE HOCH HAR

The Hoch Har are ancient enemies of the Yao, They once
mhabated all of Cath, but over the course of centuries the
inFading Yao drove the Hoch Har ont of the lowlands and
beyvond the Black Mountains. They survive today in a hand-
ful of fishing villages arcund Black Mountain Lake and in
somie mauniam valleys,

Physically the Hoch Har are nod that different from the
Yao, suggesting that 3 gond deal of interbrecding aceompa-
mied the conguest. The Hoch Har are siocky people with
clark eyes and hair, but with skin somewhat paler than that
of the Yae, Centuries of conflict have given them an invel-
erate hatred of their neighbors in Cath, and many of their
customs and habats seem 1o be chosen deliberutely w oppose
those of the Yao, Etkquette, for gxamiple, is considered a sign
of weakness and a love of the mvial. They pride themselves
on direct specch, an egalitarian socicty, and utter pragma-
tismi. In practice this makes them nearly as hard to deal with
as the Yao themselves, as il is very hasd to get 2 Hoch Har
tor compromise of back down from a position. Their con-
fromtational manner beads wo any mumber of braswls and bat-
tles with outsiders.

Mlost of the Hoch Har make their living as fishermen on
Black Mountin Lake and the nearby mountn sireams. They
live in villages built on stilts in the lake, for provection against
Phung and night-hoands, A few hamlets sunave in mountsin
valleys, where the people raise herds of mear animals and
tend orchards, None of them do any mining in the mountaims
for fear of the Pnome,

KABASAS

The city-state of Kabuasas is the commercial depot for the
whole Tings river hasin. Its ships carry a great deal of the trade
bemween Charchan and Kachan, venturing as far as Eakh and
the Isles of Cloud, The seafarcrs of Kabasas alzo make up a
good propontion of the pirates in those wasers, and the dis-
tinction between a merchant of Kahasas and a pirate may
deoend on how heavily armisd the ships they encounter are.
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hanks of the Jinga river nog far from the river mouth, and
the city climbs the halls above. The streets are lined with
arches and colonnades, giving relief from (the wropical
heat. For some reason cach building in Kabasas is baill
with ocne wall slarcting either inward or outward from the
base, mving the whole place an unmsettling appearance w
SLFANBErs.

Kaabasas has about 200, (KK} people, and dominates the
surrcunding countryside and coast. The inhabitants of
Kabasas are slender, alert people with flowing brown hair,
wide cheekbones, and burming black eyes. They hove 2
repatation for being sharp iraders, vicious fighters, and
skilled sailors.

The women of Kabasas are pamicularly handsome and
love to flirt and tease, but it is dangerous {or strangers to
express any imerest in them. If a man shows interest inoa
waoman she calls other women to her aid and they all
aftack the suitar. He, in turm, calls on nearby men o help
him, and a gencral domnybrook cnswes, If the man car
forcibly overcome the woman and hes allies, he wins her
While thiz sounds brutal to people from Earh, it has a
long history in Koebasas and both sexes seem happy with
the arrangement, According to those who have lived in
Kabasas, the fervor of the combatants varies greatly
depending on whether or nod the woman finds the mar
gliractive — and 1t 15 very rare for & men to overcome a
worman who actually dislikes him.,

Eabasas is ruled by a caste of nobles, much like Cath
wht are actively involved in business, especially in trade
by sza or by river. The nobles of Kabasas are known as
Sealonds, and 1t 18 essential for a lord o have a ship of his
owen, gven it it 15 only a smzll riverboat, Membership in
the caste of Sealords is bereditary, passing through the
male line. The number of Secalords @5 fixed at 100, bt
there 15 a high rate of attrition due 1o deaths at sea, so once
every 10 years the existing Sealords meet to nominate new
members. They also choose one from thair number to
serve gs Prince during the next decade, Traditionally, the
Prince is the oldest Szalord who has not vet held the posi-
tion, bat if the city is faced with a crisis the Sealords may
pick a younger and more vigorous leader,

Though Kabasas is only one city, itz influence spreads
widely. The city loosely controls the lower Jinga river up
to the swamps. A dozen Sealords claim the right o trade
on the nver, cach taking a stretch of the main stream or &
tributary as his @erriery, They guard their monogoly jeal-
ously; any rival truders on the rver may be attacked. Orn
the sea, the other Sealords are similarly protective of their
trade routes, each claiming a monopoly on trade with 2
port on the Parapan. OF cowrse, it is much barder 1o keep
intedopers out of a port or a sea than o zuard a stretch of
river, but this is the justification the Sealords use for pira-
cy agginst ships of other nations.

Wisitors 0 Kahasas often stay at the Sea Dragon [E--L -
grand establishment on the heights, with o splendid view of
the city and harbor, The el iz a sprawling collection of
pavilions, palleries, and towers, with more than 200 rooms.
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The Khors inhabit Khorad, on the north coast of Kislovan.
They are fierce and suspicious folk, whose religion and mat-
ing habits are inextricably bound. Ther guickness to take
offemse would onlinanly keep ravelers fnom stopping in
Khorai, but the country of the Khors hes near the Carabas, so
many sequin-hunters pass through on their way 1o brave the
dangers of the Dindir in the scarch for wealth,

Ehors have mustard-vellow skin and pule eves. Both men
and women wear black gowns and tall black hats. They are
actually rather small prople, 50 they wear big hats to make
themselves look raller, and train their hair upward info a siff
thicket. Khors have a well-developed sense of smell and are
very pamticular aboat odcrs, Men of Khorai camy daggers,
which they draw at the slightest offense, and B-nch ion daris
with neadle tips, which they can throw with paniful accuracy,

There are dorens of ways to offend a Khor. Anyone amiv-
ing i a Khor community al night 15 assumed o be an enemy,
and is likely o be attacked without waming. They are not
talkative, and consider excessive volubility a crime against
naurz, Because of their kzen sense of smell, they consider it
a =igm of antagoni=m to stand directly apwind or downarmd of
somenne — slanding upwind suggesiz vou are casting your

Men of Khorai carry
daggers, which they draw
at the slightest offense, and

8-inch tron darts with needle
tips, which they can throw
with painful accuracy.

own odors at the other pecson as &n insult, while standing
cownwind ndicates you are ryving o approach by stealth,
Bale visitors should never even acknowledge the presence of
8 Khor womun, for the men assume anyone looking al ther
women does soowith lustful intent. Women should similarly
avid looking at Khor men. Mo stranpers may look st children
in Khorad, a8 the adults will suspect them of laying & curse,
Above all, outsiders must never enter, look at, or make refer-
ence 1o the sacred groves of the Khors.

Villages in Khorai are clusiers of

THE NISS

dull brovem brick bouses wpped with con-
ical ronfs of black iron. Each village has
its macred grove, a copse of hupe dyan

The Miss are the inhabitants of the kower Ish river in nonthern Kachan.
They lve in the area between the coast and the Lokkar Uplands, and are
impressive and fearsome-looking people. Niss ane smong the tallest people
on Tachad, with aduliz of both sexzs roulinely reaching seven feet in height,
rivaling only the Dirdirmen Immaculates. They have pale complexions and
curved, beaky noses, Combined with their lanky build and (owing black
robes, their long noses make the Niss look like big predatory hirds.

The Niss are hesdsmen, raising leap-horses famed for their quality.
Their women do excellent leatherwork and silversmithing, making ropes
of braided hade, elaborately decomted ek and hurness for leap-horses, and
crsdely beautitul pobliets and ormaments of silver. Niss women live in small
permuanert setilements, while the men are ofien gone for long penods md-
ing the range with their hends,

Men of the Niss have a very touchy s=nse of honor. Any insult 1=
grounds for a fight, The taro greatest crimes among the Niss are stealing a
man s homses and seducing his woman. Either offense will bring the injured
party zmd all hiz kinsmen on the trail of the culprit, bent on killing him or
ut Jeast pelding and mutilating him. Fortunately, outsiders do not often find
Nisi women attractive, as they are as big and hawk-faced as their has-
bands. Niss of both sexes are notably prudish.

It iz possible thar there is some connection befween the Miss and the
Prurne. Though the Mist ars much bigger and fiercer than Pnumekin. their
pale complexions, pradishness, and fondness for black clothing point o a
Prume influence. Perhaps the Miss are descendants of Gehindra, or of
somie failed attempt o create Prumekin warmiors capable of doving the
various alien races off the surfuce of Tschai. Or pechaps the Prume ane =il
active patrons of the Miss, keeping the connection hidden.

trees covering am acre, The tree trunks are
decorated wath carvings of men and
women engaged in various sexnal activi
ties. Al the center of the prove are the wo
huts where the Khors keep their masks

Musks are made of wood and leather,
and each community keeps enough
masks for all the sdults. The male masks
have long pointed chins, bulgiag cheeks,
and bug eves. Female masks have long
nogses and exaggeraled grins. Al mght the
Ehors enter the sacred groves and put on
masks, symbolizing that they have
changed souls, In place of the daytime
soul, the mght soul 15 an archetype of
Mlan or Woman. Wearing their masks, the
Ehors enpage m ecsiatic dances, then
pair off for lovemaking. The rites can go
on all might, bul at dewn the people put
aside their masks a5 though nothing has
happensad.

Bhors do not marry. Women five in
their mother's home and are protecied by
their uncles and brothers. Simee just hout
any man of the community could be the
tather of any child, all Khors are very
protective of children, Khor communites
are very harmonious and close-knit,
though this comes al the cost of fewer
close personal relationships.




Zsafathrans are genially
iromic, sometimes calling
themselves a “destiny-blasted

race, doomed to a succession of
disappoinmments.” In fact, they
know themselves to be fortunate
in their peacejul lives.

Fhorai is good farming conmitry, and the Khoos live well
Their preference for small communities means they do linde
manufacturing or trade. A few towns have water mills or
windmills i process grain and small smeling-works where
are is available near the surface. The technology of the Khors
is late TL4 ar early TLS. Alien high tech is rare amory the
Khors, in part because they have litike to offer in exchange

The main source of foreizn goods 1= the stream of sequin-
hunters who pass through Khorai on the way o the Carabas,
A few Khors run shabby inns for travelers, and in the port
towns travelers can pay to berth their boarls for up o 2 vear.
Since many of the sequin-hunters never return, a steady sup-
ply of used boats become the harbor-masters” property. Khors
gre generally honest, so o sequin-hunter who survives can
cound on finding his boat as he left it

The Khors have no government above the village level,
amd don't seem o need one. Disputes between communibes
are rescived cither by appeal to omens and augunies of by a
eeneral brawl Between the inhabitants. There is oo need for a
standing army, since the Khors ane far more warlike than their
nephbocs,

ZSAFATHRANS

Zsafathra lies to the west of Khorai, on the nonth coast of
Kislovan. It is very pleasant countryside, low-lving and abun-
danily watered, once a swamp but now drained by canals, The
climate 15 mild, and a variety of fragrunt trees and flowering
vines flourish in Zsefathra,

Life in Zxsafathm is good. The people live in airy pavil-
ions set amid waterways and shaded by gauzy purple cuinga
trees, Travelers are welcome, and the Zsafathrans don't ask
nisy questions of sirangers who don't caase wouhle

The people of Zsafuthrn are solidly buill, with reddy gold
complexions and sicaight black kair which they wax and
shape elaborately. They are nol warlike people, snd make
their living mostly oy farming and fishing, Zsafathrans are
always on the lookout for a profit, but are basicallv honest and
trustworthy, Their customs and personalities are not as rigor-
oiely bound by tradition as those of the Khoes, bt neither are
they as intally amoral & the Thangs, Ssafathrans are genially
ircmie, semelimes wryly callng themselves a “destiny-blast-
cd race, doomed o a succession of disappointments.” In fact,
they kmwow themszlves o be forunote in their peaceful Hves,
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sacking villages and carrying off what lost they could Lind
The Zsafathrans did not fight back directly, but adopted a cun-
ning strategy, While Ehor war-bands ravaged the Zsafathran
countryside, most of the Zsafathrans retreated to defensible
izlands while a few small bands of wamos counteratacked
the homes of the Khor invaders, defiling their sacred groves
The Khors, returning home with all they had stolen from
Fzatathra, were appalizd 1o discover they had to abandon their
own villages until the groves could be punfied azmin. The
Zzatathrars try to deal with other threats in the same way,
avoading direct confrontation but seeking to make attacking
them more troable than i is worth,

THE LOKHARS

The Lokhars, who live in the highlands of Kachan, are
among the more sensible and likable of the peoples of
Tschai, It the Lokhars restricted themselves o the high-
lunde of central Kachan, they would be no different from
any other quarrelsome, mercenary hill tribe. But for cen-
turies Lokhar men have worked in the Warek factones in
An Hidiz, A substantial proportion of the humans on Tachai
who know how 1o repair and build spaceships are Lokhars.

Lokhar men have charcoal-black skin and pure white
hair, while Lokhar women have chalky white skin and
black hair. The traits are partly natural and panily the resuli
of cosmetics. All Lokhar children have a grayish complex-
ii; girls have dark kair and bovs have pale blond hair Al
puberty, Lokhar men dye their skin to emphasize the differ-
ence, and women use cosmetics and skin dve to make them-
selves pale. Both men ard women of the Lokhars are sturdy
lolk with a reputation a= hard workers,

Laokhars are willing to undertake very hard or danger-
ous tasks. Wsvally, bowever, their motive for domng so 15
greed, Lokhar men don’t spend 20 years working in Wanck
Macteries o lean aboul space-boats or alizn technology,
but to go home wealthy men, able to buy land and wives,
They fight a great deal, both senous fights and “friendly”
brawls, Lokhars are brave in batile, even though their wars
are mostly smong themselves, Their manners are coarse,
but not without good humor. Lokhars are hearty eaters and
consider themselves abstemious when they do ot drink
bafare noon,

Thz Lokhar Uplands are a rugged but fertile region.
supporting a population of several million Lokhars, along
with smaller numbers of neighboring tibes. The tao great-
est Lokhar cities are Smargash and Blalag. Smargash iz the
larger of the two, with a population of 100K, It is the
centzr of frade for the enfire uplands; in additen to Lokhars
one can find Dugba, Xar, Zhurveg, Serafl, and Miss. Wanck-
men come to Smargash o recruit Lokhar workers, One
oocasionally sees Poumekin on mysterious crrards or
Dirdirmen engaged in trade. Dirdir come 10 Lokhar country
very rarely, usually seekang a fugitive. The Lokhars are not
capecially intimidated by Dirdir, perhaps because their
proximaty o the Wanek means the Dirdir cannot stnke at
them with any great force.
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clumps of forest — mone hke a collection of villages than a
city. Al the center of Smarzash is a large open common where
the annual festival is held. During other tmes of the year i i
uszd oz a dancing-ground.

Blalag is the okl Lokhar capital, and & still the seat of
what passes [or @ povermnment. AL one me the Lokhars had a
sysiem akin o the Greek agors; every adult male citizen
could vole on laws and make speeches w the other members,
Crce the Lokhars spread across the uplands and had a popu-
latior in the mallions, this arangement becume unworkable,
To remedy the simeation, the Lokhars tried to limit the number
of eligible assemblymen, proclaiming that no man who had
ever commitied a [elony or been found liable in & lawsui
woald be able to sit in the assembly ac Blalag, nor would any
of his descendanis.

Had the Lokhars been a less disputabious people, that
would have been an elegant solution. Instead, 1l was followed
by a wave of ats, duels, and vendertas as the members of the
sssembly strove o make their enemics meligible. When the
dust cleared, fewer than 100 Lokhars still met the gualifica-
ticns, Since these were all quiet-temperad and low-ghiding,
they zod nothing bat comtempt from their fellow Lokhars,

Today Blalag is a declining city of less than 50,000 peo-
ple, ihres days” travel from Smargash across the moors of the
central uplands. It is home to the 62 Viruous Men, the rulers
of the Lokhars, The Virtsous Men deliberately affect a mod-
et and inoffensive manner, 50 the Lokhars often abase their
rulers shamelessly. The Viruous Men all hure Niss body-
guards, and sometimes arc raled by them. In the assemibly, the
Viruous Men enact new laws for the Lokhars and resolve
disputes among oommunities in the uplands. Unforurately,
thear edicts and proclamabons e seldom obeyed. Clans do
take their disputes o the assembly, but inevirably the loser
resorts o open warsre 8z a “court of appeal.” No warmors
would ever go fighting abeoad simply becapse the Virtuous
Men declared war, bul Lokher clans often send oul war-bands

T N O T .
others” losting expeditions,

The strife of the Lokhars and their neighbors goes on
vear-round, excepd during Balul Zac Ag, the “unnatural dream
tme” when Carna 22659 pesses inlo the constellation of Tar-
tusz. For 34 days all staughter, slave-talkang, pillage, and arson
come [0 2 halt in the Lokkar Uplands. Anvone who kills a
man during Balul Lac Ag is accursed, an putlaw whose own
farmily moy nod protect him, feed him, or shelter him. Such
outiaws wsally fall victim to some old enemy, but a few man-
age to ped away to Cath or Kislovan and shun the company of
other Lokhars thereafter,

The Great Fair at Smargash tukes place during Balul Zac
Ag, and & the biggest eveal of the year in Lokhar country,
Lokhars and all the surrounding peoples come to Smargash o
tracke, resolve fewds, spy on enemies, and enjoy the enfertain-
micnis of the fair. The city's populaiion doubles, fillimg all the
inns. Mizs herdsmen brmg splendid leap-horses w sell, and
their wives display leathercrafis and silver work, Zhurvegs
sell woven mups, Xars bring woven bhaskets and salted lake-
fish, Serafs zell essences and perfumes, and Dugho izl for-
funes, run gamiding games, and sell charms.

The Lokhars themszlves are nod specialisis — they fanm
where the soil 15 pood, cul umber in the hills, and raiss berds
of pull-beasts and fa-humps. Lokhar craflsmen ae very
good, making tools and weapons both for their own use and
for trade., Their mechanics are skillful, and can keep the old
moor-cans that ply the upland roads running despite years of
ierrible abusz, Nearly every Lokhar village has its shade-trez
mechanic with a yard full of gutted vehicles and scavenged
parts, Lokhar technology is a misiune: most ilems (hey maks
themselves are TL4. but many Lokhars have worked in
Wanek machine-shops and understand extremely advanced
Crjuipment.

Lokhars have no racial packape sz such, thowgh all
Lokhar take the racial quirk “LIses cosmetics to enhance wex-
based pigmentation.” Othersise, they are nommal humans.
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PURPLES AND BLACKS

The city of Ao Hidis has grown up around a
Wanek citadel, but the orman tovem is a major port in
ils own right. Ao Hidis™ is properly the name of the
homan commumity, while the Wanek name is unpro-
nounceable, but all humans except Wanekmen use the
namee to refer to the entire city,

Matives of Ao Hidis are divided into two hostile
communities, the Blacks and the Purples. They are
generally the same in boild and features — round-
headed people with a compact frame — bt their com-
plexions are distincdy different. Pusples have a
plum-colored cast o their skin, shadmg © mauve on
the palms of the hands and the soles of the feet,
Blacks are dark gray motiled with black.

Purples and Blacks do no¢t mingle with each
her, and speak only 1o thedr own kind, In effect, Ao
Hidis iz two cities, though the Purples and Blacks are
ool segregated and may even live in the same build-
ing. When mutsiders visit Ao Hidis, they must decide
whether to patronize Purple or Black businesses and
stick to their chaice, because anyone entering a Pur-
ple shop with goods from a Black eaablishment, o
vice versa, will be resenled, insulted. oc even
attacked. Privacy is important to the Blacks and Pur-
ples; a shop or booth with an open front 5 open
strangers, but a closed shop or tavern is for members
of the appropriate group only, and strangers who go in
MY N Come ol

The nature of the difference between Purples and
Blacks is unknown, Some blame diet, others the
effect of some disease. The same mother may have
children of either type. A Purple child bom w Black
parents is abandoned, left on the doorstep of the near-
est Purple household, It is claimed that unions of
Blacks and Purpes are sterile, but this may be a myth
= inter-color affairs may explain why sometimes a
child doesn’t match its purents.

NEIGHBORING TRIBES

Al the Greal Fair in Smargash Adam Reith saw members
of severzl other cultures of central Kachan, including:

Human Things

These mysterous people wear poltery faceplates o hide
their features. They practice a fatalistic religion which main-
tains that humeans are being pundshed for the sins of past Hves.
Humzan Things conssder humans to be the brarest form of life,
and practice ngorous purity and self-control in the hope of
being rebom nto some higher form, Most distressing, they
abominaie the idea of bearing children, and often mutilate
themselves to make it impossible. Needless to say, the com-
micrity is small, gaiving new members only by converson.

HUMANS OF TSCHAI

Lhurvegs

Th trike 15 Famed for the high-gquality woven negs whech
they s2ll at bazaars all over Kachan, According to rumer, the
mugs are made by legless chaldren, kidnapped and cnppled by
the Zhurvess themzelves, This 15 a distored version of the
truth. The Zhurvegs do buy unwantzd children (tc offsct a
persisient problem with inferiility caused by the vepetanie
essences: used to make dyes), and many of them do serve long
apprentceships in the workshops of weavers and rugmakers.
Cirown Shurvegs find the tale amusing, and do not contradicl
outsiders when they speak of it

Serafs

Thes=e secretive and long-lived people are famed fior their
koowledee of perfumes and =ssences, which they have devel-
oped o a degree surpassed only by the Chasch, They wear
white robes and helmets covered with spines, and speak little.
The religions beliefs of the Seraf: invalve silznl meditation,
and require the faithful to face east at sunset and cry o “Ah-
oo-chal™ Serafs claim o possess the secrel of immortality, a
complex ehxir which they seldiom give o outsiders. The for-
rrula is a carefully puarded secrel. (GMs can dzcede for them-
sehves whether the Seraf longewity drug & real or just a myth, )

Xars

The=e morose folk from the swamps around Lake Felas
arg short, buli-shouldered men with congested complexicns
They go in for elaborate sdomment, working their hair up into
rigid varnished columns a foot or more tall, and dress in rfich
robes af gray and green, Aars are burly and sirong, and have
long noses. They have a fair amount of contact with the
Wanek at Ao Khaha, and 0 have sccess to advanced technol-
ogy, including skv-rafts. Perhaps dealing with the Wanekmen
i% what has made the Xars so morosz; they assume they are
being cheated in every transaction, and suspect a catch in any
agrcement

DUGBO

The Dupgbo have no cties of their oen. They can be
found all over Kachan and Rakh, and scmetimes as far away
uz Cath or the Isles of Cloud. Shumned by the people they hve
among, the Dugho eke out a precanons living as 2nleriainers,
forune-tellers, and mountebanks | . with occasional Forays
infc theft, prostifution, and music

Human Things consider
humans to be the lowest form
of life, and practice rigorous

purity and self-control in the
hope of being reborn into some
higher form.
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aveling ogether from towm to wwn, More-settled Dugho are
ramimad inte slums in cities like Ao Hidis oc Smargash and
in little taverns or magic shops. Their onginal homeland is
nkmown, Bul they look more like the inhabitants of Kotan
un the other folk of Kachan. Dugbo have light gray or hazed
ves, somelimes so pale a: o look almost luminous. They
ave fair skim and redidish hair, and their features have a fey,
erie quality,

The customary dress of the Dugho is ragged castoft gar-
wenlz from other inbes. The only exception 1s the costume of
12 Dugho dancing girls flounced skints of black, old rose,
nd ocher, wom with scarves of thin silk. The dancing girls
olish their skin with wax and scent themselves with haze-
qater. Dugbo men work their hur it knobs with scented
s

Dugbo are said 1o worship demons, and do possess o
reat deal of knowledge about occult matters. They are also
cilled at making and flying kites. including musi-

1l kites which play wan, wailing nofes as they
woop and dive. Dugho make and play a
ariely of musical insiruments — drums, :
ose-flutes, and  slide-whistles, [ el
g olbers, The mosl prosperous
mgho  can  achieve modest
spectability a5 musciams or
s instructors in Cath o
e [sles of Cloud.

It iz interesiing to specu-
e that the Dupbo are either
e product of a faled
fcmpl to creats servants for
ne of the alien races, or the
mnarts of the servitoms of a
we  which  has  abandonad
gchai, The “demons” they wor-
ip may be garbled memones of
1zir vanished alicn masters, and their
aroery may be the remnanis of
dvanced medicing and pharmacy,
heeer fzv amed abien-seeming appearance may be the result of
recding and manipulation like that which produced the
rdirmen and Chaschmen, and this would also explain their
ok of a homeland, It is also worth consideding that the
ugbo may still be in contact with their alien patrons, acting
s spies and agents on Tachai for some other starfanmge civi-
Fabiomn.

higho

fivibetes: 10y +2 [200],

dvaniages: Yersalile [3].

Msadvemaages: Social Stigma (Outsiders) [-3].

rivmary Skills: Ammal Handling (M) 1) [4]-12; Fast-Tulk
CMAAD ICY [2]-12; Merchant (MIAS D=1 [4]-12.

eeondary Skills: Brawling (P'Ey DX+1 [2]-13; Gambling
(MAA) IO [2]-12: Serounging (MVE) 1041 [2]-13; Sur-
wival MWoodlands) (M7A) 10 [2]-12; and either MNeedle-
craft (P/A) DX [2]-12 or Woodwaorking (P/A) DX [2]-12.

40 points
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The Dugbo are reputed to be sorcerers and miracle-work-
ers, Their necromancers s2ll a varery of magical potions and
paraphemalia: jugs of medicinal selve, “junction-stones™
which are reputed to facilitale telepathy, love-sticks w zuar-
antee fedelity, and curses which the buyer reads, then bums,
send blights against enermies. Other Dugho magicians clam
to be able to remave curses through claborate nials involy-
ing incense, hypnotic music, and scupunciure.

There are threc wavs o handle Dugho magic in a cam-
paign. It can be ial fakery, nothing but sheight of hand, sug-
gestiom, and mumbo-jumbo, Forune-tellers use vaguely
wirded predicions belped by shrewd observation of the sub-
Jject™s reactions . . . and perhaps some secrets passed along by
Degbo tavern-keepers and dancing girls Mecromancers ==l
potions that are noathing bt flavored water, And sorcerers are
simply stage magicians, {Actually, no matter bow “real” the

GM wants to meke Dughbo sorcery, it will always
include a generous helping of illusion and
fransd. )

Perhaps Dugho “magic™ con-
tains a solid core of folk med-
cine and herh lore

unknown i the other

peoples of Tschai. The

Dugbe  practitoner

Adam Reith encoun-
tered showed a good
knowledge of hypnosis
and acupuncture, and
over the years Dugho
herbalists may have iso-

Lated all kinds of useful
drugs in the pland life of
Tschai, This wersion of
Dugho magic fis well with
the idea that the Dugbo are
‘orphaned”’ clients of a vanished
aben civilizaton. It also means that they
are very wise in the ways of drogs and poi-
soms, with access 0 TLA or even TLY wonder drugs and
uniraceable venoms,

Cr the Dugbo may be psionic. Green Chasch ane tele-
parhic, 50 paionics exist in the universe of Tschai, Perbaps the
Dugho have develooed some chancy and unpredictable psi
powers, The elaborace rituals and drug use involved in Dugbo
sorcery may be necessary to focus their abilities. It's possible
i combine the ideas of psychic Dugzbo and Dugbo as masters
of herbal medicine — maybe one of their mysterious potions is
a pei-enhancer drag!

Pricmic Dagho could even be considerably more power-
ful than their marginal condition indicaes. Their miserable
lives may be o blind to fool the non-psionic majority, while
the Dugho manipulae milers and even aliens with their minds,
The powerful “psionic leminat™ Dugbo might have ties o
one of the alien civilizations of Techai, or might be a “hith
force™ of their vwn.




THANGS

The home of the Thangs is northwest Kislovan, where
the Second Sea meets the Schamizade Ocean. However,
Thangs can he found throughcut Kislovan in a variety of
mercantile professions . . . and less savory occupations.
They are especially numerous in the towns at the edge of
the Curabas.

Thangs cheat each

other and strangers with
equal enjovment.

Thangs are usually lean, dark people, but since they
freely marry outsiders they have a wide vaniety of sizes and
colorution. The most universal trait among Thangs s unbri-
dled greed. They control a major share of the commerce
across the Schamzade Ocean. Visitors are always sebcome in
Thang couniry, & long as they leave with fewer sequins than
they brought.

Thangs cheal each other and strargers with equal enjoy-
ment. They consider tmcking others to be proof of skill and
cleverness, and grealy esteem those who get nch by bilking
oghers. (hver the years, the Thangs have developad many
wavs [0 Jure customers into therr clutches: they are good
conks, keop comforable inns, and provide all manner of
intaresting enlertunmenis,
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van. In keeping with thew love of mickery, they are very good
al gelling strangers 1o agres o lubor contracts which amount
to slavery. When that fails, they reson (o more direct means,
drugring or kidnapping their victims, Traders o repulardy
do business in Thang cities are immune o thuggery and slave
taking, bt small parties of strangers are perfect tarpets.

Prospercus Thangs accomulate wives and concubines

from all over Kislovan and the shores of the First and Second
Seas, The distinction between wives and slaves iz subtle;
wives cannot be sold, bt are detimiiely subordinate o their
husbands, Single women, however, can own propery  and
engage in busimess just ke men. A great many women never
marry, conlenting themezelses with a senes of tempomry
linisons. Even masmied Thang women are bold and assertive
de=piie their hushands

Thang 4 points
Aseribogies: DN +1 [10]; 103 +1 [ 10].

Advaniages: Alertness +1 [5]; Charisma +1 [5]; Yersatile [5].
Dizarvantages: Calloos [-6]; Greed [-15]; Odicus Personal

Habit [ Swindling) [-10]

Thang Fun

Thangs have developed initizuing games and sporis o

cificiently separatc suckers from their sequins.

Stilt=-matches are bartles batween men on 10-fool stilis

swinging padded clubs. Each match begins with four men,
and lasts untl enly one is standmg. Spectalors can bet on
individual fighters, or take to the ring themselves in hope
of wanning the purse.

Brat-houses are a great way o went frusirations, fre-

quently patromized by parents amnd nursemands. A bral-
house features a child specially trained to be annoying and
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vhines, customers can pelt him with muod (10 bice a
alll, dung (6 packets a szquind, or prickle-burrs (5
er sequind. It costs doable w pelt the adult manag-
ng the brat-house instead of the child.

Ecl-races are a competition pecoliar to the
[hangs. A tank of different-colored eels is connected
o 8 bhasin by a long chue, Spectators bed with the
el-master on which el will emerge from the chule
irs. Adam Heith discovered that ore ecl-race was
ixed, and 1t 15 likely all of them are,

Orange tents indicate shows by dancing girls,
vearing loose ganments of gauze or nothing at all
[he Thargs are mot musical, 20 asually he accompa-
iment 15 played by musicians from Heduijha oo by
Migho from Kachan, Orange is generally the symbol
f sexual enterlainment — any woman weasing
pange in Thang couniry is likely to gzt unwanted
thention.

The entertainment district of Urmank offers no
olds-hamred highting, cach [vensday, open o any-
ave who cares 10 take on the champion, Otwile,
ighters wear o prolection, CATy no weapons, and
heerve no rules, Just staving in the ring with Ciwile
5 an gecomplishment: challengers wan 10 sequins
or lasting 5 minudes, witk & bonws of 20 sequins for
ach broken bone. Actpally winming a fight against
Mwle is worth 2000 sequins, but so Far this has not
A ppened,

JEMANK

OTWILE

{kwile is the chompion brawler of the arena in
Urmank. To date no man has beaien him in the Ivensday
bouts (Adam Reith did overcome Otwile, but it was a
privale guarrel, nol an arena fight) He is o huge man
with a bald head, a much-broken nose, and rock-hard
muscles, Oiwile 15 a shrewd Nizhier, who can size up his
opponen:s and take advantage of their weaknesses, bat if
he loses his temper he's likely 1o mouke mistakes. His pre-
ferred fighling style is o make an all-out atiack right
pway. taking a few hits himself in order to land some
crippling blows on his opponent and using his high =kill
to largel vital spots.

Orwile 212 points
ST 16 [T]; DX 14 [45]; 1) 9 [-10]; HT 14 [45]

Speed 7.0 Move T.

Dodge §; Parry 13,

Advantagpes: Combat Beflexes [15]: High Pain Threshold
[10]; Reputation +2 (Unzeztable fighter) [10]; Tough-
ness (DR 2] [25].

Disadvariages: Bad Temper [-10]: Bully [-10]; Obnoxious
Drunk |-1]; Unattractive [-3].

Skills: Body Lanpuzge-12 [10]; Brawling-18 [16]; Intimi-
dation-11 [0]; Wrestling-14 [2].

Langrages: Techaiun (native)-9 [0].

The capital city of the Thangs is Lirmank, a
ajor port and rade center. It has a population of about
OOANK) people. a mix of Thangs, Grays, and others,
Femank looks disorderly, with high, namow houses of
lack timber and brown tile lining twisting streets. The
arbor uzually has half a dozen ship: at anchor or ded up
» a stone quay. Behind the waterfront is a great round
o sumrounded by a low brck wall. A thousand vears
g0 il was a rotunda, built by the tyranl Przelivs. Today
mly the floor remains, housing the man market of
Temank. The market 15 decorated with orange and green
anners and has stalls selling anything one might wani, all
nmbled wgether. Beyvond the bazaar is an area devaoted o

entefainment, then the Thang mausolenms, and Onally the
Old Town, a district of mud husts and crude shacks where

Grays and the paorest Thangs live.
Lirmank is ruled by a tyrant, as it has been for centuries

The tlemperament of the Thangs makes it pointless to enact

laws, 0 the tyrant rules by decree, backed up by force

Becoming tyrant reguires political manzuvering, assassina-

tion, bribery, and skullduggery on a Machiavellian scale,

SEQUIN-HUNTERS
OF THE CARABAS

Money on Tschai comes in the form of sequins, only
found in a region of nonbem Kislovan called the Carabas.
There, uraniom salis in the so0il form nodes of chrvsopine,
which ecrystallizes mmto seguins. Each node contains 282
sequins of vanous colors, depending on the age of the node,
A newly formed node contzins mostly low-value clear and
while sequins, bul if a node i= endisurbed, the sequins in it
change color and hecome more valuasle.

Unforiunately, getting rich is nod a matter of going owl
and digging up moddes. The Dinder have clarmed the Carabas as
a husticg preserve. So while men hunt sequins. the Dardir
hunt thein!

Any woman wearing
orange in Thang country
is likely to get unwanted
attention.

HUMANS OF TSCHA,




THE LUCKY
MARINER [NN

The Lucky Mariner Inn is not the fines: establish-
ment in Urmank, bot it iz saisfaciony and reasonably
priced by Thang standards. Adam Reith found its decor
intriguing, especially the iridescent sea-worms swim-
ming in glass jars set in alcoves along the walls. The
actual room rate is faidy low, bul the management

makzs a hefty profit by a series of fees and surcharges.
The inn offers a prest many lempling services o
guests, bad there are hidden costs. Customers may use
the depilawrium free of charge, bul rental of mazors or
tweezers costs money and water for washing off after-
wards B very expensive. Guesis who have ealen too
much may get stromg purgatives for a mere 10 bice, bt
there 1% a sleen charae for use of the restroom when the
medicines siar 1o take effect!

Besides providing the Dirdir with a grand source of enter-
twnment, the dangers of the Carabas also serve 2= 2 kind of
bloodstained monetary policy for Techai's economy, If money
15 Hghi, more men will risk death to hunt sequins, and the sup-
ply increases, If the supply of sequins 1s too great, men will
find betier things to do than play hive bait for sadisoe Dirdir
Ths also means the Dindic can regulae Tachai's economy by
controllmg the mumber of honting-parties in the Carabas. If
they wish o stimulate growth, then they need only 1ssue
fewer hunting permits to Dirdir. To prevent inflation, more
Drrdir humters can keep the supply of sequins koo,

Maus!

Most sequin-hanters enter the Carabas through the toem
of Maust. Maust stands between Khorai and the Carabas,
abont S0 miles south of the First Sea, (A few hunters enfer the
Carabas from Zimle, a1 the sastern end of the preserve.)

Manst is & jumble of tall, mrow baildings of dark timber
and blackened tlz, with high pables ind crooked rooflines. [t
haz a permanent popalation of about 1,000 people, along with
wrcsther 500 sequin-hunters on their way ko or ot of the
Carahas. The people of Mawst are a mix of all types, though
Thangs are the most numerous. Sequin-hunting is the sole
hasis of the town™s economy, most goods and supplies are
browught in through Khora.

Visitors o Maust are confronted by 2 swarm of boys sell-
ing iems and yelling sdverisements. There are many ways o
spend sequins in Maust, and the inhabitants encourage wravel
ers to live it up. The shops m Maust sell all kinds of useful
gear: charts, hanchooks, sequin-grading kits, camouflags net-
ting ind spoor eliminators, wngs and forks, monoeculars, ml-
ismans, and praver powders, Mountehanks sell bogus “node
locators™ and noxious chemicals said to repel Drirdin. Bvery-

thing is marked up by at least 50 percanL

Flumers can al=d [nd many amnusements in vMuust. Men
about to enter the Carabas odten want one last fling; those who
miaks il out with sequins are usaally m the mood 10 celebrate,
Maupst can accommadate all, with taverns, bordellos, gam-
bling parhors, and a couple of superb restaurants, Adventursus
men who expect o die shortly are unlikely to be sedate
brawls, duels, and murder are mghtly occumences,

Some people in Maust ger their sequins more direcily,
shealing them from successiul hunters. Al beast one hotel =
run by a kand of Thangs who have installed secret passages
inte all the rooms and rob seests as they sheep. Oither crooks
Tig im wait on it rosd back o the coast o imMercept relurming
travelers.

The Carabas

Al the edge of the Carabas is a greal gateway called the
Portal of Gleams, the traditional entry for sequin-hunters
Bevond the gate is a barren plain called the Foreland, which
cxtends about 10 males o the Hills of Recall. Midway
betwesn the Poral of Glearrs and the Hills of Recall 15 a rock
outerop called the Boulder Patch which provides good cover
and a place to resl.

Beyond the Hills of Recall s the heart of the Carabes, a
savanmuh called the South Stapge, which extends aboutr 30
miles, then drogs down o the forested lowlands of southern
Eislovan. Ehoszh, the Dicdir hunting-camp, is 10 miles
bevond the South Stage. The edge of the Carahas is nol
marked; only the Dirdir and the long-time inhabitants of
Blaust know the exact borders,

Sequans are found throughout the Carabas, but the richest
deposits are in the Hills of Recall and the South Siage. The few
deposits in the Foreland are mostly clears and milks, since thal
portion of the Carabas gets searched preny thoroughly. Finding
anade i= & matter of luck, since nobody has ever heen ahlz to

RULES OF THE HUNT

The Carabas & amo man's land, subject to no law
or authority. Bat certain informal rules have arisen
over e centuries, respected by the sequin-hunters
and Dirdir alike. First, gircrart are not allowed. The
Diirdar prefier 1o hunt on foot, and if humans could T
in and ot it woald spoil the fun. So any air-car enter-
imy the Carabas is likely to be fired upon by missiles
and armead flvers, Next, no cnergy weoapoms. A
power-gun makes a man the equal of a Dirdir, 0 any
human caught carrying advanced weapons gefs an
agoemizing dewth by nerve-fire torture. Last is the only
concession the Dirder make to humans: the edge of
the zone is sanctuary. A human who gets out of the
Carabas is safe — at least from the Dirdir. A Dardir
who pursues a victim beyond the Carabes may fece
an indignant mob of humans. Warse, the Dirdir will
Inse siatus in Dindir society for having violated the
rules of the hunt.




arz at human hands inssead of Dirdir, Sequin hijackers
Turk near the Porlal of Gleams, hogeng to catch some-
ore with a good haual. { Adam Beith pioneered 2 vari-
ant on this techndgue, atacking Dirdir parties o
recover the sequins they took from their prey. Others
may learn of his success and copy it The Dandir are
likely to respond with bigger hunting partics or by car-
ryifg power-guns,

The Carabas iz wild and dangerous couniry. &
man might aveid Disdir and bumans, only to beak a
leg in the hills, drown in a waler-hole, or fall victim to
wild beasis, The most dangerous animals in e
Carabas are the smur (p. %), reptlian predators which
sinke swiftly from hiding and drag men o their iree-
top nzsts for food. Cunously, the Carsbas seems frec
of nighe-hounds
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make & thorough study (o determane whers they
occwr. Individuals actively searching for nodes
roll ws, I twice a day; a successful moll means
anode has been found. With a cursory search,
only one roll per day is allowed, Those who are
fleerng Dirdir hunting parties or otherwise dis-
tracted can’t search at all (although ndividuals
with the Serendipity advaniage may get a moil
while hiding out in the Carabacs),

Atany given time there are about 20 Dirdir
hunting parties in the zone, each with 2 o 4
members, Derdinmen Immaculates sometimes
hunt in the Carabas e well. The bunts Last 3 o 1‘

6 days, and normally take about ore man per

day. The Dardir avosd killing humans rght away; ) d
instead they subdue the prey, deen drive him with Al
nerve-fire implants undl sunset, when the unforiunate
human becomes dinner. Roughly half the sequin-
hunzers fall victim o Dindir; there is a 25% chance per day
of encountering & hunting pary. Sequin-huniers use a
variety of methods o avoid the Dirdir. Fringe-runners
luck along the edges of the zone, ready 1o dash for safety
at the first sign of pursnit. Others rely on eluborate camou-
MNage, weanecpe pull bools o as aol (o lexve footprints.
Many sequin-hunters work only at night, hiding daring the
duy or taking drugs o remein vigilaat, The Dirdir find all
human tricks enteriaining, adding spice to the chase.

Mo less damperous ere the other ssquin-hunters. The
Carahas is full of greedy, determined men willing to risk
death for sequins; 1t's po surpnse that they"ne also willing
o ki1 for them, About 106% of the Fatalities in the Carabas




AILA VWOUDIVER

Aila Woudiver, a hummble dealer in sand and gravel in
sivishe, & easily the worst cresture, heman or zlien, encoun-
ered by Adam Reith on Tschai. That's quite a dustinction, bt
Wionadiver certaimly mernits it

His tastes are so depraved
and expensive that they

consume virtually all the
profits from his criminal
enterprises.

Woudiver's gravel business is merely 4 cover for a van-
=ty of illicit businesses, Cargo pillerage and smuggling are his
specialties, but he alzo dabbles in the slave trade, prossitution,
fencing stolen poods, racketeenng among the cly's poor
ahorers, and anything else which offers a chance of profit.
Woudiver's main sdvantapes are & widespread retwork of
nformants, tough and brutal henchmen, end a complete lack
o =thics or moral restrmnts. When Woudiver's spies bring
im word of something he can profit from, be and his goons
simply muscle ine Adam Reith and his companions had o
ezl with Woudiver when they needed some stolen spaceship
narts, mecause he would have leamed about the operaton any-
oy, and either taken over ar informed on Reith o the Disdir,

Woudiver's repulsivencss starts with his physical appear-
ance, He iz o grosily fan man. His skin i an unpleasant mos-
ard-vellow, combining the least attactove shades of the
Warshmen complexion and the colonng of the Dirdirmeen.
"Woudiver's employees sometimes call him “Big Yelow™
when he'’s out of earshol) He clums his father was a Violat
rnmaculate Dhrdirman, and says s mother was a “noble-
womun of the aonh.” Beith's comeade Anacho, o Dirdirman
himself, guesscd that Woudiver's father was probably a low-
cte Dirdimman or hybnd, while his colonng suggests a
Marshwoman mother.

Even if he were a pure-blooded Immaculate, Woudiver
would still be an sppalling person. His tasies are so depraved
and expensive that they consume viriually all the profits from
his criminal enterprises. An exhanstve catalog of Woadiver’s
vices would go on for pages, amd would include sacizm,
medophilia, and cannibalism. His pretensions o a Dirdinman
ieritage cause Woudiver to maintain o country estate where
e hunts men a5 the Dandic do (thoogh he cheals and uses a
ifle), and afterward to enjoy obscene hanquets featuring his
Tman prey as the main course,

Woudiver dresses cxtravagantly and affects a refined
micde of speech. When things ars going his way he 15 colos-
sally arrogant and bullyving. but when things tum against him
12 whines and complaine eadlessly. He lies as easily as

HUMANS OF TSCHAI

OOCSlninE, aaml s Proiiises gl Fuaianiess e swINEIcss.
Those encountering Woudiver should leam to hate him
quickly.,

At all times Woudiver is accompanied by his bodyguand
Autibo and his servant Hisew, Both men are loval o Woudiv-
er oul of greed and fear, and have done so much avil in their
lives that no appeal o conscience or mercy will work on
them. They are both sadistic bullies, but Artilo is 8 blood-
thirsty killer while Hiszin is a coward amd a sneak. "When
there 15 serious trouble o deal with, Woudiver can call in a
dozen other goons, and his coanections in Sivishes under-
warld give him access w all kinds of cimical specialisis. On
his home turf, with time io prepare and make amangements,
Woudiver i an extremely formidable enemy. Ouizide af
Sivishe he is not neasly as dangerous. He is wsually armed
with a Dirdir plusma-gun,

Aila Woudiver

ST 11 [10]; DX 10 0], 1 12 [20]; HT 10 [0]
Spesd 5.00; Move 2.

Dodge 2,

Advemtages: Ally Growp (Artilo snd Hisein, 15 or less) [30];
Ally Group (Sivishe underworld, 12 or bess) [60]; Filthy
Rich [50); Repuiztion +2 (As a powerful coime boss;
among (he anderwocld of Sivishe) [3]: St 1 [0
Strong Will +2 [8).

95 points
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Mradvariages: Bully [-10]; Fat [-20]; Gluttony [-3]; Greed
[-15]: Lecherousness [-13]; Odious Personal Habit
(Lrossly depraved behavion, up to ard including cann-
balism) [-15]): Reputation -4 {(As ill-mannered, avil,
offensive scum; w everyone) [-200]; Sadism [-15] Unat-
tractive [-3].

Fuirks: Claims to be @ Dirdirman; Dresses extravagantly;
Suspicious: Unimagimztive; Whines when he doesn'n get
his way. [-3]

hciils: Adminiztraion-14 [6]; Arca Krowledze [ Sivishe)-14
[4]: Beam WeaponsTL 1 2 (Blaser)-11 [1/2]; Cooking- 14
[4): Drving/TLI2 (Dirckr arcar)-100 [2]; Hobdowt-12
2]; Intimidation- 14 [6]; Merchani-12 [6]; Savoir-Faire
14 [0)f; Streetanse-14 [6]; Tracking- 10 | 1/2].

argwages: Tschaian (nativel-12 [0

SIVISHE

The city of Sivishe is the home of the largest Dird
paceport and spaceship yards. It sits on an island, surround-
f by salt flats. A causeway connects Sivishe with the Dirdir
ity of Hei.

Sivishe is a polluted wen of factories, warehouses, and
enemernds. The spacevards are the reason for the city's cxis-
ance, bt they have spun off a nurmber of workshops for
netal fabneatiwon, chemical extrection, and the manutactune
I elecironic components. Sivishe 15 a center for trade; raw
naterials and exobc plant and animal products from  all over
schal are unloaded at the docks for tramport off-world. In
cturm, the spaceships bring high-tech devices and homewaorld
nxuries for the Dandir,

The population of Sivishe i3 about 1| million, a mix of
uman types from all over Kislovan. There are Thangs, Kher-
nan, Sad Islanders, and many Dirdirmean bybeids. Interbreed
ne hos cresded a recogmizable Sivishe type, overweight anth
ellowish skin ranging from brown o white.

The worst parts of Sivishe are southesst, where the ware-
iouses and brickyards stand on the salt flas. Laborers and

Jobless mmmigrants live mn tepements or crude shacks of scrap
lumber, Conditions improve toward the west, where grand
mansicors stand with & view over Sivishe toward Hel.

Sivishe's adminisrator is Clodo Erlins. He has absoluie
power in Savishe, bat if he doesn’t sahshy the Dardir, he waill
be hunited o death inside the Glass Box, Thus, Edns bases
all his decisicns on what will please the Dirdir, rather than
whal is best for Sivishe. There are no sireel beggars because
the Dirdir don’t like being imporuned. Bt since the Dirdir
don’t care about human poverty, Erlius does nothing aboul
the slums. The city police are ruthless, concerned with main-
laining arder rather than promoting justice. When a come
oocurs, somebody iz punished - wswally the first person ihe
police find at the scene. All offenses camry a fine, which a
criminal can sometimes pay directly 1o the police. Offenders
who can't atford the fine are either sold mio slavery {for
minor crimes] or execuled {for crimes of violence), An indi
vidual of sufficient wealth can get away with anything as
loag as he can pay the fines. The ooly real cime i= bothering
the Dirdir, which they punish themselves by hauling the cul-
prit= o the Glass Box,

Life im Sivishe is harsh, boi people do find fme for
amusement. The most popalar enterimnment 15 the dily
races, A dozen men compete, camying glass globes on long
poles. Whoever gets his globe intact to the finish line wins the
race. There are no fouls, so the races are bmital #ffairs in
which combsar skills are as important as speed. The most suc-
cessful mcers tend 1o be very fast or very wough. Fans gamble
huge sums on the races, and bookmakers sometimes try o fix
the resu’ts by intmidation or poscoing

Beligions in Sivishe are many and varied, There are
doezens of temples, emphastang self-ubasement and practical
resuliz. Worshippers generally pray for some way > escape
the misery of life v Sivishe, Certan cults have complicued
doctrines with esoleric metaphysical jargon, appealing o
those with 4 smattering of edecaton. Others have a refresling
simplicity: the believers make the proper signs, give a cash
doenation, and get a blessing. Mo fuss, no wating.

HUMANS OF TSCHAI




LANGUAGES

U Techa there are onlv six dif-
ferent languages: Poumic, Old Chasch,
Blue Chasch, Dirdir, Wanek chimes,

Thehai
and the common human tongue, i
Humin servants of the alien masiers
speak the common tongue, which is Vi .

extremely convendent for ravelers,
Local habits may be unfamilizr, bt
cveryone speaks the same language.

THE COMMON
TONGUE

All the human: of Techa speak
the same language (Tschaian] with
remarkable uniformity. Adam Reith
beamed it from sieppe momads and had
oo difficulty communicating with Yao,
Lokhars, Prumekin, or Khors, The
first groups of humans browsh from
Earth were small, and presumably all
spake the same langusgre. Smee their
armival, there has bezn no opporhsmity
for isoluted groups o develop their
own language.

There are some “secret  lan-
guages” spoken on Tschai, usually by
members of cults of secret socicties.
These languages are either arificial
(usually tollowing the same grammar
as the common WNgee), of ele are

Alne

Yaga
Managa
Murwai
Tix

SOME TSCHAI
WORDS

Numbers

Days of the Week

4 dblSla Clel e ThL v ALl RlL =
tudes shout letting humans leam their
speach. Old Chasch and Blue Chasch
teach Chaschmen their language as pan
af the hoax that humans are rebom as
Chasch, Dhirdir permit Dirdirmen (o nse
their lamguage, and fluency in Dardir is
a badge of stams among higher-casie
Dirdirmen. Especially  pretentious
Immacilates speak only Dirdir among
themselves, and sometimes affact no oo
understand the anguage of “sub-men.”
11 15 unwise to assume a Dirdirman is as
ignorant of the common language s he
BCCIMIS,

Wanek amd Prume have almost no
human speakers. The Wanek chimes ane
incradibly hard o leam, and the Wanzk-
men jealously gueard communication
between therr masters and other races.
Any human other than a Wanekman
who knows more than a few symbols
may wall be thrzatzned or even assassi-
nated by Wanekmen. The Poume keep
their spoken language secrel, even from
the Poumekin, altiough Pnumekin do
learn the writien form.

The attitudzs of the abens toaand
Tschaian are smilarly varable. All
Pnume learn human speech — and as
mary other longues as they can — the
better to eavesdrop on others. Many
Drirdir and Chasch know the human lan-
guage, though Chasch often pratend nog
o, Wanek never leamn other languapes

Englishk
Swaord
Father
Muother

derived from alien languages. In no
caze are they “native tongues™ for any-
o on Tschail. Even among the Dirdirmen, Chaschmen, and
other human servanls of the alien mesters, the common
rongue is what humeans speak amorg themselves,

The languape of Tschai 15 unlike any Earthly tongue. It
is symtactically regular, made difficult by a large number of
terses, moods, and aspects. For humans from Earth, the lan-
guage of Tschai is a Mental'Hard skill to leam, and the
reverse would be true for a person of Tschat stadying any of
Earth's languages

The single human tongue on Ischal does seitle one
ancient guestion = communication is nof the key 1o univer-
sal peace. People of Tschai can communicate with each
other easily, vet the planer has a lasiory every bil as bloody
as Basth's,

ALIEN LANGUAGES

A fraction of humans speak the languapes of the alien
masters. Knowing an alien language can be highly useful. Mot
only can one act as an interpreter, but two speakers can use an
alien rongue as a method of secrel commonmication,

at all.

The language of the Dhrdir is a
Hard zkill for humans, and the heman language is likewize
Hard for Dirdir, Blue Chasch, Old Chasch, and Wanek are
“Wery Hard skills. Humans canmot pat mone than four char-
acter points into either Chasch language, and only Wanzk-
men gel o learn Wanek The Wanek can leam the wriling
of ather species as Very Hard skills, bt they can’t learn
other spoken longues al all. Poumic would be a Hard skall
if other races could learn it, bat the Poume do their best to
mike that impossible,

RELIGIONS AND
SUPERSTITIONS

Hehgions of “Ischal are mumerous and diverse, a paich-
work of local tribal faiths and cults combined with a broad
sreak of superstition. It is possible that the alien rulers of
Tschai discourage the growth of religions movements whach
roight unite humans and make them hard (0 manage
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demeons, b be placated or kepe away by the mteals of the fanth.
Perhaps the humans of Tschai find this kind of belief satisfy-
ing becanse they have lived for thousands of years at the
mercy of powerful nonhuman beings. Many gods of Tschai
are monstrods or inhuman in appearance.

The three religions of Tichai about which Adam Reith
was able to learn the most are the worship of the moons, the
Female Mystery Cult, ard the quasi-religious Sociely of
Yeaming Refluxives

At the far end of camp Reith
found an enormous machine mounted
on a fruck: a giant catapult with a
thrust-arm fifty feet long. A siege

engine ! On one side was painted a
pink disc, on the other a blwe disc:
reference, so Reith assumed, o the
moons Az and Braz.

— City of the Chasch

AZ AND BRAZ

O of the widespread religions on Tschai 15 the worshap
of the moons, Az and Braz. It is practiced by the nomads of
Footan and has many adherents among smlors, who have car-
ried it to all parts of the world.

Moon worshippers believe that the moons are divine
beings as well as celestial bodies. According to the doctrines
of the faith, humuns originally lived on the moons. The pink
mcoen Az is a realm of perpetual bliss and spiritual perfection,
T'hez blue moon Braz is the abode of evil, a place of eteal tor-
meent for the damned and the home of demons. MNights when
Braz alone 15 visible are considered ill-omened, bat waorst of
all are the times when Braz eclipses Az, all the evil spirils can
roam freely, and humans muos: wse profective rituals and sym-
hols 1o keep evil al bay.

Long ago, acoording to the priests. the two moons collid-
ed, and thousands of humar souls fell w Tschai, When a
moon-worshipper dies, the mbe's judges decide if his soul
should returmn o Az or 1o Braz, based on a number of Ffactors
- the deceased’s lifie and marmer of death, his faith and sup-
poet. of the judees duning life, and how well-regarded e was
by meembers of the iribe, Picus people always go o Az, as do
popular mdividuals with powerful frends. Those who did
evil, openly scoffed at the judges, or died in a disgraceful
manner go b Brax,

Cnce a person's fale iz decided, the body is cooked o a
fine poewrder, which is mixed with animal blood and molded
il a cake. The cake is lashed 1o the head of a huge catapalt

LLRLE L LB LSS N R L L EE LR R LI LR hh.}' LRI LG 'IIL'_III LA LN ]
15 overhesd. The judges conceal a firework shell inside the
cake of ashes, so when the missile reaches its greatest height,
the watchers below see o burst of colored fire, sssuning that
the =oul has reached i= proper rewand

THE FEMALE MYSTERY CULT

The Female Mysiery Cult is an ancient and bloodthirsty
religon practiced in secret all over Tschai. Iis cemer is the
Seminary of the Female Mystery, near Fasm Junction in west-
em Kotun. Only women may be devolees of the cull

The doctrines of the calt are a weird combinstion of pari-
tanical asceticism end bloody fertibity ritwals. The cult’s fun-
damental belief is that the creative power in the universe is
fiemale. The adherents of the cult have gradually denived a
dualism: female is good, male iz evil, leading inevitably o the
idea that sexmal relabons befween men and women are evil.
The: current Female Mystery Cult places a premium on vir-
ginity, and helieves that youth, beauty, and most forms of
pleasure are inled by association with men.

Members of the cult practice what they preach. Mamy
live in remeole seminaries, where they nporously avoid all
forms of pleasure. They shave their heads and mutilate them-
selves o destroy any trace of sexual atrsctivensss, and uze
similarly groesome means o ensure their contineed chasiicy,
They dress simply, in black robes amd red shoes.

It iz surprising that the cult manages o atiract any mem-
bers at all. But many women spend ther hives as lithe better
than slaves; some s2e in (he Femnale Mystery a vindication of
all they have endured. The cult attracts women with good nea-
som 0 hate men, and who have litlle pleasure in their lives w
miss. There are abous S0HK) cultsts moall, ving m halt a
dozen remole seminanes, secrel urban chapter-kouses, or as
iribal witch-women on the steppes. Adam Heith's visit to the
main cult center resulied in a temporary drop i membership,
biat the survivors are cven more fanatical atterward.

The Seminary of the Female Mystery

The center of the Female Mystery Cult i= a remote moun-
tzin stronghold near Fasm Junction in the Dead Steppe of
Eotan. The Seminary of the Female Mystery occupies an
irregular flat valley a quarter-mile across, surrounded by crags
and cliffs. An old ravine entering from one side 5 fillad by a
four-story building of meassive stone bocks; around the edges
of the valley are sheds of tmber and wattle. One side of the
grounds is occupied by a raised stone platform, surrounded on
three sides by a two-story building to form a stage. This 1s the
seene of the cult’s dreadful Rites of Clarification

[he seminary is horme to about 2060 cultists, who support
themselves by temding small farm plots in the nearby moun-
tain vallevs, They trade in some of the nearby commumnities,
selling curses, amulels © ward off love, and hand-knited
woolens, They also rob and murder passing travelers. The
simple lives af the cultizis allow them o amass 3 substantial
treasury, which they spend every three vears on the costly Rite
o Clarification.




e Kife of Clarificalion

Once every three years the cult conducts the great and
readful Rite of Clanficanon, This ssdistic extavaganza
emonstrates all the cult’s doctrines in graphic terms. For
pare than a vear before the Rite, the priestesses are busy mak-
ig preparations. They purchase dozens of male slaves and
end out 2 team of toueh, determined women to find the most
eauliful female virgin in the world. The searchers spend
ponths looking for a candidate, often venturing ovensess in
eir guesl,

Crala events were in progress.
Flames from dozens of flambeaux cast
red, vermilion and orange light upon
twe hundred women who moved back

and forth, half~dancing, half-lurching,
in a state of entranced frenzv.
— City of the Chasch

Daring the Rite of Clarfication the priestesses wear
nly black puntaloons and boods. The male slaves are tor-
pented and degraded in various ways, Music comes from a
ind of organ consisting of male singers, who are scorched
v jets of fame when the crganist wishes them o sing.
‘maciated clown men with bleached skin and painted eye-
rows caper grofesquely and defile themselves before the
prroving pricsiesses. Androgynous mimes act cul scencs
[ men oppressing women, aad women rebelling and pun-
shing their oppressors. Each “act” on the stage ends grimly,
& burly priestesses seize the men and sulfocate them with a
ransparent membrane over the face, Drugged smoke keeps
1 men guiescent.

The high poant of the Rite is especially horrid. The cho-
=n female virgin is locked in a cage of glass rods; then a bugs
liot man, maddenad by drugs and various torments, is tumed
et on the stage. As the brute struggales to open the cage. the
riestesses greel the victim's shrieks with cheers. When the
retin finally gets in o ravish and kill the girl, the audience
oes inte @ frenzy, slasghtering all the emaicing capiives
vith their bere hands. The cultists beheve they are literally
cesested by a divine power of this poind; the bael period of
rriastic release mukes vp for vears of repressed desires.

HE YEARNING REFLUXIVES

The Socety of Yeaming Refluxives (also known as the
edeemers) is aquasi-religious orgamization centered in Cath,
iriginally the Society wis o rational group of scientists inter-
sted in contacting the supposed home planet of humanity,
Vhen their efforts w signal Earth brought 2 devastating atiack
1 which thousamds were killed. the Scciety went under-
round and declined mto a pseudoscientitic cult.

AL AR JSChal Weurs &, a colene of  LAnmmen
were expelled from the academies al Eliasir and Anismna
for the crime of “promulgating fantasy™ — namely, that
humans are ool nanve w0 Tachal, nor are they descended
from half of the Primosdial Egg. Since these men knew the
true origin of humans and even which star 1o beam their sig-
nals af, it seemms Lkely they came across some records of the
Dhrdir expeditons o Earth.

The exiles settled in Cath, which was an advanced
country without much Dirdie influence. The ex-Dirdirmen
may have hoped the proximity of the Wanek would Eeep the
Darcir from taking any action against them. They estab-
lished a philosophical organization, the Society of Yearming
Refluxives, dedicated o establishing contact with the home-
world of humanity and pechaps someday returning there.
For a few decades the Eedeemers attracted many of Cath's
bsest minds and was very [ashionable among the elte Yao.
Cirzat bords dionated large sums to support the Refioxives”
projects, and there was greal pride and optimism as the
antennas were completed and switched on, sending a pow-
erful radio signal at an invisible star which the Refluxives
maintained was the original home of the human species.

The resull was a ruir of missiles which destroved the
Iwo mosl important cifies of the Yao, Most Yao blamed the
Dirdir, though it was in fact the Wanckmen who launched
the amack. However, the people of Cath reserved their great-
est hatred for the Society of Yearming Refluxives.

The Society went underzround, sdopting a cell svstem
and meeting in secret. Those who had supporied it publicly
rencunced the connecton, and the few who dared reman
loyal were hounded out of public life. It became ime-
desmubly unfasheonable for anyvone in Cath to adhere to the
doctrines of the “culi,” as it hecame known,

Crver the past century and a half, atitudes have sofiened
a lile, The “culi™ = no longer actively persecuted. Mem-
bers discreetly advertise their meetings, and sometimes even
dare 10 recruil new lollowers, They are still wemibly unlash-
ionable, but nowadays the “cult” 15 considered more ridico-
lous than danperous,

Mor are the peaple of Cath far wrong — the Society of
Yearming Eefluxives ros become thoroughly rdiculous,
Crver decades of persecution and public scorm, all but the
mest Fanatical members fell away, and the remzining core
became highly mystical in their beliefs, Today the Yearning
Refluzives believe that Home (their name for Earth) is a
world of bounty, with golden mountains crowned with
opals and forests of dreams. Instead of trying o signal by
radio, the Yearming Refluxives have imed (o elepathy, iry-
ing to broadcast thought-signals to the Human Magi who
inhabit the homewocld. (The fact that telepathy is unknown
among humans on Tscha doesn't scem to matter) They
believe that once the Human Magi become aware of the
plight of their lost hrothers on Tschai, they will it across
the hight-years in an instant by means of therr mental pow-
ers. All whe have kept the faith and believe in the Society’s
doctrmes will be taken off w Home, leaving the unbeliey-
ers to suffer on Tachai.




The members of the Society are not a very Impressive
wunch, They are mostly crackpots, socially inepl. pullible, and
ol very hright. Most are members of the ower middle class
vho have been unable o kesp up with the constant strugzle
or starus in Yaoe society, A few are from decayed noble fami-
ies. The Yearmng Befluxives attract most of their new con-
ez from foreigners, since they don’t share the vao disdain
o Lthe Society.

I spaceships from Earth do ever land on Tschai, the
earming Reflusives are likely to be disappomted. The diplo-
mats, explorers, and scientists of the Federal Space Service
re hardly the all-powerful Human Mag of the Society™s doc-
rinzs. The Yeaming Reflusives might depounce them. A few
snatical Refluxives might sven try 1o assassinale visitors
rom Eanfi, Cunning aliens like the Chasch might begin
ichively promobng the Yearmng Fetlogives in onder o dis-
redil the whole notien of contact with men from Earth,

JTHER RELIGIONS OF TSCHAI

In the sophistcated coliure of the Isles of Cloud, reli-
rions come and go with greal frequency, driven more by
wshion than by faith. One recent s2ct there was the Pansog-
malic Onosis, which was fairly populsr becawse it only
cquired a worshipper to recite the litany once a day. By con-
rast, Tuelanics mvodved lofs of memorizing and never
ttracted much of a following. The Convocation of Souls got
| mixed response; respectable middle-class families thowght
he pricsts were far oo familiar, but many of the older adbes-
s enjoyed the aftention

In Murgen, they follow a businesslike religion, paying
sizable tthes o the poests, who take all responsibility for
appeasing the god Bisme, Like many religions of Tschar, the
people of Murgen are more concerned with averting divine
attenion rather than communicating with the gods.

The creation myth of the Zsafatbrans maintains that
humans are the offspring of the union of the sacred Xyxy] bird
ard the sea-demon Bhadamih, Az wath meost things, the
Zzafathrans don't take their mvths very seriously. Sall, i 1s
unwise w kill a Xyxyl bird in Zsafathra.

Demaons

The people of Tachai belicve m all kinds of demons and
mitlevolent spinits. I is probably safe o say that demons 2e1
more grenfion than any gods do, though in some cascs i is
hard 1o tell the difference. Demons are rovtinely invoked in
curses, and there are many riluzls o repel or propitiate them,
Some demons are garbled remnants of pods from forgoten
religions; others may be based on real alien races which hewe
vasited Tschan in the pes

Demaons and devils invoked by humans of Tschan inchude
the demon Harasthy, the Pourme’s First Devil (and presum
ably other Prume devils), Bevol, and mine-headed Sagoniao,
Depencding on the believer, demons either ive on the blue
moon Braz, bencath the sea, or invisibly among men. Under
the ground is nod a common place for demons or depaned
souls in Tschal mwvths, hecanse the subsurface world s of
course the domain of the Prumse,




PHILOSOPHY OF A
CARAVAN-MASTER

“Ewl'? Baofion loeghed sadly, “On Tsohei

the werd hai no meaming, Events exist — or they do
not exist. If a person adheres fo some other svsiem
e Rimsell will swilily cease fo exist - oF ele
becomes mad as a Phung.”

- City of the Chasch

DAILY LIFE

The customs of the people of Tschal are a strange mix of
the familiar and the bizarre, Since they must satsfy hasic
humun peeds. many aspects of their hives would be perdfectly
tamiliar to anvone from Earth, On the other hand. the unusu-
al environment and the presence of several powerful alien
races has crealed some very sirange habats indesd.

While there is great variation among Tschai’s cultures,
they can be penerally growped into primitive TL2 wocweties,
more widespread TL4 culiures, and a handful of advanced
TL6 groups. The TL2 societies are mostly small tribes m
remoie regions, like the jungle dwellers along the Tinga river
i Charchan ar the Marshmen of Kotan. They often leck
meztal tools and draft animals, bot are classed as TL2 because
they do understand the use of sech things even if they are nodt
availablz. The most common technology on Tschai is TL4. In
all wwhan societses the technology of daily life on Tschai
resemblzs tha: of Earth in the 18th century, Even among the
Chaschmen, samenities like running water or electric light are
ot available, Finally, a few culiures are TLS, hke Cath or
places under Dirdir influence like Sivishe, They manufaciare
modoe viehicles and have some of the basic modem cormifons,
but other conwvenicnces are uncomnmon. The aliens have
whalever advanced devices they want, but humans can’t
afford them.

ENTERTAINMENT

Life on Tschan may be difficult, but that doesn’t mean
poople don't have fun. Most entertainment is the work of itin-
eranl perfformers or s homemace.

Music and Dance

The humans of Tschai zeem o be very musical peogle.
Mearly every culiure has its oam sivbes of music and charac-
tenistic insfruments, Among the Yao, gongs and drums are
usad o produce a sound which Temruns might find similar to
an Indonesian gamelan ensemhle. The Lokhars add concerti-
n& i the percussion, Blsewhere Adam Reith saw fuizs,
lules, and long glass tubes bloam like hottles.

In Sivishe, a synihesis of human and alien musical styles
he produced a subtle and complex form. The insruments

HUMANS OF TSCHALI
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lum-wrapoed cones, which the musician rubs to produce low
brassy tomes; vertical wooden tubes with sinngs sel across
slofs to produce twanging resonant scunds; wooden slide-
homs vaguely resembling trombones; and batleries of 42
drumis ranging from pillbox-sized to vast kettledrums, Muosi-
cians of Sivishe use these instruments w play simple
mebsdics over and over agsin. Al each repefition they intro-
duce subtle vanations, so thal over Ume the endre picce
changes and evolves.

blusical performances are often accompanied by
dancers. Women dancars are often considered little better than
prostitutes, and in bowdy establishments they do lascivious
dances wearing litlle or no clothing. More “artistic” dancing
is the preserve of men. Among the Yao, for example, a style
of “gait-dancing” has developed. Men siride sinvously back
and fowth m time b0 the music, in what looks like a hybrid of
milifary dnll and tango moves,

Games

For quicter amusement, people on Tschai are fond of
games. They play a form of chess on a board of seven by
seven squares, using 10 pieces on each side, As in chess, each
pece can only move and caplure in cerlain ways, but there 15
the additional complication that certain pieces can only cap-
ture certiin others.

Cards are also known on Tschai, though the deck is
entirely unlike those of Eanh. The Tichai deck has four suits
and fovr colors, with four cards in each color of each suil, for
atolal of &4, Unlike Terran card games, which rzly on a ran-
cdhoam order of the deck, card playvers on Tschan are permatted o
arrange the cards, and each game has dozens of preferrcd
“stacking=" which can be employed.

There is also a very complicated game called Az-Braz,
played with a red-and-blue disc and small numbersd chips.
The rales by which one can take or give up chips change
depending on whether the disc 15 red or blue.

Az-Braz and card games are wsually playved for money
Crambling of all kinds 15 common and popular on Techai. Any
sorl of competition attracts befling — races, combats, even
full-scale battles. Among the Yan, duels berween cavaliers
always atiract gentlemanly side-bets, though it 15 considered
por form tor the actual combatants o place hes.

FOOD AND DRINK

The cuiznes of Tschad are likely 1o seem very strange and
cven a hittle alamwing to a wsitor from Earth. A few familiar
food items made the mp from Earth ¢ Tschu: Adam Reith
saw lemtils, breads which appeared 1o be made of wheat floor,
ad a fruil which might have been a kind of grape. But the
majority of foods on Tachai are native plants and animals,

Pilgrim Plant and Watak

The most usefal food plant on Techad is the palgnm plant,
which grows just about everywhere, [t 15 casy to overlook: a
Low weed with small white globules growing along ti= stringy
stalk. But the globules, called plgrim pods. are extremely



grim pois almost indefimitely, although the tasle is biand and
soon becomes monstonous. Cooks on Ischa use pulgnm
podds in everything from stews 1o bread. They fill a rode much
like potatoes on Earth — a simple, filling, starchy food.

Almeoet as wselul to travelkers 1s watak, which grows in and
regions all over Tschai. Watak planits look ke clamps of tough
black gress, about knee-high. The plants themselves are tough
and inedible, but their roods store a5 much as a gallon of watery,
acrid-tasting sap. When crossing a dry steppe or desert, watak
can mike the differsnce between life and death. However,
drninking too much of the sap can be dangerous. The plant con-
fains a tokin which can cavse deafness. Each week that some-
one drinks a quart or more of watak sap a day, he must make a
HT rell (o avoid hearing boss, A TLE filiratioa canieen can
remove the s from the sap, leaving it safe to dnnk

The fact that bath pilgrim plant and watak are 20 wide-
spread and 5o useful sugpests that they have been delhiberate-
ly planted in desolate regions of Tschai. The most likely
candidates for doing this are the Prume, but if is concervable
that some bygone race scatiered the two plants a8 an aid o
ravelers. It is even possible that the pilgrim plant is the prod-
wct of peaetic enginesning, If 5o, it might have other effects on
those whio live an it

CLEANLINESS

People on Tschai don’t keep 88 clean as people
om Earth €0, That's not surprizing on a planet where
few humans have running water and soap is
unkrown., In colder climates, the people simply
don't bathe at all, contenting themsebves with wash-
ing their faces and hands n scented waler. Where
the weather is warm snough to allow one to bathe

withoul freezing w0 death, people scrub with a mix
of nil, sand, and ashes (much like the ancient Greeke
and Bomans ), then nnse off.

When the fechnology i available, as in major
cities, there are public baths. These are wsually mod-
est affzirs, where a sequin will get the costomer &
room, a tub full of water, a bowl of scrubbing mix-
ture, and = towel, Most people on Tachai value their
privacy, so communal bathing is very uncommon.

Staples

The most common food is a coarse groel, made from
either wheat or pilgrim-pod. Depending on the region and the
chet, it can be almost a soup, or 25 thick as oatmeal. The hasic
pomidge is faidly bland, bul when possible the people of
Tschai accompany it with spicy conserve or pickles.

Another commaon dish is scup, which is especially preva-
lent where samitafion 1= poor and the water 15 dimgerous o
drink. Simmering soup getz nd of mosi disease-carrying
organisms. Soups are usually accompenied by coarse bread.

Those with money can get much more interesting dish
&5 on Tichal, however. Some are familiar enough — pancakes
heaped with shredded mest, for example = but others are
distinctly exotic. Pickles are a very common item on Tschai,
and pickling is an entire branch of cockery wnto itzelf, Both
meats and vegetables are pickled. In his travels Adam Reith
had pickled reed-walker, pickled ferm-pod. and pickled bark
in broth.

As usual Reith
could not identify what

he ate, and did not care
to learn.

Meatz are oftea heavily spiced, which may be the result
of poor refngeration. Some chefs fwm this info a virue, fla-
voring meat with Nower petals or tuming il into strongly fa-
wored sausage. Fish are often salied or pckled. Insects are
enlen almost everywhere, smoked, made into paste, of raw.

Completely absent from the Tschai diet is milk, or any-
thing made from milk. The natve ammals of Tscha are not
mamimals, and the Dirdir didn’t bring any herd animals from
Earth. Once o buman infant on Tscha stops nurang, he'll
never have milk again, People of Tschai are probably lacose
intcderant as adults. They use ammal fa for cocking and

spresd their bread with nut paste, jelly, or a kind of pieé.

Wine and Beer

Since they don't have milk and often can't trust the water,
mos! peopke of Techai drink a lot of aleoholic beverages. Beer
15 the most common, if only because 1t 15 easy o make. Feo-
ple on Tschai drink their beer cold from stone jars or serve i
hot. To a Terran it has a sour taste, often flovered with spices
or flowers. Since hops (the standard flavoring for heer on
Earth) aren't prown on Techai, a visitor might find the taste of
beer there very stramge indezd

Wines are also common, and are apparently made from
grapes. The wines of Tschai compare very favorably with the
best of Earth's vintages. Whites are the most common. Adam
Reith hod some very woft and delicate-flavored white wines,
some tingly ones resembling champagne, and o few harsh and
asinngent ones,

If vou have wine and a little ingenuity, 1t 1sn't bard o
rake harder liquors, On Techai, distilled Lguors are refesred
to as “distillation.” Distilled liguors are expensive and not
VEry comoeon, and aren’t as strong as whiskey or vodka, Dhs-
tllatiors are more like fire old brandies, and are consumed by
connodzsenrs, nol people looking for a cheap dronk,
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e are a rew DEVErages which arcn't alconmic. 1eds
e made from vamous herbs and florvers. They range from
nsipid to acrid. A few teas are made from imoxicating plants
- pepper-tea is a mild narcotic. Caffeine doesn't occur in any
alants on Tschai, s0 Terran coffee addicts will have w bring
iloag an adequate supply of beans,

The soup, the bread, the
pickies: all be skarat-flavored,
and if we did not use them of
purpose, they'd infest us o

the same effect, so we make a
virtue of convenience, and think
to enjoy the taste.

— Innkeeper, The Dirdir

—

CLOTHING

Many disinctive outfits wom by men of Tschan are
described wath the specific cultures and peoples. IF any clogh-
ng can be called “stondurd”™ on Techad, 1t s probahly the out-
it Adam Reith wore during most of his adventures: loose
rousers of brownish-gray canvas, a shirt of homespun linen,
ind a black short-slecved vest, Dvessed like that, a person can
ro almiost anywhene on the planet withoul attracting attention,

Textiles availablz on Techai inclide linen, silk (not true
alk. bul an exremely similar Dber made by native insects),
wood from pative animals, leather, and felr. Mamy dyes and
olonings are known, and fabrics can be found in all shades,
Arighily colored silks are among the few human-made irems
wvhech the Dirdir buy in guantity. Synthetic fabocs are
xtremely rare; only the Wanek and Wanekmen wear them.
Any high-tech fabric like nylon will attract a gond deal of
watice, ard most people will sssume it 15 alien-made.

Though the Yao are probably the most particular about
maching garments to status, i & e that in most places a
werso s cliching indicaies a ot abowt who he is. The notion
of “dressing down™ is unknown, A siranger is likely to be
udzed by what be wesms, =0 Termen explorers disguised in
ample waork clothes. will get all the reaction modifiers I'ur
omenns of low wealth and status,

Cleaning clothes is a difficult and time-consuming
wrocess in most societies on Tscha, Clothes are clesned by
wiiling them with boras, Most pecple don™t hother, content-
ng themselves wilh brushing off their clothes and sprinkling
hem with scent to bide the smell. Rich people buy los of
lothes, poing through o dozen cutfits in & vear.

HUMA

TRADE

The varicus peoples of Tschai condect a fair amount of
trade, both among themselves and with other planets. Cul-
tures on the planet exchange vanous foodsulTs and manufac-
tures, while the Dirdir and Chasch both ship raw materials
and poods from Tschai back w their homeworlds for
advanced technology and lusuries

The chief cbstacles (o trade on Tschai are the generally
poor quality of the infrastructore, and the planet™s fragment-
ed and amarchic politics. Very few countrics have paved
rods = Carth = ane notable exception — and things like ral
roads are even more scarce. Trade moves by caravan or
boat, so regions far from easy waler (ranspor are underde-
veloped and poor. The steppzs of Kotan, for example, could
be a breadbasket cn the order of the Ukrune or Kansas
given adequate ransperieion,

The lack of rapid communicaton makes it impossikle for
traders t knevw what prnice to expect or what is in demgnd in
distant places. Traders on Techa load up a shap or a caravan
with whatever they can get cheaply and think will bring a
good price, and then take it far away 0 sell. Sometimes they
choose right and make a foriune, but more often they barely
break even.

Tschai's multitude of governments and ribes don’t make
trade easy. There are teriffs, transit fees, and bribes 1o pay in
the advanced societies, and elsewhere banditry and raidmg
are a constand penl. At sza one must contend with pirates,
some of whom are supporied by coastal towns o protect their
own trade routes.

Given the difficulies of moving goods on Tachad, it is
only logical that traders tend to specialize i relatively
portable, high-value goods. Omly i Cath and in the Dardar-
contridled portions of Charchan and Kislovan is there large-
scale commerce in bulk products like ore and gram.

SEAFARERS OF TSCHAI

The lack of good roads makes sea ravel the mos effi-
cient amd rapid mzans of ravel for humans (except foo air-cars
and flving plasforms, but those are too rare and cxpensive o
ws= for hauling frzight). Ships on Tsched are a srange miciune
of technologies. Merchant ships are usually broad-beamexd
wionden ships about 100 fzet long, with high sterncastles and
elaborately decorated bowsgrits, much like the vessels that
plied Euarth's sess in the days of Columbus and Magellan.
However, these antique-seeming vessels often have anxiliary
engines — Wanek-made electric impellers driven by power
cells. They are likely o be anmed with epergy weapons of
samndblasts instead of black-powder cannon,

Since fow nations on Tschai are wealthy enough 1o madin-
l&in a professional novy, there are very few purpose-bult war-
shups. Most ships are merchant vessels with ample room for
cargo. In wartime they may be fitted out wath extra guns and
sail as privateers. The only actual wwarships are those owned
by prrate bands and the small navies of Cath and some port
citics. Warships are long and namow motor-galleys, using




Ers most of the [ume M SWinching o elecinc
impellers i battle. They carmy rams and enerey guns,
bt the primary tactic is bearding the enemy ship.
Consequently, warships carry large crews compereid
o merchant vessels. A (yvpical merchant ship might
carry 12 o 20 men, but a warship the same see
wintld hawe 50 to 100,

Sailors on the seas of Techai are mech like their
counterpans durdng Earh's age of sal. Ships are
often crewed by a stantling mix of natienalitics and
racial tvpes, so thal a vessel sailing the Schanizade
Cicean may have a crew of Lokhars, Thangs, Coad-
ars, and Hadaijhans under a Yao captaim.

Pirates!

Piracy is common on the seas of Techai. Many
merchants are perfectly willing o attack and rob a
smaller vessel, and port cities like Coad or Kabasas
encourage their own ships o fight interlopers in order
i preserve their trade monopoly. [sland states like
Hedzijha or the Isles of Clond consider any passing
ship [adr game.

Pirates an Tschar's seas are rational businessmen,
ol berserkers. They don’t aliack ships which ksok

CARAVANSERAIS AND [NNS

A caravanserai 1% 4 depot and way station for caravans,
combining the functions of an inn, a warchowse and a hoge
stable. On the steppes of Kotan, caravenserais ane heavily for-
tified and guarded foris along the caravan rowte. In ciiies, car-
avanserais are generally located on the outskirts of town, near
the market or the warehouse district

Accommodations at a caravanserai are scldom luxorious.
Rooms lend o be small, formished with straw pallets or woand-
irame beds of leather thongs. The cookshops caterng o cara-
van traffic emphasize bage portions of plidn. cheap food. A
good model is the quarters and cuisine at North American
ruck stops n e 1990s: moderue comforn, no mills, and low
prices.

Inne have o bat more variely i their kevels of service and
comfort. Cheap places may offer lirfle more than a cot or pal-
et in g common moom, witk expensive hotels offer every
amenify the customer can think to ask for — at a suitable
markup, of course.

Bdoar of the inns Adam Reith frequented had private bad-
roomms with onz or two beds, and a lunge common mom  for

zuests o eat and socialize in. Lower<class establishmenis have
iong tablzs with henches, finer places have smalier separate
rables with chairs. All inns serve food and drink.

Some inns, especially those run by the mpacious Thangs,
pose dangers (o the tavelen In low-class podms there i2 the fsk
of keing rebbed in the room while skzeping (some cheap hotels
are even buill with secrel passapes (o let the owners ship into
rocms ard rob the goests). High-quality hotels have a more
refimed technigue, offering msnad exira luxuries and services,
each with a hefiy surcharge that only appears on the final hill.

ton well-defendod, and they muach prefer to ingimi-
date their foes into surendening mither than subdue
them i a leng and bloody hattle. A typical pirate ship
carries a pair of heavy sandblasts or energy-cannoan,
ard some 200 or 3 pirates. The standard tactic is to
spprosch the tarpel ship and demand sumendes. I all
goes well, the victim gives up; the pirates leot the
ship of valuables and let the crew depart unharmed
(though pessengers may well be taken captive for
ransom or o sell as slaves).

If the target vessel puts up a fight, the piraes can
gel mean. Their whole basiness depends on mer-
chanis being willing o surrender when challenged,
and so they punish resisters harshly. They will use their heeyvy
weapons o knock down the enemy s masis and dizable his
ruclcier, and will rakz the deck with sandblast fire and volleys
of calapult dant=. As soon as the targel is immaobile, the pirates

come alongside and boerd. Meither passengers nor orew can
expect much mercy — the pirates will pumsh them for resis-
mg with all kinds of inventive torures and abuwse, and any sur-
vivors are certan W be sold as slaves.

What this means is that pirate attacks are all-pr-nothing
alfzars, The pirtes ry o pick on foes who won't fight back,
but once fighting begins, hoth sides are locked in a battle o
the death. Merchants ry o look as well-armed and tough to
heat a5 possible, so that pirates will simply stay away,

The alien masters of Techai do most of their travel by air
(or by submarine, in the caze of the Wanek], and 50 are entire
Iv zafe from seabome pirstes. IF for some reason a Dirdir or
(Chasch did wish o travel by sea any pirates who did afack
them would be subject (2 devastating reprisals,

Sometimes the crew of a ship will decide o rob their ren
passengers, and either blame pirates or simply deny the vic-
fims ever came aboard ar all, As with piracy, the best defence
15 o look sufficiently intimidating &0 deter anv atiack. Since
merchants who rob their passengers can’t afford o leave amy
witnesses, victims of this kind of piracy are liable 10 wind up
tied to @ ballast stone somewhere an the bottom of the sea.

The crew trimmed sails, coiled
down lines, then unshipped a clumsy
blast-cannon, which they dragged
up to the foredeck.

Reith asked Anacho, "Who do
they fear? Pirates?"

“A precaution. So long as a cannon
is seen, pirates keep their distance.”

— Servants of the Wanek
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(CARAVANS OF TSCHAI

The only way to move passengers and goods across the
steppes of Kaotan is by camvan. The steppe tnbes are strong
enough to siop any small party of ravelers, and could easily
rp up or block a rail line. Consequently everything going
across the stepoes has © be loaded into big wagons o modor-
dreys and carried over kand.

A typical steppe caravan has 60 ar 70 huge wagons, each
50 feet long with six 10-foot wheels. About half of the wag-
ons are motor-drays with electric motors; the rest are pulled
by teams of a dozen pull-beasis. There can be up o S0 peo-
ple in a big caravan — teamsters, [lanth guards, cooks, famriers,
merchants, and paszengers. There is a commissary wagon,
where the caravan cook and his helpers prepare tood for the
enlire company, and enferaners often travel along o pick up
money from their fellow caravaneers at might.

Maturally, such a rich store of goods and poteatial slaves
is empting for the steppe tribes, so caravans must be well-
guarded. Usually a zsixth of the wapons are gun-carts, armed
with four heavy sandblasts or Chasch montars. In addition. a
dozen or 5o [lanth scouts mounted on leap-horses fde ahead
and to the sides of the caravan, watching for raiders. When
attacked. a caravan tums into & temporary fortress — the wag-
o circle abouat, with the bigger motor-drays and gun-cars
on the outside and the pull-beasts and ather livestock inside
the circle. The gunners keep up a steady fire against the
attackers, and the llanths remain mounted, ready to ride oot
and counterattack.

W RED HNe Laresn UiiasUn are DEIE ageresslvie, Or i e
sieppe trikes have formed a strong confederation, two of
TIeare CHravans may joan ogether into a huge force capable of
handling any foe, The chief dasger o a caravan on the
steppes 15 that the nomeds may gel some heavy weapons
capable of dizabling the wagons, Since a caravan can'{ afford
to get stuck an the steppes. disabled veucles muost be aban-
doned. Oceasionally the nomads get lucky and catch a cara-
van unawares, of set an ambush and caich the wagons
crossng a nver. About one caravan a vear falls o the steppe
tribes, cut of perhaps 3 score of caravans which set out,

The dream of every siepoe-tribe leader 15 1o catch a
caravan by surprise and capiure all the wehicles and
weapons intzct. With the fircpower of a whele caravan,
raiders could take on other caravans in open battle and even
capture fortified depots. This has happened many times in
Ticheai’s history; either the merchants combire and semd sut
a strong punitive force, or the caravan rade shuts down for
o decade or 30 until the nomads have used up or broken
their stolen weapons,

MONEY

The standard wnit of currency on Tschai 15 the seqguin,
Sequins are disc-shaped crystals, approximately half an inch
aross end less than a quarter-inch thick. They are made of a
hard. glassy substance which forms naturally in depozitz of
radioactive salts found anly in the soil of the Carabas (see
p. 6l). Sequin: come in eight different colors: clear,
milk-white, pale green, sard {pale blue), blue, emerald, scarlet,

Each node contains exactly 282 sequins,
Nobody knows why the number is constant, but
it iz assumed 1o be an effect of the crystalliza-
tion process. The youngest nodzs are the lowest
in value, and naturally the areas closest o the
entrance have the fowest rich podes,

When a searcher discovers a sequin nods in
the Carsbas (see p. 62), roll 1d to desermine its
age. [t akes 23 years for a node to develop from
all whites to all purples, but most get pickod up
well before they reach maxmmum value, Add 1
to the age toll in the Hills of Recall, and 2 in the
South Stage.
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1 milks are the most common. One parple sequin is worth 100

ear or white ones, o scarlet 1s worth 50, an emerald s worth 20, PRIGES DF

COMMON [TEMS

bl 15 worth 10, a sard is worth 5 and a pale gresn is worth 2,
lzars and milks are equal n valwe.

For convenience, sequins are oflen glued w strips of I::rl:l_i"rl'tl' Clothing:
r paper it scis of 10 Otherwise they are camed locse, hke omrs. Work clathes 5100
ince sequins are guile predy (especially the brilliant scarlets and Underclothe: )
prphes), they ane sometimes used as jewelry or as Secorabions on Sandals 55
othing. ; :
Sequins are almost impossible to counterfeit. The colors are Cormvan fars LG nolles
ian:jn..l:u and anvone on Techai can recogmze the true hues of Giuide, per day 30
a purple sequin, Presumably one could duplicate the forma- Hotel:
nn nr sequins with a suitable supply of radicactive salts, but Expensive $100night
nce il takes years for radisactive decay 1o transform clears into Cheap S3/night
urples, the eftort 1sn't worth the bother. -
I-I:"l"h: vilue of a sequin is approximalely equal to 31 in Warehouse nental 500 month
LRPY terms; prnces vary remendously and all transactions Bioats:
valve hageling, In this book, the abbreviaion § refers wo Powerbaoiat 5100
L7RPS dollars and sequins interchangzably. Rovarboat $50
For sums smaller than a sequin, the folk of Tschai use small Ships:
kens of ceramic or metal calied “hice.” Une hundred bice Sailing ship passage Siday
quals u sequin. Bice are minted locally in hundreds of towns and Small sailing ship, charter S30/day
Whe in @ great many styles and designz, generzlly about the Small sailing ship, purchase 5,000
ime size as o sequin, Becous: tere are no standard bice, they Small moder vessel, puschase £10.000
scome valueless if cne travels more than a day or so from the 3
lace they were minted, Prudent travelers should cesh in their Spaceships:

Space-boat S200.000

e for sequins, of else spend them all before moving on. Salvaed hull $1.000

/OB TABLE

wh ( Preveguisites |, Monthiy Income Success Roll Critical Failure
war Sins

rigand® (any Combet skill at 12+), 10 PR 33 and coplured
irane (any Combar skill at | 2+; Saifing, Boating, or Shiphandlng [2+), 530 x 1d lowest FR 3df3d, LT when ship sinks
ervan! (all attributes T+, S80 I -1i-15, LY
Fruggiing fobs

wraven Guard {(Riding 12+, any Combat skill 12+), 5250 lowest PR Lif2d LJ
rayman (Dwiving 124), $200 PR LX1d, LJ
huptso Mourtebank® (10 11+, any Mediczl skill 12+), 550 = 14 lowest PR -11/- 11, beaten for 2d
niertainer® (any Artistic skill 12+), $20 = PR PR =112
armer® (Apgronomy 12+, 5T [0+, 5200 12 -li-2, 1)
ailor (ST 12+, Sailoa, Shiphandling, or Boating 124), S0 12 Li2d, LY

py (1Q 12+, Stzalth 12+), $250 (W] Li12d, LI
vercge Sl

rtizan (any Craft skill at 144, 340 = skill Best PR-2 LY-2, L]
szassin (any Weapon skill, Poisons or Traps at 144+, $400 Worst PR-2 L1224 LT
lerchunt® {Merchant zkill 14+), 530 = PR FH-2 -lif-21

ea Captain (Shiphandling and Mavigation 14+, 5200 ' Worst PR-2 L12d LT
cchnician (W) |14, Mechanic or Electronics 144), $500 i) -ILd
omfortable Jobs

uccessful Merchant® (Merchunt skill 14+, af least $1,000 in capital), $60 x PR PR-2 -1if-2i

a0 Cavalier® (Stams 2), 5730 I 1d#2d

veel ity Johs

joblemar (Staras 3+, 52,000 Savoir-Faire skill 1d/-1 Status
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ALIEN CHARACTERS

Since there are scveral different intelligent species on
Tachai, plavers are not limited to buman charucters. Howev-
er. playing a nonhuman character should not be underiaken
lightly, from a desire 10 have the most powerful “combat
ronsier” in the party. The aliens on Tschai are tuly alfen, and
to play one properly reguires a player who can understand a
beng with very different thought processes and motvations
O the aliens on Tscha, the ones best suited for use as PCs are
the Dirdir and the Blue Chasch, Wanek are oo albien and
incomprehensible, Green Chasch can’t leave their hordes, Cld
Chasch are a reclusive and dying rece, and the Pnome cannot
b zeen by day.

Anvone wilth & nonbuman charucter should pul some
thought nto why this alien would associate with a bunch of
human adventurers. One possibility 1s o make the other char-
aciers members of the appropriate human servitor subrace. A
Diiredir gkt have loval Dirdmmen allies, ard o Blue Chasch
could command a party of Chaschmen. In that simaion, the
human PCs will have tobehave like proper servants, deferring
o their master rather them laking iniGative, and taking an
appropriate Duty or Sense of Doty

POWER. LEVELS

The Tschai novels are exciing space cpern adveniures,
with a doughty hero overcoming seemingly impossible odds
to gel home, To run GURPS adventures in the same mode,
GiMs should allow fairly high-powered characters. Tschai is
certainly a challenging ensugh environment to make 150- or
gven 200-point individuals appropriate. The powsr level
depends on what kind of campeign the GM wants to run. A
“sreet-level” campaign aboul the adveniuces of a band of

Tl T T T T i b T T e e
the characters were too powerful; TUH points 1= aboast night for
that. But a cempaign which will pit the PCs aguinst the Dirdir
in a hattle for the fate of an entire planet is best suited for more
formidable individuals — 200-pomt Federal Space Apency
scouts or even SN-point charscters in the mold of GURPS
Lensnvan or Black Ops.

The default power level for a Techai campaign assumes
player characters of 100w 150 ponts {aboat nght for o group
of Earth scouis or secrel agents). The templates below are
based on 100 points (with some exceptions). They can casily
b beefed up with extra advanitages or higher attributes if the
i is allowing higher-value chamciers

ADVANTAGES,
DISADVANTAGES,
AND SKILLS

Since the Tachan novels are well-known and widely-reml
space adventure novels, they form part of the “consensus rzal-
ity™ of most science fiction roleplaying campaigns. As o result
the existing GURFPS Space charscter creation roles are per-
fectly adequute for creating individuals for a Tschw cam-
praign, Some specilic issues are coversd below,

ADVANTAGES

Blessed, Clerical Magic, and Divine Favor

In all of Adam Reith's travels on Tschai he saw w0 evi-
dence that the gods of the vanous rebrious cults had any real
exisience, Certamly none of the priests he saw had any mirac-
ubous gifts. Mone of these advantages should be allowed in a
Tachai campaign.

Claim to Hospitality

I'as advaniage 15 rare on Tschay; few inhabitants of that
workd are willing 1o pul up a stranger without getfing paid.
(e exception 15 that members of a human ke or clan may
be able 1o claim hospitality from other clan members living
abread. Lokhars working at the Wanck spaccoyards i Ao
Hidis, for example, might be willing & entertan a visiting
Liokhar, at least tor a while,

Cybernetic Implants

Meither Adam Beith nor any of ks fellow officers aboard
the Expiorater IV were described as having any cybernetic
modifications, It appears Earth in the Techm universe doesn’t
encaurage the wse of bionics except perhaps zs aids for those
with leziimate medical problems. Nor do cvbemetics appear
amaong any of the culwres of Tschai, GMs should feel free to
make any characters with mechanical “mmprovements™ take
the Unnatural Feaure disadvantage 1o reflect the surprise and
fear it would hkely inspire amaong the people of Tschal
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Diplomatic Immunity

Diplomatic immunity i only useful when the local
puthorites are willing o respect 1. A Teran diplomat on
Tachai is just another buman anless some local govermment
agrees (o grant him immurity, This advantage may be allowed
in a “post-conitact” sciting, but during the period of the novels
and immediately after it 15 useless.

Gadgeteer

Technology on Techai doesn't advance very quickly, The
alien masters take thousands of years o progress from one
tech level o another, and humans we accosiomed 1o think of
advanced iochnology as something created by the aliens
rather than by humans. It is very uslikely for a Tschai harman
to have the Gadgeteer advantage at all.

Earth humans, especially the versatile and skilled people
af the Federal Space Agency, may well be Cadgeteers, This
should probably be limited © the 25-poind “realistic™ level
rather than the “cinematic™ siyle,

High Technology

Though large portions of Tscha are undeveloped and
fairly primitive, the Dirdir and other alien civilizanons have
achvanced equipment. This adventage would only be appro-
priate for visitors who have gear beffer than anything aveil
able w the Dirdir or the Wanek — TL13 or beiter. Eacth
humans with TL10O gear are well-equipped by Tschai stan-
dards, but their equipment i=n't marical.

Literacy

All human cultures on Tachai seem o be literate. Litera-
cy 15 the norm, and doesn®t count as an advantage. literacy
i= a disadvantage, as described below,

Magic

Adam Reith saw no evidence of real magic on Tschai,
dezpite plenty of superstitions and quackery. Even the Dugbo
sorcerers seemed o use scientifically plausible means like
hypaosis and acupunciure rather than supermatural powers.
Cihl= shouldn't allow mages on Tschai, although it might be
amusing © permil a charader with the Delusion “T am a
magician.”

Military Rank

The Fedezal Space Azency seems o follow a system of
ranks resembling those of moderr-day naval organizations,
If the campaign involves the exploits of a group of Terman
explorers operating under orders, they should have their
proper Space Agency ranks. Space Agency personne] strurd-
el om Tachai and cut off froan contact with Earth dom™t need
o pay for Military Rank because there is nobody to exercise
authority over,

Civilian caravan masters get what 15 effectively a level
aof Military Rank becawse they command the caravan
puards while crossing the steppes. This aothority only
exists in the wilderness, and only in the context of protect-
ing the caravan.

Fanimmunity

Terran explorers are likely to have Level 2 Panimmumity
(s2e p. C128], while the Dardir and Wanek can get Level 3,
Cither Tachaian races cannod take this advaniage.

Psionics

The Green Chasch are telepathic among themselves,
which mazes it at least possible for other races and individ-
uals to use psi powers as well. The most obvious candidates
For psionic abilines are the Dughbe. Mone of (he buman servi-
tor races (Chaschmen, Dirdiormen, Wanckmen, and
Prumekind shows any sign of psionic ability, and iCs likely
their masters bred it oot of them long ago. Sirce Adam Reith
wasn'l surprised o leamn about Gresn Chasch elepathy,
psiomic powers may be known on Earth. A skilled psionic
would be & natural choice for a party of exolorers visiting
Tschai on a followup expedition.

Fera is a mumble of ruins.
The people here are little better than
Sfugitives. They have no pride or
self-respect; they live in holes, they
are dirty and ignorant, they wear

rags. What's worse, they don’t seem
Io care.
— Adam Reith,
City of the Chasch

Status

Status i very culiure-speciiic on Techa, A high-ranking
Kruthe like Traz was considercd nothing but a barbarian by
the Dirdirmian Amache, In campaign: which mvolve a Iot of
traveling around and encountering wew cultwres, GMs may
wizh 1o use the following optional rule rom GURPS Space:
PCs outside their home saciety can get a poinl-cost reducrion
on Status. smcx much of the dme they will be among
strangers who won't recognize their mnk. Using the modifiers
for Beputation on page B17, Status in 2 laree and influertal
group (the Dirdirmen, the Yao) would ger a 152 discount,
while Stames in a small or obscoure proup (Khors, Emblem-
men) would cost 103 rormal.

Wealth

Wealth is only useful if you cun spend it. A person with a
billion-dollar fonune hack on Barth sill may nod have enough
sequins to buy lunch on Tschai. Unless the campaign is going
to imvolve lots of interstellar ravel, Wealth should refer 1o the
characters Wealth on Techai, Note that until comact has been
established, Terrars will saffer froin a severe shorage of
sequins. The GM may allow visiting space explorers to bring
a supply of trade goods in ocder w0 keep them from wormying
about morey,
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Even the advanced societies on Tschai don't seem (o
devote much effort o keeping comprehensive databases on
everybody. And many regions of Tschai are still oo lawkess
and primitive @ bother. Being Zerced is not an advantage on
Tschin.

DISADVANTAGES

Addiction

All Pnumzkin and many Gzhindra are addicted 1o the
sweel-salty walers called dike. Diko 13 highly addictive, legal,
and cheap {the Pnume provide it frez to their servants). Addic-
tion b dike 1% a -5 point disadvantage. Since dike contains
hoemsene-suppressing drugs, addicts st also take the Serile
disadvantage. Diko give its weer: an unuseal body odor, like a
combination of canmiphor and soor milk.

Code of Honor

The most honor-bound people encountersd by Adam
Reith on his visit to Tachai were the Yao and the Dirdir, The
Yan Code of Honor 15 similes to the Gentlerman's Ciode
described on p. B3], but substitutes the person’s manse or
noe patron for the flag. Like the Gentleman's Code, the Yao
Code is worth - 10 poinrs,

The Dirdir Code of Honor is more fgid. A proper Dirdir
must: gvenge all insulis o himself or his s2pt; complate all
inifiatives or die trving; aid anyone who cries fes'ai he'al
s ai; and exhabat the virues of his rank and sex. The Dirdir
Code is worth -15 poinis,

Dty

Characters who are serving officers in the Federal
Space Agency have a Duty to the F5A worth -10 poinis;
they are on duty nearly all the ume they are off Earth, but
the job is only sometimes life-threatening,

Most members of servant races {Dirdinmen,
Chaschmen, etc.) have a Duty o their masters which is not
geaerally life-threatening and requires them to serve Fairly
Oiten. Consequently it is an 0-point [y,

Crzhindra have an Involuntary Duty to the Pnume,
enforced by hypnotic suggestion and the Pnome control of
the dito supply. Grhindra are regquired to serve Fairly (Ofien
and do face considerable risks, so their Doty is worth -10
prants.

Odious Personal Habit
Cne distreszingly common Odicus Habit on Tschan s

cannibalism. Dirdir eat homans (and other sentient races), and
thearr Dhrdinmmean servants do the same. Social chmbers like
Aila Woudiver in regions under Dirdir influence a'so indulge,
ard the Marshmen of southemn Kotan are also ramored o cat
memn, Among groups like Dirdir, Dirdinmen, and Marshmen it
15 oo 4 dizsdvaniape, bul everywhere else on Techal canni-
balism is a -15-point disadvantage. Plavers who tzke this dis-
addvantage really do have io moleplay 1t —a canmibal characier
who never ries o eat homans isn't & cannibal!

A F sk F L

Cultures on Tschai show a great mix of technologics,
with leap-horse-niding nomads existing alonpside spacefanng
civilizations. However, the low-tech inhahitants of Tschai do
miot ordinarily need to take the Primitive disadvantage. Simply
beczuse they don’i have advanced equipment doesn’t mean
they don’t understand it or can't use it. Most people on Tscha
know all about molor vehicles, epergy weapons, and conira-
gravity flvers. Local tach level limits are mostly the result of
economics. The Primitive disadvantage would only be suwii-
able for somecns from an extremely remote ard solated com-
munily with no knowledge of advanced technology an all,
Such enclaves may indesd exist on Techa,

) Y S

Secret

Mearly everyone on Tichai makes a positive fetish of
being secretive. Dirdir conceal their sexual types, Chasch
keep the rue origin of their young secrel, Wanekmen hide
their manipulation of the Wanek, and the Pnume are myssen-
ous about everylhing.

A Dirdir's sexuval type 1= a Secret worth -3 poants, as
revealing o will restrict the Dirdic's freedom of acticn, but not
result in harm or imprisonmmen:. All Dirdir take this Secret as
part of the racial package,

Earth humans visiting Tschai shoubld probably take the
Secret “human from anocher word,” worth -20 points. There
are lots of people on Tschai who don’ want to see humans
learning about a world of men whe have no masters bul them-
selves, and would cemainly try to capture or harm an envoy
from Earth.

Subjugation

This racial disadvantage might seem suitable for humans
om Tschai, bt for the fact that the majonty of them do not live
umider (he direct rule of the alien masiers, Chaschmen may be
oppressed by the Chasch, and Pnomekin kept under strict dis-
cipling by the Poume, but most humans on Tschai are ool
slaves to the aliens. The masters of Tschai do inspire fear
among humans, and human govermnments are careful not
offend them, but the same would be e of equally powerful
human kingdoms,

Xenophobia

All Chasch suffer from Xenophobda, bt it differs slight-
Iy from the disadvantape descnbed on p. B36. While the
Chasch do hate and fear other races, they exjpress this through
a desire to tmick and mistreat the aliens, Tather than avoiding
or fleeing them. They do suffer the normal reaction penalty.

Humans with Xenophobia are uscommon on Tscha
The variety of human types and the presence of powerful
aliens make it hard for Xenophobes to function well in soci-
ety. Dislike of one or more speciiic races 18 Quilke Common -
usually whatever alien race the human has most frequent
contact with.




yKILLS

feamn Weapons

This 15 the skill used for operating all the encrgy weapons
1 uze an Tschai. The most important tvpes are Dirdir plasima
unz and Chasch blasters, The usual penalties for unfamiliar
ypes apply. Lasers and scnics are not in coOmmon use on
wehai.

tlack Powder Weapons

Muziledoading misiols are used in a few regions of
&chei where energy guns are unavallsble or too cxpensive,
ilack powder nfles and muskets are almost unknown. The
uns wicd on Tschai are flintlocks, similar o te Wogdon pis-
3l descrbed on po B208.

fuckler

Bucklers are wsed by some culures on Tschal, affen in
ombinaton with rapiers. The Buckler skill also applies o
nifie-foils, which can serve as bucklzrs for defense as well as
flensive weapons. The user's Block 15 (as wsual) half has
huckler skill. Fighters who are sccustomed to ithe standand
uckler of Eurth’s pas: have a -2 penalty to Buckler skill when
sing a knife-foil, and vice-versa,

“rosshow

Small crossboas, known 25
and-catapulis, are quile com-
nom om Tschal. Hand-catapults
a2 the Crosshow skill, and any-

mee famuliar with Earth crosshonay
an use catapulis with no penalty,

Msguise

Disguising oncself a5 a member of & diffzrent homan
ubrace gmves a -2 penally 10 Dispuie skill. Disguesing one-
eIt as one of the human servitor races is at a <4 penalty
erause those groups are 50 distinetve. Humans masguerad-
1g as Drindir or Poome sufter a -6 penalty, and may require
pectilly made masks and false hands. It 1= almost impossible
or a human io ke dispuised &s a Chasch because of their high-
y acute senee of smell, and a humem disguised as 2 Wanek
anncd speak their language without special equipment; bath
arry a penalty of -3,

ast-Diraw

Stings are normally kept folded ap, and consequently get
peir own specialization of Fast-Draw skill. A successful Fast-
Frawe (5ting ] roll can be combined with the Extension Adtack
areuver for a devastating attack at the beginning of a com-
at. A critical failure requires a quick DX moll — if it succeads,
e weapon 15 merely dropped: if it fails, the sting is jammed
bt and won'( open at all! (GMs with & Chasch-liks sense of
umor may have the sting open uncontrollably on a critical
uilure, stabbing the user or one of his companions insiead of
¥ CnCmy, )
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Fencing skill is widely used on Tschai. as it 15 the proper
skill fior the Tschai rapier and the sting, GMs who are fanatics
ghout accuracy may impese o fwmibanty penalty of -4 for
Earth fencers using Tschai weapons, bat it is truer io (e plan-
etary romance genre to let a fencer employ his skill with alien
weapons, In a kighly cinematic campaign the GM might want
to substitute The Sword! from GEREPS Swashbucklers,

First Aid and Physician

Humans. even bizarre-looking Dirdirmen, zre stll
human, and can use medical skills on each other with no
penally. The biology of the alien races of Techad is very dif-
ferent, boath fromy hamans and from one another, Unless a
wionld-be physician has specialized in the medicine of a given
species, there s @ -2 penalty for treating an alien. First Aid
requires only that the medic has some familiarity with the the
patient’s species.

Human medics uswally learn First Aid and Physician skill
ol the predominant TL of their society — TLL for nomads and
small trikes, TL6A for urbem cultures, and hegher for servant
races. Travelers who expect o spend a lof of ime away from
all civilization may study up on TLID medicine,

Crunner

Cunmery is most often used with sandblasts, Chasch mer-
tars, and atomic torpedoes. Each councs 35 a separate type of
weapon and peds the vsual penalties for familianty and tech
lewel,

Hypnotism

Baoth the Foume and the Dugbo practice hyprotism, and
can achieve some remarkable effects by combining drugs,
seupunciure, and olber means. 'With a successful Pharmacy
rall, the hypnotist can halve the victim®s Will for the purposs
of resisting hyprotic suggestions. Even more impressive,
once the susject has been hypnotized. the Pnume and some
Dregba magicians seem o be able to mmplant commands. The
process is describad under Mindwipe, below,

Knife

Knife-foils, the umigue weapons used by the nomads of
Kotan, require both Kmnife and Buckler skill o use effective-
ly. Becanse of the knife-foil's wnusual shape, there is a -2
unfarrilianty penalty for amyone who 15 accustomed to con-
ventional knives, Knife-foils canmot be theown.,

Mindwipe

Praume and Dugbo hypaotisis have developed the abiliny
by use Mindwipe on hiypnotized subjects. The kil is used as
described on p. B 71, although it is not necessary for the hyp-
modist to e psionic. The subject must be in a hvpnolic rance
before Mindwipe can be used Mindwipe is done verbally, so
thee suivject must be able to hear and understand the hypnotist.
The victim can try to resist by opposing his Will to the hyp-
noitizt’s Mindwipe skill, which is why both Dughbo and Pnume
wse Will-reducing drugs.

ENT




Vaturalist

A human from Earth would suffer a -5 penalty 1w Natu-
alist skill on Tschai {the oseal pepalty for an unfamiliar
snvironrrent), Naralists on Tachan ane at <2 il they are on
mother continent on thar world, Since few humans on
[schal study pure science, Naturalest skill 15 the most com-
non kind of iology knowledge,

Vavigation

The strange constellations and hory skies of Tscha grve
fAsitors a-3 penalty when navigating on that waorld, Outsiders
vho venture it the confusing labyrmthine wnnels of the
nume are at a -8 penalty withoul instruments, -6 with a com
yass of Inertial navigalion sysiem.

Piloting

Ciperating the varions fyers used on Tschai requires the
Yiloting specishization for Contragravity craft. The usual
wenalties for anfamiliarity apply, especially when using
ehicles built by a different species. Chasch-bult craf
mpose an extra -2 penally o anvone unfamiliar with their
tvles of decoration.

Riding

The most common riding animal on Tschai is the leap-
wicse, an ematic and vicious beast comralled by means of a
teel bar driven through the ammal s brun Leap-horse riding
letaults o borse or came] nding at -4, The especially Jarge
reed adden by the Green Chasch has an extra -1 penalty for
infamiliar ncbers because the animals are so powerful,

Savoir-Faire

The cultures of Tschai have a maddeming vanation in
what is considered prooer behavior, Cutsiders get a <4 penal
by in all foreign human cultures, and a -6 penally when rying
o Fathom the manners of the alien races.

Shield

Most maces do not wse shields, whuch are ineffective
against sandblasts and cnly marginally s0 against hand-cata
pulis. However, the Dindir 4o cammy transparent shields on
their iniriatives, which are highly useful against the guns car-
ricd by their quamy.

Spells

Magic dozsn’t work in the universe of GLURPS Planel of
Adverture, but many of the peonle of Tschal don™t know that.
Ghs may allow zome mystical characters (ke Dugho or
koruthe magicians) o purchase Pertormance/®imal (Magic)
i reflect their knowledge of spells which don't happen o do
amything.

Xenology

Since Earth hummans have had no contact with the Dirdir,
Chasch, Wanek, or Pnume yel, a knowledge of Xenology
doesn't provide any factual knowledge aboul those rces. I
does allow one o make basic guesses about the alicns — what
they mizht eal, how they might reproduce — bul not much
glse. Characters with the Linusial Background *“Tachai expe
rience’” or “Old Tscha hand™ can apply their Xenology skill
normally,
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(d Stwte happens when the Dirdir has a chance
b0 rest amd make @ Will roll afier the stressful sit-
uation hes passed. Dirdir whe sleep or pass out
while in the Old State wake ap rational. The 03d
State does not cost any Fabgue.,

While in the Od State, Dirdir can only com-
municate in their ancesiral hunting language.
They can coordinate chasing and fighting, b
nothing more complex. They can use weapons,
EVEn energy weapons, but can’t do anything Hke
reload or change power cells.

In the Old State a Dirdir gains a level of
Alertness, Combat Retlexes, a level of
Enhanced Move, Fit, High Pain Threshold.
and Imtuition. The Dirdir sufters from the dis-
sdvantages of Bestial, Hliterscy, and 12 levels
of Primitive,

NEW MANEUVER

Extension Aftack (Average)
Defaults to Weapon skill-2
Thiz mancuver allows the fighter o attack
wilth a stuing (or olher lelescoping weapon)
while extending it to full length. A successful

MNEW DISADVANTAGES

Susceptibility to Awaile

every day for a week after suffering
the shame; on a failed roll be entars
aiarile. While in the state of awaile,
the Yao is zffectively Berserk, How-
cver, the wvictim of maaile cannot
snap oul of it until he is physically
subdued or unconscisus; thereatier
he enters a suicidal depression.
Entzring awaile 1= haghly serious
and may have dreadiul consequences,
bt it can only happen once in a per-
son’s life and may rol happen at all

The ONd State
- 10 points
[he Old Stare 15 a form of Stress
Avavism unigue o Dirdir, in which
the consciousness reverts 1o that of a
presentient hunter. When a Dirdir is
in combut or some other stressful sit-
uation, it most make a Will moll oo
avold the menial shaft. Howewver,
Drirdir rather enjoy the Old State, and

=15 points
When one of the Yoo has sulfered unendurable shame
he may succumb 10 gwaile, The Yao muss make a Will mall

Exlension Attack lets the fighter use the energy
stored in the folding weapon rather than his
own ST, Damage [or a successful Extension Aitack has an
cffective 5T 16, 50 the basic Thrust damage is 1d+2 (plus
the weapon modifier). Obvimely, the extension allack
maneuver can only be used once per combac; afterward the
sing 1% uzed as & rper.




CHARACTER
TEMPLATES

Most of the character emplates below are designed with
characters of [0 or more points in micd. Some of them, such
as the supercompetent Federal 5pace Agency sooufs, are mone
cnstly. The racial templates are intended 1© be used with one
of the career templases, so players can mix and match back-
groamnd and jok skills. Racial emplates for the subject human
ruces are lisied with their alien masers.

As my associate you are
safe from thuggery, kidnap

and slave-taking.
— Cauch the Zsafathran,
The Prnume

C—

Brigand 100 points

A regrettably large number of bandits, brigands, and
pirates infest Tschaw. Most of them work by intimidation
and bluff, bt the robbers do have to be able to win a few
hattles. Clever brgands may 22t themselves up as ralers of
some remong place, offering proteciion from other thieves
in =xchange for an immoderate mbote. Others hire ot as
mercenaries when there’s a good war available, or waork as
caravan puards when they aren't robbing caravans. Pirates
have nautical secondary skills but are otherwise very much
the same.

Attributes: 5T 12 [20]; DX 12 [30; B 10 [0); HT 11 | 10].

Advantages: One of Combal Beflexes, Danzer Sense, Dare-
devil, ar Luck |15]; and one of Alermess 41, Ambidex-
terity, or Toughness (DR 1) [10]

[Dradvantages: A total of -20 points from Bloodlust [-10];
Bully [-10]; Gresd [-15]; Lazines= [-10]: Reputation {As
handits] -2 |-10}; Secret |Bandit) [-20]; or Scemi-Literabe
[-5].

Prinuery Skills: Beam Weapons L1 (Haser] (FFE) DX+
[1}-13*%; Brawling (F¥E) D¥X+2 [4]-14; Carousing (PAA)
HT+1 |4]-12; Crosshow (PE) DX+2 [B]-14; Intimida-
tom (MAAS 10+ [10)-14; Merckant (MAA) 10 [2]-10;
Strectwise (MMAA) 1042 |H]-12,

Secondary Skills: One of the lollowing packages: Steppe:
Arez Knowledge (Steppe countrys (M/E} IO=1 [2]-11,
Fencing (FPA) DX [2]-12, Bading (Leap-horse) (P/A) DX
[2}-12, Survival (Plains) (M/A) TO+1 [4]-11. Lindwan:
Ares Knowledge (choose city) (MYE) 1042 [4]-12, Enife
(BE) DX+2 [4]-14, Stealth (PFAY DX [2])-12. Pirare:

Fercing (P/A) DX [2]-12, Gunner/TL12 {Sandblast)
A} DX [2]-12, NavigationTL4 (M/H) T0O-1 (2],
Seamanship TL4 (M/E) 1Q42 [4-12.
* Beam Weapons getz +1 for 10) 10,

Caravaneer 100 points

Most of Tschai's surface 15 wild and uncivilized country,
A caravan leader has absolute authority while his train is on
the road, and iz ulEmately responsible for getting everyone
and everything safely o the caravan’s destination. Carava
necrs mwst know abour the operation of their motor-deass and
wagons, how 1o deal with nomads, ow 1o defend the caravan
against pandits, znd how o deal with roublesome passengers.
ey must alsoe keep an eye on the balance sheet.

Attribrges: ST 10 [0]; DX 12 [20]; 1Q 12 [200; HT 11 [10].

Advantages: Absolnte [Direction [5]; Miltary Hank 3 [15];
Hlatus 1 J0): and either Danger Sense or Intuiticn [15].

Dizadvantages: Dty (o the caravan, 12 or less) [-140]; and
one of Bally, Honzsty, or Faranoia [-10].

Primgry Skills: Animal Handling {M/H)Y 10 [4)-12; Armea
Knowledee (Caravan rouke) (MEF 082 [4]-14; Dni-
ving/TLG (Heavy wheeled) (A DX [21-12; Leadershap
(BFA) D2 [6]-14; MechamoTLa MVehicles) (34 ) I)-
I [1)-11; NavigationTLG (MH) 1042 [2]-14*; Packing
(UAY 10 [2]-12: Tactics (MH) 1K) [4]-12, Teamsier
(MIAY IO [2]-12

Secondary Skifis: Brawling (ME) DX [1]-12; Crossbow
(FE) DX [1]-12; Beam Weapons/TL12 (Blaster) (PE)
DX+2 [11-14*; Frst AdTL4 (MUE) 1D [1]-12; Gan-
ner TL 12 (Sandblast) (PrA) DX 12]-12; Sarvival (Flaing)
IMIA) 1O [2)-12.

* Navigation includes +3 bonus for Absclute Direction;
cam Weapons includes +2 bonus from 10

ot )
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Culiist 40 poinis

While mary of Techai's religions are devoted 1o e spir-
tual well-bring of members and the search for meaning, a
few pracice bizarme ntwals or adhere to deagerous mnd viclent
peliefs, Cultists of the more dangerous religions may be found
spreading the word of their fasth, Kidnapping victims for sac-
ificial rites, hunting down enemies of the one true god, or
simply robbing unbelievers i enrich the temple'’s coffers.
his ternplane assurnes that clerical powers or divine favor do
1ot exist. The Cultist template is less expensive than others; it
-an be custormized by adding skills from muandane Life, oc ket
al s bkoar valve tor “cannon fodder” adversanes, Cult leaders
-an add Religious Rank,

Charizma, Wealih, a higher (), and skill levels in Psy-
-hology and Leadership,

fftribates: ST 10 [0]; DX 10 [0 I 10 [0]; HT 10 [0].

Advantages: Patron (religion, @ aor less) [10]: Single-Minded
[2]: Strong Wil +2 [B]

isgdvangages: Fanaticism [-135]; Sruggling [-10]

Primary Skills: Bard (M/A) 1044 [B]-14: History (Cult)
(M/H) 10 [4]-10; Teaching (MAY TOH-2 [6]-12, Theolo-
oy (MUHD B4 [12]-14; and esthzr Performance/Ritual
(Cult ceremonies) (MPA) [0Q+2 [6]-12 or Sacrifice (M/H)
[+1 [6]-11.

Secondary Skills: Brawling (PYE) DX+2 [4]-12; Knife (F/E)
X [1]-10; Panhandling (ME) 1041 [2]-11.

Dancing Girl 80 points

Worsen dancers are often encounterad a5 enlertainers in
Avams o caravan depocs, particalarly among the Dugho and
he Thangz. Among the Yao, dance i a mostly male art form.,
The majority of dancing girls are skilled entertainers, buf
soanelirnes their job description shades into the role of a cour-
csan of prosttte. As a result, nearly all dancing girls ane
ssumed o be somewhal disrepatable. They doess in pawey
zlothes and ancint themselves with hare-water; the more bla-
afilly provocative dancers wear orange,

fitribuies: ST 10 [0F DX 12 [30); I 10 [0); HT 12 [20].

Advaniages: Beautiful [15]; Double-Tointed [3]

[isadvantages: Social Stema (Loose woman) [-5]; Strug-
glimg [-10].

Primsary Skills: Coartesan (WUAY 1042 [6]-12: Dancing
(F/A) DXA+Z [B]-14, Sex Appeal (MfA) HT+2 [31-14;
Singing (FE) HT+2 [4]-14.

Secondary Skills; Carousing (FFAY HT [2]-12; Holdout
(MA) I [2]-12: Knife (PE) DX [1]-12; Pickpocket
(F/H) DX [4]-12

Magician &0 points

The Dugbo are the best-known practitimers of “magic”
i Tachai, though the witch-women of the steppe country and
sthzrs also make momey by pretznding to have supematural
ibilities. This template is for & mounteback who knows a li-
le folk medicine and a lot of stage magic. To create a Dugbo
nagzician with hvpnoti: powers, add the skill Mindwipe
MH) at ID) for 8 ponts,

CHARACTERS &

Astribates: ST 10 [0]; DX 10 [0): 10 L2 [200; HT 1007,

Advantoger:: Aleriness +2 [1U]; Chansma +2 | 18], Manual
Dexterity +3 [12].

Dhizadvantagers: Bad Sight [-10], and either Delusion (% bt
I do 15 magic™) [-5] or Secret (Faker) [-3].

Primry Skills: Fortune-Telling (M/A) 1022 [6]-14; Hypno-
tsm (MUH B2 [8])-14; Naturalst [MH] 101 [4]-15;
Checultizm (MAAT 10 [2]-12; Physician'TL4 (M/H) 102
[3)-14; Sleight of Hard (F/H) DX [4]-14.

Secondary Skills; Crosshow (FFE) DX [1]-10; Fasi-Talk
(WA 10 [2]-12; Kite Flyamg (P/E) DX [1]-10; Menchans
(M/A) IO [2]-12; and either JewelenTL4 (WAH) 10-2
[1}-10 or Mechanice/TL4 (Clockwaork and small gadgets)
(M/A)IQ-1 [1]-11

Do you reguire a diuretic or a
vermifuge? We supply these at only

@ nominal charge.
— Innkeeper,
Servants of the Wanek

Merchant 100 poinis

Trade on Tschai iz a difficult and dangerous business,
Orverland shippicg runs the nsk of atlacks by randers, whele
shipping by sea faces piraces. I0s impossible to predict when
u shipment wiil arrive, and the lack of mapid commumcations
means 4 merchant can’t know what prices his goods will
fetch unil he zets o the market. The most danng traders on
Tschai have all the qualities of the merchani-adveniurers of
Eurth's past: courape, detzrmination, adaptabality, and inza-
fiable greed,

Adiribures: ST 10 [0]; DX 11 [0F 10 12 1200, HT 100

Advantopes: Chansma +1 [3]; Comtortable [ 10]; and two of
Common Sensz, Mathematical Ability, Stanes 2, or
increase Wealth to Wealthy [ 10 esch].

Disadvantages: Greed [-15]; ore of Extmavagance, Honesty,
Miserhiness, or Owvercontidence [-101].

Prirary Skills: Accounting (MH) [O42 [8]-14; Area Knowl-
cidge (Trade route) (MYE) 1042 [4]-14; Merchart (M/A)
I [10]-16; MavigutionTLS (MH) 042 [B]-14; Rid-
ing (Leap-horse)] (A DX42 [4]-12; Savoir-Faire (M/E)
[2 [41-14.

Secordary Skills: Brawling (WE) DX [1]-11; Caroazing
(F/A) HT+2 [E]-12; Crossbow (PE) DX [1]-11; Leader-
ship (MSAY I} [2]-12; Survival (choose type) (MJA) 10
[2]-12; and one of the following combinatons: Dnving
(Heavy wheeledd (PFA) DX+1 [4]-12 and Mechanic
(Vehickes) (MAAY 10=1 [4]-13; or Amimal Handling
(M) [0 [4]-12, Packing (MSA) 10 [21-12, and Teamsier
(MIA) 1) [2)-12; or Meteorology (MAA) 1) [2]-12, Sea-
manshipTL4 (MVE) I0+1 [2]-13, and Shiphandling/TL4
(WH) 1) [4]-12.

EQUIPMENT




Musician 50 points

The peogle of Techai all have a greal fondness for msic,
with the possible excepdon of the Thangs. Musicians on
Tschai play a startling vanety of instruments, many of which
appear o be based on alien devices. Since recorded music is
unkrown on Tschal, most musicians ravel about o find new
and appreciative audiences.

Amribeeses: ST 10 00 DX 10 [0]; B 10 [0]; HT L0 [0],

Advantages: Absolute Timmg [5]): Acute Heanng +3 [6);
Manual Dexterity +2 [6]; Musical Ability +3 [3]

Disadvantages: Alcobolism [-15); Lechenmsness [-15]; or
the combination of Clueless [-10] and Waorkhaholic [-3].

Primary Skills: Muosical Composstion (308H) 1041 [6]-14%;
Musical Instrument {iyvpe) (MH) 10=1 [6]-14%; second
Musical Instrument (MH) ) [4]-15%; thord Musical
[nstrument (MH) 10-1 12]-12% Pedormance (MUA)Y
42 [6)-1Z; Singing (F/E)] HT [1)-13*.

Secamdary SEills: Brawling (PE) DX+2 [4])-12; Carousing
(PYA) HT [2)-10; Mimicry [P/H) HT [4]-10; Savoir-Faire
(ME) 102 [4]-12; Streerwise (MIA)D 1042 [6]-12
* Includes honus from Musical Ability

Sequin-Hunter 75 points

The men who venture into the Carabas (see p. 61) to
search for sequirs are sough and determined. They risk death
at the hands of the Dardir, at the claws of their fellow henters,
ar from the harsh conditions of the Carabas itself, Sequan-
hunters come from all over Tschai, and are either despemite
men with nothing left to lose, or foolish optinists who can’t
believe they will fail. Astoundingly, there are a few who have
made mulsiple trips indo the Carabas, who are hooked on the
dunger and the charce of a big reward.

Abtribueies: ST 10 [0); DX 12 [20]: I 10 [0]: HT 12 [X0].

Advantages: A todal of 20 points from Absolute Direction [3];
Alertnesz +1 [5): Collecied [5]: Composed [5]; Daredev-
il [153]); Fit [3]; Luck [13]; single-Minded [5]; or Tough-
ness (DR 13 [1407].

st
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Dizadvangages: Delesion (“The Dirdir woa't catch me!™)
[-15]; Gireed [-15]; Om the Edge [-15]; or the combination
of Overconfidence [-10] and Swbbornness [-3].

Primary Skills: Camouflage (M/E) 1042 [4]-12; Crosshow
(FE; DX+2 [4]-14; Prospecting (MAA) Q42 [6)12;
Running (PMH) HT [4]-12; Stealth (MJA) 1042 [6112;
Survival (Plainsy (MAA) 10+2 [6]-12.

Soldier 50 points

The advanced socicties of Tschai have professional miki-
fary unils for defense. Solkbiers may nol individually be as
formidable &8 primitive warriors, but a unit of rained troops
can defed many tmes 15 number of disorzamzed wamors or
nomads, In most of Tschai’s cultures there is linle distinction
berween soldiers and policemen. The template 15 intended for
the kinds of “spear carricrs™ encountered as guards, police
and enemy soldiers.

Astribates: ST 10 [0]; DX 11 [10); I 10 [0}, HT 11 [10].

Advaniages: A tofal of 10 poinis from Alertness +1;
Composed; Legal Enforcement Powers; and Military
Rank 1 [3 each].

Disndvantages: Duty (to the army, 15 or less) [-15].

FPrimary Skills: Beam WeaponsTL1 1 (Blaser) (FE) [X+]
[2]-12; Gunner/TL11 {chosme tvpe) (FAA) DX+ [4];
Knife (P/E) DX+1 [2]-12; and DrivingTLG (Heavy
wheeled) (PFA) DX [2]-11, Motorcyeke/TLE (FFE) DX+1
[2]-12, Piloting/TLI1 (sky-raft) (FAY DX [2]-11, or Rid-
ing {Lesp-horse) (FPA) DX [Z]-11.

Secondary Skills: Brawling (FE) DX+1 [2]; Cooking (M/E)
1) [1]-10; First AidTL6 (ME) Q42 [4]-12; Leadership
(MsA) IQ+2 [6]-12; Bunning (PYH) HT+1 [8]-12;
Scrounging (MSA) 1Q 12]- 10 Survival (choose area type)
(M/A) Q) [2]-10

Spy 100 points

“There 15 a remendous market for spies on Tscha, Spes
are either freedancers or dedicated agentz wath a sieady
emipover. They ane only in the business of gathening ictor-
maion; if vou wanl an assassin or a thief, hire one,

Atribates: ST 10 [0]; DX 12 [00; ICx 12 [30], HT 10 [0].

Advarmtages: Alermess 42 [10]; Imperturbable [10); and five
2-poant Coatacts [ 10].

Disadvartages: Dty (to employer, |5 or less), Glory Hound,
or Greed [-13]; and Cusious, Single-Mimded, or Stubbor
[-3].

Primary Skills: Detect Lies (MH) 1042 [8)-14; Dizguise
(MAAY BO42 [6]-14; Fast-Talk (M/A) 1042 [6]-14: Lip
Reading (MFAY IOH2 [6]-14; Shadowing (MIA) I0+2
[B]-14; Stealth (F/A) DX42 [3]-14

Secondary Skifls; Any five of Area Enowledge (specific city)
(MUE) 1Q+1 [2]-13; Beam WeaponsTL11 (Blaster) (F/E)
DX+3 [2]-15*% Brawling (PE) DX+1 [2}-13; Fencing
(FrA) DX [2]-12; ForgerwTLA (MH] 10-1 [2]-11; Bun-
ning (FH) HT-1 [2]-9; Savoir-Faire (ME) 10+ [2]-13;
Streetwase (MIA) 10 [2]-12.

* Beam Weapons includes bonus for 103 12,




Technician 75 points

Bemnd a technician 1s mid Ehe maost exciimg career, but the
pay 15 good and it i3 one of the few ways for humans o leam
ahovt the aliens” advanced techmology, Betired techmicians
can be an assel o any adventuring group, Nole thal oaly
Lokhars can tuke the Unosual Background: Traimmed in YWanek
technology, or leam the Wanek langiage.,

Anfribgtes: ST 10 [0]; DX 1L [10]; 15 11 [10], HT 10 [0].

Advamtages; Any two of Ambidexterity; Comfemable; Com-
mim Bense; Mathematical Ability; or Unusual Back-
ground (Trained in Wanck techmology) [ 10 each].

Disaalvantapes: Any tao of Code of Honor (Pirate'sy; Deep
Slecper; Gluttony: Creerareight; Skinmy; Uindic; or Worka-
holic [-5 each].

FPrimery Skills: DrivingTLG6 {Heavy wheeled) (Ffa) DX [2]-
11; Mathematics (M/H) 10 [4)-11; and any thres of
Armory/TLI2 (Sanchlasts) (M/A) 02 [3]-14, Elec-
romies L1 2 {choose tvpe) (M) 1042 [8]-1 3. Mechan-
i TLIZ2  ichoose type) (MVA) TOH43  [3])-14,
Metallurew/TL1Z  (M/H) [Q+2  [8])-13, o
Shipbailding/TL12 (Spaceboats or Starships) (MYA)
[Q+3 [B]-14.

Secandary Skills: Brawling (PE) DX+ [2]-12; Carousing
(FFAy HT [2]-10; Holdout (MAAY [0 [2]-11:
Piloting/TL. 12 [mir-cary [PFAY DX+] [4]-12; Scrounging
IMYES [0+1 [2]-12; Sereetaase (VA 101 [2]-12; and
Arca Knowledge (City] (MAE) 10 [1]-11, Dirdir (MH)
M2 179 or Wanek (M/H] Q-3 [1]-8.

Terran Scout 150 points

“A seont fsa'r ingimed,” Deate told ki, “He exista; half

acrobat, hall wed scieniist, hall oot berglar half =~
“Fnat's severa! hslhves too many.”
“Jusy barely adequote. A scond is g oman who liker o
CRAMZE.
Ciry af the (lasch

The Federal Space Agency's specialists in planetary
eaploration and aliesn contecl are the scouts. They are

selected for adaptability and determdnation, then rigoroesly
trainzd in all the skills necessary o survey an alen world.
Scowls are vsually deploved in teams of two., They lamd on a
plarct, perform preliminary surveys, and then retam o the
rather ship. The job of a scoul is w bring back as much infior
mation as possible, and that means they don't take foclish
chances. Scouts bave a repulation as nearly superhuman
beirgs, bat in person they are usuzlly modest znd unassaming.

Adbtribgtes: 5T 10 [0); DX 12 |20 T 12 [20] HT 11 [140].

Advarmiages: Cultaral Adspiahility [25]; Fit [5]; Bl
Fank 2 [10]; Parimaunity {TLIO) [3]; one of Absolute
Dhrection, Alerness +1, Composed, or Yersatike [5]; amd
one of Combat Reflexes, Danger Sense, or Luck [13].

Dizadvantages: Daty (to FSA, 12 or less) [-10]; and onz of
Curicus, Sense of Duty (o comrades), Stubbormness, o
Workahalic [-5].

Primary Skills: Astrogation'TL 10 (MAA) 10=2 [6G]-14; Ecol-
ogy/TLIO (M/H) 1Q+2 [6]-14; FilotingTL10 (Space-
boat) (PrA) DX+2 [8]-14; Planetology (Earthlike) (MFA)
[0+2 [6]-14; Survival (Desert) (MSA) 142 |6)-12:
Henolopy (MIAG ID+] [4]-13

Secondary Skilfs: Chovse 14 points” worth from Browling
(FE) DX [11-12; Electronic: Operation’TL 10 {Sensors
ar Communications ) (MSA) 18] [2)-12;
Electromcs L1 (Sensors or Commianications) (M/H)
) [4)-12; First AidTL10 (ME) 10 [1]-12: Guns L1
(Pistol) (FE) DX+2 [1]-14%; Judo (P/H) DX [4]-12;
Linguistics (MY H) LG} [5]-12; Meckamo/ TL 1O [Space
drives) (MYAD TQ [2]-12; NavigationTL IO (MIA) 10
|2]-12; Parachotng (PR DX [1]-12; or Stealth (PYA)
DX [2]-12.
¥ Includes +2 bonus (o 1Q) 12+

Terran Spacer 100 points

The men and women who crew the spaceships of the
Fedzral Space Apency acen’ &5 plamorous as the scowts, but
they are very good at what they do, Where scouts are gener-
alists, spacers are specialisis, though the service encourages:
cross-traiming so that no ship & crippled by the loss of a key
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crew member, A spacer might be pressed into service with a
large expedition to the surface of Tschai, might be wrecked on
the planet, ar (if Earth establishes pescelul relations with
Techai's overlords) might actually visit the place as a tournst,

Aftributes: 3T 10 [0]; DX 12 [200; 1 12 (200, HT 10 0]

Advartages: Acceleration Tolerance or G-Experience [10];
Military Rank 1 [5]; Versatile or Single-Minded [5]; Pan-
immunaty {TL10) [5]; and either Common Sense, Math-
ematical Ahility, or 2 additional levels of Military Rank
[10].

Dizpdvantages: Dty (o FSA) [-10]; and ome of Gregarious,
Haonesty, or Sensze of Duty [-10].

Primary Skills: Astrogation (MAA) I0H2 [6]-14; Free
Fall/TL10 (PfA) DX+2 [E]-14; PilotingTL10 {Starship)
TPrA DX+ [R]-14; Vace SuitTL1O (MAA) T2 [5]-14,
and any two of the following: Computer Operation/TL10)
IMEY T2 [4]-12, Computer ProgrammiagTLIO
(MH] I [4]-12, Electromics/TL10 [Sensors or Comimu-
nication) (M/H) I [4]-12, Electronics OperationTL 1D
iSensors or Communication) (M/A) 10+1 [4]-13, Engi-
peec TL1O (Starshipy (MH) 10 [4]-12, GunsenTLI10
(Laser or Missile) (FAA) DX+] [4)-12, Leadership (MUA)
IQ-1 [4]-13, MechamicTL10 {Starship engines) (MIA)
Q=1 [4]-13, PhysicianTL 10 (MH) I [4]-12, or Tactics
(MH]) I} [<]-12.

Secondary Skifls; A total of 9 points from among the: follow-
ing: Astronomy/TL10 (M) 1Q [4]-12; Bruowling (PE)
DX [11-12; Carousing (FFAY HT [2]-10; Guns/TL1O
(Gauss pistal) (BFE) DX+2 [1]-14%; Physacs/TL 10 (MH)
1) [4]-12; or PilotngTLI0 (Spece-boat) (FAA) DX
212
¥ Includes +2 bonus for 10 12+,

Thief 70 points

In the fuirs and coravan depats, pickpockets ry to snatch
pouches of sequins from the unwary. In big cites like Sivishe
o Settra, burglars ship into the hovses of the nich. Thisves on
Techai don't seem (o have any professional organizations, bul
do well enough on ther own.

Altributes: ST 10 [0]; DX 12 (201 1Q 10 [0]; HT 10 [0].

Adverfages: Ambidexterity [10]; Manual Dexterity +2 [6];
Night Vision [10]

Disadvantizpes: One of Gread: Kleptomania; On the Edge; or
Trickster [-15].

Primary Skills: Area Knowledge (Town or depotd (ME)
[C+1 [2]-11; Holdow (MZA) 10042 [6]-12: Running (P/H)
HT-2 [1]-E; Stealth (PYA) DX+2 [E]-14; and any two of
Climbing (F/A) DX+2 [8)-14, Lockpicking/TL4 (M/A)
3 [B]-17%, or Pickpecket (P/H) DX+2 [8]-16%.

Secondary Skills: Brawling (FE) DX+1 [2]-13; Crosshow
(FE) D1 [2]-13; Merchamt (MIA) TQ [2]-10.

* Includes honus for Manual Dexterity

Warrior 100 points
The people of Techai do a lod of fghting, both with each
other and with enemies lke Phung and Green Chasch.

Advanced societies, like the Chaschmen, Dirdirmen, and Yao,
have professional soldiers, Low-tech societes bke the
momads of Kotan have warmiors, The main differsnce between
a warrior and a soldier is that a warmtior owns his own wegpons
unc equipment, and fights at his own choosing rather than
when ordered, In return, he peis a share of the glocy and the
loot. Some warmiors take service 8% mercenarics. guarding
caravans ar fghting in other people’s wars,

Arribigtes: 5T 11 [10]: DX 11 [10]; I 10 [0]; HT 11 [19].

Advantages: Toughness (DR 13 [10]; and either Combar
Reflexes aor Danger Sense [15].

Isadvantages: Code of Homor (Firate’s) [-5]; and one of
Berserk, Glory Hound, or On the Edae [-13].

Primary Skiflv: Riding (Leap-borse) (FFA] DX+1 [4}17;
Stealth (P/A) DX+ [4]-12; and 24 points” worth from
Beamn Weapons [Blaster) (FE) DX4+3 [4]-14%, Black
Powder Weapons (Flintlock pistels) (FVE) DE=+3 [4]-14%
Bradsword (FfA) DX+3 [16)-14, Buckler (VE) [3X+3
[8]-14, Crossbow [FE) DX+1 [8]-14, Fencing {F/A)
DX+3 [16]-14, ar Knife (P/E) DX+3 [8]-14.

Secondary Skills: Browling (F/E) DX43 [8]; Cooking (M/E)
Q) {17-100; First AidTL4 (ME) TO+2 [47-12; Leadership
(AMSAY 1042 [6]-12 Running (F/H) HT+1 [E]-12; Sur-
vival (choose area tvpe) (MIA) 1042 [6]-12

Yan Assassin &5 points

The memibers of the Guild of Assassins in Cath are hard-
working, honest tradesmen who kil peopls for 2 living. They
strive to give pood service, and take pride in their work.
Aszgssing penerally work for one of the asassination compa-
mies, which function as Patrons to their operatives. Members
of the Guild also watch out for one another. The assussics of
Cath tend to specialize, with some concenfrating an poisors
and traps while athers become masters of blade combat. For
the most part Yao assassins don'l use energy weapons in their
work, pedaps because any vulgar murderer can bles) some-
one with a power-gun,

Agrifmies: ST 10 [0); DX 12 [204; 1Q 12 [20]; HT 10 [0,

Advantages: Palran {company, @ or less) [10]: and 20 poants
trom Ambidexterity | 10, Combat Ketlexes [15], Rasistant
o Poison [5], Sicgle-Mimded [5], and Unfaeeable [15].

Dhzadvantages: Duty (to compary, |2 or less) [-10]; Suscep
tbality 1 Awaile [-15]: and 2ither Honesty or No Sense
of Humor [-10],

Primary Skills: Area Knowledge (ciy) (ME) [0+2 [3)-14;
Drsguise (MAY 42 [6]-14; Holdout (PE) DX [1F12,
Shadowing (MSA) T0=2 [6]-14: Stealth (PrA) DXE+2 [B]-
14; and any two of Blowgipe (FFH) DX+1 [8]-13, Cross-
bow (FE) DX+3 [E]-15, Dats (PE) DX+3 [B]-15
Gammote (F/E) X423 [8]-15, Karaic (FVH) DX+] [R]-13,
Eaife (PFE) DX+3 [E]-15, Knife Throwmg (PE) DX+3
[8]-15, LockpickingTL6& (MAA) 10043 [B]-15, Poisons
(MM) 1042 [B]-14, or TrapsTLG6 (MAA) T0+3 [8]-15.

Secondary Skifls: Diplomacy (M/H) 10 [4]-12; Driving/TL
(Amo) PA) DX [2]-12; Merchani (MSAY 1) [2)-12;
Sawoir-Faire (ME) 1041 [2]-13.
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rao Cavaier A3 potnls

The cavaliers of the Yao are the warmior caste, charged
with defending Cath from invesicn and with upholding the
glorious military traditions of the Yao people. But the cava-
liers are mol what they were. Where once they charged into
hettle on fieree leap-horses, swingmng their swards and bllast-
ing aweay with pastol and catapull, they now devale their ime
to arcane sacial rifuals while the actual business of soldiering
15 befl to commoners and mercenares, Soll, they do occasion-
allv show flashes of the ancient spirt.

"A thousand details go into
the conduct of a cavalier,”
stated Dordolio. “At the
academy we learn degrees of
address, signals, language

configuration, in which [
admit a deficiency. We take
instruction in sword address
and principles of dueling,
genealogy, heraldry; we learn
the niceties of costume and a
hundred other details.”

— Servants of the Wanek

Autribuetes: 5T 10 (00, DX 12 [200: 1 10 [0F, HT 10 {0).

Advamiages: Military Rank 4 [20); Status 2 [10]; either Comy
fortable or Patron (lord of o manse, 9@ or less) [10]; and
ane of Combat Reflexes, Darcdeval, Handsome, or Tnb
ition [L5]

Misadvaniages: Code of Honor (Yao) [- /0], Susceptibility to
Awaile [-15]; and either Bad Temoer, Bully, Extrava-
gance, Impulsiveness, Laziness, Obxdurate, Overconfi-
dence, Self-Cenlersd, or Souggling [-10].

Frimary Skills: Beam YWeapons (Blaster) (FE) DX22 [1]
13%; Carousing (PYA) HT+2 [8]-12; Dancing (PAA) DX
[2]-12; Femcing (P A) DE42 [8]-14; Gambling (WA 10
[2]-10; Herabdry (M/A) 1Q+2 [6]-12: History (MMH) 1Q
[4]-103; Politics (MYA) 1Q+2 [6]-12; Riding (Leap-horse)
(Pfa) Iv+2 [B]-14; Savoir-Faire (ME) [0+ [4]-14%,

Secondary Skills: Anv three of Administration (MFAY 10 [2]-
¥, Brawling (MWE) DX+1 [2]-13; Leadership (MrA) Q)
[2]-10; Stealth (PrA) DX [2]-12; Storectwise (MFA) 1D
[21-11y; ar Tactics (MMH) 1Q-1 [2]-9
* Beam Weapons mcludes +1 bomus from 10 10; Savoir-

Faire includes Staius bonus,

1 ECHNOLOGY
AND EQUIPMENT

The range of technologies on Tschai is remarkable, from
human tribes living a near-Stone Ape existence (2 the matre
interstellar civilizaton of the Dirdir, What is particularly odd o
Terran eyes 15 the way that advanced and pomitive tech exist
sude by side: Chaschmen who work in the Blue Chasch space-
yards Lght their bomes with oil lamps, and nuclear-powered
motor-drays ane guarded on the caravan roule by Hlanths riding
leap-horses and camving swords,

ALIEN TECHNOLOGIES

The mos: sophisticated echnology is that of the Dindir and
‘Warek., who have nierstellar travel, conmagravity, force
shields, and reacticnless throsters. Blue Chasch equipmert is
comsldered obsolete by Dirdir standards, so call it TLD] (the
Chasch do have TL12 contragravity, however), Old Chasch
have lost much of their high rechnology, but still have stocks of
their old equipoment,

The Priume dom't secm b0 be as advanced as the spacefar
ing invaders of Tschad. Since the Paume have bad linerally ml-
Ioms of vears o develop their technology, their lack of high
technolosy must be a deliberate choace. Evidently the Pnume
use only as much as they need for 3 comfortable existence,
Prume technology is aboul TLE.

Mene of the alien civilizations use personal computers, nor
dor they appesar 1o make much wse of automation o robois. Per-
haps this is the “normal”™ techmrlogy path for spacefaring civi-
lizations, while the humans of Earth for some reason advanced
their computer techmology much more quickly than wsoal. Al
any rabe, the ather civilizations appear to be no more than TLE
in computer fechnolagy,

All thz pdvanced societies on Tschai follow what is called
the “safetech™ path in GURFPS Ultrg-Tech 2, This means noth-
g tha: modifies the human (or Dirdir, or Chasch) brain, no
chvious cvbernetic or genetic modifications of the body, and
no artificial imtelligences or sanotechnalogy. Since none of the
alien civilizations employ these technologies, GMs may deade
that such things are simply impossible in a GERPS Planet of
Advenfure campaign,

CHASCH TECH

Blue Chasch technology lags a litthe behind the Dirdir and
the Wanek, but seems o be as good or better tham most equip-
ment available to Earth humans. The base Tech Level for the
Blue Chazch is TL11. They kave airships held alofi by contra-
gravity, and use personal force fields in dangerous situations;
assume their contragrav and force Seld technology is TL12. In
combat the Blue Chasch carry blaster weapons which fire éaz-
zling purpe-white stabs of energy, amnd rmortars which launch a
variety of grenades. Chasch blaster pistols do 6412 impaling
damage, have a 1/2 damage range of |80 yards and a max
runge of 360 yards, They pet 45 shaots from an advanced C cell
and cost 52,000

EN'T
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Olfactory Amplifiers

Chnee area of technolory in which the Blue Chasch are sec-
ol to pone is that of smell. Smell is their most highly developed
serse, and they hove a whole range of devices 1© extend and
improve it just a5 hmans vse optical devices to help them sez,

(ifactocy amplifiers come in two vanetes. Sensor snien-
nie are feathery devices like giant moth antennas, aboutl a
meter from op o tp, wom on a special beadset. They are taned
to detect fwint odors e which the Chasch themselves are oot
particularly sensatve, penmitting the Chasch to smell a breader
range of substances, The antennaz are conmected o eaplhones
which give 2 simple readout of the maolecules detected, wsing
different musical notes for each sabstance. Anyone of acy
species can operale sensor anionnas with the proper training.
With a successful Sensor Operation {Sensor Antennae ) roll, the
mser can identity fraces of organic molecules and track by
soent. Sensor Antennae function like a TL11 Bicscanmer {see p.
8700, They cost 51,000 and weigh (1.5 |hs.

Dietector wands are used o merease the sensitivity of the
excellent Chasch sense of smell. The device consists of a wand
attached o @ face mask by a long wbe. The waml incorpocates
a small intake fan and filter devices which increase the con-
serdration of trace molecules m e air. Essentiaily, the device
boosts the Chasch's own sensifivity, providing an extra 2 lev-
cls of Acute Smell. Those who don't have a Chasch sense of
smell don’t get as much benefit (humans gain only 1 kevel of
Acute Smell), and those with the Andsmia disacvantage can’t
use detector wands al all Detector wandz cosl 55300 and weigh
2 |bs, They canmun for 1,00 kours on a C cell

Blie Chasch Sky-Raft

The Blue Chasch skv-raft which recoversd Fedihi's scout-
hout was a hig cargo carrier, 50 feet long and 20 feet wide, con-
rofled from an ornate belveders in the siem and decorued with
carved lantems and balostrades. Similar vehicles are used by the
Bloe Chasch and Old Chasch for war, passenger transpor, of
pleasure cruising. This craft mounts a pair of morars, a favonie
weapon of the Bloe Chasch; more dedicaed war flvers carry
hlaster canmon equivalent fo semi-portahle blasters, pp. 573, 582

Lubasremblies: Body 435,

Perngrrrain: 230-KW NP v 4 (0K)-1b, reactionless thmster;
0D [hs. contragravity.

Checuporncy: T XRCS, 12 XRS5, 11 XE

Ceirgar 10O 55 00000 [ks,

Armor F RL B T u
Hody: 3100 3100 3100 3100 30400

Weaponry

2 % TL1I Electromag Mortar [Body:l, R] +2

Eaquipment

Bodv: TL11 long=range mdic; |0-mile Scan 17 AESA; alfacto-
v scammet (chemscanner + bioscanner’; INS and termaim-
following radar; winch ST 100,

Statistics

Fize: 30" 20"« 4

Vindiersee, o, (NH) cf

Payioad: 100000 Tbs.  Lwi.: 30,000 Ihs.
SizeMod: +5 Price: 5530 ()

CH

HI: 5 HP: 3,000 [Body]

afpesd: 150 adceel-3  alecel: 12 Al 3 adi: ]

Stall speed 0, Can hover,

That is not the Dirdir wav! You
praject your own concepts into
the Dirdir mind, Remember, they
do not look upon organization as

an end in itself: this is a human
artribute.
— Anacheo, The Dirdir
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DIRDIR TECH

The Dirdir are a very advanced species, though their rate
of technological progress is uneven. The Dirdi- might be per
turbed to bzam how fast humans have mcketed up the tech-
nology scale, poing from TL3 w TLID in less than a
millenmum. It may be that the fragmented ard secretve
mature of Dirdir society makes it hard for them o develop new
technologies, amd they doe mat soem to-have much isterest in
scientific research for its own sake. Moseover, the Dirdir
don’t like: & be depencent on their technology: they use tools
and weapons when necessary, but & Dindir should be able o
humit and fight bare-handed.

Oiverall, Dirdir technology seemis 1o be aboun TL12, bl
they do seem to lag behind the standard GURPS technology
progression in a couple of areas, Dirdir compaters are aboul
TL&, as are any devices which rely heavily on computer pro-
cessing power, Dhrdic sensors split the difference — they have
highly advanced detectors, but lack the filiering akslity pro-
wvided by advanced computers = so call them TLIO.

Dirdir medical and biological technology is TL12, bt
Chrdir medicine 15 designed for their own species; humans
and DMrkirmen must get along with TL 10 medicine, They do
ol appear 0 use genetic manipulation on themselves, Dindir-
men were ercated by a combination of recombinant DNA tin-
kering and old-fashooned selective breeding.

Weapons

The most common Dardir weapons ane power-gues, which
fire Blasts of hot orange plasna 2long an vliravialet laser beam.
They are used both 2= personal sxdearms and as heavy weapons
on Dardir fighring vehicles, Power-gpuns are strmalar to the plas-
ma hlasters described on pp. 575, 582, The Dirdir weapons
don"t splash plasma over a large area, however: only the tarzel
i% hit. Dirdir also make use of sundhlasts when armor penetra-
fion is required. They have auclear wrpedoes for uss agans]
spaceshops or cites.
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of a neurolash., The vicam must rofl HT-3 (with bonuses for
strong Will or High Pain Threshold), a successful mll leaves
the: victim conscious but at a penalty of -2 10 ST, DX, I, and
all skills. The eftect lasts for 15-Will mms. On a faled roll the
victim 15 completely mcapacitated for 20-Will turns. Besides
the standard meurolash, Dirdir rerve-fire is also available as a
small needle-shaped implant. The implant is equipped with
harbs to make removal difficult (a surgeen with a TLE+ oper-
alng room mey be able o get 1L cat harmlbessly, but otherwse
pullimg out an implant does 2d damage). It requires & success-
ful unarmed combat hit to nser the implant ino 8 victm, and
them it cam be activated kv means of a small remole control
umil. Phe cffect = the same as a neamkash, bat bits astomat-
cally, of course. The intensity of the nerve-fire can be adjusted
with the contrd unit. A nerve-fire implant's power cell comtzins
enough energy o keep a prisoner in continual agony for a day,
ar wp to 10 daws of mtermttent wse.

Diirclir use force-shields much like those described on p.
At providing P 4 against all attacks. Unlike the Chasch, the
Diirdir prefer shizlds which require =kill and fa=t reactions on
the pant of the wer, They also employ wolid shields of trans-
pareni plastic, with PD 4 and DR 20,

Drirdimmen sometimes wear artificial claws in imitation of
their masters, They can be either gloves with tulon fingeips or
gadgets like brass knuckles with blades atfached. Dirdinmen
claws turn punching damage mio cutting damage, and protect
the hand with DR 1. They are not commonly used by other
humans, although hybrid poseurs like Aila Woudiver might
wear claws as an affectation,

Other Technology

Crlow Bulbs are the Dirdic squivalent of flashhghts or
lanterns: spheres aboa the size of a 2olf ball which are act-
valed by a bnsk tap. Ghow bulbs are about

LA A=l

Dirdir-buili air-cars are wsed everywhere, by Dindi,
Dirdirmeen. and huomans ahke. Like most Dirdir craft, the air-
car 1s bong and slesk with rakish crescent fins. T carmies four
people; a fighter vanant replaces two of the passengers with
heavy sardhlasis,

Submssemblies: Body +3.

Powertrain: 60-kW NPLU wy' 1LIH0-b, reactionless thmsier;
15000 Ibs. comtragravity.

Decuparcy: | CS, 35 with crash wehs

Armor F RL B T U
Boedy: 2M0open Z10open X10open 210 open 210 open

Cerrgor 8 200 |bs,

Eqqui prrsent
Hogy; TL12 inertial nevigation systems; autopilet; TLIZ AESA
with S-mile range (scan 15) TL10 communicates (5 000-

rmile range)

Stmtisties
Sipes I S’ Firilowsd? 1 INK) Ths L, 2 1,356 hs.
Yodumee: 170 cf SizeMead: +3 Price: $35.000

HT: 12 HP: 150 [Body]

olpeed; 30 adceelr 153 aDecel: 16 aMR 4 aSK: 3

Stzll speed {), Can hover.
Dirdir Airship

The Dindir only operatz a few of these big crafl, mestly
gs passenger carriers between their main enclaves in
Charchan and Kislovan Because of the risk of atack by
Wanek or Chasch, it carnies fairly heavy armament, and could
eastly be used as o warship with little modafication. 1815 only

as bright as a 20-watt lightbulb, and can
illuminate an area 2 yards across. A glow
bulb can operate contnuously foc a year,
aflter which 1t 15 discarded. They cost 10,

Tracking Buntons are small black bui-
toms which et a homing signal. The but-
tons are abowt half an inch across, made of
a glossy black material which is almast
unbreakable, They atach using a static
adhesive, bul are casily removed with 3
slight rwist, They cost 350, weigh almost
nothang, ard can be detacted wp io 100 miles
away.

Tracking Devices come 1n a variety of
models. There are infrared detactars o
locate prey by body heat and other sensors
which detect an medividual’s carbon dinxide
exhalations or scent. The infrared detectors
reduce darkness penaloes to -1 as long as
the targer is ernitting heal. Carbson dicecide
sniffers or scent delectors ane the same as
Bicscanners (see p, 5700
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damage, ard it could be fitted with force shields for use in bat-
tle. The Dirdir ofien strive to make their craft besutiful to
behold; this one has three decks, a central rotunda, balconies
of black wood and copper, an omate scrolled prow, numerous
obeervatiion copolas and weapon ports, and a all vertical fin,

Dedicated warships are more austere and funcbonal.

L L B

Subgereminies; Body 6, superstructure -+,

Powertrmn: 110-EW KPU w/' 4.000:b, reactionlzss thrusazr;
TH),00KD [hs. contragravity.

Crenpancy: 3 RCS, 12 cabine Cargo: 5000 of736,000 [bs,

Armor F RL B T L]

Boahy: 310 A £ LY AN0C LT

Sup: ¥Vowood 3ewood IMwood Wowond -

Weaponry: B semi-poriable plasma blasters (1F, 1B, 3R, L)
+7

Equipment

Bodhe: TL12 rodic (5,000-mile rangey; TL12 INS, TL12 AESA
(scan 190; TL12 Thermograph (5can 11 TL12 Terrain-
following radar.

Statistics
Size: 60'= [0V« 2 Poviloaa: 34,000 [bs. Lt 68,800 Ths.
Vifummes 12,(00cf [Body |, 6cf [Sup] SizeMod: +6

Price: 51,100,500
HT: 12 HP: 6,000 [Body] 750 [Sup]
afR: 5

afpeed: 125mph  oAccel: | aDecel: 12 aMR: 3
Sall spoed (0. Can hover,

WANEK TECHNOLOGY

The Wanek are among the most advarced civilizations.
Their technology 15 at least the equal of the Dardir in most
respects. Wanek civilization is generally TL12, with a strong
emphasis on clectrostatics, The Wanck are not especially fond
of gadgetry. They don't wear clothes unless they peed prolec-
ticn from hostile eovironments, and they don’t carry moch
equipment.

Wanek have starships, contragravity fiyers, and all the
ather appurienances of interstellar civilicaton. Like the
[X¥rdir, they seem to be at about TLE in computer techmology.
Jis1 about all Wanek gear i= completely waterproof and pres-
sure-resistant, and can be used underwater if at all possible.

The Wanek developed the sandblasi, now in widespread
usc. They have since perfected a smaller and more portable
wersion, but iis use is confined o soldiers. In combat Wanek
wear personal force fields similar to those of the Chasch.
Sandblasts aren’t as effective underwater, so the Wanek
employ small rocket-torpedo guns like Gyroc weapons for
urdersea combat, Unlike the Dirdir, the Yanek prefer o
wige war ot o distunce using nuclear torpedoes and heavy
WEEIPONE,
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i naturally the best. To avel long distances, Wanek make use
of underwater impeller-packs, which use electrostatic jets to
reach high speeds. They are identical 1o the Aquasled described
on . LIT114. with a top spead of 30 mph and an endurence of
& howrs on a Ty cell, Wanek e larger submarines o carry leads
between their 1slard fortresses, and penerally seem to prefer
wilercnll to fving velhdcles. Their spaceships are baill 1o Aos!
and land in water, and some of them can function as sub-
mersibles as well,

Wanckmen mzke extensive use of artificizl gills, alowing
Wanekmen o breathe underwaser for up to fve days al a tme.
They weigh 10 Ihs. and cost $300. The outer garments of
Wanekmen are much hike (e TLS wet suits dewcnbed on p.
UTZ2; they function as diving suits but are comfonable enoagh
Lo use as everyday wear. Winekmen bodyznils have DR 1.

SPACESHIPS

Smacecraft in the universe of Tschai are highly advanced,
with faster-thun-light drives. resctionless thrusters, and contra-
gravity, Even small space-boats ane capable of interstellar trav-
el, and in practice there is no real distinction between starships
and spaceships. The faster-than-light drive iz probably a kind
of warp drive (and the reactionless thrusters and warp drve
may in fact be the same svstem),

Wanck spaceships are bulky. functional craft, designed to
operale as well underwsater 38 in air or space. Like all Wanek
wehicles, they are black and featareless on the outsade. [1's Fke-
Iy that Wanek ships are ammed with milguns and orpedoes,

Blue Chasch ships are flamboyant and excessively doco-
rated. The Chasch build few ships nowadays, so many of the
wessels in service are decades or even centuries old. If the GM
allows, the Chasch would be certain to equip their ships with
“chameleon’” surfaces, so that they can display all kinds of
gaudy colors and patterns. The Chasch probably arm their
ships with partiche-beam cannons and torpedees, and employ
powerful force screens for prolection,

Drirdir spaceships tend o be long and spindle-shaped, with
elaborate fin: and sponsons. Ships buill purely for war are
more functiomal, The Dirdir dzsigners are hkely to sschbfice
armor for speed. Dindir weapons ate probably fusion guns, wor-
pedees, and particle beams.

HUMAN TECHNOLOGIES

Among the humans of Tschai, the general tech level is
TL4: sailing vessels. steel weapons, oil lamps, and wind and
water power. More advanced societies, like Cath or Sivishe, are
TLS or . There are also primitive jungle and marsh tribes Gm-
ited to TL2. The highest human-bailt technology is TLAS any-
thing more advanced = alien equipment. The alien masters of
Techai 1y 10 keep humans from becoming more advanced
{aithough they're more concemned aboot the possibility of
humans organizing inle large and powerful staies), but simple
economics does the job for them. 1115 always easier lo gel alien
tech than o unify the people of the planet into a single scono-
my and rase the penesal tech level.

e ih i L
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VEHICLES

Adihough motor vehicles are less common on Techai than
on Barth, there are some types which adventurers are likely
encounter, O the sleppes, caravans depend on motor-deayvs
whale ratders often use clectne motorcylbes. At sea, pirates
often sail molor-galleys,

Motor-Dray

This hig vehicle is typical of the drys used by caravans on
the steppes of Kofan. It is built with TLG homan technology,
bul power is suppied by 8 Chasch radiothermal generator. The
dray can be comverted to animal power with a team of pall
baasts, This 15 a pure cargo carmier, bul verants ane momeros,
Similar vehacles fited with 50 passenper seqls serve a2 loog-
distance buses on the roads of Kachan and Kislovan, Others
have bunk space for 20 az barrack-wagons on the caravan
routes poross Raotan With sandblasts mounted at the comers, a
mtor-dray becomes & gun can suitzble for repelling steppe
raiders. The dray's armor is open-frame prolection against col-
lis#oms, not gunfine,

Subasrermbiter: Body +4, six off-road Wheels +1.

Forwertrain: S0-KW TL11 RTG w! S00-kW wheeled drive-
train

Oecupancy: | RCE, 1RS  Cargos 2,000 cER0, 000 Ihs.

Armor F RL B T U

Hedy:  310open 310open AN0open Y0 open ¥10 onen
Fauipmenit

Bogle: 5T 100 Winch [F; cargo ramp [B].
Slatistics

Size: W= 10'= 307 Paload: G000 Ibs
Volwme: 2520 cf [Bosdy]  SizeMiod: +4

Lot 100000 Ths,
Price: 358 400
HI: 11 HP: 3000 [Body] 120 [Whi]

gipeed 50 pAcoel: 3 pDecel: 10 gME- 03
very hagh GP. Off-road speed 5.

aafls 4

Motor-Galley

The pirates of the Draschade Ocean favar loeng skeek
mior-galleys doven by clectrostatic imipellers {with cars 25 a
power-saving beckupl They have a shallow druft, allowing
them o be hidden away in small flords glong the coast of
Kachan or Rakh, Pirste galleys don'l carry much protection,
however, and a few well-placed shids from a sandblast or an

energy camnon can disable or sink one. They are buill wath
TLA techmology save for the propulzion and power systems,
emd ofien use TLE navigation instruments. Weaponry vanes
tremendously, but woally includes at least one sandbéast,
(Hien the pirates run the weapon off the same power supply
a5 the motor, reducing the ship's speed when it is firing.

sutpeseaeiies: Body +3, Open Maount -,

Frevertrain: 0EW NPU w' X0EW hyvdrojet; 12 owing
proealions.

Occupancy: 14 XRCS, 1 XCS, 1 cabin, and 20 harmmiocks

Caprga; 600,000 Ths,

Armur F KL B T U
Body:  XION  VIOM 210N 2N 210N
Weaponry: | sandolust (F)

Size: T 10" B Payload: 64,000 Ibs, L. 38800 Ihs,
Volumee: 548Kt | Body] SizeMod: +5 Price: 541 80

HT:&  HP: 1,500 [Body]

wipeed: A powered, 5 rowead wiccel: 1

wlecel: 0,3 wMR: 0,05 wSR- 4
Draft 4 feet.
Steppe Motorcycle

This iough motorbike is bailt for off-road ravel on the
steppes of Koten; il cames extra power c2lls o give 1L long
range. Steppe nomads use them for scouting and raiding, and
Chaschmen poloe rde them on patrol inand around the coes
of the Chasch, K is not very comiomable, bat it is dependable
end cun go almost anywhere. The bikes are bailt with human
TL& technology but use Chasch TL11 power cells,

Subassemihlies; Body +0, twp off-road Whezls -2,
Powertrain: 2 Chasch E cells w' 530-kW wheeled dnvetrain,
Fual: Power for 11 howrs' operation,

Chocupamey: | XOCS, 1XCS Cerrper: 2,000 ciFG0L000 lbs.

Statistics
Size: I IxT
Virlpmer 7 of [Body|

Favlond: 400 bs,  Lwi.s 500 [bs
Sizeoa: H) Price: 55 96{
HT: 12 HP: 27 [Body] 6 [Whi]

gSpeed: 130 gAocel:- 10 pDecel- 10 gMR: 15
Higa GF (O4f-road speed ),

aSR: 1
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WEANUIN [ABLED

The weapon tables below wse the same format as those in GURPS Basic Ser and GURPS Space. Cost and weight assume
a fully loaded weapon, and all the effects of improved iechnclogy are included in the weapon stats, Legality classes are Listzd,

although on Tschal weapons are seldom controlled.

Melee Weapons
Weapon Type Dnmape Resch Cost  Weight  Min 5T
Dirdirman Claws  cur thr C 100 1
Emife- il (£ 1] Ihr I" S 4 9
cul s 23 |
Tschai Rapier i thi+ ] 1 R0 2 T
cut sw-2 |
Sting imp the+2 | 500 l -
Son-wand Sped. - SE30 2

LC m Speckal Neodes
1 4 L Brewding or Karale bonuses; DE]
4 4 Play be wsed as backler
i 4 M. thnest demage Id=1.
M swing damage 1d.
4 ] Exctersion airsck uses STIG
1 Ll Aormar cver DI gootects fully, vcties must mll

ve, HT-3, adjusied for Will. with a penalyy equal
iy the nuirsber of prior successlul sm-wand hils,
wred 42 for High Pain Threshold, If successful,

Ranged Weapons

Yeapon Mall  Type Damape 55 Ace UED Max
CmschBlaster  Ver  [mp. ARIZ 00 6 150 360
DindirPowergun Ver  Spel. 4411 7 5 130 26
Eneryy Cell CrL lep ad 11 ik 1 L]
HadCampuht  Crit  Imp. 43 10 1 140 178
Sandhless Vee C= @2 0l 13 750 400
Seout Pisoal Ver  Spd. 9 0:7 500 =900 5%

W EAPONS

Humans on Tschai use a combination of advanced alien-
butlt energy gune and their own low-isch missle and meles
weapons, Fircamms are rare, and are hmited t© crude Black-
powder prstols. Nobody mukes cartndges or caseless ammuni-
tion, because the effort would be beter spent on geling energy
WCHHINS.,

Rapiers

wictinm & al =2 on 51 DO, amd 10 for 15-Wll
turms, minimm of 1; if bit om a limb, that limk is
wsekes for the ame perod. [T unsuocsssiul, the
victim can do marfing for 15-Will furms; on a
zrincal failure, e passes o for 20-Wi5ll wems,
mirimum cne minse. Low Pain Threshold
domales cali pemalies. See pp. 575 583, “Type |
reyrolash,” fior more: miormation

Wit. RoF  Shots 5T R Cost LC HM TL
2 i- 2 B -1 5500 3 -1 1
il 3= 1028 5 -1 5300 3 +1 12
5 20 1001 ] ] HolK] 4 #l 10

12 E T u $200 4 -4 4
12 0 B0 1T -1 10 0 Mool
3 - Sl A 7 -1 Mo 2 + 10

sword in one object, the knife-foil 15 popular with the nomads
of Kidan. A knifz-frdl 15 shaped hke an isosceles inangle, nine
inchzs wide at the base and a foot in lengthe The points of the
rangle are elongated and sharpened for stabbing, and the long
edges are sharpened for slashing. 1015 held in the hand with the
base just above the wrist and the blade extending six imches
heyond the knuckles. Knife-foils use the Knife skill for attacks
and the Buckler skill for defense, and do not suffer the combi-
natien wespon penalty. Lised as hucklers they have FD |,

The Tschai rapier is a long Mex-
ible sword with a Mance diamaonsd-
shaped tip like the tall of a stingray.
It i= primanly a thrusting weapon,
but the edges of the flaring p are
sharpr and can slash. Hapiers are
widely used on Techai; Adam Eeith
saw them among the steppe nomads
of Kotan, the cavaliers of Yao, and
in weveral other socictics,

Knife-foils
A umigque weapon combining
the fanctioms of a buckler and a




reinading a caiapult takes a greal deal of Dme. SIc
pomads ofien carry several pairs of catapalts n
battle. They are fired using the Crosshow skill,
Hand catapulis cost 5200 and weigh 4 bs,

MIRES

A faviered melee weapon among Dirdirmen, a
sting has o sprmg-loaded ielescoping  shafl
with a poirted tip. When folded, the sting is
abhout six inches long and the tip is safely
retracied. By thumbing the caich, the
powerful memory metal snoots ol to
is full length of four fest, driving the
tip inite a foe with great force, Omece
extended, a sting can be used as a
rapaer for throsting attacks, and
the =pringy =ieel makes it very
good for whip atacks as well.
For the imtial atack. a sting
can he used for an Exiension
Altsck maneuver, (see p. 82)
doing 1d+4 damage. Subse-
quenily it does normal
thrusting damage (impal-
ing} and requires Fencing
gkill. It kas mo cutfing
edge. Winding a sting
hack to its relracted posi-
tion takes | minute.

ther Swords

Since melee weapons
are sill commonly used in
almost all boman socielies
on Tschai, there is natural-
I¥ a greal variely among
swords and kmives, with
many [vpes essentially
wenbcal t wezpons nsed
by cultures in Earth hastory.
The Gnashters of Pera, for
example, used farly ordinary
broadswords with guands and
stabbing tips, much like Eore-
pean swords from the 17th or
| Bth centuries.

Power Guns

Humans on Tschai group mosi
energy weapons lopether under the
generic term “'power guns,” They
are all aben-built, though some
have been lovingly preserved
by humuan owners for cen-
turies. The most common
ENETPY Weupons in human
hands are Dirdir plasma
puns and Chasch blasters,
Because of problems with
Eeiling proper COMPanents
and trained armorers for
mamtenance and repairs,
all hurman-owned power
guns have a malfunction

nurmber of Cril,
Sandblasts

The most common
high-tech weapons found
m hurran hands are sand-
blasts. First introduced
by the Wanck, these guns
accelersle tuny particles of
silicon to near light speed

50 that esch grain hits with
the power of a bullet
Sandblasts can mainlain an
pwzsome rang of fire as long
as they have power. The
Wamck and other advanced
civilizations use precisely
shaped silicon spheres for
ammuniticn, bul humans
often employ ardinary grains of
sumdd, sorbed throogh a sieve.
Sandblasts loaded with plain sand
have o malfunction number of Crat.
instead of the wsual Ver. Though a
sandblast itsell is fairly light, i
reguires 2 E cells or a constant S0kw
power supply, s0 most are used as vehicu-

lar weapons.

)

{fk,

Guns

Firearms are relatively mare on
Tachad. In most culres it is easier o
get an alien-made encrgy pun than a
gunpowder slug-thrower, In remode areas
like nomth and central Kotan, black-powder
pistolz are sometmes used by Tamih caravan
guards, who need the firepower but can’t easily

get alien tech. These are simular o the single-shot Armor
black-powder flinthocks described on p. B20E. s ' e

Armor 15 not widely used on Techai, In mos: cultures
Hand Eﬂ]ﬂpuﬂj with the metalworking technology o make 1, there are

The most common missile weapon in low-tech o energy guns and Hl!'l.t'i-ﬁﬂg 51..l.'nr-|:‘|=. which make armior ohso-
nities on Tschai is the hand catapult, a pistol-sized device lete. Helmets are still sometimes used, usaally steel casques
which uses the snergy stored in elastic cebles o fire short which splay out aL_m: h:ttv.'.-rr.. to prodect the wearer’s neck
feathered bols. The range and hittirg power are good, but an the back and sides. Cavaliers of Yao wear elaborately
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deCcoraled DELmEs on e Daltierneld, and add guided Dreasl-
plutes 1f they can afford them, but the ordinary soldiers
under their command are wnarmoned,

TERRAN EQUIPMENT

Some of Adam Heith’s equipment appezred almost as
poind as Wanek pear, but Beath waz surpnsed o discover per-
somal force ficlds. We'll call the humeans of Earth TL10, with
TLI1Z contragravity and rescionless thrusters, Terran technol-
ogy i Flaret of Advemisre almost exactly matches the tach in
LRSS Traveller.

The equipmen: used by the Federal Space Agency
includes spacecraft with contragravity drives, energy
weapons, andd computzrized binocalars, Ghs can use any
stanchard TLY and TL 10 gear with Little alteration. A f=w note-
worthy items inclode:

Energy Cell

The Federal Space Agency energy cell is a versatile piece
of equipment, Its primary use is o provide power for weapons
and devices, just like o standard GERPS [ cell. However, the
Space Agency energy cell can also release its energy directly
in the form of a destructive beam. Each energy cell has a
recharpe sockel al one end and a crystal lens al the other. A
switch on the side operates the kens. Al low power it funchions
iz a flashlight, giving light continvously for 3,000 hours
before: depleting the cell. At high poarer, the lens emits a gush
of raw energy similar o a laser beam, rapidly uzing up the
cell’s stored power (it can only be fired on full automatic,
using the laser autofire roles). Stats for the enerpy cell beam
are given on the weapons tzhle.

Pistol

The standard sidearm for Space Agency scouls 15 a small-
caliber (Zmm} electromagnetic pisiol or CGauss gun firing
explosive needles. It 1s not intended as & battlefield weapon;
its range is short and the needles don’t have much anmior-pen-
etmiion power 1L s a survival weapon, geod for batthing dan-
gerous animals or hunting food, A scout piste] shot does 1d-4

. .. Reith, with a sinking
heart, thought of his survival
kit dangling from the tree,
with its drugs, transcom,

scanscope, energy pack,
and, most especially,
weapons.

— City of the Chasch

CHARACTERS ¢

CAMEESs (WL an armnor divisor of 20 1 e rund penciriles
the target’s DR, any remaining damage is multiplied by 5 as
the needle explodes intemally,

Osmotic Film

Cl=matic film is a square yard of thin plastic, permeable
1 water in one direction oy, Placed on the ground, the film
gradually sucks out droplets of pure water. Packed into a can-
teen, il becomes a purifier. One square vard of osmodic film
can draw about 1 gallon of liquid from ordinary Fertile soil in
£ hours. In desert terrain, it can deaw only half a gallon in tal
time, while in a wet climate it can produce a gallon in 2 o 4
hoars, Osmiotic [lm s best used at naght, when the heat of the
sum won't evaporate the water as fast as it appears. Osmotic
film requires no power, but sheets pradually lose their perme-
ahility as the catalysis and micropumps in the film hreak
down. They work at full capacity for a month, and the amount
of waler extracted drops by half for each additonal month, A
sqquare yard of film costs $30 and weighs a negligiblz amount.

Scanscope

The Federal Space Agency Mark XI Photomuoltiplving
Binocular Telescope is a standand piece of equipment. It has a
magnification range of up o 1,000 times and incorporates
lighe-amplification but mot infrared veEon. It s othereise
idemtical o the Televiewers described on p, UT20. A
scarscope costs 51,500 (but obviously 15 not available for sale
on Techai),

Skin-Spray

A useful substitutz for bandages, skin-spray is equivalent
to plastiskin (sez p. 595), save that it is applizd with 2 spray
bottle rather than patches. A bottle of skin-spray capable of
covering one square vard of skin weighs | pound and cosis
FUH).

Survival Pack

The standard Federal Space Agency survival pack = a
hackpack occupying half a cubic foot and weighing 20 lha. It
contains the following: | standard medkir (see p. 596, 1
transcom, | energy cell, 1 sheet of osmaotic film, a filter can-
een, a heat-reflectve blanket, food pills eguivalent to 32
mar-dzys, a signal mirmor, 1,000 feet of synthetic rooe, a nee-
die pastol, and a scanscope,

lranscom

A transcom is a TL10 long-range communicator with
some wselul features. An auomated distress beacon can
keep pinging cut a signal or a prerecorded message until the
power cell muns oul. Space Agency LrANsSCOmMs can page
each ocher, sending out a coded signal which alerts other
F5A tranzcoms within range and causing them 1o semd back
a locator signal giving a bearing and distance, This function
is antomatic, bat can be shut off by the wser if he doesn't
wanit (o be found, It is extremely helpful in located downed
or injured perscnnel.
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CHAPTER 5

CAMPAIGNS ¢t
ADVENTURES

On Tschai, adventure is not hard to come by, In fact, it may
be difficult to avoid. And adventure follows adventure . . .
anyone who comes to prominence, especially if they display

new technology or flowt local comventions, will become
inferesting to both the alien rulers and the local human
POWer groups.

96 CAMPAIGNS & ADVENTURES




CREATING TSCHAI
CULTURES

While the varous human and alicn coltures of Tschai
described m Chaplers 2 and 3 hold the poental for a muli-
tude of campaigns and advertures, G may wish to build on
the existung siructure of the world and create their own soci-
eries, (This is especially likely it the players have read Plamet
af Adveniure themselves.)

However, anyone creating a new tribe or city for Tschai
doe= have to face the fact that his home-brewed creatioms are
goang [0 be cheex by jowl] with the work of one of science fic-
ton's preatest world-buikders. Just reaching mito the stereo-
fypes file and picking ool a standard-issue “wamior coliue™
or “fishing village™ won't cut it

By way of ilustranon, corsider two of the groups
encouniercd by Adam Reith in the course of ms adventures.
The Kruthe i most people’s definition of o “warmior culiues"
— they raid ceravans, duel among themselves, and are gener-
ally a pugnaciows lol, Bul how many other bands of nomadic
wamors 2ke the personalities of the emblems they wear an
their hats, or dispose of the dead by catapulting them into the
air? In the same vein, the coastal folk of Gozed seem to be an
ordipary fishing community — except for their religion of
human sacrifice o the sea-scormHons.

Cultures on Techu have color. They have weird customs
and strunge nnmls ad Hzarre supersotons. They are oo
socictics from past or modem-day Earth transposed to anoth-
er planet.

W/ EIRD RELIGIONS

Tschai boasis & greal variety of religioos beliet systems,
belost relipons m Jack Varce's stones are at least a litle
ridiculows, af least when viewed by oursiders. When creating
new religions for Techaa, the GM should probably strive for
the same slightly ironic view, There is no Cne Troe Faith, and
the maost fervent belicvers tend o be bigoted fanatics.

Cinz interesting possibility is a cult of atheisis, who deny
the existence of gods, holding claborate rifual ceremonies of
demal. They might have dodrinal schisms over whether pods
are actually impossible or menely nonexistent. Atheists might
even wage “holy wars” against religions that worship pods.

A tuly pantheistic cult might acknowledge all possible
pods — for surely he pods must be perfect beings. and one
aspect of perfection is existence; therefore, all possible gods
st exist. [t would be a pood religion for unscrupulous socs;
since everything must be forbidden by at least one deity, and
required by another, evervthing 15 squally virtuows and equal-
Iy sinful, Amything goes!

For the sake of interesting adventures, religions on Tschai
are likely to have either famarica]l culiist assassing, presdy
pricsts with boasds of treasure, good-lookmg sacrificial vic-
tims, or all three. Religious beliefs can make for ineresiing
complications in roleplaying. if the goals of the party are in
conflict with the edics of the gods, One thing which is roy

Likely wo cavse probiems will the piesis 15 advanced tachnol-
ogy. The people of Tachai know that the alien masters have all
kinds of high-tech weapons and squipment, and ksow thar it
isn't magical.

W/ EIRD GOVERNMENTS

There are lots of different wavs to meke decisions or
pick the people to make them, On Earth the most common
means are heredity (the child or other heir of the ruler
becomes the maler) or election (some subset of the popula-
tinn voles for the raler). Bat these are by no means the only
methods. One simple method would be 1o pick rulers ran-
domly, Selection by reading omens or astrological signs is
effectively random, although if the process involves any
kind of specialized knowledge the soothsayers and
ustrologers can fudge their results.

We pay sizable tithes
to the priests; they take
all responsibility for
appeasing Bisme; we have

no further inconvenience.
— Traveler,
Servants of the
Wanek

Perhaps a socigty chooses ralers by their prowess at some
activity. The imperial Chinese clwse many of their officials by
wrllen examinations. One might argee thal modern Ameri-
cans pick people based on their ability w mise money and
nake speeches. Often, warlikz cultures pick leaders who are
zuad soldiers or penerals. A mercantile sociely mizht simply
sell affices o the highest bidder. Weirder possibilites include
selecting rulers by playing some complex game, by anistic
ability, or giving the hgnest office to whichever man can stay
awake the longest

Or a sociely mighi not have any rulers at all. The citi-
wens might have voluntary commutiees to handle vanous sit-
uations; this zeems w be the Duindir system, In many
American Indian fribes, going to war was an incividual
choice, not a mbal decision. A culiure might leave all deci-
sion-making (o omens or lots (as the Knuthe do by tossing
moon-dizsks), Making deasions randomly may not be the
nioel effective way 1o run a society, but even Earth history
has examples of worse syslems.
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VANCIAN NOMENCLATURE

Jack Vance is acknowledged as a master of invemed
names and words for his aben societies. In Plamer of Adventure
one can =pod some fairly simple rales for creating Tschai
terms.

Place rames, persomal numes and obal names ae not
transluted in the book_ We meet Lokhoars and people of Cath,
rather than "Hill People™ or residents of “The Peninsula.” Pre-
sumably these names are all adapied from some ancient or
alien language, much a5 place numes in western Ewrope are
often garbled forms of Celtic or Latin words, Humans of the
servitor races — Dirdirmen, Chaschmen, and the others — have
names given or inspired by their masters.

Otherwise, most terminology 1 ranslaed. Weapons are
called sand-blasts, snimak zre called nighthcunds or leap-
horses. The rehgious cults encountensd by Reath have names
like the Cult of the Female Mysterv, or the Yeaming Reflux-
ives, Ax the Lafter term inchicates. Yance does often use archa-
ic ar slightly chscure English words, and Game Masters can
i the same with the help of a good dictionary or thesaurus,
(I’ worh noting. (oo, that when Vance does use an obscure
term he uses it corvectly: “reflux™ means o flow back to the
source, and the Yearming Eefluxives bong 1o returm (o oa myth-

Whiles sequins are the most common fomm of
money on Tachal, iU's nol impossible for an isolated
group i use some other medivm of =xchange — pre-
cious metals, livesiock, hoge carved stones, of even
claborately decorated preces of paper. Endless com
plicsitions can arse rom the fact thar what 15 valusble
in omg place might be nearly worthless o another,

INVENTING SOCIETIES

When inventing a new society for plaver charac-
ters o encounter on Tachai, the G has o stam with
the dry factual details of how people live and what
they do, then build fram that 1o the exotic features,

Nuts and Bolts

The first thing to decide 18 how large the new
culture is going wo be, Is it a village, a city, or a king-
dom? The masters of Tschai don’t se2m to allow any
hamean states much bigger than a kingdom or a con-
tederation of caty-states. Nomads might contral a
large, sparsely populated region and call it an
emipire, but any staie which might be able to threat
en the alien overdonds will probably be destroyed 1n
a rain of atomic torpedoes.

Having picked the size, the nexi thing o decuds

ical home planet. )

is how the peoplz in the society make their living. Are
they farmers, herders, or [shermen? Do they trade?

I streamlbing oleplaying adventures, GMs may want o
try 3 have one NPC who embodies the government. Real
governments are usually large and comples, but plavers have
trouble remembering o0 many names and pesple. It's much
easier for them o keep truck 1f there is one “bose™ in a given
sociely, The government doesn’t have to be a one-man state;
even in a democracy there's a President or a Prime Minister,
If the GM wanis 1o emphssize mtemns] polineal stugeles,
then mayhe each faction in the society should be personified
by a leader or spokesman who interacts with the player char-
acters. (O course. if you want o Peranoia-style society of
impenerable burenicracy, then the more faceless minor offi-
cials the players have to deal wath, the better )

W/ EIRD ECONOMICS

A culiure may have an unoseal way of allocatng property
and resources, T madern Western culmre we tend to think of 3
marksl economy based on voluntary exchunge of goods and
services as the ultimate ecommmic system, but ofher arrange-
menls are possible. Wealth may be ted to status, so that mem-
bers of the elite are entitled o a bigger share of everphing by
virtuz af who they are. Perhaos the upper class can simply take
wihal they want, and only the peasants have 1o pay.

Or mayhe a society doesn't believe anything can be sold
al all, only rented, If vou want a wal, yvou rent it from the
blacksmitk, and eep paying am for it until the tool breaks or
wears oul, Consumakble pood: would serve as “currency.”
Trading would be a matier of sub-leasing items.

Doy they mamifzciore goads or mine some valuablz
resource? Obviously the avzilable technology affects
what kind of an economy is possible — farming or fishing
demand at least TL1, and manufacturing isn't going to be a
major par of the economy unlil about TLS, On Tschai maost
haman coltures are restncted o TL4A, which means that meost
societies are likelv o be based on agricalture, If a stale is
miowe sdvanced than ahout TLA, there muost be some reason
why it hasn't been destroved. 13 it governed by human agenis
of the alizn masters? Cr iz it small and zolated encugh o
escupe thelr nobce?

How do the people in this society govemn themselves!
Two things o consider are who has the decisiwon-making
power, and what limits (o that power exist. Who holds the
power can vary tremendouzly, from an abeclute monanch rul-
ing alone to the participatory democracy of a town meeting,
O course, often the titles and legnl powers of the rulers don't
reflect who really calls the shots: Louwis XIIT was the absclurz
miomarch of France in theory, bat everyone krew Cardinal
Richelew was rzally in charge.

Oxten the meams of selecting rulers alse Gmits what they
can do. Elecled officials must profect the interesis of a major-
ity of the voters. Monarchs whose perwer depends on the sup-
porl of feudal londs have o consider what those londs are
likely 1o favor. Theocratic ralers must follow the tenets of the
slate religron . . . or appear o,

Cne type of government which seems to be very rare on
Techai is democracy. Most states are rulzd by a monarch or an
oligarchic council, Perhaps the widespread suspicion on
Techa makes 1t hard o keep a demecracy functionng,
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Cince the “machinery™ of the society is in place, the G
car, start making things fantastic and exotic. Give the people
weeird habilz, a bizame religion, or some pecoliar institutions.
Examples inclade the strange divided socicty of the Purples
arid Blacks in Ao Hidis, or the assassination busaness in Cath,
Every sccicty should kave some vivid and distinctve ele-
mienl, somehing which the plavers will recall years Later -
“that place where they 211 wear masks."

But strange customs don't simply develop out of thin
air. They wsually hawe {or once had) a practical reascn
hehind them. The GM should think about why people might
do something, and what purpose it fills in their society, In
reneral, umans do things for one of three reasons: desire,
[Edr, OF COMYICTON,

g T2
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When inventing a social cusiom or hebit, think gbout
what mocivaiion b stems from. = 1 besed on desire” People
o sovme amaing things for monsy or status, Is o the resull of
3 fear? Fear of what! Many religious practices stem from a
fear of death or punishment after death. Or 15 it based on a
sonviction that it is simiply the morally comrect thing o do?

As an exemiple of a coaviction, consider a society m
which eating i= considered a disgracetul act like elimination,
and 15 ondy performesd in secrel. Cenainly there 1s no desire or
ear involved in that. What kind of culiure is likely o have
such a practice? Perhaps the people have a very strong notion
f the diztinction betaeen the physical body and the mind or
soul. Anythimge which rermimds them that they are physical
weings is repellent, so tiey will probably also be squeamish
thout other bodily functioms, oo, This, in turn, suzgests that
hese muest be “safely valves” or cusicms which allow the
rroup to survive at all, Perhaps they have festivals at which
he norms are reversed and people can indulge in all the
Heasures of the thesh,
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toms, oo, Eating in secrel does mean that contaminated food
is unlikely to harm a whole roomful of dimers, and would tend
to el dhown on wasteful displays of elaborae dinpers. Monbe
the custnm originated m § time of scarcity, when focd was in
shion =upply and much of it was unhealthy.,

It impartant to think through all the implications of
thingz. In a soctety that consaders cating shumeful, there will
be me Famcy restanrants. In fact, wisitors may find it difficuli w
fand anvone willng 1o sell food atall! Cooks may be consid-
ered unclean (or sacred). Food markets are going to be
somber, dignified affairs, with customers buying what they
need and hurrying away, perhaps even Keeping their faces
hidden as they shop. [nstead of dinners as a social nival, the
people may do something different - meditate together, o
perhaps imhale vapors that imduce visions. In such 2 colbure,
being Tat would be a sign of weakness or even cormaption,

A culture which denics the body and develops the mind
i5 umlikely o have muech merest in athletics. People will
strive o show their excellence at intellectual pursuits. 1t's pos-
sible that asceticism and even self-mutilation will be seen as
proper conduct. The people might be whsessive about keeping
clean (ke the Bruhmins of India), bul could just as well neg-
lect their appearance and stay dirty most of the time (like
miedieval Chrstian monks).

Finally, the {sA should note what the consequences are
for someone wha fuils to observe o culture's taboos, Will the
pecple mos a stranger and tear him apar if he eats in public?
Or will he simply not get uny invitations to social events?
Sometimes reactions will be mixed: in our own society,
someone who gets into a fight may be prosecoted for assealt,
bt may also get @ reputation a5 = macho ough guy. In ow
hvpathetical example culture, esting in public aght be
grounds for having a woth pulled out as panishment, bt
might also make the cater seem sexually imesistible.

BLANK SPOTS ON THE MAP

The queston of where o put 2 newly-invented culure 15
impertant. Obwviously it can't be bocated in any of the places
already described. Game Masters can bormow from Vance's
existing societies and create a neighboring culiure with some
similarities. The stones mestion a few ploces which Adam
Reith never managed to visit in his wanderings.

The northeasien pert of Charchan s apparently an
advanced and densely populated region, The Dirdir have a
mujur preszoce there, incloding their wcademies al Eliasr and
Anismna where Dirdismien techinical specialists are irainsd,
That region may also be the home of the Binth, Walalukians,
of Shemolal = cultures as advanced as the Yao,

When placing a society, the GM should consider what
st of culture it 1=, and pick an appropriste place. If s & vio-
lent, anarchic group, it probably shouldn’t be plopped doan
next o the hypersophisticated Yac, bul might it in perfectly
ncar the guarrelzome Khors of northemn Kiskovan. A ngidly
buresucrate sociely would go well in eastern Charchan, buat
would seem cut of place on the steppes of Kolan,
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poosd place 1o pul newly-invented cultures. Adam Reith spent
a lile ime sailing in coastal waters off Kiskovan, bal saw Hi-

ALLAAS S Uil MY ARl

tle of the rest of the Schamzade. It covers neardy half of

Techai 'z swrface, and could eazily bald hundreds of islands as
hig as Hawamn or even MNew Zealand. There could be Wanek
forresses, niins of pre-Chasch conguerors of Tschal, or even
socrel enclaves of some previously unknown race of alicns,

Techai's polar regions are another region Beith never vis-
ited. The climate there may be warm enough duning the sum-
mier by suppor a medest civilizaten, Soeme people on Earth
once speculated tha: the poles were openings into 2 hallow
mnkerior — a creative Game Master could nng changes on that
idea by placing major entrances to the realm of the Poume at
Ischza’s poles.
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te begin the delhicate process of winning acceptance for
humans a= the equalz of Dirdir and Chasch. Later on, there
may also be a place for special operations (roops, merchants,
or even lurisis!

Phase One

Adam Reith's report on Techai contains a great deal of
villuable mformation, bul it radses a preat many questions as
well. Just how powerful are Tschai's alien masters? What are
their intenaons? Is il possible 1o establish peacelul relations
with them? And how can the government of Earth belp the
humans of Tscha win ther independence? The answers o all
those guestions are on Tschai itself

After Adam Keith's returm to Earth, the Federal Space

FREE TSCHALI

Cine ambitious campaign goal is for the PCs 10 amive on Techa with
the intenbon of organizing a revolt of the humans agains: their alien mas-
ters. The Chaschmen would be the obvious tarsets of such an efort, as the
fall of Dadiche and Adam Reith's exposure of the Chasch rebirth hoax has
lnid the groundwork, The Chasch themselves are weak encugh that a revall
might succeed, and the Dirdir or Wanek are unlikely to come to their aid.

A spoce war between Earh and the Dirdir would shift Terran opera-
tions toward the Dirdie. The Dirdirmen are probably foo oyal, but hybods
gnd “'sub-men” laboring m Dirdir factonies could perhaps be encouraged to
rise up and cverthrow their masters. Certainly the Dirdir haven't won any
friends with therr wste for human meat and their love of hunting humans.
They cre good at erronzing the people of Techad, and any Terman agents
would have 1o overcome ages of conditioning.

The Barly =tages of organizing a revolt would involve lols of sneaking
imo alien-ruled cities, meetings with crackpot revalutionaries, narmow
gscapes from the police, and stirmng speeches (0 skeplical masses. Once
things are in full swing, the focus shifis o winning bhattles, rescuing cap-
tives, evading or counterpunching punitive ruids. and keeping spints up

Azency will send maore scouts 1o Tscha.
Even witbou: the Wanekmen lobbing
torpedoes al ships i orbil, the other
advanced races on Tschan are still war-
like ame] trigger-happy. To avoid the fate
of the Exploratar Y, the Temrans will be
inseried in stealthy scout-boats, droppad
by cruisers hanging hack ot of detee-
Hon range,

Once on the surface. the scouss will
operate in small groups. doding their
best to remain inconspicuous, Their
main ohjectives are to explore the parts
of the planetr Reith didn't visit, and o
lcarm abouwt all the human culiures in
order 0 prepare 1o establish formal
contsct with them.

Soouls who don't pet shol down on
landing will have the sdvantages of het-
ler equipment than Reith and a basic
knowledge of the planet. OF course, their
information won't help them in the
places Reith didn't visif, and they can’t
wse therr advanced gear too openly with-

after revesses,

Ul altracting attention,
Adventures i this phase of the pro-

THE TSCHAI
CAMPAIGN

The obwvicus starting point for a campagn sel on Tscha
1% just after Adam Benth's adventures there, Since Tschai 1s
such o weard and alien world, 10°s daffcult to play native char-
aclers without a caretul study of Vance's novels, The obvious
solution is 1o have a growp of Teman characters visiting Tescha
and experiencing all its marvels and mysieries.

Terran exploration of Tscha is likely to proceed in three
stages: scouting, rescarch, and open contact Initially,
explorers and secret agents will try to learn more about the
alizn masters. In the second stage, scientists investigale

gram will resemble Adam Reith's
exploits in the movels, except that the
heroes will be better-prepared and will have specific missions
to complete. ((F course, the carly missions are going o be
along the lines of “Go see whal's in easterm Kotan,™) [n the
course of their exploration, the scouts will face all the uspal
perils of Techa = banditz. dangerous ammals, Phung, gresdy
irmkecpers, and fanatic cultists. Besidzs completing their mis-
sion objectves, they will probably wind up rescuimg soms
ladies or gentemen in distress. All in 2 day's work for the
Federul Space Agency.

Phase Two

Cince the scouts have determined the lay of the land, the
Terruns can begin creating a permanent presence on Tschai.
Since over contact is sill too risky, this will bave 1o be done
in secTel, using varous cover storizs amd false sdentibes.
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advantage: they can blend in with the existing
human populatien and move about relatively easily
i Dhirdir or Chasch coubd do the same on Earth).
This stage can lasi for vears, as scientizis secretly
reszanch the planet and its inhahatants, spes gather
information and racnt informants, and the Terrans
gradually build vp their influesce and power on
[schii.

Lseful character types for this phase of explo-
raton inclode supercompetent scouts, Xenclogists
and planetoiogists o uncover Tachai™s secreds, intel
higence agents and diplomats w secretly build up
Terran irfluence, enginsers and doctors to help the
people of Techal, merchanis to make the sequins to
pay for it all, and Federal rangers for prodection,

Player characters operating on Tschan duning
the secomd phase can use the Kotan Merchan
Adventurers (see sidzbar) or ther “mencenanes” as
a cover story for almost anything. The company’s
cover. operations include intelligence zathering,
hiring loyal agerts (purchasing and then [reging
slaves 15 an excellent way o recront people), and
oceasionally a linde “wet work™ if people take oo
close an interest in the company’s doangs. Scieniif-
e work includes gathering samples of interesting
lite forms, excavating rins o discover mare ahout
Tachai™s hisiory, and makicg copies and translations
of every book the company’s agenis come across.
Under the heading of general do-pooding, the Mer-
chant Adventwers do their best to improve condi-
tons on Tachal, each the local humans about
advanced echnology, help put down banditry and
slavery, and encourage Lthe human comomunities bo

work together. Finally, the mundane operations of

the comparny nclede runming camvans and mes-
chant ships, which can be exciting enough!

Phase Three

Once the Federal Space Asency hoas gathered
a5 much information as pessible about Techai and
s maslers, it will be ime for Eanth o establish con-
tact. The agents in place will approsch carefully
chosen bl leaders (probably human nalers, bul
possibly the Wanek or even the Prume) and inform
them thal a spaceship from a workd of humans 1=
chae to amve in & few days And then the fun sealiy
b prins,

Maturally, diplomacy on Tschai won't be cock-
il parties and speeches. Even if the Dirdir don™ ry
i shool down the diplomats” ship, there™s no guar-
antee thal the abens will recenve the Termans s
cquals. Humars in a spaceship might be treated a3
renegides or pirates. Diplomets from Earth might
cndur: humilizting treatment &t the hands of super-
cilions Dirdirmen or prankish Chasch. And Adam
Feith made some cnemies whe might decide to
iake things very diffecull for the Terrans

n
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THE KOTAN MERCHANT
ADVENTURERS

A posible cover for Phase Two's progrem of exploration and
infiltration is n company of merchents called the Kotan Merchant
Auctventurers. The Merchunt Adventurers are hesdquartered 10 Coad,
which is sufficiently cosmopolitan that & new group of sTangers
atzacts hile atenton. From Cowd, parties of Merchant Adventurers
venture pesrly everywhers on compeny business — they ride slong
with caravans on the steppes of Eotan, sul aeross the Druschuade and
Schanizade (ceans, and even go as far as Sivishe.

The Merchant Adventurers” initial capital comes from sclling
umwraceatle trade goods from Earth, but once in business, the compa-
ny does quite well with the benzfit of radio, advenced weapons, and
personal compulers. They have established warehouses and branch
offices in other cities, in Kotan and oversess, and have begun hiring
Tschai-born humans. Since wealth equals influence, the Eotan Mer-
chant Acventurers have boen able o gain the ear of the mlers of Coad
and other cities. The companry i3 very accommodating about making
low-interest Inans to cash-strapped governmens, and is ofien willing
i prowvide the rubers with useful information.

The Merchant Adventurers have also heen terribly helpful in
improving local technology. The company has a safT of highly skilled
technicians whi are zager to share their knowledge. Tn Coad and elsa-
where they have improved manufsciuring, samiaton, amwd commuoni-
cafions, and have even proposed plans fo build eleciric penerating
plents to free the humans frsm their dependence on Dirdar and Chasch
power cells,

The Kown Merchant Adventurers have recruited a previously
unkmown tribe (the Federal BEangers) o provide secunty al their wars-
hoases, guard their caravan drays, and protect their ships from pirates.
These “mercenaries™ occasionally hire themselves ol 1o help com-
munitics fight off handit gangs and nomad raidzrs.

Ambessadors establishing relations with one of the

A diHOmAae cCampalgn would be excel
lent for players who like 1o have a big influ-
ence on the game world. Becawse of the
tremendous distunce from Earch o Tschai,
dislomats can't call home and gel nsimuc-
tions. They will have the anthority o negoti-
ate and make treaties, and con eflectively sel
policy on the spot,

Useful character types include diplomats
rof course], spaes (possibly incleding Tschai-
bom apents working for the Termans ), senol-
ogisis who have sisdicd the planct and its
people, and sacurily TOOPEDs 10 S5YE EVETy-
one’s bacon if negotiations break down,

Phase Four and Beyond

O course there's no puaraniee that Earth
will wind up at war with any of the masters
af Techail. Maybe the Terrans can estublish
peaceful relations with the Dindir, Chasch,
Wanek, and some of Tachn's human nations.
In that event, Terrans can visit Tschai for
mare  poaceiul and  profitable  reasoms,
Traders would flock o Techai, swapping
Earth goods tor raritics and alicn technodogy,
There would sl be plenty of opporunities
for adventure, especially since “trade”™ and
“cheating™ appear o be synonvms on Tschai,

And there's no place so dismal or dan-
gerous thal somecns won't want @ go there
on vacation. Tschai's ancient, exotic culires
rmght draw ounsts from Earth, This coukd
be played for langhs - overweight folks in
shorts and humooous T-shirts gawking at the
Wanek fortresses, posing for phoios with
Dirdir, and buying souvenirs from the
Prome, Or it could twm deadly serious, as a
party of ill-informed and ill-equipped wurises
have o cope with Techai's perils.

larger human siates ilike Cath or the Lokhars) will have

their own problems. They will have to operate in szcrecy to

avoid interference by the aliens. Before they can open
negeliations, they will have o convines the buman govern-
ments of Tschai that Earth exists at all!

[he life of a diplomat on Tschai 1s likely to be interest-
ing. All of Tschai’s cultures, human ard alien, have bewil-
dering forme of etgeete and protocel. In Cath a Terran
ambassador would have to master all the subtleties of cos-
tumse, manners. and the changing fashions of the “Eound.”
Among Derdir or Chasch, the envoys would have o demon
sirale that they are oot inferior beings. then leam all the
alien customs and proprictics, The slightest mistake could
menn discord — or even war! — between Earth and the rulers
of Tachai. That would leave the Terrans on Tichai strug-
gling 0 escape caplure, smuggling key experts off the plan-
et while gathering weapons for geerrilla warfare against the

Dirdir and Chasch.

CAMPAIGN TONE

When designing your campaign, consider the tone and
the tyvpe. Tone determines what Kind of adventures the plaver
characters have, and type covers the things they will acteally

be doing.

The slightest mistake
could mean discord — or
even war! — between
Earth and the rulers of
Tschai.
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The Tschai nowels are science fiction
sdventure stomes, and maturally the setting
warks best for that kind of campaign, but
ther= are different “lenses” the GM can use
to s=t the tone. Planetary Romance is the
lens used By Vance himself, but one can also
use Tschin as the venue for hard science fic
ton, harror, or even comedy,

Planetary Romance

The Planer of Advenfure dores ane
prime examiples of the science fiction sub-
penre known as “planetary romances ™ They
are action-packsd tales of exploration and
adwventure on a sngle planet with lots of col-
arful and diverse races and cultuees. Flane
tary romances have a long and distinguished
history. going back to John Canter's explodts
on Mars (or even the voyages of Odysseus),
Key features of the penre are nonstop action,
mteresting world-building, and often a cen-
tral mystery which must be solved.

The guest iz the basic form of the plan-
elary romancs. The bere or heroes have a
destination, and have advenores along the
way. [t worked for Derothy in O it worked
for H. Rider Haggard's Allan Qualzrmain,
and it will work 0 a roleplayving campmign.

(GOOD AND EVIL

Tschai is o place wherz defimitions of good and evil are likely w get
a workout, Dirdinmen of the highest caste hunt and sometinmes eal ciher
humans, in imitation of their alien masters. Are they evil? The fisher-
folk of Gozed leave women staked out on the beach o become living
incuhators for sea-scorpicn larvae, Are they evil? Durng his visit to
Tschai, Adam Reith destroved the Seminary of the FPemale Mysiery,
sacked & Chasch city, murdered Dirdir in cold blood for sequins, and
kidnupped the helpless young Pnumekin Zap 210, Is he eval ? His com-
panions in advenmure were Anacho, a Dirdirman who has eaten human
flesh, and Traz, a steppe tnbesman who has led rads on caravans, Are
they evil?

Tschai is abundant'y supolied with evils o battle: from petty swin-
dling and roelbbery, through vickoas religions rites and the habits of mon-
sters like Aila Woudiver, on up 1o the ongoing exploitation of entire
humsan nations by the Dicdir and Chasch, Game Masters and players
can have fun exploning their nwn reactions o such things. One person
may ignore (he oppression of the alien masters o sAmply “the way
things are™” bur balk at individual cruelty and crime. Another may want
i tackle the big problems rather than cight an infimie aumber of petty
wromngs. And 2 third may enjoy the chance o be utter]ly amoral.

IF the players enjoy charscler development, the GM can vse Tachm
ic Jet thermn find ot fust what their standards are. At some point. cven
the most cheedully wicked mpgee 15 poing 1o come up aguinst sHmne-
thing which is just plain wrong, and will have o take a stand.

The object of the quest can be a mossmng per-
s0M, a treasure, a way home, or anyihing
else. Given that the whole point of the quest
s the adventure along the way, the omect really isnt that
LEparLant

Sometimes the onginal quest object toms out @ be a red
hermnng, and the charscters discover a moee impodant poal

aleng the way. If the heroes are seeking a treasure ard stum
ble across clues o o secrel whoch could change the wiorkd,
they may swilch 1o pursee the bigper objective instead, On
I'scham, such bigger gouls are hkely o be connected to the
aliens” comitrol and the oppressed sia
s of the humans,

Settings for planetary romances
iend o he low-technology worlds
where swordplay iz common asd
there's e quick and casy way o get
around, The heroes must live by their
wits and their muscles, rather than
relving on high=tech toys. On Tachai,
there = quile 2 lot of advanced tech,
aul most of 1t = rol 1o human hands,
Lretting high-technology gear can be a
goid  shori-term objective witkin a
campaign. The plot of City of e
Chazscl 15 a good model: Reith stars
ot with little moee than the contents of
hiz survival pack and ravels on fool
Later, he and his compamons jon a
caravan and ride motor-drays; by the
end of the story he has soguined a
Chasch sky-rafi. He's no closer 1o gef
ting off Techai, but he has carmzd some
rangibe ewards for his fforts,

OTHER ALIEN MASTERS?

Given the vast size and long history of Tschai. it is entirely possible that
the Dirdir, Chasch, and Wanek are not the only invaders =il living there. In
the Muszum of Foreverness, Adam Feath saw models of several alien species
which he did not encounter in his travels, They may have been extfinct, or may
simply be hidden in a region Reith didn®t visit. GMs should be cautious abowt
adding new aliens, as any Vance purisis zmong the plavers will probably
ohject smid=ntly 1o the idea.

Some of the races described in GURPS Aliens, GURPS Atomiz Harror,
or (rVRPS Space might make intercsting rivals o the Dindir amd the Chesch
(see the section on “Oiher GURES Worlds™ below), Ambitious GMs may
wish to invent aliens of their own.

Cine especially sugpestive reference im Ciry of the Chiesch mentions a type
of tall and long-limbed human known as a Gray. Modemn-day UFO Jore is full
of stories of gray-skinned aliens with long zpincly limbs abducting humans for
wvarss purposes, Maybe wome of those burmans wind up on Tschaa? The alien
Grays could edther be the small and feeble aliens from GURPS Atomiz Har.
ror or the termifying and powerful ones from GURPS Black Ops.
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A the name “planelary romance”” implies, another com-
mon feature of these siories 15 a hzalhy dose of fomance.
ahn Carter met the lovely Dejah Thoris, Odysseos loved
‘alypso and Circe, and Adam Reith’s paramours included
lin=Ylan and Zap 210, How much romance you wanl in
our campaign depends on the players and their tasies, bat
here should be a few damsels or swains to rescue

Hard Science Fiction

An exobc, coloriul planet ke Tschay may seem like an
ld =etting for a hard science fichion campaign. Bul Jack
ance is anc of the top wniters inthe tield; Tachai is carefully
vorked oul and plausiblz. Below the chrome and fins there's
| solid chassis and a well-tunecd engine

[In a hard SF campagn, the characters won't spend as
sch rime hattling bandits and rescumg maidens, Their goal
5 o learmn the facts aboul Techa: #s wsiory, secrets of the
lien races, amd other myslenes. Scientists may need to do
ome serious Indiann Jomes-siyvle research o penztrate Pnome
rchives or siudy Dirdir reproduction, They may face deatl:
raps aned monsters in buried niins. The people of Techa ane
OINE [0 AssUme inguisiiive strangers are Inoking for treasure
o are =usy prockings for sandits.

Horror

Tazhai hobds more than its share of homaors, There are dhe
Mnfir hunis, the sad=tc games of the Chasch. the slasher-
novie aics of the Phang, and the black depths of the Pnume
unnels. The humans can be prety homilyving, as well, as with
wila Woudiver's use of children for his monsiroas amise-
nent. OMien, the difference between acton-sdventure and
orron i5 one of emphasis. Consider the Dindir huniz in the
“arabas, In The Dirdiv Adam Reith's expedition into the
-arabas is an action set-picce, as he and his comrades decide
0 hunt the humters and lure the Dirdir into ambush, But st

f the plan hadn't worked? Instesd of escaping with a vast for-
ane in sequins, Beith and his companions might have been
ursued through the hostile landscape by bands of releniless
Yirdir, hearing their hissng cries on all sides, knowing that

darknes=s 12 no protection from their infrared detectors,
Exhawsted and summounded, the humans know that the price of
capture & the apomy of nerve-fire and then death. Hormor on
Tschai is simply & matier of making the villains tougher and
mmore mmplacuble.

Comedy

A subtle vein of wone bumor muns through all the
Techai nowels. At times it breaks oul o open farce, as m
the description of the Lrmank brat-house or the courteons
and businesslike attifude of the assassins in Cath, A humor-
ous GURPS Planet of Adventure campaign is mostly a mat-
ter of plaving up the furny aspects and downplaying the
SEM0US ORes,

I'he richiest source of humor on Tschai 15 the beamre cus-
toms of the various culures, Even a race as sinister @ the
Dhncir has ats comxcal aspect (the bewaldening vanety of
Drirdir sexual tvpes, for examplz). However, watch ol too
muoch emphasis on the silly side of Tschai makes it hard for
the players o take anyvthing serdously. IT the campaign is a
comic ramp, in the vein of The Hirchhiber's Guide o the
Craficry, thot's fine, but it the GM later decides (o run some
senious sdventures on ITscha, be may tind the well 15 poa-
soned. A gond solution i to look for the comic elements com-
mon #0 Tschai and our oran society. The Yao chsession with
social position 1= [unmy, in part becauze one can see peoplke
today being jost as mdiwcolous abowt wesnng the “nght™
clothes or lstening o the “rnght™ music.

HEROES OF TSCHAI

Mot all humans come fmom Earthe In the Plaser of Adven
fure universe, the people of Techal are a substantial percent-
age of the human species. Players may want 1o run native
Tachai characters instead of interlopers froon Eanth. An all-
Tschai human campwizn could ke place before Reith's
exploits —or atany point in the 30.000-vear kistory of human-
ity om Tschai.



Merchants

MManey makes the world go around, even if that world 15
Tachai. A group of merchants makes a good adveniuring party
— they travel widely, interact with many cultures, and have o
protect their goods from bandit: and pirates. The caravans of
Kotan provide an cxcellent framework for an episodic cam-
pagn. The caravan pulls inte 3 depot, the traders have an
achventure there, and then the caravan mowes on. Bebwocn
stops there are raiders amd Green Chesch o fzhil off, ruined
Chasch cities w explore, and whatever plots and plans the
other caravan travelers are cooking up.

For more variety, there’s the lure of the sea. & mercham
ship vovaging from port to port on the Drschade Ovean is a
natrn] “home base™ for a campaign, The PCs can speculate
in cargoes, battle pirates off the coast of Kachan, cope with
troublesome passengers, and have adventures ashore in part.
Seagning merchents can do almost everything a tramp spece
freighter crew can (including transporting shady passengers
who want to avoid any “IDirdir entanglements™).

Pirates!

Far serious swashbuckling, there’s nothing that can heat
the pirate life. Put on your black turban, mn out the sand-
blusts, and cruise the seas in search of Too! GURPS Sweash-
bucklers has plenty of information about Terran pimcy in the
17th century, and Gz can sdapt all the tropes of a pinaie
adventure to Tachai's unicue conditions.

The distinction between pirates and merchants is a fairdy
vague one on Tschai, and a hyhrid campaign is possible, The
PCs saill absout conducting homest trade — and robbing any ship
ey can cabch. Pirates also have a long fictional tradition as
romantic rogues, pledging their ships and skills o a Good
Causz ot the drop of a cutlass, A pirate hand could act as
seagoing Robin Hoods, battling for the appressed humans by
preyving on shipping into Sivishe or Ao Hidis

Renegades

Une ditficulty that most humans on Tschai face 15 their
inferior technology, In's hard to hattle the alien overlords it
they have plasma blasters and you're only packing a catapalt.
Players who want a higher-tech campaign should consider
running renegade Dirdirmen o Chaschmen. Renegades do
mcd live an easy life, Their former masters may be hunting
themn, and the other humans of Tschai hove no love for them
either, Their advantages inchede technical training, the ehility
it masquerade s one of the elile servants of the alien masters,
and whatever advanced poondies they were able fo steal

Sequin-Hunters

It's practically inevitable. As soon as the players leamn
about the Carabes, they'll want o go there, (“There’s momey
just sitting in holes in the ground waiting for ns? Let's go!™)
The threat of Dirdir hunters will nat deter them, A suficiently
harrowing expeniznce may meke them reluciant o come beck
for mmone, bt a few may wan: to make a career of it

A campaign centered on sequin-hunting should imeolve
more than just wisit afier visit to the Carghas and repeated
bruskes with the Dardir The ooen of Moot s Tull of shady

characters and sleary operators, even sucozsshul hunters may
have trouble hanging on o their sequins. Or o hurter in the
Black Zome may siumble across somzthing other than sequins
— something the alien mssters wanl back.

REITH, TRAZ, AND ANACHO

Ir a campaign st afier Terran humanity has
refurned o Tschai, the three heroes of the novels will
e very different people, and the details will be up to
the GM. Some oullines:

Adam Reith, as deseribed on p, 12, will probably
ncd resturm des the field as a scout, but mazbl wind up m
cormrand of the whale Teran presence. Now that he
i% Furmiliar with Tschai, he'll be able w use has Xenol-
ogy =kill there, He might best be ireated a5 the GM's
ace i the hobe, w get PCs out of troublz.

Ankhe o afram Arachio (p. 15) would now be at
lzast a V-point charmcter, with high skills and prob-
ably some added advantages, but foes among the
Dirdir and Dirdirmen. Increasing his 1Q o0 12 would
b ustified., and all bas combat skills are higher; he has
also learmed Diplomacy! If he has developed a taste
for sdventure, he might become a Geld agent and
prganizer, remaining Reith’s right-lsand man,

Traz Ommate would now be at least a 120-point
character, or more if he has returned o his ribe and
aken up Onmale (sze p. 14). Combined with the
experience he gained with Reith, the decisiveness
und charisma conferred by Onmale will make him a
very impressive chief, Traz could be an imporiant
contact for the PCs as he tries to civilize his people.
If his tribe rebels against him or is destroved, he
would no douht iry o rejoin Reith.

CAMPAIGNS & ADVENTURES

Strangers From the Sky

Finally, any proup of adventurers on Tschal can get
involved with visitors from Earth. A first-contact scenario
can gel very interesting when you're the one being con-
tacted. The natives may nod rezhize who these mysterious
sirangers with funny colonng and nifty gadeets are al lirsi,
(IThe plavers may figure 18 oart, but the G should be smict
ghout kesping plaver knosledge separate from character
informration.} To confuse matiers, Adam Reith's visit may
have inspired some slightly unfinged Yeaming Refluxives
i go about claiming to be Human Magi from the home
world.

sutticiently amoral PCs may simply take what they can
get from the offworlders, and a pamy of oyvalist Dirdirmen
or Chaschmen may feel it is their duty 1o caplure and exe
cute any dangerous inlerlopers from Earth, With a clever
GM and flexible plavers, one could have an enteraining
campaign of haroic Dirdirmen stroggeling to uncover and
stamp ous the menace of the Earthmen,
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ADVENTURES BEYOND TSCHAI

Tachai is a big place, with hundreds of different cultures
and subraces. Bul a group of adventurers may g2t bold of their
own space-hoat and go exploting among the stars, or Terran
spacemen may want to know what lies bevond Tschan, What's
out there to discover?

The three spucefaring races — the Dindir, Chasch, and
Wanek - control interstellar empires of their own, and may
well nule dozens or even hundreds of planets. There may be
all manner of exolic races on other waorlds, and the Dirdir may
have ransplanted hemans o other plunets besides Techa, It's
4 big universe

The Dirdir and the Wanek appear o b2 major powers,
and are engaged in a low-iniensity streggle for intersiellar
dominance. The Wanex have bases on Tschai to counter the
Dhrdir, which suggests thal Tschai lies on the boundary
between their spheres of influence, On other waorlds the
conflict may e more active, with armies and space fleets
hammering at fortified positions. Or perhaps Tschai iz one
of the few border worlds which hasn’t been reduced fo &
lifeless cinder

The Chasch have apparently passed their glory days as a
great power. The three races of Chasch on Tichal seem to
spend more time fighting among themselves than batiling the
Dirdir or the Wanek, and this is likely to be true in space as
well, The Cld Chasch in particular are far gone in decadence,
and may no longer be able to build spacecraft of their own.
The waordds of the Chasch are disunited amd fragmenied into
multiple petty states. Since the Chasch were on Tschai first
and have since been displaced. there are probably other
Chasch wiorlds under Dirdir or Wanek mle.

Space axplorers from Earth are likely w discover that
space near Tscha is dangerous. The Dirdir view humnans as
inferior beings, suitasle only as slaves or food. A human expe-
dition is likely to be taken for renegades and dealt with harsh-
ly. On the other hand, o well-ammed Terman spoceship could
give the Dirdir a very nasty sunpnse mdeed ! The Wanzk seem
o be bess apgpressive and armogant; it might be possible o
establish diplomatic relations with them, if the commumica-
ticn problem can be solved

[0

LAPLOMALNC milisions and el contacts wilh the L hasch
wiwlds, the Dirdir, and the Wanek could casily provide
encugh matenal for an entire campaign. The Warek are alool
and miysterious, the Dirdir hostile and contemptuous, and the
Chiasch at temes seem almost inzane. Terran representatives
dealing with any of them must be patient, clever, and well
armed! To further complicate matters, thers may be intemal
rivalrics within each species; perhaps factions among the
Wanek strugsie for mfluence, while aval Chasch workds
wouhd risk wear to prevent each other from allving with Easth,

Men from Earth with the right combination of courage
and greed may v to get rich irading among the aliens.
Tschai appezrs to hove a good central location between
Chrdhir, Wanek. and Chasch space, and would make a useful
home hase for merchants, OF course, traders wiould have to
be part diplomat, part smuggler, pan explorer, and par
pirate t0 succeed, The Dardir might refuse to trade with
humans at all, unless the merchants con somehow convince
them that they are the equals of the Dirdir. Communication
with the Wanek 15 very difficult. s0 merchanis must find
some way (o name 4 price. The customs of the Chasch are
capricious and vet rigadly defired. and traders would have o
bearn them from scratch in arder to do business, Oddly, of all
the mees tound on and around Tschai, the Pnume seem to be
the enes most likely o irade with humans. OF course, find
ing the Pnome 15 hard enough.

With such aggressive species ruling the stars, it may be
impassible to avoid open wartare. The Dirdir in parbcular
seem 0 be ready [for ancther wave of expansion, and Earth
woulkd be a rich prize for them. In a wartime campaign, Ter
ran spaceship crews would battle the slesk Dirdir crusers — o
tough fight, especially since the Dirdir have more advanced
technoloey, Terman soldiers moght make droos an Hehily
defended worlds, hoping 1o seize Dindir oufposis, Spies mighi
disguise themselves as Dirdirmen, moving among the servitor
races o sow disseni and steal Dirdin echnology. Diplomatz
wintld slip past the deadly Dirdir fleets to form alliances with
the Wanek arxd the Chasch. Settlers on human colony wosdds
might have to battle invaders, and then find themselves living
in & Dirdir-ruled society muoch hke these on Techai (i1 the
Dhrdir took humans to their other worlds, that isy, Tschai itself
would be o key objective in a Termun-Dindir wars a whole
planet of homans, with spaceyards and factories already in
place, righ: on the doorstep of the Dirdic

OTHER GURPS WORLDS

Many olber GURFPS books blend well with the Planer of

Adveretnre semfing. Here are some examples:

GURPS Atlantis

What if the first hurmans abducted by the Dirdir were o
primitive cavemen, but representatives of a thriving,
advanced culiure? The present state of humans on Tschai may
be the result of cevalution from the Atlantean pinnacle — but
there may be remnants of their lost heritage scattered through
ourt the steppe tribes, waiting o be rediscovered.
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It the Mainoan Conspracy Knows aboul s Kdnapped
cowsing, they are probably very inferested in leaming whet
has happened @ therm, O, for o metacrossover, perhaps the
Laoi mtants from GURPS Afowic Horeor are ready o seck
out their kost brethren . . .

GURPS Atomic Horror

Thizs hook can be wseful in several ways, Firsi, the
Metaruns and Alphars might have outposts of heir own on
Tschai {though the Metarans should probebly be deprived of
ther shape-shifting ability). They probably ére nol as dommi-
nant as e Dirdir or the Chasch, but may have operations on
the same scale os te Winek.

Second, Tschai would be a good destinafion for a space-
poing Afewele Horror camnpaign. Traveling aboard a mad sci-
cntist’s experimental starship, a group of 1950s Americans
wind up crashing on Tschai. Can good old American know-
hore manage to get them hame?

GURPS Dinosars

The Dirdir first brooght humans o Techa 500000 vears
ago. Al that ime, Europe was still gaing through the loe Age
and many now-sxing speces were thriving. Given the Derdir
love of henting, they may have brought some especially mier-
esting Terran animals along with the humans, Travelers on
Techai might nm across some lae Plesstocene-cra mammals
like cave besrs, the big cats Sedlodon and Mezanterson, giant
baboons, mammaoths, or wooly rhinos,

i A
LAY

Ui Gdvls mght wiand b i a Chingenen el at the nme of
the Ddrdir raids, with Cro-Magnon and Nesndzrhal men
coming face w face with the strunge ivory-skinned gods who
transpor; them o a new land, There's no way a bunch of
cavemen is going 1o hijack a starship end gel home aguin, bt
they might be able o escape caplivity on Tschai and live in
freadom.

GURPS Hluminati

Conspiracy theorisls love to speculate that Earth is secret
ly controlled by alien beings. On Tschai, it's troe, and it isa’t
even a sacret! The Poume, the Wanekmen, and the Dirdir all
use agents and secret conspiraces 0 watch and plol against
edch other, and there may well be hunan comspirsces dedi-
cated o opposing the aliens.

There iz another, more sinister possibilite, The Dirdis
know where Earth is, and visited here in the distant past, They
cirried humans off 10 Techai, bul did they leave anything
behind? Perhaps all of human history has been controlled and
manipulated by a secret society of Dirdi-men. and under the
firal mazk of the Secret Masiers of vour favonie Illuminat is
a bope-while face with glowimg anennae.

GURPS Religion

This book has 2 great deal of useful information on cre-
atmg new relimons for wse 1o roleplaving games, Ghs who
wiant b create bizame cults or theocratic socictics will find it
a very belpful reference. In the Vance novels, no religion
szemis to be any more e than another, but GMs who want
o add some supematural zlements may want © consider the
notion that the pods are created by the belisf of their worship-
pers. What kind of gods would the people of Tschal bring into
existence?

GURPS Swashbucklers

Swachbucklers 15 extremely wseful for 2 Tocha cam-
paign. The seas of Tschai swanm with pirates and smugglers;
they may not flv the Jolly Boger. but they operate in much the
same way a8 (he pirates described in Swasfibecklers. O land,
the cavaliers of Cath hive much hke the King's Musketeens m
[ Fih=centuery Paris = duels, love affairs. palace intrigees, and
ocrasioral struggles for cash, GMs planming W mon cam-
paigns in efther venue shoald probably use Swasithucklers as
a pusde.

GURPS Traveller

Ghs who want 1o place Tschai into the umiverse of
GURPS Traveller have a few problems o overcome. Techa
itself must exist far beyond the limuts of charted space; it cer-
tamly can't be an Impenal world? Adding Tschai alsa means
adding the Dirdir, Wanck, and Chasch as fairly important
spacelunng races. Given the preat 2pe of the civilizatons that
male Tschai, they may have had contzct with the mysterions
Ancients. Certmnly the Pnume are likely o bave Ancien! arti-
facts buried deep in their hidder nmnels, A good location for
Tschai i the GURPS Travellsr universe would be in the
region to rimward of the Solomani Sphere. Dirdir, Chasch,
and Wanek space would be farther out stll.
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Me0te st he very lamge scale of the faaveller universe
gifects how the Impenum or Solomen Contederaton will
gact 1o the situation on Tschai. Humans under the thumb of
aleen overlords won't amouse much mdignation. There are
dazens of planets like that on the fringes of the Imperium (and
Soloman! patricts would say the Imperiom itselt is an even bet
ler exarnplel. Explorers who stumbie across Tscha and head
haome expecting to rase a crussde to liberate the oppressed will
il be prested with a vawn from the govemment. Perhaps o small,
Bl 14 by privatehy funded expedition could do the job?

) GURPS Uplifi
There are a greal many similarities between David Brin's
] {'; LTplift wniverse amd the beck story for Jack Vance's Tachai
. There are powerful and ancient alien races (who sezm [ond of
e ! 1' manipulating other species through selective breeding), and
I humuns are the “rew kids on the block.” GURPS Upliff also
features & nurmber of inleresting alien races which might turm
up om Tachm or in mearky space. The Soro or Tandu would be
pood candidates for exira alien masters on Tschai, Finally, the
excellemt material on creatng and uphifing alien beings 15 of
great use o GMs designing new alien masters or new umsan
rwces or [schai

It \ ! GURPS Warehouse 23
- ' The Prume have a planet-wide complex of secret tun
nels, they collect people and iters and hide them away, they
have existed for 2 long fime, and they are among the sacral
rulers of the world, Sound ‘arm har? The Fnume are running &
o %L Wearehouse 237 on a planetary scale! What secrets lie in their
ey, ) trmmiels? What secrets asee § e in thewr ancient storchouses of
knowledpe? The tems and secrets m GURPS Warehouse 23
._ can provide good ideas for the Muscom of Foreverness, and
A the mmethods and sctvities of the Warehouse's carelakers and
Secred Masters may give Libs an insight into haow the Prome
] behave. Daring humans may venture into the Pnume tuanels
ity recover some anciznt anifact of great power. It is also pos-
1 sible that the Pnume don't content themselves with collecting

1l things from the surface of Tschai, and hire carcfully selected
agenis e venture forth o gather flems from other worlds
a |1 I| Adveniurers ¢could serve the Prnume as colleciors, o get
- q: i shanghaied 1o Techad as unwilling museum pleces!
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ADVENTURE SEEDS

The following are intended to show off the pos
sibilities for compaiens on Tscha,

RESCUE FROM THE DIRDIR

This adventure is intended for Terrans on Tscha,
though the party can inchude sy mumber of Tschai
humans, Mone of the characters showld be loval

CYRIL NKRUMA

Cvril Nkruma 15 a xenclogisi trained by the Federal
Space Agency for duty on Tschai. He 15 used to Iiving n
rouzh conditions on alizn worlds, and has experience deal-
ing with aliens. Unfortunately, he has been captured by the
Drirdir and savagely oriured. Mkroma's current HT 15 only 2
end he sutfers all the penaliies tor being wounded, exhaust-

Dirdirmen, although a renegade would be very
appropriate,

e goal of the Terrans on Tschai is 1o learn as
miich aboutl the variows spacefaring alien powers as
ihey cam hefore the aliens leam thai Earh has
soquired space ravel and some colony worlds,
Tachai is the perfect place for this, since the humans
cun theoretically hide themselves among the nabve
human popalation.

Unforunately, a Terran xenologist being smuog-
gled onie Tschai by space-boat was detected and sh
down owver castern Kislovan, A Dindir wirship cap-
tured him, and he has been tken back 1o Sivishe fior
interrogation., Cynl Mkruma, the zeaologist, is
traimed o resist questoning, but there 1z oaly so
much even the stromgest will can do egamsl truth
dmigs and wrure, Right now the Dindir think Mkru-
m is part of smme hicden luman faction on Tschai
wiio ave stolen some space-boats and are fomenting

ed, dehydrared, and hurgry.
Cyril Nkruma

ST 10 (00 DX 11 [10]; 1Q 13 [30]; HT 11 [10].
Speed 5.5; Move 5.

Advarmtages: Combat Beflexes [15]; Cultwral Adaptabality

Dizsedvamiages: Duty (to FSA, 12 or less) [-10]: Curious [-5].
Skills: AstrogationTL10-14 [4]; Triplomacy-12 [1]; First

Langnages: Erglish-16 {native) [00; Chingse-15 [1]; Dirdir-

139 1/2 points

Dadge 6.

[23]; Fit [3]; Panimmunity {TL10) [3]; Versatile [3].

AddTLI0-13 [1]; Guns/TLIO (Pistoll-13#* [1]; Linguis-
tics-13 [2]; Piloting/TL10 (Space-boat)-13 [B]: Plane-
tology-15 [6]: Stealth-12 [4]; Survival {Desert)-15 [6]):
Kenohiology-14 [47: Xenology- 16 [10].

¥ Includes +2 bonus for 1) 12+,

13 [1#2]; Tschaian-15 [1].

revodution, If they discover that he is from a planet of
free hurans with spaceships, Earth may face a vicious war,

Must I always be
cursed with suspicious
associates?

— Issam the Thang,
The Dirdir

Friends and Enemies

There are a handful of humans in the city of Hei who are
favorably disposed woward Terrans after Adam Redth'’s visit.
Cie of themn i= Oihal, & Dirdirman bybod whoe performs
menial tasks in the spacevands of Sivishe, He knows how 1o
smuggle the humans inio te Dindin city, but knows nothung of
Mkruma's fate. Othal is willing t help the Terrans, but is
uterly termfied of the Dindir and will not be able 10 Gaoe them
or oppose them directly,

Aulam Eeith made enemies in Hei as well s friends.
The dwarfish Hisziu, a confederate of the lae Aila Woudiv-
cr, has taken over many of Woudiver's criminal operations,
amnd helds a grudpge agains: Reith and any of has frends, I
he learns of the Terrans seeking Mirume (and any attcmipd
o recriil belp among Het's underworld wall come 1o his
ettention ], Hisziu will ty o learn their plans and infereeps
them afler they have rescued Nkruma. That way he can
hand them over (o the Trirdir ard likely gain a substantial
reward a: well ws the satsfacion of revenge.

Infiltrating Hei

The enly humans in Hei are laborers and Dirdirmen. It
is Tairly easy o dispuise humans as laborers — they all wear
gray cloaks hut are oiherwise a very diverse lol. But besides
dressing the part, the PCs must show permits and passes
frequently, The permits must be written in Dirdir script,
which means that any attemnt o make forged permits is
limited by the forges"s knowledge of the Dirdir language
(use whichever skill is lower to make the skill roll).

Anemping o disguise the party as Dindirmen frees
them of the need for permits, but is much more difficult
Irorncally, it is easies for Termans masquerading as Dirdir-
micn to foosl the Dardic than it 35 to fool the Dirdicmen them-
selves. The Disguise skill roll i= reduced by 2 when humans
in disguise are atiempting to deceive real Dirdirmen, but
there 15 no penalty wath Derchir
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Finally, a group of stealthy and fearless heross may oy
cimply e sneak through the strests of Hel without being
potced. At might, a Stealth skill roll is needed every five min-
rtes o move aboul unseen. Duning the day a Stealth moll ot 4
miel be made sach mirnege to slip past the coowds of Dirdir-
micn and Dirdir in the streets. 1F detected, the intrusders must
comvinee their captors they are merely bepgars or pilferers,
zince that will get them nothing worse than = beating and
expulsion from the city. Strangers with some purpose in Hei
will be questioned by a high-casie Dirdir and then sent to the
Glass Bax,

Finding Nkruma

There are sewveral ways o becate Mkmoma., Unsobtle
peroes can inlermogate a Dirdir or Dirdioman, or search the
xntite city. Clever investigators can try a bt of “social engi-
peering’ o irick the information oul of someone. Maost Dindir
know the mame of the clan which shot down the space-hoat,
bl Dindicmeen must roll against I o be up on the latest gos-
sip. Mkrumiz is beimg held at the wower of the clan which cap-
jured him, the Eaf"hrz. The Raf 'hrz clan leaders are trving o
jzarm maore about the “sub-men rebellion™ before announcing
1 grard Imtiatve 10 stamp it oul. He has so far resisted the
effects of nerve-fire, but the Raf "hrz have brought i a lhoman
medical specialist to admirnister ruth drogs.

The Big Breakout

The heart of the problem is gefing Nkruma oul of a
Dardir clan home, then = somehow — sscaping a cty full of
Dirdir hunters, If the rescuers try to shoot their way in, they
e Tikely 1o fail. Most of the Dirdir have plasms blasters, and
can quickly call air-cars anmed with heavy blasters or sand-
hlusts, If the humans ry 1o oufox the Dindir through technel-
ngy, they may get an urcomfortable reminder that the Dirdir
huve higher tech than Terrins do.

Slipping info the Eaf "z tower by siealth or nckery o
rescue MNkruma iz one possibility. The tower is 12 stories high,
with only four rooms on each (loor and an anbigravity Lt
zhute in the center. The lower flooms are public spaces. Above
bl are (he quarters of the clan’s members, with the chambers
of the highest-stutus clan members at the twp. The Rafhre
number 20 i all, with about 10 Dindirmen servants.

Dkruma is being kept in an empty bedroom on the ninth
floor of the tower. He has been temibly beaten and torured
with nerve-fire, and is corrently al HT 2 instead of his mor-
mal 11. There is still 2 nerve-fire implant in Niomums's neck,
which means that the Dirdir can kill him from a distance
unless it 15 removed.

Once the rescuers have potien Nkruma out of Hed, their
trcubles are far from over, Such an act of effrontery by sub-
men Will ceptainly inspire dozers of initiatives on the part of
ambificus Dirdir. Unless the party’s spacecraft is nzar Hei,
they will be dodzing Dirdir all the way o the pickup point

SECRETS OF THE PNUME

This somewhat free-form adventure can be adapad to
just shout any locale on Tschad or group of adventurers. The
premise is simple: the heroes have come into possession of
something belonging © the Poume and don't knoee it The
Prume want il beck, and once the secret gets cutl, everybody
clze on Techai will be trying o get it 2 well.

Several million vears ago a race called the Giee semled on
Tachei. Ome Gjee savant tock an mterest in the chrysopine
mcdes of central Kislovan, and studied the ungue chemistry
which produces sequins, When the Gjes were destroved by
the Fesa, the Pnume gathered up many of their artifacts,
including the metal tape-rolls holding the savant”s findings on
the formation of sequins. For millions of vears, they rested in
the dark cavemns of Forevemess

Recently, the Giee amtifacls were relocated to o new
gallery, During the move, the crate containing the fape-rolls
was mislabzled and incleded in a shipmenit of scrap metal on
its way o a trading-post in the far north of Charchan, By the
time the Poume realized and traced the emor, the tape-rolls
were in the peesession of a collector in Cath,

An Encounter in the Mercade

Whele shopping for supplizs (or just browsing) in the
Moarcade district of Seitra, one of the party is accosied by a
haggard. frightened-looking old man. Anyvone making & suc-
cessfil Savoir-Fare roll can recognize that he wears clothing
swituble for an elderly philosopher atfending an intimaie din-
meer in town, excepl thal his garments are mivddy and wom. He
clutches the armm of one PC and croaks “Flease — take this
firom me!™

Before the startled hero can react, the old man thirests a
wonden case aboul the stee of o cigar box inie his hands, then
steggers away, looking about wildly, He glances out an arch-
way, shrieks in terror, and flees ino the crowd. Standing 1 the
archway are a pair of Gzhindra.

IT anyome iries w follow or catch the old man, he will fee
from them, cackling gleefullv, *1 don't have it any more! It's
ool mine, it's yours now!” Unforunately, oo distracizd o
wiatch where be is going, he steps into the path of a speeding
rictor-dray and 15 run down. The PCs are lef: holding the box.

The MacGuffin

The box is a handsomely carved wooden case, which any
natve of Cath can identify as the handiwork of the Hoch Har,




It 15 made of dark red wood and decorated with silver filigree,
Though i has no lock, opening the box 15 a bit micky, reguir-
ing & suceesstul Lockpicking or Traps roll with a bonus of +3,
The box = not very solid, and unvope who can't Ggure ol the
catch can always st break 1t open

[nsice 15 a pair of metal cylinders, about eaght inches long
and three inches thick. They are labeled with disks of zlass
hesring Proomic wotmg. (I acy of the party has learned some
Prnmic, the labels read “Tem T4636-4%: Gijee Mosograph
on the Making of Sequins, Yolumes 1 and 2.7) The cylinders
ire cises for two scrolls of very thin metal foil, marked with

a pattem of lines and dots i brilliant bue dve. When fully
unrolled, each one 15 435 feer long, 50 the (%o molls are the
cquivalent of a good-sized book,

Il iz likely that the characters won't be able o read the
labels, and they centainly can't read the Coee wnting on the
metal serolls. Settrais bome 1o a fair nomber of scholarly gen-
tlemen who might be able to help, baf nvestigation will
guickly discover that mast of the mtellectual dilettantes in
Settra are sick, out of wown, ar just plain unavaiiable. (They
have all boon vismted by Cidhindra recent'y and so are termbied
of sirangers.

JENNAVO

Jennavo is something of an cddity among the cavaliers of
thz a0 boecause of his intellectaal bent and love of books. His
back of funds is more aonmal. He spent & conple of lacklusier
decades commanding a regiment, and now lives in retinement
ar hie coustry villa, Jennave has found a way (o combine his
lvve of ancient lore with his need for fumds | . . by vouching
for the autherticity of bogus archaeological relics in exchange
for o ol of the profits from the forger. This has brought him
into comtact with Settra’s criminal class, and means he car
call upon some surprising allies,

Jennavo 97 1/2 points
ST 10 [0]; DX 12 [20): Iy 11 [10]; HT 10 [10].

Speed 5.5; Move 5.

Dodge 5; Parry 9.

Advertages: Innifion [15]; Militry Rank 4 [20]; Siate 2
5],

Dizgdvartages: Code of Honor (Yao) [0, Extravagance
[-10]; Stroggling [-10].

SEkilis; Archasology-11 [4]; Beam Weapona/TL 11 (Blaster)-
13* [1); Carousing-12 [8); Dancing-12 [2]; Fencing-14
[B): Gambling-11 [2]; Heraldry-12 [0]; History-12 [6];
Poditics-12 [4): Riding (Leap-horse)l-14 8] Savoir-
Fuire-15 [E]: Streetwise-11 [2].

* Beam Weapons includes +1 bonus from 10 10+,

Lonpuages: Tachalan {natve)-13 [2]; Blue Chasch-3 [1];
Dripcir-4 [1]; Pnommac-8 [ 1/2].

A Helpful Man

There 15 one man, however, who 15 willing o see
them znd claims o know all te languages of Tschai.
He is a retired cavalier who goes by hos pen-name of
Jenaavo and lives ina seedy villa on the ouskints of
Setira, Observant visitors may nobce that there don’t
appear o be any servanis al the villa, and that only a
couple of rooms are fumnished, bl Jennavo is hos-
pitable amd charming, eager o leamm what the new
coamers have brought.

Jennavo can read a bit of Poumic, bul can®t make
ot the Giee letters at all, He iz a wily, greedy fellow,
though, and will say that the labels read “Decorative
foal.” Jennavo claims o be interesied in Proame cumios,
and offers w buy the mlls for a hundred sequins or so
He cam’t offer more because he is pretty much flai
broke, If the PCs won't sell, Jennavo will v a bit of
sleight-of-land. asking 1o lock ar the rolls oonce more
and then trying o pocke] them mstesd of putting them
back in the box,

If bz can’t buy the rolls or steal them, Jennayo will
resorl o more and more extreme measures, He may
challenge the owner of the rolls 1o 8 deel (f he looks
like a bad enough fencer for Jennavo o beat); he may
scll off his last setiee o pay for an assassim. In desper-
atiom, he may even take some of Selira s cromnal
underworkd into kis confidence, Once that happens,
word will spread quackly that the party has the secret
of making sequins, and prefiy soon svwervbody is rying
o pet the bao cyvlinders.

CAMPAIGNS &
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Stalked by Gzhindra

Meanwhile, the agents of the Pnume are still hot on the
trail of the cylinders. The two Grhindra who saw the old man
pazs fhem o the PCs will iry 1o keep track of the pariy’s
mavements, If the heroes try to lose the Gehindra, they can
call in vp o eight helpers (all the Gehindra in that part of
Czth). They are good at shadowing people, making use of
secrel Poume tunnel entrances and exis o dizappear and
reappear mystzriously. The Gzhindra can also hire mundane
beelp, including Cath's professional assassination bursaus,
When the PCs are asleep, the Gehindra wall try to snatch the
cybinders, or ambush them if they con muster greater mum
bers. IF that doesn’t work, they will try o isolate the person
with thie MucGuifin,

Losing the White Elephant

Az more and more people start pursuing the characters
and tryving o rob or kill them, they may suspect that there is
miore [0 the cvlinders than Jennave revealed, Any of his crim
inal hirelings has heard the rumor that the metal molls ane the
secrel 1o making sequins, The Gzhindra, if questioned, will
anly say that the obgects belong o Foreverness and must be
relurned,

" Prwmekin: they are men, are they not?"
“Men in a sense. Thev are the spies, the
couriers of the Prnume. Some say thar tunnels
run beneath the steppe, with secret entrance

traps — perhaps under thal very bush'™

Reith examined the bush toward which Traz
had divected his artention, but i1 seemed ondi-
Rary enough.

Adam Reith and Traz,
City of the Chasch

thug at a ome will get tiresome after a while. The Gemndra
will be satizfed only if they can find oul who does have the
objects. The adventurers mzy wand up having to chase after
the blasted things again, just & get evervone else off thei
hacks!

Leaving Setira will eliminate tee threat from Jemmave and
the criminals, but nog the Gzhindra. The Pnume have agents
und funnel entrances evenywhere, and ol mght they
themselves may cmetge in pursuit of their stolen

treasures.
The croaming iromy of the whobe affair i that the

MEIROM VW/ERL

Meirom Werl is the commander of the Chasch army, and
i in charge of recapturing Dadiche. Werl is a skilled and Fair-
Iv clever tactician. He has leamed from the fall of Dadiche and
won T underestineale the fighting abilities of humans again, His
plan is simple: o besiege Dadiche and starve ont the humans
while harassing and bombarding them from te ar 10 the
humans come out and engage his anmy in the open, so mach
the better. Werl's mam weakness is thal bz is phyacally lazy,
and prefess in let the enemy come to him rather than comnduct-
ing long and trzsome opeations 1o seek oul the foe.

Meirom Werl 127 points
ST 12 (0] DX B0 [0]; 1Q 12 [20]; HT 10 [0].
Speed 4.5; Move 4.
Diedge 4,
Advantages: Blue Chasch [20); Milwary Bank 5 [25]: Status 2
0]
Isadvamiages: Bully [-10]; [ncunious [-5]; Luriness [-140].
Skills: Administracion-12 [2]; Area Knowledge (Dadiche and
environsi-12 [1]; Beam Weapors/TL11 {Blaster-12* [£];
Gardening-12 [1]; Inemogation-12 [2]; Pileting/TL11
(Sky-rufty-10 [B]; Tactics-14 [8].
* Beam Weapons skill includes a +2 bonous for 10,
Langwages: Hlue Chasch (natve)-12 [0]; Tschaian- 10 [ 1].

Cretting mid of the cylimders 15 only a partial soluton. The

scrolls by themselves are completely  useless,
Mobody on Techai has been able to resd Gjee for mil
lions of wears. It 15 impossible to leam the secret of
making sequins simply by looking at the alien writ
ing. However, there ix a Pnomic-Ciee translation dic-
tonary, somewhere in the endless zalleries of
Foreverness, Are the PCs brave and greedy enough
i venture inte the realm of the Poume in search of
the book?

WAR W/ ITH THE CHASCH

Umne of Aulam Beith’s first exploits on Techai was
the comjuest of the Blue Chasch city of Dadiche,
Such a bold stroke could nod go unanswered, howey-
er, and the: Blue Chasch have gathered their forces
retake the city and panish the humans severely for
their termeriny. Thiz i primarily a midlitary adveniure,
ardd would be suitable for a group of native Tschai
mercenares or & parly of Terman operatives,

The Enemy

The Chasch army consists of 3,000 Chaschmen
led by 400 Blue Chasch, The Chaschanen troops are
armned with flame-projectors, needle-rifles, and zling
prenades, while the Blue Chasch have basters, The
force is accompanied by 20 flying platforms
equipped with heavy mortars and bombs The
Chasch army is a powerful force, bul it represents the

underworld of Settra wall still be convinesd the PCs have the
secrel to unlimited wealth, and correcting this mistake one

greater part of Blue Chasch mlitary strength. If the humans
can bold off or defear them, it may mark the end of Blue
Chasch dominarce in the region for good.
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Ane ffuman Forces

The bumans of Dadiche and their allies in Pers
have an amy of 1,000 men Their equipment varies
— gbout 110) have Chasch blasters, 500 bhave hand-
catapults, nearly all have rapiers. and 200 have only
spears. The teo cities have a total of 12 Hhyang plat-
forms ermed with sand-blasts,

The chicf problem for the humans =5 divided
command. A quarter of the force belonzs o the cty
of Pera. They ame allicd with the hamans of Dadiche
and (correctly) fipure that once the Chasch take care
of Dadiche, Pera is next But just because they rec-
OONIFE & common enemy doesn’t mean they waork
well as allies, Many Perans are arrogant, since they
were the ones who liberated Dadiche under Adam
Reith’s leadership. Their commander, Potus Mo,
haz ingisted on equal commmand even though hes army
is considerahly smaller and less well-equipped than
the forces of Dadiche. The former Chaschmen of
Dradiche, on the other hand, are suffering from o ter-
rible crisis of morale. Their troops were brought up o
view Chasch as supenor beingz, and the thought of
trying to defeat them i battle 15 disheartenang.

Roles for Characters

The humans need all tvpes of help in their Hgh,
Any human warmiors are welcome to join the army,
Terrans oving o help free Tschal should ke the
golden opportunity to help create a region entirely
under human rule.

The hiumans are weakest in leadzrship and tach-
nical support. A few officers with Tactics and s0me
Leadership skill could be a great boon to them. Tach
nicians capable of mantmmng and repanng the
anardoned Chasch equiprment are urgenitly needed, as
arc =killed pilots for the flymg platforms.

Anyone who can come up with and construct
somez kind of “secret weapon™ would get an enthu-
siasfic heanng. The goverming council in Dadiche
are desperate for any way to even the odds and ofi-
sei the supenor technolopy of the Chasch. Of
course, some genuine crackpots and lomatics have
appearsd making grandiose clamms, and someons
who can help tell the workahle idess from the fan-
tasies would be useful.

Perhaps the single thing the homans nesd most iz
confidence. Adam Reith helped them win the city,
and that has made them willing to defend it, but many
former Chaschmen believe they cannot stand against
the full strength of the Chasch. A few victories, even
muimesr omecs, could do a lot toe improve morale,

The PCs can lead raids on the Chasch column as
it approaches Dadiche, or go on desperate diplomatic
riizzbons 1 other human comirunities asking for aid.
Even it the heroes are all foof solders, the G shouakd
put the plavers themselves m charge of planmng the
dzfense of the city, If they come up with a good strat-
eay, mayvbe Dadiche can be saved!

LEADERSHIP

Dadiche is governad by a council consisting of four men
and one woman, all former servanis of the Chasch, They were

picked becanse they volumeerad, and nobody else wanted the
jab.
Rojam Hojan

Fojpm Hojan is head of the council, and iz generally
thought of as the closest thing to a leader the city has. He has
developed into a fairly pood diplormat a2 be tHes w balance the
variows factions in the city and keep them anified, His chief
Maw = that he doese't really believe the Chasch can be over-
come, and is planning o flee with a small band of followars
and as much loot as he can carry & soon us they spproach.

Rojam Hojan

ST 10 [0); DX 11 [107; I 12 [207: HT 10 [0,
Speed 5.25; Move 5.

Dhodire 5,

Advawiages: Administrative Rank 4 [20]; Alermess 42 [10];

Status 4 [20].
¢ Delusion (“The Chasch are superior beings™)
[-5); Greed [-15]; Mo Sense of Humor [-1C].

Skills: Administration-12 [2]; Agronomy/TL11-12 [2]; Disull-
mg-12 [2}; DrivingTLG (Heavy wheeled)-11 [2]; Freight
Handling-12 [2]; Politics-12 [2]; Strectwise-12 [2].

Languages; Blue Chasch-12 [3]; Techuan {mativer-12 [0].

72 points

Palacal En

Palacal En is n command of the defense of the city, and
i= doing the best job he can. Unforunately, his best may not
be good enough. He is a great warmior himself, and has been
able o attract recruits w s army, but his nodions of factics
and srategy are limited mostly to charging pell-mell at the
enemy and slugging it out hand 10 hand. In caravan raics and
rinor skirmishes against bardits he has been successtul, but
against a powerful and well-organized foe En's tactics would
be suicide.

Palacal En 80 poinis
ST 12 [20]: DX 12 [200; IQ 10 [0]; HT 11 [10).

Speed 3.75; Move 5.

Dodge 5; Pamry &,

Advawtages: High Pain Threshold [10); Military Rank 4 [20];
Status 1 [0].

Disadvantages: Mo Sense of Humor [-10]; Overconfidence
[-103].

Skills: Administration- [0 [2]; Beam Weapons/TL 11 (Blaster)-
13= [1} Brawhng-12 [1]; Corousing-11 [2]; Drving/TLA
(Heavy wheeled)-12 [1]; Leadership-12 [6]: Riding
(Leap-horse)-12 [2].

# Includes +1 from 1),
Languages: Tschaian- 10 (native) [(); Blue Chasch-9 [4].
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AGENTS OF THE WANEK

This adventure takes place after the events chronicled in
the Plans of Adveniure novels. The Wanekmen live in exile
atter their mastzrs leamed about their systematic treachery.
The Wanek withdrew into their fortresses, and have not been
SCEN RINCE,

Lintil now.

The Message

When the party arrives in Ao Hidis, the wholz town is
abuzz with the lalest news. The day before, a solitary Wanek
emerged from the Wanek citadel end put up a crudely lettered
sign, then marched back inside. Purples, Blacks, snd former
Wanekmen all crowded around to read the message, and since
then copies have been printed and disinbuted o all the negh-
bonng commumiies. The sign reads:

DESIRE WANEK

WORK HUMAN

DESIRE HUMAN WANER GIVE

EYENT 2 DAYS CONSTANT PLACE

‘Ihe message = the closest the Wanek can get to “Help
vanted, apply bere in two dayvs.”

Testing Time

it the PCs decide to stick around uniil the next day, they
can see a lasge crowd pather where the Wenex posied the
message. There are abowl 1,0 humans, of whom almost half
are former Wanekmen, Thev loudly imsist that the line
“DESIRE HUMAN WANEK GIVE™ obviously me:ins the
Wanek want them back.

At precieely the same time he emerged last time, the
sume Wanek comes down out of the fortress, scecompanied by
a dozen ofhers, The Wanek are all armed with Gausz pastols
i “hand-sandblasts") and are protected by personal forcefields.

The first thing the Wanek leader does is w grab o
humans from the crowd, one @ Wanckman end one a trem-
bling Porple. The Warek leads them 10 a place where they can
be chearly seen by the crowd, then casually shoots the Wanek-
man in the besd. There is quite a bat of commetion, but the
message soems clear and the Wanekmen leave the scenc
falthoupts a group of about a dozen hangs back to walch the
procecdings],

Unce things setile down a bt, the Wanek leader raises
another sign. This one reads:

“DESIRE WANEK

“D0 TASK HUMAN SEVERAL”

What follows is a sirange senes of tests, The Wanek want
the humans to perform tasks of endurance, coordination, and
imtellect, OF course, they can't tell them that All they can do
i5 hand them things and sometimes gesture with their sand-
blasts,

The tests include;

Sirengrh: Two burly Wanek hand a heavy weight to the
subject. It he drops it, they send him away, {The character
must make o Srength roll to pass the ) This esteliminates
about 30 of the 500 potential recruits,

Coondination: The Wanek suddenly begins tnssing small
ceramic-foam cubes at the applicand. If he can’t casch most of
them, he's out. (Make 2 Dextenny mll ) This test knocks oat
about 100 recroits, leaving some 330,

Endyrance: The Wanek suddenly plunges the human's
heezd 1mto a b of water and bolds it down for exactly 113 sec-
ands. Anyone who passes out or breaks bose is disgualified.
[See the roles on “hreath holding™ on p. B9 o see how long
a character can stay under. To break free the subject simply
has o win a quick test of 3T or Brawling skill agains: the ST
12 Wanek holding his head under.) This test is = real killer, in
part because many of the humans don’t understand what's
going on. It removes 250 from the pool of recruits.

Intellect: The Wanek hands each of the remadmng 100
humans a slab of black glass and a stylus which leaves glow-
ing gold lines on the glass. It then holds up o sign bearing the
cryplic message

"

b

T+t

e

The numbers on the sign are all prime numbers, and if the
players themselves don't realize this, their characters can fiz-
wre it out by making & Mathematics skill roll. The proper
answer iz o write the next prime number m the seres — which
i5 11, or "4+ — on the glass slab,

The Mission

The final e2st eliminates all but a small number of potea-
tial recruits, including {we kope s the PCs and three or four oth-
ers. These happy few are led into the fortress for a briefing.
They are given some of the Wanckmen body-suits, belts hold-
ing sandblast pestels, pouches holdicg 100 sequins sach, and a
few oiher pizces of high-tech gear (flashlights, rope, eic.}

At the bricfing, the new Agents of the Wanek are shown
3 glohe of Tschai. The Wanek leader holds up a medel which
Terrans may recognize s some kind of satellite. The Wanek
then indicates a spot on the globe, in westermn Kislovan, Then
the doors of the fortress are opened again and the humans are
free 0 go. The doors will pot open again until sMmeone
retarns with the lost satellitz. (The Wanek can't go get it them-
wlves becanse it's too cloee o Chasch and Disdir t2mitory,
and this will be a useful test to see if they can hire new human
peratives. )
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Ivlost o the others ane paseled by e Wil Misaress and
can’t understand what it is the Wanek wani, If the PCs figure
it ot and decide @ go, they sall face the daurting sk of
crossing the Draschade Ocean, firding the satellite, and
retuming with it. The sequins given them by the Wanek arc
ol encugh fr passage across the gea, so ey will have ©
CAIT SONME MOney o wirk their way,

Especially fiendish
GMSs may decide to have

the investigators accused
of witchcraft for trying to
locate fallen sky-demons.

Other Problems

Besides all the obvicus difficulizs, there i= an additicna
threat. The former Wanekmen don™; like the wea of being
replaced. IF the new recruits fail miserably ar their assigaed
task, perhaps the Wanzk will have o take back their old ser
vants despite their futhlessnes. When the panty lzaves for
Kislovan, an equal number of Wanckmen will sef out after
thirm.

The wWinekimen are lhimiled mn lher eguipmsent and
funds. They heve raised about 100K sequins from the ather
Wanekmen exiles, amnd they have three sandblast-pistols,
plus hand-catapults for any exira members of their group.
Their plan 15 simple: follow the PCs 1o Kislovan, 121 them
find the satellite, then stezl ir and bring it hack o Ao Hidis
them=slves.

Finding the Satellite

The saiellite went doeen in northwestern Kislovan, in
the mountains leading 10 Cape Bratze, The group can rack
it down by interviewing natives of the region and asking if
they saw a shooting star fall to the ground recently. Of
course, the natives may wonder why the strangers want 10
know, and especially Nendish GMs may decide o have the
player charactzrs accused of witcherafl for trving (o locare
fallen sky-demaons,

Unforunaiely, fnding the impact sile doesn't help,
because the satellite isn't there, It was found by some trav-
=ling =nteriwiner: who are now exhibiting it at the marker
place in Urmank. They claim it is an actaal star fallen from
the heavens, and are offering it for sale at no less than
| 00D sequins,

The entertainers number 10 in all, and consist of a
trouwpe of four dancing girls ((wo pairs of identical twins);
an agzd [rdirman rencgads magician who 15 the owner
and manager; two burly Khors who take on the local
champions in barc-knuckles bouts and double as bouncers
al the dancing shows; and three voung Thang men who
drive the wapons, iend the pull-beasts, work as barkers,
and mocnlight as thieves
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CHAPTER G

TSCHAI
GLOSSARY

Many features of Tschai
were mentioned oniy in
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Achenkin Strait: Waterway separating the continents of
Eotan and Charchan,

adarak: Tall yellow-preen trees like poplars which
exude a peculiar freshness into the air; a favoriie of the
Chasch,

Aepgis: One of the highest castes of Yoo society: Lord
Cizante and ¥lin-Ylan were of the Aegis caste.

“Ah-po-cha™: Rifusl cry of the Serafs at sunsat; only
they know what it means.

Aesedra Bight: A larze gulf on the west coast of Kodan,

Adg: City in northern Kotan; one end of the caravan rowte
to Hedajha

aime: Word fior the rurmher one.

Ajzan, Gulf of: A large bay on the south coast of Eizlo-
van, separated from the Schanizade Ocean by the Haulk
Feninsula. Al the head of the gull is the island of Sivishe,

Adutrin Stergsld: Dordolio’s field-name.

Aman Steppe: Vo=l expunse of open country covering
the southern porticn of Kotan, heme @ many nomad iribes
and Green Chasch.

amphire wood: A type of aromatic wood grown in nooth-
em Kotan; olten traded 10 the Chasch.

Anacho, Ankhe at afram: A Dirdinman Sopenor of the
Sixth Estate, he murdersd Ence Edo Ezdowrmam and fled
inter the wildemess of Eotan, where he encountered Adam
Feith and became ms ally,

anghut: Food eaten by Greea Chasch during the mating
szason, said o make them thick-blooded and irmtahle.

Anguish: Process of endowing Dirdirmen with vanant
szxual organs in imitation of the Dirdir; entitles them o wear
hlue and pink.

Amismna: Dirdir city in easiern Charchan, home of one
of the scaderies for Dirdirmen.

annel-leaves: Strongly aromatic leaves used for pull-
beast fodder in western Kotan; Chasch cin recopnize dray-
men by their smell of annel-leaves.

Ao Hidis: Port on the coast of Kachan, inhabited by Pur-
ples and Elacks, also the site of the main Wanek spacepot.

A Khaha: The largest Wanek ctadel on Tschei, located
¢m Lake Falss in Kachan,

Ao Falil: A smaller Wanek citadel east of Lake Falas in
Fachan.

Artilo: Aila Woudiver's bodyvguard and henchman
Adam Reith killed him, © no one’s regret.

Aris, Palace of: A Yao cultural institution destroved
the nuclear artack on Setra,

asofa: A plam which grows in Kachan; the Serafs use
asofa root in their perfumes

asponisira: A type of troe common in the Lokhar High-
lamds.

Aggasins, Guild of: A professionzl organizaton of
licensed assassins in Cath; only Guild members may camry out
assassination contracts,

Athan: Parm of the Pagaz Zone in the Pnume tunnel com-
plex beneath Kislovan, Zap 210 was from Athan Area.

attander: A dangerous animal native o Kotan; they keep
to the shadows of the swales at mpght, meking ravel there can-

FETOUS.

Audan Moor: An uninhabitzd region between Settra and
Wervodei in Cath; a haonted, desolate place inhabited by
Phung and night-hounds.

awaile: A state of murdercus rage which afflicts indi-
viduals of the Yao when they have suffered some grémt
hurmiliation

Ax: The outer moon of Tschai; it appears pink from the
ground. Az iz kelizved by some 13 be the abode of the hlessed,

Azaimas: OUne maonth of the Tachai calendar,

Ararvim ssit Dardo: A Dirdir Excellent whoe disap-
peared at the time of Anacho’s flight into exile, and was never
seen agan. I iz unclear whether Anacho was actually respon-
gihle for Dardo’s desth,

Arday: One of the days of the Tschal week.

I represent the Slave-taker s Guild,
and this is my fair appraisal of your
group. The girl is valuable, the boy
fexy so. Dirdirmen are generally
considered worthless except in clerical or
administrative servitude, for which we

have no demand. You would be rated a
wirkle-gatherer or a mut-huller, of no
great value, This man, whatever he is,
appears capable of wil, and would sell at
the standard rate.
— Coad native,
Servants of the Wanek

Ballisidre: A large city of Cath, one of the chief Yao
commumties; i suffersd o nuclear atack 150 Tschzi years ago
aftzr the Yearning Refluxives attempted to communicate with
Earth.

Balul Fac Ag: When the sun passes into the consiellation
of Tartusz, the Lokhurs observe Balul Zac Ap, the *‘unnatural
dream time,” when slaughier, slave-taking, pillage and arson
come bo a halt semss the highlands, and the Great Fair i held
al Smargash.

Banguet of the Season: Ooe of the main events of the
Yao mousd, when the princess invites the girls io state their
nmmes and thereby make their social debuis.

Hazhan-Gahai: The Prome swrface trade center fw
poods from the Stang [slands and Hedaijha, Iocsted on the
niorthern coast of Kislovan,

Belbal Gap: A ravine along the roule from Pera o
Diadiche; the Gnashters erected 2 gate there in order o levy a
toll o rade with the Chasch.

berl: An animal, described 25 a lithe brown monster with
a wicked boar's-head sphit by & vast mouth. From s meck
cxiend a pair of long arms with great horny hands which it
holds above 1ts head




berl lotems: A nomad mbe of the Roden steppes, nvals
anid occasional enemies of the Emblems.

Bevol: A supermaiural being, wsed w swear by (“Bevol
ake “cml™)

hice: The smallest unil of currency on Tachai. There are
| (6} bice in a sequin.

Bifold Genesis, Doctrine of: The Dirdirman belief that
umans and Dirdir are derived from the same Great Egg, and
hat all non-Dirdirmen are the result of hybridizing and
legeneration.

Binth: A civilized human culore, as advanced as the
Y,

Bisme: A god worshipped in Murgen; the people pay
ithes o the prests, whoe take all responsibility for appessing
Hiasmee.

Black Mountain Lake: A large body of waler in
Charchan, cast of Cath. [t is the source of the river linga,

Blacks: One of the two human groups inhabiting Ao
Hidas; they are mortal encmics of the Purples,

HBlalag: The capital city of the Lokhars, three days west
o Smargash by motor-cray.

blast-cannom: A common heavy wespon on Tschai;
=zeznfially & heavy plasma blaster,

Blue and Pink: Colors sigrifving that a Dirdirmar has
indergone the Anguish and therefore has secred modified
epreducive organs.

Blue Band: A gang of robbers who prey on sequin-
unters near AManst

Blue Jade Palace: An imporiant manse in Setira; is bood
% Lord Crzante, whose dauzhizr was Ylin-Ylan, the Flower of
—ath.

bede=hird: Predatory bird native o the chasms west of
he Lokhar Highlands.

Bonte Bazaar: One of the main marketplaces in the city
of Dradiche,

brachial plates: Homy growths on the forearms of a
Phung, they grow constantly and must be filed down from
1078 Lk Lhmie,

Braize, Cape: A peninsula on the north coas: of Kisle-
car; marks the boundary betwesn the Second Sea and the
schanizade Ocean.

Drat-howse: A | hang entedanment m which cuslomers
are allorwed to pelt an ohnoxious child with prickle-burs and
dhung for a small fes,

HBraz: The inner moon of Tschai; it appears pale blue
Braz is thought to be the abode of evil and o place of wwrment
for the wicked afler death

Brasday: One of the days of the week, consadered o be
inauspicious,

Buszi the Bandit: A notorious kighwayman who preys
an sequin-humnters making their way from Mavst o Khorai,

candlenuiz A tree found in the Saschan Islands and
morthwest Kislovan; its fruit == nch in wax.,

Carabas: The Dindir hunting preserve in central Kislo-
van; sequins come from nodes of mdoactve salts o the
Carabas

Carcegus: A ruined ciy on the Aman Steppe in Kotan,
possily built by (ld Chasch or an even earlier civilization,

Carina 426%: The stur which Tschaa orbits; an aped Type
K star, cooler and smaller than Earth’s Sum. [t s 212 light
yeurs from Earth, in the constellation Canna.

Castigators: Officials in charge of punishing Dirdirmen
who violate the lows or customs,

catapult: Common hand weapon among the low=tech
societies of Tschai, using twn clastic cords to propel a
feathered dart.

Cath: A nch and fertile region of southwestcrn
Charchan, horme o the Yao.

Cath, Flower of: A name or title used by Ylim-Ylan, dee
daughter of Lord Creante. It appears that the title 15 awarded
to the most beawtiful maiden of the Yao upper classes,

Channel of Death: A namow passage south of the
Saschan lslands, betwaen the Charmel Tecth islets and the
coast of Kislovan.

Charchan: One of the major continens of Tschai, Cath
15 in Charchan.

charnel bird: Bizarre flving creature with a mulinode of
pink tertacles and a single eyve. They inhabat the Charnel
Tieeth, and seafarers believe they are the guis of sailors ship
wretked on the mcks.

Charmel Teeth: A group of rocky pinnacles juiting from
the waters off the west coast of Kislovan, They are very dzn-
gerous 1o ships

Chasch, Blue: The mos: numerous and advamced of the
Chasch races on Tschad, the Elue Chasch came from the plan-
et Godag about 90,000 years ago. They are rencamed for their
cruelty,

Chasch, Green: The most primitive of the Chasch,
Gireen Chasch were brought (o Techai as mercenaries in the
wars between the Old Chasch and the Bloe Chasch, They
mow live in nemadic hordes on the seppes of Kotan, Green
Chasch are very hig and powerful, and are telepathic among
themselves.

Chasch, Old: The onginal Chasch race, the Old Chasch
are native (o the planet Zobr, They came o Tschad over
100,000 vears ago, but are now far gone in degenzracy.

Chaschmen: Human servanis of the Chasch; a dour,
saturmnz folk bred o resemble their masters a5 much as

possinle,




chrysopine: A cryvsial formed by radicactive salts in the
soil of the Carabas, Chrysopine discs are knowmn as sequins,

Cizante, Lord: Lord of the Blue Jade Palace, and a
wealthy and important figure among the Yan. His dsughter
was the Flower of Carh,

Clark One of the constellations of Tschal's night sky.
Earth lies in the corstellation Clan, 212 light years from
Tachai.

Clarification, Rite of: A hornble ntual conducted every
threz yvears ai the Saminary of the Female Mystery in Fasm. It
ps an orey of lorure and bloodshed,

Clond, Islands oft A chain of islands off the west coast
af Charchan, The people there appear 1o be mendly and rela-
tively advanced,

Clut: The kowest grade of Dirdirmen, showing the preat-
est admixmre of “sub-men” blood,

Coad: City on the southem coast of Kotan, on the
strait called the Dwan Zher An important port and a famons
markelplace.

cogz: A small sailing vessel, usually with a round hull and
twoer or three masts,

Concax Screamer: The newest and most advanced
made] of Dirdir space-boat.

Comvcation of Souls: A religion with followers in the
Lilands of Cloud and perhaps in Cath as well. Prests of the
Comencation of Souls are thought to be unnecessarily famil-
iar with their congregations

cor, red: Small, dangerous animal native to the chasms
of weslerm Kachan; it lurks under rocks.

cripthorm: A spiky and venomoos plant native oo the
badlands of Kachan.

cyclodon: Large round-mouthed camivore which hunts
by sight. Chasch find it amusing 1o put a blimdfodded cvclodon
and a blindfolded human weether in an arena,

Dadiche: A Blue Chasch city in wesiern Fogan, near
Pera. Adam Reith's scout-boat was (aken here by the Chasch,
making it necessary for him o conguer the city and exile the
Chasch.

Dark Gatherings: Meetings of Dindir for anonymoas
sex, at which all the participants are masked w© prevent any-
one from leaming their troe identities.

Dead Steppe: A fat, gray waste in Kolan, morthwest of
the Aman Steppe. It is semi-desert country, lifcless except for
tufis of gorse and pilgnm plant, inhsbited mostly by Green
Chasch

Deep Places: The lowest levels of the Poume toeme] svs-
tem, where most Pume spend their lives and few Prumekin
ever venlure. The maost precious things of the Pnume are kepd
in the Deep Places,

depilatorium: A barber-shop or waxing sabon,

Derduk: A Lokhar town in the Infnets mountains of
Kachan, at the southern end of the Lokhar Highlands; south
of Diercduk there are no moads.

Deropators: Offical: in charge of capuring Diedirmen
who have commiited crimezs or ¥iolated progricty. They hand
prizomers over 1o the Castigators for punishment.

Desidea River: A river which nses in the Infoets Moun-
tuins n the Lokhar Highlands of Eachan, asd fows through

a chazm into Lake Falas,




detector wand: Device used by Chasch o augment their
enze of smell; they are attached 1o a facemask worn by the
ISET.

Devil; First: A presumably mvithical being, possibly
wiginating in Pnume beliefs or else associated with them m
sopailar superstition, The Povme’s First Devil iz said o be
vattled.

Dike: Addictive swesi-sall wafers which form part of
wvery Pnumckin meal. They contain hormone-suppressants
nd give the Poumekin an unusual body odor rerminiscent of
-amphor and sour milk.

Dhirdir: The mvost poeweriul of the alien masserss of Tscha,
Jirdir are lean and elegant beings with bone-whitz skin and
rloweing antennae, They have numerous sexes and o complex
ancial hierarchy, They are avid bunters and occasionally
egress o d primitive state of ferocily,

Dirdirmen: Human servitors of the Disdir, bred o
esemble their masters as much as possible. High-ranking
Jirdirmen are annaturally tall and slender, with tiny ears and
wees and almost no har,

distillation: An alcoholic beverage similar to brandy,

Dordoliv: A Yao cavalier of the Gold and Carnelian
meanse, who iraveled as far as Coad in search of the kidnapped
Aloaver of Cath, His field-name is Alutnin Stargold.

Dragan: The scuthernmost of the Isles of Cloud, just
wirth of the termtory controlled by the Wanek in Kachan

Draschade: The smaller of Tschai's two oceans, the
Jrzschade 15 bounded on the west by Kotan and Kiskoean,
nd on the east by Charchan snd Kachan.,

draymen: Dnvers of wagons or motor-drays, especially
hose holding penmits w0 enter Chasch cities. In westemn
otan, draymen have a strong scant of annel-leaves.

drays: Large wapgons with six or eight wheels, either
noiowized or drawn by teams of pull-beasts, The higgest
fravs can be B0 feet Jong snd luxuriously appointed,

Diread (Capel: The southermmost promontory of the
sland of Yord, commonly recogmzed as the boundary
weiween the Draschade and Schanizade Oceans,

dros: The word for the number three in the language of
[schiai.

Dir'ssa drza, dr'vsa: The ory of o Dirdir who has been
vronged and demands arbitration. If the arbifration fails he
an challenge the arbitrutor; if he fails sgun, his effulgences
e pulbed out and he becomes a pariah,

Dugho: A landless and impoverished tribe with a reputa-
ion for being thieves and musicians, Their practiioners ame
aid to work miracles,

Dwan Lher: The strait separating eastern Kotan and
widlovan und connecting the First Sea with the Draschade
Jcean. Coad is on the north shore of the Dwan Zher, amd the
slands of Grenie and Horasin are af the eastern end,

dvan tree: Tree native to the north coast of Kislovan.
n the country of the Khors, Diyven iress are grown in sacred
roves, where the Khors conduct their nightly conjugal rit-
1als.

effulpences: The glowing antenmae on the sides of a
Mrdir's crest; Dirdirmen of the highest rank wear artificial
s,

Effulgents: One name by which the Dindinmen know the
[Dvardir,

Eliasir: A city in northezstern Charchan, home to one of
the academies for Dirdirmen. A group of students expellad
from the Eliasir academy founded the Society of Yeaming
Refluxives in Cath.

Erius, Clode: The administrator of the city of Sivishe,
eager 1o curry favor with the Dirdir,

emblems: Circular decorations worm by the men of the
Foruthe tnbe on the sieppes of Kodan, They are made of silver,
comper, stone, and wond, and are believed by the wearers (o
be semi-divine entities,

enser: The word for the number four in the language of
Tschai.

Estrane: The third of the four castes of Dirdinmen, with
visible iraces of “sub-men” ancesiry,

Expansionists: One faction or philosophy among the
D¥irdir; they favor a policy of interstellar congueest and colo-
nization. The Expansionists were dominant during the period
when Tschai was conquered, but more recenty have fallen
from favor.

expiater: The victim in the ceremony of Pathetic Com-
munion, 3 Tac who has given way to awaile and wall die by
tarture al the hands of the Ministranis

Exploratar IV: A smrchip of Earth’s Federal Space
Agency, which detected curious signals frorm Carina 4260 and
vovaged to investigate. It wes destroved in orbit over Techai
just after launching a seoul-boat to explore the surface.

Ezdowirram, Enze Edo: A Dirdirman and nival of
Ankhe at afram Anscho; their feud was resolved when Ana-
cho pushed him out of an pir-car.

Falas, Lake: A larze freshwaler body in southern
Eazchan, fed by rvers including the Desidea, Its shores are
marshy amd are inhabited by the Xars: ot the westem end is
the Wanek citadel of Ao Khaba, and at the castern end is Ao
Zalil,

Fasm Junction: A depot along the Dead Steppe caravan
roates in Kotan, near the Seminary of the Female Mystery.

fai-hump: Large animal raised for food by sicppe
nomads amd odhers; selative of pull-beasts and leap-horses,

feather-palm: A tree with green leaves rescmbling
ostrich plumes,




Federal Space Apency: The Earth organization in
charge of space exploration.

Female Mystery, Cult of the: An all-womaen cult head-
guarterad near Fasm Junction on the Dead Steppe. Every
three years they conduct a dreadful sacrificial nice.

Female Mystery, Seminary of the: The headguarters of
the Cult of the Femae Mystery, located in a idden valley
amimy the bexdlands near Fasm Junction on the Dead Sieppe.

fere: A predatory animal native to the badlands of west-
em Kachan.

ferm-pod: A common foed item, eaten cither pickled,
boibed, or served raw in salads,

Fesa: An ancient alien civilization, who drove the Gjee
from Techai and raled the planct antl they fled the approach
of the red star Hsi.

irst Follk, First Bace: Namies wsed by the Dardirmen o
refer 1o the Dirdir

First Sea: The body of water between Kotan and Kislo-
v, Ui the east il empties into the Draschade Ocean through
the Dwvan Zher; on the west it connects &0 the Second Sea and
thence to the Schanizade Ocean.

First Ians: An ancient human stock of Tichail, ancestors
of the Yoo, The modern Tans of Cowd are probably derived
trom the First Tans,

First Whites: Asother of the ancient human strans of
Tachai, possibly the profo-Caucasians brought back from
Earth by the Dirdar. They are ancestors of the Yao, and pre-
samahly marny other peoples of Techai as well,

Fluke-fish: A freshweater fish of northem Kotan with a flat
horizonial tail like those of Terran dolphins. Fluke-fish are
shumdant at the time of the Green Chasch mating season, and
the Chasch gorge on them before returming south to the Dead
Sleppe.

Foreland: The northern part of the Carabas, a streich af
plain bepaeen the Hills of Recall and the entrance to the mone
al Maust. The Foreland iz the least dangerous part of the
Carabas, but also the [east rich in chrysopine podes.

Foreverness: The Pnume caverns on the lowest levels of
their unnels, where artitacts, relics, and preserved individuals
af bygone civilizabions are preserved.

Craliz [(Capel: The wesiermmost promoniory of Kachan,
where the port of Tusa Tula is located.

garte-nez: A nose guard; originally a piece of armor bat
novw penerally a gilded omement clipped o the bndge of the
nose, Dten worn by Yao cavaliers,

gauze-moth: Lange insectile creature with fexible trans-
parent wings. found in the jungles along the lower Tinga river,

ghaun: Pnume word meaning “a wild region exposed o
winid and weather,” wied by Premekin o refer i the surface
workd.

ghian; Inhahitanis of the ghaun: surface-dwellers, in the
Frowne languge.

ghoul: Scavenging camivore of vaguely humanoid out-
lme, found all over Tachai.

Lxjee: An anciznt alien civilization which founded cight
empires on Tschal before being wiped oul by the Fesa, lang
hefore any of Techai’s current masters armved

Cilass Box: An immense enclosed hunting ground in He,
five miles long, three miles wide, and 1,000 feet high. Inside
is a simulation of the Dirdir native environmend on Sibol.
Drirdir hunt homan criminals in the Glass Box, and somefimes
high-ranking Dirdirmen arz also allowed o join the hunt.

CGnashters: A group of handits led by Naga Goho who
tock over the city of Pera in western Kotan. The Cinashibers
drove out the Phung and other dangers, bul cruelly oppressed
the penple of Pera until Adam Eeith bed a revolt against them.

Crodag: The home planet of the Blee Chasch, presum-
ably once a colony planet setiled by the Cld Chasch,

Goho, Napa: The leader of the Gnashiers and ruber of
Pera until Reith’s revell, “Goho™ appears to be a title

Gold and Carmnelian Manse: One of the greal noble
manocs of Cath, a rival of the Blue Jade Palace. The cavalier
Dordodio was a scion of the Godd and Camelian.

Lol exzitra: See “Listening Moniior.”

You hairy black villain,
what are vou doing fo that
poor assassin? He is only
a workman at his trade!

— Angry woman,
Servants of
the Wanek

Crolsses An Old Chasch city near the Jang Pinnacles, on
the main caravan rowte across Kotan. 1t is a city of low white
domes half-hidden under foliage. with gandens everywhere.
Wisinors are advised not to leave the oval plaza in the center of
oW

Cromed: A mountanous, Wckly forested island in the
Druschade Ocean; the shore is infested by sea-scorpions, and
the islamders worship them in the cult of the Sea Mother.

Grays: A human race of Tschai found in Kotan and
Kislovan,

Great Dadur Forest: A large forest in the south of
Eootan, between the Aman Steppe and the coast. The Kruthe
gather herhs and dyes in the forest.

Great Fair: An annual event in Smargash, during the
“unnatural dream tme” when the Lokhars chscrve a truce
period.

Great Fish: A figure in Dirdir mythology, the progenitor
of all life on 5ibol. According to the Docrring of Bifold Gea-
esis, Ue Greal Fish laid a single epp from which hatched both
Dirdir srd Dirdirmen,




Grrenies An slamd anl tee hesad of the Lwan Sher, next io
Horasin, Itis populated by shon gnarled-looking people with
stringy black hair, Men from Grenie have a monogoly on the
palanguin-beanng business in Coad.

grhindra: Term for Poomekin who have been exiled
from the undergronnd world of the Poume, and serve their
miasiers as spigs and agenis on the surface. Surface-dwellers
don’t recogmize the disoinction and call them Prumekin.

Hamil Zot: A squalid town n Kachan, with 100 mod
huts and 12 taverns, where the Sarsazm Road from the noth
emers the Loklar Uplands.

Harasthy: A mythical demon of Tschai, used chietly as
B swear wiord.

Haumlk: A lomg peninsula exiending south from Kislovan,
separating the: Schanizade Ocean from the Gulf of Ajzan.

haze-water: A tvpe of perfume used by Dugho dancing-
girls and others 10 make themselves more alluring.

Hedajha Gulf: A gulf on the south coast of Kotan, off
the First Sea. The port of Malagash is on the Hedajha Gulf, as
is the island of Hedajha,

In Pera no one may rob or
rape but Naga Goho and the
Gnashters; and this is a boon.

What if evervone enjoved this
license?
— Pera native,

City of the Chasch

Hedajhans: Inhabitants of Hedajha, whe wear torbens
and shawls, walk with & swaggering bend-knead gait, and are
olien pirales,

Hei: The Dirdir city on the mainlard of Kislovan, con-
nected o Sivishe by a causeway. Hel 15 one of the main Dirdir
centers on Tschal, and s the home of the dreaded Glass Box.

Helsse: A Wanckman who was working undercover as
secretary to Lord Cizante of the Blue Jade Palace in Cath, He
was shdscizd and redeased by the Poume, and forced o trans-
late for Reith in Ao Klsaha,

Hills of Recall: A range of rocky hills in the center of the
Carahas.

hisz: The word for the number six in the langusse of
Tschai.

Hiszin: Adla Woudiver's dwarfish assistant, who shared
most of his master’s vices but lacked his virtues.

Hoch Har: The inhabitanis of the region around Black
Mountain Lake east of Cath, They are ancient enemies of the
Yeao.

Haome: The name given o Earth by the Yeaming Refhux-
tves of Cath; o 5 said 0 be a world of bounty, with golden
mountains crowned with opals, and “forests of dreams.™

Horasin: An island lying Just on the equaror &t the moutk
of the Dwan Zher, coversd by a jungle of gianl gray-oreen
s,

Hrostilfe, Dobapg: A Sealord of Kabasas; a shon
mahoganyv-colored man with a beaky nose, the owner and
captain of the merchant ship Pitar. He tned to rob his pas-
senpers ard lost his ship as a resuit

Hx'agi hs'al, hs'ai: The cry of o Dirdir in distress. Al
Drrdir are: honoe-bound 10 aid anvone who gives the call,

Hisi: A red star which passed rear the Carina 4269 system
millions of years apo. The Fesa fled Tschai 21 that mme and
never refumed.

o “Marvellous dominance,” the quaklity exhibned by
a Dirdir who organizes an inifiative or hant.

Humian Magi: The mighty hurman masters of the human
home planet, according o the Yeaming Refluxives. Having
Failed to contact them by radio, the cull tow tnes (o 2end them
telepathic messages,

Humian Things: A curious mbe of Kachan, who hide
their faces behind potiery masks.

llanths: A fierce tnibe of northem Botan, who are often
emploved as mercenanes o guard caravans on the steppes.

Iisday: One of the days of the Tscha week.

Immaculate: The highest casie of Dirdirmen, considerad
to be almest the equal of Dirdir. They are permitted 1o under-
go surgical modification in order 10 have secretl sexes.

imip: Juvenile Chiasch,

Infnets: A range of mountains i Kachan, along the
western and southern edge of the Lokhar Highlands.

Iniensive: The second-highest caste of Dirdirmen, shoa-
ing oo rece of “sub-men” ancestry but resembling Dirdir
ruch bess than the Immeaculates,

Toha: A cver flowing through the Aman Steppe.

Ish: A nver of Kachan, flowing northeard from the
Lokhar Highlands to enter the Parapan af Zara. It is navigable
az far upsiream as the country of the Isiss,

Ispra: An older model of Dindir spaceboal, mow super-
saded by the Concax Screamer,

issir: The word for “swond” in the lanzuape of Tscha,

Ivensday: One day of the Techai week.

Jang Pinnacles: A ranpe of exunct volcanoes in the
Dead Steppe, now eroded to their granile cores, The Old
Chasch city of Golsse 15 near the Pinnacles.

Jinga: A major river of Charchan, rising in Black Moun-
tzin Lake east of Cath and fowing south through jungles and
swamps W the city of Kabasas on the Parapar.,

Jjunction-stones: Polished semi-precious stones sold by
Dugho necromancers and ssid (o facilitate telepathy.,

Kahasas: Port city a: the mouth of the Imga River, on the
Parapan strait between Charchan and Kachan. The inhabitants
have unusual courtship practices.

Kachan: One of the four major continents of Tschai,
soarth of Charchan and east of Kislovan,

Kadani: A type of large Wanek-built spaceboa,

Kar Yan: 5linking gray beasts native to the Kachan
badlands.

Kazahir Depaot: The only human settlernent in the Dead
Steppe. a heavily fortified village amid mock pinnscies,




Kazain: A porton the Schanizade coast of Kislovan, near
ithie base of the Haulk peninsala,

keel tree: A handsome tree nmative to many parts of
Tachai. The name suggests the wood s wseful for building
sNips.

Elermans: A human mbe of Kislovan: many Ehermans
mowe o Sivishe i work in the spaceyards.

Ehors: A quarmelsome people living on the north coast of
Kislovan; they take offense easily ard gather nightly in their
sacrad proves,

Khose: The Dhrdir huntmg camp at the edge of the
Curabas, about 10 miles south of the South Stage,

kianthus: A tree native to the Saschan [slands and the
western coast of Keslovan,

Kislovan: (e of Tachai®s four large condinents, south of
Eatan und wast of Kachan,

Rite-Fighters: A nomad inbe of the Aman Steppe.
known for thear elaborate and maneuverable kites.

knife-fioll: The favored weapon of the Emblem men and
other steppe nomads, a mangular buckler which can be used
hth as shield and knifie.

Raotan: One of Tschai™s four contiments, north of Kislo-
van and adjacent 10 Charchan. Much of Kotan 1s sparsaly-set-
thed steppe.

Kruthe: Nomads of the Aman sleppe, also known as the
Emblems for their sacred devices,

Kian; A star-god in Yao mythology, the lover of the
mymph Llae; the Flower of Cath™s lover-name for Adam
Eeith

hud: A small type of Wanck spacehoat.

leap-horse: A common nding animal on Tscha, an ll-
smelling and foul-tempered beast controlled by a steering bir
driven through the brain,

lethipod: A kind of tree native 1o westem Kislovan and
the islands of the Schanizade Ocean.

Leume: An island in the Draschade Ocean off the east
couest of Kaslovan; also the gult separating 1t from the
ereini il amd

Liguid One: A drug used in the process of preparing
specimens for permanent display in Foreverness: it invigor-
ates and tones, opening the passages of the body for Liguid
Teeg.

Ligquid Two: A preservative which tums living beings
inte imperishable exhibits in the Poome galleries of
Foreverness.

Listening Monitor: A Poume official i charge of
maintaining order; the name is a translation of the term
goleszitrg, of “supervisory imtellect with ears alent for rau-
coaus disturbance.™

L'lae: A nymph in Yao folklore who lives i the clowsds
ahove Mounl Daramthissa and loves the star-god Ktan; the
Frower of Cath uzed L'lae as her bover-name with Adam
Eeith.

Laokhar: A human tribe native (o the uwplands of Kachan,
The men dye their skin black and bleach their hair white,
while women sdopt the reverse coloring, Lokhars are some
times hired as technicians in the Wanek spaceyands,




sk Lu Steppe: An cxpanse in castern kotan, east of the
Njzamalai Mountains,

Last Counties: A region south of Smargash in the
sokhar uplands of Kachan, now controlled by otler inbes.

Mad Axes: A nomad tribe of the Aman Steppe, cnemics
nd cousins of the Enithe.

Malagazh: A port on the Hedajha Gulf in southern
wotan, one end of the north-south caravan roale.

managa: The word for the namber gight in the language
f Techu.

Marshmen: A widespread human race on Tschai, found
n Kotan, Kislovan amd possibly elsewhere as well They are
mzll slender vellow people with white or hlack oyes. Aila
Yoadiver was part Marshman,

Mamst: The town at the north end of the Carabas in
wislovamn, 50 males south of the coast. [t s the favorsd point
f departure for sequin-huntzrs, and is full of suppliers,
uides, thieves, and swindlers.

Meraghan: A ruined cily on the Aman Steppe,

Mercade: A marketplace or business district in Yao
ities.

Meumas: One of the months in the Ticha calendar.,

Maother of the Gods: The victim and hoaoree of the Cult
f the Sea Mother, who is left out for the sea-scorpions 1o
1ng, implanting their lavae ia her flesh.

1] -women: [he few Poumekin women who dio miot
eoeive hommone suppressants amd serve as breeding stock for
uture generations, cach mother-woman hears about a dozen
hildren.

motor-dray: Large motorized vehicle with six or eight
vheels, used by steppe caravans and for travel in rough
Ountry.

Mount Daramithissa: In Yoo legend. the nvmph L'las
ives in chouds over Mount Daramthissa,

Mabipa: A preat over of Eotan, whech separates the Dead
steppe Trom the Aman Steppe, and emplies into the Davan
Ther at Coad.

Merv: A city on the westernmost promoniory of
“harchan, just across the Achenkin Strail from Kotan.

nerve-fire: A Dirdir device which causes intense pain in
actims, used for orure and to drive prev along with a hom-
ng pany until dinnertime,

nil: The word for the number five in the language of
[schal

nkghi-hound: Mocturnal predaior and scavenger found
11 ower Tachai. Night-hounds travel in packs, hatch from lar-
we, ard have some mysleriows conpection with the Pnume.

Miss: Tribesmen of Kachan who live along the lower 157
iver; they are exiremely tall, wear black cloaks, and live 1n
oles ke mght-hounds,

muwal: The word for the number mine in the language of
schai

Ogres: Inhabitants of the foress of southemn Kotan; the
teppe dwellers believe them t be canmibals.

Oizanalai Mouniains: A range of mountains in central
Loitin, separating the western steppes from the Wikd Wasie of
he cast,

Obd State: A primibive condiion which Dhindic enter
while hunting or in hattle

lfactory amplificrs: Devices wsed by Chasch o
improve their sense of smell, particularly when pursuing fugi-
tives or seeking out hidden things. They resemble moth anten-
nae, and are worn on a headband.

Cnmale: The most prominent of the Kruthe Emblems;
the wearer of Onmale is the tribal leader. Adam Reith's com-
panion Traz wore Unmale, then buried it when he fed the
tribe. He resumed Cnmale before departing for Earth,

Crriginal Masters: High-ranking Wanck who have
demonstraled preat expertise and creatvity in some Geld.

osmintic filnm: A device used for gathering and purifying
water, il 1% a thin membrane pemmeable only by waler mole-
cules, Part of the standard Federal Space Agency survival kit

Cwile: The arena brawling champion of Urmank, a
huge bald man with a surdy disposition. In the arena he is
umnbefewted.

I don’t mind satisfving your

curiosity if you are willing to
pay my not-unreasonable fee. In
fact I can offer you various

grades of enlightenment. For a
hundred sequins | guarantee

amazement and awe.
— Adam Reith, The Pnume

ouinga: CGaury purple tree native o northern Kislovan.
The Zsafathruns plant them around their homes and create
pleasant howers,

Pansogmatic Grosis: A relizion currently popular in the
Izles of Cloud, a staightforward faith in which one simply
recites the Ltany dadly.

Pagaz: One of the zones of the Pnume unnel system
under Kislovan; Zap 210°s home.

Parapan: The narrow sea scparating Charchan and
Karhan.

Pathetic Communion: The ntual in which Yao who
have xilled others while in a state of owaile are tortured to
death.

pepper-ten: A mildly intoxicating beverage,

Pera: The “City of Lost Souls™ at the western edge of the
Diezd Steppe in Kotan: umiil Reath's visit it was ruled by Naga
Croho and the Gnashters.,

Phung: Strange. mad-seeming creatures related to
Pruime, wha live solitary lives in ruins and wastelands. They
are prodigiously strong and quick, and adack all they
CTICCLmieT.




pilgrim plant: A very useful food plamt which gprows
almost everywhere on Tachai, Itis a low weed on which grow
small white globules. The globules have a bland flavor, bt
are very nuiriticns

pr'irank: “Comrosive or metal-bursting  sagacity,” a
virtue much esteemad by the higher grades of Dindir.

Pnume: The native sentients of Tschai, gaunt rvory-col-
orad beings who live in a vast network of caverns and are
never seen abovegronnd dunng the day.

Poumekin: Human servitors of the Poume, they are
slight and pale, with coal-Black har and regular features,
Only a few are allowed o breed; the rest are given hormone
suppressancs which keep them sexless ard docile.

Portal of Gleams: The gatewsay (o the Carabas ot Maust,

power-gun: A general term for energy weapons,

prickle-burr: Thomy seed-pod natve o Cape Braize
and morthern Kislowan; a favorie ameunition fior brat-house
patrons.

Frzelios: A tveant whoe reled Ummank 1,000 years ago
and bl a great rotundn there.

pEilla iree: A tree common in Kolan, Kislovan, and nesr-
by 15lamds.

pull-beast; Larpe and powerful ammal with eight soft
fieet, used as a heast of burden; a smaller and slighter variety
15 used in Kachan as nding animals,

Purples: One of the two human subraces of Ao Hidis:
they are morial enemics of the Blacks despte their common
ancesiry.

pysantilla: Dangerows ammal notive to the badlands of
Kachan

rack-belly: A poisonous plant native 10 the Kachan
badlands

Rakh: A large island or small continens ezst of Kachan.

reed-walker: A small, leog-legged animal found in
swamps. When pickled, they are a deleacy,

Rhadamith: A mythical sea-demon, beleved by the
Lzafzthrans o be the ancesior of humanity, along with the
sacred Xvxv] bird,

the *Round™: The constantly changing cycle of enter-
tuinments and fashions, the focus of Yoo social maneuvering,

Saaba: A Blue Chasch city in western Kotzn, south of
Pera

Sad Islanders: Iohabitants of the Sad lslands, off the
cimst of Kislovan; Sad Islanders ofien work in the spaceyvarnds
at Sivishe,

Saporio: A demon or deity, invoked in the blessing “May
nine-headed Sagorio maim your enemies.”

Sandblast: Heavy weapon oniginally devised by the
Wanek but now comrmon on Tschai; it uses electrostatics o
propel tny grains of sand at a fracton of the specd of light.

sard: A tvpe of sequin, colored pale blue and worth 5
clenrs,

Sarsaam Boad: A major caravan route i Kaolan, leading
from the upper limit of navigation on the Ish, through the
ancient seabeds w Hamil Zur ai the baze of the Lokhar
Lplands,

Samchan Islands: A o of islands off the west coast of
Kislovan, ancient velcanic cores now thickly forested.

scanscope: An optical instrument issued o Federal
Space Agency scouts; it can magnity up o LK dmes and
has light-amphification buili in.

Schanizade Ocean: The largest of Tschar's oceans, cov-
ening nearly half the planet. On the west 1t washes Charchan
amd Rakh and on the east il tonches Kotan and Kislovan,

sea-Frult: A type of edible plant whach grows in shallow
codstal waters,

seg-soarpion: Larpe amphibious arthropod whach infests
the walers around Gozed, Thevy implant their larvae in warm-
Hooded hosts to incubate on land.
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sea=worm: Iridescent marine creature, sometimes kept as
decoradve pels inglass jars,

Second Sea: A small boddy of water between Kotan and
Kislowvan, connected to the First Sea and the Schanizade
Ocean,

Section Warden: High Poume official, permitted access
to the mof secrel maps and passages. The nams is a transla-
ton of an unpromoamceable Pnome term which connotes
superlanve eredition in combination with high authonty and
gatus.

Securily Asmassinalion Company: A well-respected
asgassination firm in Setira.

siiz The word for the number two in the language of
Tschei,

sequin: Disc-shaped crvstal of chrysopine which comes
in various colors; the universal currency of Techai,

Serafs: A tibe of Kechan who make perfumes and scent-
ed wax, and claim to know the secret of immortality, They
wear white robes and spined helmets, and cry “Ah-oo-cha™ at
snsel,

Settra: The chief city of the Yao and the capital of Cath

Shelters:s The Pnumekin tzrm for the undergronmd
labyrinth of the Prume.

Shemmlei: An sdvanced and cultered human socicty of
Trchai,

Shivvan: One of the first alien invedars of Tscha, whe
coccupied the planet some seven million ycars ago.




Siadz: A Lokhar iown west of Smarzash, at the nim of the
highlands above the chasms

Sibol: The home planel of the Dirdir; & hot, dry weorkd
with a bright sum.

Sieps: Dwvarfish humans from the eastern slopes of the
Chzanalai Mountairs in Kotan, who sometimes work as stree(
musicians in Coad and other cities.

Silemt Critic: A Pnume official, functioning as a son of
nspeclor penzral.

Sivishe: A large city on an island in the Ajzan Gulf south
of Kislovam, it is the home of the chief Dirdir spacepart and
spaceship vards, Sivishe is a city of men, govemned by an
appoinied Adminisiragor,

Slant, Grent: A long and dangerous canyon full of capids
and rocks, through which the Jinga River keaves Black Moun-
tain Lake,

Smargash: The chief city of the Lakhars,

smur: Dangerous replilian creatires native o Kislovan;
they miest the Carabas and prey on the sequin-humnters there,

Songh: The miost southerly of the Blue Chasch cities, 20
miles south of Cape Brasze in Kislowvan,

South Ebron Mercade: The main commercial district in
the city of Setira,

South Stape: The most dangermus sectom of Lthe
Carabas, between the Hills of Recall and the Dirdir hunding
carnp; alse the section richest in sequins.

spider-bat: Winged creature which rides the wind kite-
fashion, anchored o a lomg thread.

spumet: A woxic plant eative o the chasms of westzm
Kachan,

Stheine: An ancient sione cily, possibly prebuman, built
al the tip of Cape Braize.

sting: A hand weapon carned by Dirdirmen and cthers;
it is & rapier which can retract into a small mod for ease in
CACTYINE,

Stone Desert: A desolate region of northeastern
Kislovan,

Tans: A human race of Tschai, native 1o Coad and other
parts of Kotan, They are affable fox-faced people, with wide
polished checkbones, pointed chins, and red or dark brown
b

lartusz: Onc of the zodiacal constellations of Tschai.
When the zun i= in Tartusz, the Lokhars observe o penod of
frace.

tatap: The word for “Tather™ in the language of Tscha,

tayberry: A type of tree hearing edible fruit, ofien plani-
ed as a shade tree.

lemass One of the months of the vear in the calendar of
Tschai,

Thanps: A homzn culiure on Tschai, native o Cape
Braize and northern Kislovan, Thangs are traders and enjoy
sharp dealing a= well 2= outright fraud. They are nof musical,
but their food 15 good.

Ihird Sea: Onc of the chain of small seas separating
Eotan and Kishowvan

tix: The word for the number ten in the common human

language of Tacha,

Transcom: A communication device 1ssued by the Fed-
eral Space Agency 0 field scouls,

Trazz: A boy of the Kruthe tribe; the wearer of the
emblem Onmale, and thus the chief,

fxom ek A Dirdir term meaning a hand of determined
hiunters who have claimed the right to carry out a task in onder
to gain status; aften translated as “initiative.”

Tosa Tala: A port on Cape Gaiz, the westernmosl
promentory of Kachan,

Essentially, I disregarded the perguisites
af a certain Enze Edo Ezdowirram, who
bronght me 1o the attention of the First
Race, I trusted to ingenuity and refused 1o
be chastened. I compourded my original

offense; I exacerbated the sitwation a dozen
times over. At last, in a spasm of irritation,
I dislodged Enze Edo from his seat a mile
above the steppe.

— Anacho, City of the Chasch

Tutelanies: A religion practiced in the Isles of Cloud and
clsewhere; it calls for a great dezl of memaonizing and there-
fore i unpopalar.

Twelve Tonches: A method of assassination practiced by
the Assassins” Guald in Cath — each day for 12 days the vic-
tim is iouched with a splinter of wood, and on the last day he
dies.

LUrmank: The chicef city of the Thangs, located on Cape
Bragze in Kislovan, Urmnunk 15 a port and o center of trade.

vam: The word for “mother™ inthe common human Lan-
guare of Tscha,

Verviudel: The chief port of Cath, a small city connected
b Settra by wheelway.

Vord: An island sowhwes: of Kachan, where Cape
Dresd marks the division between the Schanipade and
Draschade ooeans.

Walalukians: One of the more advanced human cultures
cn Tschai, the equals of the Yao or Shemole

Wanek: One of the alien races which dominate Tschai,
the Wanek are amphibious creatures al war with the Dandar,
Ther presence on Techai is limited to a few formress com-
plexes in Kachan, The Wanek language is very dalfficull for
humans to learm and understand.

Yanekmen: Human servants of the Wanek. They have
saturnine features, with pale skin and dark hair; Adam Reith
found them somehow repulsive,

watak: A wealdy-looking black plant which flounshes in
sieppes and wastelands, Watak plancs store up 1o a gallon of
gap In their roots; the liguid i= acrid-tasting and can causz
deaffess with proknged consumption, but s a lifesaver for
travelers m dry regions.




wheebsray: A transpost system connecting the major
cities of Cath, Wheelway cars ride a wedge-shaped concrele
slod on two great wheels; the svstem is nod as efficient as i
could be.

¥ild ¥Waste: An expanse of steppe and wndra in north-
castern Footan, also called the Zhaarken.

Wind NMountain Depot: A cammvanserai on the Dead
Steppe, where the caravans coming north from Malagash
el those bound westward for Pera,

Woudiver, Aila: A humble dealer in sand and gravel who
also has a finger in all of Sivishe's ciminal mckets. He is a
bloaied, mustard-colored man, called "Big Yellow™ by his
subordinates,

Wyness: The chief city in the Isles of Cloud.

Xars: A rmibe of humans who live in the swamps by Lake
Falaz in Kachan. They are short and stocky, with congesied
complexions, and wear ther hair vamished inoo @l columns,

Xyxyl hird: A type of bind held 1o be sacred by
Fsatathrans; they believe humans sprang from the union of
the Xyxvl bird and the sea-demon Ehadamih.

yvaga: ‘1he word for the number szven m the common
hrman language of Techa.

Yao: Ore of the more advanced and culured human
nations on Tschai, The Yao live in Cath, in the continent of
Charchan. They are lithe and aractive, buf are obsessed with
social position and proper behavior,

Yatl: A large river which cuts through the Dead Steppe in
Ko#an.

Yearning Refluxives: A cult in Cath who believe
humans come from another world and muost returs there, They
once actually built ransmitters o signal Earth, but now are tar
gone in superstition and crackpotdom.

Days drifted past: cool
maormings with a pearly smoke
clinging to the sea; noons with
Carina 4269 burning at the
| cenith; ale-colored afternoons;
quiet nights.

— Servants of the Wanek

Yellow-Blacks: A trite of nomads on the Arman Steppe,

Ylin-Yian: The “flower-name” of the Flower of Cath,

Zadno's Depot: A small carvvanserai on the Dend
Steppe, dug into a chff for protection. The place produces
rock crystals and slabs of malachite.

Zami: A human tnbe of Kachan or Charchan, mukers of
oo sawsage (at leas), Zarfo Detwiler the Lokhar liked it).

Lants, Greater: {ine of the Green Chasch hordes of the
Dead Steppe, not (o be confused with the Lesser Zants.

Lants, Lesser: A Green Chasch honde inhabiting the
Dead Steppe, cousins and enemics of the Greater Zants. They
are distinguished by the protubemances on either side of ther
heads.

Ffap Z10: A Poumekin gl who sccompanied Adam
Rerth on his later advenres. The mame iz his invention; she
is number 210 in Zith Group, Athan ares, Pagae sone

Lara: A port in northern Kachan, ar the mounth of the Ish
River on the Parapan.

Zeno: A type of small Wanek-built spaceboat.

Fhaarken: An expanse of steppe and undra in north-
easicrn Kodan, between the Lok Lu steppe and the Achenkin
Strail.

chavg-difi: The Dindir enn for mdividual intative; hier-
ully, “a great deshing leap trailing lightning-like sparks.”

Lhurvegs: A tribe of the Kachan interior who sell elabo-
rately woven rugs, saud io be made by legless children kid
napped by the Zhurvegs,

Zith: One of the Pnumekin groups in Athan arca beneath
Kizlovan,

Zoga'ar zom Fullask am: The “way of desth’s-heads
with purple-gleaming eye sockels™ - the road to the Carabas
m Kislowvan,

Loz The onginal homeworld of the Chasch.

Lopal Range: A range of red and black peaks in north-
eastern Kislovan, runnmg rourhly northwest to southeast,
near the Stone Desert.

Zaerd: The “child name™ of Ylin-Yian, vsed anly by her
close family,

Zuzhma Kasichai: Prumekin term for the Prome, which
ranslates roughly as “Ancient and secrel world-folk derved
from dark rock and mother-soil.™

Fsafathra: A region on the noh coast of Kislovan
between Khomi and Cape Braize; the inhabitants are peace-
ful, friendly, and only somewhal mercenary in outlook.

ox“hanfh: Dirdir term for “Contzmproons indiffersnce 1o
the actvity of cthers.” which 15 considered an attnibute of the
tourth through 13th grades of Diirdir,
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Kisloyvan, 11,
Komibe ekill, Sk
Knife-foils, 93
Kotzm Merchant
Adventurers, 102
Keomn,
Knahe, 12 43,
Largunges, 65
Leap-borses, 8, 81.
Literacy advantage, 75,
Lokhars, 31, 510, 56
Wapic, 39, TT, 78 81.
Vingicran t=mplaie, B4,
Viaps, 10, 63, #
Ylanst, &2
Menchant templabe, 54,
Wilitary Rank ndvanisge
Ta.
Mirdwipe skill, 50
Missiles, see Torpedods
Money, see Seguans.
Mupons, 11,67,
Motor-driys, 23, 44, 92,
o cive Lanavany,
Wptor-galleys, B2
omoreyches, siepoe, 92,
scum of Porevemess,
L T R
Sfusic, M0
Musicaan pemplate, 55,
Myth of rehirth, 22
wararabst skill, 51
Naviganon skall, Bl.
Meree-fime, b
Might-Foands, 7, & 33,
Meaad, 55,

Miokle=, e Sequeing,
Odious Persomal Habir
disadvantage, 79,

(dd Chasch, 21

CHd Simie, 26, &2
Cifaziony amphifers, 849,
Cl=amistic fillm, 95

Chraeile,

Pamimneisniry advamages,
T8.

Parh=tic Comrmnrion, 49
51

Pera, 12, 47,

P‘nuug_ 715, 37 38,

Phoysucian skill, &)

Filotineg =killl, §1.

Pirmies, 34, T2, 73, 52,
L0,

Flants, &, 70

Promse, 7, 16, 34, 57-10,
LID=112; caveres, 248,
wridiag theiv o, d.

Prumckin, 16, 36,

Powwier gans, 94,

Primative disadvaniage, T4

Prostinrion, 50

Paiomics, 5%, TH.

Pull-begsis, 8, 44

Purples snd Blacks, 58

Rakh, 11

Rapiers, O3

Feligroas, 42, b, b, 7,
.

Hil‘l:.‘l[‘_ wkill, 81

Rtz of Pathese Commu-
i, 44, 52

Sandblgsis, T, 9% 94

Sfvoir-Faare skill, 51

Scarscope, 95,

Schmizmde (oozani, 9

Sea-seTrpiems, W

Seafurers, 72,42,

Syt disadvanage, 79

Seminany of the Female
Mystery, see Fenurnle
.'l-Cl'-.'\..'|.u.'

Sequin-Hunter emploe,
HS.

Sequins, 15, 61, T4

iz, 49,

Shield skill, 81. . =

Shwvvan, 11.

Sivishe, 27, 65 -

skin-spray, 93

Sky-ralls, B4,

Slave-Takers" Guild, 6.

Slavery, 46, G0

S, 9, B3,

Socisty af Yeaming
Refluxives, iee Yraming
Keflurives.

Saldier iemplaie, E5.

Spacepons, 27T. see alko
Harshe,

Spaceships, ¥l

Serals, 5H. 'lllll

Spv lemplaie, 85

Siabus acvantage, TH

Sleppe moloreycles, 92

Shings, 80 82,93, 4

subjugason disadvintepe,
™

Survivil rm'l::-;.'-.l"'-

Suscepliblity o Awaile
disadhanizges, B2

Swords, 4

lechnician wemplaie, R

Technokigy, BX; Blue
Chascl, 19, 88; Dirdir
2b, WY Barth, B,
ereem Chasch, 19;
Hieh Techimaumey
cadvardae, T
e, 7O, G
Loddaar 5T
L0 Clecach, 22:
Wanet, 91; Ko, 52

Telepathy, 20, 48,

Terran Sooul emplabe, K

Terran Spacer templan:,
24

Thangs,

Thief lemplate, 87

Torpedioes, 30, 49,

Tracking ballons, <K,

Trade, T2
L orricang

Trarscoms, WS,

Traz Cnmale, 14, 105,

Tachil pameLars
inkwrnation, §.

Taelve Tomches, 14, 51

Lirmank, &1

Vanioe, Jack, 4.

Whnek. 10, L3, 14,28, 39,
A, M6, 114 frantresses,
n

Whnelomen, 32, 58, 114.

Warnor lemplate, 7.

Waunider, Psaal. 12

Wealth advontape, T8

Weapon tahles. 93,

Xams, 58

Menclogy skill, £1.

renophohia disadvantepe,
T

Wreo Aszassin iemplaie, 8T

Yoo Cavalier emplile, 25

W, 48-59: cavwaliers,, 50
52, B0, 95, 111

Yearming Belluxives, 13,
13, 51, 6&, 105,

Wlie-lam, 12

Lap 214, 16.

Feroed advammage, 79

Lhuriegs, 38,

Fralathrars, 54,
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Planet of Adventure is the roleplaying
adaptation of Jack Vance’s classic “Tschai”
stories. Follow in the footsteps of Adam Reith,
a stranded Earth scout, as he makes his way
across the planet in search of a ship to take
him home. Along the way, you’ll meet the
belligerent Chasch, the sleek and murderous
Dirdir, the inscrutable Wanek, and the secretive
Pnume — as well as dozens of human subraces
and bizarre monsters. Take your campaign
through Pera, where humans make a stand
against their alien masters; the Carabas, where
great wealth lies literally at your feet, and the
trick is surviving to enjoy it; and Sivishe,
where barbaric customs and futuristic shipyards
are found side by side.

This book can be used as the basis of a
campaign in itself, or as a resource for a space,
time-travel, or alternate-dimension campaign.

A dark, detailed setting from a master
worldbuilder . . . waiting for you
in GURPS Planet of Adventure.

STEVE JACKSON GAMES
WWW. Sjgames.com

GURPS Basic Set, Third Edition
and GURPS Compendium I are
required to use this supplement
in a GURPS campaign. The
information in this book can be
used with any game system.
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