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Corrigendum

[Sec. 432] Detect Good/Evil: This spell detects an object’s magical alignment: it tells the caster only whether 
the item contains friendly or hostile magic power. A sword thus is hostile only if used by an opponent — 
but if it is “charged” with hostile magic, this spell would detect it. A “good” person thus detects friendly 
or inimical power in a magically charged object, and so does the “evil” person.  A Detect Evil/Good 
spell will instantly detect evil (or rather “hostile, inimical”) if applied to an object which a Ssú or Hlýss 
has enchanted — it does not matter whether the human casting his spell is “good” or “evil.” These be-
ings are hostile to ALL humans.

[Sec. 432] Cure Light Wounds and Heal Minor Wounds: The Cure Wounds spells are for such physical dam-
age as cuts, contusions, abrasions, burns, etc., but neither will work on radiation damage, nor will Cure 
Disease or Cure Poison,

[Sec. 432] ESP: players can “see” glimpses of what the person ESP’ed is “seeing in his/her mind. If the lan-
guage is known to the ESPer, then he/she can understand the words too. If the person does not know the 
language, then the referee should let him/her only comprehend snatches of the subject’s mental pictures: 
e.g. “You see a ship; there is the face of a sternlooking man wearing a metal helm…” Monsters do not
have visually interpretable thoughts. If a human tries ESPing a nonhuman intelligent being, he gets only
static and garble — the ESPer may indeed catch a bit of visual thought picture, but it may be wildly dif-
ferent from those of mankind. Humans cannot ESP alien languages at all, the sole exception to this being
Mihálli, which for some strange reason is intelligible to man.

[Sec. 432] Telepathy: is similar to ESP but is a two-way attempt to communicate by both parties. Again, if one 
party does not know the language of the other, it is useless.

[Sec. 433] Illusion: The Illusion spell must be seen by those against whom it is cast. It is thus not possible to 
cast an “illusion” of unseen forces — fear, cold, etc. If one’s own party is facing backwards towards the 
spell caster, they may indeed be affected by the Illusion — the referee must use common sense to decide 
this.

[Sec. 510] Transmutation: It then does not transmute one element into another (e.g. one cannot transmute a 
field of mud into solid gold), but rather it transmutes one substance (limited to the aforesaid earth, etc.) 
into another form of the same substance.

[Sec. 710] Level adjustment for non-humans: under Sec. 710, it states “nonhumans having a basic potential 
of two dice are thus intrinsically twice as strong and resistant to wounds, and they rise in levels accord-
ingly.”  This does not mean that “point-wise” for every level a Hlýss rose, a human would have risen 
two.  Nonhumans do not rise at a different rate than men; they go up in levels like men, and when they 
achieved a new level they would have more hit-dice than men. Thus, when a Shén reaches 2,001 ex-
perience points, he will be Level II, and if he is a warrior, he will have four dice of hit-points to a man’s 
two.

[Sec. 1127]  Shén:  The Shén tail ends in a mace-like horny elongated ball, rather similar in texture to a pine-
apple. It is hard and is swung with great force, but it is not very heavy. Therefore, if a tail hits, it does one 
four-sided die of damage (no damage plusses on this). The Shén tend to lash their tails in battle-rage and 
cannot thus consciously coordinate both the tail and their other weapons in a fight. Indeed, if the Shén 
has a low dexterity, roll each round to see if he accidentally hits one of his companions — probably not 
doing much damage but knocking the comrade’s aim off, disconcerting him, etc.  To see if it hits, use the 
table for nonhumans, etc. in Sec. 720. There are no hit plusses or damage plusses for this sort of involun-
tary tail-lashing, but referees may modify this if they wish. 
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THE WORLD of Tékumel was first introduced to me 
shortly after Dungeons & Dragons was first published. 
In fact I sold Professor Barker one of the first two copies 
TSR sent me as an author. Since 1974, when I first 
entered M.A.R. Barker’s world of Tékumel, I have never 
ceased to be amazed at his world’s intricate detail.

Phil, as his friends call him, first began developing 
his world when he was a student in college. [Since Phil 
is now a full professor, department head, etc., I will let 
you figure out when that might have been.] Tékumel began 
for him as an intellectual exercise that existed for many 
years before there was such a thing as role-playing. When 
role-playing was introduced, not too long afterwards, the 
first version of Empire of the Petal Throne was published.

So what is Tékumel, you ask? Well for starters iron and 
steel are more valuable than gold. Four-legged creatures like 
horses and mules do not exist. Most monsters have six legs 
rather than two or four. It is a blend of super technology and 
primitive rites. It is not just one or two cultures but dozens. 
It is not just a game but a series of stories and novels as well. 

In the first days of role-playing games, Petal Throne 
was regarded as being too esoteric and complicated. 
I mean it literally has its own written and spoken 
languages developed by a certified linguist! It has 
detailed religions unlike the shapeless and colorless ones, 
found in other games. I mean, who would want such 
stuff? Well, in today’s crowded market where there are 
dozens of game rules running to multiple volumes, Petal 
Throne is now nowhere near as complicated looking. 

Yes, the cultures of Tékumel are rich, varied, and 
detailed. Tékumel’s denizens are unrivaled in detail 
and habits. Tékumel’s politics are Byzantine. Yet for all 
that the mechanics of play are fairly straightforward. 

TÉKUMEL IS not just a single-volume set of rules. It has 
its very own ‘fanzine’ devoted to it. There have been two 
novels set on Tékumel and a third is being written by the 
Master of Tékumel. A great deal of supplemental material 
is already available. Nor is this just another flood of not 
closely related stuff sharing a common name and little 
else. All the material published has been gone over and 
approved by Phil himself so it will mesh with his world. 

Nor am I just talking about sets of adventure modules. 
We are talking army lists, grammars, descriptions 
of Tékumel’s pantheon of gods, and much more. 
And none of these are slapdash ‘source material’ 
as so often found elsewhere today. (Oh there are 
adventure modules as well.) Rather each publication is 
designed to be carefully set into the fabric of Tékumel. 

Nor is Tékumel just an intellectual exercise that no 
one plays. Over a decade has past since Tékumel was 
first published but it lives on. It is an on-going campaign 
and continues to grow and be added to even now. 
Groups exist in England, Canada, Australia, both coasts, 
and the area in between, that have been campaigning 

in Tékumel for years – groups that communicate with 
each other, ask questions, and develop story lines.

IN 1974 it was my privilege to introduce Professor 
Barker to my Blackmoor campaign. Phil reciprocated 
by inviting me to be a player in his infamous ‘Thursday 
Night Group.’ Since then I have spent too few 
Thursday evenings enjoying the world that Phil has 
created. In fact it is the only now-existing fantasy 
campaign that I have played in and still do when I can. 

Many a misadventure has befallen my Captain 
Hárchar character, ‘The Sword Master.’ I will not go 
into the well-deserved heights that Hárchar has attained 
nor the depths to which his foes have sought to cast the 
noble Captain. I will say that there has rarely been a dull 
moment. Looking back on it now all those adventures 
would have made one heck of a book. Oh well, that dumb 
Akhó would have eaten my notes along with my ship. 

With these characters I have been a Provincial 
Governor, a smuggler, a beggar on the streets of Jakálla, 
and a noble of the highest rank. When I find myself 
back in Minnesota on Thursday nights I still pop in for a 
cameo appearance with one of my characters or play an 
important character that the adventurers have encountered. 
This in spite of Phil’s cats and my allergy to them!

Today, Phil’s two groups still gather in his basement. 
Surrounded by hundreds of painted Tékumel 
figures, full-scale Tékumel temples, and parts of 
Tékumel castles, the ‘Thursday Night Group’ and 
the ‘Monday Night Group’ play. Although the faces 
have changed over the years, the campaigns go on. 

WITHIN THE confines of Phil’s library there are still 
file cabinets and dusty tomes full of notes on Tékumel 
-thus there is still much to be discovered in Phil’s world. 
Never will there be a lack of material awaiting publication. 
Tékumel is a world so rich in substance and growth 
that there is none like it on the market today. It is far 
different from anything that has gone before or since. 

For both players and gamemasters there will rarely 
be a dull moment or lack of surprises as you explore the 
world of Tékumel. There will always be something fresh, 
new adventures and new treasures to be discovered. 

In parting I will offer some free advice from my 
Captain Hárchar character. To the new Tékumel player 
the advice is simple: ‘Always assume that an empty room 
has spies. Secondly if you smell a bit of cinnamon in the 
air run like the fiercest demons in Jakálla are after you ... 
they are!’ Play for a while and you will see that Captain 
Hárchar is not as paranoid as they say, he is a survivor!

Dave Arneson
San Francisco, CA

June, 1987

Introduction to the
Different Worlds Publications Edition
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[Above table included for authenticity. Information, products, and prices no longer applicable.]
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The western map of the Five Empires, including Mu’úgalavya, Livyánu, and Shényu – adapted from the 
original colour maps of the Five Empires as published in 1975.  Art work by Giovanna Fregni.
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The eastern map of the Five Empires, including Yan Kor, Tsolyánu, and Salarvyá – adapted from the 
original colour maps of the Five Empires as published in 1975.  Art work by Giovanna Fregni.
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The Tekumel Sourcebook provides a wide-ranging 
survey of the World of Tekumel, specifically the 
Five Empires and surrounding lands as of 2358 
A.S. - history, geography, customs, architecture, 
religion, magic, languages and much, much more!  
An invaluable resource for p layers and 
gamemasters of Tekumel!

This is a reprint of the original Gamescience 
edition of the Tekumel Sourcebook, published in 
1983 as a boxed set with maps as Swords & Glory, 
Volume 1.  The new printing includes an index and 
glossary, entirely new to this edition.  (The maps 
are sold separately.)

List Price: $18.95 (softcover)
$24.95 (hardcover)

8.5" x 11" (21.59 x 27.94 cm)
Black & White on White paper

136 pages

The Tekumel Player's Handbook is the second 
volume of Swords & Glory, the second role-
playing game for the World of Tekumel.  A 
complete listing of spells for mages of all temples, 
and spell descriptions, is also provided.  This is a 
companion to the Tekumel Sourcebook, with more 
information about the Empire of the Petal Throne!

This is a reprint of the original Gamescience 
edition of the Tekumel Player's Handbook, 
published in 1984 as a boxed set with additional 
material as Swords & Glory, Volume 2.  The cover 
is a newly restored reproduction of the original 
box cover art, and has never been seen before!

List Price: $24.95 (softcover)
$29.95 (hardcover)

8.5" x 11" (21.59 x 27.94 cm)
Black & White on White paper

280 pages

The Tekumel Foundation
http://www.drivethrurpg.com 

Visit the World of Tékumel!



Forgotten knowledge re-emerging from the 
distant past now threatens the Empire of the 
Petal Throne. Harsan, raised among the alien 
Pe Choi, must take his place among humans 
when the Emperor summons him to decipher 
the secret of the Man of Gold. Follow Harsan 
on his quest as he searches for the knowledge 
that will change the world of Tekumel.

List Price: $18.95
6" x 9" (15.24 x 22.86 cm)

Black & White on White paper
382 pages

The Tekumel Foundation
ISBN-13: 978-0986432316

ISBN-10: 0986432318
BISAC: Fiction / Fantasy / Epic

www.amazon.com

The Tekumel Foundation
http://www.drivethrurpg.com 

Visit the World of Tékumel!
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