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About GURPS
Steve Jackson Games is committed (0

full support of ,he GURPS system. Our
address is 5J Games. Box. 18957. Austin.
TX 78760. Please include a self-addressed,
stamped envelope (SASE) any time you
write us! Resources now available include:

Pyramid (www.sjgamcs.com/pyran:tid).
Our online magazine includes new rules and
articles for CURl'S. It also covers the
hobby's lOp games - Advanced DUllgeons
& Dragolls, Traveller, World of Darkness,
Call of COJUI/t", Shadowru", and many
morc - and other Steve Jackson Games
releases like I" Nomine, INlVO, Car Wars,
TooII, Ogre Millia/ures, and morc. And
Pyramid subscribers also have access to
playtcsi files online. to see (and comment
on) new books before they're released.

New supp/emellis (lIu/ advelltures.
GURPS continues to grow. and we'll be
happy to let you know what's new. A cur
renl catalog is available for an SASE. Or
check out our Web site (below).

Errata. Everyone makes mistakes.
including us - but we do our best to fix our
errors. Up·lo-dale erraLa sheels for all
GURPS releases. including Lhis book. are
always available from S1 Games; be sure (0

include an SASE WiLh your requesl. Or
download them from the Web - see below.

Q&A. We do our besl to answer any
game question accomp~lI1ied by an SASE.

Gamer i"plll. We value your com·
ments. We will consider Lhem, not only for
new products. but also when we updale Ihis
book on laler printings!

''''ernel. Visit us on the World Wide
Web at www.sjgames.com for an online
calalog. errala, updales. ;,md hundreds of
pages of infonnation. We also have confer
ences on Compuserve and AOL. CURPS
has ils own UseneL group. 100:
rec.garnes.frp.gurps.

GURPS"el. Much of the online discus
sion of CURPS happens on this e-mail list.
To join, send mail to majordomo@io.colll
with "subscribe GURPSne,-L" in the body.
or point your World Wide Web browser to
htlp:/Igurpsnel.sjgames.com/.

The GURPS New Sun web page is ;'It

www.sjgamcs.com/gurps/bookslnewsun.

Page References
See CURPS Compendium I. p. 181,

for a full list of abbreviations for CURPS
titles. Any page reference that begins with a
B refers to CURPS Basic Sel, Third Ediliml
Revised - e.g.. p. 8144 refers to page 144
of Basic Set.

CI refers to CURPS Compendium I.
CII refers to Compendium II, BE 10

Bestiary. G 10 Grimoire. M to A1agic. MI to
Magic Ilems. P to Psionics. RO to Robots.
TT Lo Time Travel. UT to Ullro-Tech, VE
to Vehicles. and Vito Vikings.

4 INCRcoaCClCN

Sorcerers and adventurers battle over "magical" artifacts. remnants of for
mer super-science. Weird cults and ecret societies perform unspeakable rites in
exchange for power from ancient "gods" who are actually tyrannical extrater
restrials. Men of eldritch lore create wondrous machines and horrible monster
in their relentless drive to redi cover the lost sciences that once took humanity
10 the stars. And over the landscape the blood-red sun guners like a candle in
the wind, threatening to go OUI and bring eternal night to a tired world ...

This is the last chance of a dying planet. Any battle between "good" and
"evil" has become ob cured by the scientific law of Entropy and the religious
pro pect of Rebirth. [s the answer "Science" or "Magic" - or is it something
that transcend bOlh? Is it the old panern of Empire and Domination, or is it
something revolutionarily new that breaks the mold? Is the key 10 the future that
of "dehumanization" or "rehumanization"?

All of this and more awaits those who would dare enter the baroque and
decadent world of Urth in search of adventure. Welcome to CURPS New SUIl.

Hbout tbe Hutbor
Michael Andre-Driu si's fiction has appeared in

Interzone, Tomorrow SF, and The Silver Web. His
essay have found publication in The New York Review
of Science Fiction, Extrapolation, and Foundation.
Before working on CURPS New SUIl, he wrote a
book-length dictionary for the Urth Cycle called
Lexicon Urrlllls, published by Sirius Fiction (P.O. Box
6248, Albany, CA 94706) in 1994. He dedicates this
worldbook to Ken St. Andre: roleplayer. role model,
and friend.

Hbout 0ene Wolfe
Winner of several major awards, Gene Rodman Wolfe was born in Brooklyn,

New York, in 1931. He contracted polio in 1933 without pennanent effects, and
visited the New York World's Fair of 1939, where the theme was "the future."

Wolfe's family moved every few years until 1941, when they settled in at
whal would become his home town - Houston, Texas. He graduated from
Lamar High School in 1949 and entered Texa A&M, where he wrote for a col
lege humor magazine (1951-1952).

Wolfe dropped out in 1952 and wa drafted for the Korean War. Among the
horror of war, he saw high-tech armor and weaponry (armored vest , machine
guns) being used side-by-side with ancient weapon (swords, knives) - thi wa
not the bright and tidy future promised by Buck Rogers and the World's Fair.

After the war, Wolfe graduated from the University of Houston with a
degree in mechanical engineering. Hired at Procter & Gamble Co., he was be
one of the engineers on the team that created the Pringles potato chip.

Wolfe began writing in earnest in 1957; his first story was sold in 1965. He
left P&G in 1972 to become editor of Plalll Engineering, near Chicago. He
stayed at this job for 12 years, writing even novels and 70 short stories in hi
pare time, before retiring in 1984 to become a full-time author.
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The Book of the New Sun takes place in the Commonwealth, a patch
work empire in South America, toward the end of the Age of the Autarch.
(Thi age i covered in more detail in Chapter 3 Urth in the Age of the
Autarch.)

The sequel to the Book of
the New Sun, The Urth of the
New Sun, ha Severian vi it
each of po thi tory' four age .
Thi chapter provide an
overview of these eras.

•
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The Age of the Autarch

Fables and the New Sun

yCn

-

In this selling, "hi tory" refers to a record of human activity from around
4000 B.C. to the pre ent moment, a period of roughly 6,000 years. This strikes
us a a long time, since it follows the human experience from the founding of
the first cities to the first voyage to the Moon, but when measured against the
uncountable millennia of prehistoric times, history itself seem rather short and
fragile. For example, the mo t recent Ice Age lasted 110,000 years!

Urth lies in the far future, a dying form of our Earth separated from our his
tory by a vast "posthistory," which balances against the prehistory of cavemen
and hominids. If history is the record of human achievement on Earth, posthis
tory is the ledger of the rise and decline of humanity on the galactic scale.

In the fourth age of posthistory, the human race finds itself in what appear
to be terminal decline.

Urth (named after the orse nom of the pa t) i 0 overwhelmed with his
tory that time no longer has much meaning. While Urth doe have the term chil
iad (KILL-ee-add) for a period of 1,000 year, months and even the days of the
week have become nameless. Year are counted by the reign of the current
Autarch, 0 there is no historical context beyond the sentiment that every year is
more or less the same. The watches or hours of the day have shifted from num
bered and precise to named and vague.

Posthistory' four major ages are: the Age of Myth, the Age of the
Monarch, the Age of the Autarch, and the future age. Each age has its own di 
tinctive tone and avatar. Nearly all of the action in the Book of the ew Sun
takes place in the Age of the Autarch, but there are glimpses of the other ages
scattered throughout the cycle.

The dates given in the following sections are rough approximation.

Current history - the Earth we know - is hopelessly lost somewhere at the
dawn of this age, beginning perhaps as recently as 97,500 years before the Book
of the ew Sun begins - or as long as a million years earlier. Atlantis is regarded
as a real nation contemporary with Hellenic Greece by the time of Urth.

Urth lore says that in this age Apu-Punchau appears as an avatar to a group
of primitive people and leads them onto the road of a high civilization. Thi civ
ilization seems very much like that of the Inca Empire, and could very well be
the Incas. The toothed club is typical of the weapons during this early period,
and it seems likely that the empire of Apu-Punchau falls to invaders like those
that felled the Incas.

CnG H@G OF

Event
Apu-Punchau Jives

for 100+ years.

Evellt
AUlarch Ymar dies.
The Yellow and Green

Empires end their war.
Firsl appearance of the
cacogens on Urth?

The beginning of Nightside
a/the umg SUII.

The Book of Wonders of
Urt" alld Sky is
published.

AUlarch Sulpicious sets
aside books in Librnry.

Autarch Marulhas closes
roads.

candal in reign of Autarch
Appian. Lorner scnt to the
antechamber.

Severian saves Vodalus. res
cue Triskele. and mcets
Valeria. Oron and Roche
become journeymen.
Thecla sentlo Malachin
Tower.

350

300

Years Ago
1000
1000-700

66

c.800

2

70

The Age of Myth
Years Ago
97.500 LO I million

The Age of the Monarch
Years Ago £Vtlll

72.000 The Firsl Empire of
1.000 SlatS.

-1- The sinking lands fonn the
Xanthic Isles.

2.000 The fall of the Firsl Empire.
1.100 Em of Typhon and lhe

Conciliator. Launching
of the Whorl. Mine lit

Sahus started.

The following timeJines explain Ihe
sequence of events in the Book of the cw
Sun.

Timeline Prior to

New Sun

Throughout the Book of the cw Sun,
fables serve 10 frame certain clements of the
cyclical destiny behind events - what hap
pens now has happened before long ago. A
OM wanting to capture the feel of the Book
of the New Sun in his campaign should con
sider creating fables 10 illustrate the key
dynamics of his setting. A few illustrative
examples are summarized in this chapler's
sidebars, to introduce those unfamiliar with
lhe books.

6 P08ChI8CORY



Comilwed 011 lIext pllge ...

Verthandi. Skuld. and Lune
As humanity ventured off the home

world. neighboring planets were trans
formed into Eanh-Iike worlds through tcr
rafonning technology. First Mars was trans·
formed into Venhandi (meaning "present""
m. both "now" and "3 gift"). Then Venus
was remade a~ Skuld meaning "future:' and
much later the ~'Ioon was changed into
Lune. green with forests by the Age of lIle
AUlatch. Perhaps the en of Tranquility is
truly a body of water on Unh's LURe.

The Machine Epoch
After collecting. scanning, and hoarding all the fiction, poetry, and drama

that had been discarded by tho e who went to the tar. Ihe thinking engines
released them on an unsuspecting civilization that had forgonen its human past.
All the pent-up emotion of forgonen ages flooded over them.

The empire collapsed and the Created. once servants. now became nurse
maids. coaxing humanity OUI of the caves il had retreated into once again. The
machines taught and entertained, built vast cities like great mechanism. then
whimsically built other cities like stonnclouds and dragon skeletons. And the
people came to the cities. and learned more - while on the galactic stage. hiero
dules from Yesod moved in to fill the power vacuum.

The Time of the Eidolons
At this tage. the machines gave each man and woman a personal advi or

that was invisible to all others. an eidolon ort of guardian angel. Their teaching
intensified. but after a while the machine grew weak and could no longer main
tain the eidolons, nor build more cities. Having been de pised as slaves and
worshiped as devils, having brought down a galactic empire by restoring
humanity to humankind, the machines felt they had served their purpose and
were ready to be discarded like the crutch is cast away by the healed patient.
But they were loved by their followers. so the machines each gathered the most
dedicated and taughl them the final secrets thaI their race had put away. Then
the machines died.

Religioll
There is no religion in this period, except perhaps for a fanatical belief in

cience and logic. The empire is founded upon Order alone - the wild. primitive
things (poetry. emotion. etc.) have all been abandoned to AI-tended libraries.
An Lmperial cull i quite likely. but cientific notions (a reverence for pi, per
haps?) take the place of gods. There is a devil cull of those who worship the
thinking engines - they might be similar to the "black mechanics" of Gene
Wolfe's Long Sun series.

ebe Long Decline
Leeched of all but its reason. a spacefaring humanity found itself vulnerable

to a hidden danger: its own roots.

,
Typhon.

Father of Monsters
The children or Typhon and Echidna

are:

The Boy Called Frog
A SIOry from lhe brown book (included

In The Sword of rile L.Jclor) tells of the first
monarch's early life.

There was a queen of another world
and her name was Early Summer. She was
made pregnant by 3 red rose and gave birth
to a son she named pring Wind. Spring
Wind delighted in gardening and in baule.
and his conquests look him to Unh where he
met a princess named Bird of the Wood and
fathered twin sons on her. But she had to
abandon them in II basket on the river.

The Iwins were found and adopted by
sisters who named them Fish nnd Frog.
Frog's foster parents were killed and he was
raised by animal·people. L1ter Frog became
a mighty leader of men. but he killed his
brother Fish when founding the capital city
of Ihe first empire.

Were those offworlders. "Early
Summer'" and "Spring Wind." actually
gods? Were those animal-people really
autochthon tribes (see pp. 59-60). each with
its different tribal animal. or were they early
man-bea~lS?

Scylla - fil"ljl born. named after a sea
monster. he 1teCms to have become a god
dess of lakes and rivers. Almost without a
doubt she was one of the rebels. and she
may still be ali\ e in the Age of the Autarch
since she IS mentioned at one point as being
in league with Abaia and Erebus!

Molpe - named after a Siren. her name
means "music."

TarIaros - first son. born blind and
named after a god of darkness. Perhaps he
becomes Erebu!l.

Hi~rax - second son. with a name
meaning "hawk:' He became more ruthless
than his father. and stood in line to inherit
the throne. As such. he was probably not a
rebel.



r

The Allchorites
The disciples of thc thinking engines all assembled for self-preservation,

but quickly discovered that they could in fact agree on nothing, ince each had
been laught by a single machine. Biller arguments broke out - they divided into
partie, then each pany split in two, then each fragment plintered into two
more, until finally each disciple stood alone, misunderstood and reviled by all
the others and reviling them in return. So they all scallered, going out of the
machine-buill cities or deeper into them (a very few stayed by habit in the
palaces of the machines to watch be ide their bodies), and once isolated from
the others, each wrote down all that he had lcamed. In this way, each formed a
school of thought, and the writings were passed down from hand to hand, some
times embellished with new additions. sometimes weakened by omissions.

The Alldrosphillxes
The differem school of thought had different fates. Some dwindled, and

their sacred writings were hidden in olll-of-the-way places. Others grew and
buill temple complexes with monuments to the machines. The androsphinxes
were uch memorials.

Some writings circulated while others lay moldering in cenotaphs. At this
point in posthistory. religion is very much like that of the Greco-Roman classi
cal period: polytheistic, with a prie tly class making sacrifices and performing
augury while sibyls speak in enigmatic riddles.

Reign of Cypbon
Within the solar system of Urth there arose a new warlord, probably on the

planet Skuld, by the name of Typhon. He had dreams of a Second Empire to
rival that of the First. so after conquering several worlds he moved his capital to
Urth. declared !limself Monarch, and tried to make his dream a reality from the
subterranean palace complex of the House Ab olute. Monarch Typhon achieved
a limited form of immortality by having !lis head surgically grafted onto the
body of a trong slave, and he acquired terrible menIal power aJlowing him to
po se s people. Reaching for other forms of immortality, he was the flfSI 10

carve a mountain in his own likenes , and he also launched a generation star
ship called the Whorl, ruled over by vinual-reality versions of himself and his
court cast as gods. (This is the genesis of Wolfe's the Book of the Long Sun
erie .)

Ultimately. however. hi plans went awry and his dreams of empire were
hallered by rebels from within his own rank, led by his wife Echidna and at

least some of their seven children. At the end of this period (roughly I, I00
years before the Book of the New Sun), the avatar appears in the fonn of the
Conciliator. a powerful wonder-worker who tell all he meets of how the Sun
has begun to falter. (A black hole has been introduced into the un's core, accel
erating its aging 10 the point that by the Age of the Autarch one can stare
directly at it without risk of eye damage. It may very well be that Typhon's
blind son Tartaros performed this stellar engineering in an allempt to make
everyone share hi affliction.)

Typhon has the Conciliator arre ted and jailed at the Old Pon (which will
one day devolve into the Citadel of the Autarch), but the holy man vanishes
after telling his followers about the next avatar, whom he calls the ew Sun.
Typhon is the last of the Monarchs. and with his death. the age comes to a
close.

Typhon,
Father of Monsters

(Continued)

Thtlx;eptia - Darned after a siren.
meaning "soothing words" and suggestive
of magic and seduction.

Phato - named after the sow goddess.
emblematic of glullony.

SpIJigx - named after the mysterious
phin.x. she is associated with deserts and

swords. -
Typhon and the Conciliator

Rather Ihnn having a brain transfer.
Monarch Typhon had his head grnfted onlO
the body of a strong slave (be.vide the origi
nal head ...). because it is !.he face of the
ruler that people recognize and obey.
Typhon wanlS 10 recapture the galaxy and
call it his own. The Conciliator wants 10

heal the rifl bel ween Briah and Yesod
caused by the excesses of the First Empire.
Typhon "wins the baILie" by imprisoning
the ConciliatOr. but ends up "losing the
war" on several froms.

Ymar the Almost lust
Ymar was a member of Ihe jailers

guild. The Conciliator. during his brief
imprisonment at the Matachin Tower.
prophesied that Ymar would go to the
throne and beyond. In the chaos following
the fall of Typhon's empire, Ymar somehow
managed to become the first Autarch - and
il was probably very similar 10 the path lh31
led Severian to the Phoenix Throne 1.000
years later.

Here i an anecdolc nbout Ymar:
"Disguising himself. he venlured into

Ihe countryside. where he spied a muni
meditating beneath a plane trec. The
Autarch joined him and sat with his back to
the trunk. until Urth had begun to spurn the
sun. Troopers bearing an oriflamme gal
loped past, a merchant drove a mule slag·
gering under gold. a beautiful woman rode
the shoulders of eunuchs. and at last a dog
trolled through the dust Ymar ro\C and fol
lowed the dog. laughing:'

Carved Mountains
In the Age of the Autarch. evcry moun

tain is carved inlo the visage of a ruler.
Colossal works like Mount Rushmore. thc
Sphinx. and the Valley of Kings line the
walls of the world, Human bcings would
appear like ants crawling among bowling
trophies standing shoulder to shoulder on
the mantle.



The Commonwealth
vs. Ascia

The Commonwealth is a remnant of the
abortive econd Empire. which is partially
reconciled with Yesod through both the
church of the Conciliator and the office of
the AUlarch. As a civilization. the
Commonwealth is struggling along a new
path of rehumanization.

The Ascian civilization (sec pp. 30·31)
allcmpls to forge all pe pie into one colJec
live individual. " "cookie-cutter" approach.
Their method embraces all the old imperial
100ls of conquest. domination. and mind
control.

Linear Measurements
of the Commonwealth

span 8"
cubil I ..
pace 2.5'
ell 5 spans. or 40"
stride 5'
chain tOO spans. or 70'
)c3gue 3 miJes

Society

The prevailing culture is a feudalistic ystem with the exultant ari tocracy
of very tall, pale-skinned offworld invaders firmly in place and unchallenged.
The armiger class as such does not ellist yet - it will grow out of the chao fol
lowing the rebellion and the end of the monarchy. The praetorian guard serve
the Monarch as it will later erve the Autarch. The common people live in fear
of the exultants - assessors and tax collectors are known to take children away
for slaves if villagers cannot pay their taxes. At the Old Pon, jailers put to their
own use the hulks of mothballed ships.

Techllology
The exultants bring their higher technology with them from offworld, but

even they are not able to create new contra-gravity devices and, in general, tech
nology begin a ponderous downturn. Groundcars exist,
and at least one powerboat is in evidence on the River
Gyoll. Ultra-tech weapons are more common (and per
haps more varied) than in the Age of the Autarch. though
still not in commoners' hands.

Religioll
Into the reign of Typhon. religion continues to resem

ble that of Imperial Rome, with a wide variety of gods
and an official imperial cult that manipulate the non
exultant believers into accepting the aristocracy as
divinely anctioned.

CnG H0G OF
CnG HaCHRCn

The first autarch, Ymar the Almost Just, creates the
Commonwealth from pieces of the shattered Second
Empire and rules until his death circa 1,000 years prior to

ew Sun. Ymar's vizier, a cacogen (alien) known a
Father Inire, creates many marvels for the Autarch.
including the Second House (a secret palace inside the
very walls of the House Absolute) and the Botanical
Gardens of Nessus (where time and space are twisted for
each garden).

As part of the new agreement with Yesod, Ymar took the long trip to Ye od
and underwent the test. If successful, he would become the ew Sun and bring
back to Urth a method for reviving the Old Sun, but if he failed he would be
emasculated so that he could nOI found a dynasty. Ymar took the test blll failed.
Of all the autarchs who followed him aero s the Age of the Autarch's 1,000
years. none but the last two would dare take this dire test.

On Urth, the rebel who un eated Typhon have become the Great Lords of
the Other People, taking on the names and powers of god : Icy Erebus (named
after a god of darkness) has his base of power in Antarctica: Abaia (named after
a sea serpent god) is the size of a mountain and brood in the depths of the ea.
The Great Lords manipulate the Ascians into invading the Commonwealth and
at one point in the centuries-long war Nessus is razed.
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Citizens of the Commonwealth don't
keep much lrack of lime. Among the few
tenns they do have:

Temporal Terms

of the Commonwealth

Periods of the Day
In the Commonwealth there are 10

watches to the day and 10 watches to the
night, so a watch is about one-Iwendelh of
24 hours. or 72 minutes. II is named after
the length of a sentry's duty.

Because the lengths of day and night
vary through t.he seasons. this means that in
winter the watches of the night arc longer
I.han me watches of me day; in summer the
watches of the day are longer than the
watches of lhe night. The watches are only
equal at the equinoxes.

t.2 hour> (roughty)
1.000 years
18 year>. or 3.600 ye""

watch
chiliad
sams

Day (at EqUinox)
Firsl \fatch of Ihe Day (or "Prime")

begins at first appearance of solar disk.
around 6 a.m.

Second Walch - begins at roughly 7: I2 a.m.
Third lVatch - begins a' roughly 8:24 a.m.
Founh lVatch - begins a' roughty 9:36 a.m.
Fiflh Walch (or "lIones") - begins at

roughly t0:4 a.m.
Sixlh WalCh - begins at roughly noon,
Seve",h \fmch - begins at roughly I: I2 p.m.
Eiglllh lVatch - begins a' roughly 2:24 p.m.
Nimh Watch - begins a' roughly 3:36 p.m.
TemhlLasI Walch of Day (or "vespers") -

begins a' roughly 4:48 p.m.

Ight (at EqUinox)

FirSI Wmch of Ih~ Nighl - begins at disap
pearance of solar disk. around 6 p.m.
Dusk.

Seco1ltl Wmch - begins at roughly 7:12 p.m.
The nocturne is played as night arrives.

Third lVatch - begins a' roughly 8:24 p.m.
Fourth Walch - begins at roughly 9:36 p.m.
FiJlh Walch (or "",atins") - begins at

roughty 10:4g p.m.
Sixlh Walch - begins at roughly midnight.
Sel.:e",h lValch - begins at roughly 1: 12 a.m.
Eiglllh Walch - begins al roughly 2:24 a.m.
Ni",h lValch - begins at roughly 3:36 n.m
Tenlh/Losl Walch oj Nighl - begins at

roughty 4:48 a.m. The aubade is ptayed
at dawn.

The mysterious cacogens are present in the halls of power, coming and
going in their star-sailing vessels, zooming up and down the timeline in flying
aucer-like ship. Sometimes they help the Autarch, but at other times they help

the Ascians and their sympathizers.
The avatar for thi age is to be the ew Sun, a man who will somehow bring

new life to the dying star. His enemies are the Great Lord and their minion .

If the ew Sun is uccessful in bringing the White Fountain to the Old Sun,
the tired Urth will be reborn as the vibrant Usha , a truly Golden Age for
humanity. The Green Man is a time traveler from this possible fUlllre Age of
Ushas: Hi skin is green due to a bioengineered fonn of pond scum that lives,
inside his body. providing nourishment from sunlight. All the famines and labor
of growing food are nonexistent for him and his kind. The Green Man is able to
walk the Corridors of Tune freely.

If, on the other hand, the Other Lords are able to block the arrival of the
White Fountain, then Ragnarok, the Last Winter, will claim the planet with icy
waste. Master Ash is a time traveler from this potential future, the last ob erver
left on Unh after all the others have been evacuated. Hi mode of time-travel i
a building known as the Last House which uses time-warping architecture akin
to that of the Botanical Gardens of essus; the uppermost floor look out on the
icy future and the lowest floor reaches into the later pan of the Age of the
Autarch. To travel forward in time, Master A h goes upstairs, and to travel
backward in time, he goe down tairs.

Until the central conflict of the Age of the Aut.1rch is resolved, both futures exist.

Society
Ymar divided the jailers into two guilds: the witche and the tonurers. He

also e tablished the Citadel of the Autarch on the foundations of the Old Pon,
and Father lnire must have had a hand in creating the Atrium of Time (see
p. 94). The Autarch arises from the commonality, and - backed by the armigers
and the praetorians - keeps the exultants in check. The familiar convoluted
shape of the Commonwealth has taken form.

Hrri"al of tbe !'lew Sun
o what will it be like, this transformational rebinh? Will it be a bloodless

coup of sweetness and light or a world-shaking catacly m that destroys all
physical trace of civilization? The Book of the New Sun describe one pos ible
future, but obviously other potential destinies exist ...

Cecbnology
Technology continues its decline. All the great mountains are carved into

the likenesses of succeeding autarchs, and then the giant carving machines are
forgotten. Groundcars are carce at the beginning of the age and only memories
called "road engines" by the Book of the ew Sun.
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The following ynop i track the
life of Severian, as chronicled in the
Book of the ew Sun. Chapter number

IC~I are given in parentheses for reference.
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Cbe Sbadow
of tbe Corturer

Severian, an apprentice torturer, has a chance encounter
with the exultant rebel Vodalus and his henchman robbing a
grave. He spontaneously aids the outlaw. (I) Earlier in that
same day, Severian had nearly drowned while swimming in the
River Gyoll. but had a near-death dream-vision inVOlving the
ghosl of Master Malrubius and then was saved by an undine.
(2) The next winter, Severian wanders into a 10 t part of the
citadel searching for his dog and meets a young woman named
Valeria near the trium of Time. (4)

Severian becomes caplain of the apprentices (5) and goes
on an errand to the Library of essus, where he gets four book
for an exultalll prisoner. One of them is the brown book;
another is a green book called The Book of the New Sun by
Canog. (6) He meets Thecla, the prisoner who requested the
books, and learns from Master Gurloes that she is being held as
a lever against Vodalus, since her sister Thea is Vodalus' lover.
(7) To guard against infatuation with a prisoner. Severian i sent
to The House Azure. a brothel in the Algedonic Quarter where
he hires a woman who calls herself Thecla. (9) Severian falls in
love with the prisoner Thecla anyway. (10)

Severian is elevated to journeyman and has another dream
vision. (II) Two days later the torture of Thecla begins, and
Severian breaks the law by giving her a knife with which to kill
herself. (12) For this crime against the guild he is ordered to
become the lictor of Thrax. a distant provincial capital to which
he must walk. (13) As a parting gift. Master Palaemon gives
him the word Terminu Est, and Severian also takes the brown
book. (14)

After eros ing the bridge into the living city, Severian
meels Baldanders the giant and Doctor Talos. and has a dream
vision of undines and puppets. (15) At a breakfast cafe, Talos
tries to convince Severian to travel with them and act in their
play, which is based upon Canog's long-lost The Book oj ,he
New SUIl. Severian decides to skip t~ir planned meeting at
Ctesiphon's Cross and goes to a rag shop to buy traveling
clothes. (16) Agilus, the shopkeeper, tries hard to Ialk Severian
into selling Terminus Est to him, but Severian refuses. A soldier
- a woman named Agia in disguise - enters the shop and
wordlessly delivers a challenge to mortal combat with averns.
(17) Once out of her disguise. Agia, twin sister of Agilu ,
agrees to help Severian prepare for the duel. First, she involves
them in a cab race that ends up destroying the altar of the holy
Pelerines and subsequently misplacing the Claw of the
Conciliator, a holy gem. (18)

Severian and Agia go to the Botanic Gardens to select an
avern nower for the duel, but get sidetracked by visits to the
Sand Garden (19) and then the Jungle Garden. (21) They enler
the Garden of Endles Sleep, wh.ich is both park and aquatic
cemetery. They meet an old boatman searching for his long
dead wife, Cas. His boat is too small to ferry them. Severian
loses Terminus Est in the Lake of Birds and dives after it. (22)
He is helped out of the water by Dorcas. a young woman with
amnesia, and the three of them are ferried across the lake by

Hildegrin the Badger. a man Severian recognizes as the grave
digging henchman of Vodalus. (23) Severian picks the nower
before leaving the garden with Dorcas and Agia. (24)

They make reservations for dinner at the Inn of Lost Loves,
laying for a snack and getting involved in a little intrigue with

the staff. (25) Then it is time for the duel, to be held at the
Sanguinary Field. Severian fights and is treacherously struck
dead, but he rises up and his opponent panics, killing spectators
in his attempt to nee. (27)

Severian wakes up the next morning in the lazaret of the
Blue Dimarchi (28) and learns that he must execute hi former
opponent, who turns out to be Agilus. (29) The night before the
execution, Severian meets an old sailor named Hethor, who is
Agia's secret lover. (30) After the execution, while Severian
and Dorcas are walking toward the gate of essus, Severian
discovers he has been carrying the Claw of the Conciliator,
planted on him by Agia after the crash. They see the miracle of
the nying cathedral. (31) By accident they meet Doctor Talo '
dranlatic troupe just in time to act in the play. (32) Afterward,
Severian has a dream-vision involving the ghosts of Master
Malrubius and Severian's dog. (33) He learns the stage name of
Jolenta. (34) The party meets a sailor named Jonas, who falls in
love al rust sight of Jolenta. just before the party is separated by
a riOI at the Piteous Gate. (35)

Cbe Claw of
tbe ConcHiator

Severian and Jonas are in the village Saltus. about a week
after the disturbance at the gate. They both want to meet up
again with Dr. Talos' troupe, but Severian has to practice his art
10 make money. Severian learns he must execule a spy of
Vodalus. (I) As the spy is removed from his long-sealed house,
Severian glimpses Agia. (2) Trying to find her, he wanders into
Saltus' fair and meets the en laved Green Man, a genetech
enhanced man from the future. He leaves the Green Man the
means by which he can escape. (3) Severian perfonns tortures
and executions (4). after which he receive a secret note from
Thecla, the exultant prisoner whom he loved. It says he i alive
and waiting for him in a nearby mine. (5) At the mioe he
encounters the man-apes, guardian of the Autarch's treasure .
(6) before falling into the ambush set by Agia. who penned the
secret note. (7)

Severiao and Jonas are taken by cut-throats (8) to meet
their leader Vodalus, who gives them the option of joining his
rebellion against the Autarch. (9) They join; their first mission
is to deliver a message to a spy in the House Absolute. For their
initiation they must drink analeptic alzabo and eat the nesh of a
dead follower of Vodalus, thereby gaining the memories of the
deceased. The corpse turns out to be Thecla. (I I)

On the road again, Severian and Jonas are atlacked by
notules and are only able 10 escape by getting the notules to kill
a patrolling soldier instead. (12) Remorseful. Severian uses the
Claw of the Conciliator to resurrect the soldier. Hethor appears.
(13) Too close to the House Absolute. they are all captured by
PrlIetorian Guards and thrown into the antechamber. (14)



Talk.ing with the prisoners there, Severian realizes that they
have been impri oned for generations. Jonas gets very upset,
somehow recognizing them. A group of demons raids the
antechamber. lashing the prisoners with electrified whips. (15)
Jonas is wounded and becomes delirious. (16) To pass the time,
Severian reads "The Tale of the Student and His Son" from the
brown book. (17)

By sifting Thecla's memories, Severian learns that the
demons were just mischievous young exultant having their
cruel fun. He finds the secret door leading out of the antccham
ber. but in the next room, the Presence Chamber. Jonas sees his
opportunity to escape Urth and enters the mirror teleportation
device. (18)

Severian wanders alone through the subterranean House
Absolute. eventually meeting up with the brothel manager from
the Algedonic Quarter. and learning that he is the spy Vodalu
wanted him to contact. (20) Through an accidental miscommu
nication. the spy opens the Book of Mirrors for Severian. but
Severian balks al entering it, choo ing 10 remain on Unh.
Severian realizes that this "spy"' i actually the Autarch himself.
(2 I)

Severian finds Doctor Talos' troupe (22) and has a sexual
interlude with Jolenta. (23) He takes his part in the play. (24)
which ends prematurely in a firefight with alien in the audi
ence. (25) The troupe breaks up the next day, with Talos and
Baldanders heading toward Lake Diuturna and Severian.
Dorcas, and Jolenta walking toward Thrax. (26) That night.
Severian is awakened by the undine calling from the river. (27)
She tempts him. offering him the ability to breathe water, bUI he
is reluctant. She anempts to seize him before swimming away.
Meanwhile. Jolenta has altempted suicide. (28)

The group stays in a peasant's sod house, where the Claw
performs a few minor miracles. (29) They enter the Stone Town
and encounter the Cumaean. her assistant Merryn the witch,
and Hildegrin. (30) Dorcas gives Hildegrin a secret message
from the spy al the House Absolute. Hildegrin boasts that he
had followed them 10 the Sanguinary Field, helped capture
Agilus, watched the execution, aw the play at Ctesiphon's
Cross, and didn't lose them until the riot at the Piteous Gate.

The six of them together participate in a group ritual sum
moning of Apu-Punchau. an avatar from the past. When he
appears. HiJdegrin attack him and Severian finds him elf
wrestling with Hildegrin. A crack of thunder brings him back to
the SlOne Town, where he finds him elf alone with Dorcas.
Hildegrin is destroyed, the Cumaean and Merryn have fled, and
Jolenta has finally died. (31)

Che Sword of the (ietor
Severian and Dorcas are getting settled into life at Thrax, a

few months after the incident at the Stone Town, but their rela
tionship is being strained by both his profession and her
unknown pas!, which she is slowly remembering. (I) After a
long walk through Thrax. (2) everian finds Dorcas despondent
by the waterside and arranges for separate lodging for her at the
Duck's est inn. Trying to find his way back to the Vincula, he
meets a poor boy named Jader who has a deathly ill sister. (3)

Back at the Vincula, the archon of Thrax invites Severian
10 come to a costume party at the palace and, furthemlore. to
perform a quiet execut.ion there without using any tools. (4) At
this party Severian meets Cyriaca. an arntigene in the costume
of a Pelerine, (5) and has an amorous adventure with her (6)
before learning that she is the one he has been ordered to exe
cute. (7)

Leaving the palace. Severian goes to Jader's hut and uses the
Claw on his si ter. mirnculously healing her. (8) Then he tries to
make his way to the Duck's est inn, but encounters a fiery sala
mander that has been searching for him. The monster pursues
him into a cliff house, where its own heat bums out the floor,
causing the salamander to fall down the cliff to its death. (9)

At the Duck' est, Dorcas admits her terrible sccret- she
was one of the dead in the Garden of Endless Sleep. a corpse
accidentally brought to life by the Claw. She must seek her past
back in essus, and Severian must flee to the north for refusing
to kill Cyriaca. (10, I I) Severian tells what Cyriaca told him,
that the Autareh erves the cacogens, even as the cacogens aid
the Autarch's enemies, the A cians. Dorcas and Severian go
their separate ways, she by boat and he by the prison sewage
drain of the Vincula itself. (12)

Alone in the mountains. Severian feels Hethor magically
tracking him. (13) After descending the perilou league-high
cliff. he find the house of pioneer Becan, with his wife
Casdoe. son linle Severian, daughter Severa, and Casdoe's
father. They give Severian shelter. (14) It tum out that Agia is
hiding upstairs. As she begins to anack. an alzabo cries at the
door in the voice of Severa. (15) U ing Becan's voice, the alz
abo gets into the house. The others leave Severian downstairs
like a sacrifice for iI, but he makes a deal with the monster; that
he will leave the house in the morning and will not hunt it in
the future. (16)

The next day Casdoe, her father, and her son abandon their
home. Severian follows far behind. The family i set upon by
seven zoanlhrops, but as Severian runs to help them, the alzabo
charges into the fray. defending the family. Severian and little
Severian are the only survivors. Severian adopts the orphan (17.
18) and read him ''The Tale of the Boy Called Frog" from the
brown book. (19)
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Heading into the mountains. Severian and son tumble into
an arboreal village of sorcerers who deftly kidnap the boy. (20)
In order to get him back. Severian has to fight a magical duel
with one of the sorcerers, (21) a duel interrupted by the arrival
of the blob-like slug, another one of Hethor" pets. (22)

They escape the village and climb further up Mount
Typhon. In the lap of this carved idol they find the cursed town,
buildings left over from the construction period, waist-high to
the giant carving automatons slill milling aboul. (23)
Investigating the central building. they find the dessieated
corpse of a two-headed man. but the boy is more curious about
the gold ring on Mount Typhon's finger. so they hike up there.
As he touches the gold. little Severian is killed by hidden
energy weapons. Suicidally depressed. Severian sleeps in the
cursed town. (24)

When he wake up he meets a living two-headed man, the
corpse having been revived by the Claw. It is Monarch Typhon,
a tyrant whose name has been forgotten for 1,000 years. (25)
Typhon uses a boallike elevator to transpon them to the head
chamber of the mountain. He tries to tempt Severian with the
throne of Urth. but Severian manages 10 kill Typhon. (26)

Descending the mountain. he comes to Lake Diuturna. (27)
His attempts 10 intimidale lhe villagers into giving him free
room and board backfire - he is drugged, and the Claw taken
away from him. (28) The villagers try to transport him as a
bound prisoner 10 the same dreaded tower across the lake that
they had sent the Claw to (29), bUI as Ooating islands close in
on them Severian seizes the opportunity to escape by splashing
water on a Natrium slug thrower, destroying the heonan's boat
in an explosion. (30) Rescued by the
islanders and determined to
retrieve the Claw. Severian
plans an assaull on the strange
tower, which looks like a toad
stool since a Oying saucer is hov
ering over it. (31) When he knocks at
the gate in an attempt to bluff his authority as lictor of Thrax,
he is surprised to see Dr. Talos open the door and welcome him
in. (32)

Inside, Baldanders and Talos are involved in delicate nego
tiations with three aliens or "hierodules." Ossipago. Barbatu ,
and FanlUlimus. They're haggling over ultra-leeh knowledge or
artifacts. Severian is first barned by the hierodules, because
they seem to know him, then shocked to learn that Dr. Talos is a
homunculus crealed by Baldanders. (33) Severian asks for the
return of the Claw. and the hierodules ask to see it. They are not
impre sed. They leave without giving Baldanders any gifts. In
fury that Severian's superstition has cost him new knowledge,
Baldanders throws the Claw fTom the top of the tower. (35) The
islanders, having been waiting for a sign from Severian, launch
their attack on the tower. Tenninus Est is destroyed in the fight
mg. Baldanders ends up escaping by diving into the lake. where
he uses his self-made powers to breathe water. (37)

The next day Severian searches for the Claw, and lind
anlid the hroken glass of its outer case the hean of the Claw - a
rose thorn. The Claw of the Conciliator was never really a gem
at all, simply a thorn encased in pretty blue glass. He leaves the
lake, heading north. (38)

Cbe Citadel
of tbe Hutarcb

A few weeks later Severian stumbles upon the body of a
soldier who died of disea e while deployed against Vodalus'
rebels. (I) Severian uses the Claw on the corpse and it revives.
Together they walk out of the forest, (2) following the road and
looking for the army. (3) They lind a lazaret (in this case the
hospital is a medical tent) maintained near the front line by the
Pelerines and Severian succumbs to fever-driven vision-drearns.
(4)

After the fever breaks. Severian meets fellow patients Foila
(an armigette), Melito (a farm boy oldier). Hallvard (a seal
hunter turned soldier), and Loyal to the Group of Seventeen (an
Ascian prisoner). Severian learns about Correcl Thought and
Approved Texts. (5) The resurrected soldier, named Miles by
Severian, is somehow also Jonas returned from Yesod, two
souls in one body searching for Jolenta, Jonas' true love. But
when Severian tells him that Jolenta has died, Miles/Jonas wan
ders off in a daze.

Since Melito and Hallvard both want to marry Foila. she
decides they will have a story-telling contest for which Severian,
an an outsider, shall be the judge. (6) Hallvard tells his story
about sealers. (7) In the evening, Severian meets a Pelerine who
has been in the order for 30 years. He tries to return the Claw to
her, bul she is skeptical of his claims to have resurrected the dead
with it and refuses to believe that the thorn he shows her is some
how the hean of the gem she remembers. (8)

The next day, Melito tells his farm animal fable. (9) In the
evening, Severian meets Ava, a postulant or apprentice of the
Pelerine , who came from an optimate family living in the
Sanguinary Field area of essus. She had witnessed his duel
with Agilus but doesn't recognize him as the "exultant in mas
querade" she remembers fighting Agilus. Having heard about
Severian's "delusions" from the Pelerine, Ava is also skeptical
at first, but gradually she comes to quietly believe him. (10)

The next day, Loyal to the Group of Seventeen enters the
contest with a tory of hi own. (II) Afterward. Severian meets
a slave of the Pelerines named Winnoc, originally from essus.
Thirty years before, Winnoc had been whipped by Journeyman
Palaemon. who had himself been exiled from the torturers'
guild for orne crime. Shon.ly after the punishment, Winnoc
sold himself to the Pelerines. (12)

Foila tells a story, enlering the contest with a magical tale
about an arrniger's daughter and her three uitors. (13) In the
evening Severian hides the Claw in the altar of the Pelerines.
He is approached by Chatelaine Mannea, the highest-ranking
Pelerine currently at the lazaret, who asks him to undertake an
urgent mission 10 fetch an anchorite, or holy hennit. from a her
mitage that is about to be overrun by Ascians. Severian agrees
10 go. (14)

With safe conduct in hand, he walks the 20 leagues to the
Last House. Despite his shortcuts, it takes precisely as long as
the chatelaine told him it would, two days. (15) He meets the
anchorite Master Ash, and sleeps upstairs at the hermilage. (16)
In lhe morning he looks out the window onto a world
covered in ice - the Ragnarok future. Severian figures out the

Ch€ €w So 15



e
•

time-bending architecture of the Last House, where each floor
exists in a different age. Following Mannea's instructions. he
drags Master Ash out of the Last House. Ash discorporates and
the Ragnarok timeline implodes. (17)

Upon his return to the lazaret, Severian find that the whole
area has been razed in an Ascian attack. After following the
trail of survivors he manages to find FoHa. who tell him the
others are probably dead. Her dying wi h is that he remember
the stories. so he writes them down onto the blank pages of the
brown book. (18)

Severian spends two days wandering, then joins Guasacht's
troop, the 18th Bacele of the Irregular Contarii. (19) Some time
later they find an arnlored coach of the AULarch, bearing gold
and mastiff-man guards, bogged down in the mud and harassed
by Ascian soldiers. Guasacht's forces pin down the Ascians,
bul a new mob of treasure-seeking canlp followers threalens 10
overwhelm them all, so a desperate alliance is formed between
Ihe masliff-men. the irregulars. and the Ascians. Once they
break out, the irregulars blast the Ascians. but before they can
loot the coach themselves a squadron of anpiels anives to pre
serve the gold for the Autarch. (20)

The 18th Bacele is deployed at the fronl lines (21) and
takes part in the Third Battle of Orithyia, where Severian is
wounded. (22) He is found by the Autarch. (23) who takes him
a10C! in a flier. (24) The flier is hot down and the Autarch is
wounded. Severian and the Autarch are caplured by Ascians,
but then the Ascians are wiped out by Vodalarii mounted on
airborne monslers drawn by Hethor's mir
rors and commanded by Agia. (25)

They are taken 10 Vodalus' base, an
ancient z.iggurat in the jungle. For payment,
Agia wants to be allowed to kill Severian.
but Vodalu refuses. (26) Vodalu has been
expecling 10 capture the Autarch. but
doesn't recognize his old House Ab olute
spy as the Autarch, suspecting Ihat
Severian might be the one. Severian lells
him the Autarch escaped. (27)

They are marched loward an Ascian camp. (28) At the
camp Ascian commanders question them. The Autarch, near
death from his wounds, convinces Severian 10 become the new
AUlarch by taking a powerful dose of the analeptic alzabo, then
killing the Autarch and eating his brain. Severian obeys. (29)

Agia and the Green Man rescue Severian. Agia has killed
Vodalus and now leads the rcbellion herself. Before leaving
him, the Green Man summons a small flying saucer for
Severian. On this ship Ihe ghost or aquastor Malrubius answers
many que tion as they fly south. (30) Severian is dropped off
on the beach where Gyoll meets the sea, and there he bru hes a
rose bush. A thorn breaks off in his skin. He recogniz.es it as the
Claw. (31)

Severian hitches a ride on the Sam"" a ship heading
upriver. At his requesl they drop him off for a hon visit in the
dead part of essus, where he finds Dorcas sitting before the
dead body of her husband, the old ferryman of the Garden of
Endless leep who had been looking for "Cas." She had man
aged 10 return to him, bUI tragically too late. He has died.
Severian slips away unseen. (32)

At the Citadel he proves he is the new Autarch, (33) talks
with Master Palaemon, (34) and receives a repon from Father
Inire. (35) He retrieves a hidden coin thaI Vodalus had given
him thaI nighl long ago in the graveyard. It lurns out 10 have
been a counterfeil all along. (36)

Severian returns to the Inn of Lo t Love. interrogates
Ouen the waiter as 10 the intrigue with the staff on his lasl visit,
and determines nOI only that Ouen is the middle-age son of
Dorcas, but also his own father. Severian takes Ouen to Ihe
dead city and conunands him as Autarch 10 tell his life Slory to
Dorcas, and 10 protecI her with a laser pistol Severian gives
him. (37)

Severian returns to the Citadel and retraces his sleps
through the deep lunnels until he finds the Atrium of Time and
calls out for Valeria 10 make her his wife. (38)

Cbe Urtb of
tbe !'lew Sun

Ten years later. Severian boards the starship T::tJdkie/ for
the journey to Yesod, the higher universe where he will plead
for a new un on behalf of Unh. He goes onto the deck to throw
his manuscript overboard but ends up falling into space. (I) He
manages 10 get back to the deck, but in a different section of the
Ship. He meets middle-age Burgundofara, who prefers to be
called Gunnie, as well as Purn and the albino Idas. led by the
iron-class mechanical officer Sidero. They are hunting for
"appons," escaped or newly arrived creatures running loose on
the ship, and press Severian into service. Sidero aClually pu hes
him off a ledge. (2) After falling in low gravity, Severian finds
Ihe shaggy appon and helps capture iI, then he find a new
cabin for himself next to Gunnie's in the crew section. (3)

Afler wandering around the surreal landscape of the ship.
Severian finds his old stateroom again. (4) The hierodules
Ossipago. Barbatus. and Famulimus visit him, meeting him for
their first time as they move backward through time. Given it's
their firsl visit, Severian knows il's Ihe last time he will ee
them. He visits their strange quarters. (5)

Outside their quarters he finds a murdered crewman. He
tries to use the Claw 10 resurrect him bUI it doesn't work;
instead the gangway is plunged into darkness and Severian
feels very sick. He shoots his laser pistol on low setting and
clips a would-be assailant. Severian searches through the dark
ship for the killers and is jumped by one in the hold. but the
shaggy appon bites the attacker. (6)

The altacker escapes and the lights come back on. Back in
his crew cabin. everian finds Idas. Ihe tall albino sailor. They
end up fighting - it tum out Idas is actually an undine child
sent to as assinate him, but he commits suicide before

everian can question her much funher. (7) Severian wants 10
repon her death 10 the mysterious captain whom he has never
met. so he wanders through the ship again. He finds Sidero
with one arm tom off and learn that a mutiny is in progress. (8)

He climbs in ide of Sidero, using him as a uit of armor,
and fights a strange pale monster with large wings. He is
thrown down an airshaC! and has a vision of his own death.
When he wake up at the bollom of the airshaft he is being
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helped by a hairy dwarf called Zak and laler Gunnie tends him.
There is no sign of Sidero. (9) After a few leep periods and a
romantic interlude, Severian tells Gunnie he knows that she
was the assailant he clipped with the laser. (10)

Later Severian and Zak fall in with some loyal sailors hunt
ing "jibers," or mutineers. Pum is with them. Severian figures
out that Pum was the assailant bitten by the apport, and thal the
appon had subsequently metamorphosed into Zak. (I I) Pum
admits to being a sailor-assassin from the Commonwealth of
Severian's era, sent to kill Severian to save Urth from the
destruction that will happen if the new sun comes. Purn
escapes. Severian asks Zak if he is The Appon and Zak runs
away. Jibers capture and bind Severian. (\ 2)

After a brief fight Sidero rescues Severian. Among
Sidero's band of loyalist sailors is a man who introduces him
self as Zak, metamorphosed again. Sidero refuses 10 believe
Siderian is Autarch of Urth and assigns him to the rearguard. A
large melee with jibers follows and the hull i breached. ( 13)

The battle takes to the forest of the masts, where jibers
struggle to cut down sails. Severian fights with a humanoid
who has the hands of an arctotller (see p. 98). Severian wins
and the ship leaves Sriall, or nonnal space, entering the hyper
pace of Yesod. (14)

The sails are immediately reefed. Severian looks for the
flier that will take him to the surface of the planet Yesod. but he
falls in with a royal procession of sailors and officers following
a tall naked man whose hands are tied behind him. (15) This
pri oner is as tall as an exultant, at least, and has
golden hair. The crowd believes him to be
the Autarch of Urth. Gunnie and Pum
stop Severian from trying 10 convince
them otherwise. telling him thal he i
a trickster or delusional. On the flier
Gunnie points out that since the ship
Tzadkiel sails back and forth through
time, the golden one could possibly
be one of Severi,Ul' successors to the
throne. (\ 6)

The party is dropped off on an isle.
everian meets Apheta, an exultant lady.

From her he learns that the golden one will be judged by the
Hierogrammate Tzadkiel the next day. and that Severian will
now lead him into the counroom. As he does so, he call the
golden one "Zak," recognizing that the appon has metamor
phosed again. Zak flees down the corridor. (17)

The portico of the Hall of Justice is crowded with people
from Severian's past. They help him catch Zak. At the boulder.
Severian chains himself rather than Zak. He waits for the trial
to begin. surrounded by the crowd of sailors and those from hi
past, including the alzabo who ate Severa. ight falls. The
crowd becomes agitated and begins fighting. (18) Unseen peo
ple free Severian and lead him behind the Seat of Justice to a
narrow stair thaI exits the building. Aphela meets him and they
walk through the quiel town of white marble. She convinces
him that she i nOI human. rather she is a hierogrammate larva.
(\9) He follows her into a room coiled like a nautilus hell.
Apheta is glowing. indicating she is "in season;' and they share
a romantic interlude. (20)

The next day Severian goes to face the Hierograrnmate
Tzadkiel and finds Zak on the Seat of Justice. now metamor
phosed into his hierogrammate form, like an angel with buuer
fly wings. Severian realizes that this "masculine" being is an
aspect of the larger being ''Tzadkiel'' which is also "feminine"
and "ship." Tzadkiel tells Severian that he has been tricked.
There was no test. The hierogranunates wanted to see the lime
line Severian would forge, and having seen it, they know he is
the ew Sun. They will return Severian to Urth and the old
planet will be destroyed at his command to make way for the
new world.

The Urthman sailors in the audience draw their knives al
this news. They auack and kill the Hierarch Venant identified as
Tzadkiel's son. Again the aquastors (based upon people from
Severian's past) fight against the sailors. Gunnie helps Severian
and the sailors are defeated. The aquastors dissolve. (2 I)

After an wering questions, Apheta lead Severian and
Gunnie beneath the surface of the world Yesod. (22) Gunnie is
hurt to learn about the carnal relations between Severian and
Aphela. Severian learns that the world is also a ship. and that
most of the work happens inside. Gunnie becomes frightened,
recognizing a form of Hell in Yesod. The two of them are tele
poned back into Briall near the ship T<lJdkie/, where they are
potted by sailors and hauled aboard. Severian discovers he has

10 t the lameness with which he was struck earlier (the legacy
of an energy-weapon wound inflicted during his time with the
18th Bacele). (23)

A group of hierodules, wearing their cu tomary human
masks, escorts the pair to meet the captain, the giantess
Hierogrammate Tzadkiel. Severian is surprised that she does
not recognize him. but then he realizes that they were thrust
into the past when they were teleponed. The others are dis
missed. Severian alone remains to tell his story. Tzadkiel
forms a human-sized version of herself to guide Severian to
his stateroom using secret pas ages that tum out to be links to
and from the grassy fields around Brook Madregot, a pockel
universe "between" Briall and Yesod. (24)

While Severian sleep, Thecla visits him in physical form.
Later on he is walking through the ship and realizes that whal
he sees around him is being manufactured for him and his pas

sage. He tries to outrun the process and succeeds. entering an
alien landscape before losing consciousness. (25) He wakes up
and sees two version of Gunnie: the middle-age one he remem
bers and a younger one who still uses her full name.
Burgundofara. In examining this paradox, Severian admits that
his newly repaired face is that of Apu-Panchau. and he explains
the my terious wrestling between Hildegrin. Apu-Panchau, and
himself at the Stone Town. Gunnie tells Severian to take
Burgundofara with him to Urth. They leave the ship T<lJdkie/
and board a tender outside of the orbit of Dis (Pluto), bound for
Urth. (26)

The tender is captained by a hierodule and crewed by
human sailors. Severian is aware of a connection between him
and the White Fountain, a white hole still many light years
away and moving at relativistic speed. The time dilation experi
ence aboard the tender is very strong and they arrive at Urth in
les than one day. (27) The pair is leI ofT at a village called Vici.
Severian meets Herena. a girl with a withered amI, and he is
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able to heal her. (28) He has become like the Conciliator him
self. The next day the three of them go to Gurgustii. another
village. Sevenan heals Declan, a sick man on hi deathbed. (29)
The day after that finds them in Os, where Ceryx the

ecromancer challenges Sevenan to a duel. Sevenan refuses
and 3rrdnges passllge to Nessus on II ship. Ceryx ends a zom
bie after him. (30) Rllther than deslroy the zombie, Sevenan
resurrects it into the man il once was. He befriends the young
man, whose name is Zama. (31)

Burgundofara spends the night with the ship captain. In the
morning they all go to the ship and Ceryx appears again. Zama
attacks and kills Ceryx, then the townsmen kill Zamll. Sevenan
feels sickcned. (32) On the ship, Sevenlin finds that Decilln and
Herena have snuck aboard to follow him llgainst his orders.
(33) The ship i caught in a sudden slonn that threatens 10 cap
size iL The fm;1 mate begs Sevenan to make it SLOp. even offer
ing to kill the captain for sleeping with Burgundofara. Declan
and Herena plead also. Sevenan comes to realize they are all
correct: He hlld unconsciously called up the Slonn. He quiets it
with a word, drawing back into himself the emolions he had
denied.

The ship arrives at Sailus, btll Sevenan cannol quile recog
nize the village. He has two new followers. and he asks one if
there were no mines in the area. The sailor tells him one had
just been taned about a year ago. Soldiers enter the inn and
demand to be shown the Conciliator.
Burgundofara points out Sevenan. (34)

Severian kills three of them
before they take him down. Another
has a broken neck. Sevenan tries 10

heal himself using the While
Fountain, but cannot, so he chan-
nel rth's energy instead.

The soldiers take him by power
boal to e us. On the way he repairs
the broken neck of the wounded soldier.
(35) At essus they lake him to a prison - he rec
ognizes the Citadel of the Autareh and realizes that he must be
in the time about 1,000 years before his own birth! He k.ilIs Ihe
sadi tic leader of the jailers and tries to flee. but is struck down
by spaceship weaponry fired from the Matachin Tower.

Miraculou Iy, he survives. The physician says that an
earthquake hit at just the same moment, saving Sevenan's life
by spoiling the gunner's aim. (36)

Severian meels Reechy, an apprentice jailer who bnngs
him his food and gives him some coins. The next morning
Burgundofora and Caplain Hadelin visit. Burgundofora begs
forgiveness and evenan grants Ihe same. [n the evening his
four followers visit and he tells them a long story so they will
nOI despair when he is gone. A pnsoner in the next cell, Canog,
wntes il down as The Book oj rhe New S1I1I. which will become
the holy text of the Church of the Conciliator. (37)

The next morning he learns thm "Reechy" is just a nick·
name. The boy's real name is Ymar. Sevenan realizes he is the
boy who will become the first Autareh. Sevenan is taken by
flier to meet the monarch of the world at a mountain that is
being carved into his likeness to serve as his tomb. The
monarch is none other than Typhon. (38)

Sevenan i detained on an isolated pan of the mountain.
He frees and befnends a chiliarcb who had trealed him badly.
When this chiliarch's troopers arrive they decide to desen the
arnlY with Iheir commander. As a paning gifl. Sevenan give
them the Claw of the Conciliator. Then he steps ofT a cliff and
into another world. (39)

He finds himself in the grass beside the Brook Madregot.
He talks with a tiny version of Tzadkiel, who has been bani hed
from the main body and will not leU Sevenan her name or why
he was banished. He asks her how to gel back to his proper

time and place. She lells him and he goes. (40)
Sevenan winds up on the grounds of the House Absolute

near a cenotaph erected in his memory. He enters the Second
House and accidentally resurrects a long-delld assassin. (41) He
goes to the throne room and sees a crisis unfolding. (42)
Revealing himself, Sevenan learns he has returned to Urth 40
years afler he had left on the Irip to Yesod. arriving al the
moment of the Commonwealth's destruction. The city essus
has drowned two days before. In the chaos of these revelations.
the assassin enters and kill. Autarchia Valena. (43)

Unh is destroyed and reborn as Ushas, the world of the
ew Sun. Sevenan falls in with some survivors of the deluge 

Odilo. Thais, and Pega - floating on debns. (44) They are res
cued by a boat piloled by an old sailor (45) who turns OUl to be
Eata. Sevenan's boyhood fnend. (46)

While the others leep Sevenan leaves the boat to swim in
the waler, no longer needing to breathe. He explores sunken

essus. (47) When he returns to Ihe surface, Eata's boat is
gone. He finds a more ancient unken city that remains name
less. He meets Juturna again and she points out the way to the
corridors of time. (48)

Sevenan responds by jumping into the corridors and run·
ning as far into the pasl as he can. He ends up with a tribe of
primilive people and tries to help Ihem. They become suspi.
cious and try to test him. but when unrise is delayed for him in
the Mimcle of Apu-Punchau (the sunlight actually being
occluded by the sail of the Twdkiel) they accepl him as divine
king. (49)

Decades go by. Sevenan find he cannot enter the corridors
of time anymore. As Apu-Punchau he teaches the tribe many
things. When he finally tries to leave them. they panic and kill
him.

He wakes up inside his tomb. The hierodules Ossipago,
Barbatus, and Famulimus are there. 0 is the corpse of Apu
Punchau. Sevenan realizes that he himself is a self-generating
eidolon, a ghost capable of gaining substance to become an
aquastor and eventually a matenal being. As if that were not
enough. he discovers that he had aClually died in that fall with
Sidero on the Twdkiel. He is only stranded in the Age of Myth
until the first light from the White Fountain reaches Unh.
Meanwhile, the corpse begins to breathe. (50)

The danger 10 Sevenan is enonnous, for a similar situation
de troyed Hildegnn. Sevenan hould not destroy the corpse.
bUI he also doesn't wanl 10 be too close to iL Luckily enough,
he escapes into the corridors of time al the first possible
moment and runs up to Ushas. There he finds an island of pe0

ple who worship fOUf gods named Odilo, Peg.. Thais. and the
Sleeper. They recognize the Sleeper as Sevenan arrives. (51)
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Since most of the action in the Book
of the ew Sun take place in the Age of
the Autarch, thi chapter will detail that
po thi toric period.

-•••·l••
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Mana
Urth appears 10 have nannal mana on

average. with pockets of high and vcry high
mana and probably low or no mana as well.
More specifically. Ihe Commonwealth will
likely have nonnal mana across most of ils
region. while Ascin may vcry well have
low mana over most of ilS lands.

The Corridors of Time
Urth seems to have a dream version 

perhaps a slightly changed mirror image 
in the alternate dimension known as the cor
ridorc; of time. The corridors serve as the
"conduit"' for many spells (see Chapter 9.
nlDlIl1IDllIrgy) as well as uh.rn·tech methods
of lime travel.

The corridors are located "between"
lhe universes of Sriah and Ycsod (see
Chapter 6. Space ollli Time). This may be a
sort of astral plane; people and places are
familiar. bUI anything can happen (as in a
dream). Most of Severino's vivid "dreams"
are actually experiences in the corridors or
time.

Teleportation (movement along the
space axis. "across" the corridors) and time
travel into the pasl or back to Absolute ow
(movement along the time axis. "down" or
"up" the corridors) arc possible here. as well
as travel to the Brook Madregot and the
hyperspace plane of Yesod.

The astral bodies of \'isitors to the cor
ridors might be quite different from their

nhly shells. The Cumaean. a hierodule
who looks like an old woman on Unh. is a
sleek reptile with 100 cyes in the corridors.
And the old Autarch may look like a bull or
minotaur in thai place. But then again. these
versions may be purely :>ubjective - each
visitor might see hi~ own reality.

The Brook Madregot
This IOterdimensional highway func

tions similarly to the corridors of time. pro
viding a method to travel between times and
planes. It links Ye.'tOd to Briah.

The brook appe:lrs as a grassy field
\\ ith a stream running down it. Closely
inspected. the waters revcal images of
where they Icad: moving in the stream is
similar to moving in the corridors of time.
Perhaps the brook is itself simply an illusory
shell placed over the corridors of time in
cerutin circumstances.

Unh retains few resources. Most minerals were stripped away in the conquest
of space and never relurned: other advanced metals have become "unsmeltable" as
technology has fallen. Sunken civilizations yield metals at ocean's floor, but only
aquatic creatures have the ability to find and retrieve such treasures, and Abaia (see
p. 43) niles the realm.

Science has fallen to TL4. but ultra-tech relics and high-tech research linger.
TLl2 contragravity fliers are the coveted heirlooms of the Autarch and exullanlS.
These can't be replicated, bullesser ultra-tech is maintained.

The land ruled by the AUlarch host most of the proceedings in the Book of
the ew Sun.

Society
Formerly the seal of Typhon' Monarchy (and failed Second Empire - see

pp. 9- I0), the Commonwealth is a quasi-imperialistic patchwork of formerly
independenl nations (now provinces ruled by lesser king-admini trators like eth
narchs and tetrarchs appoinled by the Autarch). forged by the horrific rebellion
al the end of the Age of the Monarch. The Phoenix Throne is pre ented as repre
senting the legitimate government for lhe entire planet, but lhis i conlested by
Ascia, and in many ways the millennium-spanning war belween lhe two of them
is a continuation of lhe Typhon-era rebellion.

The Commonwealth is made up of several social classes, most of which are
fairly open (individuals can rise or fall based upon their own ambitions and mer
its). At the apex of the power pyramid is the Autarch, a dictator who by ancient
rule ri es up from the commonality, or common people. The AUlarch rules the
Commonwealth from the House Absolute, and in the Well of Orchids maintains
a large coun of concubines drawn from the most powerful of the exulrant, or
aristocratic, houses.

Below the Alllarch is the arislocracy of the exultants, a closed caste into
which one musl be born. The exultants are more recent arrivals 10 Unh (they
probably came with Typhon from Skuld or Venhandi) and are much taller than
members of the other clas e . (Originally this probably reflected their low-grav
ity origins, as well as lhe beller nutrition provided by their upper-class dielS. By
Severian's day their heighl must be artificially and elaborately engineered,
though lhe nutritional advantage remains.) They hate the office of AUlarch and
are barely kept in check by the system of concubines whom the Autarch keeps in
his coun as hoslages. The exullanls yearn for a return to a Typhon-style monar
chy, and some of them (like Vodalus) go so far as to become rebels again t the
Autarch in pursuit of such a goal.

Below the exultants stand the annigers, the clas of pelly nobility. A warrior
caste, like that of Europe's medieval knights or the samurai of feudal Japan, it is
open to social climbers of a military benl. It was probably brought into being by
the first AUlarch, Ymar, as a "new" aristocracy based on merit to counter the old
aristocracy based entirely on binh.

The anniger lifestyle is similar to thai of the French musketeers: elevation
through the ranks is of keen imponance, but honor is paramounl. Mililary action
is their dream, but mo I of their time is spent toadying, gambling, carousing. and
dueling with one another. Sometime armigers are allowed to visit lhe Hou e
Absolute. Such a visit would typically be the high point of an anniger's life.



The op/immes are the class of wealthy traders, below the armiger and
above the commonality, open to successful merchants. To become an optimate
requires a great amount of skill and not a little luck, discovering and exploiting
trade roUies throughout the Commonwealth a well as to far-off land like the
Xanthic Isle.

The commollali/y is the mas of free citizenry that constitutes the bulk of
the population. and below them is the class of slm'es.

In addition to these social levels, the Autarch maintains a vast number of
guilds. See Ti,e Au/arch's Guilds sidebar to the right.

Slavery does exist on Unh, both in the Commonwealth and in Ascia. In the
Commonwealth, a slave may be bought from foreign lands. and can be sold.
Pri oners of war are slaves of the Autarch, and he can sell them (many A cians
have become rowers on the upper rivers in this manner). A per on can sell him
self into slavery.

Autoch/holls are the dark, squat race of original inhabitants, analogous to
South American Indian tribes. Some tribes on the pampas live in pit-villages
that are nearly invisible to the untrained eye. The offspring of colonists from the
Commonwealth and autochthons are known as eclec/ics (similar to the mestizos
of Latin America).

There are all sons of outcasts. loall/hmps are those who have had their
forebrain surgically removed so that they can roam the wilderness as animals.
They wear no clothing and are quite deadly with their ironwood bludgeons.
Remolltados are less extreme, being those who renounce civilization by fleeing
into the mountains, and deodallds are tho e exiled to the wilderness for their
abominable crimes.

£r/ems are foreigners native to nh but from outside the Commonwealth.
They are regarded with suspicion or curiosity, depending on the circumstances.
The Xall/lrodenlls are the yellow-skinned race of the Xanthic Isles.

The cacogells are the non-human offworlders, objects of fear, dread, and
even hatred. Some have starfish heads, others have a dozen eyes, and till others
are covered with oozing pustules. A Fright Check is u ually required when
ordinary citizens come into contact with cacogens.

The Autarch's Guilds
The Autarch maintains an impressive

stale industry and infmstnJcture with a yast
number of guilds - 135 are represented in
the Old Ciladel (see pp. 33-34) alone!

Many citizens are members of one
guild or another. and guild affiliation is a
strong element of personal identity.

These guilds presumably fall into two
distinct groups: Guilds of those serving the
sHlIe (witches. IOnurers. etc.) and guilds of
mercantile or emft professions (shoemakers.
watchmakers. etc.). It docs not appear thal
independent trode guilds exist: that is. !.he
AUlarch reserves the right to supervise all
guilds even if the guild doesn't directly
work for him.

Each guild defines the Status of the
majority of its members. and each has a rel
ative Status compared to other guilds. The
gOldsmiths are doubtle!is higher than the
lampmakers. who in tum are abo"e the lan
ners. and so on. A few guilds (the lanne~

and such) would be Status -I. the \'ast
majority Status O. 3 few (goldsmiths. etc.)
Status I. and those serving the Autarch are
Status 2. To reneCt the guilds' \arying pres
tige within a given GURPS Status band. the
GM may want to have guild members buy
Status in I-point increments. A torturer
might buy Status 2.6 for 13 points to renect
thnt they "oulri:mk" lhe beast handlers. who
might buy Status 2.2 for I I points.

Most guilds also give members a repu
union. usually posili,·e. but it can be dread
fUlly negative as in the case of the tonurers.

Within the guild. members have vary
ing ranks. purchased with Administrative
Rank. These are generally apprentice
(Administrative Rank 0). journeyman (RanL
I). maSler (Rank 2). and possibly grandmas
ter (Rank 3).

Guild members sen 109 the AUHlfch
may be posted (0 state offices. If so. these
are also purchased with Administrative
Rank. The character need only pay points if
his Administrative Rank investment for his
guild rank is less than the Administrative
Rank of his state office. but this will often
be the case. Conversely. a Rank I journey
man who's already paid for his Rank 3 civil
office will need spend no more poinls if pro
moted to guild master.

Compensation for guilds serving the
state is severe. The guild pro\·jdes all living
needs. and a powerful Patron when lIouble
arises. but does not genernJly payout much
hard currency. Presumably craft and mer
cantile guild members are free to make as
much money as they can. though the guild
will probably demand 15% to 50% as ils
due.

COlltitwed 011 lien page . ..
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The Autarch's Guilds

(Continued)

Guilds require 3 DULY. This will be
trivial for most non-state guilds (on a 6 or
less for -2 points). but substantial for guilds
serving the AU1:lrch (anywhere from on a 9
or lc"liS to Extremely Hazardous). They also
require a Vow. basically 10 obey the trade or
mercantile guild. or the Autarch for stale
guilds. This really amounl~ to only -5
points. since such obedience is usually in
the best interest of a guild member Gust as
any employee seeking to stay employed
should consider obeying the boss) and over
laps with the Duty.

Guilds may also give members tradi
tional Enemies. Unu~uaJ Backgrounds. or
other advantages or disadvanUlges.

Guild lore is jealously guarded.
and some guilds hoard what frag
ments of high- and ultra-tech
they have in the form of skill
monopolies.

Each guild has a patron
saint whose day determines the
fea t day of the gUIld. and whose
life figures in the guild's myster
ies and lore.

Player-characters may stan
out in a guild or may roleplay the
process of gelling into a guild.
Generally speaking. the higher
up the social ladder the guild is.
the more difficult it will be to
gain entrance. A person of bad
character (i.e .. bearing the
marks of punishment for a
crime) will be turned
away by even the butchers
and candlemakers. Should
all else fail. one can almost
always join 'he soldiers or sailors. who
don', care much about one's past. or sell
oneself into slavery.

Guild Tincts

Each guild has a tinct a specific color
that is associated with lheir profession. The
tinct for the tonurers is fuligin (a variety of
sooty black considered "blacker than
black"). that for the librarians is gray. but
the others are not given, To create new
tincls for guilds. one may refer to the long
out-of-print CURPS Tredroy, p. 15. or stan
with the basic tinctures from European her
aldry and use a thesaurus 10 give a ew Sun
navor: Silver becomes argent. red gules.
blue azure. black sable. green yen or sino
pie. purple purpure. blood red becomes san
guine or murrey. orange tenne. flesh tone
becomes carnation. sky blue becomes bleue
or celeste, ashen gray becomes greis, and
brown bruno

COlJfinlled on IU!XI page . ..

Caw
The Control Rating for the Commonwealth is 5/1, generally repressive but

very open with regard to weapon legality: Melee weapons are unrestricted to
free citizens. pyroteChnic polearm and arrows are not too difficult to obtain
(expense being the main barrier), and even something as magical and conceal
able as a laser pistol (a badge of rank, worn by military offIcers) is not illegal
for an ordinary per on to own. Most pyrotechnic weapons are issued to soldiers
just before battle and collected afterward, so people een with military hardware
like repeating arbalests will be suspected of being deserters and questioned for
that rea on.

Otherwise. the laws are har h. Traveling from town to town by the
Autarch's roads (the highway system of the Commonwealth that i for the mo t

part in ill repair) is forbidden to all but military personnel
and puni hable by immediate death (a law dating to

Atltarch Marlllhas, some 70 years before the Book of
the ew Sun). The "Mans are a mounted high

way patrol with permission to kill and loot the
bodies of those who break this law. Corporal
and capital puni hment are common. but most
sentences are carried out by relative amateurs
and outside of the Citadel the torturer guild is
thought to be only a legend.

Crime and Punishment
In the course of his narrative, Severian

tells of the punishments for various crimes.
Thecla i tortured on the revolutionary (an
electric machine) for trea on; her maid has the
full boot ( kin stripped from her lower leg) for
the same reason; Agilus is beheaded for multi
ple murder and mayhem; Barnoch, convicted

of spying for Vodalu ,i sealed within his
house for several months, sentenced to be

branded, broken on the wheel, and beheaded; Morwenna of Saltus is branded on
the face, has her legs broken, and is finally beheaded for murdering her husband
and son: a cattle thief is beheaded; the armigette Cyriaca of Thrax is entenced
to death by strangulation or drowning for her multiple adulteries: thieve are
commonly whipped or lose their right hands: Winnoc ( lave of the Pelerine )
was publicly whipped in his youth for stealing: merchants are whipped for over
charging and cheating customers (especially the Autarch's army): Eata is
whipped and bound into indentured service on a far-trading ship for his convic
tion on charges of smuggling. Permanent exile is the punishment for deodands
and remontados. See the sidebar on p. 25 for medieval punishments.

Rdigion
The people of the Commonwealth are monotheists, but many vi itors have

come away believing them to be polytheistic since their one enigmatic god (the
Increate) has a number of other titles (the poor call him "God") or aspects
(Aperion, Caitanya, Demiurge. Pancreator. Panjudicalor, and Paraclete), and
there are a bewildering number of intennediary beings between the Increate and
mankind. The Increate is fundamentally a solar god, but not Apollonian. The



people of the Commonwealth do believe in reincarnation, a detail thal, when
combined wilh the illusion of polytheism, gives a Hinduistic feello the religion.

The church ilself has a large number of orders. but there i no uniling
authorily - that is, no pope or high lama. In this re peci it is more like the
Eastern Orthodox Church. Another imilarity is the vast variety of monks that it
supports (see pp. 67-68).

Religious sentiment has declined greatly by the time of Severian's youth.
There aren't so many pilgrims any longer; in facl. they've become a rare sight.
The chapel where the torturers hold their feast day every year has been in ruins
for ome time.

See Chapter 5 for more information.

Cecbnology
The technology level of the Commonwealth is generally around TL4 in

e sus and lower el ewhere. This isn't hard and fast; pans of e sus enjoy TL6
electrical service and a specialized guild maintains the TL6 knowledge to ser
vice it. The AUlarch maintains household guards with TLI 0 (presumably off
world) hardware; the knowledge to repair their weapons likely is imported, 100.

Exultanls have access to TLl2 contragravity fliers, bUI the knowledge to service
them has certainly disappeared.

The mOSI advanced weaponry on Urth i TL8+ laser pistols and energy
weapon, mOSI of the laller being ancient space hip artillery.

Slug-throwers such as rifles are unknown; the armies use medieval-style
polearms thal also discharge a napalm-like substance, spouting gouts of flame
up to 50 yards. Repeater crossbows shoot bolts lipped with the Sluff, and slings
send "shooting stars" whizzing. While the concept of these weapons can be as
low as TL2, and the ammunition might be manufactured with re ource as low
as TL4, their actual performance suggests very ultra-tech materials and design.

Armor is medieval in design, but made of a Kevlar-like material, presum
ably because high-tech manufacturing i cheaper than using what little
smeltable metal remains on Urth.

While technology ha been in decline for chiliads, bioengineered creations
have staked their niches in Unh's eco ystem. as witne sed by lhe "de trier," the
common war mount with clawed feet, tusks. and an omnivorous diet.

Although lhe people of essus live with the relics of uch magical technol
ogy. even the fairly learned among them who know that the road were buill for
"road engines of the ancien IS" would be absolutely amazed 10 ee "oxenless
wains" or a powered "boat-without-sail ," and they simply would not compre
hend a radio at all, a suming that disembodied voices belong to ghost, or that a
talking box must have ome intelligence in ide of it. (And they could very well
be right, given the hazy line between magic and technology.)

.t:anguage
The language of the Commonwealth, called the Common Tongue, is of

average difficulty. It is remarkably stable across the Age of the Autarch - peo
ple from Severian's lime will have no difficulty speaking and understanding the
language in Typhon' era. They might encounler a few odd words now and then,
but not enough to really hint al the pas age of a millennium.

Names
See Appendix 3: Onomastic (p. 124).

The Autarch's Guilds
(Conlinued)

Common patterns substituting for a
single color arc ermine (white with black
spots). ermines (black with silver spots).
enninclCS (black with white spot ). enninois
(black with gold spots). and pean (gold with
black spots).

Cre.ling ew GUilds
The character templates beginning on

p. 58 include a handful of guilds serving the
Slate. GM may want to creale Olher state
guilds or lr3de guilds of their own.

When doing so. OM should determine
the Social Status, Reputation. level of DUlY.
special advantages or disadvantages. skill
requiremen IS. and patron saInt of the new
guild. For lrade guilds. guild dues must be
detennined as well.

The average member should be
assumed to be a joumeyman. meaning he'n
also need Adminislrative Rank I and Ihe
Vow. For the differences in apprentices and
maslers. see Tonurers on pp. 76-77.

The GM may also wanI to detemline
the initial ion requirements of his guild:
many require an entrance fee or otherwise
reslrict potential apprentices. For instance.
the torturers only take their members from
the very young male children of those who
die in their "care," The witches only take
the torturers' girls.

The result would be essentially a suc
cinct. specialized character template. An
example:

Clrarioteers of tire Commollality: the
hackneys guild. Social SUl/Us: -I.
Repuwtioll: -2 all the time: borderline crimi·
nal and often in cahoots with prostitutes.
Duty: On 6 or less. (This reflects duty to
internal guild business: hackneys likely
spend most every waking moment chasing
fares.) Special: Fit advantage. Skill
Requirements: Professional Skill
(Hackney)-12+. Area Knowledge ( essus)
12+. and Streetwise 12+. Patro" Saint: Sl
Fiacre. Guild Dues: 25% of income plus 8
monthly for every 5100 still owed guild on
500 fiacre (basically a two-mule wagon).

Cost to Join: 30 deposit toward buying
fiacre.



The Xanthic Lands
The remains of the greal First Empire

(sec p. 7). which once spanned galaxies.
now consist of a scarrering of island. There
are roughly 200 major islands. the moun·
L.1intops of lands now sunken beneath the
waves. all that remains of a mighty conti
neOl. The c1imalc is modcrntc (0 tropical.

lillie is known about the Xanthic
Lands. The people nre termed "Xantho
derms" for their yellow skin. They do not
seem involved in the war between Ascin and
the Commonweahh. Although their fore
bears ruled the First Empire. during the Age
of the Autarch they seem equal to Ihe
ComrnonweaJlh or Slightly lower in technol
ogy. Again we see the crossover between
star-sailors and sea-sailors: Ihe modern
Xllnthodcnns. descended from rulers of the
galaxy, have a maritime culture. They prob
ably depend heavily on commerce with the
mainland. since small islands lack many of
the resources provided by cominenlaJ areas.
There seem to be Food rialS every few years.

The Xanthic tongue is a language of
average difficulty. a simplified version of
Ancient Xanthic. It is n tonaJ langUi.lgc. The
Book of the New Sun gives no examples of
Xanthic names. Chinese names would be a
good staning point.

COMMOI~{aeHCcn

@eo0RHpny
South America has changcd nearly as much as its inhabitants by the time of

Unh. The Commonwealth's mo t importJlnt city, Nessus, is described in Chapter 4.

fIutocbtbonous Villages
Some authochtons on the pampas hide their village by building them in

pits (a practice used on our Eatth in parts of China as well as Africa - a well as
for Luke Skywalker' home in Star Wars). While they can be easily spolted
from the air, observers on the ground can find detection difficult. Usually the
individual homes and stables are excavated from the walls of the pit, so that the
village common area in the center is open to the sky. This means that missiles
cannot be dropped down upon homes from the pit edges - and that would-be
marauders coming down the entry ramp may be entering a thorny death-trap.
The arne design principle seems to be at work for the House Absolute.

Well of Green Chimes/
Antechamber Area of

House Absolute

Sc.Jeddoo~
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Closet
./under stairs

Well of
Green

Chimes
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to surface

Antechamber
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_---I
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The Second House
Within the walls of the House Absolute lie the Second House, a hidden

place where courtly lovers and schemers carry out their secret meetings, ever
mindful of the terrible white wolve that infest the innennost palace like rats.
This amazing maze was built for Ymar the Almo t Just by Father lnire as a
secret palace within the hidden palace, but loose lips and romance have long
since made it known to all of the inhabitants and most of the guests. The walls
and floors of these narrow passages are heavily padded for silent egress, and the
steps are as steep as ladders. Spy-holes and cramped chambers abound.

Medieval Punishments

Medieval Criminal Law
Treason or rebellion - death by hang

ing, drowing, and quartering.
Murder - death by hanging.
Assaul, - first offense. 1-500 lashes.

Second offense, los of left eye. Third
offense. death by beheading.

Rape - first offense. loss of left hand.
Second offense, death by hanging.

ArSOIl - first offense. loss of cars.
bronding on forehead. Second offense. death
by hanging.

Theft - first offense, 80 lashes. Second
offense, loss of righl hand and nose, Third
offense. death by hanging.

Medieval Civil Law
E,'oding taxes/duties - fine (twice the

amount evaded) and 20 lashes.
Debt - confiscation of properly 10

vallie of debt pillS 50%.
Breach ofcomract - fine.
Fraud - fine plus 1- I00 lashes.
Giving false measure - fine plus one

week in stocks.
Actio" for damages or libel - fine

equal to damage done plus 50%.

The Ascians practice firm law (see p.
31) and the Commonwealth a grisly one
(see p. 22). For cases without examples
ciled. the GM may consult the following
examples of general medieval law.

Usually four branches of law exisl in a
medieval society: civil, criminal. military.
and religious. Civil law deals with taxes.
debts, contracts, and things of this nature.
Criminal law is for those accused of violent
or propeny crimes. Military law is for those
in the military. and religious Jaw deals with
crimes against the church.

Military and criminal law are very
much in evidence in the Commonwealth.
Civil law is alluded to. but we don't really
know the status of religious law, probably
due 10 the low st:lte of religion toward the
end of the Age of the Autarch.

Some historical punishments from each
category:

Medieval Religious Law
Desecration - death by slarvation.
Heresy - death by burning.
Blasphemy - minor (swearing) I week in

stocks by tc::mple. Major, death by starvation.
Sacrilege - death by burning.

Medieval Military Law
Cowardice - nogging. 10-100 lashes,
Negligence - nogging. 10-100 lashes.
RefusinG an order - firsl offense: nog-

ging. Second offense: death by drowning.
Desertion - death by drowning.
Mutiny - decimation by drowning,

(I.e .. 1 in lOis drowned. Usually the ring
leaders are killed. but the victims can be
selected al random.)

•
•

Cbe nouse Hbsolute
Located between essus and Thrax is the

House Absolute, the labyrinthian palace of the
Autarch (and the Monarchs who came before).
On the surface it looks like a forest or a garden,
but hidden doorways open into the ubterranean
system of passages and chambers. The grounds of
the Hou e Absolute are fiercely guarded by the
Praetorian Guards, whose imported catoptric
armor (see p. 85) makes them virtually invisible.

The House Absolute is said to have 10,000
corridors (some of which are rumored to reach
the Library of essus) and is organized into wells
and wings. For exmnple, in Father Inire's wing,
called Hypogeum Apotropaic, there is the
antechamber (where prisoners are detained to
await audience with the Autarch). the Presence
Chamber (where Inire's mirrors draw other
worldly creatures to Urth), the hall of paintings
(where one painting is really a secret door into
the Second House), and the Well of Green
Chimes (which leads to the surface; whenever the
door is opened, the movement of air makes the
green chimes sound).

The Presence Chamber is a large room with
hangings of a solid, dark red and almost no furni
ture except for vases taller than a man and quite
wide. In the center i an octagonal room within the room, the outer walls of
which are set with clustered diamonds and painted with the labyrinth designs
called teratoid, whereas the inner walls are magic mirrors (see p. 95). Over the
center of the octagon burns a lamp which gives off a brilliantly bright blue
white light, and beneath this. in the intersection of all eight magic mirrors, is
where creatures from other dimensions take form and finally materialize.

The Well of Orchids (where 500 exultant women are held hostage to ensure
the good behavior of their kin) is located in a wing which is usually ruled by the
wife of the Autarch (if he is married). The Hypogeum Amaranthine i the
throne room. The Hypotherm Cia sis is a glass-roofed meeting room which has
maps of the world, including one which shows the hundred of Xanthic lies.
Somewhere in the labyrinth are the Hall of Meaning, the Hypogeum Abscitious,
the Luminary Way, and the Road of Air. On the surface is the Green Room
(really a garden area) and the Vatic Fountain, where one might see one's future
by tossing a coin into the water.
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Lake Diuturna

The northernmosl territory of the Commonwealth i Lake Diuturna. Aboul
60 miles across at its widest point, the lake is used by four different groups:
vacationing exullants, local villagers, a local lord, and nomads of the lake. The
exultants maintain villas on the southwestern shore for their periodic sport and
plea ure. The village Murene is on the eastern shore and ha an economy based
upon fi hing and farming. The local lord (Baldanders; see pp. 114-115) rule
from a mysterious tower on the north shore.

The Floatillg Islallds
There are dozens (perhaps hundreds) of floating islands drifting acro s Lake

Diuturna, similar to the farming platforms used by the Aztecs in pre-Columbian
Mexico. But these islands are not anchored, and the islanders arrange sails in the
branches of trees to steer the islands. The islanders are primitive autochthons

Baldallders' Castle
This is a simple tower-house, with a small yard surrounded by a wall, all

constructed by people from Murene at Baldanders' instruction. A simple stair
way (straight. narrow, lacking rails) leads from the ground to the door of the
lower, 15' above ground level. The lowest level of the tower is full of the vic
tims of his hideous urgical experimenls. The entry level is full of machines in
disrepair, the next level up has machines which appear to be more ill working
order, above this is the scarlet-draped bed chamber. and finally there is lhe
tower roof. The tower chambers have electricallightillg.

Books
Books play an important rolc in the

Book of the cw Sun. Some important
examples follow.

Lives 0/ the Seventeen MegorherimlS
by BlaiLhmaic (a green folio). lllis is a biog
raphy of several profoundly evil magicians
(megatherian means "great beasl," like
those (ound in Revelations), There may be
some spells hidden in here; it could be a
powerful lure to the dark side. Just reading
it might resuh in a Fright Check. The 17
"great beasts" may somehow be connected
to the Group of Seventeen that rules Ascia
(sec p. 3D)!

The Book of Wmulers of Un" (lml Sky
(a brown book). This is onc of the wisest
books of mankind. Sometimes it seems to
have an almost oracular ability to offer
insight and reneclion 10 perplexed travelers
who open it at random.

The Buok of 'he New S,m by Canog.
This is the Bible of the Conciliator. It
promises the anival of the ew un. Long
considered lost. there is 3t least one copy in
the Libmry. and Dr. Talos ha seen a copy
3S well.

The Book of the New Sun by Autarch
Severian the Greal. Available in the Libmry
during the regency of Valeria. this is a fasci
nating autobiography detailing the adven·
tures that led a torturers apprentice to the
Phoenix Throne.

The Book of GOIll. This book is a lure
for those children who have the aptitude and
lemperament to become librarians (see pp.
70-71).

Exuhant family histories. Each major
exultant family has a history book (the size
of a small coffee table) at the Library (see
pp.33-34).

Catalogue of £wltam Families. This
tome is 746 pages long and lists the heraldic
aons and short histories of all the exultant
families from the dawn of the Age of the
AUlarch. Many of these ancient families
have gone extinct by the time of Severian.

Histories by Loman or Hemlas. These
two historians are the very best. in the opin
ion of Masler Ultan. They may have wriuen
several books each. Valuable books for
lhose curious aboul poslhislorical ages.
especially given that a general knowledge of
history has 311 but disappeared on Urth (see
p. 56).

The Book of Mirrors. This is a man·
sized book in lhe House Absolute. When
opened it fonns a tcleportational gateway 10
Yesod - very dangerous.

EIIChoJogioll. A formulary of prayers
with green covers.



(TL2). peaceful fishermen practicing primitive agriculture on their ailing
homesteads. They wor hip Oanne , god of sweet water and culture. In the win
ter when the lake freeze, villagers from Murene come out on the ice on slave
taking raids against the i landers. who have little defen e.

Murene, Village olthe Shore People
Thi village lives in the shadow of Baldander ' tower. The villagers fear

him immensely - their hetman will di patch a carrier pigeon to report any
tranger or unu ual events to the tower's inhabitants. Theoretically the village

is within the jurisdiction of Thrax, but Thrax is far away. On occasion exultants
from the resorts appear to take skirnlishing action against Baldander , but when
they leave the situation returns to normal. The villager of Murene give their
slaves to the tower on a regular ba is in a cycle reminiscent of "The Tale of the
Student and His Son" in the brown book (see Tile
Claw of tile Conciliator, Chapter 17) - in that
case it was the Com Maiden of the city of sorcer
ers who were sent to the monstrous aviscaput
every year. They do this to protect them elves.
their children, and their animals from being taken
by Baldanders for his cruel experiments.

Exultant Resorts
On the southern end of the lake there are

dozens of rustic manors and hunting lodges used
as vacation homes by exultant . Some are penlla
nently staffed, others are made ready by servant
traveling ahead of their employers. One would
expect to find wildgraves and foresters here,
watching over aristocratic fore t lands.

JVIount Cypbon
This is the first of the mountain-idols, carved by giant androids at Typhon's

command, and apparently intended to be his mausoleum. It depicts a (one
headed) ruler. facing west. Climbers crossing over the outhern arm may dally
on the gigal1lic hand (the thumb of which is 250' long) but are warned against
allempting to mole t the golden ring of the ring finger as it is protected by pow
erful magic (basically instant death to anyone who touches the gold).

In the lap is a small ghost town of construction machines and supply sheds,
where the giant androids are in a dormant state. still moving but only very
slowly. The hollow head chamber i as big as a ballroom, and the eye-window
are 250' apart. The glassless pupils are IS' wide, letting in the snow that la ts
through summer in this high altitude.

The Arboreal Village
In the jungle of Mount Typhon's left foothills is a hidden village of sorcer

ers, made up of multi-storied tree houses. hollowed trunks, and subterranean
chambers. These men steal children. but whether they initiate such victims into
their own society or sacrifice them to dark god is unknown. They literally
study their magic of telepathy and possession at the feet of Typhon, who was
himself a pioneer and master of these arts. The sorcerer wear steel claws in
imitation or parody of the Conciliator, but they are sworn to hold back the
arrival of the ew Sun.

Other Commonwealth

Towns and Peoples
Minor pJ:lces and races of nOlc in the

Book of the ew Sun include:

Famulorum

This is 3 village near the House
Absolute which has :) tradition of supplying
the coun with servants (Jamlllorum is Latin
for "place of servants").

Curgu'lii
A village located on the tributary

Fluminis between Vici and Os. this is where
lhe Conciliator healed Oedan. who was an
old man with a lethal tumor. After this mirn
cle, Oeclan became a follower of the
Conciliator. The name means "huts" or
·'hovels.'·

Incusu5
This spot is mentioned in Dr. Talos'

play (see pp. 41·42). Its name means
"forge" in Latin. SO it may be a manufactur
ing lown famed for its foundries. or it could
be a fabrication on the part of Talos. a
"forgery:'

Litl
A village located in Ihe deha of Gyoll

(lillls meaning seashore in Latin). it's the
homelown of Burgundofam (see pp. 16-18).
allhough which time period she is originally
from is anybody's guess. Maxellindis' uncle
died at a lavern in Liti. leaving his boat 10

Maxellindis and Eata. essu~ was originally
a coastal city on the G)'oll. so il must have
begun somewhere near Liti in the dim and
distant past before it slancd its crawl upriver.

0,
This is a town on Gyoll at the mouth of

the Fluminis (Latin "mouth:' "opening:'
"sourcc"). Travel from Os 10 Thrax by boat
requires at least seven days. but in lhe oppo
site direction Saltus can be reached in a day.
In the Era of Typhon the Illost famous inn of
Os was thc Chowder POI. owned by one
Kyrin. It was here that the Conciliator did
battle with a zombie rcanimated by Ceryx
the Necromancer. destroying onc of Ihe
guest rooms. Kyrin planed 10 preserve the
room as a touriSt :mr3ction. and if he did it
must h3ve become something of a shrine.
but ince the Conciliator laid a curse upon
Os as he depancd it is unknown whether or
not the town even survives in the Age of the
AUlarch.

C01l,inlled on 1I~X' pag~ ...
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Other Commonwealth

Towns and Peoples

(Continued)

Quiesco
This is a sctllement along Gyall

between Saltus and the House Absolute.
Helhor and Beuzec the merchant landed
here. searching for evcrian who was on his
way to Thrax. The mime is L:.uin for "I rest."

Viel
Ncar the source of the Fluminis, this is

the village where the ConciliaLOT first
appeared in the Era of Typhon. Herena, a
girl crippled from binh. saw the Conciliator
and his mysterious female companion
descend from !.he sky in a strange ship. The
Conciliator healed Herena's withered arm
and she became his first follower.

Amphitryons
This is an autochthon group some

where to the north of Thrax. pcrh3ps in the
area of Orilhyia since the name means
"harassing on either side" in Greek. The
eclectics of Thrax borrow from both the
dominant cullure of the Commonweahh and
the culture of the amphitryons. In Greek
mythology. Amphitryon was the foster
father of Heracles, and in English an
amphitryon is a host. an entertainer to din·
nero

Paralians
The name me~IOS "dwellers by the sea"

- lhese soldiers fought in the Third Battle of
Orithyia.

Tarentlncs
Tarentum was a Greek colony estab

lished in Italy in 700 S.c.; apparenlly this
community likewise originates from a colo
nial city settled by citizens from the Greco
Roman cultural core area around Nessus.
Their soldiers were present at the Third
Battle of Orithyia. represented by the savage
horsemen and their beast-man infantry.

•
•

Cbe ~arrow Lands
Between Nessus and the Southern Isles are the Narrow Land. Little is

revealed about this place, except that the savages there have a fire demon with
red hair. The proximity to the Norse-Icelandic culture of the Southern Isles
makes it seem likely that the Narrow Lands have a similar Scandinavian feel.

Oritbyia
Orithyia is an area located on the large plateau, ringed by lofty mountains,

that feeds the continent-draining River Gyoll from its mode t beginning at the
Springs of Gyol/. It i an area of intense fighting between Ascia and the
Commonwealth - the Third Battle of Orithyia wa the one in which Severian
first experienced rna s combat. At that time the Pelerines had a lazaret set up at
Media Pars, but after it was wiped out by Ascian attack it seems likely that the
order was destroyed on the battlefield.

The Last House
Thi is a curious hermitage located in Orithyia. The Pelerines know how to

find the way there, which is no mean feat, ince the building is another example
of time-traveling architecture. The only inhabitant of the Last House is an
anchorite named Master Ash, a time traveler from a far future Urth which is
covered with snow - the "Ragnarok" potential-future where the New Sun fails
to arrive. The ground-level is sometimes (but not always) in the late Age of the
Autarch, the second floor's windows look out on an Urth hundreds of years in
the future, and the third level is where Ma ter Ash sleeps secure in his own
time, thousands of years in the future as the last man on Urth.

Cbe Village Saltus
Located 30 miles north of the Wall of Nessus, Saltu is a typical village of

the Commonwealth. It is ruled by an alcalde and ha a market fair on a regular
basis. Its main source of industry is a nearby mine, begun about a chiliad before
Severian's reign. The buildings are all quarish, with walls of broken mine stone
and flat slab roofs. The inhabitants mine the long-buried ruins of an ancient
city, seeking to exhume ultra-tech artifacts rather than the raw ore that wa long
ago depleted. The mine tailings consist of items deemed unusable, things like
obscene statues, human bones, and mounds of perfectly preserved corpses of
antiquity. Deep within the stygian depth of the mine toil the mysterious man
apes, patrolling and guarding the Autarch's treasury located there.

Soutbern Isles
The Southern Isles are home to a Viking-like race of people, featuring prim

itive TL2 agriculture in a chilly climate with a general TL3. The easternmost of
the isles is called Glacies (Latin for "ice"), which is home to Hallvard's family
and has a location called Radbod's End. The region exports hides, sea ivory, and
salt fish.

Slaving ships of Erebus make periodic raids, always coming behind a wall
of mist - for this reason, it is not uncommon for people from the Southern Isles
to have a phobia about fog. It is also likely that boys taken by the e slaver ships
are raised to be janissaries (slave foot oldiers) of the mysterious Perischii, sub
jects of Erebus (see pp. 43-44).
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Cbrax, City of Crooked Kni"es
Thrax (pronounced tracks) is located in the heavily fortified Acis (UH-kiss)

Valley, shaped something like a crooked dagger pointing into the heart of the
mountains, This dagger imagery is reflected in the local names: The castle,
which sits on the first cataract, is called Acies (lI/,-KEY-is) Castle (acies is Latin
for "sword point"); the wall that closes off the valley and forms the southern
boundary is called the Capulus (Latin for "sword haft"); and between these two
points the river flows like the spine of the dagger.

Thrax is located at the cros road of traffic between Nessus and the rural
north. It is a provincial capital with a population of around 100,000. In contrast
to Nessus, where the wealthy live to the north and the poor to the south, in
Thrax the separation is by elevation: The wealthiest live
on the river, the middle class lives further up, and the destitute live in hovels
just below the fortified cliffs. Thrax has a harena (arena), a pantheon (which is
monothei tic; see pp. 22-23), at least one public bath, numerous market squares,
and two bazaar, one on either side of the river. There is a noteworthy inn called
the Duck's Nest on the east bank near the Acie Castle.

Court is in session at Acies Castle every two weeks, from the fir t appear
ance of the new moon to the full. Cases are heard and sentence handed down.
The lictor is in attendance to ensure that the sentence will not be in error. The
castle is a fortified, military structure straddling the cataract. Its donjon is the
highest point within the city.

The archon himself lives in a separate palace on the river. surrounded by a
hedge. This is one of the places where the provincial armigers and ocial
climbers meet for parries and masque.

The Vincula is located halfway up the cliff side on the west bank, about a
mile and a half from the Capulus, fronted by a square bartizan four stories high.
Legend has it that the Vincula was originally a tomb that was only enlarged into
a prison a few hundred years ago. There are 1,000 prisoners lodged in a lanted
shaft bored into the rock, and around 600 more in the twisting galleries that
sprout from it. The Vincula is served by a single primitive sewer tunnel that
runs under the city for a mile and a half before dumping into the Acies outside
of the city walls.

The Stone Town
Somewhere between Thrax and the

House Absolute. in a place where the pam
pas gives way to desen. are the mysterious
ruins of the Stone Town. Many adventurers
go into these ruins seeking treasure. and
other travcler!\. wishing (0 avoid the eerie
place. try to steer clear only to find them
selves walking inlo it no mailer which way
they tum,

This place is an area of high mana. An
old woman who lives near the ruins says
that once every 18 years or so the spirit of
the town calls an outSider to visit. She calls
it a "vivimancer." since it calls the living
from the land of the dead, but another name
for the entity is Apu-Punchau.

•

•

•



Approved Texts
Here are a few more phrases from the

Approved Texts (see main lext):
Salll101;on - "Glory 10 the Group of

Seventeen,"
Charity - ·'It is beller to be just than 10

be kind. but only good judges can be just:
let those who cannot be just be kind." (This
phrnsc is used by Ascian beggars.)

Prudence - 'The servants of the Group
of Seventeen must not be expended without
purpose." (This seems to contradict other
passages of Correct Thought - which might
not be 100 uncommon a phenomena - as
well as standard rnililary tactics. Perhaps the
phrase refers to a group serving Lhe Group
of Seventeen other than the populace at
large.)

Slavery - "Those who will not serve
the populace shall serve the populace."

Ascian Religion
Ascia is dedicated to Slopping the New

Sun. Their cull of Correct Thought can be
seen as a kind of religion that utterly sup
presses the individual in favor of the State.

Causality/Determination
The Ascians are led to believe in the

divine destiny of their mission: "Behind
everything some funher thing is found, for
ever; thus the tree behind the bird, stone
beneath soil. the sun behind Urtb. Behind
our efforts. let there be found our efforts:'

"For the Armies of the Populace.
defeat is the springboard of victory. and vic
tory the ladder to further victory,"

Citizenship
Given such a totalitarian state, the citi

zen is seen as having no right but to serve
the state: "One is strong. another beautiful, a
third n cunning artificer. Which is beSt? He
who serves the populace,"

"As a good child to its mother. so is the
citizen to the Group of Seventeen,"

"The citizen renders to the populace
what is due to the popul.aee. What is due to
the populace'? Everything."

CorreCI Thought
Though frustf'Jting for Commonwealth

citizens to comprehend. the methodology of
Correct Thought is jealously guarded by
Ascian society: "The light of Correct
Thought penetrates every darkness,"

"Correct Thought is the thought of the
populace. The populace cannot betray the
populace or the Group of Seventeen."

"All endeavors are conducted well or
ill precisely in so far as they conform to
Correct Thoughl."

"External baules are already won when
internal struggles are conducted with
Correct Thought:'

30 ORen

HSCIH
The great enemy Slate of the Autarch's Commonwealth is A cia. Most

Commonweahh citizens believe it lies in the area Ihal is now Central America, but
the Autarch and o!hers know thai il occupies the same general region as the cur
renl United States of America. Ascia exisls in pursuil of a single ideal: to make the
whole human race into a single individual, identical in all !heir numbers.

Society
Ascia (pronounced IIIl-SKI-IIIl) is ruled by an oligarchy known a the Group

of Seventeen. In theory, the Group of Sevenleen rules in !he name of the popu
lace, but in fact the entire culture revolves around a per onality cult wor hi ping
the leaders, and the Group of Seventeen owes allegiance to the Greal Lords of
the O!her People (see Enemies ojthe New SIII1, pp. 43-44).

In true Orwellian style, original thoughl and language has been aboli hed; all
adult Ascians mu t communicate by quoting from the "Approved Texts" handed
down by the Group of Seventeen. This practice i known as "Correct Thought."

Otherwise liltle is known about Ascian sociely - !here are farmers, beggars,
Ihieves, malconlenlS, and soldiers (hul no civilian police). Within the Ascian
heanland, non-Ascians will be treated as enemies and face probable imprison
ment, enslavemenl, or death. In border areas and at the front there may be more
room for diplomacy and compromise - Severian was able to negotiate with an
Ascian patrol group for temporary cooperation when the IwO groups were sur
rounded by a much larger criminal rabble.

For the remainder of the overview of Ascia, most descriptions will consist
of aCIUa! quotes from the Approved Texts. Since adult Ascians simply cannot
communicate in any other fashion (see p. 3 I), this is the only format in which
Commonwealth scholar or other researchers would receive the information
from its source.

Men and Women
Ascian society seems to relain some sellism, !hough nOI to the exlenl of the

Commonwealth. Early in the war with the Commonwealth, ilS armies were
mostly male, with large numbers of females filling the ranks only as casualties
mounted: "Uniled, men and women are stronger, but a brave woman desires
children, and not hu bands."

Regardless, the Group of Seventeen seems to throwaway the live of men
and women with equal ease, using them as cannon fodder a often as not: "The
roots of the tree are the populace. The leaves fall, bUI the tree remains."

The State
The Group of Seventeen seeks to make over all of Unh in the Ascian

image, much in the same way lhal Communism was perceived in the 20th cen
tury: "How shall the state be mOSI vigorous? It shall be most vigorous when il is
withoul conflict. How hall il be withoul conflicl? When it is without disagree
ment. How shall disagreement be banished? By banishing the four causes of
disagreement: lies, foolish talk. boastful talk. and talk which serves only to

incite quarrels. How shall the four cause be banished? By speaking only
Correct Thought. Then shall !he stale be without disagreement. Being wi!hoUi
disagreement it shall be without conflict. Being wi!hout conflict it shall be vig
orous, strong, and secure."

'lJiil-giilimig'-iliml



•

Work
Leisure time and creative pursuits appear to receive hort shrift in Ascia, as

do those citizens who fail to find a profitable place in their society: ·'It is better
to walk a thousand leagues than to it in the House of Starvation."

"Let no one be idle. If one is idle, let him band together with others who are
idle too, and let them look for idle land. Let everyone they meet direct them."

"Let the work be divided by a wi e divider of work. Let the food be divided
by a ju t divider of food. Let the pigs grow fat. Let rats starve."

"Let there be clean water for those who toil. Let there be hot food for them
and a clean bed. Then they will ing at their work, and their work will be light
to them. Then they will sing at the harvest, and the harve t will be heavy:'

.t:anguage: Hpprol?ed Cext
The A cian language is monotonal. lightly guttural, and of average diffi

culty (to speak like a child). To speak like an adult, one must Dilly quote
Approved Text. Even when speaking in Common Tongue to an Ascian who
understands Common Tongue, quoting translations of Approved Text gives a
+ 2 reaction bonus.

In theory, Correct Thought is a form of mind control that stamps out true indi
viduality in favor of a state-determined ideal individual. But, human nature being
what it is, even with this heavy burden of censorship it seems that the Ascian are
capable of such human frivolities as the telling of stories. So the human require
ments for language are met despite the dictate of the totalitarian state.

Sense and Nonsense
"What is foolish peech? It i wind. It ha come in at the ears and goes out

of the mouth."
"The cries of the children are the crie of victory. Still, victory must learn

wisdom."

Names
The only example given i "Loyal to the Group of Seventeen." Presumably

names come from the same stock of approved texts that Correct Thought
spring from - worker/farmer names could be "Divider of Work" and "Divider
of Food," a craftsman might be "Cunning Artificer," and maybe an outcast
would be called "Hundred Blows."

Cecbnology
The Ascian elite appears to be at TL5 or TL6, but outside of the military the

A cian homeland is probably TLA. The Ascian army use radio and includes
strange mechanical vehicles (for in tance. a ix-legged walker) among it beasts
of burden. They also have omething of an air force in the tarfi h-shaped pen
tadactyls. but perhaps the most bizarre is their cavalry: tall blind men, capable
of running at incredible speeds and armed with a wand and a sickle-shaped
sword called the shotel (see p. 83), ridden by dwarf armed with bows and
pyrotechnic arrows.

Otherwise the Ascian army i roughly comparable to that of the
Commonwealth, where exotic energy rifles (the fusil ,jezails, and arquebuse )
are reserved for special forces and everybody else u es the ubiquitou pyrotech
nic weaponry (see pp. 83-84) .

Enemies

"Those who do the will of the populace
are friends. though we have never spoken to
them. Those who do not do me will of lbe
populace are enemies. though we learned
together 3S children:'

'1110se who fight for the populace fight
with 3 thousand hearts. those who fight
against them with none:'

•
Ascian Law

The Conlrol Rating of Ascin would
seem to be extremely high. CR 6 in the
cities and CR 5 in the farmlands. All
wenpon~ 3rc illegal. Even soldiers aTC not
issued their weapons until immediately
before bailie; supposedly thi keeps them
from suicide. but a significant percentage of
Ascian soldiers kill themselves with their
own weapons before battle regins anyway.

Justice
"The people meeting in council may

judge. but no one is to receive more than
I()() blows:'

"Where the Group of Seventeen sil.
there final justice is done:'

"Can all petitioners be heard? No, for
all cry together. Who. then. shall be heard 
is it those who cry loudest? o. for aJl cry
loudly. Those who cry longest shall be
heard. and justice shall be done to them."

"Let no one oppose the decisions of the
Group of Seventeen."

Punishment

Capital punishment appears to be prac
ticed for treason. which in such a totalitarian
state would include a wide variety of
crimes: "Where are those who in times past
have opposed the decisions of the Group of

eventeenT
"So say the Group of Seventeen: From

those who steal. take all they have, for noth
ing they have is their own."

"If their wounds are in their backs, who
shall stanch their blood?"

aRCh .31--------------------
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Nessus - sprawling, brawling Nessus. The City
Imperishable, home to three world-class Wonders:
Father Inire's Botanic Gardens, the Library of Nessus,
and the Wall of Nessus.
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Since the water of the River Gyoll is polluted by passing
through the heart of the city, Nessus is named after the centaur
of Greek myth (and Dante's Infemo) who poisoned Heracles.
There is very lillie in the way of defining geography (as
oppo ed to Thrax, for example. which is shaped by the Aci
River Valley). and since the rich want to have fresher water for
their fish ponds and fountains they keep moving north. So the
northern quarters or districlS of the city are aristocratic (Status
2+), the north-centm.l districts are home to armigers and opti
mates (Status 1-2). the central districlS are home to the com
monality (Status 0), and the slums to the south (Status -I to -3)
give way to abandoned ruins, home to outcasL~ and criminals
(Status -4).

A in most other plains locations. other details that drive up
land value include river frontage (for viewing pleasure and
water sports like pleasure barges) and hilltop positions (for the
beller view and easier defense).

Che Hlgedonic Quarter
This rundown area qualifies as a "red light" district, with

most residenlS of Status -2. "Algedonic" means "pain and plea
sure," perhaps alluding to the presence of the Matachin Tower
at the border of the quarter. A brothel called Echopraxia, a tav
ern or two, and II nllcker (collector of animal carcasses) are the
only known businesses. To the south of this quarter the slums
finally give way to the ruins of the dead city.

The Bear Tower
Once a zoetic transport (maybe as instrumental in reseed

ing Urth with animal life as Noah's ark), this fonner starship
has been used as a tower for the beast handlers since the dawn
of the Age of the Autareh. This guild is involved in breeding
(perhaps even a little bioengineering), raising, and training a
wide variety of animals, mainly for death ports - animals like
diatrymae, mastiffs, arsinoithers, dire wolves, and aretothers.

The Flag Tower
Local lore in the Citadel has it that if the Autareh comes to

visit (and no Autarch in living memory has visited, prior to
Severian ti,e Great) he will stay within the chambers of the Flag
Tower. Within this long sealed building are several enigmas,
including the mandragora and ti,e fabled emerald bench.

The Grand Court
The finest, most impressive of the variou open areas in the

Citadel, tllis is used for ceremonial occasions as well as serving
in better times on a day-ta-day basis as the entryway for dipla
malS, ambassadors, and the like.

The Great Keep
The ccntral structure of the Citadel, it is so big that when

one looks nort.ll fTOm the flag pole of the Matachin Tower one's
view is partially blocked by tltis gargantuan hulk.

N

Wall of
Nessus
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Dead
City

The Library
This easily qualifies a a Wonder of the World, on par with

the Great Library of Alexandria in the ancient world. It was
established by Typhon,
the Last Monareh, who
ransacked all the
libraries of Urth (and
maybe even some other
worlds) to concentrate
all the information in
one vast location.

The organization is
mind-boggling. It
houses thousands upon
thousands of books.
some or alien language.
otller of alien material,
still others of alien
effect - including
books whose pages
cause hallucinations.
Among these tomes
lives a curious breed of
mt, capable of building
two- and three-level
houses with the books
and smearing dung on
the covers to form the
simple characters of
their speech.

s _
LiVing
City

C
A. Citadel A",.
B. AlgedoniC Quarler
C. Brldg,/Cobbler', Common
C. Botanic Cardens
O. aidS'"s. S.nguinary Field A",.
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The Barbican
An outer work guarding the

Biller Gate, this is manned by
tough soldiers who are quick to
turn away people who have no
business in the area. Even tortur
ers' apprentices are afraid of them.
Fiacres (hired caniages) come and
go, but only after they stop for
inspection.

Located on Citadel Hill, this ancient fortress complex is
known a. "the Citadel" to its
inhabitanlS, or "the Old Citadel" to
denizens of the Cobbler's Common
di trict, and is virtually unknown to
people in the Sanguinary Field
area. Surrounding the hill are tene
ment slums (Status -I). Across the
River Gyoll are a few notable
structures in an otherwise unknown
district; There is a lion pit where
animal fights are held ( erved, no
doubt, by the bellSt handlers) and
there is a khan (tmvelers' inn) with
a statue of ight upon it.

Citadel of the Hutarch



The Necropolis
The dead are buried here, arranged in a

pattern again reflecting the social ladder.
Sepulchers of exullants are al the lOp of the
hill nearest to the ciladel wall, then mau
soleums of the optimates, then lhe simple
monumenls of commoners, and then the bare
mounds of the poor. Al lhe bollom of the hill
is the lall iron gale, usually locked at night and
sometime even during the day.

In the Era of Typhon, lhis area was a
neighborhood of the rich and powerful.

N

Below the tower is where the real work is done. The first
basemenl i the examination room (the propulsion chamber of
the original starship) where the lorture takes place: Here one
finds the kite, the apparalu (which lellers a slogan into the
client's nesh). the post (removed from the Old Yard at the com
plaint of the wilches), Allowin's necklace (which tightens with
each breath), and the revolutionary (an electrically powered
device that awaken an inner demon within the c1ienl). The next
level down is the first level of the oublielle, with cells lit by
ancient electric lights said to be eternal (but orne have gone

out). The third level of lhe oubliette is
reserved for lhose who have gone loudly
insane, and the fourth level is abandoned - but
tunnels leading OUI from here vi it all sorts of
curiou spots, not the least of which i the
Atrium ofTtme (see p. 94).

The prisoners of the tower include rner
chams who made rich profits on upplies
needed by the army, camp followers who had
spied for the Ascians, and sordid civil crimi-

Cathedral nals (like the woman who made children into
living furniture).
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One room of the Libmry is dedicated to Autarch Sulpicius
who visiled some )00 years ago (perhaps the last AUlarch to
officiaJly lour the Ciladel), and in the center of this room is a
greal ebony case filled with textual treasures. Yet who but a
librarian could find thaI room? Local lore has il lhal the coni
dors of lhe Library of essus extend all the way to the House
Absolute.

The public is restricled 10 the Reading Room and the
Children's Room - the dark. rat-infested tacks themselves are
the realm of the librarians.

II/bar Street and the Cathedral
This nearby major street i wide and tree-lined, with more

trees on the esplanades dividing the east-bound lanes from the
we t-bound lane. In Ultan's sighted days, this area had book
sellers and antique dealers. There have not been booksellers in
Nessus for decades by Severian's apprenticeship.

The Matachin Tower
The tower is lopped by a nagpole nying a fuligin pennant.

In the room below this. bodiless voices can occasionally be
heard talking (a still functioning communications stalion?). The
gun room houses big ship's guns resting in cradles of force;
journeymen torturers receive training in their use as part of the
guild's dUly 10 defend their part of the Citadel.

The apprentice dorms are full of bunk beds. The journey
man dornls are each small bul privale; the masters' cabins are
real rooms. The refectory is a combinalion mess haJJ and audi
torium. The kitchen is localed on the next noor down, behind
the common room. At ground level are lhe master sludies
where lhe masters meet with officers of justice and head of
other guilds.

The Witches' Keep
Thi i a dark tower, bent on lhe outside and ruinous on the

inside. Unlike many towers in the Citadel, il was purposebuilt
rather than a starship conversion. Its frame has long since cor
roded away: no passage is straight nor sighlline true within it.

Strangely colored lights nare and lhe witche . screams
peal out from the top of the tower al night.

Other Towers
The Red Tower is a complele mystery. The Drum Tower

rumbles at the olstice every year. The Tower of Healing i
horne to the healers. long-time enemies of the torturers. The
Bell Keep has a ci tern thal the apprentice torturers often swim
in. othing beyond their names is recorded for the Martello
Tower and the Donjon.

Cobblers' Common
This quarter is on the edge of respectability, since the

slums of Nessus begin on the other side of the bridge.
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The Adamlliall Steps
TI,ese white stairs work their way down the hill in a series

of switchbacks from the Cobblers' Common to the Garden
Landing on the Gyoll. Some of the steps are broad and gradual,
others are shon and abrupt, making it a teep climb. Busts of
the eponyms line the stair. Families and couples stroll along
(usually aftcr a carriage ride to the top). Vendors sell such
things as candy, snacks, and apes. This is a pedestrian way 
only a madman or daredevil would attempt to drive a fiacre
down these stairs.

The Avellue
The avenue is probably the main strcet of the di trict, fun

neling traffic to the north from both the bridge and the lion
pitlNight khan area. It is wide and flint-paved, with raised
pedestrian paths on both sides and in the centcr of thc roadway,
dividing the two nonhbound lanes from the two southbound
lanes. Impatient fiacres, lumbering drays, rhino metamynodons,
sheep-drawn bakery callS making deliveries - all are a pan of
the hustle and the bustle.

Cafes
A typical cafe in the area features tables on the sidewalk. It

serves coffee, pastries, bread, fruit. and gruel. Whatever tip is
left is all the money that the poor waitress receives.

The Commoll
An open green surrounded by two-storied buildings, pre

sumably the homes and shops of the shoe-makers who give the
name "cobbler" to the area. Sometimes the Pelerines will come
in and set up their tent cathedral here overnighl. It plays havoc
with the traffic flow when they do thaI.

bl1ls
A simple inn of the area has a common room that can seat

one or two dozen people. a kitchen, and two rooms upstairs 
one for the proprietor and the other for renl. Dr. Talos and
Baldanders overstayed their welcome at one of these. and it is
easy to imagine imilar circumstances happening with a young
armiger fre h from the provinces.

The Bridge
The bridge crossing thc Gyoll, connecting the lums with

the lightly more reputable city, is a well-guarded access poinl.
Banizans (guard towcrs) dOl the sides of the bridge at 500-foot
intervals and a lochus of 100 peltasts is stationed here, cnsuring
that the carnival atmosphere of the beggars. jugglers, and street
musicians who ply the bridge does not give way to rioting. At
night the bridge is lit by flambeaux on poles staggered every 50
fect or so. The peltasts are equipped with half-armor, transpar
ent shields, and hastari (see p. 86).

The Park
TI,e riverside park has no restrictions on napping during

the day, but as night falls city roundsmen begin their patrols,
rousing laggards and clearing the park.

Rag Shops
These little shops servc much the same function as pawn

shops. They often owe most of their business to armiger
"slumming" for cheap costumes (to wear to masques) and oth
ers selling heirlooms out of desperation or ignorance. Thjs
makes them pan disguise shop and pan pawn shop. full of all
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sons of curios. When business is slack the owners have to sell
some rags 10 the paper-makers ju t to make enough money 10

survive, hence the name.

The Twisted Way
This twisty little street is the route fiacres lake from the

avenue 10 the Water Way (left bank) and then on to the Garden
Landing. The sleep incline forces il to be so twisted.

TIle trick i 10 stay on the path, or at the very least, not lose
ighl of it. If one were 10 gel lost, one might become chant

caught as a denizen of the garden, charmed into trading the role
of visitor for one of inhabitant. Deep in ide the Jungle Garden
is a rickety little hut on tilLS, inhabited by a missionary named
Robert. a woman named Marie, and an authochthon named
lsangoma. They seem 10 be from the 20th century - they might
be. or they might just be chant-eaught citizens of essus who
now live their lives on exhibit.

- Pawn
0 Broker0...-CJ'J --0 0...... >.,
00
c= U-CJ'J ...

u
Auction >.-
House

c::

N

Oldgate

___C::::loisonne
Shop

The Garden of Endless Sleep is set within an extinct vol
cano that has partially filled with water. Visilors enter from an
underground tunnel to find a marshy wetland surrounded by the
crater wall . High up on the inner rim of the craler wall is the
Cave of the Cumaean (see p. 44).

In the center of the wetlands is the Lake of Birds, a final
resting place for countless citizens of essus. The brownish
water of this lake has the amazing property of preserving bod
ies ubmerged in it. Corpses are weighled down with lead shot
poured down their throaLS and their eyes are glued shul before
they are interred. On the far shore of the lake is the realm of the
avern (see p. 110) - the only place where this eXlremely dan
gerous extralerrestrial plant can be found. Local lore has it that
the avem was inlrOduced into thi garden 10 kill the manatees
that wandered in from time to time. iDce visitors would be dis
lressed by the sight of man-like crealures swimming amongst
the corpses - others SUSpeCI that the avern ensures that the dead
stay dead, by killing any that might omehow "awaken" and
wander ashore.

On an island near the wesl bank of essus at the foot of the
Adamnian Steps looms this large multifaceted glass dome, so
Iran parent that it is difficult to see al times.

To visit the Gardens. one can Lake a ferry from the Garden
Landing. There are at least seven gardens within the building:
the Garden of Sleep, the Garden of Pantomime, the Garden of
Antiquities, the Garden of Sand, the Garden of Delectation, the
Jungle Garden, and the Garden of Endle s Sleep. The slrUcture
and the garden were built by Father Inire and are maintained
by the curators guild (see pp. 70-71).

Due to Inire's space/lime-bending magical architecture,
each garden seems bigger Ihan the building thaI houses them
all. and each seems to exisl in a different time and place. Thi
provides an obvious enlry point for visitors 10 Unh. especially
those from the deep past.

The Garden of Endles Sleep seem 10 reach back to the
time/space coordinates of Cumae on the Italian peninsula dur
ing the Roman Republic (see GURPS Imperial Rome); the
Garden of Sand i linked to the desens of ancient Judea at
around 30 A.D.; the Jungle Garden leads to a pot in the Congo
Jungle during the mid-20th century; the Garden of Antiquities
appears to plunge deep inlo prehistoric limes, filled with plants
not seen for tens of millions of years; and il is anybody' guess
as 10 where the gardens of Delectation, Sleep, and Panlomime
lead.

Fatber I nire's
Botanic @ardens

Villas
Some an tocralS, but mostly arnligers, have a villa here.

Broad chalcedony steps generally lead from the Slreet to an
open area of statues, monumenLS, and pillars

Cbe Dead City
Forty years before everian' reign began, lhis quaner was

probably as run-down as the Algedonic is now. But by the time
Severian set out on the road to Thrax. Oldgate belonged to the
dead city, home 10 omophagisLS (eaters of raw nesh, afraid that
a cook-fire would draw too much attention) and oulcasLS - vis
ited by occasional scavengers like the antique furniture sales
men of Thrax or an adventurer searching for buried treasure.
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Cbe Sanguinary Field
The Sanguinary Field ilself is a gras y dueling ground OUI

side of the city proper. It is a uburb. The nearest quaner (to the
southeast) has many big houses with terraces and balustrades.
The wealth of the quaner is evidenced by the plenirude of red
and yellow silk worn by its inhabitants.

Ellclave ofCity Armigers
This Status 2 neighborhood features villas and expensive

shops, an "Upslairs, Downstairs" son of place, with annigenes
in tead of suffrageltes.

Fortress of the Blue Dimarchi
TI,e xenagie of Ihe Blue Dimarchi inhabits this fonress as

Severian passes through on his way 10 Thrax, but they expect to
be rotated back out to the fronl before long to let another
xenagie resl and recuperate in the relative afety of Nessus.
There is a lazarel (field hospital) here, headed by a physician,
and a shop of baubles for soldiers to buy for their sweetheans.
The Hall of Justice is presided over by the ponreeve, an official
atlached to the fonress rather than the xcnagie.

11111 ofLost Loves
Because the law prohibits any civilian buildings so close to

the Wall, the Inn of Losl Loves is localed entirely within a very
large tree - the "rooms" are circular platfonns hidden anlong
the foliage, with furniture for comfon and a brazier for wannth.
The trunk of the tree has a circumference of 25' or so. The
painted sign shows a weeping woman dragging a bloody
sword. The inn keeper is Abban, who is also the headwailer. He
employs a stable boy, a cook, a waiter, a pot boy, and a serving

girl. For Ihose in a hurry, cold mealS, salad, and wine are
always available. A private room, appetizers of pastry, a bortle
of wine, and a ro., t fowl dinner for three all can be had for only
five orichalks (see Money on p. 52) - those on their way to the
Field can leave a deposil of three orichalks and pay the remain
ing two when (if ...) they relurn 10 eat. There is even a bower
with a small desk where one can wrile oul a hasty will.

Cbe «Iall of f'lessus
More than three miles lall, this enigmatic struclure quali

fies as one of the most visible Wonders of the World. From a
few miles away it looks like storm clouds on the horizon, and
entering the galeway is like walking into a mineshaft. No one
knows why il was built, but Jonas uggesled Ihal it happened
long before essus had moved up the River Gyoll and within
the compa s of the Wall. Was il originally a scientific 1001, like
a supercollider? Was it the anchor for a bean lalk-style ground
lo-orbil elevator? Or just a bit of whimsy from the Long
Decline? In Severian's time the cyclopean ring is honeycombed
with passages and chambers, manned by hierodules and the
Autarch's my teriolls man-beasts.

Al the end of each day as the solar disc appears 10 louch
the weSlern rim of the Wall, a trumpet sounds al the Sanguinary
Field to tell the guards of the wall 10 close the gates. This is the
signal which the monomachists al the Sanguinary Field use 10

begin their fighling. When the sun is below the horizon, a trum
peler on Ihe wall sounds lalloo - signifying that the gales will
not be opened again even for those who carry special passes,
and among the monomachists that any challenged party who
has not yet shown up is assumed 10 have refused the challenge
and earned dishonor (as well as an encounter with hired assas
sins, most likely).
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Urthian Deities
While the Church of the Conciliator

has one supreme deity. the I"Creale. its pan
theon is filled with lesser divine beings. The
following are some of their names.

From the fragmentary evidence available it appears that Urth is both
monOlhei tic (worshiping a ingle transcendent god) and polytheistic (acknowl
edging a pectrum of Ie er deities). Often it seems that from a polytheistic pan
theon. the transcendent one emerges: In the Age of Myth, Apu-Punchau intro
duced the idea to a stone-age culture; in the Age of the Monarch, the
Conciliator revived and renewed it in a religious background reminiscent of the
bronze-age Greek culture; in the Age of the Autarcb. Severian does the same in
pite of (or perhap becau e of) his own skepticism; and in the Age of Ushas,

the Sleeper awakens to find himself a part of a tidy little celestial court.
To further complicate matters, the one transcendent god is known by a vari

ety of names: "Increate" is u ed by the educated, "God" among the slaves and
very poor. And there is a hierarchy of angelic beings. There i also an evolution
toward the godhead: both celestial saints like Father Thyme and Urth-bound
titans like Baldanders who grow into watery godlings like Abaia.

In the Age of the Monarch there was no place for spirituality. The galaxy was
conquered by humanity and an argument wa begun between Briah (real pace)
and Yesod (hyperspa e). The First Empire fell from external forees brought by
Ye od and internal forces of the long-. uppressed human impulses (sce p. 8).

To bridge this gap and heal the rift, a human being called the Conciliator
made the long voyage to Yesod and returned with a message of reconciliation
between the two universes in the name of the (ncreate. A a part of this treaty,
the office of Autarch was created and the Commonwealth was born from the
ashes of empire. The Autarch will represent all of humanity by standing in the
hall of justice in Yesod and taking the test. If he ucceeds at the test, then
humanity i found worthy and given a ew Sun to repair the weak Old Sun. If
he fails al the te t, the Autarch is emasculated and sent back to Urth.

In some ways the Church of the Conciliator is similar to Christianity in its
broadest sense. The lncreate i like the Christian God: omnipresent yet unseen,
within the universe yet not made of it, a creator who e work remains my teri
ous. That is, the (ncreate is an infinile being who is supremely good. who cre
ated the universes, who knows all and can do all, who is transcendent over and
imminent in Ihe universes, and who loves humanity. We might al 0 consider a
parallel between the chiliad-long Age of the Autarch and Christ's Thousand
Year Reign on Earth as prelude to e chatology (the final judgment).

Some important difference remain between Christianity and the Church of
the Conciliator. On the side of mercy, the Commonwealth has never had witch
hunts, here y courges, or religious wars. In fact the witches were integrated
into the Autarch ' government de ign at the very beginning and remained
Servants of the Throne for the duration of the age. This mean that the inquisi
tions, the schisms. and the crusades that so marked and shaped the medieval
Christian world have no analog in the Commonwealth.

On the other hand (thai of everity), the lorturers have also been a pan of
the Autarchs' government from the onset. Even though they function as a tool
of civic punishment rather than one of religious persecution. still the fact
remains that they torture people. They are the horror of the Inquisition without
any of the religious trappings.

enG CnURCn
OF CnG CONCICIHCOR

Sphere of II1j/UfIlU

Time
Grain
Procremion
Mother ature
Wisdom
Creator of

Material World
Queen of ~y

Devil
Ancient Memory
Mother of Beasts
Solar Fire.

ProphesylDivinalion
Mother Eanh
Solar disk
Solar titan
Underworld
Supreme God

ohlr mystery cult
Fate (Ioltcry

of the ("create)
MOlher ighl
Owl
Fresh Water, Cuhure
Deep Waterl pace
God of Culture (Ushas)
Creator of All
Judge of All
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Day Goddess (Ushas)
Lord of Hosts (Allantis)
Sun
planet VenusIFuture
Sea rUshas)
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Fanner Soldier
Solar Fire
Sky Bird

igh' Goddess (Ushas)
The bridge between

man and god
Father Time
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Abraxas
Adonai
Apcrion
Bona Dca
Cailanya
Demiurge



The Increate

See lhe Enemies of rhe New Sun side·
bar on pp. 4344 for more information on
key members of this list.

Angels and Monsters
The following less-than-divine crea

tures inhabit the religion of Unh.

Sphere of Influellce

Herald
Justice

Sphere ofIllfluellu
Deep Walers
Molher of Monsters
Ice and Darkness
Underworld
an Undine. conson to Abaia
Water and Music
Water and Machines
Queen of Pigs
Water and War
Desens and War
Darkness and Thievery
Water and Witchcraft
Falher of Monsters
Lord of erpents. Equator

Monsters

Name
Abaia
Echidna
Erebus
Hierax
Juwma
Molpe

aviscaput
Phaea
Scylla
Sphigx
Tanarus
Thelxiepeia
Typhon
Uroboro;

The Increate is everywhere yet
nowhere. the primal cause of Yesod and
Briah and any other universes there might
be - yel the Increate does not reside in
Yesod. even though we might e::asily envi
sion Ycsod as a sort of "heaven:'

Angels
Name

Gabriel
Tzadkiel

Most of this is background infonnation, since by Severian's day the Church
of the Conciliator has fallen a long way, to the point that the vast majority of
people no longer worship regularly and cathedral are visited once a year for
guild feasts. Religion is not a pan of daily life. even though there are vestiges of
it in common speech. If there are any pilgrims, most are no doubt making their
pilgrimages just as an excu e for vacation travel.

Hngelic Beings
Ju t as the Church of the Conciliator has familiar under

tone. 0 does the Commonwealth notion of angelic being
seem familiar. Dr. Talo ' play Eschatology alld Gellesis feature
the archangel Gabriel (the divine herald), and Severian makes
passing reference to gandharva . am cha pands, and the hep
tarchs, all of them forms of archangels in different cultures.

Yesod i in many ways analogous to our concept of heaven,
especially with regard to its inhabitants who have angelic pow
ers and angelic names. Since Tzadkiel is the name of the
archangel of ju tice (in the Jewish my tical tradition of
Kabbalah), we can ee that the hierogrammate of Yesod are the
archangel of Briah. Likewi e. the hierarch (like Venant and
the captain of the ship tender that takes Severian from the
Tzadkiel to Urlh) are angels, and the hierodules (0 sipago,
Barbatus. and Famulimus) are les er angel

Creation Myth
There has been more than one creation, each one ending

with a final judgment out of which come a new creation. The idea can be
found in myths of ancient Greece (the period of the Titans preceding that of the
Olympian gods), the orse (the new creation to arise after Ragnarok), and the
Hindu, as well as in the Bible (e pecially as it is interpreted by Kabbali t ).

The beginning is in the Garden of Eden. where Gabriel (as emi sary of the
lncreate) stan the how by announcing the end of one creation and the begin
ning of the next. The first man is Meschia and the first woman is Meschiane,
but they are not alone in the Garden. Jahi is a mischievous female demon of an
earlier creation - she wants to trick Meschia into loving her and thereby spawn
ing a new brood of demons. od repre ent another earlier creation group, that
of the eanh giant - while allied to Gea. they are willing to accept the new
humans as superior. to erve them in peace, to supply wives for Me chia' son.

The Garden is ruled by Archon, who is either a lesser creator god or a pre
tender of such. He was the ruler of the creation just ending and cannot believe
he is no longer in control. He may really believe he is the lncreate. and he usu
ally offers a great deal of resistance to the new creation. He will use violence
against Meschia to try and take his place as the father of the new race. Archon
has the command of armies, and if cornered can unleash world-destroying
forces. (In Roman myth this part would be played by Saturn.) Then there i
Achamoth. consort to Archon. who will use seduction on Me chia to try and
take the place of Meschiane a mother of the new race - though she would
probably settle for second-wife status, if she can get it.

The e ix characters interact among themselves to detennine the fate and
nature of the new creation. Since creation has happened an uncountable number
of times before, all orts of pennutations have surely been explored - in fact, it
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Genesis Characters
The genesis story, repeated in each age.

features these core characters:

probably happens again in miniature al the end of each age. Doctor Talos' play
Eschatology alld Genesis gives what might be an accurate account of the events
at the dawn of the Age of Myth, or il might be more closely related to the
events althe twilight of the Age of the Autarch.

PIO)'tT

Meschia
Meschiane
Jabi
Nod
Archon
Ach3luo!h

Role
Ad3m, first new man
E\'e. first new woman
Lilith. mother of demons
of the ephilim. eanh giants
le~ r creator/pretender
con n to Archon

H"atars
Avatars are the divinely inspired agems/emissaries of the tran cendent god.

In tbe Greek syslem. the pall/aerator i the avatar of the PancrealOr. Avatar
appear from time to time. perhaps only once per age. to offer guidance or
course-correction for civilization and/or all of creation.

Players in the Age of the Monarch
The following characters act Qui the

corresponding genesis roles allhis panicular
cycle.

Apu-Pullchau
The Incan sun god, Avatar of the Age of Myth. brought hi people culture,

teaching lhem architecture, medicine, metal-working, pottery, tactics. and the
sacred dance. He e tabli hed the pattern for their civilization.

Players In the Age of the Autarch

Players in the Age of Ushas

Role
Meschia
Mcschianc
Jabi

od
Archon
Achamo!h

Role

Me hia
Meschiane
Jabi

od
Archon
Aehamo!h

Role

Me~hia

Mcschiane

Jabi
od

Archon
Achamoth

Player

The Conciliator
Hercna
Burgundof3I'3
Captain Hndclin
Monarch Typhon
Madame Prefect Prisca

Player

e\enan
Dorea>
Agia
BaJdandcrs
Abaia
Jutuma

l'la)'tr

priest's grandfather from
space

prie5I'S grandmother from
space

Thais. Goddess of Nighl
The Sleeper. God of !he Sea
Odilo. God of Day
Pega. Goddess of Day

The COl/ciliJ1tor
Avalar of the Age of the Monarch, the Conciliator was so named ince hi

mission was one of healing the rift between Urth and the higher univer e. a
break caused by the impetuous First Empire's cruel conquest of several galaxie
in Briah (perhaps they even allempted to storm Yesod). His stay on Urth was
quite short - just over a week (as chronicled in The Urlh oJthe New Sun, see pp.
17-18). Even so, his message was strong enough to launch a church that la ts
for more than 1,000 years.

The New Sun
The Avatar for the Age of the Autarch will be the New Sun, a man who will

somehow bring new life 10 the dying Old Sun and sweep aside the worn old
Urth for a new creation called U has.

The Sleeper
When the Sleeper awakes in the Age of Ushas, he finds the world laid out

like a workshop for him to begin crafting the race of the Green Man. He i a
waler god, a kind of Oannes.

tCt G80l), CnG

Despite all the peculation of gods and angels from diverse culture, Ye od
must also be described in the cold, hard term of science fiction. and perhap all
of its "celestial" aspects are imply the overstated reaction of impres ionable
primitives.

Ln this mode, Yesod i hyperspace, a universe "above" ours, the place where
black holes lead to, Ihe place where ships that exceed lightspeed end up.

Yesod is the name of the universe, and also the name of the planet-sized
ship that is home 10 the hierogrammates, hierarchs, larvae, and hierodule . This
planetary ship has a pect of both heaven and hell: The surface is one of water
dOlled with countless tropical islands (on each i. Ie a differenl galaxy is tested
and judged by a different archangel of justice), but most of the real work i
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done in decks below the surface, where the constant noi e of machinery and ter
rifying chasms make it rather frightening for vi iLOrs from Briah,

In addition to normal-space (Briah) and hyper pace (Yesod), there may also
be a lower universe, or "subspace:' If so, it name is Abaddon,

Cbe nieros
A universe begins with a Big Bang (or "Big Bloom" as the sages of Unh

probably call il) which send matter out until the final collapse of matter (or
"Grand Gnab" as Master Ash calls it) draws il all back into a co mic egg, Then
il tans all over again (according to many scienti IS and our tory here).

The hieros were the human beings of a Briah universe in a cycle prior to
our own. They had conquered their own local galaxy and perhaps a few others,
but seeing the inevitable end of their universe looming ever closer at the Grand
Gnab, they escaped this universe for a higher one - Yesod. They took along the
creatures they had crealed and shaped as companions for the time-crunching
voyages belween the stars. The hiero themselves are long gone, bUI their cre
ated companions live on.

Cbe nierogrammates
The hierogrammates ("holy scribes") like Tzadkiel represent the highe t of

the lofty life-forms in Ye od. But what exactly is TzadkieJ? She is a creature,
she is a ship, she is the captain of the ship, she is the butterfly woman wim
ming through space. From our perspective, she is godlike: Tzadkiel can alter
her own shape, growing to giant size, splitting into multiples; she has a femi
nine form as well a a masculine form ("Zak") and a winged form; she can iso
late elements of her personality and project them as independent creatures; she
can aI 0 banish element in a imilar way (for example, "litlle Tzadkiel" at the
River Madregol. whose true name might be something closer to "Jahi"),

The immature form of a hierogrammate i called a larva. A larva (like
Apheta in The Urth of the New Sun) is a child of the hierograrnmates, not yet a
hierogrammale her elf, nor truly human. For one thing, they do not have
tongues - in order 10 speak, they shape the noise around them rather than gener
ate sound themselves (which is why the inner world of the planet is so noisy).

Enemies of the New Sun
Following the break-up of lbe Second

Empire at the close of the Age of the
Monarch. there arose a group of great mon·
sters who gained control over different
areas. Some or all of them might be children
(or grandchildren) of Monarch Typhon (see
p. 9).

Abala

Mentioned most frequently in conjURe.
tion with Erebus. Abaia is the Greal Lord of
Wann Water and has more direct influence
upon Severian' 5 adventure than any of the
other Great Lords. He invades and shapes
the dreams of Severian through his agent
Baldanders on the first night the two meet.
Abaia's concubine Jutuma saves Severinn in
the opening chaplers. later tries to recruit
him al the River Cephissus - failing thut.
she tries 10 kill him. Still later she acts 3~

guide 10 the corridors of lime and the Brook
Madregol (see p. 20).

Abaia has a host of con ubines. per
haps in an arrangement similar 10 that of the
Aularch's Well of Orchids (see p. 112). His
underwater kingdom is home to undines and
a host of aquatic creatures - but together
with Erebus he also controls Ihe Ascians
with their ground and air forces engaged
against the Commonwealth. Abaia offers to
humanity the old dream of the First Empire
- conquest of the universe.

The name Abaia comes from the
Melanesian myth about a giant magic eel
inhabiting the waters of a lake on an island
in the South Pacific. Angry at an old woman
for catching fish in his lake. Abaja sent a
deluge which killed everyone except the old
woman who had eaten the magic fish.

Abala's Consorls, the Undlnes

As big as these water women are, most
are only the size of dolls for Abaia. Jutuma
is the best example we have. Her name
comes from thai of an ancien! Italian spirit
of springs and Slreams. a kindly goddess
gifled with prophecy and song. wife to
Janus (god of gales) and mother of Fons
(goddess of fountains). She was a goddess
who. like tatn Maler. caused fires 10 be
quenched. (According to one source.
Diuluma is another narne for JUluma.)

Erebus

Icy Erebus is the one who stands to
gain ultimate victory if the Great Lords can
keep the New Sun from arriving. since the
Ragnarok winter is one where his element
of ice dominates the globe. Alluded to but
never seen. Erebus has his capital al Mount
Erebus in Antarctica.

Continued on next pagr ...



Enemies of the New Sun

(Continued)

The name Ercbus is from Greek
mythology, n very c;trly god of darkness
who was the son of Chaos and Darkness.
whose other children were Night. Day. and
Air. From the incestuous union of Erebus
and Night came a large cast of creature :
Doom. Old Age. Death. Murder.
Continence. Sleep. Dreams. Discord.
Misery. Vexation. emesis, Joy. Friendship,
Pity. the Three Fales. and the Three
Hesperides. (The children of Night have
some bearing upon 'The Tale of me Student
and His Son" from the brown book.) The
name quickly became attached (0 an infernal
region. a place of darkness between Earth
and Hades.

The Perischll

Erebus' subjects 3rc the legendary
Perischii (PAIR·ih·SKf). so called because
their shadows revolve around them as the
sun moves through the sky on a summer's
day.

SI.ver ShipS of Erebus

Ships of Ercbus raid the SOUlhem Isles
and coastal areas further north (even as far
inland as essus. but this is rare). always
behind a thick wall of fog. These ships take
plunder and slaves for use as janissaries or
as baner goods with the hierodules.

Scyll.
This Great Lord has the name of

Typhon's first·born child. cylla (pro·
nounced SIH-Ia). a name from Greek
mythology for 3. nymph who was lumed into
a sea monster by Circe (goddess of magic)
OUI of jealouc;y for the love of Glaucus (god
of the sea). On the Whorl she is depicted as
having severa) tentacles in~lead of arms, but
there is very little information about her on
Unh.

Arioch

Least known of the Great Lords.
Arioch is only mentioned on e in the Book
of the New Sun (Tilt! CilOde/ of Ihe Au/arch.
p. I): "Just as our familiar Unh holds such
monstrosities as Erebus. Abaia. and Arioch.
so the world or war is slalked by monsters
called baltlcs:'

The name (meaning "lion-like") is
givcn in the Book of Daniel (2: 14) for the
captain of ebuchadnezzar and also used in
Milton's Paradise Lost for a fallen angel: a
demon of vengeance, a follower of Salan,
sometimes depicled as bat-winged.

When they are ready to mate. larvae literally begin glowing - a feature that
make them imilar to orse elves, who are al 0 aid to project light.

The hierogrammates have one goal - to guide humanity into becoming like
the hieros. It is not an ea y ta k, nor is it without acrifice, but it is their reason
for existence. In a en e it amounts to the cross-fertilization of two different
universe. To rerum to the Esc"alology Gnd Genesis play, the hierogrammates
take their role of Gabriel very seriou Iy.

Cbe nierodules
The hierodules ("holy slave ") are creatures of Briah haped by the hiero

grammates to be their tools in Briah and there are undoubtedly several different
kinds. Even though the hierodules Ossipago, Barbatu , and Famulimus reappear
periodically throughout Severian's narrative as they travel backward through
time in their flying saucer, little is known about them. Ossipago is a hon and
stout automaton (perhaps the hierogrammate version of an android), while the
other two are angelically beautiful humanoids who wear grotesque masks in
order to frighten people of Briah. Their living quarters on the tarship Tzadkiel
have a lighting system that gives Severian the ense of being underwater and the
furniture seems like slabs of rock. Their life pans are limited to around 20
years. Severian supposes that their pecies wa omething like the aquatic
kelpies before they were modified by the ttierogrammates.

The two other hierodules seen in Severian's narrative are the Cumaean and
Father Inire.

The Cllmaeall
The Cumaean is nanled after a famous Sibyl of ancient Rome, and like that

prophetess she live in a cave in the Garden of Endless Sleep (see p. 37) over
looldng the Lake of Birds - people seeking oracles can visit her there. The
witche con ider her to be one of them, but she seems less than flallered. She
can walk the Corridors of Time, suggesting that she is much more powerful
than Ossipago and company. When Severian i in the corridors of time, he see
her as a reptile with 100 eyes.

Father IIIire
Father I.nire is incredibly old. He has been vizier to every Autarch, begin

ning with Ymar the Almost Just - a period of 1,000 years, but his normal
life pan would only be about 20 year! He is small, hunched of back, and bent
over. But he can walk the corridors of time 0 effortlessly one might wonder if
he is Thyme him elf! (And the Cumaean is not so far from being Fauna. either.)

Father lnire is also very much like Daedalu , since he ha invented many
fantastic wonders for the Autarch, including the Second House (a palace
labyrinth) and the Botanical Gardens (to rival the hanging gardens of Babylon).
But he al 0 has a soft hean for children - he often lends them magical toys.

One time an exultant girl threw her favorite pet cat into an activated mirror
in the Presence Chamber ( ee p. 95). It was, of course, teleponed to Yesod or
Abaddon. The girl cried. Father lnire, feeling sorry for her and her honest mis
take, made the long trip to try and retrieve the pet for her.

He succeeded and brought the creature back to Urth. but after its journey it
was no longer a cat - instead it was a weird familiar. a miniature version of the
girl with the power of invisibility. And for the rest of her long life. the girl was
thought of as being omething of a witch for all the powers thai this secret
familiar gave her.
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Thi ection details the nature of pace and time in the
Book of the ew Sun. ILS more complicated content i n't essen
tialto a ew Sun campaign; GMs should feel free to skip it as
thcy choose.

Sec p. 124 for a table of names for the solar system's plan
eLS and pp. 114-115 for campaign ideas extending past Urth's
aunosphere.
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The background to Urth in the Age of the Autarch is a
blend of the "Long ighC' and the "Conqueredllnsignificant
Terrans" types of universe, with the galactic overlords coming
from another universe. There are at least tWO universes: Yesod
(hyperspace) and Briah (normal space), and probably a third,
Abaddon (subspace). Hardly anything is known about Abaddon
- even its existence is only a rumor.

The overall technology levels are Yesod at TLJ 6, Briah at
TLI2, and Urth at TL4 (but see Technology Levels, p. 50).

At iLS height, the First Empire controlled entire galaxies (see
pp. 7-8). This immense cope suggest that they had anained
hyperspace travel, and used it till they encountered the immense
planet-ship Yesod (see Chapter I, The Pos/his/ory oj Urlh).
which may be the sole "natural" inhabitant of hyperspace.

Reactionles drives are used for space boaLS that are more
like ancient Greek biremes than rockeLS. and starships use vast
arrays of solar sails as their primaty mode of propulsion. These
much more closely resemble the "hypersails" of GURPS Space
than the TL7+ lighlSails of GURPS Vehicles or TL8 solar sails
of GURPS TerradYfle. The solar sail of the ew un setting
can reach the peed of light in normal space within a reasonable
time period, and can navigate hyperspace if a ship crosses over.

Given the nature of propulsion, space travel requires skills
closer to Seamanship than Piloting (and solar sails apparently
are similar enough to TL4 sails to allow SeanlanshipffL4 to
have some utility with them!). Astrogation seems to be straight
line, point-and-go - but with vast amounLS of time-crunching
involved even stars move around, and constellations change
their shapes.

Space-going vessels are largely crewed by mechanical
beings, technically androids but commonly referred to as
·'sailors."

FfL travel involves hyperspace, where time nows in the
"opposite" direction. Most starship probably don't have FfL
capability - they make do traveling around at relativistic
peeds.

The bigger the ship. the faster it can go. A big ship crawls
up toward lighLSpeed al relativistic speed, with time dilation
crunching onboard time the closer the starship geLS to light
speed. AtlighLSpeed. the Slarship leaves the old universe behind
and enters hyperspace, the higher universe of tachyon . It may

be that in hyperspace the ship's sails should be taken down 
they might act to somehow sloll' the ship down to that point
where il breaks back through the light barrier and pops back
into Briah! Perhaps ship glide through hyperspace. Since time
nows in the opposite direction in hyperspace, there i an oppor
tunity to gain back all the time eaten up in the normal space
voyage. Around 1,000 years of reverse time pass for every
"day" in hyperspace.

Travel times aren't cited with much precision, and preci
sion might be hard to come by given the time distonion
involved in slar travel. It seem to have taken the starship
Tzadkiel about 90 days to sail from the Urth system to Yesod.

Becau e of the time travel, there might only be one big
ship criss-cro ing through all of time and space. If so. then it
must be the Tzadkiel.

FrL communication is possible, but it might be another
phenomena of either the corridors of time or the magic mirrors
ofYesod.

Teleportation is possible, not only to (and maybe from)
Yesod (using the magic mirrors), but also horter-range hops on
the planelary surface of Urth (using the corridors of time). Tune
travel is possible in a variety of ways, including magic.

Cfte 8CHRSftlP
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The starship of Briah and Yesod are very much like the
sailing ships of the Commonwealth. Their ilver sails somehow
catch the cosmic winds that propel them to near-light speed. or
in the case of a big ship like the Tzadkiel, beyond light speed
and into Yesod.

The TUldkiel is a very big ship. From bow to stem it is
around 12 miles long (perhaps more). It has seven upper decks
arranged side by ide. The decks are wooden, with metal and
tone beneath them. Each deck has counties masLS that stretch

up 100 times taller than the Rag Tower, the tallest strUcture of
the Old Citadel. The 10,000 mastS are said to be 100 times
taller than the thickness through the hull of the ship. When the
sails are out it is hard to see the stars.

The upper decks are exposed to the vacuum of pace, and
"cloak of air" necklaces (see p. 85) mUSI be worn by those visi
tors who need to breathe. Artificial gravity on the upper decks
and the one just below them is set at one-eighth of a G.
Elsewhere, microgravity conditions exis!.

Access to the upper decks is by way of automated airlocks
called hatches. These portals will warn visitors to don cloak of
air necklaces. Below decks, some corridors are wooden: others
have a gras -like substance that aclS like Velcro. gripping at the
sole of boots and making it easier to walk. Some corridors are
windy and open onto vast airshafts thm descend into the ship.
Somewhere near the core of the ship is a place called the power
house. which apparently houses any engines and power cells.

Stateroom for passengers are located on the first below
deck. These rooms are protected by AI ponals - some are
rather talkative; a few might be insane.
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ship sets out at 99.9% of lightspeed to a tar 14 light years
away. Sailor anives at the star and then immediately heads back
to Earth. When Sailor lands on Earth. he is reunited with his
twin brother Taylor, who is now just over 58 years old. But
Sailor experienced only 1.3 years on the Slarship - he is now a
few months past 3 I years old.
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Urth lie at the core of what was once a star-spanning
galaxy. and doubtless traces of that empire exi t today on dis
tant worlds. GMs running a ew Sun eampaign may want to
include a starfaring element, but given the loss of hyperspace
travel only the nearest slars are likely to be explored:

The starship T:.adkiel is eaptained by the hierogrammme
Tzadkiel and erewed by sailors both android and human. The
silver-elass android (see p. 80) are the officers, the iron-elass
androids (see p. 8 I) are the waniors, and the humans seem to
do most of the work. On such a big ship there is plenty of room
to hide - whieh is what the mutinous sailors. called "jibers." do.

Crew

Hpport9
On oceasion the mirror-like sails of the star hip will acci

dentally draw in a creature fTOm another universe. much in the
way that magie mirrors allow teleportation. Creatures drawn by
the sails are called "apports," and they are generally hunted
down with ealivers (see p. 84) and confined in the live-eargo
hold.

COCHC SCHRa
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As mentioned. most starships ail between system at rela

tivistic peeds approaching but not exceeding e. the speed of
light. This eauses time on board to shrink in relation to the
anlount of time observed outside of the ship.

The classic example involves two twins. On their 30th
binhday, one twin (call him "Sailor") take a trip on a starship
and the other twin (call him ''Taylor'') stays on Earth. Sailor's

Name (stellar class)
Old Sun
Beta Hydri (G2)
Alpha Mensa (G5)
Tau Ceti (G8)
82 Eridani (G5)
Piscium (K I)
Sigma Draconis (KO)
61 Ursae Majoris (G8)
LET 661 (K6)
Chara (GO)
6 I Virginis (G3)
Fomalhaut (A3)
Ross 64 (M6)
Altair (A7)
Capella (G5)
Vega (AO)
Pollux (KO)
Arcturus

(x, y, z)

(0, O. 0)
(0. I, -6)
(-2.0, -9)
(-1,3,-1)
(-3,3, -4)
(-3.6.2)
(2, 1,5)
(0. -7, 5)

(-5. -6, -3)
(1,-7.6)
(4. -8,-3)
(2,7,-4)
(-8,0,4)
(4,2,0)

(-11,2,10)
(7, 1,5)

(-10. -5. 5)
(6,-10,4)

Name's Meallillg

"the cord"

u· ,-
JOY

"fish's mouth"

"little she-gom"
"falling eagle"
"much sweet wine"
"guardian of the bear"

Time Dilation Table
The following table gives the amount of time dilation for

voyages at various fractions of the speed of light. For implic
ity, it ignore time spent accelerating and deaccelerating (as
does the example above).

Journey times are for a night of I parsec (3.26 light years).
Objective Time is the amount of time that passes outside of the
ship (to an observer on UrtI" for example). Subjective Tillie is
the amount of time experienced by the crew.

ligltt Objective Subjective
speed (C)% Dilatiolt% Time Time
O. I 0.995 32.6 yrs 32.44 yrs
0.2 0.98 16.3 yrs 15.97 yrs
0.3 0.954 10.87 yrs 10.37 yrs
0.4 0.917 8.15 yrs 7.47 yrs
0.5 0.866 6.52yrs 5.65 yrs
0.6 0.8 5.43 yrs 4.35yrs
0.7 0.714 4.66 yrs 3.33 yrs
O. 0.6 4.075 yrs 2.45 yrs
0.9 0.436 3.62 yrs 1.58 yrs
0.95 0.312 3.43yrs 1.07 yrs
0.99 0.141 3.29 yrs 6mths
0.999 0.0447 3.263 yrs 8 wks
0.9999 0.014 I 3.2603 yrs 2wks
0.99999 0.00447 3.26003 yrs 5 days

As the table shows. the effect intensifies as an object
approaches the speed of light. Roughly speaking. traveling at
0.99c dilates time by a factor of 7: I. O.999c by 22: I. 0.9999c
by 70: I, 0.99999c by 224: I, and 0.999999c by 700: I! So at
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* known as "the Eight" in the Commonwealth for reasons lost to memory.

Zodiac Table
Age Years

Capricorn 4334-650J A.D.
Aquarius 2168-4333 A.D.
Pisces 1-2167 A.D.
Aries 2167-1 B.C.
Taurus 4334-2166 B.C.
Gemini 6501-4334 B.C.
Cancer 8668-6502 B.C.
Leo 10,835-8669 B.C.
Virgo 13,002-10.835 B.C.
Libra 15,169-13,001 B.C.
Scorpio 17,336-15,16 B.C.
Sagillariu 19,503-17.335 B.C.
Capricorn 21.670-19.502 B.C.

"Absolute Now" begin with the Age of the Autarch and is
marching lock-step toward the key event: the anrival (or lack
thereof) of the White Fountain. Travel into the future beyond
Absolute ow is impossible for some (like everian, except
when he enters the Last House). If one can travel into the future
before Absolute ow reaches the Ragnarok/Ushas juncture,
one will randomly visit either the Ragnarok or the Ushas future.

There are travelers from both potential futures zipping
around the landscape, some more active than others in trying to
shape history.

The Atrium of Time in the heart of the Citadel of the
Autareh (see p. 94) may be an abandoned "Time Corp" style
mis ion-control room.

As mentioned, time flows differently in Yesod (about
-1.000 Briah years per I Yesod day). so sailors returning to
Briah from Yesod might find themselves chiliads in the past.

Zodiac Hges
The Zodiac Ages are named after the sign of the zodiac in

which the sun appears to rise at the vemal equinox. The ky
remains the arne. but the season that stars are seen within
shift in whal astronomers caD the precession of the equinoxes, a
eycle of 26,000 years (around 2.000 years per zodiac sign). For
convenience and clarity. these tables use familiar zodiac names
and historical times to illustrate the precession of the

•equllloxes.
These table will help those who wish to navigate in unfa

miliar times. Knowing the zodiac ages tflight help a lime trav
eler bracket his current time within 2,000 years of every
26.000, which could be u eful given the scope of ew Sun
lime-traveling!

The Age of the Autarch seems 10 be a Piscean Age like our
own. It·s at least four 26.000-year cycles away and possibly as
many as 38!

SOlllll Pole Sial'

nothing bright
(Chameleon)

Octans*
(Hydru )

AlphaHyd
(Horologium)?
(Horologium)?

(Caelum)?
Puppis

nothing bright
Vela

Carina
nothing bright

Nortll Pole Sial'

beta Cep (Cepheu )
gamma Cep (Cepheus)
Polaris
nothing bright
Thuban (alpha Draco)
nothing bright
tau Her (Hercules)
sigma Her (Hercules)
Vega (Lyra)
delta Cyg (Cygnus)
Deneb (Cygnus)
A1deramin (Cepheus)
beta Cep (Cepheus)

99.999% of light speed, it takes a starship 3.26003 years to
travel I parsec, but the crew experiences that same trip as last
ing only jive days banring what would have to be a considerable
period of accelerating to that speed.

On reOection, lime-traveling rcquires a watch! The entire
idea of time-traveling is based upon the meliculous measure
ment of lime - how would you know you were 800,000 years
in the future if the dial didn't show that number? Without a
device to tell you the local date. you might be lost in time and
not even know it!

These are some of the challenges facing lime-travelers on
Urth. There arc no watches, no caJendar years, no names to the
days of the week; there aren't even names to the months. 0

glancing at a newspaper will tell a traveler from Urth when he
is! This is time as it is measured at TL2: fuzzy and imprecise,
yet bound to the pulse of the seasons and the stars.

CI}\1€
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In the ew Sun selling, the Linearity Principle (see p.
TT40) i applicable (time moves forward at the same peed for
lime travelers in the past and the folks living in Absolute ow).
For exanlple. we know that Severian is bound in his lime-walk
ing by the endpoints of Absolute ow and the moment that
light from the White Fountain first reaches Urth. Severian runs
back in lime to the Age of Myth and becomes Apu-Punchau.
He stays for a long time. When he comes forward in time
again. he geLS as far as around 150 years after the transforma
lion of Urth into shas - suggesting that his slint at being Apu
Punchau lasted for around 150 years!

The Urth timeline i one of Plastic
Time with High Resistance (see p. TT41).

"Talking to Yourself' i possible
under cenain circumstances (for example,
see Burgundofara and Gunnie onboard the
star-sailing ship in Chapter 26 of The Unh
oj the eIl'SlIn). II can also be very dan
gerous. II seems that if two selves meet as
a resull of lime walking (rather than just
being on a big hip), the one in his own
lime has a "stronger" reaJity than the visi
tor - if they come into physical contact,
the weaker one will implode.

The Observer Effect (pp. TT45-47)
seems to have some control over the future
(beyond Absolute ow) as well as the
past. People call fade out or implode as
their limel;nes are erased (see Master Ash
in Chapters 17 and I of The Citadel oj
the Alltarch).
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Cultural Skepticism
1bougb qu i-mc<hcva) 10 cullurc. resI

dents of lhc Common"Acalth differ from our
own TL3-4 period 10 one very imponanl
point of oullool..: They «hobi, • he.I'hy cul
lural skeplici'm.

The Commonwealth I nOI Lhe son of
place where. If somethmg m«ph .ble h.p
pen. 'he people hou' "Glory '0 'he
In reale. a mif3cle'" That' because their
doys are mfrequcolly bu. 'eaddy ,mpacled
by ··mag.c.. tha'they don', undct-stand. They
ee this 3S :1 mundane force. and orcen

enough II 15 :1 mundane force. albeu one of
sufficient technology 10 be IOc:(plicablc to
the commonality. The aver ge ammon
~ealth resident understand - if vaguely 
that deep In hi nh' prehi tory humanity
reached fan'llSUc ,ochnologlcal he'gb . The
remlnden urround him.

Thl keplici m I shown by tmplc
commone (for example. the tea lIer of

altu who cxphllns the Mira Ie of lhe
flying lllhcdrnJ a :1 case of hot air making
a big lenl ny) as well II educated lonurers.
people of science well people of reh
gioo. orne ( u h as Baldander and the
.foremenuoned 'ea Iltr) would «plll1n the
unexpl.m.ble 'hoology they don', per
sonally grn p. orne (uch the witches'
guild, one su pects) would see lhe uncx·
pl:linable 35 unonnaJ" magic, to lhcir way of
thinking not much morc fanl3sti than a
card harp'S Incks.

If menne c1a,m po"ers well beyond
the background ultra-'och/m.gie. they IIn
ply won't be believed. ·..e:rian". belief 10

Iht fantl IIC re urrtction po\\'ers of the
Claw of the Conclila'or doves Baldonders
1010 :1 rage agamsi "supersuuon." and e\cn
Ihe religiOUS Pelerines find it virtually
impos ible to believc that their own reli
(the Claw) is capable of wha( Scverinn
c10lms -they I.bel 10,m "hannJes ty insane.·
The soldier llles. ",,<Cd from the dead by
the Oaw, \'OICCS total L..epllci m.

111 I merely. cuhuraJ 1nU' tha, dis
ungui he Common\lliealth residenl from
more e ily awed lechnologlcaJ-contempo
rnry OC1ClIes, unle a particular citizen
ovcrpcrsi lS 10 hi kCplJci m (for Instance:,
B.ld.nders). AI 'hal point they might IOke
Skepticism a. a qUilL.

As a perpe.ua1 "doubung Thoma :. the
qUlrk.level kepllc will always eek to
elplam unu ual phenomena in a nuional
manner - for example. the kepuc urnes
:til mag are charl.""",. Of course. thIS Can
lead 10 problems if the kepti runs into a
~I mage. but even (hen the sL..eptlc would
prob.bly only modIfy 10.. belief '0 "nearly
all mage ttre charlatan: one or IwO might
be real:'

\-erian tumself seems to h:1\C a~
found kepu i m - he re I IS behevlOg In

hLS own atoral pelka ung ability for :1
'-cl')' long ume., In spite of aU the miraculou
eV1<leocc around him!

hara ler de ign depends upon the type f campaign being run. To capture
Ihe avatar-qu t ale of The Unh of the ell' tin, characters hould be at lea t
250 points. For a merely mythic-level campaign inv Iving the repeated appear
ance of hierodulc and agents of the Great Lords (along the lines of Ihe Book of
Ihe ew un) one would expect haracters wilh a base of around 150 or 200
points. In the case of a more down-to-Unh campaign. wilh adventures similar 10

those found in Ihe shoner storie of Gene Wolfe. characters may be built on the
standard tOO-point ba.se, with a generallimil of -40 points of disadvantages and
-5 points of quirks.

Cec"nology £el?ds
Almo t every technology I vel de cribed in GURP co-exi ts in a strange

harmony in the Commonwealth. Human achievement oared to pectacular
heights in Ihe First Empire (see p. 7), only to come grinding down stnning in
Ihe Machine Epoch (see p. 8). Fragments of 1m wledge have endured Ihe mil
lennia ince they glowed as revelation. M re c mmonly till. actual anifacts
continue to fun tion, though their users likely have no idea how Ihey work.

holar of Unh discuss technology in terms of the "smith," "Unh," and
"stellar" level. M st of Unh lingers at Ihe smilh level, TLA. A few rth exul
tants and researcher pres rve Ihe rth level of technology. TL 5-7. and

everian Autarch fears Ihat Ascia may be well into TL5 and moving up. The
tellar level represents First Empire achievement and the technology wielded by

Ihe my teriou cac gens. TLs -12 in general. Even higher technology e i ts in
even higher universe (see p. 46).

The presence of magic com
pound the confu ion. ome of Ihe
010 t advanced device - uch as
Ihe powerful teleportation artifacts
Ihat everian encounters - may rely
on magic or psionics rather than
technology. ee hapter 9. Thallm
attlrgy, ~ r more information.

To model this range of technol
ogy. base a G RP eM"'" cam
paign at TL7. Mo t PC and PC
will lake -15 points of Ihe Primitive
disadvantage (see p. B26); thi will
not count against .heir -40-point
limit on di dvanlages. Some char
acter background could be at TLs
1-3: any additional levels of
Primitive past the third do count

against the -40-point limit. Many character concept will enable. or even
require. purchase of the High Technology advantage (see p. 126) up to TL 10 at
standard costs.

Chara ters wilh access '0 ultra-tech equipment, but not knowledge. hould
purchase nusual Background to ju tify it (but see Gadgeteer. p. 53). The
Unusual Background cost can range from 10 points for a ingle TL8 laser pi tol
to 50+ point for all the va t. weird invenlory of the Hou e Ab olute.
Pnnicularly Oashy gear (especially Ihat In-ser pi tol) will probably also require
high tatus or Rank to prevent some anniger or exultant from ju t taking it 01T
your hands ...
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2d/-ld, C

3d/5d, C

Failure

2d/-1 i, 2d. C
2d/3d. U
3d/4d. C

2d/4d

-2i1-3i. A. U

-Iii-Ii. 2d. X

3d/4d, U
2d13d. U, X

2d/-2i. 2d
2d/3d. U

-\ iI-2i. 2d, U

2d/3d, U
2dl3d. U

-2i1-4i
-2i1-3i

-2i. 2d/-3i. 3d

-2i. 2d/-3i, 3d, I
-2i1-4i. U

2d/3d, U
3d/4d

3d/3d. caughl and tried
-2i1-3i. X

IQ-2
IQ-2
Besl PR
IQ+I
Be>! Altribule-2

Roll

PR

Worst PR

Worst PR
IQ
Worst PR
Besl PR
IQ

Best PR
Worsl PR

Worst PR

Best PR
1Q-2
Besl PR
Besl PR

PR
Tactics+2
DX
Will

Tactics-2

Job Cablel~==========rr===·
Job (requirements), Monthly Income

Poor Jobs

Apprenticet" (none), 2
Autarch's slate guildsmant" (varies), $10
Fann handtt (Agronomy-S+ or Riding-I 0+). $50
Monachlmonkt (Theology-12+). $5
Urban laborer* (varies. usually none), $120

Struggling Jobs
AUlochlhon tribesman" (Agronomy. Fishing, or Spear at 10+). 135
Clavinger/police (Broadsword-I 2 and Criminology or Interrogation-I 0). $220
Cultellariilbandil" (One weapon skill and Intimidation or So< Appeal al 10+). $120
L1anerolcowboytt (LassolRiala. Riding (Merychip).

and Survival (Plains) 12+). 100
Sailortt (Seamanship 12+). $10 x skill
Soldiertt (12 points in combal/weapon skills), $70 + $40 x Military Rank
Thief* (at least four thief skills al 13+ or IWO al 16+). $150
Traveling camifexlexecutioner* (Two-Handed Sword or

Two-Handed AxlMace 12+). $ISO
Traveling entel1ainer* (performance-I 2+). $15 x skill

Average Jobs
Beast fighter* (Animal-Handling-12+, Performance-IO+. weapon skill 12+).

$20 x Performance skill
Dimarchilcavalry (Guns (Pyrolechnic Polearms), Riding, and any sword 12+). $350
Forester (Crossbow, Tracking, and Stealth 12+). $325
Innkeeper* (Administration and Savoir-Faire (Servant) at 12+), $350
Sage" (Hidden Lore and Research at 12+), $250
Schiavonilmercenary" (12 points in combal/weapon skills, own weapons).

$200+$50 x Military Rank
Smuggler* (Boating, Riding (Merychip), or Teamsler (Merychip) 14+), $2-10
Uhlanlroad sentry" (Intimidation. Lance. and Riding 12+). $220

Comfortable Jobs
Armiger mililary officer* (16 poinL~ in CombatlWeapon skills, Leadership

or Intimidation 12+, appropriate Rank), $300 plus Rank x $300
Servant of the throne/government administralor (Slatus 2.

Administration and Polilics 14+). $SOO + $200 x Administrative Rank

Wealthy Jobs
Oplimate merchant" (Status I. propel1y wol1h $25.000+). 2% of investment
Armiger landholder or merchant" (SWlUS 2. propel1y wol1h $60,000+),

1.5% of investment
Exultanllandholder* (Stalus 3+, propel1y wol1h $150.000+),1% ofiovestment
Church high official (Clerical Investment 5+. Admini tration-12+.

Theology-13+), $2,000
Exultanl military officer (Stalus 3+. Beam Weapons (Laser)-IO+,

Leadership or Intimidation 13+. Mililary Rank 5+). $400 plus Rank x $-lOO

Administration-3
Administration-I

Administration+ I
Besl PR

Tactics

-3i1-5i. 3d, A. X
-2i1-3i. D

-liI-2i
-liI-2i, U

-I il3d, U

Job Cable Key I================rr===•
• Indicates freelance occupation or pennanent position with freelan c

style variable income. Listed income is earned when roll is made
exactly. For more infonnation. see pp. 6192-194.

t All cOS!S of living are paid. regardless of Status.
tt Room and board provided. These amount to two-thirds of the monthly

Cost of Living.

A -11le character is arrested for a crime. but is freed after Id-2 weeks.
e - Make a HT roll. On a failure. one limb (pick randomly) is crippled.
D - The characler loses his noble LiLie.
1-11le character is impressed into an anny or ship crew.
U - The character loses his job.
X - The character is run out of lown.
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Exultant
HeightlWeight Table

Exultants - the nobility of the
Commonwealth - possess very tall and
slender builds. This condition doesn't come
naturally. The exultanls create clones of
themselves. and through some unknown
process use the clones' bodies as resources
for elongating their own forms (see Social
Stigma (KJroibil) on p. 55).

Assume an exull:l.nl had khaibils during
his years of growth unless the character con
cept specifies otherwise. Exultanls with
khaibilS use the following table to determine
height and weight. Exullanls without
khaibits or exultant bastards usc the table.
but subtract 8" from their height. which
should rarely exceed 6'5",

Hppearance
Citizens of the Commonwealth are identical to Europeans in skin and hair

colors. Pale skin and brown or black hair is the noml. People with blond or red
hair will be assumed to be from the narrow lands to the south: those with yellow
skin will be considered xanthodenns from the Xanthic Isles: those with reddish
skin will be pre umed 10 be autochthons (see pp. 59-60) or eclectics (see p. 63).
Anything outside of lhi spectrum (for example, a . kin tone of brown or green)
will draw a lot of anemion, and the individual may be illegally enslaved by an
unscrupulous entrepreneur for the sake of thi novelty.

Heighl i very importam in the Commonwealth, since it serve as a signal
of statu . Characters should follow the rule on reducing height by 3" (see p.
B 15), unless they are exultants or exultanl ba tards ( ee the EXlIlta,l/

HeiglrllWeiglrl Table, left).

For each inch of height over 7'6", add
15 Ibs. to average weight.

First Things First
The Book of the cw Sun lays down

the haziest line between magic and technol
ogy. Sufficiently advanced technology
accounts for much of what appears to be
ffi3gery. OLher effects mu t surely be magi
cal - if they're not psionics or really
advanced ultra·tcch.

The result is that in New Sun. the
reader cannol define the line between sci
ence and magic. CURPS New Sun uses
GURPS magic mechanics as much for con
venience as to imply that the resulting
effcclS are. indeed. magical in nature.

Chapler 9, Thaumaturgy. goes into
more detail about alternate ways to frame

ew Sun-style powers. The GM should
review these options and determine which
powers arc at work in his camp'lign prior to
character creation. A OM planning a cam
paign in which all magic is ill-understood
technology may not want his players pur
chasing Magery for their characters.

Then again, he might. Commonwealth
citizens possess little grasp of how their
world works. pes can be kept in the dark
about what they're dealing with. The OM
may lel his players believe they are purchas
ing Magery, but interpret it secretly to him
self as a psionic power or a very limned ver
sion of the High Technology adval1lage!

T

5 or below
6
7
8
9
10
II
12
13
14
15

16+

Ileigllt

5"9""
6'

6"2""
6'4"
6'6"
6'8"

6'10"
l'

7"2""
1'4"
7'5"
1'6"

Weight

130 lb•.
140 lb•.
145 lb•.
150 lb•.
155 lb•.
160 lb•.
165 lb•.
1701bs.
1801bs.
195 lb•.
210 lb•.
230 lb•.

}\1oney and Cost of Ci"ing
Starting wealth is $1,000. To delemline the monthly cost of living, use the

fanlasy/medieval example on p. B 191.
Commonwealth citizen aren'l as affluent as in more "stock" fantasy set

tings, or GURPS Fantasy in particular. Mo t. even those of higher Status, live
relalively hand to mouth, with the vast majority of their income going to pay
their monthly cost of living. Even Status 0 or Slatus I characters often can't be
ure where their neXl meal is coming from. Threadbare garmems aren't exclu-

sivcly the wardrobe of beggars and slaves. GMs should play up this scnse of
struggling to make ends meet.

MOlley
The Commonwealth is ues large coins of relatively low valualion. They are:
The ae ,or "ice," a copper coin of 0.1 oz. worth $0.05.
The orichalk, a brass coin of 2 oz. worth $10.
The asimi, a ilver coin of 4 oz. worth $250.
The chri os, a gold coin of 4 oz. worth $5.000.
These coin give gold a value of 20,000 per pound. silver a value of

$1,000 per pound, and bra a value of $80 per pound.

•
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HDVB~CB@€S, DISBDVB~CB@€S, B~D SKICCS
ew, exotic encounters can maintain the sense of mystery Jthe campaign in which 10 break out those eclectic advantages.

that's a core component of the Book of the ew Sun. This is disadvantage. and kills.
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Rank rule
8 Dux, generalissimo (leads army)
7 Legate (leads legion of 5.(00)
6 Chiliarch (leads 1.000 men)
6 Hipparch (leads a xenagie of 500 cavalry)
6 Polemarch (leads a mora of five to 12 hundreds)
5 Uaiarch (leads a cavalry squadron of two or more iles)
4 lIarch (leads an ile of 200 cavalry)
4 Captain (leads a maniple of 300 infantry)
3 Lochage (leads a lochus or a hundred of 100 infantry)
3 Lancer, lieutenant
3 CondOltiere (mercenary leading a bacele of 50 cavalry)
2 Pilanus
I Vingmer CO leading 20 infantrymen). sergeant
I Comet (leads a comet of 10 cavalry)
o Antepilanu (frontline infantryman)
o Trooper (cavalryman)

Military Rallk 5 poillts/level
In the socially stratified Commonwealth, exullants fill all

officer ranks from 5 to 8. Othcr than thaI restriction, the advan
tage is purchased normally per p. B22. The GM may rule
whether or not characters are able 10 purchase Military Rank. as
discus ed in the advantage description. Military ranks in the
Commonwealth include:

Natllral Spellcastillg see p. CI41
Severian displays this advantage. Others on Urth might. As

mentioned on p. 89. magic use can be modeled in a variety of
fa.hions on Urth.

Racial Memory (Alltarch Mind) 40 poillts
Each autareh throughout the ages has gained this special

version of Racial Memory (see p. C142) through a macabre
process involving the analeptic alzabo (see p. 40). The advan
lage works normally, bUI only applies to all the prcvious
aUlarchs, tretching back to Ymar the Almosl Just. Only the
Autarch can have lhis advantage.

Patroll see pp. B24-25
Most guilds serve their members as patrons. Even the

unruly members receive legal help, influence-peddling, or
financial assistancc when they need it.

Some patrons will provide ultra-tech cquipmcnt. Usually
this won't be for the character's personal use, and thus costs no
points. If the character can use thc ultra-Icch equipment toward
his own ends. it increases the cost of the Patron by 10 points.

seep. CI26
ew Sun cam-

Blessed see p. CI34
A fair share of Urth residents have been gifted by a god or

otherworldly force with an innate ability or two. The GM must
give his blessing for a PC to take this advantage.

Bionics
TLS bionic replacement parts are available for those who

have no access to cloning technology (in the Commonwealth,
th.is usually means non-cxultants). Bionics probably are rare to
very rare. but common enough to qualify as no more than an

nnalural Feature (p. C185) if unconcealed. The GM will have
to determine availability and where the supply comes from. The
Autareh might maintain a very advanced specialized guild.

High Technology
This advantage will be fairly cornn,on in a

paign. See Technology Levels on p. 50.

Hd"antages I~==========rr===·
The following modifications or clarifications apply to

existing CURPS advantages in a ew Sun campaign.

Literacy see p. B21
rth characters may have Literacy for no points, but many

will have the IJIiteracy disadvantage.

Gadgeteer see p. CI25
In ew Sun, this is essentially the Unusual Background

"Access to lots of ultra-tech items as long as you can make
them your elf," The 25-point version won't be uncommon
among Urth's thaumaturge . They houldn'l have to pay for
Unusual Background again once they've built up an inventory
of re-invenlions.

Magery see p. B21
The Book of the ew Sun suggests that Magery and

related advantages can be learned - or at least acquired after
characler creation with minimal difficulty - unlike in standard
campaigns. Severian's own abilities seem to refine during his
journeys, possibly starting at no aptitude. The witches' guild
(see p. 7 ) possesses a method of recruilment that suggests any
girl can be turned into a witch. The GM may decide ju t how
easily a non-mage can acquire Magery. if at all.



The AUlarch Mind gives you all the knowledge required of
the office of Autarch. You know the words of power that will
unlock doors and activate long unused machinery.

GM should keep in mind that - even though this is the
active version - autarchs generally don't go around trying to
dredge up memories of every person, object, or place they
encounter. So Autarch Mind will often surprise them with the
deja vII-like. ensations described for the passive version of
Racial Memory. When passively "notified," the Autarch can of
course attempt to actively access his memories for more
detailed infonnation.

Status see p. BI8
The following titles or social levels are found in the

Commonwealth.

Level Commol/weallh Title
8 Avatar of the New Sun.
7 Autarch, the Great Lords (Abaia. Erebus. etc.).
6 Exarch*, ethnarch, tetrareh"". prince, baron.
5 Melropolitan", count. palatine, archon"".
4 Margrave, liege.
3 Starost. Status 3 is the lowest exultant level and

usually the highest non-exultant level.
2 Lancer, alcalde, burgess (anniger level); exultant bastard.
I Optimate level.
o Commoner level.
-I Bondsman, servant, peon, eclectic.
-2 Extern, autochthon, outsider, underworld.
-3 Beggar.
-4 Slave. man-beast.

" Purchased with Clerical Investment rather than Statu .
"" Purchased with Administrative Rank rather than Status.

Exultant bastards (the offspring of an exultant and a non
exultant) are a special case. They are nonnally Status 2. even if
engaged in a "Iower" profession, unless they've become out
lawed, enslaved, or something equally drastic. They cannot
climb into exultant levels of Status any more easily than could a
person of nonnal height. They can become armigers, optimates,
or commoners. As amligers their height usually gives them an
advantage - they are automatically seen as "officer" material
though still denied the high Military Ranks reserved for pure
exultants.

Secret (Hol1lullculus) -/0 points
Homunculi are bioengineered people, the creations of thau

maturges with skill in genetic engineering. As a result, they
may possess strange feature such as racial advantages nor
mally prohibited to a "human" character.

Primitive see p. B26
Almost everyone on Ulth will have this disadvantage. In

the TL4 Commonwealth, most citizens are Prinlitive -3. a -15
point disadvantage that doesn't count against their personal -40
point limit. See Techl/ology Lel'els on p. 50.

Disciplines of Faith see p. Cl89
All varieties of these are common in the Commonwealth.

Addictioll (Analeptic Ah.abo) see p. B30
The analeptic alzabo (see p. 90) acts in some regards as an

addictive. hallucinatory, illegal drug costing more than $100 a
dose. Despite that. it doe n't qualify for the Addiction disad
vantage, since very few users are in position to partake every
day and it doesn't seem to require a painful withdrawal.

The GM might allow a Compulsive Behavior or Obsession
to reOect an overwhelming taste for analeptic alzabo. Repeated
use of analeptic alzabo also seems to carry the danger of
acquiring a plit Personality (p. B37) or two. This ha"ard
seems greatly increased by Eidetic Memory - those with photo
graphic memory are vinually guaranteed to acquire the dead
person' personality!

Disad"antagesl==========!?==='-
Existing disadvantages are modified or specialized for the Illiteracy see p. B33

New Sun below. The GM may want to rule that. as with the Primitive disad-
vantage, Illiteracy doesn't count against the -40-point disadvan
tage limit since ifs SO common. As in medieval Europe. most
Commonwealth businesses have shop signs with big, simple
pictures to convey the name to non-literates.
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Most homunculi take the Secret disadvantage concerning
their origins. A known homunculus would be treated poorly in
Commonwealth society, being perceived as property (akin to a
slave) rather than a person. Individual reactions of fear, disbe
lief, outrage, mischief, etc. could make the reception of this
news far worse - a known homunculus might be attacked,
hunted, enslaved, consulted as a sage or fortune teller, "dwarf
tossed" ... or really mistreated. The exposed Secret transfonns
into a -20-point Social Stigma.

Social Stigma (Khaibit) -10 points
A khaibit (the ancient Egyptian term for the "shadow

soul") is the clone of an exultant, a "shadow" self used to
enhance the exultant. Even though the khaibit is an identical
copy, tl,ere is never any danger of confusing the khaibit for the
original. By some unknown science, the exultant gains pro
longed youth and the willowy stature as ociated with exultants
only at the expense of the khaibit (who remains around 6' tall).

This undoubtedly involves use of the khaibit's blood, but
other organs might be involved. In addition, should the need
arise for transplants, the khaibit would be expected to be the
donor.

The khaibit's place within the exultant household usually is
somewhere between pennanent hou eguest and servant, but in
reality the khaibit is less than a slave. Within the House
Absolute, the khaibit women are assumed to take the place of
the original chatelaines in fulfilling the duties of concubinage to
the Autarch.

If a khaibit were to somehow escape, he or she would have
to disappear very quickly, preferably in a big city like Nessus.
Such a fugitive would probably have an exultant house as an
Enemy. The khaibit's skills would be limited, but he or he
could claim to be an exultant bastard and satisfy most people.

!'lew Cimitation
Severian uffers the following side effecl of his Eidetic

Memory.

Mental Fugue -30%
This curious malady may be a common aftliction of those

with Eidetic Memory, at least at the econd level; it is a
-30% limitation to eitller level of the advantage. Whenever tl,e
character delves too deeply into memory, there is a chance of
becoming hypnotized by the reliving of past events - this is the
Mental Fugue state.

If the character has to actively remember a time he would
currently rather be in rather tl,an the present, then he must Jail
an IQ roll or be snared in a Mental Fugue. For all practical pur
poses, treat tl,e condition as if the character is asleep.

A Mental Fugue can last from 30 minutes to 3 hours (Id x
30 minutes) or even longer, depending on circumstances. The
character in such a state can be awakened with a touch or a
shake, but will remain stunned for 2-12 minutes. Injuries allow
an IQ roll to recover, at a bonus equal to hits taken. (The injury
may, of course, cause its own, shorter-lived stunning ...)

j

• ShillfHI=============r?I===·
•

t
I

I

The following modifications or clarifications apply to
existing GURPS skills.

AlchemylTL see p. 859
Given how tl,e GM defmes science and magic in Itis New

Sun campaign, Alchemy might be a prerequisite for science
skills such as Chemistry, Physics, Electronics, and Genetic
Engineering. Before mastering any hard science, the Unh
researcher must first pick up it trail in the semimystical
resources available to him.

Alchemy itself probably delves primarily into restoring
ultra-tech medicine (though it may well include knowledge of
elixirs such as seen in GURPS Magic). A pair of campaign
specific potions are found on p. 90.

Electronics OperationlTL see p. 858
The Professional Skill (Torturer) i assumed to cover the

small amount of electronics operation required by ome torture
devices. Someone with Elcctronic Operation (Medical) or
Interrogation of the appropriate TL could probably figure a tor
lure device out, though practical Interrogation torture at any TL
usually involves nothing more sophisticated than a leather
glove, rubber hose, or phone book.

GeneticslTL9+ see p. 861
The Genetic Engineering specialization covers three pri

mary areas of endeavor: khaibit construction, homunculus con
struction, and tran fonnational surgery. See p. 91 for details.

GWlIlerlTL see p. 850
NOle that the ability 10 fire and service ultra-tech energy

weapons does not require High Technology, since Gunner (and
related kills, uch as the following Guns specializations) are
physical skills. Matrosses have this skill for several types of
ultra-tech Sllip's weapons, but even torturer journeymen receive
training in the u e of their lower's weaponry.

GUIlsITL7 (Pyrotechnic Polearms) see pp. 83-84
This is skill in using the flame-spouting poleamls so com

mon to Urth armies.

GUllslTLB (Tallgler) see p. UT51
This is skill in using the caliver, or tangle gun. See p. 84.
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Shill R.estrictions

!'lew esoteric Shill
As explained on p. CI137, thi category covers skills rarely

or never seen in reality, and only in the hands of an expert.

SeamanslziplTL see p. B57
To emulate the ew Sun setting, waive the tech-level skill

penalties (see p. B185) for Seamanship. Ultra-tech olar saiJs
(see p. 46) are deployed much like TlA sails, enabling low-tech
seagoing crewmen to perform competently abom'd a starship.

•

Torturer's Grip (Menta/IVery Hard) No default
Prerequisites: I5-point Unusual Background,

Judo at 12+, Physiology/TL5+ at 15+
This advanced body of subduing techniques resembles a

combination of the Pressure Points (p. CI 144) and Hand of
Death skills learned by advanced masters of Eastern martial
arlS. II is not uuly a combat technique, however, being intended
for use on neeing or panicking prisoners who aren't properly
defending themselves.

Torturer's Grip requires a IS-point Unusual Background
(Trained by the Torturers Guild), much as the advanced martial
arts techniques require Trained by a Master. Unlike those
examples, Eidetic Memory does provide its nom1al benefits to
learning Torturer's Grip, since the skill's mostly a maller of
learning precise physiology. Severe penaltie should be applied
to allemptS to use Torturer's Grip on alien Iifeforms.

As noted for Hand of Death (p. C1140), this skill can
unbalance many sons of campaigns.

Three maneuvers are described for Torturer's Grip (see p.
57).

The skill requires utmost concentration. To use a Tonurer's
Grip. the practitioner ImIS( make an All-Out Allack u ing their
Judo skill, opting for a +4 to their kill roll. per p. BIOS. If the
Judo atLack hits and the target fails its defense roll, on the sanlC
tum the allacker rolls his selected Tonurer's Grip maneuver v .
the target's HT in a Quick Contes!. The target adds to his HT
any DR (including Toughness) on the specific body location.

A few skill rarely are appropriate in the Age of the
Autarch. These include: Black Powder Weapons. Computer
OperationlProgramming, Driving. Electronics Operation
(Communication ), Guns other than (Pyrotechnic Polearms) for
the Commonwealth's main military anns and (Tangier) for the
ealivers used on starships, Motorcycle, Photography.
Powerboat, Scuba. Speed-Load, and Telegraphy.

Other skills are the monopoly of one or more guilds by
design or defaull.

Judo seep.B51
Technically. the Judo-using torturer tend to trip people

rather than throw them. The end result - a target nat on its back
- is the same, and the game mechanics are identical.

NavigatiolllTL see p. B57
With regard to navigation by stars: Even the "pole stars"

move over long periods of time, an interesting factor for those
who travel though time and expect to set their course by the
heavens. Sec p. 48 for details.

Professional Skill (Torturer) see p. B58
This professional skill covers the knowledge of excrucia

tion techniques, so when the judge orders a "noyade" or a
"defenestration" one knows what to do and how to handle the
wide variety of equipment available. II is lIot skill in
Interrogation. Interrogation skill does allow using crude and
straightforwmu torture. This professional skill turns torture into
something of an an fom1, but a professional torturer who also
wants to serve as an interrogator must purchase Interrogation
separately without benefit of any defaull. (No maller how good
the professional is at making someone want to talk. this skill
doesn't provide any experience in separating fact from fiction
through the conversational gambits that form the core of
Interrogation.)

In an interrogation. the professionaltonurer may opt to roll
against this kill - adding to the questioner's Interrogation roll
twice the margin of a successful roll or subtracting twice the
amount by which a roll failed - rather than have the interroga
tor take the standm'd +6 bonu for tonure. A dungeon full of
torture devices gives a + I to +5 to the Professional Skill roll.
The torturer and interrogator may be the same person.

The torturers on Urth ply their trade far more often as pun
ishment rather than in assisting an interrogation.

The passing millennia have

overwhelmed the scholars of

Urth, and this overarching skill

simply doesn't exist anymore, at

least not among residents of the

Commonwealth.

History see p. B61
The passing millennia have overwhelmed the scholars of

Urth. and this overarehing skill simply doesn't exist anymore.
at least not among residents of the Commonweallh. Tho e
studying history must in tead specialize, u ing the Hidden Lore
skill (see p. CII47).
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Paralysis Grip (Hard)
Defaults to Torturer's Grip

Cannot exceed Torturer's Grip+4
The torturer must pinch the appropriate ann or leg (-2 to

initial Judo roll). A succes on the ensuing QuiCk Contest
induces paralysis, lasting 10 seconds times the margin by
which the Quick Contest was won. Treat the limb as crippled
for the duration.

Humbaba's Stick (Hard)
Defaults to Torturer's Grip-4

Cannot exceed Torturer's Grip
This is a death grip. n,e torturer reaches into the victim's

body, a it were, and manipulates his nervous system directly.
The torturer must use both hands to strike very specific

points on the torso (treat as targeting the heart, at -4 to the ini
tial Judo roll). A success on the ensuing QuiCk Contest induces
rapid loss of hit points: I hit immediately and I hit every 2 sec
onds thereafter. This efrect continues for 10 seconds times the
margin by which the QuiCk Contest was won.

The victim rolls to retain consciousne s and makes survival
rolls nonnally as his loss of hit points mounts. The GM might
rule that medical practitioners familiar with Humbaba's Stick
can hah the process prematurely with an appropriate skill roll.

!'lew }\1aneu"ersI~========!?==='-
These techniques are used in conjunction with the Convulsiol/ Grip (Hard)

Torturer's Grip skill. More maneuvers may exist at the GM's Defaults to Torturer's Grip-2
discretion. Practitioners may improve these maneuvers nor- Cannot exceed Torturer's Grip+2
mally, per p. CII64. The torturer mu t pinch the victim's neck (-5 to initial Judo

roll). A success on the ensuing Quick Contest induces seizures
very much like Epilepsy (p. B28), lasting 15 seconds times the
margin by which the Quick Contest was won.

ote that seizures can embarrass and quieten a rowdy pris
oner upon coming out of them, where simply being knocked
unconscious would not have the same emotional impa l.

The Dead Lallguage (Mental/Average)
This is the Latin-like language that appears from time to

time, for example in the name ''Tenninu E t," and in phrases
from the Atrium of Time. In the Age of the Autarch, Ancient
X,mthic and the Dawn Language are both "dead" languages as
well.

DawlI Language (Melltal/Average)
The language of Apu-Punchau's people in the Age of

Myth, Dawn Language i based on Quechua. II might not have
a written fonn beyond the knotted cords (see p. 123).

Teratoid Siglls (Melltal/Hard)
These are mysterious symbols wrillen on the walls of

ancient places where magic i prescnt, like the mirror room of
the House Absolute, Ule witches' tower, and perhaps the tunnels
beneath the Old Citadel. They appear to be alien glyphs, perhaps
the written language of the hierodules or the ancient Xanthians.
The witches write ulese symbolS in white, purple, and green.

Ancient Xanthic (Mel/tal/Average)
n,is was the language of the Xanthic Lands in that distam

time before they sunk below the sea to fonn isles. II is akin to
Chinese, and was a major (if not 'he major) language of the
First Empire period of the Age of the Monarch.

I.:anguagesll==========='? .-
Within the confine of the Commonwealth, the Common Common Tongue (Mental/Average)

Tongue will serve most travelers fairly well. Outside the This is the routinely used language of the Commonwealth.
Commonwealth. or in its wilder regions, Common won't be.

Time-traveling adventurers might be surpri ed to encounter
some interesting defaults between modem languages and those
used in the Book of the ew Sun ...

Ascian TOllgue (Mental/Hard)
The Ascian Tongue is in a linguistic family different from

that of the Common Tongue. The difficulty inherent in the lan
guage lies not so much in the mechanics (pronunciation. gram
mar, etc.) as in the psychology. In most languages, individuals
communicate to one another through unique sentences made
out of small building blocks (nouns, verbs, and so on). The
Ascian culture denies the individual to such an extent that spon
taneous communication like this is only allowed to children 
adults must converse entirely through quotes from Approved
Texts (see p. 3 I). In tenns of language study, this means that an
outsider must memorize thousands of phrases from Approved
Texts before even beginning to sound like an adull.

Autochthonous Tongues (Mental/Average)
It seems likely that the various autochthon groups each

have their own ethnic language, to a greater or lesser degree, in
addition to the Common Tongue. Some may be MentalJHard.

Xal/thic Tongue (Melltal/Average)
The language poken among the xalllhoderms in the

Xanthic Isles, this is a simplified version of Ancient Xanthic.
They mutually defaull at -3.
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A characler template lists attributes, advantages. disadvan

tages, and skill that a player can use to quickly build a specific
type of character without overlooking imponanl abilities or gel
ting bogged d wn in the rules. The point COStS of the various
listed abilities add up to the listed "tcmplale COSl." n,e player
pays this cost, chooses the option that he wants, writes those
abilities on his character sheet. and spends any remaining
points in customizing hi character (see below).

Templates are never required, and mixing characters created
with and without templates in a single campaign will have no
impaci on play. The templates simply provide an accounting
convenience, with no in-play effect or "package deal" in their
point costs. GMs and players may treat templates as nothing
more than a refinement of the Character T)pes sections in earlier
GURPS books.

Skills in Templotes
In the following templates, primary skills reflect knowl

edge considered essential to the described profes ion, sec
ondary skills include knowledge that it's hard to imagine that
son of character not having. and backgroulld skill reflect the
son of tangential knowledge often accrued in the template's
pastime. Skill Ii tings follow this format:

Skill Name (Difficulty) Relative Level [Point Cost)-AclUaI Level

Customizillg Templates
Once a player purchases a tempiale, he must customize it

by spending any remaining character point. The template will
not influence how these points are spenl. If the template incor
porates fewer points in disadvantage than the campaign per
mits, the player may take more disadvantages.

Template rarely list quirks, and when they do the quirks
are usually optional. The player should select his own sel of
quirks.

Altering Templates
Templates represent guidelines, not rule. Players may

freely alter them. Subtracting items may result in a character
regarded as incompetent by his peers, however.

Character Templates vs. Racial Templates
Character lemplates differ from racial templates (which

begin on p. 79). Racial templates use attribute modifiers instead
of attribute levels, include advantages that can only be taken as
a racial feature, and list disadvantages that don't count against
the nomlal -40-point limil. Racial templates do make a differ
ence in play, and frequently contain o-point fealUres.

To combine the attributes of a racial template with a char
acter template, simply add or ubtract the racial modifier to the
character-template level and pay the cost for both.

Templates ill New Sun
This section describes some of the more imponant or com

mon sons of people to be found on Unh. These templates cover
a bit more broad "classes" of people than described by charac
ter templates in many other GURPS books. Accordingly, they
are a little more flexible.

Hrmiger 6S points
These are the petty nObility of the Commonwealth, an open

social class of warriors similar to the sanlUrai of feudal Japan.
The women of this class are annigelles. and while it is not

unusual for an armigelle 10 take up the sword to go campaign
ing. it is not expected of them. Foila's story 'The Armiger's
Daughter" (in The Citadel oj the All/arch. Chapter 13) i the
tale of an adventuring amligelle from the pampas who can fight
with two blades at once, told by an adventuring armigette from
the pampas who became wounded while serving with the Blue
Huzzars. Lomer (prisoner in the antechamber), icarete (volun
tary prisoner in the antechanlber), Racho (seen at the Citadel
and in the fiacre race). and Valeria are all of this class.

Attributes: ST II [10), DX I I [IOJ.1Q II [IOJ, HT II [10),
Adl'OlItages: Legal Immunity [5) and Statu 2 [101, plus a total

of 20 points in Alennes [5/1evel); Alcohol Tolerance [5]:
Bionics [varies]: Charisma [5/1evel): Combat Reflexes
[15): Fearlessness [2IIevel]; Fit [5); Heir [5]; High Pain
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These are squat, brown. indigenous people, analogous to
various South American Indian tribes. Autochthon groups
include the island folk of Lake Diuturna, the enchors, the
amphytrions, and perhaps the paralians. Other names might
come from those early Greek myths about people who spmng
up from the earth, or from things thrown on the earth.

Weapon if their unit had access to ultra-tcch am1S. TIlOse with
large land holdings and managerial cares should consider
Accounting, Administration, Agronomy. Animal Handling, and
Area Knowledge of their own lands. Ne'er-do-wells and ladies'
men will shirk their respon ibilities for pleasant evenings pent
boning up on Carousing and Politics (representing expertise at
liule intrigues) and perhaps Literature and Poetry.

An armiger must defend
his honor, be looked down
upon for failing to defend it,
or hide the fact that he
doesn't defend it.

60 points
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Attriblltes: ST 11 [10], DX II [IOJ,lQ 10 [0], HT 12 [20].
Advalltages: A total of 45 points in Absolute Direction [5J;

Acute Hearing [2JIevel]; Acute Vision [2JIevel]; Alertness
[5IleveIJ; Combat Renexes 115J; Common Sense [10];
Danger Sense [l5J; Di ease-Re istant [5J; Fit [5J; ight
Vision [10]; Sanctity [5]; Temperature Tolerance [Illevel];
Unfazeable [15J; or any combination of increased attrib
utes (ST, DX, IQ, and HT).

Disadvalltages: Illiteracy [-10]; Poverty [-10]; Primitive-5
(TL2) [-25]: and Social Stigma (Barbarian) [-15].
Autochthons who live in Commonwealth society would
usually have Status -2. The majority - who frequently
interact with Commonwealth society as the campaign's
"base" setting but live apart from it - pay for Uleir tribal
Status but keep U,e Social Stigma.

NOle: If the GM docsn't allow Illiteracy to fall outside
the usual -40-point cap along with the first three levels of
Primitive (see Disadvalltages on p. 54), this collection is
worth only the "capped" -55 points, raising the template
cost to 65 points.)

Primary Skills: AgronomyITL2 (MIA) IQ [2J-IO; Fishing
(MIE) IQ+ I [2]-11; L.1nguage (Autochthonous) IQ [free as
native]-IO; Spear (PIA) DX [2]-11; Spear Thrower (PIA)
DX [2]-11 or Spear TIlrowing (PIE) DX+ I 12]-12: Stealth
(PIA) DX+I [4J-12; Survival (Plains or Jungle) (MIA) IQ
12]-10; and Tracking (MIA) IQ [2]-10.

F.Iutocbtbon

Thre hold [10]; Legal Enforcement Powers 15 or 10]:
Military Rank 3 [15] or 4 [20]: Rapid Healing [5]:
Reputation [variesJ; Toughnes (DRI) [10]; and Wealth
[10 for Comfortable or a net 15 for WealthyJ.

Disadvalltages: Pick olle of Code of Honor (Gentleman's)
1-10], Secret (Dishonorable) 1-10]. or Reputation
(Dishonomble) 1-10]; and Primitive -3 (TL4) [-15J, plus a
tOlal of -20 points chosen from Bad Temper 1-10]; Duty
(To Autarch, 9 or less) 1-5] or (12 or less) [-I OJ;
Compulsive Carousing [-5 or -10]; Compul ive Gambling
[-5 to -15]; Impulsiveness 1-IOJ; Intolerance [-5]; Jealousy
[-10]; Lecherousness [-15]: Odious Personal Habit
(Boasting) [-5 or -10]; Overconfidence [-10]; Semi
Literacy [-5]; Sense of Duty (To troops or companions)
[-10]; Stubbornness [-5]; and Truthfulness [-5].

Primary Skills: Hemldry (MIA) IQ [1]-10; Riding (Dcstrier or
Merychip) (PIA) DX+ I [4]-12; and Savoir-Faire (MIE)
IQ+2 [free from Status]-13. Warrior armigers (i.e.. most of
the males) should al 0 purchase Broadsword (PIA) DX+I
[4]-12 or Fencing (PIA) DX+I [4]-12; Guns/TL7
(Pyrotechnic Poleanns) (pIE) DX+I [2]-13*; L.,nce (PIA)
DX+I [4]-12 or Spear (PIA) DX+I [4J-12; Savoir-Faire
(Military) (MIE) IQ+I 12]-12; and Tactics (MIH) lQ [4]
II. Annigettes (and armigers who never really took to their
knightly role) may instead apply 16 points to increasing
any combination of skills in this template; this can include
smaller-than- tandard investments in the warrior's com
bal/weapon skills.

Secolldary Skills: Dancing (PIA) DX [2]-11: Disguise (MIA)
IQ [21-11; Falconry (MIA) IQ-I [1]-10: Gambling (MIA)
IQ-I [1]-10; and Law (MIH) IQ-I [21-10.

Backgrolllld Skills: Invest a tOlal of 6 points in U,e following:
Accounting (M/H); Administration (MIA);
AgronomyITL4 (MIA); Animal Handling (MfH); Area
Knowledge (type) (M/E): Bard (MIA); Beam
WeaponslTL8+ (Laser) (PIE); Buckler (pIE); Carousing
(PIA - HT); Crossbow (PIE); Gardening (M/E):
Intelligence Analysi ITL (M/H); Intimidation (MIA);
Leadership (MIA); Literature (MfH); Merchant (MIA);

eedlecraft (PIA): Orienteering (MIA); Poetry (MIA);
Politic (MIA): and Swimming (PIE).

* Bonus of +1 for IQ already applied.

Cllslomizatioll Notes: Loosely base the Gentleman's Code of
Honor upon the description on p. B31 for men. The Urth ver
sion has mutated over untold centuries. and may be full of all
sorts of situation-specific embellishments - the GM may
always declare that. "In the midday watch at the Gate of
Lemurpol, insults may not be answered with a challenge to a
duel:' or somelhing even more arcane. The feminine version

• •• •does not require dueling, but requires protecung one s vIrtue III

other ways. Fighting annigeues may stick to the male code if
they so desire. Ole U,at an armiger must defend his honor, be
looked down upon for failing to defend it, or hide the fact Ihat
he doesn't defend it.

A complementary set of background skills can further
define the nature of an armiger. Those who have spent most of
their time campaigning should invest in Leadership or
Intimidation, Orienteering, Crossbow, and perhaps even Beam
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These strange, savage guildsmen are charged with captur
ing and training beasts for deathsports, and probably with tasks
related to mounting the Autarch's cavalry as well. They also
hold responsibility for defending the western wall of the
Citadel (see p. 33) in case of attack, using the ancient spaceship
weaponry mounted in thcir towcr.

The Animal Empathy advantage most certainly is not
appropriatc, given the amount of bloodshed in their sporting
evenlS.

Secolldary Skills: Area Knowledge (Home region) (MIE) IQ
11]-10: BOHling (PIA) OX-I [1]-10; Bolas (PIA) OX
[2]-11; First AidffL2 (MIE) IQ [I ]-10; Knife (PIE) OX
[1]- I I: and aturalisl (MIH) IQ-I [2]-9.

Backgrolllld Skills: Spend a lotal of I I points in the following
skills. Language (Common Tongue) (MIA) is strongly rec
ommended. though not mandalory. Others include: Animal
Handling (MIH); Augury (MNH): AxelMace (pIA); Axe
Throwing (PIE); Beverage-Making (M/E); Blowpipe
(P/H); Bow (P/H); Camouflage (MIE): Featherworking
(MIA); Gesture (MIE); Herbalist (MIH) (requires bringing

aturalist score to a minimum of 12); MeteoroiogyITL2
(MIA); Mimicry (Animal Sounds) or (Bird Calls)
(P/H - HT); Musical Instrument (Flute. drums.
rainstick ...) (MIH): etmaking (PIE); Poisons (M/H):
Pottery (MIA); Running (PIH - HT); Singing (pIE - HT);
Sling (PIH): Swimming (PIE); and Wrestling (PIA).

Thc guild's patron saint is Perpetua or Luke, but the rites
resemble those of Mithra. In the beast handlers' elevation of
masters, the journeyman stands beneath a grale that a bleeding
bull then crosses, showering the candidate with blood. AI some
point in life. each beast handler takcs a lioness or she-bear in
marriage, after which he shuns human women.

The Book of the ew Sun i cryptic aboul the beast han
dlers' nonnal routines. This templates as urnes that they make
forays into the field to Collccllheir own specimens. and person
ally train their bestial gladiators. All in all, this makes for a very
dangerous individual.

Cuslomizaliol1 oles: Administrative Rank higher than I
requires a far greater investment in skills Ihan shown in the
template. See Torfllrer (p. 76-77) for more information on
building younger. older. and fanner guild mcmbers. and on the
nalure of the Autarch's guilds in general.

Allrihules: ST 12 [20], OX 12 [20], IQ II [10], HT 10 [0].
Ad.-alllages: Admini trative Rank I [5]; Patron (Guild on 9 or

less) [15]: and Status 2 [10], plus a lotal of IS points in
Acute Hearing [2IIevel]; Administrative Rank 2 [5] or 3
[10]; Alertnes [5f1evel]: Combat Reflexes [15]: Danger
Sense [15]; and Fearlessness [2IIevel].

Disadvalllages: Duty (To guild on 9 or Icss) [-5]; Odious
Personal Habit (Mating preferences or disregard for animal
suffering) [-5]: PovCrty [-15]: Primitive -3 (TL4) [-IS]:
Reputation -I (Honest but strange and ill-smelling) [-5];

and Vow (Loyalty 10 Guild and
AUlarch) [-5].

Primary Skills: Animal Handling (MIH)
IQ+I [61-12; Broad word (PIA) OX
[2] -12; Naturalist (M/H)IQ-I [2]
-10; velerinarylTL4 (M/H) IQ [4]
- I I.

Secoudary Skills: Area Knowledge (The
Citadel or a wild region) (MIE) IQ
[I ]-11; First AidITL4 (M/E) IQ
[I ]- I I; GunnerlTL (type: e p. 55)
(PIA) OX-I [I ]-12*: Knife (PIE)
OX [1]-12; et (PIH) DX-l [2]-11;
Spear (PIA) OX [2]- I2: Stealth
(PIA) OX [2]- I2; Teamster
(Merychip) (MIA) IQ-I [1]-10;
Wrestling (PIA) OX 12]-12; and
ZoologylTL4 (MIH) IQ-I [2]-10.

Backgrouud Skills: A total of 6 points
in Accounting (M/H); Admin
istration (MIA): ArmouryITL4
(MIA); BiacksmithITL4 (MIA):
Camouflage (M/E): Detect Lies
(M/H); Packing (M/H); Poi ons
(M/H); Riding (Destrier or

Merychip) (PIA); Survival (type) (MIA); Swimming (pIE);
Teaching (MIA); and Tracking (MIA).

* Bonus of + I for IQ already applied.
80 points

ClIslomiwlioll oles: An adventuring autochthon might con
sider the above a "background" template of life before he ven
tured inlo civilized lands. If enough points are available, simply
add the appropriate tcmplate on top of this one to represent
both sets of experience.

A female character
might drop the primary and
secondary skills relatcd to
spears and bolas. and spend
the resulting 6 points on
additional background
skills.

Autochthon mages are
shamans, perhaps using
some varicty of runc magic
(see pp. M90-93) to perfonn
their rumored shapeshifting
into were-creatures (notably
tigers). This could be han
dled as Magery I (very
likely aspected in some
way) with a suilc of rune
skills and the Activale
Runes spell (sec p. M92). Or
it could bc purchascd a
simply a Shapeshifter
advantage (p. CI43-44).

Beast nandler
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The jailers of the Commonwealth also serve as a sort of
police delectives. TIleir large keys act both as emblems of their
office and as clubs.

The vincula (provincial jail) of Thrax has a liclOr a its
leader. The clavingers' sergeant answers directly to the liclor.

A beast-handler who has spenl an extraordinary amount of
time in the field cOllecting specimens might develop an impres
sive sel of survival and outdoors-relaled skills. One who's spent
most of hi time training deathsport creatures might be a very
formidable combatant himself. The Book of the New Sun
leaves the impression that a beast handler with a passion for
poetry or the like would have to take a bad Reputation or be
even tougher than his peers ...

Anributes: ST 12 [20]. DX II [10), IQ 10 [0). HT II [10).
Advafltages: Legal Enforcemenl Powers [5). plus a lotal of 20

points in Combat Reflexes [15]; Contacts [varies]; Favors
[varies]; Legal Enforcement Powers to 10-point level [5];
Military Rank I [51 or 2 [101; Patron (Lictor on 9 or less)
[IOJ; or increased IQ [IOllevel].

Disadval/tages: Duty (9 or less) [-5] and Primitive -3 (TL4)
[-15J, plus a tOlal of -20 points in Alcoholism [-15]; Bad
Temper 1-10]; Bully [-101; Enemy (Criminal) [varies];
Honesty [-10]; Illiteracy [-10] or Semi-Literacy [-5];
Intolerance [-5]; Poverty [-IOJ; Reputation [variesJ; Sense
of DUlY (To the public) [-10]; Stubbornness [-5]; and
Truthfulness [-5).

5 points

Customizatiol/ Notes: As mentioned above, this template really
is a customization of another template.

Advalltages: Choose one of Absolule Direction [51; Alertness
+1 [5); Disease-Resistant [5J; Fit [5]: or Rapid Healing [5J.

Disadval/tages: Choose one of Compulsive Behavior (Always
eek new horizons) [-10]; Honesty [-101; Impulsiveness

[-10]; No Sense of Humor [-10]; Secrel [-10]; Social
Stigma (Exile) [-10); or Vow (Leave old life behind) [-10).

Primary Skills: AgronomylTL (MIA) IQ [2] and Scrounging
(MIE) IQ+ I [2]. •

Secol/dary Skills: Administration (MIA) IQ-I [I]; Animal
Handling (MIH) IQ-2 [I]; Firsl AidITL (MIE) IQ+I [2J;
Teamster (Merych.ip) (MIA) IQ-I [I]; and veterinarylTL
(MIH) IQ-2 [IJ.

ew towns on the frontiers of the Commonwealth are usu
ally founded by colonists from Nessus or other eSlablished
cities. These people have a wide variety of skills. but they have
at least one thing in common - the desire for a challenge to
their rugged individualism. Frontier towns act as a magnel to all
sorts of characters: armigers bruising for a fight or looking for a
fiefdom, missionarie hoping to convert autochlhons, mer
chanls looking 10 set up shop. and so on.

TIlis template i meant to "add on" to another tempiale or
character conception. It simply adds the advantages, disadvan
tages, and skills useful for praclicing one's profe sion amid the
dangers of colonial life. The core professional skills that will
make the colonist productive will need be supplied by a "base"
template or the player's characler conception. This template
only represents the basic tasks - dropping everything 10 bring
in the crops, applying a bandage when the nearest doctor is
three days away - that any competent colonist should be able
to perform.

Primary Skills: Broadsword (PIA) DX+ I [4)-12;
CriminoiogyITL4 (MIA) IQ (2)-10; and Interrogation
(MIA) IQ [2)-10.

Secol/dary Skills: Brawling (pIE) DX+ I [2]-12; Intimidation
(MIA) IQ [2]-10; Law (MIH) IQ-2 [1)-8; and Streetwise
(MIA) IQ-I [1)-9.

Backgroulld Skills: Spend a total of II points on improving
primary or secondary skill. or: Admini tration (MIA);
Area Knowledge (type) (MIE); Crossbow (PIE): Delect
Lies (MJH); First Aid1TL4 (MIE); GunsITL7 (pyrotechnic
Polearms) (PIE); Leadership (MIA); Polearm (PIA);
Riding (Destrier or Merychip) (PIA); Savoir-Faire
(Military) (MIE); and Tracking (MIA).

Customizatioll Notes: The quality of tl,ese law enforcers might
be modified by Ihe nature of their locale. Those OUl in the
smaller cities and towns might be the equivalent of a co,rupl,
underpaid sherifT's deputy - or an unlouchable, tough-as-nails
Texas Ranger. Those in large cities such a essus may be
sophisticated investigators. perhap with access 10 ultra-Iech
equipment or techniques that they don'l quite understand.

Colonist

50 pointsClal'inger
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Cultdlarii SO points Dimarcbi 60 points
The "cutthroat" outlaws of the Commonwealth lead a dan

gerous existence - unless they can procure magical or ultra
tech aid of their own to combat that which they'lI eventually
encounter. This template covers every sort of bandit from
romantic cavalrymen to brutish thugs stalking about at night
looking for pilgrims sleeping by a campflfC.

Attribules: ST II [IOJ. DX 12 [20]. IQ 10 [0]. HT II [IOJ.
Advanlages: A total of 25 points in Alcohol Tolerance [5];

Alertne [5/Ievel]; Combat ReOexes [15]; Danger Sense
[IS]; High Pain Threshold [10]; ight Vision [10]:
Peripheral Vi ion [15]; Rapid Healing [5]; and Toughness
[10/25].

Disadvanlages: Primitive -3 (TL4) [-15]. and a total of -30
points chosen from Alcoholism [-15]; Bad Temper [-10];
Code of Honor (Pirale's) [-5]; Compulsive Gambling [-5 10

-IS]; Enemy (Clavingers on 6 or less) [-IS] or (9 or less)
[-30J; Greed [-15]; Illiteracy [-10] or Semi-Literacy [-5];
Impulsiveness [-IOJ; On the Edge [-15]; Poverty [-10 or
-IS]; Reputation [varies]; and Social Stigma (Outlaw)
[-151·

Primary Skills: Intimidation
(MIA) IQ+I [4]-11 or Sex
Appeal (MIA - HT) HT+I
[4J-12, plus a total of 10
points in Broadsword (PIA);
Crossbow (PIE); GunslTL7
(Pyrotechnic Poleanns) (pIE);
Knife (PIE); and Spear (PIA).

Secondary Skills: tealth (PIA)
DX+ I [4]-13 and Survival
(Woodlands. usually) (MIA)
IQ [2J-10.

Background Skills: pend 10
points improving primary or
secondary skills and purchas
ing; Acting (MIA); Area
Knowledge (type) (M/E):
ArmouryITL4 (type) (MIA);
CamouOage (MIE); Carou!oing
(PIA - HD; Disguise (MIA);
Fast-Talk (MIA); Fishing
(M/E); Gambling (MIA);
Holdout (MIA); Leadership
(MIA); Merchant (MIA);
Riding (Deslrier or Merychip)
(PIA); Savoir-Faire (Military)
(M/E); Scrounging (M/E);
Shadowing (MIA); Streetwise (MIA); Tactics (M/H);
Teamster (Merychip) (MIA); and Tracking (MIA).

Cuslomizotion Noles: Many bandits start out life in a law-abid
ing profession. Skills, and perhaps some advantages and
disadvantages. reOecting that fonner experience would be
appropriate.

The dimarchi (dee-MARK-ee) are the dragoons of the
Autarch's armies. Usually they are used as mounted infantry
they ride their deslriers to the front lines. then dismount to fighl.
When used in this mode they are organized as infantry - when
they are expected to fight while mounted they are organized as
cavalry.

Away (rom the fronl. they are used as mounted police of
urban areas. as in Thrax.

Attribules: TIl [10]. DX 12 [20].IQ 10 [0], HT II [10].
Advanlages: Legal Enforcement Powers [5], plus a total of 25

points in Alcohol Tolerance [5J; Combat ReOexes [IS];
Daredevil [15]; Fearles ness [2/Ievel]: Military Rank
[5/Ievel]; Patron (Commanding officer on 9 or less) [10];
and Status I [5].

Disadvantages: Primitive -3 (TL4) [-15]. and a total of -20
points chosen from Extravagance [-10]: Illiteracy [-10] or
Semi-Literacy [-5]; Impulsiveness [-10]: Odious Personal
Habits (Boa ting) [-5 to -10]; On the Edge [-IS];
Overconfidence [-10]; and Poverty [-10].

Primary Skills: Broadsword (PIA) DX [2]
12 or Fencing (PIA) DX [2]-12;
Guns/TL7 (Pyrotechnic Polearms)
(PIE) DX [1]-13"; and Riding
(Destrier or Merychip) (PIA) DX+I
[4]-13.

Secondary Skills: Crossbow (pIE) DX [1]
12; Spear (PIA) DX [2J-12; Savoir
Faire (Military) (MIE) IQ [1]-10; and
Tracking (MIA) IQ+I [4]-11.

Background Skills: Use 10 points 10

increase primary or secondary skills or
add: Administration (MIA); Animal
Handling (MIH); AnnourylTL4 (type)
(MIA): Carousing (PIA - HT):
Equestrian Acrobatics (P/H);
Gambling (MIA): Lance (PIA);
Leadership (MIA); Orienteering
(MIA): Savoir-Faire (MIE); Savoir
Faire (Military) (M/E): Survival
(plains. usually) (MIA); Tactics (MIH):
and VeterinarylTL4 (MIH).

" Bonus of +1 for IQ already applied.

Cuslomizolion oles: Purchase Status I.
Military Rank 3, and background skill
such as Carousing and Savoir-Faire to rep
resent a "Three Musketeers" sort of charac

ter. probably an impoverished armiger down on his luck and
unable to afford monthly maintenance of his "true" Status 2.

Riding skill may be improved to represent true cavalry.
intended to fight from the saddle in repeated charges; mOsl cav
alry troopers also should invest in Lance among the back
ground skills.



eclectic 50 points entertainer 50 points

A lifetime spent on the outside
tends to make them into smart,
resourceful individuals.

The mixed-blood offspring of colonists and autochthons,
the eclectics culturally borrow FTom both sides - and are rarely
fully accepted by either group.

A lifetime spent on the outside tend to make them into
SOlan, resourceFul individuals. They can be townsmen in the
provincial cities or herdsmen on the pampas. As interlopers
between two worlds, they can be invaluable guides, scouts,
translators, and diplomats.

Attriblltes: ST 10 [0], OX 10 [0], IQ 13 [30J, HT I I [10].
Advalltages: A total of 25 points in Combat Reflexes [15J;

Contacts [varies]; Cultural Adaptability [25]; Fearlessness
[2IIevel]; Language Talent [2IIevel]; and Unfazeable [15].

Disadvalltages: Primitive -4 (TL3) [-20]; Social Stigma
(Minority) [-10]; and Statu -I [-51, plus choose one of
Honesty [-10]; Illiteracy [-101; Low Self Image [-10]:
Poveny [- I0]; Reclusive[-I O];or Selfless [- IOJ.

Primary Skills: Diplomacy (MfH) IQ [4]-13; Fast-Talk (MIA)
IQ [2]-13; Knife (PIE) OX [1]-10; Language (Common
Tongue or Autochthonous, whichever isn't considered
native) (MIA) IQ [2]-13; and Stcalth (PIA) OX [2]-10.

Secolldary Skills: Politics (MIA) [Q-I [1]- I2; Savoir-Faire
(Servant) (MIE) IQ [11-13; Scrounging (MIE) IQ+I [2]-14;
Streetwise (MIA) [Q [2]-[3; and Survival
(plain, Jungle, or Urban) (MIA) [Q [2]-13.

Backgroulld Skills: Spend I I poinl~ on any of:
Animal Handling (MIH); Area Knowledge
(type) (M/E); AxelMace (PIA); Axe
Throwing (pIE); BlacksmithITL3 (MIA):
Blowpipe (P/H); Boating (PIA); Bolas
(PIA); Brawling (PIE); Carpentry (MIE);
Cooking (M/E); First AidITL3 (M/E);
Fi hing (M/E); GunslTL7 (Pyrotechnic
Polearms) (PIE); Holdout (MIA); addi-
tional Language skills (MIA normally);
Merchant (MIA); Naturalist (MfH); et (p/H); elInaking
(PIE); Packing (M/H); Polearm (PIA); POllery (MIA);
Riding (Merychip) (PIA); Savoir-Faire (Military) (MIE);
Sling (P/H); Spcar (PIA); Spear Thrower (PIA); Spear
Throwing (PIE); Teamster (Merychip) (MIA); TraCking
(MIA); and VeterinaryITL3 (M/H).

Customizatioll Notes: Eclectics are ... eclectic. ome spend
their lives (and character points) refining the primitive skills of
their tribal ancestor. whether or not said tribe accepts them.
Some try to make their way in the civilization of the
Commonwealth, though often looked upon with com and big
otry. Some neally bridge their two worlds, profiting from a liai
son role that only a fellow eclectic could fill.

To reflect this, even primary skill shouldn't be intcrpreted
as "must haves" in this template. Feel free to remove or lower
any skill, and introducing many more skills could be rational
ized with GM approval. 0 two eclectics will have anywhere
near the same skill sets, nor does any "standard" exisl.

Storytellers, musicians, actors, dancers, buffoons, acrobats,
fOI1Une-tellers, jugglers, and beast-baiters all fall into this cate
gory. Guilds for these groups are weak or simply non-existent
in the Commonwealth, but the beasts used in fighting establish
ments (the best ones, at least) come From the beast handlers
guild (see p. 60). Dr. Talos, Severian, Baldanders, Jolenta, and
Dorcas fonn a traveling troupe in The Shadow of the Torlllrer
and The Claw ofthe COllciliator.

Attributes: ST 10 [0], OX 12 [20], [Q I I [10], HT 10 [OJ.
Advalltages: A + I to OX, [Q. or HT [10] plus a total of 20

points in Absolute Timing [5]; Alcohol Tolerance [5];
Attractiveness [5 for Attractive or 15 for
Handsome/Beautiful]; Bardic Immunity [10]; Charisma
[5/1evel]; Claim to Hospitality [1-10]; Empathy [15];
Musical Ability [I/Ievel]; Pitiable [5]: Reputation [varies];
Sensitive [5]; and Voice [10].

Disadvantages: Primitive -3 (TL4) [-15]. plus a total of -30
points chosen From Compulsive Behavior [-5 to -15];
Compulsive Lying [-15]; Dwarfism [-15]; fIliteracy [-10]
or Semi-Literacy [-5]; Impulsiveness [-10]: Laziness [-101;
Lecherousness [- I5]; Overconfidence [- I0]; and Poverty
[-IOor-15].

Primary Skills: PerFormance (MIA) [Q+2 [6]-13 and
Scrounging (MIE) [Q+ I [2]-12, plus pick one set:

J. Bard (MIA) IQ+2 [4]-13 and Bardic Lore (M/H)
[Q+I [6]- I2. Add ollly Poetry (MIA) IQ [2]-11 or all three
of Acrobatics (P/H) DX-2 [1]-10; Juggling (PIE) OX-I
[112]-11; and Jumping (PIE) OX-I [112]-1 J.

2. Spend 12 points among Dancing (PIA); Musical
Composition (M/H); and Singing (PIE - HT).

3. Acrobatics (p/H) DX+I [8]-13; Juggling (PIE) DX+I
[2J- I3; and Jumping (pIE) DX+I [21-13.

4. Augury (MIVH) IQ-I [4]-10 and Fonune Telling
(MIA) IQ+3 [8]-14.

5. Acting (MIA) IQ+3 [6]-14: Bard (MIA) [Q+I [2]-12;
Bardic Lore (MIH) lQ-1 [2]- I0; and CombatlWeapon Art
(type) (PIA, usually) OX [2]-12.

6. Acrobatics (PIH) OX [4]- I2: Animal Handling (MIH)
IQ+I [6]-12; and Whip (PIA) OX [2]-12.
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Secondary Skills: Fa>t-Talk (MIA)
IQ [2]-11 and Sex Appeal
(MIA - HT) HT [2]-10.

Backgronnd Skills: Spend II
points among primary and sec
ondary kills and the following:
Administration (MIA): Animal
Handling (M/H): Carousing
(PIA - HT): Choreography
(MIA); Directing (M/H):
Disguise (MIA): Equestrian
Acrobatics (P/H); Escape
(P/H); Fire Eating (PIA);
Heraldry (MIA); Hypnotism
(M/H); additional Languages
(MIA, usually); Literature
(M/H): Musical InstrumeDt
(type) (MIH); Packing (MIH);
Pickpocket (P/H): Riding
(Merychip) (PIA); Savoir-Faire
(MIE): Sleight of Hand (PIH);
Streetwise (MIA); Teamster
(Merychip) (MIA): Theology
(M/H); and Ventriloquism
(MlH).

GunnerlTL (type; ee p. 55)
(PIA); Hidden Lore (type)
(MIA); Imelligence Analy isl
TL5 (MlH); Merchant (MIA);
Packing (MIH): PhysicianlTLS
(MIH); Polearm (PIA): Politics
(MIA); Research (MIA); and
Team ter (Merychip) (MIA).

Custom;zation otes: The listed
primary and secondary skills repre
sem those that an extern would
probably find crucial having spent a
few years in the Commonwealth.
The background skills represent
either additional skills he might
learn as a non-native, or the sorts of
skills that would lead him to travel
in the first place.

The character's aClUal profes
sion will need to be crafted from the
high background points given. The
GM should allow the player to use
tho e points on skills nOl listed as
long as they fit into the extern's pro
fession.

Customization Notes: The set of primary skills above repre
sent, respectively, a bardljester, a singerldancer, a
jugglerlacrobat, a fonune-teller/charlatan, an actor, or a beast
handler.

These are the nh-born foreigners who are in the
Commonwealth. The interstellar variety of aliens, the hierod
ules, is beyond the player-character power seale.

Externs include traders from the Xanthic Isles. Ascian
slaves working the upper rivers. perhaps even diplomats from
the Perischii, land of Erebus. Some will be honored guests:
some will be treated worse than animals.

The ari tocracy of the Commonwealth, a living relic from
the Age of the Monarch. exultants fill the ranks of leadership 
in the military as officers, in the government as appointed offi
cial . and in what remain of the church as bishops.

It is difficult for the common people to comprehend their
power - their palaces and castles. their fliers and khaibits. 1lley
have land and vas als, but they are forbidden to have private
annies. a rule they get around by hiring pandours into innocuou
positions like "gamesman." "bodyservant." and the like. Thea.
Thecla, and Vodalus are exultants. The women are addressed as
"chatelaine," the men by their title or "my lordniege," etc.

extern 60 points

exultant 100 points

Attributes: ST 10 [OJ, DX 10 [OJ, IQ 12 [20]. HT II [10].
Advautages: A total of 35 points in Contacts [variesJ; CullUral

Adaptability [25]; Diplomatic Immunity [20J; Language
Talent [2IIevel]; Status [5neveIJ; and Unfazeable [15].

Disadvautages: Primitive -2 (TLS) [-10], plus a total of -30
points chosen from Confused [-10]; Curious [-5 to -15];
Honesty [-10]; Illiteracy [-IOJ or Semi·Literacy [-5];
Oblivious [-31: Odiou Personal Habits [-5 to -15]: addi
tional Primitive [-Snevel]; Social Stigma [varies]: negative
Stmus [-5nevel]; and Xenophilia [-51-15J.

Primary Skills: Language (Common Tongue) (MIA) IQ [2]-12.
Secoudary Skills: Diplomacy (MIH) IQ-I [2]-11 and Savoir

Faire (Military, Servant, or tandard) (MIE) IQ [I J-12.
Background Skills: Use 30 points to increase the above skills

and add kills from the following lis!: Accounting (MIH);
Administration (MIA); AichemylTL5 (MIVH);
Amhropology (M/H); Area Knowledge (type) (MIE);

Attributes: ST 10 [0], DX II [10], IQ 12 [20J. HT 10 [0].
Advantages: Legallmmunity [IOJ; Status 3 [IS]; and Wealthy

[a net 15], plus a total of 30 points in Alcohol Tolerance
[5]; Alternate Identity [15J; Bionics [variesJ; Claim to
Ho pitality [1-10]; Contacts [variesJ; Fashion Sense [5];
Heir [5]: Legal Enforcement Powers [5/10115]; Longevity
[5J: Military Rank 5 [25]; Patron (Autarch or higher exul
tant) [varies]; Reputation [varies]: Sanctity [5]: additional
Status [5nevel]: Unusual Background (Ultra-tech heir
looms) [IO+J: and additional Wealth [10 for Very Wealthy
or 30 for Filthy Ri h].

Disadvantages: A total of -35 points chosen from Alcoholism
[-15]; Bad Temper [-IOJ: Bully [-10]; Code of Honor
(Gentleman's) [-IOJ or (Chivalric) [-IS]; Duty (To Autarch
or higher exultant) [varies]; Enemy (Rival family. AUlarch.
etc.) [variesJ; Fanaticism (Sell) [-15J; Glullony [-5J; Greed
I-IS]; Honesty [-IOJ: Intolerance (Racial or religious) [-5];

-
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Megalomania [-IOJ: Paranoia [-IOJ; Primitive [-5/Ievel];
Reclu ive [-10]; Reputation [varies]; Self-Centered [-10];
Semi-Literacy [-5]; Sense of Duty (To Autarch or vassals)
[-I OJ.

Primary Skills: Heraldry (MIA) IQ+I [2]-13; Riding (Destrier
or Merychip) (PIA) OX-I [1]-10; and Savoir-Faire (MIE)

IQ+3 {2i-/5.
Secolldary Skills: Administration (MIA) IQ-I [IJ-II; Beam

WeaponsITL8+ (Lasers) (PIE) OX-I [1]-13*; Broadsword
(PIA) DX+I [4]-12 or Fencing (PIA) DX+I [4J
-12; Dancing (PIA) OX-I [1]-10; Diplomacy (M!H) IQ-I
[2]-11; Falconry (MIA) IQ-I [I ]-11; Gambling (MIA) IQ-2
[112]-10; GunsITL7 (Pyrotechnic Polearms) (PIE) OX-I
[112]-12*; Intimidation (MIA) IQ [2]-12; Law (MIH) IQ-2
[11-10: PilotinglTL 13 (Contragravity) (PIA) OX [2]-11;
and Politics (MIA) IQ [2]-12. Female characters may omit
any combat/weapon skill, spending the points on increas
ing primary, other secondary, or background skills.

Backgrolllld Skills: A total of 12 points pent on: Accounting
(M/H); Agronomy/TL (MIA); AlchemylTL (MIYH):
Animal Handling (M/H); Appreciate Beauty (MIYH);
Area Knowledge (type) (MIE); Artist (M/H); Bard (MIA);
Board Games (type) (MIE); Buckler (pIE); Carousing (pIA
- HT); Detect Lies (M/H); Disguise (MIA); Gardening
(M/E): Hidden Lore (type) (MIA); History (M/H);
Intelligence Analy islTL (MIH); Language (type) (MIA
usually); Leadership (MIA); Lip Reading (MIA); Literature
(M/H); Musical Composition (M/H); Musical Instrument
(type) (M/H); Naturalist (M/H); Needlecraft (PIA);
Philosophy (type) (MIH); Poetry (M/A); Poisons (M/H);
Research (MIA); Savoir-Faire (Military) (M/E); Sex
Appeal (MIA - HT); Strategy (type) (M/H); Swimming
(pIE); Thaumatology (MNH); Theology (MIA); and Whip
(PIA).

* Bonus of +2 for IQ alrelldy applied.

On a more personal level, a TL7 exultant will be more intimate
with certain anifllcts than his TL4 peers: he'll know how to
read a digital clock, for one thing.
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Forester so points
Employed by landed armigers and exultllnts to maintain

forests and manage resources (lumber, game, and so on),
foresters guard against poachers of game, cultivate beasts for
the hunt, or hunt predators despoiling the same. Bands of
foresters llre led by II wildgrave.

•
•

CllstomiUlnOIl Notes: Exultllnts don't exceed Status 6. They
use the Exllitam HeightlWeight Table (see p. 52). Literacy is
expected, though not always accomplished. They have access
to the fine t education in the Commonwealth, but many are dis
dainful of it.

Many exultants have ultra-tech family heirlooms (most
commonly a TL 13 contragravity !lier that requires a 20-point
Unusual Background; see p. 50). It's not inconceivable that an
exultant has the resources to mllintain certain equipments at
TLs 5-7. (Therefore these characters don't automatically buy
Primitive -3 to TL4, though the great majority will have this
disadvantage.) This does 1101 mean that TL7 exultants may
feel free to introduce lost technology such as the automobile;
it simply means they Clln maintain a small high-tech workforce
to maintain or replace any high-tech equipment they do have.

Attriblltes: ST II [10], OX II [10], IQ II [10], HT II [10].
Advalltages: Legal Enforcement Powers [5]. plus a total of 20

points in Absolute Direction [5J; Animal Empathy [5];
Acute Hearing [2/1evel]; Alertness [5/1evel]; Combat
Reflexes [15]; Danger Sense [151; Fit [5J: Legal
Enforcement Powers to 10-point level [5J; and Military
Rank I (Wildgrave) [51.

Disadvalltages: Primitive -3 (TL4) [-151 and a total of -30
points chosen from Honesty [-10]: Illiteracy [-IOJ or Semi
Literacy [-5]; Odious Personal Habits [-5 to -IS]; Phobia
(Crowds) [-15 or -30]; Poverty [-10 or -15]: Reclu ive
[- IOJ; Social St igma (Fonner eri mi nal)[-I OJ: and both
Unnatural Feature (Scars from past whippings) [-51 alld
Appearan e (Ugly) [-101.

ilJiil~_ilJiilim~.ilJ·



each and every waking minule. possibly due to the expense of
trainingjoumeyman in higher-than-baseline technology.

A campaign incorporating a fulgurator would probably
need to either center around his profes ion or assume he' left
the guild. GMs hould keep in mind that an ex-fulgurator likely
will lose access to the equipment and supplies of his craft: a
TL4 world doesn't produce many lightbulbs ...

Attributes: ST 10 [0], DX 10 [0]. IQ 13 [30]. HT 10 [0].
Advantages: Administrative Rank I [5]: Patron (Guild on 9 or

less) [15]; and Status 2 [10]. plus a tOlal of 15 points from
Admini trative Rank 2 [5J or 3 [10]: Favors (from prompt
service) [variable]; Less Sleep [3/Ievel]; Lightning
Calculator [5]: Mathematical Ability [10]: and Unusual
Background (TL6 gadgets entru ted to character by the
guild) [10+].

Disadvantages: Duty (To guild on 15 or less) [-15]: Primitive
-I [-5]; Poveny [-15]; and Vow (Loyalty to Guild and

AUlarCh) [-5].
Primary Skills: Aichemy/TL6 (MIVH) IQ-I [4]-12:

ElectronicsITL6 (Utilities specialization)
(MfH) IQ+2 [8]-15; and Mathematics (M/H)
IQ-I [2]-12.

Secondary Skills: Area Knowledge (Wired areas
of essu) (M/E) IQ+ I [2J-14: Electronics
OperationITL6 (Utilities) (MIA) IQ [2]-13;
EngineerITL6 (Civil) (M/H) IQ-I [2]-12;
GunnerlTL (type; see pp. 76-77) (PIA) DX-I
[1]-11*; Hidden Lore (Electrical power)
(MIA) IQ [21-13; and MechaniclTL6
(Generators) (MIA) IQ [2]-13.

Background Skills: Invest 4 points in increasing a
single primary or secondary mental skill (this
will be a +2 to skill unless it's Alchemy, which
would be + I). Then spend a total of 6 points
in: Accounting (M/H); Administration (MIA):
Physics/TL6 (M/H): Streetwi e (MIA):
Swimming (PIE): and Teaching (MIA).

* Bonus of +2 for IQ already applied.

Customization otes: Administrative Rank higher
than I requires a far greater investment in skills
than shown in the tempiale. ee TOr/urer (p. 76)
for more infonnation on building younger, older,
and fonner guild members. and on the nature of

the AUlarCh's guilds in general.
Fulgurators deal with a specialization of Electronics not

described in GURPS Basic Set - the installation and mainte
nance of routine power genemtion and tnm mission equipment.
This "Utilities" specialization covers generators, electrical
wiring, and the electronic tools required to suppon same. The
mechanic specialization of "Generators" covers generators and
likely large steam engines - essus' local river doesn't seem
to now quite fast enough to provide much hydro-generating
potential.

Fulgurators may be able to take other specialization ,
depending on whether the GM decides the Autarch has the
appropriate son of equipment in use.

70 points

A campaign incorporating a
fulgurator would probably need
to either center around his
profession or assume he's left
the guild. GMs should keep in
mind that an ex-fulgurator likely
will lose access to the eqUipment
and supplies of his craft.

Primary Skills: Crossbow (PIE) DX+2 [4]-13; aturalist
(MlH) IQ-I [21-10: Survival (Woodlands, usually) (MIA)
IQ [2J-11 ; and Tracking (MIA) IQ [2]-1 I.

Secondary Skills: Area Knowledge (Region assigned) (MIE)
IQ+I [21-12; Bolas (PIA) DX [2]-11; Broadsword (PIA)
DX+I [4]-12; First AidITL4 (MIE) IQ [1]-11: and tealth
(PIA) DX [2]-11.

Background Skills: A total of 9 points in: Animal Handling
(M/H): BOlanylTL4 (MIH); Camounage (MIE): Climbing
(PIA); Fi hing (M/E): Gesture (M/E); Guns/TL7
(Pyrotechnic Polearms) (pIE): HerbarylTL4 (MIA) (Must
raise aturalist score to 12+ first): Knife (PIE): Law
(M/H): Leadership (MIA): MeteorologylTL4 (MIA); et
(P/H): Orienteering (MIA): Riding (Destrier or Merychip)
(PIA); Savoir-Faire (Military) (MIE); Savoir-Faire (MIE):
Spear (PIA): and VeterinarylTL4 (MfH).

Customization Notes: Foresters may have pasts that they'd
rather forget, so spending extra character points on thieflspy
skills or the like wouldn't be out of the question.

Fulgurator
The fulgurators service the TL6 electrical system of

essus. the House Absolute, and presumably a few other cities
in the name of the AUlarCh. They belong to whal amounts to a
state-controlled electricians guild, which may be organiled
along the lines of a church.

The guild's patron saint is Vitus.
It appears thai the flligurat rs trade tOlal commitment to

their craft in exchange for access to relatively ultra-tech knowl
edge. Fulgurators are elusive in the Book of the ew Sun, yet
electrical service appears fairly extensive. This template
assumes that the guild keeps each and every member busy for



Cenobite 50 points
Attributes: ST 10 [0], DX 10 [0], IQ 12 [20]. HT II IIOJ.
Advantages: Manual Dexterity +3 [9], plus a toLaI of20 points

in Clerical Investment [5/1evel]; Collected [5]; Composed
[5]: Contacts [varies]; Language Talent [2!leveIJ: los
Sleep [3/1evel]: Pious [5]: Plant Empathy [5J; Sanctity IS];
Sensitive [5]: and Strong Will [4/1eveIJ.

Disadval/tages: Discipline of Faith (Ritualism) [-5] and
Primitive -3 (TL4) [-15], plus a total of -25 points in Bad
Sight [-10]; Honesty 1-101; Pacifi m [-15J; Poveny [-10 or
-15]; Selfless [-IOJ: Shyne s [-5 to -IS]; Vow [-I to -15J;
and Workaholic [-5J.

Primary Skills: Calligraphy (P/A) DX+I [41-14·; Illumination
(P/A) DX+I [4J-14·: Singing (pIE - HT) HT+2 [4]-13:
and TIleology (MIH) IQ+ I [6]-13.

Secol/dary Skills: Agronomy/TL4 (M/A) IQ+ I [4]-13;
Cooking (MIE) IQ 11]-12: and
First AidITL4 (MIE) IQ [1]
12.

Backgroul/d Skills: pend 12
points to improve any primary
or secondary skill. purchase
any craft skill. or purchase:
Accounting (MIH); Adminis
tration (MIA); AlchemylTL4
(MIVH); Area Knowledge
(Home region) (M/E); Bard
(M/A); Beverage-Maki ng
(M/E); BotanyITL4 (M/H):
Detect Lies (M/H); Distilling
(MIA); HerbaryITL4 (M/A)
(Requires Botany or Naturali t
at 12+); History (M/H);
Language (A dead language,
usually) (M/A. usually);
Merchant (M/A); Meteor
ologylTL4 (MIA); aturalist
(M/H); Research (M/A);
VeterinaryITL4 (M/H): and
Writing (MIA).

• Bonu of +3 for Manual
Dexterity already applied.

CustomiUltiol/ Noles: Most ceno
bites tend to be community-build
ing one-man bands, with a few
points in most of the dozens of
skills required to keep a small com
munity thriving. Said skills usually

. do not include combat/weapon
skills - mo t cenobites don't subscribe to the theory of home
defense as a necessary evil.

A few cenobite will instead specialize in a panicular role,
and can reach astronomical levels of kill via decades of doing
nothing but praying and perfecting their crafl.

Many cenobite orders will have stricler Disciplines of Faith
than the minimal version presented.

All cenobites muSt be literate.

•"artes

Most cenobites don't

subscribe to the theory

of home defense as a

necessary evil.

A few cenobites will

instead specialize in a

particular role, and can

reach astronomical levels

of skill via decades of

dOing nothing but

praying and perfecting

their craft.

These are the monks of Unh. They in lude anchorites (her
mit monks). cenobites (communal monks), hieromonachs
(ordained monks), and eremites (wandering monks). Caloyers
(of SI. Basil) are a rype of cenobite. and saunyasins a fonn of
eremite. Father Thyme i an eremite.
. Hieromonachs should use the priest templale and guide

hnes (see p. 70). Historically. on Earth the cenobites have
developed liquors and steamed coffees, and pioneered in the
science of plant genetics.

Cuslom;ZJlI;ol/ NOles: As often as not on Eanh, this son of
monk is in retreat from his past life. and may have a well
rounded set of secular skills purchased with extra character
points to renect this. One may assume the same son of person
ality is drawn to a life of solitary contemplation on UI1h.

Anchorite 50 points
Attributes: ST 10 10j, DX 10 [OJ, IQ 12 [20], HT 12 (20).
Ad,'ul/tuges: A total of 20 points in Alertness [5/1evel];

Autotrance [5]: Blessed IvariesJ:
Breath Holding [2!level]: Clerical
Investment [5]; Disease-Resistant
[5J: High Pain Threshold IIOJ;
Higher Purpose [5J; Imper
turbable [IOJ: Longevity [5]:
Pious [5J; Single-Minded [5]:
Strong Will [4/levell: and
Temperature Tolerance [I/level].

Disudvul/tuges: Discipline of Faith
(Asceticism) [-151 and Primitive
-3 (TL4) [-151, pills a IOLaI of -15
points in Bad Temper 1-10];
Hone ty [-10]; Odious Personal
Habits [-5 to -15]; Pacifism 1-15];
Paranoia I-IOJ: Reclusive [-10];
Skinny [-5]; and tubOOm [-5J.

Primury Skills: Meditation (MNH)
IQ+1112J-13: urvival (Iype)
(MIA) IQ [2J-12; and Theology
(MIH) 1Q+2 [8]-14.

Secul/dary Skills: one.
Backgroul/d Skills: Spend 13 points

improving primary skills and on
purchasing: Agronomy/TL4
(M/A); Area Knowledge (Home
region) (M/E); Bremh Control
(MNH); Detect Lies (MIH); Fire
Walking (M/E); Fishing (M/E);
HerbaryITL4 (M/A) (Requires

aturalist at 12+); Language
(type) (MIA, usually): Naturalist
(MIH): Philosophy (Of appropri-
ate type, often Stoicism) (MIH);
Scrounging (MIE); and Writing
(MIA).

JVIonacb
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Attributes: ST 10 [OJ, DX 10 [0], IQ 13 [30], HT 10 [0].
Adval/tages: Status I [5J and a total of 25 points in Alcohol

Tolerance [5]: Appearance [5 for Amactive or 15 for
Handsome/Beautiful]: Chari rna [5I1eveIJ; Contacts
[variesJ; Empathy [15]; Fashion Sense [5]; Heir [5];

Language Talent [2/IeveIJ; Merchant Rank [5/Ievel];
Sensitive [5J; Strong Will [4/1evel]; Voice [10]; and Wealth
[10 for Comfortable or 20 for Wealthy].

Disadvantages: Primitive -3 (TL4) [-15J and a total of
-20 points chosen from Extravagance [-IOJ; Fat [-10 or
-20]; Glunony [-5]; Greed [-15]: Intolerance [-5]; Jealousy
[-10]; Miserliness [-10]; Paranoia [-10]; Semi-Literacy
[-5J; Unnatural Feature (Scars from past whippings) [-5];
and Workaholic [-5].

Primary Skills: Merchant (MIA) IQ+3[8J-16 or Politics (MIA)
IQ+2 [6]-15 and Savoir-Faire (MIE) IQ+3 [2J-16.

Secondary Skills: Merchant or Politics (whichever isn't a pri
mary skill) (MIA) IQ-I [1]-12. If Merchant is primary
skill, then Accounting (M/H) IQ-I [2]-12 and
Administration (MIA) IQ [2J-13. Otherwise, Dancing
(PIA) DX [2]-10 and Fast-Talk (MIA) IQ [2J-13.

Background Skills: Spend 12 points to improve primary and
secondary skills (including those which weren't initially
picked), and to purchase; Agronomy/TL (MIA);

Appreciate Beauty (MfVH): Area
Knowledge (type) (MIE); Ani t
(MIH); Beverage-Making (MIE);
Board Games (type) (M/E);
Carousing (pIA - HT): Diplomacy
(M/H); Gambling (MIA);
Gardening (M/E); JewelerITL4
(M/H); Law (M/H); Leadership
(MIA); Musical Composition
(MIH); Musical Instrument (type)
(M/H); Needlecrafl (PIA);
Packing (M/H); PhysicianITL4
(M/H); Politics (MIA); Riding
(Merychip) (PIA); Sex Appeal
(MIA - HT); Teamster (Mery
chip) (MIA); Theology (M/H);
and Writing (MIA).

Customizalion Notes: An exemplary
merchant prince doesn't have a life
outside his commercial empire. He
purchases Merchant Rank I and
Wealthy (increasing both with left-over
character points), takes Greed and

Workaholic, follows the MerchanllAccounting/Administration
track. and inve ts his background- kill points in increasing
Merchant skill and purchasing Law, Leadership, Politics,
Writing (essential for conveying orders effectively at TLs 2-5
and lower), and perhaps some Diplomacy. The prototypical
layabout heir purchases Handsome Appearance, Fashion Sense,
and Heir; takes Extravagance and Jealousy; follows the
PoliticslSavoir-FairelDancing/Fast-Talk path (with some mini
mal level of Merchant rubbing off from his environment); and
pends his remaining points on increasing Dancing and Fast-

Talk and purchasing Appreciate Beauty, Board Games (type),
Carousing, Ganlbling, Sex Appeal, and Riding. Most optimates
lie somewhere between the two extreme.

Eremites wander Urth

spreading the word of

their faith, depending on

the hospitality of

strangers, and their own

resources when said

hospitality frequently

fails to materialize.

SO points
This is the wealthy merchant class of the Commonwealth.

Many have made their own fortunes, but more live on the
wealth created by their ancestors.

Dorcas seems to have come from a family of optimates,
and on the way to Thrax she and Severian traveled for a time
with a caravan of tinkers and peddlers.

Customization Notes: Eremites
wander Urth spreading the word of
thcir faith, depending on the hospi
tality of strangers. and their own
resources when said hospitality fre
quently fails to materialize. This
might make them beller informed
on the geography and culture of the
Commonwealth than the Autarch
himself.

Many eremites will have a
form of Pacifism. though many
would be unafraid to give an ani
mal, or human behaving like one, a
good whack or two.

Eremites are nearly all literate.

Eremite 50 poiflts
Attributes: ST II [IOJ, DX II [IO],IQ 12 [20], HT 10 [0].
Advantages: A total of 20 points in Alertness [5/1evel]; Blessed

[varies]; Charisma [5/1evel]; Claim to Hospitality [I-IOJ;
Clerical Investment [5J; Common Sense [10]; Empathy
[15J; Higher Purpose [5]; Pious [5J; Pitiable [5]; Sanctity
[5J; Sensitive [5]; Serendipity [15]; and Voice [IOJ.

Disadvantages: Poverty [-15]; Primitive -3 (TlA) [-15]; Vow
(Celibacy) [-5]; and choose olle from Honesty [-10];
Odious Personal Habit [-10]; Selfless [-IOJ; or Sen e of
Duty [-10].

Primary Skills: Bard (MIA) IQ+ I [4]-13; Staff (PIH) DX+I [8]
-12; Survival (type) (MIA) lQ+1 [4]-13; Teaching (MIA)
IQ [2]-12; and Theology (MIH) IQ+I [6]-13.

Secondary Skills: Cooking (M/E) IQ [I J-12; Detect Lies
(MIH) IQ-I [2]-11; First AidITL4 (MIE) IQ [IJ-12; Law
(MIH) IQ-2 [I J-I 0; and Scrounging (MIE) IQ [I J-12.

Background Skills: A total of 5 points in Area Knowledge
(type) ( 11E); Boating (PIA);
Diagnosis/TL4 (M/H);
Disguise (MIA); Meditation
(MIVH); Packing (M/H);
PhysicianlTL4 (MIH); Riding
(Merychip) (PIA); and Singing
(PIE- HT).

Optimate
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Customizatioll Notes: More amuent pilgrims should lean
toward Riding while the commonality would take Scrounging.
Language skills would be a lillie uncommon, since 010 I of the
Commonwealth speaks a single tongue.

Primary Skills: A tOlal of 4 points in Survival (MIA) of various
types (most often Plains, Mountain . and rban).

Secofldary Skills: A tOlal of 4 points in Area Knowledge (MJE)
and Language (MIA, usually) skills, plu Riding
(Merychip) (PIA) DX [2] or crounging (MJE) IQ+I [2].

I
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Customizatioll Notes: A farmer with no experience herding
callie probably would drop the Bolas and LassolRiata skills. but
a cowboy would likely keep some level of Agronomy. Out in
the country, just about everyone has 10 tend to crops from time
to time.

Primary Skills: AgronomyrrL (MIA) IQ+I [4]-12 and
Survival (plains) (MIA) IQ [2]-1 I.

Secolldary Skills: Area Knowledge (Home region) (MJE) IQ+I
[21-12: Bolas (PIA) DX [2]-12; Crossbow (PIE) DX+ I [2]
13; First AidrrL (MIE) IQ [IJ-II; LassolRiata (PIA) DX
[2]-12: Riding (Merychip) (PIA) DX [2]-12; and Teamster
(Merychip) (MIA) IQ-I [1]-10.

Backgroulld Skills: Spend 7 points on: Accounting (MIH);
Administration (MIA): Animal Handling (M/H);
ArnlourylTL4 (lype) (MIA); Brawling (pIE): Broadsword
(PIA): Carpentry (MIE); Cooking (MJE): DiagnosisITlA
(MIH); Fi hing (MIE); GunsrrL7 (Pyrotechnic Polearms)
(PIE); Leadership (MIA): aturalist (M/H); el (PIH):
Packing (MIH); Prospecting (MIA); avoir-Faire (Military)
(MIE): Scrounging (MIE); Stealth (PIA); Swimming (pIE):
Tracking (MIA); VeterinarylTlA (MIH): and Whip (PIA).

SO points

AI/ributes: ST I I [10], DX 12
[20],IQ II [10], HT 10 [OJ.

Advafltages: A total of 20 points
in Animal Empathy 151;
Collecled 15]; Composed
[5]: Common Sense [IOJ;
Disease-Resistant [5] or
Immunity to Disease [I OJ;
Fit [5]; Plant Empathy [5];
and Rapid Healing [5].

Disadvafltages: Primitive -3
(TL4) [-15J and a lotal of
-20 points chosen from
Dependents [varies];
Illileracy [-10] or Semi
Literacy [-5]; Honesty
[-10]; Odious Personal
Habit [-5 to -15]; Poveny
[-10 or -15]; additional lev
els of Primitive [-5/level]:
Reclusive [-10]; Stubborn
ness [-5J; and Workaholic
[-5].

pilgrim 10 points
This is one of the rare opponunities outside of the military

life for the different classes to mingle. and probably the only
one before the grave in which all are equal.

As with Colonist (see p. 61), this is an "add-on" template
representing current or former experience in taking a pilgrim
age.

pioneer
These are the rugged men

and women who, like Casdoe
and Becan, carve a ranch or farm
from the wilderness. Sometimes
former colonists (see p. 61) or
eclectics (see p. 63). they
become lIaneros (cowboys) or
free farmers, adding to the
bounty of the slate granaries one
year. needing emergency ubsi
dies the next.



CustomizatiOI/ Notes: For the Pelerines. a girl of Statu I can
(very rarely) gain entrance. if her family has had a long rela
tionship with the order. Virginity is a StriCI requirement. Higher
ranks include Domnicellae (da!lm-/Iee-KElL-eye), Conexa. and
mistress of postulants. The exact hierarchy is uncenain, but
assume Clerical Investment 4. 3. and 2 respectively. For most
other priests, the emphasis on medical skills would be reduced
or disappear. Bard would become a primary or secondary skill,
and Politics would be common if not required. High priestly
ranks include Metropolitan (Clerical Inve tment 5) and Exareh
(Clerical Investment 6).

Sage so points
In this group are non-religious hernlits like Master Ash,

curator like those who maintain the Botanical Gardens of
essus, librarians like blind Master Ullan, as well as other

philo ophers: acosmists, gymnosophists. philomaths.
philosophists, and phrontiserions (leaders of phronti lerie 
thinking shops).

Scholarship has little organization on Unh, so any single
scholar may be pursuing a strange mix of disciplines.

See the Customiwtio/l NOles to build sages belonging to
the Autarch's curators guild.

Attributes: ST 10 [0], DX 10 [01, IQ 13 [30], HT 10 [OJ.
Advol/tages: A total of 30 points in Administrative Rank

[5/level]: Collected [5]; Eidetic Memory [301; Language
Talent [21level]; Less Sleep [3I1evel]; Patron [variable];
Pitiable [5]: Sanctity [5]; Single-Minded [5J: and Status
[5/level].

Disadvalltages: A total of -40 points chosen from Absent
Mindedness [-IS]: Age [-3I1evel]: Bad Sight [-10]:
Hidebound [-5J: HoneslY [-IOJ: Pacifism [-IS]: Poveny
[-10); 1-3 levels of Primitive [-5/level]; Reclusive [-101;
Shyness [-5 to -IS]: Skinny [-5J: Weak Will [-4/level): and
Workaholic [-5].

Primary Skills: Research (MIA) 1Q+2 [61-15 and Hidden Lore
(type) (MIA) IQ+I [4]-14.

Secol/dary Skills: Alchemy/TL (MIVH) IQ-I [4)-12;
Language (a forgollen one, usually) (M/A) (2)-13:
Literature (M/H) IQ-I [2)-12; and Mathematics (M/H)
IQ-I [2]-12.

•

••

priest so points
The Order of the Journeying Monials of the Conciliator,

commonly called the Pelerines, is the most well-known group
of priests (prieslesses in this instance). They arc a religious
group of aristocratic women. esconed in their travels by guards
(perhaps eunuchs) anned with scimitars. Wandering healers. in
a sense very much like the modem Red Cross, the Pelerines
possessed and protected the acred relic the Claw of the
Conciliator (see p. 95) though apparently unaware of its power.

This template renects a Pelerine. whose members wear
scarlet robes while their postulants (applicants or apprentices)
wear brown.

ce CuslOmi;:,atiof/ Notes below for other varieties of priest.

Scholarship has little

organization on Urth, so any

Single scholar may be purSUing

a strange mix of diSCiplines.

Anributes: ST 10 (0), DX 10 [0], IQ 12 [20J, HT 12(20).
Advof/toges: lerical Investment (5) and Status 2 (10), plus a

total of 20 points in Blessed [varies); additional Clerical
Investment [5I1eveIJ; Collected [5J: Composed [51;
Disease-Resistant [5] or lmmunity to Disease [10];
Empathy [15J; Higher Purpose [5]; Patron [varies]: Piou
[51: Pitiable [5J: Reputation [variesJ: Sanctity [5]; Sensitive
[5]; and Unfazeable [IS].

DisodvolI/oges: Primitive -3 (TLA) [-IS] and Vow (Celibacy)
[-5], plus a tOlal of -30 points in Combat Pamlysi [-151:
Dependents [varies]: Honesty [-10]: Odious Personal Habit
("Saintly") [-5 to -15J; Pacifi m [-15/-30]; Panhenomania
[-10 or -20]: Semi-Literacy [-5J: and Sense of Duty (The
needy) [-10], (All humanity) [-IS J. or (Every living being)
[-201.

Pril/wry Skills: DiagnosisITLA (M/H) IQ [4]-12: First AidITLA
(MIE) 1Q+3 [6]-15; and Theology (M/H) IQ [4]-12.

Secol/dory Skills: Cooking (M/E) IQ [1]-12: Detect Lies
(M/H) IQ 14J-12; and Diplomacy (M/H) IQ-2[IJ-10.

Bockgroul/d Skills: Spend 5 points on: Accounting (M/H):
Administration (M/A): Area Knowledge (type) (MIE):
Augury (MIVH); Bard (M/A): Exorcism (M/H):
Gardening (M/E): Herbary/TL4 (M/A) (Require

aturalist at 12+); Intimidation (M/A); Law (M/H):
aturalisl (M/H); eedlecrart (P/A): PhysicianITL4

(M/H); Politics (M/A): Savoir-Faire (M/E): and
SurgerylTLA (MlVH).



Allribules: ST 10 rO]. DX 12120J, IQ II [10], HT 10 [0].
Advalllages: A total of 25 points in 3D Spatial Sense [IOJ or

Absolute Direction [5J: Alcohol Tolerance [5]: Alertness
[5/level]: Bionic [varies]; Breath Holding [2/level]:
Combat Reflexes [15]: High Pain Threshold [10]: High
Technology + I [20]; Panimmunily [2/5/1 OJ; Rank
(Military or Administrative) [5/1evel]; Rapid Healing [5];
and Toughnes (DR 1)[ I0].

Those who sail across seas. space. and time are all called
by the same professional name on Urth - and indeed, many
individual sailors move between the high seas and the reaches
of space. perhaps several times in their career.

Humans and androids (see pp. 80-81) mix in this group.
TIlOse who have sailed through space have had more accesS to
ultra-tech than their Urth-bound mate - they may have relics
of this exposure, in the fonn of bionics or artifacts.

Both sorts of sailor use the same template in a ew Sun
setting: to design a suictly low-tech mariner or ultra-tech star
farer, simply pick the appropriate advantages, disadvantages.
and skills. There is nothing wrong with then placing a low-tech
sailor on a starship or vice versa: this seems to be a common
practice for replacing crew.

Backgroulld Skills: Spend 10 points on: Accounting (MIH);
Adminislration (M/A): Anlhropology (M/H):
AstronomyrrL (M/H); Augury (MIYH); BotanyrrL
(M/H); CartographyrrL (MIA); ChemistryrrL (M/H);
DiagnosisffL (MIH): Gardening (MIE); Heraldry (MIA):
HerbaryrrL (MIA) (Requires Botany or aluralisl al 12+);
additional Hidden Lore (Iype) (M/A); Law (M/H):
Linguistics (MIYH): MeleorologyrrL (MIA); aturalisl
(MIH); Philosophy (type) (M/H); PhysicianrrL (M/H):
PhysicsrrL (M/H); Poelry (M/A); Teaching (M/A):
Thaumatology (MNH): Theology (MIH); Writing (MIA);
and ZoologylTL (M!H).

Sailor 60 points

Cuslom;wl;oll Noles: Mosl sages are TLA, but not all, so the
template does not aUlomatically apply Primitive -3. All sages
mu t be Iiterale. To create a member of the Autarch's curators
guild of library and museum officials. take Administrative
Rank I [5]; Patron (Guild on 9 or less) [151: and Statu 2 [10]
as the template advantages, then add Reputation +I (Man of
learning) [5]. Take the disadvantages Duty (To guild on 9 or
less) [-51; Poverty [-15J; Primitive -3 (TLA) [-15]; and Vow
(Loyalty to Guild and Autarch) [-5J. and add another
-5 points worth from the list. This does nol change the lem
plale' cost. See Tortllrer (p. 76) for infonnation on building
younger, older. and fonner guild members, and on the nalure of
the Autareh's guilds in general.

The librarians actually have their own ubguild within the
curators guild, called the archivists guild. They are charged
with collecting. organizing, and lending books. There are only
two librarians in Severian's time: han (a 70-year-old, blind
exultanl) is the master archivist and Cyby (a 45-year-old com
moner) is his apprentice.

ot far from the children's section of the Library there i
the Book oJGold - children of the righl lemperament who wan
der into the main library and read this book will volunteer to
join the guild. The librarians then come (like vampires, accord
ing to some, like fairy godparents according to others) and take
the child away. The guild tinci is gray, bUI it may have origi
nally been a white which became more dust-colored through
the centuries.

If the GM is using I-point increments of latus (see p. 21)
to reflect guild stalu , the curators guild would require a 14
point investment for StalUS 2.8 - they rank among the highest
guilds.
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Disadvalllages: Poverty [-IOJ and a t01:ll of -20 points chosen
from Chummy 1-5J or Gregarious [-10]: Duty (On 9 or
less) [-5J or (12 or less) [-10]: Impulsiveness [-IOJ:
Overconfidence [-I OJ; Primitive [-5I1evel]: Semi-Literacy
1-5]; and Sense of Duty (To shipmates) [-5J.

Primary Skills: Either Climbing (PIA) DX [2]-12 and
MeteorologyrrL (MIA) IQ [2)-11 or Free FalVTL (PIA)
DX [2J-12 and Gesture (MIE) IQ+I [2]-12, with all laking
Knife (PIE) DX [IJ-12: SailorrrL (MIA) IQ+I [4J-12: and
SeamanshipffL (see p. 56) (MIE) IQ+3[6J-14.

Secolldary Skills: Boating (PIA) DX [2J-12 or PilotingffL
(type) (PIA) DX [2J-12, plus Freight Handling (MIA) IQ-I
IIJ-IO: Guns (TL7 Pyrotechnic orTLS Caliver) (pIE) DX
IIJ-13*: and Survival (Islandlbeach or Radioactive) (MIA)
IQ+ I [4J-12.

Backgroulld Skills: Spend 12 points on: Administration (MIA):
AlchemylTL (MIVH); Anthropology (M/H): Area
Knowledge (Galaxy) (M/H): Area Knowledge (type)
(M/E): AstrogationffL (MIA); ASlronomylTL (MIH):
AxelMace (PIA); Bard (MIA); Beverage-Making (MIE):
Brawling (pIE); Broadsword (PIA); Carou ing (PIA - HT):
Carpentry (M/E): CanographylTL (MIA): Cooperage
(MIE): Crossbow (PIE); EngineerrrL (Vehicle) (MIH);
Fast-Talk (MIA): First AidITL (MIE): Gambling (MIA);
GunnerrrL (type; see p. 55) (PIA): Hidden Lore (type)
(MIA); Knife Throwing (PIE); Language (type) (MIA, usu
ally); Leadership (MIA); Merchant (MIA); Musical
Instrument (type) (MlH); avigationffL (M/H): Savoir
Faire (Military) (M/E): Scrounging (M/E);
ShipbuildingffL7- (MlH) or Shipbuilding{fL8+ (Starship)
(MIA): ShiphandlinglfL (MIH); Shonsword (PIA); Singing
(PIE - HT); Swimming (pIE); and Tactics ( avaIl (MfH).

* Bonu of +I for IQ already applied.

Customimtioll o/es: Androids (see pp. 80-81) may invest the
55 tempiale points assigned to attributes and advantages toward
purchasing their robotic bodies instead, making this template
cost 5 points for them.

[-15J; Overconfidence [-10]; Post-Combat Shakes [-51;
Poverty [-10]; Sense of Duty (Employer) [-10]; and Social

tigma (Former criminal) [-10].
Primary Skills: Broadsword (PIA) DX [2]-12; GunsITL7

(Pyrotechnic Polearms) (PIE) DX+I [2]-14*; and Spear
(PIA) DX [2]-12. Distribute an additional 6 points among
these skills (either +2 to anyone skill or +I to all three).

Secolldary Skills: Carousing (PIA - HT) HT+I [4]-12:
Crossbow (pIE) DX+I [2J-I3; Tactics (MIH) IQ-I [2]-10:
Scrounging (MIE) IQ+I [2]-12; and Survival (type) (MIA)
IQ [2]-11.

Backgroulld Skills: Spend II points on improving primary and
secondary skills, and the following: Administration (MIA):
ArmouryrrL4 (MIA); Brawling (PIE); Gambling (MIA);
Lance (PIA); Leadership (MIA); Merchanl (MIA);
Orienteering (MIA); Packing (M/H); Politics (MIA):
Riding (Destrier or Merychip) (PIA); Savoir-Faire
(Military) (MJE); Tracking (MIA); and VelerinarylTL
(MIH).

* Bonus of +I for IQ already applied.

CustomimJiou otes: See pp. II -121 for a discu sion of the
varying arms and armor of Commonwealth forces.

These are as varied as a

camarilla in the House Absolute,

strangler cults in Nessus, sorcerer

villages in the mountains, and

Vodalarii in the forests.

This includes the spectrum of mercenaries in the
Commonwealth: lancequenets (cavalry), irregulars at the front.
bodyguards, neighborhood watchmen, roundsmen, and guards.
They are led by a condoniere (Military Rank 3).

Scbia"oni 60 points

Secret Society Member
60 points

These are as varied as a camarilla (a cabal. a small group of
secret schemers) in the House Absolute. strangler cults in

essus. sorcerer villages in the mountain, and Vodalarii in the
forests. The organization can be like a guild or like a religion.
Crime syndicates. anti-government guerrilla. perhaps even
something benign can fall into this group.

Attribu/es: ST 10 [0], DX 12 [20J. IQ I I [IOJ. HT II [10].
Advall/ages: A total of 20 points in Alcohol Tolerance [5]:

Combat Renexes [15]; Fearlessness [2/Ievel]; Legal
Enforcement Powers [5 or IOJ: and Military Rank [5I1eveIJ.

Disadvalllages: Primitive -3 (TL4) [-15J. plus a tot:l1 of -20
points chosen from Duty (9 or less) [-51; Illiteracy [-IOJ or

emi-Lileracy [-5J; Lecherousness [-15]; On the Edge

Attribu/es: ST 10 [0]. DX II [IOJ. IQ 13 [30]. HT 10 [0].
Advall/ages: A 10lal of 30 points in Ally Group [variesJ:

Alternate Identity [15J; Contacts [varie]; ight Vision
[10]; Patron (Cult or Secret Society. or just its leader)
[varies]; Racial Memory (From use of analeptic allObo: see
p. 53) [15]; Rank (Military or Administrative) [5I1evel]; or
IQ 14 [15] or 15 [30].
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Disadvanlages: Duty (To cult or secret society on 9 or less)
[-5); Primitive -3 (TLA) [-15): and Vow (Secrecy) [-5J, plu
a total of -20 point in Delusions [-5 to -151: Edgy [-5):
Extremely Hazardous Duty [replaces Duty for nel -15);
Fanatici m [-15J; Intolerance [-5 or-IOJ; TIliteracy [-10] or
Semi-Literacy [-5); Obsession [-5 to -15); Paranoia [-10];
Reputation IvariesJ; and Secret [-10 or -20].

Primary Skills: Acting (MIA) IQ [2J-13: Disguise (MIA) IQ
[2)-13: Fast-Talk (MIA) IQ [2J-13; and Knife (pIE) DX+I
[2]-12.

Secolldary Skills: CryplOgraphyrrL (M/H) IQ-I (2)-12;
Heraldry (MIA) IQ-I [1)-12; Hidden Lore (type) (MIA) IQ
[2)-13; Holdout (MIA) IQ [21-13; Intelligence AnalysisITL
(MIH) IQ-I 12)-12: Politics (MIA) IQ [2)-13: and Stealth
(PIA) DX+I [4J-12.

Backgraund Skills: Spend 12 points on the following: if the
secret-society member has a "day job" as cover. he may
purchase the skill to perfornl it from these points as well:
Administration (MIA); ArmourylTL (type) (MIA); Boating
(PIA); Camounage (MIE); Crossbow (PIE); Diplomacy
(MIH); Falconry (MIA); ForgerylTL (MlH); Garrote (pIE);
GunsrrL7 (Pyrotechnic Polearms) (PIE); Intimidation
(MIA): Leadership (MIA); Lip Reading (MIA); Poisons
(MIH): Riding (Deslrier or Merychip) (PIA); Shadowing
(MIA); Spear (PIA); Streetwise (MIA): Taclics (MIH):
Theology (MIH): and Tracking (MIA).

Cuslomiztl/ioll Noles: This represents a "thinker" in the soci
ety, someone plugged into its power structure (though at the
very bonom unless some ort of Rank is purchased). Mo t
secret societies also gladly recruit members of less intelligence,
for use as enforcers, soldiers, and ... expendables.

8er"ant of tbe Cbrone
60 points

Admini trators and advisors to the AUlarCh in military and
civil life fall under this heading. Almost all are commoners.
Some are members of the examiners guild (see Customi::t1tioll
Notes, below). Those outside the guild probably enjoy much
greater compens.,tion while lacking the insular job security.

All of the Autarch's guildsmen are technically servants of
the throne as well, but the aClual term is generally used to
describe this class of subordinate.

Al1rWules: ST 10 [0), DX 10 [O).IQ 13130J. HT 1010].
Advalllages: Statu 2 [10], plus a total of 25 points in

Administrative Rank [5I1evel): Contacts [varies): Favor
[varies]: Legal Enforcement Powers [5110/15J: Patron
[varies); and Wealth: Comfortable riO) or Wealthy [20).

Disadvalllages: Duty (To Autarch or supervisor on 9 or less)
[-5) and Primitive -3 (TLA) [-15), plu a total of -20 points
chosen from Bad Sight 1-10); Bad Temper 1-10]: Enemy
(Competing bureaucrat on 9 or less) [-IOJ; Hidebound [-5);
Honesty [-10); Intolerance [-5): 0 Sense of Humor [-10);
Obdurate [-10); Paranoia [-10]: and Workaholic [-5].

Primary Skills: Administration (MIA) IQ+2 16J-15;
Intelligence AnalysisfTLA (MIH) IQ [4J-13: and Politics
(MIA) IQ+I (4)-14.

Secolldary Skills: Accounting (MIH) IQ-I (2)-12: Diplomacy
(MIH) IQ-I [2)-12; Heraldry (MIA) lQ-1 [1)-12; Hidden
Lore (Customs of the House Absolute, or equivalent gov
ernmental arcania) (MIA) IQ-I [1)-12: Interrogation (MIA)
IQ-I [1)-12; Intimidation (MIA) IQ [2]-13: Savoir-Faire
(Servant) (M/E) IQ [1)-13; and Writing (MIA) IQ-I [IJ-12.

Backgroltlld Skills: pend 10 point' on: Detect Lie (MIH);
Disguise (MfA): Economics (M/H): Knife (PIE); Law
(MIH); Leadership (MIA): Lip Reading (MIA); Merchant
(MfA); PhysicianfTLA (MIH); Poisons (M/H): Research
(MIA); Stealth (PIA); Teaching (MIA): Thaumatology
(MfYH): and Theology (MIH).

Most secret societies also

gladly recruit members of less

intelligence, for use as enforcers,

soldiers, and ... expendables.

Cuslomilfttioll otes: All Servants of the Throne must be liler
ate. The hierarchy of civil servants administering the
Commonwealth includes advisors to Ihe Autarch
(Administrative Rank 6), provincial governors such a, archons
or tetrarchs (Ranks 5 and 6 respectively), and military and civil
magistrates such as quaesitors and ablegates (Ranks 2-4). This
Administrative Rank functions imilarly to Status, thollgh ollly
ill dealillgs appropriate to the admillistrator's office. Though
their nominal Statu will rarely exceed 2 (2.8 if using the guild
Statu option on p. 21), servants of the throne can wield enor
mous power and innuence.

This vast administration is policed by the Autarch's exam
iners guild, who witness official events on behalf of the
Autarch, examine things to ensure veracity, and perform the
interrogations of the AUlarCh's pri oners. To create a member
of the guild. take Administrative Rank I IS) and Patron (Guild
on 9 or less) [15) among the template advantages. Rather than
elect from the provided list, take the disadvantages Poverty

[-15): Reputation -2 (Only among fellow servants of the throne)
[-5); and Vow (Loyalty to Guild and AUlarch) [-5]. This lowers
the template's cost to 55 points. See Torlllrer (p. 76) for infor
mation on building younger. older, and fornler guild members.
and on the nature of the AUlarCh's guilds in general. Ole that
members of the examiners guild mu t meel high standards to
exceed Administrative Rank I, whereas non-guildsmen proba
bly do nol. Their patron saint is Expeditus.
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This template represents a hardened veteran of lhe front
lines. nOl one of lhe countless recruiLS sent in to staunch the
bleeding.

Disadvantages: Duty (12 or less) [-101 and Primitive -3 (TL4)
[-15J. plu a total of -20 poinLS chosen from Bad Temper
[-10); rtIiteracy [-10) or Semi-Literacy [-5J; Impulsiveness
[-10]; Lecherou ness [-15); On the Edge [-15J;
Overconfidence [-10); Post-Combat Shakes [-5): Poveny
[-IOJ; Social Stigma (Former criminal) [-10); and Youlh
[-2IIevel].

Primary Skills: Broadsword (PIA) OX [2)-12; GunslTL7
(Pyrotechnic Polearms) (PIE) DX+2 [4)-15*; and Spear
(PIA) DX+2 [8J-14.

Secol/dary Skills: Crossbow (PIE) DX+ I [2J-13; Gesture
(MIE) IQ [1]-10; Savoir-Faire (Military) (MIE) IQ [1)-10;
and Tactics (MIH) 1Q+2 [8)-12.

Background Skills: Spend 9 poinLS on: Admini tration (MIA);
AgronomylTL4 (M/A); ArmourylTL4 (M/A); Brawling
(PIE); Carousing (PIA - HT); First AidlTL4 (M/E);
Gambling (MIA); GunnerlTL (type; see p. 55) (PIA);
Heraldry (MIA); Intelligence Analysis/TL4 (M/H);
Intimidation (MIA); Knife (PIE); Leadership (MIA);
Orienteering (MIA); Packing (MIH); Scrounging (MIE);
Shield (PIE); and Survival (type) (MIA).

* Bonus of + I for IQ already applied.

60 pointsSoldier

Attributes: ST 10 (0), OX 12 (20), IQ 12 [20J. HT IO [0].
Advantages: A total of 15 points in Absolute Direction [5);

Combal Renexes [15J; ContacLS [varies); Danger Sense
[15J; and ight Vision [IOJ.

Disadrantages: Primitive -3 rnA) [-15) and
a total of -15 poinLS chosen from Edgy [
5); Enemy (Clavingers on 6 or less)[-15);
Illiteracy [-10) or Semi-Literacy
[-5); Poveny [-10); and Social Stigma

(Outlaw) [-15].
Primary Skills: Olle oJ Boating (PIA) DX+2

[8)-14; Riding (Merychip) (PIA) DX+2
[8]-14; or Teamster (Merychip) (MIA)
1Q+3 [8J-15.

Secondary Skills: Freight Handling (MIA)
IQ [2)-12 or Packing (MIH) IQ-I [2)-11,
plus Area Knowledge (Area of usual
"run") (M/E) IQ+2 [4J-14; Merchalll
(MIA) IQ+I [4J-13; and Streetwise
(M/A) IQ [21-12.

Background Skills: Spend 5 points on:
Disguise (MIA); Fishing (M/E);
ForgeryITL4 (M/H); Holdout (M/A);
Knife (pIE); Language (type) (MIA. usu
ally): Meteoroiogy/TL4 (MIA);

avigationITL4 (M/H); Orienteering
(MIA); Stealth (PIA); Survival (type)
(M/A); and Swimming (PIE).

CI/stomiwtion Notes: Most muggling takes
place via fast boaLS, because of lhe road clos
ings mentioned above. But boaLS can only go so far, and lhe real
money may be in transponing illicit goods from dock to con
sumer by horse or wagon in lhe dead of night

Smuggler so points
The more restrictive the laws become, the more burden

some the taxe become, lhe more profitable it is to circumvent
bolh by muggling. When Autarch Marulhas closed lhe roads
to travel (around 70 years before lhe Book of the New Sun) it
must have been a real boon to lhc smugglers. Even running
clams from one end of Nessus to lhe other can earn double or
belter if lhey don't go bad.

•

Attributes: ST 12 [20), OX 12 (20), IQ 10 [0). HT II [10).
Advmrtages: A total of 20 poinLS in Alcohol Tolerance [5); Ally

Group Ivaries); Combat Renexes 115J; Danger Sense [15);
Fearlessness [2IIevel); Fit [5); Legal Enforcement Powers [5
or 10); Military Rank [5/1evel); and Toughness (DR I) [10].

Customiwtion Notes: See pp. 118-121 for a discussion of lhe
varying anms and anmor of Commonweallh forces.



Southern Islander
60 points

These big, blond Viking-type inhabitants of the frigid far
South (lhe Southern Isles) probably also fonn a sizable portion
of the population in U,e neighboring arrow Lands. The major
ily fann during the shon growing season, fi h year-round. and
hunt walruses when lhey can. Life under such conditions is
harsh. bul things are made much worse by their close proximity
to the ice demon Erebus (see pp. 43-44). His raiding ships
come in behind fog to lool, plunder, and enslave - hence lhe
common phobia of misl and fog among lhe Southern Islanders.

Many of them get lheir firsl taste of U,e mainland by sign
ing on with the AUlarch's armies - others might nee their
homelands to avoid Social Stigma of one kind or anolher.

o single template can encompass the wide variely of
spellcasting in the Book of the ew Sun. Hierodules like Father
Inire and the Cumacan would be built on alien raciallemplates,
and would only be appropriate in a very high-powered cam
paign. Holy monachs such as Father Thyme would add magical
advantages and skills 10 the appropriate monach template
(eremile in Father Thyme's case). Reclusive sorcerers like
Decuman and Abundantius would likely build magical abilities
from the sage lemplale (as pos ibly would necromancers like
Ceryx). AUlochthon shamans like the uluruncu would add rune
magic or were-fonns 10 the aUlochlhon lemplale. Characters
such as lhe Chatelaine Sancha would add a familiar (see pp.
M115-116) to the exultanl template.

The myslerious witches of the Citadel have their own lem
plate on p. 78.

See Chapter 9, Thaumalllrgy, for more informalion on
spell-easting. See GURPS Wizards for a variety of magic-u ing
templales.

Attributes: ST 12 [20J. DX II [10), IQ 10 [OJ. HT 12 [20].
Advantages: A total of 20 points in Alcohol Tolerance [5 J;

Alertness [5neveIJ: Combal Renexes [15[: Daredevil [151;
and Fearlessness [2nevel).

Disadvalltages: Primitive -4 (TL3) [-20J and Semi-Lileraey
[-5J, plus a tOlal of -20 points chosen from Berserk [-15);
Code of Honor ( orse; sec below. or GURPS Vikillgs for
more detail) [-IOJ: Duty (To kin; 12 or less) [-IOJ; Honesty
[-10]; lllileracy [an additional -5); Phobia (Mist or fog)
[-15]; Poveny [-IOJ: and Social Stigma (Oath-breaker or
kin-slayer) [-15J.

Primary Skills: Broadsword (PIA) DX+I [4]-12; Boating
(PIA) DX+I [4)-12: and SeamanshiplTL3 (MIE) IQ+2 [4]
-12.

Secol/dary Skills: AgronomyITL2 (MIA) IQ [2)-10; AxelMace
(PIA) DX+I [4J-12; Brawling (PIE) DX+I [2J-12;
Harpoon (P/H) DX [4J-II: Knife (PIE) DX+I [2)-12;
Merchant (MIA) IQ [2]-10; and MeleorologylTL3 (MIA)
IQ [2[-10.

100 points

Cllstomizalioll otes: The Soulhern Islanders' Code of Honor
resembles that of the ancient Vikings (see p. Vl26). The ideal
warrior must be courageous but not foolhardy, tenacious, cheer
ful, trlle 10 his word, hospirable, open-handed, and loyal. He
must avenge wrongs, protect friends and family. live well, and
die well. Unlike in Vikillgs canlpaigns, the -10 cost of Code of
Honor does counl against any cap on disadvantages.

These are men of science, recovering or discovering ele
ments of the lost knowledge of previous ages. Often il seems
lhat in their pursuit of empirical Trulh thcy are willing to per
form heinous experiments - the ends justify the means for
U,em, and lhey grow indifferent lO sulTering (or is Uleir scien
lific research just a mask for inherent Sadism?).

Backgrol/lld Skills: Spend 5 points on: Animal Handling
(MIH): Area Knowledge (Southern 1 les or Southern Seas)
(MIE): ArmourylTL3 (MIA): Bard (MIA): Beverage
Making (MIE): Blacksmith1TL3 (MIA); Carousing (pIA 
HT); Fishing (M/E): Gambling (MIA): Intimidation
(MIA); Leadership (MIA); Riding (Merychip) (PIA);
Siding (P/H): Survival (Arctic. usually) (MIA): Taclics
(M/H); Taclics ( aval) (M/H); Tracking (MIA); and
VeterinarylTL3 (MIH).

Attriblltes: ST 10 [0]. DX 10 [0]. IQ 14 [451. HT 10 [OJ.
Advalltages: A total of 50 points in Bionics [variesJ; Gadgelecr

[25]: High Technology + I [20] or +2 [50): Legal Immunity
[5110115J; Single-Minded [5J; StalUs [5neveIJ; Unfazeable
[15J; and Wealth [10120/30150j.

Disadval/tages: A 10tal of -30 points chosen from Bad Temper
[-IOJ: Fanaticism [-15]; Intolerance (Superstitious people)
[-IJ; Loner 1-5]: Manic-Depre sive [-20]; 0 Sense of
Humor [-10]: Obsession [-5 to -15]; Odious Personal Habit
(Skepticism) [-5]; Reclusive [-10); Paranoia [-IOJ;
Primilive [-5/Ievel]: Repulalion [varies); Sadism [-15];
Self-Centered [-to): Solipsisl [-10]: and Workaholic [-5].

Chaumaturge

-"artesSorcerer

ChRRRCC€R6 75
•



normally during hi ubsequent career. If he left under less than
amiable circum tances (which is usually the case) he may gain
a powerful Enemy as well.

These troops guard the Autarch' highways, stationed in
redoubts every 150 miles. They are under orders to kill any
trespassers who do not have safe-conduct passes, and may loot
the bodies of those they kill.

Cllstomil/ltiol/ otes: Given their right to loot. an uhlan might
be able to justify an Unusual Background representing ultra-tech
gear picked up from an unwary traveler's corpse. The kill to
use the gear will be a different issue. Literacy is required.

The journeyman or master should

conduct his affairs with the best

interests of gUild and Autarch in

mind. For instance, the torturers'

Vow prohibits them from using their

Torturer's Grip and similar skills in

their private affairs - doing so would

harm the gUild's reputation.

SO points

Attriblltes: ST 12 [20], DX 12 [20],IQ 10 [0], HT 10 [0].
Advalltages: Legal Enforcement Powers [10] and Legal

Immunity [5], plus a total of 10 points in Acute Vision
[2Ilcvel]; Alcohol Tolerance [5]; and Military Rank I [5] or
2 [10].

Disadvalltages: Duty (9 or les ) [-5] and Primitive -3 (TL4)
[-15], plus -20 points either as Illiteracy [-10] and Secret
(Illiterate; will lose Legal Enforcement Powers and Duty
and add Poverty [-10] if revealed) [-10]; or chosen from
Bad Temper [-IOJ; Bully [-10]: Poverty [-10]; and
Reputation -2 (Legalized bandit) [-10].

Primary Skills: Intimidation (MIA) IQ+I [4]-11; Lance (PIA)
DX+I [4]-13: and Riding (Destrier or Merychip) (PIA)
DX+I [4]-13.

Secol/dary Skills: Area Knowledge (Patrol region) (M/E)
IQ+2 [4]-12 and 4 points in Broadsword (PIA); Crossbow
(PIE); and GunslTL7 (Pyrotechnic Polearrns) (PIE).

Backgrolll/d Skills: A total of 5 points in: Admini tration
(MIA): ArrnourylTL4 (MIA): Brawling (pIE): Carousing
(pIA - HT); Detect Lies (MfH): Gambling (MIA): Knife
(pIE); Savoir-Faire (Military) (MIE); Spear (PIA); Survival
(type) (MIA); and Tracking (MIA).

Ublan

Cllstomillltioll Notes: This template represents a journeyman
who's recently been promoted from apprentice. A master
(Administrative Rank 2) should have Accounting.
Administration, and Teaching at 12+ each, and all primary
skills at level 15+. Any grandmasters (Adminislmtive Rank 3)
mu I have all secondary kills and Accounting, Administration,
and Teaching at 15+. An apprentice would purchase only StatuS
I, no Administrative Rank, and has yet to take the guild Vow.
Most apprentices also have the Youth disadvantage.

The guild Vow ditTers from the Duty in that, even when nOt
"on call." the journeyman or master should conduct his affairs
with the best interests of guild and Autarch in mind. For
instance, the torturers' Vow prohibits them from using their
Torturer's Grip and similar skills in their private atTairs - doing
so would harm the guild's reputation.

Given thi is one of the Autarch's guilds, the torturers hand
out hard cash to members only upon need. but guarantee the
minimal sustenance provided. (Given the capricious, hard
nature of life in the Commonwealth. this is a fair exchange.)
Though the guild doesn't really require poverty, a guildsman
would need a very unusual character concept (or should be an
ex-guildsman) to buy otT his Poor disadvantage.

Any ex-guild member would lose his Administrative
Rank, Patron. and Status advantages, as well as his Duty and
Vow disadvantages, and would be able to buy Wealth up

Attriblltes: T 10 [0], DX 12 [20], IQ 13 [30], HT 10 [OJ.
Advalltages: Administrative Rank I [5]; Patron (Guild on 9 or

les ) [15]; Status 2 [10]; and Unusual Background (Trained
by the Torturers Guild) [15], plus a total of 10 points in
Acute Vision 12Ilevel]; Administrative Rank 2 [5] or 3
[10]: one of Collected [5] or Composed [5]: Fearlessness
[2IleveIJ; Less Sleep [3/1evel]; Strong Will [4/1evel]; and
Temperature Tolerance [I/level].

Disadvalltages: Duty (To guild on 12 or less) [-10]; Poveny
[-15]; Primitive -2 (TL5) [-10]; Reputation -4 (Torturers,
only "believed in" on 10 or less) [-10]; and Vow (Loyalty
to Guild and AUlarch) [-5]. Sadism and related disadvan
tages are stricLly forbidden. which shouldn't be a problem
since this template reaches the usual -40-point cap on dis
advantages.

Primary Skills: Intimidation (MIA) IQ-I [1]-12; Judo (PIH)
DX 14J-12; Physician/TL5 (M/H) IQ-I [2]-12;
PhysiologylTL5 (MlYH) IQ+2 [16]-15; Profes ional Skill
(Torturer) (MIA) IQ-I [11-12; Torturer's Grip (MNH)
IQ-1 [4]-12; and lWo-Handed Sword (PIA) DX [2J-12.

Secolldary Skills: GunnerlTL (type; see p. 55) (PIA) DX-I
[I J-13*; MechanicITL5 (Engines of agony) (MIA) IQ-I
[1]-12: Performance (MIA) IQ-2 [112]-11; Savoir-Faire
(Servant) (MJE) IQ-I [112]-12: Surgery (MlVH) IQ-3
[1]-10: Whip (PIA) DX-2 [112]-10: and Writing (MIA)
IQ-2 [II2J-12.

Backgrolllld Skills: Spend 5 points on: Accounting (M/H):
Administration (MIA); AichemyITL5 (M/YH); Area
Knowledge (The Citadel) (M/E); Detect Lie (M/H);
Interrogation (MIA); Knife (PIE); Swimming (PIE); and
Teaching (MIA).

* Bonus of +2 for IQ al.ready applied.
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Litue is known about this shadowy guild of the Autarch
that lives in the Citadel. They make their apprentices of the
young female children of those who die in the tonurers' tower.
Thus, only women may belong to the guild and on Unh it
appears that Magery - at least the moon-aspected version of the
witches - can be taught to most anyone, like other advantages
such as Literacy and Combat Reflexes.

They reside in the oldest LOwer of the Citadel, and strange
lights bum in the upper reaches al night, accompanied by the
bloodcurdling screams of the witches themselves.

Their patron saint is Mag.
Even the torturers send no male anywhere near pubeny to

their door.

Attributes: ST JO [0]. OX 10 [OJ, IQ 14 [45J. HT 10 [01.
Advalltage : Administrative Rank I [5J; Moon-Aspected

Magery 3 [18J: Patron (Guild on 9 or less) [15]: and Status
2 [10]. plus a tOlal of 15 points in Administmtive Rank 2
[51 or 3 [10]; Autotrance 15]; one of Collected L5J or
Composed [5j or Impenurbable [IOJ or Unfazeable [15J:
Second Sight [2]; Single-Minded [5]; Strong Will [4I1evel];
and Voice [101.

Disad"alltages: Duty (To guild on 9 or less) [-5]; Poveny [-15J;
Primitive -3 (TL4) [-15]: Reputation -2 (Witch, but only
"believed in" half the time) [-5]; and Vow (Loyalty LO
Guild and Autarch) [-5]. plu a total of -10 points in Bad
Sight [-IOj; Lunacy [-10]; ightmares [-5]: and Odious
Personal Habits [-5 or -I OJ.

«litcb 90 points
Primary Skills: AlchemyfTL4 (MIVH) lQ-2 [2]-12 and

Thaumatology (MNH) IQ-2 [2]-12.
Secolldary Skills: Augury (MIVH) IQ-2 [2]-12 and First

AidfTL4 (MIE) lQ [1]-14.
Spells: All of the following are (MIH) IQ+ I [I] except Enchant

which is (MIVH) IQ+I [2J: Beast-Soother-IS; Creale
Earth-IS: Create Water-IS; Crystal Ball (Magic mirror)-15;
Death Vision-IS; Divination (Crystal-gazing via magic
mirrors)-15; Earth to Stone-IS; Earth to Water-IS;
Enchant-IS: Ae h to Stone-IS: History-IS; Icy Weapon
15: Itch-IS: Purify Air-IS; Purify Water-IS; Seek Earth-IS:
Seek Plant-IS; Seek Water-IS; Shape Earth-IS; Seeker-IS;
Sense Foes-IS; Sound-IS; and Trace-IS.

Backgroulld Skills: Spend a 100al of 6 point in: Accounting
(M/H); Administration (M/A); Area Knowledge (The

Citadel) (MIE): Detect Lies (MIH): Dreaming
(MIVH): Herbary/TL4 (M/A) (Requires

aturalist at 12+); Hidden Lore (type) (MIA);
Knife (MIE); Language (type) (MIA, usually);

aturalist (M/H); PhysicianfTL4 (M/H);
Poisons (M/H): Teaching (M/A): and
Theology (MIH).

Customiwtioll Notes: Administrative Rank higher
than I requires a far greater investment in kills
than shown in the template. See TOrlLlrer (p. 76)
for more information on building younger, older,
and former guild members, and on the nature of
the Autarch's guilds in general.

As mentioned. very litue is known about the
witches. The GM should maintain an aura of mys
tery about them whenever possible.

This template assumes that the basic qualifi
cation for a journeyman witch is the ability to cast
the equivalent of a crystal-gazing Divination using
a magic mirror (see p. 95). These mirrors are
treated as equivalent to crystal balls in all respects.
except that they're mirrors and they also form the
basic component for much more powerful spells.

The majority of the remaining spell are cho
sen simply to fulfill the prerequisites for this
Divination spell and Enchant. A PC wit h could
choose five different Earth and Water spells each,
should they choose. The spells Enchant and

Crystal Ball (which actually is used to enchant magic mirrors)
should be retained throughout any modifications.

A master witch would begin adding powerful gate and
necromanlic spell to her repenoire. Other pells likely to be
among the witches' grimoires include Minor Healing, Curse.
Hex, Divination, and advanced pells from the Mind Control.
Body Control, and ecromamic colleges. See Chapter 9,
ThaLlmalllrgy, for more infonnation.

GMs should keep in mind that in the Book of the ew Sun,
powerful magical potential seems to be fairly common. but wide
spread spell knowledge does not. 0 spell i "common knowl
edge" in a world thaI doesn't believe in magic for the most part
Even a guildmasler witch would likely have only a handful of
powerful spells and the minimum prerequisites for them.
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The following entries consist of four bioengineered races,

two robotic varieties of character. and humanity's future evolu
tionary form if all goes well.

The anlhropomorphic races are all servanlS of lhe Autarch.
especially created to serve his needs. It is unknown whether or
not they reproduce naturally at lhis poinl. or whether the
Autareh somehow maintains enough TL9+ technology to keep
producing specimen. one of these races mingle wilh lhe
commonality on Unh. and lhe common folk would greet them
wilh anlazement if encountered.

Mall-Apes -15 poiI/Is
Troglodyte-like crealures with big eyes and long fangs.

lhese guardians of lhe Autarch's mines wear crude c10lhes of
animal fur lhal glow wilh phosphorescent mold. Their simple
bludgeons are often plated with gold. They probably have lheir
own language. but cannot readily communicate in common
tongue.

Man-apes avoid strong light. lhough they can function nor
mally within it when lhey have to.

Weight is nomlal for ST. but height is 2" shoner due to
lheir slightly stooped posture.

Man-apes get ST +2 [20J. DX +1 [10]. and IQ -2 [-15J.
They have lhe advantages of Acute Hearing +3 [6J and ight
Vision [10]. and the disadvantages Agoraphobia [-10].
Primitive -6 [-30]. and Ugly Appearance [·10]. They have lhe
racially learned skill of Broadsword al DX+I [4J to use lheir
crude clubs.

Mastiff-Mel/ 35 poil/ls
Safeguarding lhe Autarch's interest. whelher it be moni

toring the gate traffic from inside lhe honeycombed Wall of
Nessus or guarding a shipment of gold to the fronl. these
hybrids of dog and man meld lhe best and worst features of
unshakable loyally.

Their faces can appear human-like given cenain angles and
lighting. anything but from olher angles. They average lhe same
height and weight as a human of lhe same ST. Their personality
is gruff at best with out iders. and more lhan the average
human soldier they're unafraid to shoot first and son it all out
later.

Most mastiff-men serve the Autarch a crack troops:
almost assuredly they are created for lhis purpose. They often
boast ultra-tech weapons and lhe skill to use lhem.

Mastiff-men get ST +1 [IOJ. DX +1 [IOJ. IQ -I [-10]. and
HT +2 [20]. They have lhe advantages of Acute Taste & Smell
+4 [ J. Discriminatory Smell l15J. Combat Renexes [15J.
Fearlessness +2 [4J. Fur [4]. ight Vision [10]. Sharp Teelh [5].
and Strong Will +1 [4]. They have the disadvantages Bad
Temper [-101. Fanaticism (The Autarch's needs) [-15].
Primitive -3 (TlA) [-151. Shyness (Severe) [-IOJ. and Ugly
Appearance [-I OJ.
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Woman-Cats 40 points
These crealures have been seen acting as servants in lhe

House Absolule. Probably they also function as discreet body
guard. As with mastiff-men. their Fanaticism probably is bred
imo them.

Woman-cats have OX +2 [20], and the advantages Acute
Vi ion +1 [2], Appearance [15], Claws [15], Fur [4], and ight
Vision [10]. They have the disadvamages Fanalicism (The
Autareh's needs) [-15] and Primitive -3 (TLA) [-15]. They also
have the racial kill of Acrobatics at OX [4].

Savoir-Faire (Servant) probably is very common. though
nOllisted as a racial skill. Combat Renexes may be common as
well. The exislence of male counterpans to the woman-cats is
unknown.

Anpiels 35 points
The elile aerial forces of the AULarch, anpiels look like

angelic women Wilh rainbow-colored wing. Stories about
angels (in the brown book, for example) might be based upon
lhe anpiels. They generally wear no clothing nor armor and
fight with laser pistols in each hand.

Their aeries might be found in the crown of moumains or
in the upper reaches of lhe Wall of essus.

Anpiels have ST +1 1101 and OX +3 [30]. They have the
advanl.1ges Acute Vision +3 [6], Beautiful Appearance [15j,
Flight (Winged) 130]. and Strong Will +1 [4]. Their disadvan
tages include severe Claustrophobia [-30], Fanaticism (The
Autarch's needs) 1-15J and Primitive -3 (TtA) 1-15].

Silver-Class Android 85 points
The TLiO melal men of Briah crew the lar-sailing ship in

their long journey through time and space. By their own lore
they evolved from the vacc suits and exoskeleton of the early
Age of the Monarch.

This is the smaller c1as of android used to crew starships
and occasionally found stranded on Urth. It features a human
shape bUI melallic skin and features. Other than lhe sentient
brain, thi is a very basic model: these androids are imended to
use human tools, weapons, elC.

Ole that while the base cost to playa silver-class PC is
reasonable, it as ume that the android has no means of dis
guise and cannOI move among Unh society. It also does nOl
include the 100 points of High Technology +3 advantage thaI
mOSI of these metal men possess.

The android's brain isn't complex enough to be made sen
tient under the standard GURPS Robots rules. This might rep
resem that their crealors had advanced expertise in robotic , or
it might reneet that these androids were created al a higher TL,
and wilh lack of proper suppon have effectively de-evolved
over !.he centuries!

The ilver-class is quite capable of fitting into the battlesuit
slation within it iron-class colleague.

Braill: Standard brain with sentient option and +2 renex
booster (10 Ibs., 0.2 cf, $22,500, 100 points), Complexity 5.

Sensors: Basic Sensors with night vision (0.5 Ibs., om cf,
$2,525, 10 poinls).

Communicator: Basic Communicator with no radio or
cable ja k (0.2 Ibs, neg. volume, $100, 0 points).

Anll Motors: Two ST 18 ann motors (each \.8 Ibs., 0.036
cf. $3,600, 0.09 kW).

Drivetroill: Leg drivetrain with two legs and 0.3 kW
motive power (9 Ibs., 0.18 Cf. $1,800,0.3 kW).

Power System: Power requirement 0.48 kW. uclear
power unit with 0.48 kW OUlpul (2.88 Ibs., 0.029 cf, 20,000,
20 points). Endumnce 2 years (10 points).

Subassemblies: Two anTIS (left and right); head; IwO leg.
Anll Desigll: Each arm houses ST 18 arm molor (0.036 cf)

and empty pace (0.104 cf). Totals 0.14 cf each.
Head Design: Houses sensors (0.01 cf), communicator

(neg.), and empty space (0.34 cf). Totals 0.35 cf.
Body Design: Houses brain (0.2 cf), power unil (0.029 cf),

and empty pace (1.171 cf). Totals 1.4 cr.
Leg Desigll: Houses leg mOlOr (0.09 cf) and emplY space

(0.33 cf). TOlais 0.42 cf each.
Surface Area: Arm 2 each, head 4, body 8, and legs 4

each. Total 24 sf.
Stntclllre: 48 Ib ., 52.400.
Hit Poillts: Arms, head, and legs 6 each: body 12.
Anllor and Threat Protectioll: PO 3, OR 15 metal armor

(2\.6 Ibs., $432, 120 points), 1,000 PF radiation Shielding (48
Ibs., $480, 6 points), and sealed ( 960,20 points).

Biomorphics: Sculpted (2.4 Ibs., $480).
Statistics: 146.18 Ibs. (0.073 tons); 2.87 ef (5'6" tall);

58,877. Body ST 18, arm ST 18 (90 points): OX 12 (20
points); IQ 10 (0 points); HT 12 (20 points). Ground speed 8
(10 points). Floats; water Speed 2. Legality Class 4. Point cost:
85 points.
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SellSors: Basic Sensors with night vision (0.5 Ib ., 0.0 I cf,
2,525, 10 points).

Communicator: Ba ic Communicator wiLh no radio or
cable jack (0.2 100. neg. volume, $100.0 points).

Ann Morors: Two ST 36 arm motors (each 3.6 Ibs.. 0.072
cf. $7.200, 0.18 kW).

Drivetrain: Leg drivetrain with two legs and 0.6 kW
motive power (18 Ibs., 0.36 cf, $3,600, 0.6 kW).

Accessaries: Life upport for 12 hours (25 Ibs., 0.5 cf,
250).

Power System: Power requirement 0.96 kW. uclear
power unit with 0.96 kW output (5.76 Ibs., 0.058 cf, 20,000,
20 points). Endurance 2 years (10 point ).

Subassemblies: Two arms (left and right); head: two leg .
Ann Design: Each ann houses ST 36 amI motor (0.072 cl)

and battlesuit system (0.175 cl). Totals 0.247 cf each.
Head Design: Houses sensors (0.0 I cl), communicator

(neg.), and battlcsuit system (0.4375 cl). Total 0.4475 cf.
Body Desigll: Houses brain (0.02 cl). power unit (0.05

cl). life support (0.5 cl), battlesuit system (1.75 cl), and empty
space (0.547 cl). Totals 2.875 cf.

Leg Desigll: Houses leg motor (0.18 cl), battlesuil system
(0.425 cl) and empty space (0.2575 cl). Totals 0.8625 cf each.

SlIIface Area: Arms 2.5 each, head 4, body 12. and legs 6
each. Total 33 sf.

StmCll/re: 66 Ibs., 3,300.
Hi' Poillls: ArnlS each, head 6. body 18. and leg 9 each.
Amwr: PO 4. DR 30 metal armor (59.4 Ibs., $1,1 8, 190

points). 1,000 PF radiation shielding (66 Ibs., $660, 6 points),
and ealed ($1,320. 20 points).

Statistics: 283.56 Ibs. (0.142 tons); 5.5415 cf (7'4" tall)
(-10 points); $44,468. Body ST 36, arm ST 36 (178 points):
OX 12 (20 points); IQ 9 (-10 points); HT 12118 (50 points).
Ground speed (10 points). Floats (only when unoccupied!);
water Speed 3. Legality Class 4. Point cost: 119 points.

Green Man 10 points
Severian encounters a green man who comes from the dis

tant Ushas future. His skin house plant life that feeds the green
man with mere unlight, presumably through photosynthesi !

An Ushas-era character would have the Doesn't Eat or
Drink LIOJ advantage. On Urth. the green skin would require
the Unnatural Feature [-5J di advantage, which in the one
instance known led to enslavement as a freak-show attraction.

This particular Green Man displayed powerful powers of
divination, teleportation, and time-traveling in connection with
his apparent mastery of the corridors of time (sec p. 20).
Whether these powers are magic, ultra-tech. or psionic is
unknown; in any case simply chaining him seemed to nullify
the teleporting and timeporting abilities. Whether these powers
are routine among Ushas' distant denizen also is unknown.

rlp.

Iron-Class Android 119 points
This larger class of 11..1 0 star-crew android generally takes

on petty-officer roles to the silver-class' officer functions. This
is actually a sentient annored vacc suit, but the average iron
class android hasn't been asked to accommodate an occupant in
centuries, and would likely resent the request.

Like its smaller silver-class cou in, this is a very basic
model appearing to be a large, anllored man and perfectly capa
ble of using human tools and weapons. It also. hares its rela
tion's exemption to the rule that only computers of Complexity
6+ may be sentient.

Unlike its smaller relation, the iron-class android might be
able to move in Urth society for short periods posing as an
amlored human witll the quirk that he never takes his helmet
off!

In all circumstances, the iron-class androids possess the
reaction bonuses and penalties of a human with the Gigantism
disadvantage (p. B28).

Brain: Small brain with sentient option and +2 renex
boosler (0.5 Ibs., 0.02 cf, 1,500. 100 points). Complexity 4.

Balliesuit: For 175-lb. pilot, usually not present (35 Ibs.,
$1,625).
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This is an overview of important technology een in fairly common u e in

ew Sun, and that which icon picuou ly ab ent. For example of unique
magic or ultra-tech item displayed in ew Sun, ee the next chapter,
Thaumaturgy .

•
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As discussed on p. 46, a ew Sun campaign will span TLs
I through 13+. with a major node at TIA (the current TL of
Urth). and ignificant exampI ofTL 5-7 technology.

The GM shouldn't worry too much about comparalive
pricing and such: mo t high- and ultra-tech won't be for sale.

or should the GM treat this list as comprehensive. Introducing
other examples of ultra-tech can enhance a ew Sun campaign.
It can be amusing to let the players work out the identity of
something such as "a cube of unsmeltable metal, its comers
worn by the ages, po sessing twin apertures suggestive of the
jointwork in a southern ship's hull, through which may be
glimp ed springworks in regimented rows:' Whelher or nOt
they' II have the electrical service to make toast afterward i
another question.

Weapons
The Book of the New Sun portrays the following anna

menLS. many of which incorporate pyrotechnic features akin to
advanced napalm or phosphorus.

Presumably this ammunilion can be manufactured at
TIA. or the Autareh maintains mass ultra-tech production
resources for it. The lalter would likely be the service of
one of hi guilds. and a closely held secret.

Melee Weapons
Most of the melee weapons described in GURPS

Basic are in evidence on Urth. A list of exolic Urthian
nanles for these weapons can be found on p. 126; some
of these names correspond to variant weapons found in
Compendium l/ and probably do represent slight design
modifications on Urth as well.

Unique melee weapons include:
Ellergized lash - a crude (but probably TL7) electric

Whip used by young exultanLS tormenting the prisoners of
the antechamber. It looks like braided copper wire. The
handle contains a B cell which lasts for 10 hits, each
doing 1d+2 electrical burning damage in addilion to any
nonnal whip effects. It has a reach of I or 2.

Sholel - a very slrange sickle-sword, u ed by lhe
Ascian tall men (humanoid mounLS: see p. 31). Double
edged. iLS extreme curvature allows it to strike around
shields (-2 to target's Block). Examples range up to 30 inches
from base of hilt to point, and up to 39 inches measured along
the curve. Only those trained in the Phy icaVHard Shotel skill
(defaulLS to Broadsword-3) can use it very well.

Termillus Est - this particular greatsword illustrates the
nature of very fine weapons on Urth. She is a very fine carnifi
cial sword crafted by the legendary lovinian. She has a 4'
blade, square-tipped and double-edged (one edge is used for
men, the other for women). A hollow channel at her core con
tains hydrargyrum (mercury), making her weight shift back
ward when he is raised and rush forward when swung.

She is deadly and beautiful, adorned with an opal in her
pommel and her name along her blade. Agilus offers six chrisos
for her, but later admits that Terminus E t is "an heirloom
worth a villa." It is unknown how many other weapons were
crafted by lovinian or masters of his stature.

Slings
Sling are in common use, their performance enhanced by

pyrotechnic ammunition. These "shooting stars" are self
ignited in the process of lhrowing. The ammo does normal
sling damage plus Id of fire damage. They may also ignite the
larget - armor won't ignite, but clothing will on a l-in-6
chance. Paper or other readily combustible materials ignite on a
3-in-6 chance. Each round of shooting-star ammo COSLS $10 and
weighs I OZ.; il can easily be distinguished from regular sling
ammo.

Crossbows
Cros bows (usually called arbalesLS) are the "second-line"

missile weapon of choice on Urth, issued to troops who can't
afford or don't merit pyrotechnic polearms. These generally fire
pyrotechnic bolts, which self-ignite upon fuing and add Id fife
danlage to the normal crossbow damage. See Slings, above, for
rules on igniting targets. The pyrotechnic bolts cost $12 and
weigh I oz.: they are easily distinguished from regular quarrels.
Repeating crossbows are in use on Urth.

IV R TJ-K< TT 99

Pyrotechnic Polearms
The main military weapon on Urth. these are flamethrow

ers of very advanced function. (Though arbitrarily TL7, they far
exceed GURPS flamethrowers of allY TL in rna S-lo-perfor
mance ratio, and must incorporate magic or radical new design
elements. They could as easily be judged TL3 or TLI5.) They
usually also double as a staff, spear, or polearm to provide util
ity once the limited flame ammunition is expended.

In the ready-state, the polearm is "kindled" with a pilot
light flame at the tip. If the weapon is dropped. the pilot-light
goes out - this is a safety feature. It almost always will go out if
the weapon is used in melee combat. as well.

The flamethrower is flfCd much like a rifle; pulling the trig
ger releases one or several jets of flame with ranges up to 50
yards. The pyrotechnic fuel bums holter than napalm, but can
be extinguished with water. The weapons have a lrong recoil.
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Ship's Weaponry
Both the Commonwealth and Ascia possess a relatively

small contingent of ultra-tech field artillery. The spaceships
converted into towers at the Citadel also still possess their origi
nal beam weapons.

The nature of these weapons is unclear other than they
don't appear to be lasers and might be of mixed types. Some of
the energy weapons seem to fire "bars" of energy in indirect
fire, though lltis isn'l explained. The best explanation may be
that in this setting blasters. flamers, and the like fire plasma dis-

charges of sufficient mass and slow enough velocity
to allow curved trajectories.

Ignoring the indirect-fire question. some good
candidates include disruptors (TL8+). blasters or
charged-panicle beams (TL8+). and flamers
(TL9+). Blasters or flamers might be the best
choices for indirect fire. The GM will have to decide
who has what sort of weapon. A harnessed tearn of
animals might pull into battle a disruptor doing
6dx38 damage with Acc 19, 11202,100 and Max
6,300; a bla ter doing 6dx53 with Acc 20, 1120
3,000, and Max 9,000: or a flamer doing 6dx33 with
Acc 20, 1120 1,800. and Max 5,400. These statistics
would also serve for a mall spaceship-mounted
weapon.

Artillerymen on both sides of the war, and
members of certain guilds in the Citadel, will be

trained in the appropriate Gunner specialization to fire their
annamenlS.

Most personal weapon have a nonremovable power cell
recharged via solar energy. This gives the weapon half as many
sholS as normal, and requires adding a solar panel of equivalent
ize to the power cell (see p. UTI2). Solar recharging can

require a great deal of time, panicularly in Urlh's weak sun
light As a rule of thumb, a panel takes 20 hours in Urlh sun
lighlto recharge a power cell of the same size. Divide 20 by the
weapon's number of sholS to determine how long it takes to
recharge a ingle shot.

Many other Urlh gadgelS use solar panels as well.

Dream
This is a hallucinogenic gas, usually delivered in a TL8+

grenade (see p. UT67), and one of the less common weapons.
For every tum spent in the cloud, a character must roll against
HT-4 modified by Strong or Weak Will. !fhe makes the roll, he
takes I point of fatigue. If he misses, he is beset by debilitating
vi ions that eause him to writhe around on the ground for 40
HT minutes. The gas i TLI 0+ and used by hierodules. who
pay $50 for a grenade. Each weighs I lb.

The armor of Urth is basically

medieval in design. but modern in

materials. Metallic resources are

depleted on Urth. so most armor

is leather where any is worn at all.

Caliver
The tangle gun used on the starship Tzadkiel is for all

intenlS and purposes a TL8+ tangier as described on p. UT51.
The only difference is cosmetic; calivers shoot a long, thin
round thai wraps about the target much like a bolas. The caliver
has a correspondingly slender appearance in comparison to the
standard GURPS tangier. Use Guns (Tangier) skill normally.

As a flamelhrower, use the Guns (Pyrotechnic Polearms)
skill. As a melee weapon, use Polearm. Staff, or Spear skill as
appropriate. Both kills suffer a -I for u ing a "combination"
weapon (see p. HT43). The melee skill will suffer an additional
-I (to -2 total) if the weapon still has any fuel; the melee skill
are practiced with empty weapons (since they'll be used in
combat with empty weapons ...), and Il,e balance hin con
siderably when the pyrotechnic fuel is loaded.

Some common models include:
COI1/I/S - a simple flame-lhrowing taff.
Hastarns - a flame-spewing spear, the basic model.
Demill/lle - poleaml that shoots flame in an area-effect fan.
Korsekes - polearm with one main name and two smaller jets.
Ralls;eur - polearm with one main name and two medium jets.

These flame jelS perform similarly to Earth flamethrowers:
Damage from multiple hilS in a burst is added together before
subtracting DR. Only sealed armor protects fully; unsealed
armor gets only one-fifth DR. Once it hilS, the fire sticks and
continues to bum for IOd turns, doing Id per second with
armor protecting as above. Only tOlal immersion in water or
similar measures will extinguish it Flanle damage has almost
no penetrating ability against cover: dOl/ble the target's PD.

Slug Throwers
o one in ew Sun uses tcchnology even resembling bul

let-firing firearms.

Beam Weapolls
The Commonwealth docs possess energy rifles, which are

reserved for elile forces. Treat these (known as the arquebus.
jezai.!, fusil, and probably by other names) as TL9+ blasters as
described on p. UT51. Laser pistols are sidearms (and symbols
of rank) for officers and exultanlS. Treat these as the TL8+ laser
pistol and heavy laser pistol found on p. UT49.
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Hrmor
The armor of Unh is ba ically medieval in de ign, but

modem in material . Metallic resources are depleted on Unh,
so most annor is leather where any is worn at all. Exultants and
elite troops can be found in armor made of TL5-9 materials.
See p. B211, pp. UT73-74, and pp. UTT73-75 for examples.
Examples on Urth won't normally be full, sealed suits, but
rather an ultra-tech breastplate with leather attachments or a
similar mix. A notable exception:

Catoptic anuor weighs 66lbs. and is

priceless - any non-guard in possession of a
suit will eventually find himself in trouble,
probably sooner rather than later.

Catoptic Armor - The Praetorian Guards of the House
Absolute - and most emphaticaJJy they alolle - wear this TLI 0
mirror armor of stellar origin. It makes the wearer vinually
invulnerable (PO 6. DR 65 on torso, PO 4. DR 50 on limbs. PO
4. DR 35 on hands and feet, PO 5, DR 45 on head except for
helmet visor which i PO 2. DR 35) and invisible (-10 to vision
rolls or visually aimed attacks if wearer is motionless, or -6 if
moving). The gauntlets subtract -I from OX for skills requiring
fine control (including combat skills), so they are often not worn
- making the hands appear to be free-floating entities. like spar
rows flullering around. Treat the armor as Heavy Combat
Armor (see p. UTT75) with an Intruder Suit urface (sec p.
UT86). Catoptic armor weighs 66 Ibs. and is priceless - any
non-guard in possession of a uit will eventually find himself in
trouble. probably sooner rather than later. Legality Class O.

Shields
Shields don't appear to be in widespread use, probably

because the main military weapons are two-handed. Those who
do use shields often have access to TL7+ transparent examples.
These weigh half as much as their low-tech equivalents. and a
transparent large hield doesn't inflict a -2 on the user's weapon
skill.

Otber equipment
The CURPS Basic Sel provides a list of goods commonly

een at TL4. on p. B212. Additional gear includes:

Cloak ojAir
These necklaces are TLI3 refinements of the TLII life

suppon belts from p. UT27. Their low-power deflector field
retains air and heat with a ballery and air-rebreathing endurance
of four hours. The enclosed air is automatically refreshed
whenever exposed to the proper atmo. phere. and heat loss is
negligible. In all other ways treat as a life-suppon belt. Cost at
TLl3 is $700 and weight 12 oz.

Clothing
The following rth names will spice up the basic

AncientlMedieval clothing on p. B21 0:
Coals - balmacaan (shon. rough overcoat); capote (long.

shaggy overcoat with a hood; worn by soldiers, sailors. and
travelers): feamought (thick heavy overcoat made of wool):
jelab (hooded cloak of Morocco); and surtout (a man's great
coat or overcoat).

Robes - camisia (the long hin of the Arab world) and
dolman (Turkish long robe, open in front with narrow sleeves).

Hals - chechia (Arab Imt. like a fez) and petasos (low<rowned
broad-brimmed hat ofancient Greece; worn by travelers).

COllllllll1lications
Radios don't appear to be in regular use in the

Commonwealth, although the Ascians appear to use them and
the Autarch may be forgoing their advantages in hi military
simply to preserve their secrecy. Some technologies in use:

Sigllal faIlS (TLA) - These foil-covered fans act as simple
yet compact heliograph for ignaling. Maximum range under
optimum conditions is less than a mile, unless the viewer is
using a spygla (telescope). $2, 2 Ibs. See pp. HT55-56 for
details of use.

Carrier Pigeolls (TLA) - Baldanders and the hetman of
Murene used these. See p. HT56 for details.

Land alld Air Vehicles
Fillcre - a small, TL4 four-wheeled carriage that is the

taxi-cab of the Commonwealth. The driver sits in front. The
carriage typically is drawn by two onagers; seats two normally,
more in a pinch. Cost $500.

Flier - These are relic of an earlier age: TL 12 contragrav
ity vehicles. Most of them look like a ilver dart with a
retractable dome over the passenger area. The majority are
handed down as priceless heirlooms from generation to genera
tion in exultant families (20-point Unusual Background to pos
ses one).

TIley never land - when not in use they hover at anchor
like kites in the sky. (This i to extend their lifespans. Single
atoms of atmosphere seep into the antimatter core of their con
tragrav units, minutely degrading performance over the cen
turies. "Parking" at a reduced panial pre sure in the upper
atmosphere slows this process.)

Fliers of tandard size can carry 12 passengers. They have
a cruising speed of about 1,000 mph and maximum speed of
1,200 mph. and can reach orbit within an hour. Piloting
(Contragravity) skill is required to fly one.
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Watercraft
The ships of the Commonwealth are of an early TLA con

struction and design (Elizabethan, for those using GURPS
Swashbucklers, with a Mediterranean flavor).

A'80J)' -the biggest merchant ship: a galleon. They cost at
least $200,000.

Caique - a light boat or skiff propelled by one or more
rowers. These are used as ferries on the Acis aI 111rax, and
sometimes anlong the rowers can be found Ascian slaves of the
Autarch. Diques can be filled with one mast. with a square sail
and mizzenmast lateen or bowsprit with sails. Cos!: $500.

Carrack - a big square-rigged merchant
Ship, a three-masted (two square, one lateen)
precursor to the galleon. Carracks regularly
sail up the River Gyoll. os!: $200,000+.

DholV - a one- or two-masted ship of
150 to 200 tons. with lateen sails. Cost:
$75,000+.

Fe/ucca - a small vessel propelled by
oars or lateen sails, used mainly for coasting
voyages. Cos!: $40,000.

Galleass - usually a warship with four
mast and four banks of oars manned by 50
200 oarsmen plus aI least 50 others (to fight
and man sails and ship's weapons). Cost:

00,000+.
Lugger - two-masted, low of freeboard,

and narrow of beam, this ship has quare
sails and sometimes three masts. Ship of
choice for smugglers and privateer. Cost:
$75,000+.

Weapon Cable

Shallop - usually a two-masted hip with lugsails (cost:
$75,(00), or a mall open boat propelled by oars or sails used
mainly in shallow waters (cos!: $40,(00).

711ll/al/legus - pleasure barge used primarily by the nobil
ity. Big, richly decorated, slow moving, this is perfect for luxu
rious water travel. ceremonies, floating parties, and such diver
sions. Cost: $7.000+.

Xebec - a small two- or three-masted vessel, usually
lateen-rigged but with some square sails. Useful both as a hip
of war and as a merchant ship. Can be found on the GyoLl as far
inland as 11lrax. Captain Hadelin's ship A/cyone is a xebec.
Cost: 100,000.

Melee Weapolls
Weapon Type
Shotel cut
Term;nus Est cut

crush

Damage
sw

sw+5
thr+2

Reach
I

I, 2
2

Cost
$700

$30,000+

Weighl
5 Ibs.
7 Ibs.

Min ST
II
12

Special oles
-2 to target's Block.
A very fine square-tipped greatsword.

Missile Weapons
Weapon Type Damage SS Acc 1/20 Max Cost

, Repeating arbalest imp thr+4 12 3 Tx20 STx25 $3751$2
Magazine holds five bolls. Must be cocked normally; boll reloads automatically.

Weigllt
7.5 Ibs.

Min ST
9

Special Notes
Max. dam. 3d.

Pyrotechnic Polearms
Weapon Malf Damage SS Acc 1120 Max WI. RoF Shols ST Rcl Cosls Notes
Contus 16 2d/sec. 8 7 25 35 6 I 3 8 -3 $400/$4 Treat as staff in melee.
Hastarus 16 2d/sec. 8 7 25 35 7 4 4 9 -3 600/$4 Treat as pear in melee.
Demilune 16 2d/sec. 8 7 25 35 13 4 8 II -3 7001$4 Treat as glaive in melee.
Korsekes 16 3d/sec. 7 35 50 14 4 4 12 -4 900/$6 Treat as poleaxe in melee.
Ransieur 16 3d/sec. 8 7 35 50 20 4 8 13 -4 950/$6 Treat as halberd in melee.
Weight is loaded weight. Empty weight is identical to equivalent melee weapon. Costs are for weapon/shot of ammunition.
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Magery and forgotten technology fonn powerful tool in
the Book of the ew un, dangerou to both target and wielder
alike,

Both fields represent arcane arts, Mo t Commonwealth
residents shrug at "magical" effects that they can't explain but
which fit into their worldviews, or scoff at a claimed effect that
does not. But supernalUral powers exist in a pure and unmistak
able fonn, whether through magic, advanced psionics, or weird
ultra-tech.

The recognizable scientific research in this age con ists
primarily of digging up the past's long-lost knowledge, reinven
tion rathcr than discovery.

Often, observers confuse magic for science, or vice versa.
Ths may serve to conceal thm - in some applications - the two
disciplines have become inextricably intenwined. Magic may
augment technology in some devices. Those delving into the
shadows of science must keep an open mind ...

Ule Conciliator gave the same zombie his soul back in resurrec
tion, this divine magic proved more frightening than the necro
mantic an (having far outstripped their concept of "routine"
magic effects) and all the men fled.

The GM may want to precisely define whether magic and
scien e are differentiated as "white" and "black" in his Unh
canlpaign, and if so how so. Or he may leave the situation as
murky as in the Book of the ew Sun. PC mages and scienti ts
can detennine the truth for themselves ... the hard way.

Cempting Fate
Regardless of how magic and cience work, the Book of

the New Sun seems to suggest that either power imperils the
sanity of the wielder if used improperly. The sentiment that
power corrupts. and absolute power corrupts ab olutely, seems

to hold especially true in the Unh
setting.

Those who routinely wield
awesome powers may tend to
develop disorders uch as
Fanaticism, Megalomania, Sadism,
Delusions, Phobia, and Over
confidence. Conversely, some of the
characters thaI tread most delicately
in ew Sun are those with the most
power at their disposal, such as the
Autarchs (both Severian and his pre
decessor) and Tzadkiel.

To model this, the GM can
require Will rolls whenever a mage
or scientist wields magic or ultra
tech. This requires discretion. and
would be modified by how much
harm it does another pany and other

context. For instance, using a spell to sweep a horde of hungry
rats away from a crippled child wouldn't require a roll, even
though it "harms" the rats by denying them lunch. Incinerating
the rats might require a roll al +3, if les harmful methods are
available. Incinerating the rats in front of the horrified child
might make il +0. Dismembering the child in order to facilitate
the rats' feeding would be at -5.

On a failed attempt to accomplish a goal with magic or
ultra-tech, figure the modifier nonnally, then add +5. Harming
the object of an existing Phobia (p. B35) would be at +2 for this
purpose, +6 if a severe Phobia. (The mage or scientist has men
tal-health is ues. but of a different son ...) Any violence - no
maner how lurid - that the mage or scientist honesUy believes
is the least-violent solution to a problem should not require a
roll.

In addition, subtract I for every 3 points of fatigue spent to
cast the pell (round in caster's favor), or ubtract TL-4 for a
device or process wielded by a scienti t who inl'emed or rein·
trodllced the technolog), himself This reflects the thrill of har
nessing extraordinary power, the "playing with matche ,. effect
thm increase as the matches get bigger.

If the Will roll is failed, roll 3d and add the margin by
which the roll was missed. Consult the following table:

BeaRe
omeR

It could be that the Book of the ew Sun
ponrays "black" and "white" magic - ultimately
linked to black holes and white holes as the uni
verse's mana ources, perhaps - as well as
"black" and "white" science. For example, one
might view Baldanders as a "black" scientist in
the tradition of Faustus and Frankenstein, and
see Father Thyme as a "white" magician
(though he is still feared as the Grim Reaper).

Whether this division (if the division indeed
exist) lies external to the user or manifests
internally remains unclear. Some episodes suggest an internal
struggle - to control one's darker emotions, for instance, as
when the Conciliator accidentally raised a tonn through hi
anger. Some suggest separate dark and light forces are tapped
for mages/scientists of the appropriate outlook, as in Severian's
wavering ability to tap his white-hole mana source and in the
emphasis placed on callous experimentation in sciencc.

It might be the stl1lggle between "black" and "white" styles
is internal, and the magic-user unconsciously shifts to tapping
the approprime external power as he leans one way or another.
From one perspective, scienti t would work the ame way,
leaning toward lonurous experimentation and other unethical
practices as they embmce the "black" side.

Even though conflicting school of black and white may
struggle behind the scenes, the visible effect is simply gray. All
magic users are seen as mysterious, when believed in at all (see
ellllllral Skepticism, p. 50). And many flirt with both side of
the power structure: the Cumaean works with both Vodalus (an
"evil" force) and the witches of the Old Citadel (supposedly
Servants of the Throne, i.e., "good").

Funhennore, in a world with a soul a. old as Unh's. the
dividing lines between "black" and "white" become unclear.
The men of Os were brave enough to face a zombie, but when
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may include the psionics rules as one
of the options for modeling New Sun
magery, though if so he will need to
determine how psi and magic
mechanics interrelate, being as
they're supposed to represent similar
forces. Or the GM may decide that
psionics exist, but distinct from
magery. In either case, Common
wealth observers will view psionic
powers as ·'magic." having no other
reference point for nalure-defying
feats.

User gloats, cackles, or just feels all wann inside until an unmodified
Will roll is made. Treat a stunning.

Per above, till a Will roll with the same penalties as the initial roll is madc.
As 8- 12, plus u er gains a quirk of a "black" nature.
As 8- I2, plus user gains a -5-point "black" disadvantage.
As 8- I2, plus user gains - IO-point disadvantage.
As 8- 12, plus user gains - I5-point disadvantage.
A 8- I2, plus user gains huge disadvanwge (-20 points+).

8-12
13-17
18-22
23-28
29-35
36+

Corruption Table
Margin Effect

of Failllre
4-7

The sentiment that power corrupts,

and absolute power corrupts
absolutely, seems to hold espeCially

true in the Urth setting.

Any disadvantage gained does lower the character's point
value. Those that are appropriate (i.e., of a "black" nature)
include disadvantages that glorify the self (Fanaticism for one's
self and Megalomania are primc examples) or those that simply
enjoy harming others (Sadi m, Pyromania, etc.) The GM
chooses the exact disadvantage inflicted.

If the player seemed to be manifesting an appropriate
motive, the new disadvantage should reflect this. For instance,
some players tend to portmy chamcters that are Bloodthirsty;
others pol1ray Pamnoid whether they intend to or not. If their
PCs don't already have Bloodthirsty or Paranoid as disadvan
tages, the e should be inflicted.

If the player didn't display any antisocial motive behind
using his character's power, the GM can rule that its use awak
ened dark tendencies in the PC anyway, or simply waive the
result of the Will roll!

Evcntually, a carele s PC's nature will become monstrous.
Once he reaches roughly -40 points in "black" disadvantages,
the Greal Lords might look to recruit him. Short of that, one
could always enlist with one of the various sUb-groups: the
stranglers of Nessus, the sorcerers of Mount Typhon, etc.

Dil?ine Magic
Divinc magic almost certainly exists in the

New Sun setting as a power unrelated to technol
ogy or p ionics. It might even be the ollly form
of real magic, with "secular" magic-uscrs actu
ally lapping into dark force with advanced
psionic potential. (This would help legitimize the
above rules for corruption.)

Given that it's not very well-defined, the
GM should feel free to allow any mechanics to
represent this. Characters might purchase
Bles ed (see p. CI 34) with anached Knacks and
the like. Power Investiture (see p. C142) offers a more wide
mnging ability. GURPS Religion can provide a great deal of
insight.

f)sionics
In places, the Book of the ew Sun suggests that what is

seen as "magic" is actually ultra-advanced psionics. If so,
Ul1hian psionics deal in realms traditionally reserved solely for
magic, most prominently the necromantic pursuits. The GM

Cne
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The following describes magery and science as it exists on
Urth, in the classifications that would be used in the seuing.
(Though only a mall fraction of Commonwealth residents
know enough about thaumaturgy to be subdividing the topic.)
TI,e best illustration of the confusion between magic and sci
ence on UI1h is the term ··thaumaturge'· itself - which applies to
a sort of scientisl who is least likely to believe in magical pow
ers!

On Urth, the thaumaturgic ("wonderworking") arts can be
divided into five non-exclusive groups: alchemy, mechanology,
anthroposophy, chicanery, and thaumaturgy.

Hlcbemy
Historically and on UI1h, this area of srudy has served as a

sort of mystical Chemi try skill. As mentioned on p. 55, on
U,th it might have become a prerequisite for many technical
skills. (Does this mean "pure" scientific knowledge has been
10 t except for the shards still lodged in Ihe myslicism of
Alchemy, or thaI Urthian science has inextricably fused with its
thaumaturgy? Only the GM knows ...)
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The standard GURPS alchemical potions (see pp. MI00
102) may exist, but would be rare and secret, each and every
one. More likely, alchemy consists of attempting to revive ages
old wonder drugs (see the GURPS Ultra-Tech books).

Alchemical potions unique to Unh include:

The Analeptic Alzabo
The user drinks this potion, eal, the flesh of a (fairly well

preserved) corpse, and then experiences the life of the dead per
son as his own. This cau es the Split Per.;onality disadvantage
for the period (6-8 hour.;) that it takes. Another side-effect is
that it quells all need for social activity, especially female com
panionship, for a month.

Habitual user.; can suffer Split Per.;onality as a pennanenl
disadvantage; user.; with Eidetic Memory seem especially vul
nerable. (Roll vs. Will with each usage, at -3 for first-level
Eidetic Memory or -6 for full Eidetic Memory. On a critical
failure, the Split Per.;onality is pemlanent, with the new per.;on
ality being that of the subject of that usage. Additional usages
can inflict additional per.;onalities.)

After the fir.;t u e of analeptic alzabo, mo t user.; gain the
15-point ver.;ion of Racial Memory (see p. C142), with regards
to people whom have been the subject of their analeptic alzabo
rituals only. The user may also manifest any passionately hcld
mental advantages or disadvantages of the subject. (The GM
should call for a Will roll to resist.) User.; with Eidetic Memory
gain the 4Q-point ver.;ion of Racial Memory.

This potion is illegal and addictive (but not in the sense
covered by the Addiction disadvantage: see p. 54). Potion only.
Formula only known by Grand Master.; of the apothecary guild.
$300 in legal materials pillS a gland from the skull of the dread
alzabo (see p. 97); 4 weeks; -I to skill. Cost: 3,000.

The Autarch Elixir
A more refined ver.;ion of the analeptic al7.abo (see above),

the Autarch elixir's fonnula is known to very few - perhaps
only Father lnire (p. 44) himself. After drinking the potion, the
subject must eat the frontal lobe of the previous Autarch's brain

within minutes of his death. If successful, the subject gains the
Autarch Mind advantage (see p. 53) and becomes the new
Autarch. Note that thi ritual is the central arcanum of the
Phoenix Throne. Very few people are aware of it. Potion only.
10 weeks. $5,000.

Apothecaries
The guild of apothecaries (not described in this book, but

the GM could base them upon the Sage character template on
pp. 70-71) controls pharmacy. from simple pills through
alchemical potions. Apprcntice apothecaries are called "gal
lipots."

Mecbanology
Mechanology represents most high-tech engineering and

applied sciences on Urth. It primarily involves the art of
Gadgeteering (see p. CI25), since it often seems pur.;ued not for
the sake of knowledge but for thc sakc of ultramysteriou
equipment that gives the mechanologist an edge.

Some equipment example from the Book of the New Sun
include:

Natrium-Slug Sling
This weapon was crafted by Baldanders (pp. 114-1 15)

using ChemistryfTL5 ideas. It is a slingshot that fires pheres of
natrium (what we call sodium). When the natrium come in
contact with water it explodes. producing a fireball and steam
which propels the slug out of the water in a random direction,
like a skipping stone that explodes on every skip.

The slug usually runs out of natrium on the fouM explo
sion. Damage is 4d on the fir.;t Skip, 3d on the second, 2d on
the third, and Id on the fOuM. After detemlining where the
fir.;t shot lands, roll Id each for direction and number of hexes
for each subsequent skip.

Belt of Weightlessness
To make this harness, Baldanders probably attained

ContragravityfTLl3 knowledge. Though less likely, the device
may have been enchanted with a flight-spell variant. The device
may be a prototype contragravity belt ( ee p. UTI 16) or use
some of the paranonnallift technology described on p. V41.

Energy Mace With Fear Generator
Baldanders' energy mace may represent a primitive appli

cation of TLII force-sword technology (see p. UT63). It does
5d crushing damage with its yellow-white head of Shining
energy.

It also has the strange propeny of projecting a fear effect.
TIlis might be a powcrful "always on" cnchantment of thc Fear
spell (p. M65) with about a two-hex area of effect, or it might
be some ultra-tech device.

Mist Machine
TIlis is a TLS vcr.;ion of the holo projector (see p. UT38).

When first activated, it generates a thick mist to project the
hologTan1S onto, filling up to a 3D' by 3D' room as quickly as a
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smoke grenade. As the room fill with mist. the holograms can
be seen. Characters of lower TLs will take the holograms more
seriously than more sophisticaled viewers.

Transformational Surgery
This is the technique by which Baldanders shapes the mon

ters of hi tower, as well as himself. (His ize, IQ. ST. and abil
ity to breathe water all apparently stem from transfomlational
surgery.) It is also probably the way thal exultants grow to be so
tall.

See Biomods in GURPS Bio-Tech for exten ive infonna
tion on transfonnational surgery and its in reasing sophistica
tion at higher TLs. GMs should note that the examples given in

the Book of the ew Sun seem to carry heavy
Limilations; the process is not nearly 0 clini
cal nor carefree as in more slandard sellings.

Example: Usil/g tral/sformatiol/al surgery,
Dr. Talos (p. /20) tral/sforms a plail/-looking
waitress virtually ovenJighl into the \'ery' beau
liful aclress lolell/a. The process includes
weaving "silk" Ihreads ill/o her scalp, grafting
in 111M glal/ds, al/d slralegically adding weight
10 her body Ihrough biological al/d mechal/ical
meClltS.

Aftenl'l/rd, lolel/ra suffers chronic faligue
(perhaps due to her lack ofrecQl'efT lime). al/d

dies shorlly afler Dr. Talos abal/dons her because he is no
longer there 10 admil/ister Ihe proper drugs al/dlor hypl/Olic
suggeslions 10 keep her goil/g. What would be a simple
bodysculpt (see p. VT101) process il/ a standard TL8+ sellil/g
is a complicared life-Ihreatening procedure reqlliril/g ol/goil/g
medical Gue",ioll aften\lard.

Leeches
While "leech" may be a slang tenn for all medieval sur

geons (who traditionally employed leeches in their bloodwork).
those surgeons who know such advanced lechniques as blood
transfusion (TL6) definitely qualify a men of science. The
leech who tended Severian in the jungle ziggurot disdained the
use of the analeptic alzabo. yel seemed to derive some power
from child sacrifice.

Charlatans and Moul/tebanks
Unless all the skeptics are actually delusional. there mUSI

be a 101 of tricksters successfully prelending to be magic users
on Unh. Sieighl of Hand, Hypnosis, Ventriloquism. Acting, and
related skill would be required.

From a proctical point of view. it costs fewer skill points to
be a fake, there is far less of the danger associated with real
magic, and more profits mighl be derived from a good scam or
srage show.

Should PCs begin believing every magic user Ihey come
across, throw them ofT-balance with some charlatans - and if
they take to beating up mounteban.ks, GMs can send in a real

•maglc-u er.

Cbicanery
While not technically a discipline promoting magic or sci

ence, this profes ion serves to conceal "real" research from the
masses, and blur the line between what is and is not believed.

•Bionics
When Severian first meets Jonas, he mistak

enly believes that Ihe sailor is a man with a
mechanical hand - it isn't until much later thal he
discovers that Jonas is a mechanical man with biological pro 
thetics! This indicates that bionic parts are not so uncommon as
to be panicularly notewonhy in the Commonwealth.

Treat character-point cost for bionics nonnally. Availability
probably is limited to exultants and ailors under nonnal cir
cumstances. Cost should be a plot device. since the commodity
that a TL4 commoner can offer 10 compensate a TL8+ mecha
nologist will vary widely.

Homul/culus COl/struction
Homunculus is the low-tech tenn for synthetic men or

replicants. available with Genetic EngineeringffL9+ (see pp.
75-76). Growing times and costs are as per cloning, but rather
than the perfect copy that cloning offers, homunculus conslruC
tion mean designing a unique creature from the ground up. In
essence, this means that the thaumalurge outlines the new char
acter he is trying to create; Ihen the GM rolls to see if the
attempt is successful. Raws in the nature of the homunculus
may be hidden for some time. See GURPS Bio-Tech for more
information.

Fulgurators
The guild of electricians (see p. 66) may represent the most

organized effon al mechanology on Unh. Their ability to main
tain TL6 electrical service through large ponions of TL4

essus uggests large reservoirs of knowledge in Electrical
Engineering and related skills required to service
and suppon infrastructure.

Khaibit COl/structiol/
Khaibits are clones, the product of a TL8+ technique by

which an identical body i grown from an individual's cells.
There are no rejection problems when you have an organ or
limb transplant from a cloned body. so any lost limb, or even an
eye, can be replaced.

Cloning facilities are only available to the exultant arisloc
mcy and those thaumaturges who create their own. See p. UT I0 I
for more infonnation on cloning. GMs should feel free to alter
the GURPS standard treatment; the Book of the ew Sun does
not really specify whether individual pans can be grown. or
whether "force-growing" is viable, etc. The setling does not
appear to allow brain transplants - Typhon muSl graft his head
onto another body (with its own head still in place ...) instead.

Hntbropo90pby
This is the biological and medical equivalent

of mechanology, the science of reclaiming the
lost arts of curing and perfecting the human fonn.

;

•

•

•

•
•
•
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Healillg: Minor Healing, Major Healing, Cure Disease,
Restoration, Instant Restoralion. Instant Regeneralion. and
Resurrection.

ote: Resurrectioll ;s,,', all thaI easy an experience. 77,ose
drawII back 10 Unlr Jrom death seem to suffer from a killd oj
shock that call lastJrom olllya day or /11'0 (like Miles. Severiall.
alld Comet Milleas) 10 severalmomlrs (Dorcas). 77,e dl/ratioll
is probably lillked to the {UllOlmt oj time tlrey 1r00'e beell dead
(Dorcas had beell dead Jar 40 years). Initially they have /Owl
amnesia, but gradually they reawakell to their Unhly Ii,·es.
Strollg Will alldlor Megalomallia might redllce the amllesia
srage cOlISiderably.

lllusion alld Creatioll: Create Warrior and see New Spells
on p. 93.

Kllowledge Spells: These tend 10 involve lhe corridors of
time (see p. 20). A version of Seeker is
used in which the caster spiritually
enters the corridors. For ganle mechan
ics, treat il as a standard Seeker spell.
excepl that there may be a bonu if the
subject has a powerful aura. Divination
also lends to employ the corridors as a
peephole into the fUlure.

Making alld Breakillg: Find
Weakness, Weaken, and Shatler.

Gate: This college is very promi
nent in the ew Sun setting, and likely
mosl of its spells are known to some
being or another. with the noted excep
tion of Timeslip, Blink. and other spells
that rely on quick, relatively tiny
effects. Plane Shifl generally links to
Yessod (see pp. 42-43). pos ibly
Abaddon as well. Also see New Spells.
p.93.

Note: Plalle-shiftillg is aile ojthose
dangerous things like let/ing the genie

out oj the bailie or visitillg the land oj hearr's desire. Things
wished for seem to lead to unforeseen consequences. A pel cal
dropped illlo the mirrors (see p. 95) is teleponed outside oj the
lI1lj\'erse, lind when il is blfmglJl back by Father Jilin! il is no
IOllger a cat; it is a miniature humanoid who acls as its mis
tress' Jamiliar. Ukewise, whell lonas stepped illlO the mirrors ill
order 10 become sane and repaired so t/rat Jolenta would
accept him exactly whal happened next is IInciear. bur Ire seems
10 hl/I'e tumed up later withill a JlIlly biological body (much
more cOllducive 10 biological love), 0111.1' 10 filld rhat lolellla
had died w/rile he was au-oy.

Generally, alilimeponing and teleponing involves the spe
cial effect of entering the corridors of time (see p. 20) and wan
dering up or down the limestream or "acros .. to a different
locale on Unh.

Note: Teleporrillg mages elller the corridors ojtime (which
are like a model oj reality). then "j7y" ar rhe speed ojthollght to
the desired location. Once 01 the desired locatioll ill the corn
dars, the caster steps out 01110 rhe desired locatioll all Unit So,
while ir seems like 110 time has elapsed on Unh, the spell iSll't
exactly installtalleousJrom the poillt ojview oj rhe caster.

Spells of Urth
The mo t slriking fealure of Unhian magic is the

seeming lack of blatant offensive spells. This may
mean that Fireball and Lightning simply aren'l
known spells, or magic-users may have developed the
habit of nOl using them becau e of the corruplion
rolls (see pp. 88-89) thaI often result. (After all, how
often is a Slone Missile lhe leasr violent way of deal
ing with a problem?)

The absence of obvious offensive spells is only
seemillg because it mighl be thaI corruption-roll
fearing mages simply manifest these spells in differ
ent ways. For instance, the pyrotechnic weaponry
( ee pp. 83-84) in common u e among Commonwealth sol
diers may incorporate a Flame Jel-like spell. As long as lhe
enchanting mage doesn'l use the pyrotechnic weapons him
self. he doesn't risk corruplion rolls in creating lhem ...

The following lisl names all the pells thaI appear 10 be dis
played in the Book of the ew Sun. II cenainly does nol imply
thai other pell are not known.

Air: Breathe Water, Clouds. Rain, and Windstoml.
Warer: Create Water. Frost. Snow. Hail. and mbrella.
Commullicarioll alld Emparhy: Sense Foes, Sense

Emotion, Truthsayer, Mind-Reading, Mind-Search, Mind
Sending. Telepathy, Persua ion, Control Per on. and
Possession.

Note: III rlris settillg, Teleparlry cOllrillues ro JollaII' rlre
cOlllpttter lIlllllogy described earlier, ill that telepathic intruders
oftell leave be!lilld persollaliTy Jragmems rhar work like com
puter viruses. /1 may be that stich fragments are Dilly the chips
offoja Srrollg Will or Megalomallia. Ir's IlIlkllOWII whetlrer they
are left belrilld accidelltally or all purpose.

Whatever lite reaSOll, these traces are like seeds ill the
Jnind lind ClIll gmw ;"'0 a Split Personality - based on the tele
pathic illvader!

Cbaumaturgy
Finally, there is the magic that really is magic - raising the

dead. casting light spells. calling up storm , etc. As mentioned,
the Book of the ew Sun suggests that its magery actually rep
resenlS an ultra-advanced p ionics. This could mean that
GURPS Psiollics-style powers and kills actually represent
primitive precursors 10 GURPS Magic-slyle Magery and
spells!

(In a prequel series, Wolfe reinforces this concept. The
Book oj rlre Lollg SUII suggests thaI Monarch Typhon discov
ered a method of telepathic possession based upon what we
would recognize as the compuler analogy: The human brain is
a computer, the personality is JUSl software, and lhe eyes are the
modem connecting the compuler to the rest of the world.
Typhon crealed a technique by which he could IT"dIlS-

mit his personality into the eyes of another person 
and possess their bodies. In the course of The Book oj
rhe Lollg SUII, the AI "gods" of the Whorl possess var
ious people via compuler lemlinals. These displays of
psionic-like powers occur a long. long time prior 10

the more mystical manifestations seen on Unh.)
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~ew Spells
These spells are seen in the Book of the New Sun and dif

fer enough from GURPS Magic and GURPS Grimoire offer
ings to warrant their own writeups.

Create Eidolon (VB) Regular; Resisted by IQ
This spell is a techno-psionic ghost-bearned-into-the-brain

pell used by thinking engines, but possibly available to human
spellcasters as well.

When the spell is firsl cast, it searches the subject'S
thoughts to find the most influential dead figure from !lis life.

Timeporting has the added special effect that going further
from olle's native point in time is easier. (One's nalive point in
time is the period in which one would exist at any given time
had no time-traveling ever been done. This constantly moves
forward. of course.) Use the following table in lieu of the p.
046 Ulble in a New Sun campaign. Calculate the difference
between the caster's native point in time and the timc period he
is going to, regardless of what period of time he's currenlly in:

This is treated as a non-maintainable version of Mind-Search
(see p. M29), resisted by IQ and with the same modifiers.

If the spell overcomes resislance, it then creales an illusion
modeled on that figure (typically a deceased parent or
guardian) directly in the target's mind. It i a "ghost" that no
one else can see. Treat this as a Complex nJusion for all odler
purposes - the caster must concentrate to make it speak, etc.

Create Eidolon belongs to both the Communication and
Empathy and the Illusion and Creation colleges.

Duration: I minute.
Cost: 7 to cast; I to maintain.
7ime to cast: 30 seconds.
Prerequisites: Mind Search, Complex lIlusion.

Create Aquastor (VB) Regular; Resisted by IQ
An aquastor is an eidolon taken one step further - it has a

physical body. Other can see it. touch it, hear it. It is the
remembered person, for all practical purposes, but when no
longer maintained by the caster it dissolves into thin air.

Create Aquastor is cast just like Create Eidolon, except that
overcoming the target's resistance results in the physical cre
ation of the aquastor in tead of an internally visualized eidolon.

An interesting side effect is that if the aquastor is main
tained for 5 minutes. it becomes more enmeshed in reality and
wilinOf fade away when the caster stops d,e mana flow. It will
be an independent creation at that point, and can live its life out.
The caster has no special influence over its actions.

This spell might be one very much subject to the cOmJption
rolls discussed on pp. 88-89. Potential abuses are countless.

Durm;on: I minute.
Cost: 10 to cast; 6 to mainUlin.
Time 10 cast: I minute.
Prerequisites: Create Eidolon, Create Warrior.

Modifier
o
-I
-2
-3
-4
-5
-6
-7
-8
-9
-10
-I I

Cost
4
6
8
10
12
14
16
18
20
22
24
26

New Sun Time Modifiers
'lime
10,000+ years
1,000-10,000 years
100-1,000 years
10-100 years
1-10 years
40 days to I year
4 to 40 days
10 hours to 4 days
1-10 hours
10 minutes to I hour
1-10 minutes
Within I minute

Maybe the gods of time have ordered it this way, recogniz
ing that the worst paradoxes occur when travelers visit near
time rather than far-time or deep-time. Talking to yourself,
killing your own grandmother, and the like are the province of
extremely talented time-travelers.

Note: Father Thyme, a pioneer in exploring the corridors
later named after him, has the curiolls lIjJ1icrioJl ofaging when
ever he 'ravels west and growing younger whenever he travels
east. People and objects traveling with him also go through
acceleration/regression: A bou/e of wille wil/turn sOllr; a girl
will grow illlo a woman lind thell ill/O a crone as they walk
west; a crolle will regress [lila (IJI in[allt as they walk east. This
sounds like a rather unique disadvall/flge gained in a critical
miss while 7imeporrillg.

Necromantic: Zombie.
Note: When Ceryx the NecIVm(/l/cer creates a WII/bie 011/ of

Zama 's bod)~ he uses a few magic i/lgrediell1s - a C017)5e candle
in fI brass candlepan, find the sacrifice of both a kitten and a
.III/all birr/.

Technological: Steal PowerffL. Draw PowerffL.
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Atrium of Time
This strange place seems to be the "unmoving center" of

Urth. It does not show up on any maps of the Citadel, nor can it
be found through flier-assisted surveying. One can only get to
the Atrium of Time by walking a peeial path in the dark tun
nels beneath the Citadel. Tt exists slightly out of phase with the
time around it. Perhaps it defines Absolute Now (see p. 48).

Religious
The Pelerines have Truthsayer abilities - but even then

most display skepticism with regard to miracles. Most of the
ancient sages (Sage, Basil, Thyme. etc.) seem to have been holy
eremites.

Necromancers
The necromancers use zombies in gro s perversion of the

Conciliator, allempting to seize the scepter of the Increate.
These people have all the outward attributes of "evil" - there'
nothing very subtle about them in that respect.

•
}Wagie Hrebiteeture

TIlese places are centers of magical power on Urth, and
may very well have higher mana as well.

}Wagie Users
Here are tile different magic users to be found in the Book

of the New Sun, some of them practicing "white magic," others
practicing "black magic," and many of them practicing some
thing between these poles.

Botanic Gardens
Father Inire's marvel bends time and space for public

amusement (see p. 37). Each garden is in the far past, perhaps
reflecting the lower energy requirements of distant time travel
compared to closer time travel ( ee p. 93). Skeptics will think it
is aU an elaborate trick, of course.

Last House
In thi case, the ground floor seems to be like a time-win

dow dragging through time in the Age of the Autarch. When
there is a new moon, the La t House materializes for three
days, then it skips a1lead to the next new moon. So if a PC were
to spend the evening at the Last House on the third night, when
he left in tile moming he would find he has stepped out into
next month - and lost a month of time!

The Ragnarok potential future is strengthened as a concrete
reality by having an observer tllere to witness it (see "Observer
Effect" in GURPS Time Travel). Removing Master Ash from
the Last House seems to be a necessary step in avoiding that
future - but when Scverian tries it Master Ash fades away.
Where does he go when he di olves?

Summoning anything larger than an imp will definitely
require a Contest of Wills. Pteriopes eem quite solid and stable
once they are under control, but the other monsters seem more
like demons willing to obey one command in exchange for
being returned to their home dimension.

Cost: variable.
Duratioll: usually until a task is done or one hour,

whichever is less; otherwise, only the GM knows how long a
creature might stay.

Time to cas': 5 minute.
Prerequisite: Magery, and at least one spell from each of

10 different colleges.
Item: The magic mirrors require enchanting prior to being

used for thi pell. Treat them as crystal balls (see p. M47) for
cost of materials and fatigue expenditure.

Summon Mirror Creature Special
This spell requires the use of magic mirrors of one kind or

another, and is like a combination of Summon Demon,
Summon Elemental, Planar Summons ... and fishing (the
caster sets up the magic mi.rrors and waits for a nibble).

Chances are high that if he doesn't do anything special, the
Fish an otherworldy creature the lVoll'r be drawn OUI to this
plane wiU fonn in the mirrors (Cost: 0). If the caster knows
what he is looking for (or has a demonic name to use as bait,
perhaps), he can try to draw out an imp treat as very minor
demon (Cost: 4), a pleriope (see p. 102) (Cost: 8), a notule (see
p. 101). a salamander (see p. 102), a slug (see p. 102), or imi
lary fantastic creature (Cost: 20 each).

The Fish seems innocuous enough. but who really knows?
The imps can be prelly mischievous - a Contest of Wills to
control the creature might be required. Thi is rolled as a con
test of the caster's spell kill + Will vs. the creature's ST + IQ.
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Sorcerers
The Sorcerers of Mount Typhon specialize in mind-<:ontrol

pells and wouldn't hesitate to commh human sacrifice to fur
ther their goals. Enemie of the ew Sun, they want to usurp
his attributes and rule in his place.

Thaumaturges
These are the scientists who really do seem capable of cre

ating magical effects, but do it through technological means.
Baldanders (see pp. I 14-1 15) and Dr. Talos (see p. 120) are
excellent exanlples of the type - intensely curious. brilliant,
dauntless in the pursuit of knowlcdge, they are also fanatical
about science, rejecting anything that hinL~ of religion as being
mere, unenlightened superstition. See pp. 75-76 for a character
template.

Time Travelers
The Green Man comes from Ushas, the potential distant

future where the New Sun has arrived to repair ti,e Old Sun. He
runs forward and backward in the corridors of time, but became
stranded in Severian's time, an endpoint he cannot run beyond.

Master Ash i more like a scientist traveling in a vehicle
blinking forward tllfough time in 25-day intervals. Ash is from
Ragnarok, the potential distant future where ti,e Great Lords
have triumphed and kept the New Sun from coming. Like the
Green Man, Ash is limited in his exploration of the past and
cannot go further back than the Age of ti,e AUlarch.

Ossipago, BarbalUs, and Famulimus are
hierodules flying through the corridors of time in
a saucer-shaped venicle, tracing history backward
in time from the court of Autarch Severian. So
they are from a potential near future (2-10 years
ahead) where Severian sits on tne Pnoenix
Throne. They have no limitations and ultimately
travel all the way back to the Age of Myth.

Uturuncu
These are a class of aUlochtllOn shamans said

to be able to shape-<:hange into tigers.

Witches' Guild
Sister-guild to the torturer but still very

enigmatic. the witches are probably moon
aspected, having full power only when the moon
is new ( ee p. CI39). They likely have some
knowledge spells and a few necromantic spells.
See p. 78 for a character template.

}\'Iagic equipment
These devices seen in the Book of the New Sun certainly

have more-than-ultra-tech nature.

Magic Mirrors
11,e presellce chamber of the House Absolute ha~ a penna

nent installation of magic mirrors, shaped as an octagonal
room. lit with a powerful blue-white energy source. It is not

movable. The Fish materializes regularly under Father (nire's
watchful eye. Jonas stepped in and was teleported to another
universe. One time a cat uffered the same fate - Father Inire
went on a long journey to bring it back, and what he brought
back was ... changed, into a sort of magical familiar.

77,e Book ofMirrors is 5' tall, 36" wide, and kept in a spe
cial cabinet-sized slip case with an eclipse carved in its door.
WIlile more movable than ti,e presence chamber, it must weigh
more than 50 Ibs. When it is opened, a teleportational field
develops above ti,e pages. Within this field, Severian saw a but
terfly-winged woman swimming through space, and she saw
him. One can go straight to hyperspace plane-shifting via this
device, but it is not a flivoloulYthing.

HetllOr's mirrors are never seen, but they would seem to be
more compact than any other type weighing no more than 25
Ibs., perhap even as low as Sibs. With them Hethor is capable
of summoning notules, slugs, . alamanders, pteriopes, and
womlS of white fire. See S/lm/1/ol1 Mirror Creal/lre on p. 94.

The Rod of the Czwzaean
This is a simple-looking device that enables the Cumaean

(see p. 44) to make FTL contact with an ancient creature in the
Fish's Mouth (Fomalhaut) system. Perhaps it sends a stream of
tachyons in real space, or in the corridors of time. In any event,
to use it on Urth she swallows it like a dagger, and it glows
faintly from inside her - at the same moment in the corridors
of time she looks like a 100-eyed reptile coiled around the
glowing rod.

The Claw ofthe Conciliator
This looks like a blue gem. It was

an inert altar piece for around 1,000
years before it came into Severian's
possession and began performing mir
acles.

It doesn't always work for
Severian, though whether this repre
sents willfulness on the Claw's part,
Severian's lack of expertise in han
dling it, or some random unreliability
remains in some doubt.

Severian eventually shaner the
Claw, revealing a simple thorn inside
ti,e false "gem" that retains the Claw's
power to cast Light, Beast-Soother,
Plant Growth, Water to Wine, Minor
Healing, Major Healing, Cure Disease.
and Resurrection.

Given the Claw' relative reliability before and after this
accident, the gemlike casing may have been a powerful dedi
cated Powerstone (p. M47). Regardless, the Claw may be
linked to the White Fountain (sec p. 17), perhaps drawing mana
from it as a powerful mana b, in (see p. Ml12) and/or proving
unreliable because it is star-aspected (see p. CI40).

At least one time, the Claw appeared to cure a disease by
giving it to Severian as the ca ter! Since the Claw doesn't kjll
or cripple Severian at other usages, thi may represent the result
of a critical miss on Severian's part.

•
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The conquest of space not only tripped Urth's mineral resource, but also
led to the extinction of countle s animals. The only one pared were those
which had utility to humankind. Then the repopulation began.

-
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Most of Eanh's barnyard animals till cxist: chickens, pigs,
dovcs. geese, sheep. cats. dogs, dairy cows, beef cows, goats.
etc. But modcm ho=s are absent - a ide from the bioengi
neered destoers, common mounts include the pony-sized
merychip and the unbelie ably large baluchiter.

ature hates a vacuum, and nh was reseeded. But from
where (and perhaps "from when") did these new creatures
come? Some (like the desuier) were created in the laboratory.
Some, like the dreaded a1zabo. were brought from extraterres
trial worlds. Still othcrs may have accidentally cntered Unh
from time ponals like the Botanical Gardcns (we know that
some plants have escaped from that prehistoric garden and are
now living in Cobblers Common). Finally, there are creatures
from other universes, from Yesod as well as Abaddon.

Key to B'nimal .ptiOll6
ST, ox, IQ. and HT. These stats may differ from those of

GURPS Dillosaurs creatures of the same name. The nh ver
sion may be a bioengineered reconstruction with some variance
in its stats, a completely different creature mistakenly labeled as

a prehistoric revival, or a perfect example of the prehistoric
creature snatched back through time IJavel.

Animals with IQ 3+ make all Sense rolls at 14. and enjoy
Common Sensc at an effective IQ of 12 (see p. CI174).
Animal with an IQ of 6 or less usually bave Combat ReOexes.

HT will often have two numbers separated by a slash. The
first number is "health" - the atuibute for rolling against: the
second is "hit points" - the tatistic against which damage is
tallied. ST and HP are usually given as a range. OX, IQ, and
HT rarely vary from the species' norm. and very rarely more
than a point in eithcr direction.

Size refers to size in hexes.
Habitat is abbreviated as follows:
A: Arctic/Antarctic S: Swamp
0: Desen and dry area FW: Fresh-watcr aquatic
F: Forest (temperate) M: Mountain
J: Jungle or tropical SW: Salt-water aquatic
P: Plain, including gras lands, steppes, etc.
• means a special ability or attack - see text
# indicates exceptions to the given entry - see text
- means that the heading does not apply

C0}\1}\10l'J«I€HCCn CR€HCUR€8
Alticamelus
ST: 35-42 Speed/Dodge: 6/4
OX: 9 PDIDR: 1/1
IQ: 4 Damage: Id+ I cr#
HT: 14-17 Reach:C, I

Size: 3
Weight: 1,000-1,200 Ibs.
Habitats: P, F

Alzabo
ST: 25-30
OX: 13
IQ: 5·
HT: 16/22-28

SpeedlDodge: 7/6
PO/DR: 1/2
Damage: 2d-2 cut#
Reach: C

ize: 3
Weight: 1.200 Ibs.
Habitats: M, P

This prehi toric giraffe-camel's head reaches 10' above
ground. It has one hump. Found in groups of up to 15. alti
carnclu more commonly forms herds of roughly half a dozen
individuals. Like most herbivores, they will usually Oee
humans. They can bite for Id cru hing damage and IJample for
Id+ I crushing damage.

F1lticamdu6~
(

(' 1:.rr

Thi is the dreaded grave-robber, the ghoul-bear introduced
to Unh from another world. It seeks out human corpses. and in
eating them, temporarily gains their memories.

It is reddish in color, roughly the size of a destrier, with
jaws large enough to bite a man' head as a man bites an apple
(2d-2 cutting). For digging and killing it has claws larger and
coa=r than those of a bear (2d-2 crushing).

Normally a scavenger, once it has an active human mind in
current memory it goes on a killing pree. The alzabo has an
cxcellent vocal organ and can peak with the voice (or voices)
of its victims. In its scavenger state it has a cenain degree of
cunning, but while enhanced by human minds it is extremely
dangerous - it can argue convincingly, plead, cry, and so on to

lure potential new victims away from safety (increase IQ to an
average of the alzabo's native 5 and the victim's. rounding
down).

The length of time before digested minds begin to fade is
unknown. but at least a few days eems certain. and it may
maintain these captive memories for a week or more. A1zabos
have not been seen practicing their victims' skills, but it's not
out of the question that they could do so while they retain their
memones.

The unique gland of this terrible creature is used by
apothecaries (alchemists) to makc both the analeptic a1zabo and
the autarchial elixir (see p. 90).
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Arctother
ST: 32-38
DX: 13
IQ: 5
HT: 16122-28

peed/Dodge: 7/6
PDIDR: 1/2
Damage: 2d-2 cr#
Reach: C, I

Size: 3#
Weight: 1,000-1,600 Ibs.
Habitats: M, F

BaryLambda
ST: 40-80
DX: 8-9
IQ: 4
RT: 14-17

Speed/Dodge: 8/4
PDIDR: III
Damage: Id+ I cr
Reach: C

Size: 3
Weight: In-I ton
Habitats: P

Also known as paraceratherium, thi is the largest known
land mammal of all time - 18' high at the shoulder, 30' from
snout to rump. The VodaJarii (see p. 113) have one they use as a
beasl of burden. Baluchither is a diurnal herd animal. anacking
(only if provoked) by trampling for 3d crushing damage.

Measuring II' from nose to rump, this gigantic prehistoric
herbivore has four horns - two on the nose and two over the
eyes. They are used for deathspons in the Commonwealth, and
Ihe Daughters of War (see p. 120) mount them in ban Ie. A
Daughter of War rides in a howdah on the creature's back. and it
charges on command, trampling all in its never-swerving path.
In a way. this military unit is like the rook of chess made real.

Baluchitcr

Size: 3
Weight: 1,000-1.500 Ibs.
Habitats: Domesticated

peed/Dodge: 1819
PDIDR: 0/0
Damage: Id+3 cr#
Reach: C, I

A large, primitive herbivore of prehi toric times, this is
about the size of a cow, with five-toed limbs and a powerful tail
thal is almost dinosaurian in appearance. While it has no horns,
it can still trample and tail-swing (both Id+ I crushing).

Des/rier
T: 40

DX: 9
IQ: 4
HT: 15

The destrier is a bioengineered war machine of an earlier
age. It is in many ways a "super horse," combining the peed of
a racehorse with the strength of a warhorse. It also has a few
unhorselike features. including non-retractable claws for trac
tion, long canine teeth. and an omnivorous diet.

Optimum performance requires a grain and meal diet,
where the meat makes up one-quaner to one-third of the tolal
weight: Every day a I.OOO-pound destrier would need 20 Ib . of
mixed grain and hay, plus 7-10 Ibs. of meat (beef at the low
end, chicken at the high end). A daily 64 pounds of grass could
be substituted for the grain and hay; see p. BE I00 for funher
details.

The destrier bites for Id cutting damage, kicks for Id+3
crushing damage. and tramples for Id+3 crushing damage. It is
aggressive by nature. and does not require war training to
exhibit a killer instinct.

A fully trained destrier costs roughly $5,000.

ize: 10
Weight: 1-2 tons
Habitats: P

Size: 20
Weight: 5-8 Ions
Habitats: P

Speed/Dodge: 14n
PDIDR: 2/3
Damage: 2d+ I cr
Reach: C

Speed/Dodge: 9/5
PDIDR: 2/3
Damage: 3d cr
Reach: C

Rrainoitlxr

Baluchi/er
ST: 300+
OX: 10
IQ: 3
HT: 17/65-90

Arsilloitlzer
ST: 125-150
OX: 9
IQ: 4
HT: 17/40-50

A prehistoric bear of
Nonh and South America, are
lotherium was larger than the
Kodiak. In the Commonweallh
il is raised (and trained) by the
beasl handlers and used in
deathsports. If encountered in
the wild, make a reaction roll
al -3 to see if the arctother is
hungry/aggressive to attack or
just gets out of the way.
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DWfryma
ST: 30-38
DX: 14
IQ: 3
HT: 16124-30

Speed/Dodge: 14n
PDIDR: III
Damage: 2d+ I imp#
Reach: C, I

Size: I
Weight: 500-700 Ib .
Habitats: P

Mailed Wolf
ST: 8-10 SpeedIDodge: 9n
DX: 14 PDIDR: III
IQ: 5 Damage: Id-2 cut
AT: 11-13 Reach:C

Size: I
Weight: 40-50 Ibs.
Habitats: F, P

Prehistoric nightless birds (imagine killer ostriches) stand
ing 7' tall, with huge claws and a massive parrot beak. The
beast-handlers of the Bear Tower breed them for death sports
and outfit them with teel spurs and beaks before combat. In the
wild. they hunt in groups.

Also known as the "giant fox," the maned wolf is a rare
nocturnal animal that ranges from Bmzi I to Argentina. Il looks
like a red fox n stilts. It is solitary. In the Commonwealth it
can be seen on rare occasions in the Algedonic Quarter, per
haps hunting maller creatures.

A mall fox of Africa that has very long ears, the fennec
are nocturnal scavengers, but will often hunt and kill their own
prey. They live in sand burrows and can dig so rapidly that they
have a reputation for being able to sink into sand. An entire
pack will nee even a lone human.

The prehistoric glyptodolll is a giant ann"dillo, 6' high. 6'
wide, and 15' long (the last 4' being a knobby tail). Il resem
bles a dinosaur, but it is a mammal, with a head that looks like a
cross between that of a cat and a tunIc.

Glyptodons will never auack. If threatened, their usual
reaction is to withdraw into their shells and swing their tails (1
hex reach into all back hexes) until left alone. For most pur
poses, their DX is 9; for the tail-swing. however, DX is 12.

They are solitary nocturnal animals. They have powerful
claws (used only for digging) and have only molars - no biting
teeth.

Size: 13
Weight: 7-9 tons
Habitats: J, F

Size: 2
Weight: 800 Ibs.
Habitats: Domesticated
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peedIDodge: 3/4
PDIDR: III
Damage: 3d cut
Reach: C, 1,2

Also called Megatherium, the giant ground sloth of the Ice
Age was bigger than an elephant. Il has huge claws on its fore
feet and can rear up to reach leaves 20' ofT the ground. Il has no
biting teeth, only molars. but it can use it claws to defend
itself.

Megathere can be trained - a green one (dyed fur or nat
ural?) was seen perfornling with an acrobat/gymnast at a House
Absolute thiaus.

Megathere
ST: 80-100
DX: 9
IQ: 3
HT: 16/50-60

Merychip
ST: 30 SpeedIDodge: 13
DX: 10 PDIDR: 0/0
IQ: 4 Damage: -
HT: 13 Reach: -

A pony- ized prehi toric precursor to the hor e, the
merychip has a long neck and walks on each middle toc. When
running fast the side toes do not contact the ground. A trained
mount costs about $1,500.

Size: I
Weight: 2-4 Ibs.
Habitats: D

. i
/'or

peedIDodge: IOn
PDIDR: 0
Damage: I d-4 cut
Reach: C

SpcedJDodge: 3/4 Sizc: I I
PDIDR: 4n Weight: 1.500-2,500 Ibs.
Damage: 2d-2 imp Habitats: P
Reach: I

•........ \::. -
.'

. ''\L.l..;:'''~ .'
~

Fell1lec
ST: 2-3
DX: 14
IQ: 5
RT: 1214-6

Glyptodoll
T: 25-35

DX: 9#
IQ: 3
HT: 17/25-30
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This hippo-like prehistoric hornless rhino is from onh
America in the Oligocene. At least semi-domesticated in the
Commonwealth, it is a common sight on the streets of Nessus,
serving as a mount or beast of burden.

Metamyllodoll
ST: 125-150 Speed/Dodge: 14n
OX: 9 PDIDR: 2J3
IQ: 4 Damage: 2d+ I cr
HT: 17/40-50 Reach: C

These very enigmatic rodents live among the books of the
Library (see p. 33). They apparently make multilevel homes for
themselves by stacking and arranging books (like makeshift
doll houses). They have a written language.

ize: <I
Weight: 3-6 Ibs.
Habitats: Library

Size: 2
Weight: 400-600 Ibs.
Habitats: P. F, D

Speed/Dodge: 8/6
PDIDR: 1/1
Damage: 2M I imp
Reach: C

RahlS Libros
T: I Speed/Dodge: 6/6

OX: 13 PDIDR: 0/0
IQ: 8+1 Damage: Id-S crush
HT: 17/2 Reach: C

They allaek by trampling (3d crushing damage), or with
the trunk which can reach up to 2 hexes and has ST 12 - treat it
as two-handed for lifting, carrying, throwing, etc. The trunk
may strike (I d crushing) or grapple. and can be used to pick up
and throw things - double the trunk's ST for detennining dis
tance.

Elephants have no Dodge, except for their trunks. which
Dodge at 6. The skull has DR 4 due to its thickness. If domesti
cated, an elephant will not carry more than Medium encum
brance (lOx ST) on its back.

Smilodoll
ST: 26-32
OX: 12
IQ: 4
HT: 14/20-24

Smilodons (also known as sabenoothed tigers) are more
solitary than lions, and will bite repeatedly rather than biting
and holding. Otherwise, treat them as lions. Their seIT'dled teeth
measure up to I I" long and do extra damage for their ST 
2d+ I impaling in close combat. Like picks, they can get stuck
(p. B96), or break if they hit bone. In "The Tale of the Boy
CHlled Frog" the smilodon-man is called "the Butcher:'

Size: 3
Weight: I-2 tons
Habitats: P

Size: 2
Weight: 500-600 Ibs.
Habitats: F, J. M

Speed/Dodge: 7/5
PDIDR: 1/1
Damage: Id cut
Reach: C

Phellocod
ST: 20-25
OX: 10
IQ: 4
HT: 10-13

A prehistoric carnivorous mammal, 66" long, this scav
enger is seen skulking around battlefields in Orithyia, eating the
dead. Fore and hind feet have five digits ending in small hoofs.
It is adapted to moving in forests and on soft ground. but per
formance on the open plains would be inferior to that of a
gazelle or donkey.

A prehi toric shovel-tusker elephant, 9- IO' tall at the shoul
der. the platybelodon is used by the Ascian army as a beast of
burden.

Shovel-tuskers have broad, nal, shovel-like tusks growing
out of their lower jaws. They use these powerful tools to upend
earth - with all that weight behind it, that "shovel" must be
more like a jack-hammer' Otherwise they are just like modem
elephams.
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plxnocod

Size: 10+
Weight: 5-7 tons
Habitats: J, P

Speed/Dodge: 8/0#
PDIDR: 1/2
Damage: 3d cr#
Reach: C, I, 2

PLatybeLodoll
ST: 250-300
OX: 12
IQ: 6
HT: 17/40-50
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The Tasmanian wolf, also known as the "zebra wolf'
because of the distinctive black stripes on its back, is collie
ized, with brown fur, a long rigid tail. a wolf-like head with

short ears, and strong jaws. A nocturnal hunler, the thylacine
preys upon animals up 10 thc size of small kangaroos. It is mar
supial. Mostly solitary. ometimes it hunts in pairs or small
family groups. II trots relenllessly after its prey ul1lilthe victim
is exhausted, then rushes in for thc kill.

In the Commonwealth it can be found roaming the treets
of essus. ( Ol in the better parts of town, of course.)

TIlese creatures infesl the Second House (see p. 25) like
rals in the walls of a lesser house. Are they really "nmural," or
were they designed? Hunting parties periodically course
through the maze, searching them OUI.

Size: 12
Weight: 3-5 tons
Habitats: P

Size: I
Weight: 70-150 Ibs.
Habitats: Second House

peedlDodge: 9/5
PDIDR: 2/3
Damage: 3d cr
Reach: C

This is a prehistorie giant herbivore mammal. up 10 10'
long. Knobby projections on its head and long canine teeth
make it a dangerous animal to challenge. A diurnal herd ani
mal, reaeting to humans with cautious observation, it attacks
only if provoked.

White Wolf
ST: 7-9 SpeedlDodge: 9n
OX: 14 PDIDR: III
IQ: 5 Damage: Id-2 cut
HT: 10-12 Reach: C

Vil/tather
T:200

OX: 10
IQ: 3
HT: 17/55-70

~ platybdodon'

Size: I
Weight: 60-80 Ibs.
Habitats: F, P

SpeedIDodge: 9n
PDIDR: 1/1
Damage: Id-2 cut
Reach: C

•

Thylacille
T: 6-9

OX: 14
IQ: 5
HT: 11-13

CReBcaRes OF FB~CBSCIC BcaRe

Crealures used on an alien world for ritual murders, these are
called "nOlules" by sailors because they usually come after dark.

The bigger the notule, the faster it nies. But it is easily 10m

by branches, swords. etc. Fragments have a life of their own, but
fly more slowly. Every hit laken splits it in IWO, giving off a
wash of Olherworldly heal. Eventually it becomes a slow but
deadly swamI.
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Apport
These are the creatures thm sometimes materialize onboard

the starship Twdkiel, probably drawn into existence by the mir
rored surfaee of her sails. The best way to model them is as a
randomly summoned demon (see p. M 113). They continue 10

evolve through time. however, and may end up shifting shape
into something else every day or two. The one seen in T7,e Unlr
of tire Ne'" Stll/ started out as a frightened teddy-bear-like crea
ture, then shifted into a mute dwarf humanoid, and finally
became a 6' humanoid.

Notule
ST: I
OX: 13
IQ: 5
HT: 10-16

SpeedIDodge: 18/0#
PDIDR: 0/0
Damage: •
Reach: C

Size: < I
Weight: neg.
Habitats: Mirrors



These creatures feature leather wings with a 30' span and
the pale. skeletal face of a hag, with a large bill lined with sharp
teeth. and a head crowned with a miter of bone (which might be
some kind of antlers). Their bony hands are rock hard and three
times human size. Their hides are scaly.

Hethor summoned several of these nightmarish creatures.
They can carry a human rider and pluck another from the
ground and still fly oIT.

The nOlule atlaCks by smothering - it must hit the victim's
face in the mouth/nose rcgion. Once they latch on. they flow
into the body and the victim immediately begins suffocating (p.
B122). At this point there is no known cure.

OIules feed off of life-force in the form of body heal.
They can sense the difference between body heat and other heat
sources (like a fire). After only a few minutes of feeding time,
they become docile enough to eX!rnct by hand from mouth and
nostrils - but before long they will move deeper inlo the body,
seeking heat, and to remove them at this slage would require
cutting open the corpse.

There is no known way to kill them. When Jonas and
Severian were attacked by nOlules they tried to escape on
destriers. After some hard riding the riders came upon a lation
ary uhlan who proved 10 be an easier target for the notules,
which quickly killed him.

Docile nOlUles should be collecled from the corpse, placed
in an airtight container, and casl into a body of water. Perhaps
with the passage of time they grow weak and fade back into
their home dimension.

Slug
ST: 8 per hex SpeedIDodge: 2/0 Size: 1-4
DX: 15 PD/DR: 0/0# Weight: 50 Ibs. per hex
IQ: 5 Damage: 3d acid Habitats: Mirror
HT: 1m per hex Reach: C

Size: I
Weight: 200 Ibs.
Habitats: Mirror

Size: 60+
Weight: 3-4 tons
Habitats: Deep water

SpeedIDodge: 8/5
PD/DR: 0/4
Damage: •
Reach: C. 1-5

Salamander
ST: 8-12 SpeedIDodge: 4/0
DX: 10-12 PD/DR: 0/0
IQ: 8-12 Damage: 8d heat#
HT: 10 Reach: C. 1-5#

Undine
ST: 200-250
DX: II
IQ: 13
HT: 16138-46

Anyone caught by this black amorphous blob of proto
plasm must make a OX saving throw or be enmeshed, with a
hit location eaten at 3d a tum. Armor will protecl until it is
eaten away. The slug is difficult to kill: Melee weapons have no
effect, but fire seems to work. Energy weapons would probably
work, as would magic.

The slug is very quiet and leaves a limy trail behind it.

Small and shuming. on a dark road the alamander might
easily be mislaken for a hunched old man in a robe. It can pro
jecl a cone of intense energy as a weapon. One tum is required
for it to ready itself: lIS front expands and opens like a rose, and
a the gauzy petals open the waves of other-worldly heat
increase. There are no flames, but there is a bright light that is
dazzling at 500'. blindingly bright (-3 OX) at Ie s than 30'.
This weapon doe damage in a cone in front of the salamander:
8d at close range, 7d at I hex, 6d at 2 hexes, 4d at 3 hexes. 2d at
4 hexes, and Id at 5 hexes away. Treat the effect like an explo
sion, in that it docsn'l have to be targeted.

The salamander has excellent hearing. but it cannot see
very well on Urth - in fact. il is practically blind. Thi hardly
mailers in combat given ilS natural weapon.

Pyrolechnic weapon have no apparent eITect on salaman
ders, nor do laser weapons (they may have immunity to energy
related damage or simply a very high OR against it). The one
documented tactic that has proven su cessful is to somehow
lure it into falling down a cliff.

The water women, concubines to Abaia, are minor god
desses in their own right. They are big - Jutuma is 60' PO
hexes) long, with hands like rafts. and a face nearly 8' wide.
They are albino, but their while hair is dyed green by algae.
Fingers and toes are webbed.

Undines use water magic and may even be able 10 give oth
ers the ability to cast certain spells. At one point. Jutuma offers
Severian Breathe Water, but he may have been bluffing. Basic
damage from these beauties is at least 21d thrusting, 23d
swmgmg.

The undines can swim the Corridors of Time, even so far
as to the Brook Madgregot and Yesod. But they can't come
very far out of the water - their own weight will cru h them.

ptcriope

Si7.e: 16
Weight: 700-900 Ibs.
Habitats: Mirror

SpeedIDodge: 13n
PD/DR: 1/2
Damage: Id+3 imp
Reach: C, I

Pteriope
ST: 45-55
OX: 13
IQ:9
HT: 13/20-28

102 B€8CIRRY--





Crossovers
Given its width and breadth. a New

Sun campaign can easily mine most other
GURPS sourcebooks. The most convenient
vehicle for mixing genres i the Boumic
Gardens (see p. 37). which could lranspon
Urth inhabitants anywhen and where. A few
usages for other worldbooks include:

ARABIAN ICHTS
This worldbook can inspire the GM 10

explore Unh's ")ost" region. which includes
the current Middle Easl. Perhaps it too has
formed 3 TlA culture shaped by its own leg
ends and memories. Given the potency of
spells creating eidolons and aquastors (see
p. 93). real tlji1l1' could be as thick as 40
thieves!

AzTEcs
The Book of the New Sun already

includes extended forays into a culture
much like the Incas. ee pp. 122-123 to
tweak Az/tcs into an Inca selling for further
adventures in a particularly important pan
of Unh's prehislOry.

Bio-TECH
Wh:1I other marvels - or horrors 

serve the AUlarch deep in the House
Absolute? ThaunHuurges might unlcash
monstrosities or climb to divine form
inspired by the processes described herein.
To stay true to the New Sun setting, nil the
potential nasty side effects in Bio· Tech
should be magnified by about a factor of
100 ...

BLACK OPS

Any sequence of events threaLCning the
end of the world really shouldn't evade the
Company's attention. Maybe a crack team
of translators finds some cryptic Incan
prophecies leading to a special ponal. A
team of jaded ops plunked ontO Unh would
have a hard tame making sense of it all- this
is a pretty Interesting cuhure-clash. If they
cross the praetorian guards, they'll gel all
the fight they could possibly want.

BESTIARY and FANTASY BESTIARY
ot every blocngineered, time-trans

planted, or e:nraterrestrially imported crea
ture on nh is de~ribed in ew Sun. Fresh
beasts of mysteriou abllily and ex.otic name
can be mined from within these books.

CHINA and VIKI CS
These worldbooks can flesh out the

known "other" cultures of Urth, located on
the Xanthic and Southern isles respectively.

COtJ/itJuecJ 0" "exl page. , ,
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This sort of scope require a campaign to span tech levels and genres,
which can be unbalancing if not handled with care. In any multi-TL andl
or -genre selting - including ew Sun - the GM need con ider the following
fa tors.

Cbe CC Fulcrum
The first priority is 10 set a "median" TL for the campaign as a whole.

which mighl nOI even be the TL of any specific region in the campaign! The
GM should keep in mind that the High Technology advantage will only extend
three TL pasl that base TL. placing a ceiling on PC (though not NPC) polential
TL.

TL7 - the base TL of GURPS New SUII 
generally makes an excellenl choice for Ihis
median TL. Beyond TL7, GURPS technology
improves exponenlially, and places real power to

impact hi environment in the hands of a ingle
scienlisl or electronics operator. TL8+ characters
should pay for that privilege in the form of expen
sive High Technology levels. This also creales a
PC "ceiling" of TLi 0, sufficient for Slar travel if
desired but just shy of really powerful force tech
nology. In the meantime. while some lechnology
drops off radically below TL7, a TL6 or TL5 lone
combatant can still hold his own pretty well, and
therefore not shortchange him elf by taking Ihe
relatively small Primitive disadvantage.

Everyday Wonders
Ultra-tech characters will till overpower low-TL characters in a "realistic"

campaign. despite a 5- to l30-point differential in High Technology and
Primitive investments. The low-TL characters wouldn't know what to protect
themselves against. (Whal would nerve gas seem like to one of Napoleon's sol
diers. much les a la er trike?) And even if they did. they usually wouldn't
have acces to the resources to compete effectively. (How many TL4 clerk
does a single TL computer replace?)

A more playable model is that seen in the New Sun selling. Low-TL char
acters are fairly familiar with high- and ultra-tech - they might not understand
the first thing aboul how it works, but Lhey have a basic grasp of what an energy
cannon or contragravity flier can and cannot do. They know enough 10 duck for
cover or expect that craft to be a thou and leagues away by sunset. They also
have access to ultra-tech good • though they probably will be rare and/or ex pen-
ive. Keeping in mind that physical skills can be learned at any TL, nothing

would keep a band of Southern Islander from learning how to use a cache of
blaster rifles (except the body count from poorly handled research).

This sort of selling more smoothly melds a span of TLs, allowing low-TL
characters to hold their own in a world they don't begin to undersland.



Hit-And-Miss Tech
A powerful way to balance ultra-tech is to limit its breadth, as in ew Sun,

where no one of any TL seems to have access to a computer or a variety of
other" tandard" ultra-tech. The campaign backstory might be better served by
providing only the him of a rationale for why the e technologies disappear. The
hints can become hooks. For instance, a fantastic New Sun campaign might be
created by giving a PC hidden lore dating back to the Age of the Monarch,
describing these thinking engines that took on a life of their own (see pp. -9).
The PC could set off on a quest to explore the mysterie of computer in the
Age of the Autarch.

Plausible Threats
Another tool the GM can u e to keep multiple-TL campaign functioning i

the concept of plausible threats. Facing off against a ballJeaxe with a laser pistol
and monocrys armor rarely is combat - it's murder. The laser-wielder's ociety
will treat it as such, unless his culture is intolerant or otherwise deeply nawed.
Characters who fight with a technological edge will often find themselves in
deep legal and/or social trouble. Enforcing thi will downplay the role of violent
connict in a campaign. Regardles , a mixed-TL selling probably should be
approached as one in which violence plays a econdary role ... unless the low
TL characters can pull an ace out of the hole.

]VIixing ]VIagic and ]VIotors
Adding magic to the multi-TL mix can further enrichen a genre-spanning

campaign, and give low-TL characters a place to spend all those points they
didn't spend on High Technology.

GURPS Teclmomalleer provides an excellent example of mixing magic
and high-tech, to the point where each "discipline" covers the weaknesses of
the other.

Complementary Ignorance
In a mixed-TL campaign, after deciding whether or not low-TL characters

are familiar with ultra-tech. the GM will have to decide whether high-TL char
acters are familiar with magic! Leaving each end of the TL pan ignorant of the
other's "special powers" can be fairly balanced, provided magic use is fairly
common in the low-TL culture. Thi son of setting can actually lean toward the
low-tech culture's advantage; while they can envision ultra-tech as an "alter
nate" magic, the high-tech characters should refuse to believe that magic is
behind their missing that ignorant savage with the last 500 rounds from their
electromag ri ne.

Crossovers

(Continued)

GREECE and IMPERIAL ROME

These provide background for prehis
loric period.. of secondary. but still substan
tial. importance in Unh's prehistory.

MARTIAL ARTS

Given that the tOrturers maintain a sim
ple but effective body of knowledge. other
guild or military units may have elaborate
schools of comoot - perhaps even combin
ing manial with magical experti.se (0 gel an
edge over the Ascian hordes. An Autarch' s
guild of manial artislS i n't oul of the ques
Lion - and who knows what dread Trained
by a Master tricks are kept hidden by secret
societjes?

ROBOTS

Other examples of robotic sentience
might exist in the House Absolute or el'\C:
where in Briah. Given all the quirks and
personality that intentionally sentient robots
display in ew Sun, an earlier model that
accitienlaUv became sentient might make a
fascinating character study - or psychotic
demigod that needs to be shut down.

TECHNOMANCER
This setting could provide the perfect

rationale for the far history of Unh - per
haps magic has been an applied science for
most of Unh's prehistory! If so, the devel
opment of timeponing spells in the
Technomancer setting would eventually
give a hint of the Unh future, especially if
the reversed ew Sun funher-is-easier rules
are used (see p. 93). Perhaps chimems are
the ancient ancestors of the man-beasts of
legend, and/or the Autnrch's bestial ser
vants. Perhaps the dragons slumber away in
some forgotten land.

VOODOO
This acclaimed magic system might

provide the foundation for a good ew Sun
system, definable as either magic or psion
IC5. The background infonnauon can also be
mined for navar, though of a different,
darker sort than seen in the Book of the
New Sun. The various dark creatures of
voodoo lore might make good models for
exploring Abaddon's inhabitants.

WAREHOUSE 23
This sourcebook basically ~ts the tone

for tech research on Unh: dark and mysteri
ous and full of bunons you really shouldn't
have pushed. The Commonwealth probably
houses 3. variety of low-tech Warehouse-23
equivalents, full of sirange artifact~ that
even the curators dread . ..



Low (Tech) Tactics
o mattcr what mitigating circum

stances I.he GM inserts into a multi-TL cam·
paign. it comes down 10 Ihis: Lasers beat
swords. TL + combat armor is a sweet
thing when the be t your opposition can
muster is crossbows.

This doesn't mean the low-TL combat
ant must roll over and play dead. The savvy
warrior will adapt and overcome. Some
steps in milt process:

• Head for the bush. Low-tech forces
should lake to heavy woods. jungles. or sim
ilar terrain. and refuse 10 meet ultra-Iech
opposition where long sightJines allow their
weapons' huge ranges to come into play.
Cover-filled terrain also plays
havoc with sensors. especially
swamps and jungles. Swamps
have the eXira advantage of
providing special challenges to
heavy infantry loting 70+
pounds of annOT. wcapons. and
supplies.

• Get nose to nose. Once
the uhm-Iech forces engage the
low-tcch warriors within their
co vcr. Ihe low-tech forces
should close as swiflly ns pos
sible to close combat. An
infanlryman in unpowered
TL8 combat dress has very lil
tle to no advantage over a TL3
warrior in leather when lhe
duel comes down to Wrestling
moves - especially since the
TLJ warrior should have more
points to invest in ST. DX. and
Wrestling skill ...

• Appropriate hardware.
Every ultra-Iech opponent
downed should deny his side
one suil of armor and energy
weapon and supply the low
lech forces the samc. The GM
shouldn', make it too hard for
low-tech combatants 10 figure
out how 10 usc ultr..l-tech gear
Ihal's been repeatedly uscd
against Ihcm.

• Be creative. Much of the fun of play
ing !<lwords-vs.-Iasers is figuring how to
overcome the seemingly insurmountable
odds. GMs should be liberal in allowing
low-Iech Pes to surprise ultra-tech adver
saries with their tactics. After all. how many
tccl-and-ceramic-encased blaster-loti ng

soldiers are going 10 take a bunch of half
naked ~vages seriously? This shouldn't go
too far and puddle inlo a worM-of Tlrr
Rrtum of the! Je!di showcase. but real iooa
\'alion and derring-do should be rewarded.
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That said, nothing prevents a TLI 0 character from learning magic as easily
as a TL3 character once the ultra-lecher can no longer deny it existence. A GM
could easily introduce such a provision. perhaps requiring a character have one
level of Primitive for each level of Magery. While GURPS ew Sun a sumes
differently, the Book of the ew Sun could be interpreted this way, with high
TL characters incapable of believing in magic sufficienLly to learn it, and the
low-TL commonality capable of comprehending ultra-tech as simply prehistoric
magic.

The disadvantages to allowing high-TL characters to invest in magic is that
it strips away the "leveling of the playing field" created by low-tech-only
magery. Some spells - the technological colleges in GURPS Grimoire - can
do even worse, accelerating the difference between the technological haves and
have-nots. GMs should consider at least a small barrier 10 high-TL magic-use, if
nothing more than an Unusual Background.

Scope
Epic setting can eem to "require" epic storylines to fill them. and eventu

ally most campaigns will reach a level of considerable grandeur. Despite this,
the Book of the ew Sun provides an excellent example of interjecting more
personal subplotS into a larger-than-life story arc.

For instance, Tile Siladoll' oj tile Torturer at fir t seems heroic in scope.
with Severian encountering monSters and adventure in his relatively mundane
travel . In subsequent books il becomes clear thaI the fate of the world (or the
galaxy ... or the universe!) hangs in the balance. and New Sun is a full-blown
mythjc quest of biblical proportions. Despile that, Severian's countless sidelrips
often focus back down to the mOSI per onal level. With the fate of the world on
his shoulders he stops to heal a peasant girl and unravel his family tree.



The following provides some ideas for expanding inlo areas of Unh
described in the Book of the ew Sun.

A great deal can be done in a campaign that is centered in the sprawling
metropolis of Nes us - after all, The Shadow of the Torturer chronicles a jour
ney that takes place entirely within the city limits!

An even more intriguing campaign
might be set after Severian becomes
Autarch. He resolves to place the torturers
in their own cells for a while - to give them
a taste of their own medicine - then make
something more humane Oul of them. He
may have started these reforms but nol
brought them to speed before Ti,e Unit of
,he New SUII, in which he appears to ques
lion someone about the guild's fate after
decades of absence.

This creates a fascinatjng 5()"yea.r win
dow for ,he guild. Who' woutd 'hey
become? Super-intelligence agents or
police? Badlands rangers? An elite military
unit? A religious military order like the
medieval Knights Templar? A wandering
order of healers. to replace the Pelerines
(who seem to have been wiped out at
Orithyia)? A ncw class of inspectors (pris
ons. human rights, ctc.)? Ombudsmen?
Book printers to help cverian's dream of
promoting literacy?

Keep in mind that the guild consider~

itself good men doing a nasty job. If their
Autarch decides they need redemption (and
as an ex-member wouldn't hI! know?).
they'd likely go after it with a vengeance.

Playing the Torturers
A campaign sct among the lonurers

during Sc\'erian's lime presenlS a number of
limitations. First. the torturers are haled by
nearly everyone. Second. !.heir activities in
Severiao's lime h:tve been re..~lricled to the
Citadel- before Severin-n's exile 10 Thrax. a
journeymlln had not been sent oul to
become a Jictor in decades. Third. lonuren.
do not have a 101 of room for initiative 
they mainly obey lhe orders handed down
by judges and perfonn their horrific crafl.

One way around l.he second limilalion
would be to base the campaign In the glory
days of lhe guild. hundreds of years before
Severian' lime. In thi!t selung. journeymen
would routinely be sent out (0 serve as Jie
tors in provincial capilals around the
Commonwealth. Olnd masters might be
installed :It the House Absolute as guild rep·
resentatives or a~ praclilioncni of the craft.
(Dr. Talos' play deplclS ton-urers at work in
the House Absolute).

tn

Searchillg the Ruills
People go inlo the dead city section of essus for all sons of reason - flee

ing the law (like Cyriaca of Thrax). searching for missing persons (as Dorcas
did). cavcnging for antique furniture (like the merchant from Thrax), etc.
From time to time, an adventurer down on hi luck will find a map to treasure
buried in the dead city - it happened to Eata the smuggler and Simulatio the
oplimate in ''Thc Map." But the dead city is a dangerous, lawless place, full of
bandits and desperadoe with a hint of thc cannibal about them.

A nice change might be to lake simply The Urth of the Nell' Sun as a model.
II begins on an epic note, bUI quickly devolves into a series of seemingly minor
errands and intrigue that eventually ravel back into a mythic-level plotline
spanning all of lime.
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The Citadel of the Autarch
The Old Citadel is a sclf-contained liltle world of its own, full of mysteri

ous places and enigmalic groups. Within the cunain wall reside the tonurers, of
course, but al 0 the witches. the examiners, the fulgurators. the librarians, the
curators, the matros e , the beast handlers. and the healers. They may have their
quarrels wilh one another, but they all share a cenain bureaucratic elevation as
servants of the throne, a well as a physical elevalion on Citadel Hill that gives
them an almost monastic isolation from the ea of slums that urround them.

The denizens of the Citadel cling to their ancient traditions and the glory of
service, ignoring the fact that the city has long since moved nonh beyond them
- lhat an autarch hasn't even visited the Citadel in living memory. The entire
complex is a relic, a live-in mu eum of curio ities. a living fossil of things long
forgollen. And nobody is more completely forgollen than the tonurers.

A campaign centered on the Citadel would be like a large intricate "dun
geon" lhat the characters actually live and sleep in. PCs would belong to one
guild or different ones, bUI guild politics would be very lrong. Although Ihe
guilds keep prelly much to themselves. it would be interesting to dream up itu
ations requiring co-operation between variou allied guilds - for example, the
tonurers, the beast-handlers, and the fulgurators -10 solve a problem.

Hd"entures

Climbing the Social (adder
Thi campaign offers the mo t traditional framework for civilized adventur

ing: PCs begin as young adventurers from various ocial level and climb the
slippery ladder to become full-fledged arrnigers at Status 2. This i similar to
the milieu of The Three Musketeers, but wilh the addition of pyrolechnic
polearms, lascr weapons, fliers. and avems.



The Art of Lopping
Regardless of the lonurers' fate. some

one will still be responsible for paning the
heads from the bodies of those judged to
deserve it. Executions orten play pivotal
roles in the Book of the New Sun. Here's
how 10 handle them:

A torturer will always use a two
handed sword to perfonn an execution. A
common carnifex will mOfC likely use a
two-handed axe. The tonurer reserves one
side of his blade for males. the other for
females. Likely the camifex shows no such
sensitivity.

The victim's head is placed on a chop
ping block. The executioner strikes at I,he
neck (-5 10 hi I) with an AU-Out AHack at an
tldditiotlol +4 for enjoying an extra second
to "aim" al an immobile target (see p.
8125). This means an executioner can slrike
at skill-I doing +2 damage or skill+3 doing
nonnal damage. Generally. executioners of
base skill less than 15 will take the lo-hit
bonus; those of 15+ will lake the damage
bonus.

On a successful hil. roll damage nor
mally. applying the +2 bonus if taken. 0

armor should be present. but Toughness or
natural DR will count. Remaining damage is
multiplied by 2 for a cutting anack. If dam
age exceeds HT. the victim makes a HT roll
10 keep his head. Since the head is braced
against the block. this is more severe than
the standard roll on p. 1153 - the victim
mUSI roll al -I for every 2 points by which
damage exceeded his HT. A failed roll
means a severed head and instanl death.
(Well. nOI necessarily i"sta"l. Hislorically,
headsmen have reported that many heads
relain consciousness for :t few seconds. reg
iSlering horror and ancmpling 10 speak. This
should require a Fright Check at a hefly
penalty for unforewarned novice execution
ers.)

Example: Arlis the journeyma" lOr·
lUrer is preparing to pi)' Iris crafl 0" a burly
higlrwayma" (HT J2 and Touglrness + I J.
Artis boasts a fairly sto"t ann (ST J2). mas
tery of his blade (Two-Hafllied Sworll.16).
and a jim! weapon. He /likes lire +2 10 dam
age. giving him a modified to-hil of 15. He
rol/s a 12. then rol/s 3d+ 1 for damage. He
gets a 9. reduced to 8 by tire TougJlIless ami
11I(}(lijied to 16. Tire Iriglrwaymtlll musl rol/
\IS. IiT-2 (for raking 4 hits past his HT) 10

ol'oid det:opilatioIJ. He rol/s all 8: Irij' head's
still perched 011 his slroulders if a bit worse
for wear!

Executioners find il extremely embar
rassing if they either miss or fail to pan the
head with a single blow, bUl hislorically nei
ther is all th3t uncommon. This will impact
professional status.

Contillued 011 "ext page . ..
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Support
To maintain Status, one must spend the cost associated with that social level

- and to climb, one must spend even more. In addition it is strongly recom
mended that a would-be armiger at Status I+ have a lackey (see the hireling
rules on pp. B 194-195) to answer the door, deliver messages, run errands, etc. A
lackey will typically have 20 to 30 points. The job is one or two wealth levels
lower than the PC's wealth level, and while the PC may become attached to hi
lackey, he is not bound to protect him and is not penalized if the lackey dies.

Places to See and Be Seen At
Cafes, taverns, and inns are the easiest meeting

places, but even then there is a hierarchy involved:
The Inn of Lost Loves is located in a wealthy part of
town and serve monomachist (mainly armigers).
Gentlemen's club are more restrictive, having mini
mum Status requirements as well as costly dues.
Perhaps a Status 0 club would cost $40 a month; a
Statu I club for optimates would be $75 a month; an
armigers' club would begin at $150 a month. The vil
las of armigers and exultants are the most restrictive
of all: by invitation only.

There are also the daily events at the Sanguinary
Field and seasonal tournaments (see p. 38).

Toadying
All is not glorious combat and escapades, of cour e - characters may gain

Status and access to higher social levels by being een in the company of their
betters (who likewise benefit by the cultivation of ycophants). Toadying
("schmoozing," "networking") confers upon participants something like a tem
porary Patron advantage/Dependent disadvantage without the cost in points or
the serious obligations. But it isn't free - the toady will have to pay cash for his
portion of the carousing and will owe his host at least a favor.

Gambling
Characters may (and probably should) gamble at clubs, bawdy houses, or

arenas like the Lion Pit and the Sanguinary Field. Social gambling, like social
drinking, is not frowned upon at all - one need not have the Compul ive
Gambling disadvantage to occasionally (or even frequently!) gamble. And since
social climbing requires lots of money, gambling offers an opportunity to make
more without risking life and limb.

Female Companionship
Armigers and would-be armigers must have some sort of female compan

ionship at least once a month. Aside from their own physical need, their repu
tation depend on it. To fulfill this obligation, the character can acquire a mis
tress or vi it a bawdy house.

Mistresses require courting, and that means money. A simple country maid
might be wooed with the gift of a bolt of cloth, but an optimate' daughter
would require more, an armiger's daughter much more, and an exultant's
daughter ... well. During courtship, expect to spend an anlOunt equal to her
monthly co t of living every week. At the end of the week, deternline if she has
been won over (by a reaction roll or GM whim). The greater the difference
between the social levels, the greater the challenges involved for the social



climber - a penalty of -4 10 the reaction roll for every level she has over him (so
a commoner wooing an armigene would be at -8). By the same token. the chal
lenge for a higher level man seeking a lower level mistress is trivial (+3 to reac
tion rolls per social level of difference) and often enough results in exultant bas
tards.

If using reaction rolls, a "Good" or better result indicate that she has
become his mistre s. a "Bad" or worse re ult u ually means he hould leave her
alone ("Very Bad" or "Disastrous" suggeslS a duel of some kind. with a relative
or outraged suitor!), and other re ullS are more or less "keep trying."

Once she is won. a mistress require a certain amount of time (at least one
vi it per month) and money (equal to her monthly cost of living, per month
now) to be spent on her. Mistresses of higher Status can offer influence, access
to high society, even cold cash to their par-amours.

Bawdy Houses
For those who lack (or are "in between") mi tresses. there are the bawdy

houses where simple cash buys wine, women, and gambling. As criminal enter
prises, bawdy houses are usually located on the fringes of respectable society 
fiacre drivers always know where they are, and some earn extra money by car
rying prostitutes looking for work. The Algedonic Quarter has a brothel called
Echopraxia - the manager there, an old eunuch, nightly creates the House
Azure as a burlesque of the House Absolute. His meretrices are of "excellent"
grade (perhaps urprising con idering Ihe neighborhood). They charge a few
asimi each and their highest level of clientele is probably optimate.

Dallying with doxies can lead to disea e. Generally the risk declines as the
• •pnce Increases.

Dueling is usually about honor, and

has many causes: members of two

unfriendly military groups meeting
unexpectedly; a disagreement over a
mistress; or various forms of insult.

But there are also those who use

dueling as a form of legal thievery.

Loalls
An expen ive life tyle may deplete a character' finances. and he may rum

to moneylender for temporary a sistance. Payment plus 10% interest is due in
six months. There are also pawnshop and rag shops where quick cash can be
raised on short notice by the pledging or selling of jewelry, heirlooms, etc.

The Art of Lopping
(Continued)

Many communities provide a concave
block (i,e .. with a trough lhal form-filS the
neck). A rnomenl's reflection would reveal
why this is a bad idea when a sword might
be used for the job. A proper block is con
vex. bowing outward in the center like a
giant wooden model of a worn pencil eraser.
A concave block will shaner an average
sword on allY missed roll I time in 3 (l·in·6
for fine swords: it just dings a very fine
sword and ruins the headsman's day). Many
also make their blocks of very hard wood:
this has the same effect on both swords and
axes. A very hard concave block would
require two rolls to avoid breaking a sword
on a missed roll.

Perfonning this job requires nerves of
steel. Executioners should make a Will roll
before perfonning. A missed roll inflicts a
penalty to the "attack" equal to the amount
by which the Will roll failed. A critical fail
ure means he simply can't perfonn: likely
he breaks OUl in a cold sweat and shakes
with weapon poised. If a PC forces the issue
even after his nerves fail to thi extent,
apply a -10 to hil and -2 10 damage.

Dueling
Dueling is legal and s3nctioned in the

Commonwealth. The referee of the
Sanguinary Field in Nes us arc called
ephors Gudges); they would stand o~·er even
the Autarch if he were to enter the rolls.

Dueling is usually about honor. and has
many causes: members of two unfriendly
military groups meeting unexpectedly; a
disagreement over a mistress: or various
fomls of insult. But there are also those who
use dueling as a form of legal thievery.

Duels can be to first blood (ending
when either monomachist is wounded). to
first serious wound (1/2 HT damage in
Basic Combat. or any wound to the brain.
head, body. or vitals if using hit locations).
or to the death. Weapons include most
swords and exotic items like the avern (see
below) - lasers and pyrotechnic polearms
do not seem appropriate. The 3vcm is used
only in duels to the death.

The rules are simple enough: The
monomachisls fight with the agreed-upon
weapons until the agreed·upon conclusion IS

reached. There are no ··seconds.·· but of
course it is wise for the monomachist to
have friends andlor medics on hand 10 help
afterward. "Gentle Right"' is the rule which
allows a fallen monomachist to stand up and
rearm before his opponent attacks again.

In the case of a duel to lhe death. the
"ictor can lake the arm and annor of the
loser.

COlltinued Oil ntxt page . ..
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Duelling

(Continued)

Refusing [l duel will at the very teast
cause the refuser to be labeled as a coward.
It may also. in more serious cases. allow the
olher party 10 hire assassins to kill the
refuser.

Averns

The avern is undoubtedly Ihe most
exotic and deadly of the many weapons
used on the Sanguinary Field. e~pccially

con.sidering that it is a nower!
The CXlrntcrrcstrinJ plant consislS of a

long stem (from 12" to 60" depending on
age) lined with sharp. dark Icaves and
topped with a strange. geometrically precise
nower. Depending on size. they arc wielded
as one- or two-handed swords. (I.e.. use
Knife. Shonsword. Broadsword. or Two
Handed Sword skill as appropriate.)
Generally enough bare space is present al
the base to provide sufficient grip.

The nower doesn't appear to do any
damage (no thrusting attacks). but the razor
sharp lea\'es are lined with an extremely
potent loxin that is instant death to humans
and other Unh·based metabolisms. On any
swinging hit they'll penet:rote up to DR I and
slay the target Funhennore. the leaves can
be plucked (takes one lum and roll vs. DX
to avoid cutting oneself), then thrown like
shuriken! This will generally be at
Throwing·2, but dueling specialists proba
bly have Shuriken skill (see p. C1I35) to
improve their pcrfonnance.

An a\'em averages one leaf per inch of
length, Plucking more than 50% of the
leaves aHows an opponent 10 attempt a hand
parry if struck with the plant itself (parries
with the larget"~ own 3vem are always OK).
It also creates a l-in-6 chance that a leaf
won't hit the opponent on a successful
strike, in which case the relatively soft stem
doesn't even do crushing damage. This
increases to 2·1n·6 with 60% of the leaves
gone. 3-in·6 with 70% gone. etc,

Tactics vary belween swinging away
with the plant itself. or holding the avem in
the off-hand and throwing leaves at the
opposing duelist.

Even gathering an avem is a very risky
task. since it has a hypnotk nura that makes
il lleem out of reach one second, then tOO
close for comfort the next. Roll vs. HT+3.
plus or minus Strong or Weak Will. to avoid
a fatrn mishap.

Important Personalities
The follOWing consist of SUCCinct char·

aeter writeups for the major personalities in
the Book of lhe ew Sun. Characters with
ultra-tech and magic abilities may need
modifying to confoml with the GM"s vision
of how these work in his campaign.

Influence
InOuence i that nebulous, slippery force that greases the va t social

machine of the big city. It is measured more or Ie by Status and the informal
yet binding credit network of Favor given and owed. Can you ask a favor of
that highly placed person? Would you do a chore, perhaps some dirty work, in
exchange for the promise of a future favor? Favors from the high and mighty
can get yOll out of prison, maybe even OUI of the oubliene of the Malachin
Tower (well, the exultant prisoner eem to hope so). A socially superior mis
tre s can be a source of favors (but only about one a year or she will become
exasperated).

Glory at the front can cancel a
reputation for cowardice - the good
officer's salary can help payoff
debts. In desperate situations, a
character could Simply go to the
front and join in.

Military Groups
Obtaining an officer's posting can provide a fast track to armiger status.

Four different military groups are described within e u in the Book of the
ew Sun. The highest-ranking is the xenagie of the Blue Dimarchi at the

fortress near the Sanguinary Field. ext is the lochus of peltasts guarding the
bridge near Cobbler's Common. City guards, known also a roundsmen. patrol
the streets. Finally, there are lansquenelS, mercenary cavalry.

Undoubtedly many more are present, keeping the peace and enforcing the
laws. Groups are rotaled in and out-the Blue Dimarchi might lIddenly gel the
order to march, and another xenagie move in to rest at the fortress. AII of these
groups offer fining jobs for armigers and their imitator, and all (with the
exception of the city guard) can be called up to serve al the front.

NOlhing offers promotion opportunities like banle again t the Ascian
armies in the north. and to the armigers Military Rank i quite important. Glory
at the front can cancel a reputation for cowardice -the good officer's salary can
help payoff debts. Ln desperate ituations, a character could simply go to the
front and join in.

•
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'_.11._.11.11._""11.111



Noble Ci"ing

Sf 13 {301. OX 13 (30). IQ 141451. HT II I!OJ
Speed 5.75. Move 5
Dodge 5. Parry 617
Advalltages: Administrative Rank I

[5); Eidetic Memory (Mental Fugue limita·
tion. -30%) 1421: Literacy [0): atural
SpelleaSling (151: Status 2110): Unusual
Background (Trained by Ihe Torlurers
Guild) 1151: While-Fountain Aspeeled
Magery-3 (18).

Disadl'alllages: Duty (To guild on 12
or less) 1-IOj: Primitive -2 (TL5) 1·101:
Repul3tion -4 (fonurers, only "believed in"
on 10 or les ) [-10): Vow (Guild) 1-5): and
Weallh (Poor) (-15).

Quirks: Wriles detailed record of his
affairs I-I): Usually honesl I-II: Skeptieall-l1.

Skills: Administration·14 [1121:
AlehemyrrL5-12 11/2): Area Knowledge
(The Citadet)-15 (1I2J: Delcel Lies-13 11121:
Gunner/TL (type: see p. 55)-14' (II:
Inlerrogation-14 11121: Intimidation-15 (II:
Judo-13 (41: Knife-14 (2): MechanierrL5
(Engines of agony)-14 [1121: Perfonnance
14 (1121: PhysicianrrLS-14 III: Physiol
ogy/TL5-15 (31: Professional Skill
(Tonurer)-15 [II: Riding (Meryehip)-II
11/2): Savoir-Faire (Servant)-IS 11/21:
Surgery (MNH)-12 11/21: Swimming-13
[I): Tonurer's Grip (MNH)-16 [4): Two
Handed word-15 18): Whip-12 11J: and
Writing-15 Ill.

• Bonus of +2 for IQ already applied.
Spells: one yet. bUI perhaps his

Natural Spellcasting is why his dreams lend
to send him 10 the corridors of lime (sec p.
20), where he usually sees an aquastor of
Master Malrubius. a lonurer who died when
Severian was a boy.

Equ;pmellt: Fuligin cloak (made of
vicuna wool). sabrelache (containing 3
asimi. a copy of the brown book. 310nurer's
mask. and a whetstone), breeches and hose.
boots. Ten"i1ll's Esl (see p. 83).

Note: Magery aspected 10 the white
founlain (3 "white hole" deslined 10 revilal·
ize the Sun) work.s akin 10 other·aspecled
magery. When the bulk of lhe Urth is
between the caSler and the white founlain,
he cannot tap its energy. This is basically a
l2·hours-on. 12-hours-off cycle. but Ihe
exact time period will shift as the fountain
moves closer and the seasons change.

Severian the Torturer

[200 Points]
Heighl 6'1"; Weighl 175 Ibs. He has

dark hair. dark eyes. and a pale complexion.
His face is long, rather bony. with a high
square forehead. moderately high cheek
bones. and a 5l.rong chin.

This is Severiao as a young (22-)'ear
old) joumeym::m. just sent 3\\, ay from the
Citadel for his crime against the guild (and
thereby losing the Patron advantage found
in Ihe guild template on p. 76).

200-500
3D-50
10-30
5-25
5-15

1-10
5-50
1-10
1-10
1-5

Status

7 King
6 Duke
5 Count
4 Earl
3 Baron
2 Knight
I Leading Citizen
o Guildsman

Large Fann
Professional Office

The religious sec lor al 0 employs a large
number of people. One-third 10 two-thirds of them
will be actual clergy, with the reSI being servants of one kind or another. A
bishop would be expected to have 40-200 auached people, a cathedral would
have 20-50 people, and a monastery would have 20-100 people.

Characters who finally reach arrniger statu, or exultant PCs, will find a
whole new set of challenge awaiting in the noble lifestyle.

The life of a noble is like lhat of an aspiring armiger, only more o. Their
chief pastimes seem 10 be lournaments and panies. Somehow they make money.
and periodically they go off 10 war. The pinnacle of this courtly lifestyle is
found at the House Absolule.

Retinues
The issue of Patrons is a familiar enough one in GURPS, but patron-client

relationship worthy of the Patron advamage form but a small part of a high
Slatus per on's following. Hirelings fill out mo I of their retinue, which can and
should reach impre sive headcounts as Status increases.

The following table, based upon historical figures and titles. give a rough
indication of how many people should be employed by a per on of a given
Statu. The employer will serve a a Patron to a mall percentage of this figure.

Number of
Attached Persolls

Palace Retinues
The palace is usually a non-military dwelling place built by the local aris

locracy in the city they control. Its resident population historically would
include chamberlains (earls), chancellors (earl ). chaplains, footmen. huzzars,
ladies in waiting, majordomos, atrap, secretaries, and viceroys. Again, rth
will feature new titles for some of the positions.

Both the caslle and the palace are likely to have ambassadors, body er
vants, heralds, and pursuivanls (apprentice heralds).

Castle Retinues
The castle is usually a military installation in a rural location. Urth has its

equivalent structures. Hi torically. its resident population would be comprised
of bailiffs, constables (often barons), earls, house carls, mar hal (barons/earls),
men-at-arms, monks. pages, priests, ene chals Uudicial administration. usually
a baron or earl), sheriffs. squires, stewards (usually earls), and women.

The titles may differ on Urth; the jobs will still need filling.
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Severian the Creat

[366 POints]
This is Severino a..~ AUlarch. a 33-ycar

old about 10 set sajl on !.he T:.cu/kiel to save
Unh.

Ufe ha~ been hard along the way. He
ha~ picked up a large facial scar and n crip
pling laser-bum wound to his leg. He now
ha..~ two major personalities - Severino and
Thecla - as well as the memories of all past
aUlarchs. When the Thecla personality man
ifests. the skills from her writeup on p. 121
that evcrian doesn't already hu\-e are
gained. but IQ drops 10 13 and he gains her
Impulsiveness quirk.

ST 13130). DX 131301. IQ 141451. HT II [IOJ
Speed 5.75, Move 2
Dodge 2. Parry 7

Ad,'olltages: Autarch Mind [40}:
Eidetic Memory (Menial Fugue limitation.
-30<:<) 1421; Llleraey 101; NalUral
Spelleasting 1151; SlalUs 7 [301; Unu,ual
Background (fnuned by Ihe Tonurers Guild
and Autareh', Itra-Teeh) 1651; Wealth
(Fillhy Rich) 1501; While-Founlain
Aspeeled Magery-3 1181.

Disadvantages: Appearance
(Unallraetive) I-51; rippled Leg 1-15];
Primilive -2 (TL5) I-IOJ; Repulation -4
(One-time tonurer. only believed on 10 or
le«) 1-101; Sense of DUlY (To Urth) 1-15/:
and Splil Personalily 1-101.

Quirks: Writes detailed record or his
affa,,, I-I I; Usually honesl I-I J; Skeptical I-I I·

Skills: Administration-15 (I):
AlchemyrrL5-12 11/21; Area Knowledge
(House Absolute)-16 III (Second House)
-16 II] (The itadel)-16 III; Beam
WeaponsrrL9 (La<ers)-14' 11/2 I; Detee,
Lies-14 rI J; GunnerrrL (Iype; see p. 55)
-14' Ill; Hidden Lore (The New Sun)-17
(21: Interrogation-15 (I!; Intimidation-15
III; Judo-14 18/; Knife-14 121;
MechanicrrL5 (Engmes of agony)-l4 11121;
Perfonmanee-15 II I; PhysieianffL5-14 II I;
PhysiologyrrL5-15 131; Professional Skill
(Tonurer)-15 II I; Riding (Destrier)-13 II
1121 (Meryeh.pl-13 [2J; Savoir-Faire
(Ser,an,)-15 11/21; Surgery (M/VH)-12
'1121; Swimmmg-13 III; Torturer's Grip
(MNH)-16141; Two-Handed word-1518J;
Whip-121IJ; and Wriling-17121.

• Bonus or +2 ror IQ already applied.
Spells: Scvcrian has no idea whm he's

doing. so his prerequisitcs are a I11~S. SO rar
hi" alUral Spellcasling has resullcd in
Clouds-15: urc Disease-15: Hail-15:
Instant Regeneration (VH)-14: Light-15:
Rain-15: Restoration (VH)-14: Snow-15:
T,meporl (VH)-14; mbrella-15; and
Windslonm-15 III I.

£quipmeIJ1: Fine clothes. laser pislol.

liZ CRMPRI@/'l6

Tournaments
These are the public spectacles in which the members of the military

classes fight against each other in the name of fun: jousts by individual . and
group ballies of up to 40 on a side (with either blunted weapon or no
restraints). A lournament might last a long as a week and on greal occasions
two weeks.

The opening day is spent matching and seeding the panicipants, followed
by days set apart for jousts, for group ballles, for a rest day before the final tour
ney - all inlerspersed with feasting and panies. These occasion are the great
sporting event of the Commonwealth. attracting crowds of spectators from
optimales to common artisans. mountebanks, food vendor. prostitutes_ and
pickpockets. About 100 armigers u ually participate, each accompanied by two
mounted underlings, an armorer. and six ervant in livery.

The expense of il all could easily bankrupt an anniger, bUI he mighl also
come away richer since the loser in combat has 10 pay a ransom and the winner
is awarded his opponent's destrier and armor. These spoils can be sold to any
one, bUI traditionally the first otTer goes to the one who originally lost them.

Ridottos, Fetes, Masques
These are the various parties Ihat armigers and exul

tants are con tantly going to. held at a villa or palace.
Often enough they are masque. where the party-goers
don di guises. Because of thi . anybody seen on city
streets in unu ual garb will be assumed 10 be an armiger
or exultant on the way to a pany - especially if the per
son is above average height.

The Court of the Autarch
All of the armiger and exultant social interplay inten ifies once poured into

the "dungeon and gardens" atmosphere of the Hou e Ab olute. In the Well of
Orchids the Autarch keeps a harem of exultant women, held as hostages to
ensure the good behavior of their families. Only the greal families of the exul
tant clans can send such a repre entative (most are afraid or cannot afford it),
but even 0 there are 500 women. each with her own khaibit. Of these there are
perhaps 20 whom the AUlarch actually visiL~, an inner circle of the most power
ful noble houses in the Commonwealth.

There are fe tivals and tournament. There is the Second Hou e within the
House Ab. olute. a meeling place for lovers and schemers for centuries. The
anlechamber has pri oners which the young exultants occasionally tonnenl with
electrified whips.

In and around the House Absolute can be found the Praetorian Guards in
their catoptic armor ( ee p. 85), the barbarian Septentrion Guards (a cavalry
unit), and the Companions (an exullant military group). while the uhlans guard
Ihe roads nearby. 0 doubt there are rivalrie and alliances among these differ
ent groups. ,

Vodalus, the Ciege of Cea"es
ot all exultants are loyal 10 the Autarch - some secretly plot against him.

hoping to ree tablish the monarchy of Typhon, and some go so far as to openly
rebel. Such is the case with Vodalu the bandit lord and hi mistress Thea. who
was once a member of the inner circle among the Autarch's concubines in the
Well of Orchids.



Vodalus u es the analeptic alzabo (see p. 90) in his initiation ceremony to
bind his followers (known as Vodalarii) closer to him. And what bener flesh to
serve at such a banquet than that of a dead Vodalarius? The ingested memorie
will further reinforce loyalty to Vodalus. In this way. Vodalus is a sort of vam
pire-king.

Agia [75 Points]
5'S": 140 Ibs. This shopkeeper lumed

advenluress is 23 yem old, with elongated
brown eyes. long brown hair. and fair skin.

NORTHCOTT '99

ST 10101. DX 12 1201. IQ 13130J. HT to [01
peed 5.5. MOl'e 5

Dodge 5. P3lT)' 7

Adtlanlagts: Appearance: Attraclive
[5 J: Literney [OJ: lalUS I [5J: and +2 Strong
Will [SI.

Disad,'alltages: Greed (-151 and
Primitive -3 (TlA) 1-15J.

Skills: Area Knowledge (Cobbler's
Common)..13 [11: Area KnO\\ ledge (Botanic
Gardens)-13 [II: Area Knowledge
(SanguJnary Field)-13 Ill: Fast-Talk-14141:
HoldoUI-15 [6J: Knife-14 [41: Knife
Throwing-14 [4J: Merehant-14 [4J: Sex
Appe.,1-131 J: and lreetwise-1414J.

One mooting as Agia was opening up
her rag shop. Severiao approached. He
appeared to be an anniger in costume for a
party. bUI her Merchant kill told her that
both his costume and sword were more
elaborate Ihan mos!. and her lreetwise laid
her lhat he was in unfamiliar temlory. She
and her twin brother Agilus set up a can job
meant to fleece the naive of his heirlooms.
challenging Scverian to a dealh duel 10

frighten him into selling his equipment at a
discount.

The plan went 3\\1)': Severian accepted
the challenge. Agi3 tried again to scare him
off with a reckless fiacre race. which ended
when lheir cab crashed into the tent-cathe·
dral of the Pelerines. Again. Agia was quick
to seile the opportunity by ~tealing the
priceless law of the Concilimor from the
ruined allar. She planted it in Severiao's
sabre13che.

The con-job on everian was nOlA

small game. and she now knew he was
really a tonurer and sub~uently feared for
her brother meeting him in the duel. Her
scveral attemplS 10 derail the duel failed. bUI
Agilus won by cheating - only to !'ice
Severinn rise from his mortal wound. Agilus
panicked and fled. killing several bystanders
in the process. He was tried and convicted.
and Severian carried OUI the execution him·
self.

Agia ",wore to have her rc\'enge on
Severian. enlisting her aged !'luitor Hcthor in
the quest . ..There's always the war with Ascia a a place and rea on for adventure. The

exultant have to lead the banles; the armigers are drawn by the need to prove
themselves in banle; commoner may be escaping failed love affairs and/or try
ing to payoff overdue debts; rural citizens may be innocents led to the slaugh
ter. Warfare is one of the few conditions where the normally separate social
classes mingle - so the front offers another opportunity for PCs of differing
social level to meet and adventure together, even though they wouldn't nor
mally move in the same circles of even a provincial town.

Soldiers at tbe Front

e
•

Raiders of }\1ount Cypbon
Commonwealth merchants are u ually wary of gold coin. especially if they

are fresh and new looking. The reason i that a lot of counterfeiters are at work,
but there is also the danger of sudden fluctuation of monetary value cau ed by
adventurers cashing in formerly hidden trea ures. And there are assumed to be
treasure out there. Captain Hadelin says. ''I'm a sailor; we see coins from
extern lands. Then too, there' some from tomb, ometimes. Plenty of tombs
up in the mountains. I upposc?"

Considering that each mountain is a carved idol to a long-forgonen autarch,
it is a safe bet that the mountains are littered with tombs, epulchers, mau
soleums, and the like. Mount Typhon. the oldest one, has transportation and
security systems still in operation. There is certainly a lot of room for "dun
geon" type adventures here. though perhaps more along the lines of Raiders of
the Lost Ark and Killg SO/Oil/Oil'S Mines.
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The Autarch [225+ Points]
5"3"; 140 Ibs; an 80·year-old who

appears half his age. with short while hair
and blue eyes. This is the Autarch at the
lime lhat Sevenan is a tonurer.

ST 10101. OX 10101. IQ 14 [45J. HT 10101
Speed 5. Move 5
Dodge 5

Advantages: Aularch Mind [40}:
Charisma +1 lSI; tatus 7 [301; Unusual
Background (Autarch' Ultra-Tech) [50J;
and Wealth (Filthy Rich) [501.

Disadl'Qlllag<s: Eunuch 1-5 I; Duty (To
Commonwealth on 15 or less) [-151; Secret
(Multiple alternate identities) 1-10I.

Skills: Acting-15 [4]: Administralion
t5 [41; Area Knowledge (House Absolute)
15 [21 (Second House)-15 [2J (The
Citadel)-15 121: Beam WeaponslTL9
(ulse,,)-13'121; Detect Lies-1618J; Hidden
Lore (The ew Sun)-14 [21; Merehant-13
[I I: and Piiotingfl'LI2 (Contragravity)-12
18 I·

• Bonus of +2 for IQ already applied.

This represents a very sketchy portrait
of the AUlarch: he doubtless has hidden
attributes. advantages. disadvantages. and
skills. He is a man who keeps his cards very
close 10 his chest.

His many roles outside the AU13rch's
office include manager of the Echopraxia
brothel (3 criminal profession). spy for
Vodalus (also criminal. though Ireason
against himself . . .). third bursar of the
House Absolute (Status 2. Administrative
Rank 4). a bulUmino13ur in lhe corridors of
timc. and Others.

The Autarch was zapprentice to the
honey steward of the House Absolutc
decades before lhe events of New un. The
yellOW robe he wears in most of his roles is
similar to the fonmll robe of the alcalde of
Saltus. suggesting that yellow robes are
gowns of office. As a criminaJ he monitors
the populace. as a spy for Vodalus he keeps
track of the rebellion. and as third bursar he
observes the House Absolute.

Baldanders [325 Points]
9'; 520 Ibs; perhaps the grandest thau

malUrge on Unh. this giant of a physical
'\pccimen is more than 200 years old. wilh
matted black and gray hair.

ST20 IIIOJ, OX 12 [20I.IQ 14 [451. m' 13I1715OJ
Speed 6.25. Move 6
Dodge 6

Ad"Olllagts: Gadgeteer [251: Gills ( 0

gills or other unusual feature. +30%) (131:
High Technology +2 [501: Llleraey [OJ;
Longevity [5J; Single-Minded 15 I; tatus + I
[51; and Wealth (Comfonable) 1101.

COlllilllled 011 lIexl page . ..
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Sailing tbe Xantbic Sea
The ships that sail down the long and winding meanders of the River Gyoll

eventually reach the sea. From there they can head west into the Xanthic Sea,
where hundreds of isles are all that remains of what was probably the birthplace
of the Fir t Empire, now sunken beneath the waves. The trade routes between
Nes us and the Xanthic Isles likely are tightly controlled by the merchant
princes among the optimates.

exploring tbe Rest of Urtb
We don't know anything about what lies beyond the hore of the

Commonwealth save that Ascia is (0 the nonh and the Xanthic lies are to the
west. This i only the area of the Americas and the South Pacific - what might
the rest of the world be like?

The ShipS that sail down the long and Winding
meanders of the River Gyoll eventually reach the
sea. From there they can head west into the
Xanthic Sea, where hundreds of isles are all that

remains of what was probably the birthplace of
the First Empire, now sunken beneath the waves.
The trade routes between Nessus and the Xanthic

Isles likely are tightly controlled by the merchant
princes among the optimates.

Cime Cra,,"
Travel through time seems dangerously easy with the Botanic Gardens of

e sus (see p. 37) open to the public. The corridors of time (see p. 20) also pro
vide ample opportunity. But time travel into the future also happens to a greater
or lesser extent whenever ailors travel between the Slar • and should they visit
Yesod, where time flows differently. they may find themselves whole age in
the past on their return to home port. See Chapter 6. Space alld Time. for more
detai Is.

Otber «lorlds
Adventuring need not be limited (0 Urth at all. Even an exultant's flier

might be able to make the journey to Lune, and with a small paceship one
could vi it the other worlds of the solar system.
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Severian always wanled to visil the foresls of Lune where "there are enough
trees to hide ilamon," as Rudesind the curator says. Lune' terraforming
became po sible at TLl2 or TL 13. long after Mars and even Venus had been
transformed.

Vert/zalldi
The first terraformed world, Verthandi is the planel we know as Mars. What

i Verthandi like in the Age of the AUlarch? With a name meaning "lhe
Pre ent," Verthandi i probably a bit beller off than tired old Urth (meaning "the
Pasl"). Maybe her seas have dried up, leaving a nelwork of green canals to carry
water across an arid landscape, reminiscelll of Bar oom. Or perhaps they are
frozen over in an ice age a the energy of the Old Sun cOlllinues 10 decline - a
precursor of the "Ragnarok" ice age of Master Ash's future timeline. An early
Wolfe short story that deals with a terraformed Mars is "Mountains Like Mice"
(in Worlds of If 5-1966, colleCled in Youllg Wolfe by United Mythologie Press).
CURPS TerradYfle gives a detailed look at a TL8 terraforming plan for Mars.
for those whose time-tripping leads them 10 this early era.

Skuld
Our planet Venus, a helli h world. has been engineered through TLI 0 sci

ence and technology into a pleasant world with a new name meaning "Future."
It's probably more Earthlike than Urth. as far as climate goes. Typhon's original
capital was probably on Skuld - one can only peculate as to how the world
reacted to the break-up of the short-lived Second Empire.

Abaddoll
The texts are ambiguous about the world called Abaddon. It might be the

planet Mercury or, more probably, it might be a planet!ship in sub pace (like the
planet! hip Yesod is in hyperspace). Either way, it is
aid to be a world of intense heat and cinder cones, and

it is named after lhe angel guarding the pit of Hell.

Outer Worlds
Beyond Venhandi await Serenus (Jupiter), and the

world known among the hierodules as Aralron ( atum).
The outermost world is Dis, presumably our Pluto since
"Dis" is a Latin god of the underworld.

The Whorl ojthe Lollg SUIl
Thc Whorl is the generation starship launched as an

expre sion of imperial power by Monarch Typhon. It is
like a tin can in space. rotating to provide simulated
gravity - but the diameter of lhis "can" is greater than
60 miles. Lighting is provided by a huge bar (like a
super nuore celll lube) at lhe axis - this device is called the Long Sun.

While the Whorl does not have conlragrav lechnology. they do have hover
craft. eedlers and slug guns are common; a lype of force sword called "azoth"
is available but very expensive and rare. Money on the Whorl is measured in
bits and cards cannibalized from broken (or simply inactive) computers. The
gods of the Whorl are N entities based upon Typhon. his family. and hi coun.
The computer-mountain Mainframe is to their world what Mount Olympu was
to the ancient Greeks.

Baldanders
(Continued)

Disadvantages: Berserk [·15);
Fanaticism (Against superstition) (·15);
Gigantism [-101: and Sadism [-IS].

Quirks: AclS mentally dull (IQ 7) I-II
and suaUy moves slowly (- I).

Skills: Acting-1412]; AlchemyrrL9-13
14]: AxeIMace-1418]: BiochemisU)lrrL9-12
[21: ChemiSlryrrL9-14 14J: ElectnlnicsrrL9
(Medical)-12 III: EngineerrrL9 (Holo
graphics)-13 121; GeneticsrrL9-12 (Genetic
Engineering)-18 [41: Hidden Lorc (PaSl
lechnology)-15 14]: MechanicrrL9 (Holo
graphics)-13 II]: PhysicianrrL9-14 [4]:
Rcscarch-16 [6]: and SurgeryrrL9-12121.

Baldanders is a man of science turned
eanh titan, who would (and nearly does)
seize the Phoenix Throne. At some point in
his studies he found the secret of the exul
lants and pu hed it even funher. inducing
Gigantism in himself (he was around 5'2"
naturally) to increase his brain·sizelintclli~

gence and gain Longcvity.
His gadgeteering results in a variety of

devices (see p. 90) of his own design and he
also baner with the hierodules for e\en
more advanced wares. Through his medical
ex.periments involving the hideous mutila
lion of prisoners. he achieved lhe skill to
create Doctor TaIO"~. to induce Gignnlism
inlo Ihe nameless boy found in his bed~

chamber. and to give himself the ability 10
breathe water.

Ceryx the Necromancer
[100 Points]

Sf 121201. DX 12 [201. IQ 13130/. HT II 1101
Speed 6. Move 6
Dodge 6

Ad"anlages: Literacy 101 and Magery
3 (35).

Disadl'alliages: Bully [-10): Fanatic
ism (Self) I-lSI: Megalomaniac [-101: and
Primitive -3 (fU) [-151.

Skills: ACling-13 121 and Sleight of
Hand-12141·

Spells: Death Vision·14: Divinalion
(CrySlal-gazing)-15: Creale Air-14: Creale
Eanh-14: Create Walcr-14: Earth to Stonc
14: Find Weakncss-14: Fog-14: Ignile Fire
14: Lend Health-14: Lend Strength-14:
Purify Air-14: Purify Waler-14: Sandslonn
14: eek Eanh-14; cek Waler-14: Shape
Air-14: Sbape Eanh-14; Shape Waler-14;
Shatter (VH)-15: Summon Spirit-14;
Weaken-14: WindSlonn-14: and ZOmbie-IS
1291.

An inhabitant of Typhon'sera. Ceryx.
wears 3 robe of purple and green" hen he is
offering to read the future for people, or he
wears raw manskin and carries an iron-shod
staff topped with a rotting human head
when he does his necromancy.
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Dorcas [25 Points]
5'2": 100 Ibs: an enigma in the guise of

an allractive young woman appearing 16
years old. with blonde hair and blue eyes.

Sf91-IOI.OX II IIOJ.IQ 12(201. lIT 11(101
Speed 5. Move 5
Dodge 5

Advantages: Appearance (Attractive)
(5J and SUilUS I 151.

Disadvanlagu: Amnesia 1-10):
Primitive -3 (TL4) (-151: and Thalass
ophobia (-101.

Quirks: At any opponunit) she will
put a fresh flower in her hair '-I) and

kepuCISm (- I J.
Skills: Artis,-13 (41: MerchaOl-15 18J:

Needlecraft-13 (81: and Savoor-Faire-1512J.

Dorcas was resurrected by the Claw
when Severino dove into the Lake of Birds
to retrieve Terminus ESI. Her amnesia
results from the shock of resurrection (see p.
92). Agia calls her a beggar girl. bu'
Hildegrin (a Vodalanus) says she looks
high-born: a.t; her memory returns. she will
recall that she was born into the optimate
class. She is the mother of Ouen (40-year
old w(titer at the Inn of Lost Loves) and lhe
grandmother of Severinn.

Hethor [60+ Points]
5"6"; 135 Ibs: this snilor/~orcercr is

small of stalUre and wears large gnly clothes
that make him seem even smaller. His weak.
chin is covered with stubble: a receding
hairline has left him with a cockscomb-like
crest. He has gaps between his rouen teeth
and dark. dull eyes as dry as pebbles and
akin to those of a corpse. He is about 60
years old.

Sf9 (-101. OX 91-101.IQ 16(801. lIT 121201
Speed 5.25, Move 5.
Dodge 5

Adroit/ages: Lucracy 101 and Magery
I (15 I.

Oisadm"tagts: Appearance (Unattrac
tive) 1-5): Lecherousness (-15 I: Odious
Personal Habit (Tends to Sluller and "talk
crazy" with spittle flying from his snaggle
tee'h) 1-101: Primi,i,e -3 (TL4)
1-151: Sadism (-15J: and Secre, (His original
era and name) (-IOJ.

Quirks: Pen'erse patriotic platitudes
(- I I.

Skills: ActlOg-16 121: Area Knowledge
(Slar<hip T:odki,/~ 16 I IJ: BOaling-9 121: Free
FaIJJrLI2-9 (21: Freight Handling-14 11/21:
Gesture-15 11/21: Gun,fTL7 (Pyrolechnic
Polearm,)-12' 121: KOIfe-1 I 141: Language
(Ancient XanlhicH6f21 (Common Tongue)
16 (2 I: MeteorologyfTL4- I5 [I I: Navi
ga'ionfTL4-14 III: SailorfTL4-1511J: and
SealOanshipfTL4-161 II.

• Bonus of +2 for IQ already applied.
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With its rich history, and penchant for time travel, Unh offers a variety of
exotic historical periods in whjch to base a campaign.

Hge of the Monarch
This period in Unh's history can be explored for a campaign of a decidedly

different tone.

Birth of the Empire
What is the truth behind ''The Tale of a Boy Called Frog" (see p. 8)? In the

Roman version (the story of Romulus and Remu )_ the Empire Builder went on
to become a minor god. But first there was an empire to build, and then the
monarchs that followed. What happened to the humanoid animals who helped
shape the first emperor who was once a boy called Frog: Wolf, She-wolf. the
BUicher, He-Who-Laughs_ and Black Killer? A campaign resembling a on of
epic version of The Jung/e Books could be built on this scenario.

Che era of Cyphon
This fragmertt of history offers a variety of styles.

The Black Worm
Somehow a black hole i introduced into the heart of the Old Sun. It seems

to be related to Typhon' magical experimentation or the Rebellion that toppled
him from the throne. A crunpaign wielding star- hattering technology (or is it
technomagery?) could be forged from this epi ode.

The Followers of the Conciliator
Herena (the girl from Vici), Declan (the old man from Gurgustii), the

unnamed mate, and the female cook of the xebec A/cyolle together formed the
earliest Church of the Conciliator. How did it happen? Canog wrote their Book
of the New SUII after overhearing the Conciliator speak to them - what hap
pened to him? Artd what abou' the fusiliers that captured the Conciliator at
Saltus: EskiI. whose neck wa broken and then healed, and his comrade Tanco?
The shin and cloak stolen from the Conciliator undoubtedly became relics ...
what tories might they have?

Guardians of the Claw
The Conciliator convened nine praetorian guards (orte of them a chiliarch.

artother a vingtner named Gaudentius) on Mount Typhon and gave them the
Claw before he vartished into thin air. What happened to them in the chaotic
years before Ymar established the rule of the autarchs? Their chiliarch told the
Conciliator that they would join the rebel against Typhon ... a very compli
cated proposition, since the rebels are led by Typhon's children (and Scylla i
later listed as a Great Lord, enemy of the ew Sun). Eventually the guardians
of the Claw were wiped out and the relic was passed on 10 the battlefield nurses
who became the Pelerines. How did the e groups get along with the followers
of the Conciliator and the emerging church?



Before 8e"erian Became Hutarch
The period just prior to or during Severian's journey chronicled in the Book

of the New Sun may offer the most opponunities. A campaign set there would
take place in the world as everian knew and described il. but prior to the epic
tran forn13tions wrought by his travels.

Quest to Fil/d the House Absolute
While Thecla was imprisoned in the Matachin Tower. she requesled cloth

ing from the Hou e Absolute. Four journeymen were sent out to find the House
Absolute. obtain the chatelaine's wardrobe, and return with it. Who were they,
and whal adventure did they have while Severian became a journeyman and
began his own adventure?

The Other Stories
Did Beuzac the traveling merchant ever find his way OUI of the Second

House? When Severian sel free the prisoners of the antechamber. what hap
pened to Lomer and icarete. let alone Ihe descendants of the crashed larship
crew? lader's nameless sister was healed by the Claw in Thrax and was the
prophet at the House Absolute when the deluge came - what happened 10

lader? Dr. Talos continues 10 wander around. After Agia takes the place of
Vodalus. whal do she and her followers (who perhaps now call themselves
"Agian") do?

During the Reign of 8e"erian
This IO-year period of sweeping changes and upheaval provides great

opponunity for adventuring.

The Guild UI/raveled
See Playing tile Torturers on p. 107 for the potential this period offers

Severian's old guild. But whal if he breaks up the guild or some guild members
refuse to go along with his reforms? What happens to Ihe 20 journeymen: Odo.
Mennas, Eigil, Brother Cook. Brother Poner, Drolle. Roche, Gildas, Corbinian
the Apothecary, Ayben, and the others?

Then there are the apprentices. What happens 10 them? We know the story
of one: Eata became a smuggler, was arrested and sentenced to rowing a galley.
then escaped and lived in the Xanthic Isle for several years before returning to

the Commonwealth with gold ewn into a silk cestus (boxing glove). Eata wa
one of the few to urvive the drowning of essus. But whalever happened to
Timon, and Eusignus. and all the others?

Severial/ the Ascial/ Slave
Severian spent one of the early years of his reign as a slave of the Ascians.

The Claw did nol work at all during this time. A campaign set in this environ
ment - perhaps with praetorian-guard PCs sent to rescue the Autarch - would
encounter an exolic and often my tifying culture.

During the Regency of Valeria
Here is a 40-year block of time during which Severian struggles to return

from Yesod, his wife Valeria rule in his place, and the war with Ascia contin
ue . Agia and her followers (see above) may playa pivotal role as well.

Hethor

(Continued)

Spells; Conceal Magic- I5: Death
Vision-IS: Deteet Magic-IS: Itch- IS: Find
Weakness- I5: Lend Strength- I5: Recover
Strength-IS: Seek E:mh-15: Seek Water-IS:
Seeker-IS: Sense Foes-IS: Simple IIIusion
15; and Summon Mirror Creature-16 1141.
Probably many more.

Eq"ipmtll1: Magic mirrors (see p. 95).

'0 one knows what Age this sea.wned
sailor originally came from. or even hb real
name. In cssus he is pimng after Agia. and
once she "surrender .. Helhor is hers to
command. She does. and he begins to tr3d..
Severian immediately, in fact introducc!t
himself on the night before the execution of
Agilus. and tries to join Dr. Talos' troupe
(as a stagehand) two days later.

His secret name might be something
from ancient Xanth. Or maybe he was one
of the original sages in the company of
Father Thyme (there were also Sage.
Acacia. Fennel. Basil. Lichen. Eglantine.
Orchis. and many more). Could Hernor be
"Heather" gone bad?

If Agia and Hethor are still alive and
logether al the time of the deluge lransfomt
ing Unh into Ushas. they probably escape
into the corridors of lime.

Jolenta [0 Points]
5'9": 150 Ibs: a 20-year-old actress

with green ey~ and red hair.

ST9I81-13). DX 9 [-IO).IQ II I10), Iff 1218101
Speed 5.25. Move 4
Dodge 4
Advantages: Appearance (Very

Beautiful) 125) and Charisma +2110).
Disadvantages: Addiction (Dr. Talos'

drug and/or hypnotic regimen - cheap.
legal. totally addictive) 1-10): Primitive -3
(TIA) I-lSI: and Reduced Move -I (Heavy.
sexpol thighs too large for her frame)
1-5 ).

Quirks: Patnollc plalltudes I-I) and
Skepticism 1- I].

Skills; Area Knowledge (Cohbler's
Common)-II I IJ: Deleet L'es-9 II J: Fast
Talk-IO III: Performance-IO II): and Sex
Appeal-14161.

One day 3 nameles~ waitress in
Ncssus. the next day she's a knockout seJ.
pot bound for the House Absolute. Men rail
in love v. ith her - so do women! But there I

a price for the transfonmllions enacted by
Dr. Talos . ..



Jonas [280 Points]
5'6". 146 Ibs: an android sailor with

biological bionics to replace his damaged
robotic pans: appears 45 years old. much
older when tired.

81' 18[01. OX 12 [01. IQ II 1101. HT 12101
peed 8. Mo>e 8

Dodge 8. Parry 6
Advantage: Biological Prosthetics

[These give lonalt vcry crude biomorphics.
addmg 127 POints to his model cost!): High
Technology +3 [1001: Literacy 101: and
Sil>er-Class AndroId Body [85I (sec p. 80).

Disad"Qlllages: Pre\'ious damage and
his biological bioniCS h.we cost Jonah his
Absolute Timing 151: Doesn't Sleep [201:
Eidetic Memory 21601: Night Vision [101:
and sealed body (201. which pro-rates to a
100ai [-58J. He is e seolially a biocomputer
(sec p. ROO). He also ha.s Secret (Is android)
1-101: Unusual Feature (Mechanical hand)
I-51: and Wealth (Struggling) 1-101.

Quirks: Sailor talk I-I I.
Skills: Archaeology-I 0 12 I: ASlro

gationffLl()'12 141: Free Fa11ffL10-12 121:
Freight Handling-IO III: GeSlure-12121:
GunsfTL (Cali>er)-13" [I I: Knire-13 121:
Language (Ancient Xanthic)-II [21
(Teratoid)-II 141: Literatllre-12 [6]:
Piloting/TL 13 (Contragra>ity)-12 121:
SailorrrLl 0-12 14}: SeamanshiprrLl 0-14
[61: and Su!>ival (Space)-12141.

Jonas is a silver-class .mdroid from a
much earlier age - he seems 10 remember
when the Xanthic Lands were nol sub
merged. He wa.s damaged by a crash landing
in the Commonwealth sometime in Lhe Age
of the Autarch. His self-repair routines
(probably progmms giving him Mechanics
(Robotics) and Electronic Operalions
(Computer). with the proper tool kits
insralled in his empty spaces) were crippled
in the process. and he was repaired with bio
logical material (his head and left arm) saI
\ aged from a dead shepherd at the site.

After wandering across Urth for
de ades (or perhaps hundreds or years) he
feU in 100'e at first sight of Jolenta. but she
was already used to that son of thing hap
pening and funhermore was not imp~d
by his worn clothing. Jonas Wa..1i; Severian's
companion for an extended period. assisting
at the executions and lra\:eJing with him [0
the House Absolute - where Jonas stepped
into Lhe mirrors In the presence chamber and
was tcleponed out of Briah.

H88 CO}\1BHC
Great battles can be handled ea ily with the mass-combat rules from pp.

GIl 12-129. The following guidelines and units are used with those rules in an
Urth campaign.

]VIixed-C£ Units and Hrmies
The Commonwealth and Ascia routinely field armies with units of varying

TL . Furthermore. the units themselve will ometime be equipped with gear
of varying TLs.

To determine the effective TL of an Unh unit. average the TL of its primary
weapons and armor. then subtract I if the troop themselves are of lower TL
than either (10 reflect lack of maintenance, field repair. and full grasp of the
equipment's potential). Round up.

In the case of weapon. pyrotechnic polearms (see p. 85) are a peciaI case.
Although TL7. they don't increase a low-tech unit's TL and add only +2 a
ranged weapons due to their limited range and ammunition. Pyrotechnic ammu
nition adds + I 10 the TS value of slings or cro sbows.

To determine the overall TL of an Urth army, average the head count (/lOf

the TS values) of units at each TL, rounding to the clo esl number. For instance,
an army with 4,500 TL5 peltasts and 500 TL I0 praetorian guard i TL
1(4.500x5)+(500x I0)]/5.000 or 5.5, rounded 10 6, even though the guards will
representlVell over 10% of the army's TS.

Organization
The Commonwealth's military organization i a patchwork of ancient and

medieval palterns. GMs should feel free 10 add types as necessary, using
Macedonian and/or modem units and ranks. The Ascians are less well-defined,
but seem 10 be a similar mix of ancient and medieval organization.

Infantry Units
A squad of 10 soldier is commanded by a sergeant (Rank I).
A double-squad of 20 soldiers is commanded by a vinglner (Rank I).
A lochus (or "hundred") of 100 infantry i led by a lochage (Rank 3).
A maniple i 300 infantry. led by a captain (Rank 4).
A cohon is 300-600 men. or three maniple. led by a senior captain (Rank

4).
A column of 1.000 men i led by a chiliarch (Rank 6).
A mora of 1.000-4,000 men is led by a polemarch (Rank 6).
A legion is 4.800 to 5,120 men plus two baceles of Light Cavalry. It i led

by a legate (Rank 7).

Cavalry Units
A comet of 10 cavalry is led by a comet (Rank I).
A bacele of 50-60 cavalry i commanded by a lancer or a mercenary con-

doltiere (both Rank 3).
An ile of 200 cavalry is led by an ilarch (Rank 4).
A squadron is two or more iles, led by an ilaiarch (Rank 5).
A xenagie of 500 cavalry is led by a hipparch (Rank 6).



Infantry Types
Praetoriall Guards (HI): The e are the household troops of the Autarch.

guardians of the House Absolute. and the mo t formidable force likely to be
encountered. That aid. they are too valuable to be deployed on a battlefield
except in the most dire circum tances. They are equipped at TL I0 with catoptic
armor and energy rifles (probably blasters; see p. 84). TS value 47. but these
will alway be elite troops with an adju ted TS value of 94.

Septelltrioll Guard (HI): TL9 household troop of the House Absolute. TS
value 29, but these will always be veterans (TS value 44) or elites (T value
58).

Alllepiialli (HI): These TL4 front-line soldiers are armed with a ha~tarus.

TS value 7, but they rarely exceed green quality (TS 6) given the casualties they
sulfer.

Hoplites (MI): Second-line soldiers, ellch having a helmet. shield. and has
taro at TL4. TS value 6.

Dimarchi (MC): - TL4 mounted medium infantry; they ride to the front and
dismount before fighting with pyrotechnic weapon. TS value 8.

Peltasts (MI): - These wield transparent shield and hastarus at TL5. TS
value 6.

Ketau (U): -" hooting star" (see p. 83) slingers at TL3-4. TS value 5.
Erelllarii (U): - TL3-4 skirmishers armed with melee weapons and little or

no armor. TS value 3.
Piquellaires (MI): - TL3-4 troops armed with non-pyrotechnic pike. TS

value 4.
Mastiff-mell (MI): - Elite TL9 special forces used to guard gold shipments.

etc. See p. 79 for racial template. TS value 21 but always elite (TS 42).
Mall-Apes (MN): - TL2 miners. Perhaps used in siege, tunneling. and other

subterranean operations. TS value 2 in open battle, 6 in sieges. Miners at TS 6
can comprise no more than 10% (for forces of up to TS 1,(00) or 5% (for forces
exceeding TS 1,(00) of the TS of a siege force. Miners over this value are TS
value 2.

The Commonwealth's military organization is a patchwork of

ancient and medieval patterns. GMs should feel free to add types as

necessary. using Macedonian and/or modern units and ranks. The

Ascians are less well-defined, but seem to be a similar mix of

ancient and medieval organization.

Cavalry Types
Cataphract (HC): Both rider and mount are fully amlOred at TL4; rider is

armed with a pyrotechnic polearm. TS value 10.
Demilallcer (MC): Half-armored TL4 horse and rider. with pyrotechnic

polearm. TS value 8.
Tarelltille cavalry (LC): These TL3 hor emen wear no armor and are

equipped with bows (with pyrotechnic arrows) and lancegays (light lances 
treat as pears). Each wears a mall copper shield bound to his upper left arm.
They use battle magic (which mayor may not have any effect) and are up
ported by the shaggy Tarentine infantry (who seem to be irregular TL3 man
beast LI of TS value 2). TS value 7.

Merryn [100 Points]
4' 10": 80 Ibs: a young witch (see

p. 7 ) with dark hair and eyes. She is beaUll

ful despite her stooped frame. Her pale.
parchment· like skin is drawn tightly over
bones warped from years spent huddled in
the haphazard architecture of the Witches'
Keep.

ST9[-101.DX II (101. to 141451.HT9(-101
Speed 5. Move 5
Dodge 5, Parry 6

Advalltages: Administrative Rank I
(51: Appearance (Beauliful) (151: Language
Talent +3 16J: Literacy 101: Moon·Aspected
Magery 3 1181: Patron (Guild on 9 or less)
(151: and Slalus2ltOI.

Disad"alliages: Duty (To guild on 9 or
less) (-51: Overconfidence [-101: Primitive
-2 (TL5) {-tOI; Reputa'ion -2 (WilCh. bu'
only "believed in" half the lime) 1-51: Vow
(Guild) [-5]: and WeaI,h: Poor [-151.

Quirks: Acts as if she were much older
[-II·

Primary Skills: AlchemyrrL5-13 141:
Augury-12 (21: Diagnosis/TL5-12 (II:
Forensics/TL5-12 III: Inlelligence
Analysis/TL5-13 121; Knife·12 121;
Language (Ascian)-16 [II: Linguistics.14
[II: Lip-Reading-14 (21: aluralisl-13121:
PhysicianffL5-14 141: Sex Appeal-IO 14J:
Teaching-I 3 III: and Thaum31ology·13141.

Spells: Creale Waler-15; Crystal Ball
(Magic mirror)-15; Death Vision· 15; Earth
to Stone-15: Earth to Water-15: Enchant
(VH)-15: Flesh to IOne-15; Divimuion
(Crystal-gazing via magic mirrors)-15: Icy
Weapon-IS: Purify Water-IS: Seek Earth
-15: Seek Water-IS; Seeker-16: and Shape
Earth-IS 1161.

Merryn is the most visible witch in the
Book of the New Sun and may be consid
ered representative of their guild. ( ole that
the above writeup lakes 3 slightly different
perspective than the witch template on p.
78. This assumes that the witches are more
of an intelligence-gnthering agency for the
Autarch - something like the U.S. National
Security Agency - and adds several
thieClspy skills 10 lhe mix. The GM should
feel free to alter any template in this way 10

reflcct his own tinkering with the techno
magic-cultural fannula.)

Merry" is secn accompanying the
Cumaean on her errand to raise Apu·
Punchau at the Stone Town. where she dis·
played a considerable fnclUal knowledge of
advanced medicine. and she al"o appears in
the corridors of time. There is a hint that she
might be Severian's twin sister.
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Doctor Talos [100 Points]
5'2". 120 Ibs: a ph)'ician/playwrighl.

Ialcr vagabond. with 3 close-kepi secrel. He
appears 40 years old. with fiery red hair and
fair skin.

ST 81-151. OX 121201. IQ 131301. HT 10101
peed 5.5. Move 5

Dodge 5. Parry 8

Ad"ollloges: Docsn'l Sleep 1201: High
Technology +1 1201: and Lilemcy 101.

Distldl'a"tages: Honesty 1-10); Secret
(llomunculus) 1-101; and Sellsc of Dilly (To
Baldanders) I-51.

Quirks: Wants no money 1-1 J: Lops
head' off nowers I-I I: and Skepticism I-I I.

Skills: AlchemyrrLS-14 1121: Acting
14 (4): Fast-Talk-13 121: Fencing-12 121:
Hypnoti,m-14 (61: LIlerature-13 [41:
Performance-13 III: PhysicianffLS-15 I I:
SurgeryrrLS-14 1121: and Writing-13121.

Created by Baldanden. 3" his private
physician. Dr. Talos engages in the same
sort of medical expcnmcnls on others that
Baldanders does. After Baldandcrs lakes to
the sea. Dr. Talos wander... throughout the
Commonwealth, leaving little slacks of
money near bodie~ of water where
Baldandcrs might find them.

HII:zar (MC): Hungarian-slyle cavalry. TlA, with swords and pyrotechnic
polearms. TS value 8.

Hobilers (MC): A TlA group of vassals called to war on their own destri
ers. They would be light troops ave solely for the quality of their mounts. TS
value 6.

Cherkaji (LC): Persian-style TL3-4 cavalry having slender lances and
forked swords. Used with daughter of War (at Ihe Third BailIe of Orithyia
there were 2.000 cherkaji screening 12 daughlers of War). These units are from
a Commonwealth province thai i Persian in local culture. TS value 4.

Dallg!rters oj War (WE) An arsinoither ( ec p. 98) with a driver and a how
dah in which is a Daughter of War (a voluptuous woman). Like a small war ele
pham, bUI only makes straighl-ahead trampling charges inlO enemy line and
carrie. no archer. . TL3. TS value 50.

War Mastodon (WE): A howdah with trilhoen (moumed TL9 energy gun)
and crew. Treal as TL5. TS value 130.

Artillery
These will all be drawn by beasts of burden on a gun carriage with a crew

of six (teamster, gunner. and four "handlers" to shove the dismoumed weapon
aboul at need). They are usually TL8-9 weapons, but treat as TL7 given the
crude transport and crews. Even the largest will be "light" by more conventional
TL8-9 standards.

CarroT/ode (MA): Heavy energy cannon. TS value 100.
CT/lverin (MA): Medium energy cannon. TS value 75.
Sacar (MA): Lighl energy cannon. TS value 50.

Air Forces
AT/piels (LC): Elile winged women, armed with TL9 laser pistols and wear

ing no armor. Treat as TL6. Used for scouting and special mis ions. TS value
13, but never less than seasoned quality (TS 16).



COII/ragravil)' flier (LC): Too valuable 10 engage in battle 100 often, but if
so they usually have one or two TL8- I0 energy guns mounted. TL 12. TS value
62 (one gun) or 112 (two).

COII/ragravil)' air-galle)' (HC): Larger and better-armored and -armed than
niers, this is the exclusive property of the Autarch. TS value 300.

Bscian fbrces
The Ascian forces are very similar in composition to those of the

Commonwealth. Melee weapons and pyrotechnic weapons form the vaSI major
ity of issued anns, with energy weapons reserved for elite groups.

The following are units specific to A cian forces. A cian troops are Ilever
elite, very rarely veteran, and usually green or raw.

£v:olle (H!): TLiO troops armed with jezails and wearing heavy armor. TS
value 47.

Pell/adacl)'1 (MC): A TLJ2 contragravity nying vehicle, looking like a
starfish, bristling with weaponry. It may be capable of spreading fear through
either a gas weapon or a fear-aura generator like that found in Baldanders'
energy mace (see p. 90). TS value 350.

Pleriopes (MC): Pterodactyl-like creatures (see p. 102) from the magic mir
rors. TLO. TS value 25.

Tallmall riders (LC): These two-man teams consist of tall blind men armed
with a baton in one hand and a hotel (see p. 83) in the other, each ridden by a
dwarf armed with a bow and pyrotechnic arrows. TLA. As a pair. TS value 7.

Walkillg IOlVer (5£): This is like a Martian tripod death machine, though
probably lookjng more medieval and using pyrotechnic weaponry. TL5. TS
value 50.

Sample Units
The following illu Irate pos ible force organization and equipment in the

Commonwealth's armie .

The Blue Dimarchi
Seen at a fortress near the Sanguinary Field. this unit is organized as horse

mobile infantry with the following per onnel: I chiliarch. 3 captains, JO
lochages, 50 vingtners. and 1,000 dimarchi. Average quality. TS value 8.5 I2.

Peltasts
een guarding the bridge to the living city in essu. thi urut includes I

lochage. 5 vingtners. and 100 peltasts. Green quality. TS value 509.

Dimarchi at Thrax
Used as mounted police and frontier guards. these dimarchi are organized

as cavalry with I archon, 7 ilaiarchs, 14 ilarchs, 2 0 cornels. and 2.800 cavalry.
Average quality. TS value 24,816.

18th Bacele of the Irregular Contarii
This is the mercenary cavalry unit Severian joined and fought with at the

Third Battle of Orithyia. The condottiere is named Guasacht, the second-in
command i Erblon. They are irregular in training, have no amlor. and each is
armed with a contu and two sabres. Average quality. TS value 4 each, usually
about 2,000 total.

Chatelaine Thecla
[80 Points]

6"0"; 160 Ibs; an exuhalll hostage 10

the Phoenix Throne; 25 year"'! old. with vio
let eyes. black hnir. and fair skin.
Sf91-IOI. OX 111101.IQ 12[201. HT 10 10J

Speed 5.25. Move 5
DodgeS

Advanlages: Appearance (Beauliful)
1151: Literac) (01: talU; 5(20]: and Wealth
(Very Wealthy) 1301.

Disadvantages: Primitive -3 (TL4)
I-lSI and Ternt phobIa (-15).

Quirks: Dlsdalnrul or edueation I-II:
Impulsi'e I-II: and keplici,m I-I).

kills: Area Knowledge (House
Absolute)-12 I II (Second Hou,e)-12 II I:
Anlst-IO (21: Dancing-12 141: Dlplomacy
10 III: Heraldry-14141: Hidden Lore
(Occult Legends)-II (II: Lilernlure-12 14):
Politi s-13 141: Riding (Merychtp)-I 0 (I):
Savoir-Faire-16 HI: and Theology-lOll].

A~ a member of the inner circle of the
AUiarch's concubine~, Thecla lnows the
House Absolute'~ Well of Orchids area very
well. Unfortunately. her half·sister Thea
took up With the rebel Vodalus. so Thecla
walJ; secretly arrested and sent 10 Ihe
Matachin Tower on ~pying charges. an
attempt by unnamed ~erval1lS of Ihe Ihrone
10 pressure VodillulJ; through his girlfriend.
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The core of Gene Wolfe's Book of the New Sun consists of
four volumes. They are:

The Shadoll' oj Ihe Torlllrer. Severian is banished from the
torturers guild for having fallen in love with a client. He travels
north across the vast city of essus.

The Claw of the Conciliator. Severian travels in exile from
Nessus to Thra.<, visiting Saltus, the House Absolute, and the
Stone Town along the way.

The Sword oj Ihe Lie/or. Severian abandons his position at
Thrax and goes further north. visiting Mount Typhon and Lake
Diutumu.

The Cillldel oj Ihe AlIlllreh. Severian goes to the front lines
and returns to essus as AUlarch.

The series also includes:
The Urlh oj Ihe New 51111. A sequel to the Book of the New

Sun, this describes Severian's journey on the starship Tzodkie/to
Yesod. his testing there. and his long voyage home through many
different times and places.

Other Wolfe works related to Urth include:
'The Boy Who Hooked the Sun." Weird Tales 290 (Spring

1988). TIlis is a tale (see p. 26) about a boy in Atlantis who catches
the Sun while fishing one day.

Empires oj Foliage alld FlolI'er. A novella from the brown
book about two empires locked in bloody warfare for centuries.
this features Father Thyme, an eremite time-traveler. TIlis story is
mentioned by the Cumaean in the Stone Town of Claw.

Elldallgered Species. This book of short stories contains two
set on Urth. 'The Map" is an adventure in the dead city section of

essus with the smuggler Eata during the reign of Autareh
Severian. 'The Cat'· is a ghost story set within the corridors of the
House Absolute.

71le Old Womall Whose Rollillg Pill Is Ihe 51111. Tribal lore of
a group of autochthons, thi might be et in the Age of the
Monarch, the Age of the Autarch. or the Age of Ushas. It's about
the nature goddess Fauna and her unnamed hu band.

Reference books wrillen on the Book of the New Sun include:
The Cas/Ie oj Ihe Ol/er. This was published on its own and

within Cas/Ie ojDays.
Plalllell Ellgilleerillg. This contains a map of the

Commonwealth and the article "Books in the Book of the ew
Sun."

The Book of the Long Sun
This is a series of books tangentially related to the Urth Cycle.

The series is set on a generation starship launched by Monarch
Typhon during his reign (over 1,000 years prior to the events of
the Book of the New Sun) and populated by people who don't
grasp that they're on a tarship. It includes Nigll/side Ihe Lollg 51111,
Ulke oJlhe Lollg 51111, Calde oJlhe Lollg 51111, and ExodllsJromlhe
Lollg 51111. The hero is Patera Silk. a sort of pagan detective who
ends up discovering much about his world and the cybergods that
rule it while fighting each otller. By the third novel, the transporta
tion of colonists from the Whorl to the planet Blue has begun.

The Book ofthe Short Sun
This planned trilogy equel will tell something of what hap

pens to the colonists on Blue and Grecn, the planets of the star sys
tem where the Whorl ended up. Severian may reappear in this
series. Titles are to include 0" Blue's Waters, In Green's Jllngles,
and Relllm 10 'he Whorl.

2. CnG If'JcB81~=====!?===.
Apu-Punchau is a figure from Incan mythology, aud this

Inca-like age figures prominently in the Book of the New Sun.
Given the frequency of time travel in the selling, it seems
appropriate to offer a terse description of the Incan Empire.
Mixing the below specifics with general information from
GURPS Auecs will create a fairly autllentic. and possibly cru
cial, subselling to a ew Sun campaign.

Society and Canguage
Sapa Inca (meaning "the only emperor") was considered

the child of the Sun. Upon taking the throne he had to marry his
oldest sister who then became coya (queen) - their first son
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would inherit the throne. The Sapa Inca was the only person
allowed to have many wives. but only the coya's son was eligi
ble for the throne. The Sapa Inca was also the only one allowed
10 wear clothing made from vicuna-wool cloth.

The Sapa lnea had a semi-harem in the foml of tl,e Stln vir
gins (acllas) and a secret police called tokoytikoq ferreting out
tax evasion and sedition. As new territories were conquered, the
Inca sent loyal colonists (called miunaqs) in to sellie the area
and teach the barbarians the lnca way of life.

•



Social Levels
8 Sapa Inca.
7 Imperial family.
6 High priest. army commander-in-chief.
5 The four apus (viceroys).
4 Generals. governors.
3 Temple priests, administrators.
2 Captains.
I Musician, quipucamayoc (messengers), artisans,

haravecs (poetlbard who roam the empire, enter
mining people with fabulous wles and song).

o Fanners, fishermen, herders, conscripts.
-I Sorcerers.
-3 Slaves (yanacuna).

Administrative Ranks
Hunu kamayoq - governor of a province with 10.000 fanlilies.
Waranq kamayoq - head of 1,000 families.
Pichqa pachaq kamayoq - head of 500 families.
Curaca - head of 100 families.
Pichqa chunka kamayoq - head of 50 families.
Chunka kamayoq - head of 10 fanlilies.
Pichqa kamayoq - head of five families.
Pureq - head of one family.

Language
The Incas speak Quechua. It has no wrinen fornl, though

the knotted-cord writing called Quipus may serve as a writing
like device when supplemented with oral notes and context.
Quipu interpreters (quipukamayus) memorize most of the
infonnation related to the cords, which makes them more of an
outline than complete text, but scholars have yet to decipher
Quipus.

Crime and punishment
Capital Crimes: for murder, insulting the Inca, or blas

pheming against the gods the criminal is cast off a cliff; for
adultery with sun virgins, the couple are bound hand and foot
and hung by their hair to starve to death.

CO/paral Crimes: lesser crimes are punished by exile. the
cutting off of hands aneVor feel. or gouging out the eyes. These
mutilated criminals then become state-subsidized beggars.

Cechnology
The following technology represents the Incan

cutting-edge, basically TL2. Age of Myth characters
active in a lime-traveling New Sun campaign would
buy the Primitive disadvantage to renect this.

Weapolls
Incas used pears with bronze blades, bronze halberds,

bronze arrowheads, and war club with "gear shaped" bronze
heads. They had slings. They wielded no bronze swords, just
wooden swords with serrated edges.

Armor
When used, this was quilted COlton and wood. Helmets

were of wood or cotton. Back plmes (round wooden shields
worn on the back) and rectMgular medium shields were used.

Cities
Since people were taxed heavily (one third of their grain to

the Sun, one third to the Sapa Inca) Imperial granaries were
everywhere. Aqueducts brought water to terraced farmland. A
very impressive road network connects cities. Gani ons are pre
sent in every city and Acropolis-type fortresses are common.

Religion
TI,e high priest in Cuzco, head of all the priests in the

empire, was usually a brother of the Sapa Inca. The high
priestess was chosen from among the sun virgins and sworn to
a life of chastity. Priests were also the official healers, capable
of diagnosis and limited surgery.

Sacrifices
These were usuaBy llamas or guinea-pigs, but occasion

ally human victims were offered up in the most imponant tem
ples. one of this was on the scale of the Aztec practiccs.

[Ilea Gods
Virococ!la - creator god. His place in the heavens is the dark

region of the Milky Way caBed the Coal Sack.
/II/i - Sun god, son of Viracocha. Also known as Apu-

Punchau. White llamas are sacrificed to him.
Momaquilla - Moon goddess. Wife of Inti, daughter of Viracocha.
Paella-mama - earth mother.
Sara-mama - maize moLher.
l//apa -thunder god. Llamas with multicolored (i.e.. "rain

bow") coal.~ are sacrificed to him.

Seasonal Festivals
September: Feast of the Moon (Coya Raymi): a spring fes

tival of the moon and the queen. Warriors dance with torches.
December: The Magnificent Festival (Capac Raymi); the

summer event where the Sapa Inca leads the people in Sun
worship while dressed in his finest clothes.

Mon;!l: Eanh Ripening (P'acha-puchuy): in autumn the Sapa
Inca sacrifices a black llama to alone for thc sins of the people.

June: Feast of the Sun (Inti Raymi); at mid-winter the
Sapa Inca prays for the Sun to return in summer.

Sun Virgins
The acllas. or sun virgins, are selected in their youth, us

ally from nobles' daughters. They arc raised in an acllahuasi, a
son of convent. next to the Sapa Inca's palace. E.'ch imporwnt
town ha~ one. Mamacuna, or nuns, tea h the girls religion and
domestic duties including spinning, weaving, cooking, and beer
brewing. About age 13 the girls go to the capiwl, Cuzco, for the
Festival of the Sun. There, the Sapa Inca chooses some as his
concubines and some as wives to Imperial family members.
The remainder serve in shrines or as mamacunas.
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3. 0NOjVlHSCIC8: CnG 8CUDY OF Hf\1€8
or an attribute (Famu!orum means "place of servants." Quiesco
means "resting"). The following Latin names are not used in
the Book of the ew Sun:

The following will aid GMs and players in naming ew
Sun characlers.

Hndroids
Some mechanical men are named aner the word "iron" in

various language (those marked with an asterisk are used in
the rth Cycle). some after ilver. and some don't seem to fol
low the convention (perhaps this is only the case when they're
trying to conceal the nature of their identity). See pp. 80-81 for
01 re infornlation on android characters. Some sample names:
Barsel. Besi. Chuma. Demir. Eisen. Fcr. Ferro. Fier. Hadid*,
Hierro*. Ijzer, Jam. Jern, Rauta. Sidero*. Tetsu. Vas, Zelazo*.
Zele7..0. Zhelyeso.

Name
Ager
Campus
Crista
Collis
Convallis
Fundus
luba
Metallum
Pagus

Meaning
farm
plain, prairie
cresl
hill
vale
farm
crest
mme
village

Dille

Palus
Praedium
Rupes
Scopulus

ilva
Valis
Vicanus
Triticum

Meaning
swamp, marsh
farm
crag
crag. cliff. ruin
foresl
dale
village
wheat

A dash indicates 'he "ume is ImkllowfI, "Olllllll il doesn " exis/.

Names for «lorlds

Commonwealth towns are named aner terrain (Os means
"river mouth"), buildings (Gurgustii means "huts"), or other
features in Latin. The following do nOi appear in the Book of
the ew Sun:

Phul
Phaleg
Bethor
Aratron

Hierodltle
Och

Ophiel
Hagith

Dis

Commo"
Old Sun

kuld
Urth
Lune

Verthandi
Serenus

Englis"
Sun
Mercury
Venus
Earth
Moon
Mars
Jupiter
Saturn
Uranus

eptune
Pluto

Name Meaning Name Meaning
Aedicula shrine Mercatura trade
Argilla clay Moenium wall
Commercium trade Oppidum town
Delubrum hrine Parietinae •rums
Fabrica manufacture P"aesidium garnson
Infimus fOOl of Sacellum shrine

mountains Sedulitas industry
Macellum markel Tugurii hutslhovels

Cities
Commonwealth cities are named in Latin after mythologi

cal characters ( essu was a centaur who fought Heracles) or
region of the Byzantine Empire (Thrax is Latin for ·1l1race").
Other centaur names are Anciu , Agrius, Chi ron, Hylaeus,
Oreus. and Pholus.

Cowns

Humans in the Commonwealth are often named after saints
with names that are unusual by 20th-century slandards. For
example (the following names are nOi used in the Urth Cycle):

Male: Acesles. Bellatanus, Cyriacus. Deyniolen, Egelnoth.
Fidelis. Glunshallaich, Hydroc. IIItyd, Jarlath, Kanten, Lebuin.
Meinulph. eSlabus. Orsisius. Pyran, Quadragesimus.
Romuald. Serapion. Tasso. Iched, Vulmar, Waccar. Xystus.
Yarcard. Zebinus.

Female: Adal indis, Buriana. Cunera. Diemu!. EIneda.
Febronia, Godeleva, Hildeltha. Ita. Jutta, Kennocha, Lydwina.
Milburga, oyala, Obdulia. Photina. Quiteria. Radegund.
Sigolena, Tydfil, Ulphia, Verena, Waldrada, Xantippa. Ytha. Zita.

enemies of the New Sun
The Great Lorcb of the Other People are named after pagan

god; and monsters (Abaia is a watersnake god, Erebus is a god
of darkness. Typhon is a monster of smoke and wind, etc.).

}\'Ian-beasts
Man-beasts are not named anywhere in the Urth Cycle

(unless those animals in '1l1e Boy Called Frog" are actually
man-beasts), but the following patterns offer a safe bet:

Bird: Asfour. Ave. Burung. Fagel. Fugl. Kus, Lintu, Madar,
dege, Oiseau. Pasare. Passaro. Pouli. Ptak, Ptica. Ptitsa.

Tsipor, Tori, Uccello, Vogel.
Cat: Chat. Chatul. Gata. Gato. Katze, Kat. Kedi, Kissa.

Kocka. Kot, Koshka. Kutjing, Macka, Macska, Neko, Paka.
Pisiea. Qi!.

Dog: Andjing. Cane. Cao, Chien. Ciine, Hond, Hund, Inu.
Kalb, Kelev. Koira. Kopek, Kutya. Mbwa. Pas, Pes, Perro. Pies.
Sabaka. Ski los.

f)umans

Villages
Commonwealth villages are named after their terrain

(Saltus means "wooded valley," Murene means "water snake")
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abacination: to blind a client with hot irons.
aes: a small provincial coin of brass, bronze, or copper.
agamite: a sexless being.
agathodemon: a good divinity or minor spirit.
alcalde: a magistrate of a town. a sheriff or justice.
a!fange: a dagger.
algophilist: a sadist.
alraune: female demon of Teutonic myth.
amadou: a type of liquid tinder, stored in syringes.
anacrisis: interrogation with lonure.
anagnost: a reader, a preleetor - one who reads lessons in

church.
analeptic: restorative, comforting.
anchorite: a holy hennit.
ancilla: a maidservant, handmaid.
android: a mechanical man.
antepilani: front-line soldiers.
apocatastasis: restoration, reestablishment, renovation.
apotropaic: designed to avert or avoid evil.
apport: a being teleported to a ship by its mirror sails.
archimage: high priest of fire worshipers, or a grea!mage.
archon: the ruler of a town or city.
armiger: a social class above optima!e but below exullant.
armigelle: a female armiger.
assize: periodic session of a superior court.
astara: the Hindu boomerang.
atelier: a workshop, or artist's studio.
athame: a magician's sword.
atole: cornmeal eaten as mush or drunk as a thin gruel.
aubade: a song played to herald the arrival of dawn.
autochthons: indigenous people.
badclaire: a short, heavy broadsword.
balmacaan: a short. rough overcoat.
barbute: a bullet-shaped helmet.
batardeau: a dagger.
berdiche: a staff mounted axe.
bordereau: a list of documents.
bosquets: pleasant thickets.
brllquemar: a sword with a wide, short, double-edged blade.
burginot: a helmet having a rounded, longitudinal crest.
bursar: a court official in charge of paying out coin.
cacogen: "born of filth" - an ethnic slur against off-worlders.
cayoler: a monk.
camisias: the long shirt worn by Arabs and other Moslems.
capote: a long shaggy cloak or overcoat with a hood.
cariole: a light four-whecl, one-horse carriage.
camifex: an executioner (professional or amateur).
cataphract: a soldier in full armor, typically mail.
cenobite: a member of a religious order living in a community.
chatelaine: polite title for an exultant female.
cherkaji: light cavalry (persian).
chiliad: 1,000 years.
chiliarch: (KJU-ee·ark) commander of 1,000 men.
cithara: ancient triangular harp, like a lyre.

clava: a staII or cudgel.
clave: a key.
clavinger: a jailer/detective.
client: a prisoner at the Malachin Tower, or a customer a! a

brothel.
cohort: one-lenth of a legion, i.e., 300-600 men.
commonality: the common folk.
condottiere: the leader of a troop of mercenaries.
contarii: a unit of contus (see p. 84)-bearing soldiers.
coutel: a short knife or dagger.
craquemarte: a cutlass of the largest size.
cultellarii: cut-throats.
curtelaxe: a short axe.
defenestration: an execution perfonned by throwing the client

from a high window.
delator: an infomler or accuser.
dimarehi: (dee·MARK-ee) dragoons, also used as police.
demilancer: light cavalry.
eclectic: in the Commonwealth. the offspring of an autochthon

and a colonist.
eidolon: a phantom, specter.
eremite: a hemlit, or a quasi-religiOUS mendicant, vagabond.
erentarii: light infantry.
estafellc: a courier on horseback.
estrapade: a torture in wh.ich a rope or chain i tied to some

part of the client's body (most often the wrists) and the client
is dropped from a height, falling until stopped by the rope.

estoc: a mall stabbing sword.
ethnarch: a mler over a province.
evzone: a member of an elite infantry corps (Greek).
e.xareh: an ecclesiastic rank between patriarch and metropoLi

tan.
extern: a foreigner, born on Unh outside of the Common-

wealth.
exultant: a closed social class, the aristocracy.
falchion: a broad curved singLe-edged blade, wide near point.
famula: a female servant of a scholar or magician.
fantassin: a foot-soldier.
gligua: a worker of black magic.
graisle: a trumpet u cd in signaling.
gynmosophist: one of an ascetic sect of philosophers.
hanger: any sword worn from a strap on a sword belt.
harena: arena.
hastarii: a unit of hastams (sec p. 84)-bearing soLdiers.
hatif: a familiar spirit or daemon.
hieromonach: a monk who is also a priest.
hippareh: the commander ofaxenagie.
homunculus: an artificial or synthetic man, pLuraL homunculi.
hoplite: a heavy-armed foot- oldier.
huzzar: horseman of light cavaLry.
hydraknife: a multi-bLaded throwing dagger.
He: a squadron of cavalry.
Inquisitor: the examiner who asks the questions during an

anacrisis and directs the torturer. The Inquisitor is never a
member of the torturers guild.

RPP€NOlX J25



jacal: a crude house or hut.
jiber: a mutinous sailor or stowaway.
kelau: light infantry anncd with the sling (Aramaic).
lanccgay: a light lance, occasionally used as a dart.
lansquenet: mercenary cavalry.
lictor: provincial officcr. administrntcs criminal justice in the

Commonwealth.
litch: a body. corpse.
Ilanero: (yalV-NAY-rolV) a cowboy.
lochage: (LOCK-i!) Icadcr of a lochus, 100 men.
maniple: one-third of a cohon, or 200 men.
manskin: leather madc from human skin.
matross: a rank below gunner in a train of artillery.
meretrix: a prostitute, plural mcrctrices.
midinetle: a shop girl.
Moira: one's personal Fate or De tiny.
monaeh: a monk.
mora: a military unit of around 1.200 men.
nocturne: a song played to signal the arrival of night.
noyade: execuuon by drowning.
oplimate: social class of wealthy merchants. abovc commonal-

ity. Often referred to with the title "Goodman:'
palfrenier: a groom.
palmer: a pilgrim.
pandours: oldiers of unusual size and strength. In the

Commonwealth they are the unofficial soldiers selected by
cxultants from among their own private guards, garneskeep
ers. and the like.

peltast: a medium-arnled footsoldier, with shield and javelin.
petasos: a low-crowned broad-brimmed hat wom by travelers

in anciem Greece.
pharnlacon: a medicine. drug. or poison.
philomath: a lover of learning, a student.
philonoist: a searcher for knowlcdge.
pilete: a simple spear, non-pyrotechrtic.

piquenaires: pikemen.
planetaralion: using food as a torment.
pseudothyrum: secrel door.
pUrsWvant: a messenger with some limited auth nlY to nego-

tiate.
quaesitor: a judicial official.
roundsman: one who makes the rounds. a patrol man.
sabretache: cavalry officcr's leather satchel, belt mounted.
schiavoni: mercenaries.
seneschal: a bailiff. stcward. or majordomo.
servitrix: a female servant.
shotel: a ickle-shaped sword.
sieur: "sir," form of address for members of the

ommonwealth aristocracy, but often misapplied by ignorant
commoners to anybody perceived to be abovc Social Level O.

sonmle1ier: a servant under the wine steward.
soubrette: a maid-servant or lady' maid.
spado: a eunuch.
spadrone: a lwo-handed sword.
spadroon: a word much lighter than a broadsword. for cut-

and-thrust work.
spahis: a Turkish horseman.
spathae: a broad. two-cdged sword used as a cavalry weapon.
spelaeae: generaltcrm for cave-dwelling creatures.
sweepsmen: rowers using long oars that require them to stand.
thalamcgus: large, richly decorated bargc.
thaumaturge: a wonder worker.
thiasus: a party to celebrate the festival of a god.
urticate: 10 nog with fresh stinging-nettles.
vingtner: a sergeant commanding 20 infantry-men.
watch-and-wateh: every other watch.
xenagie: (:ell-AGGIEj a cavalry unit of aboul500 men.

6H£Cn @C088HRY
blowpipe: cerbolana. sabarcanc.
bolas: achico.
boomerang: astara.
broadswords: athame, badelaire, braquemar, craquemane, fal

chion. hanger, shotel, spadrone. spadroon. spathae.
cavalry: cherkaji, dimarchi, demilancer, hipparch. huzzar, ilc.

lancegay, lansquenel. spathae. spahis, xenagie.
crossbow (pyrotechnic): arbalest.
fencing: eslOC.
nail: scorpion.
knife: a1fange. batardeau, coutel. hydraknife. misericorde.
mercenaries: lansqucnet, schiavani.
off-worlder: cacogen. extrasolarian. hierodule.
official: alcalde. archon. bursar, ethnarch. exarch, lictor, pur

suivant, quaesilor.

officer: chiliarch. condOluere, hippareh, lochage, vingmer.
pyrotechnic polearms: berdiche. contus, demilune, glaive.

hastarus. kheten, korsekes. voulge.
religious: anchoritc, cayolcr, cenobite, crcmite, exarch.

hieromonach. monach, palmer.
servant: ancilla, famula, palfrenier, seneschal, servitrix, som

melier, ubreue.
social classes: armigcr, commonality. exultant. optimate.
soldier: antepilani, contarii. demilancer, erentarii, evzone, fan

laSsin, hastarii. hoplite. lansquenet. matros , pandour. pellaSt.
piquenaires. spahis.

torturer terms: abacinauon. anacrisis, as i.re. client. carnifex.
defenestrnuon. delator. estrnpade, InquiSitor. lictor. noyade.
planctrnuon, urticate.
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18lh Bacele of Lhc: Irregular
Contan!. 16. 121.

26.()()().) ear cycles. 48.
Abaddon.43. 115.
Aooia.8. 10.20.41.43.
Absolutc ow. 48. 94.
Acting troupe. 12. 14:

EllIutomus t~mplalt~.

63·().I.
Adnmnian tcps. 35. 37.0
A<khclloo dIsadvantage. 54.
Adnuni trators. 5t'~

Suwmt.r 0/ Ih~ Throne.
Admmlstratl\c Ranl..

advantage. 20.
Ad\antag~. 53-54
Age of Myth. 6-7. 18.48.
Age of the Autarch. 10-1 I.
Age of the Monarch. 1-10. 20.

40. 116.
Age of Ushas. 40.
Ages of the Zodiac. 48.
Agia. 12. 14. 16. 113.
Agilus. 12. 14. 15.
Als. S~e Eidolol/s.
Alchemy. 89-90: .fklll. 55.
Algedonic Quarter. 12. 14. 33.
Aliens. su C"eogenr.
Alticamelu~.97.
Alzubo. 14.97: see a/so

Atw/eplic a/ll/bo.
AnaleptIc alzabo. 12. 16.

53.90.
Anchoritcs. 9: su a/so MOl/oem.
Ancient Xanthic language. 57.
Androids. 7. 16.47. 117:

tlOIIIU. 124: temp/mes.
80-81.

Androsphinxes.9.
Animals. 96-102.
Anplel.s. 16: in miUS eo",lxl1.

119: te",p/at~. 80,
Antarctica. 10.
Anlhroposophy. 91.
Aphc,a. 17.
Apothecarie~. 90.
Appear.mces.52.
Apport;. 16.47. 101
App~ntlces. 12. 20.
Appro\'ed Te1tu. )0.31.
Apu-Punchau.6-7. 14.17. 18.

29.40.42.48; /angua.f(e. 57
Aquastors. 16. 17.93.
Archons. 29.
ArctOlhc-r.98.
Anoch.44.
Amllgers. II. 20.107-110:

temp/atl!.58-59.
Annor. 16.23.85: Incon. 123.
Arsioolthcr.98.
Ascia. 10. 15. 16.20.28.

)0.31: languagt!. 57:
mana. 20.

Astral bodiCS. 20.
Astral plane. see Corridors

o/Ilme.
Atrium of Time. II. 12.94.
Autarch Mind advantage.

53·54.
Autareh. 14. 16. 17.20.22.25:

Age of. 10-1 I: helm-num
s~n·ams.79-80: court oj.
112: elixir. 90: the old
(Jlle. 114.

Autochthons. 20: languages.
57: tt!mpIOlt!. 59-60:
,·iIlages. 24.

Avatar!.. 42.
A\enue. the. 35,
A\ems. 12.37. 110.
Badger. Hildegnn the. su

Hildegnn the Badger.
Baldandc... 12. 14. 15.26.27.

50.76.98. 114-115.
Baldanden' Tou.Cf. 15.26.27.
Barbatu . 15. 16. 18.41.

44.95.
Bnrblcan. 33.
Barylambda.9 .
Bawd) houses. St!t! Brolht!ls.
Beam weapons. 84.
Bear Tower. 33.
Beast handle~. 33:

templatt!.60.
BeheadlOg. 22.
Beh of Weightlessncs..~.90.
Bcstiary.96-I02.
Bioengineering. 11.23: su

also Genetics.
Bionics. 53. 91.
Black hole. 9. 116.
Blnck: mechanics. 8.
Blessed advantage. 53.
Blue Dimarchi. 12.38.121.
Boots. 86.
Book of Mirrors. 14.95.
Bookoftltt!Nt!wSulI.12.18.26.
Books. 12. 26.
Botanic Gardens. 10. 12.37.

44.9'.
Boy Called Frog. 8.
Boy Who Hooked the un. 7.
Briah. 7. 9. 17.20.
Bridge. lhe. 35.
Brook Madregot. 11. 18.20.

n
Brothels. 33. 108-109.
Bro"'n book.. 12. 14. 16.26.27.
Burgundofara. 16-18.
Cacogens. 10. II, I.t. 20.
Calivcrs. 55. 84.
Camacan. 20. 44
Campaign point le\'els. 50.
Campaigns. 103-122.
Cannons. 84.
Canog. 12. 18. 26.
Carmfex. lOS.
C.".. 10. II. 23.
ClU'\'cd mounlllins. 9. II. 14.

18.27.
CalhcdrnJ. lhc. 34.
Catoptlc armor. 85.
Ca\e of the Cumat.'an. 37.
CenobItes. St!t! MonaC"hs.
Ceryx the Necromancer. 18.

115.
Cham. 10.
Character templates. 58-78.
Characters. 49-81.
Charleulns. 91.
Chatelaine 11lecla. St!t! Th«ltI.
Chicanery. 91.
Chiliad. 6. II.
ChnsllaOlly.40.
Church of the Concililuor.

4ll-42. 116.
Clladel ofthc Autnrch. 9.16.

20.33·34. 107: maps.
34.35.

CllOdel o/Ihe Al4tarch.
Th•. 15·16.

C1avlOgers template. 61.
Clau. orthc onciliator. 12. I·t.

15. 16. 18.95. 116.
Cltm o/tht! CCHlciliator. ThL.

12-13.
Cloak of AIr necklace. 46.85.
ClochlOg.85.
Cobbler's Common. ~37:

'"''P.36.
Coins. 52.
Colof'llsts template. 61.

olors. gUild. 22-23.
Common tongue. 57.
Commonality. 20.
Commom..ealth. 5. 10. I J. 17.

20-29.85.
ConcIliator. 9. 18.27.42: St!t!

also Claw 0/the
CO/leillator.

Concubines. su \Vt!1I 0/
Orchids.

Contrugruvity. 10,20.23.85.
90: Ut! also Fliers.

Control rallOgs. ~t'e l..ow.
Contus.84.

onvulsion grip maneuver. 57.
Correct Thought. 30.
Corridors of lime. 18.20.95.

orruptlon of magic-users.
88·89.

Co~mctic surgery. 91.
Cost of living. 52.
CoslUme partie3. 14.
Creation myth. 41-42.

rime. see La....·.
Crossbows. 23. 83.
CrossO\'ers.Ia..-105.
Cteslphon·sCross.12.14.
Cubit. 10.
Cultellarii template. 62.
Culluml skepticism. SO.
CUIll3ean. 14.37: Rod (Jf. 95.
Currenc). 52.
Dawn language. 57.
Da).~riodso/. II.
Dead C"y. 37.
Decapitauon. lOS-I 09
Deities. 40.
DemIlune. 84.
Deodands. 20. 22.
Destrier.98.
Dlatryma.99.
Diets. 20.
Dllnarchl template. 62.
01 • 17.
Disadvantages. 54-55.
DISCIpline of FaJth

disadvantage. 54
Divine magIc. 89.
DoctorTalos. 12. 14. 15.91.

120: pia}. 4142.
Dorcas. 12. 14. 16. 116.
DramatIc troupe. 12. 14:

EJlli!rlOmus temp/alt!.
63-6-1.

Dream gas. 84.
Duel ing. 109-1 10.
Out)' disadvantage. 22.
Euta. 18.
Echopraxia. 33. 109.
Eclectics. 20: templatt!.63.
Eidolons. 7-9. 18.93.
Electrified whips. 14.83.

Electronics Ope.....tion skill. 55.
Ell. 10.
Emasculation. 10.
Enemy di~dvantage. 22.
Energized lash. 14.83.
Energy =. 90.
Energy "'capons. 23. 84.
Entertainers template. 63-64:

suolso Troupe.
Equipment, 82-86: magic. 95.
Ercbu .8. 10.28.41. 43-44:

slal'er shIps. 44.
Eremitcs. also $U MOl/oeM.
£Schillo/ORY and Genesl5.

41-42.
Esoteric dalls. 56.
Eunuchs. 10.
Examiners template. 73.
Executions. 108·109.
Extems. 20: ,~mplatt!. 64.
Exultants.20.III-112;

bastards. 54: hl!lghtAt'~lght

tab/~. 52: r~$(}rfs. 27:
templtlte.64-65.

Fablcs.6.
Familiars. 44.
Famulimus. 15. 16. 18.41.

44.95.
Father (nHoc's BotanIC Gardens.

see BotaniC Gardt!ns.
Father (nln:. 10. II. 25.44.
Female comp3nion~. 108-109.
Fennec.99.
Fetes. 112.
First EmpIre. 7-8. 24.
Flag Tower. 33.
Fliers. 16. 18.20.23.85.
Rooting islands. 15.26-27.
Flying cathedml. 12. 15. 16.
Foreigners. su £.rtertls.
Foresters template. 65-66.
Fulgur'dtors. 91: (emp/tIIt!. 66.
Gadgeteer advantage. 53.
Gambling. 108.
Garden of Eden. 41.
Garden of Endless Sleep. 12.

14.37.44.
Gcm. st!t! Claw 0/ tht!

Conciliator.
Genesis characters. 42.
Genetics. 91: skill. 55.
Geography. 24-28.
Ghost. set! Aqluwors tmd

Eidolotls.
Glossal'). 125·126.
GIl'p'odon.99.
Golden Age. su Usluu.
Grand Coon. 33.
Grandmasters. 20.
Gre3t Keep. 33.
Green Man. II. 12. 16. 95:

template. 81.
Grenades. 84.
Groundcars. su Cars.
Group of Seventeen. 30.
GUIlds. 21-23. 76-77:

compensallon. 20: creating
n~'. 23.

Gunner skill. 55.
Gunnle. 16-18.
Gun~ slill. 55.
GURPS $paCt! c1as'ilficauons.

46.
GURPS T;m~ Tral'~l

c1assific3tions. 48.
G)'oll. 12. 16.28.33.
Hall of Justice:. 11.
Hastarus.84.
Headsmen. 108~109.

Height. 20. 52: tablt!/or
rW/lOtIIs. j2.

Heirlooms. 20.
Heraldry. 22-23.
Hethor. 12. 14. 15. 16.95.116.
Hetman. 15.
Hier'dx. 8.

Hierodulcs. 15. 16.18.20.44.
I-iterogmmmatcs. 17. 43-44.
1-lteros.43.
High tech. st!t! Techllolog)'.
I-ltgh Technology advantage.

53. 104.
Hlghw3)·s.22.
Hlldegrin the Badger. 12. 14.

18.
HIstory. 6: skll/.56.
Hologrnms. 90-91.
Iioly relics. su Claw o/the

Conet/iator.
Homunculus. 15; Cotwroction.

91.
House Absolute. 9. 10. 12. 14.

16.18.20.2·" 25. 117.
House Azure. 12.
Humbaoo' Stick maneu\·u.

57.
Hy'P""pace. 42. 46.
IIIltemc) dls3ch'antage. 54.
Incas. 122-123.
Increate. 22-23. 40. 41.
Indians. s~~ Autochthons.
Innocoee. 110.
Inn of Lost Lo\-cs. 12. 16, 38.

lOS.
In~. 35.
Introduction. 4.
lron-<:Iass androId template.

81: St!t! a/so Alldroids.
(ubar Street. J.I.
Jailers. 10. II.
Jlbers. 17.
Job table. 51.
Jo1enta. 12. 14. 91. 117.
Jonas. 12. 13. 14. 15. 117.
Journeymen. 12. 20.
Judo skill. 56.
Jungle Garden. 12.
Juslice. Hall and Seat of. 11.
JUlurnn. 18.41.43: see also

Undint!s.
Khaibits. 55: constnlction. 91.
Korsekcs.84.
Lake Diutuma. 14. 15.26:

map. 26.
Lake of Buds. 37.
Languages. 23. 24. 57: Ascian.

31: Inca". 123.
Laser pistols, 16.22.23.84.
Last House. II. 15-16.28.94.
La.·lt Winter. St!t! Ragnarot.
La",. 25: A.rcion. 31:

Commoml-'ealth. 22:
I"eall 123.

Lala~l. 15.
warel of the Blue Dmwchl.

12.
League. 10.
l.<:cehes. 91
Lemun3.7.
Ldxurian .34: tt!mplatt!. 70-71.
Llbr.u') of N~sus. 12.25.

33·34.
Llctors. 12.29,
Life suppon. 46.
Lmutatlons.55.
Linear measu~mcnts. 10.
Lnerac)' advantage. 53.
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Loans. 109.
Long Decline. 8·9.
Lo" -tech tactlc.;. 106.
LolaJ 10 the Group of

Seventeen. IS.
lone. 6. 8. 115.
Machine Epoch. 8.
Mllgery 3(h-antage. 53.
Magic mirrors. 16.25.94.95.
MagiC users. 94-95:

l('mIJlou.75.
Magic. 87·95: /W/u-f Ill. 50:

corn'primt by. 88-89:
equipmem. 95: mm"'. 20:
mued-leehnology

camp(llgfU and. 105-106:
pIous of. 94: "pe' of
mages. 94·95.

Man-ape~. 12.28: III mass
camlx'l. 119: lempltlfe. 79.

Mnn·beasl namc~. 124.
Mana. 20.
Maned wolf. 99.
Maneuvers. 57.
r.'1a~; C'UJde/ oflh(' AUlare".

34. 35: Cobbler's Commoll_
36: We /),UlllrntJ. 26:
Nessus. 33. OIdJ:au. 37:
Sangmnar)' Field. 38: Well
ofCrun Chlllln. 24

Ma~. Sf!(' Vutham!t,
Masques. 112.
Masscombal.117-121.
Ma....ter Ash. II. 15-16. 28.

94.95.
Mm.ter Gurloc'i. 12.
Ma'iler MalrublUs. 12. 16.
Master Palaemon. 12. 16.
Mm.ters. 20.
Mastiff·mc.n. 16: III ttuU.J

cmnbm. I 19:
templllle.79.

Matachm To" cr. 33. 34
~·Icasurements. 10.
Mechanical officer\.

.1('(' Androlch.
Mechanology.9().91.
Medieval pUnlshmcnts. Set!

lAw.
Mcgulhcre.99.
Melee wcapon'i. 83: wble. 86.
Mcnlal Fugue IllnltlUlon. 55.
Merchants. j,"ee Opttm{lfes.
Merryn. 14. 119.
Mel)chJp.99.
Metals. 20.
Meltlmynodon. 100.
Mllnary groups. 110,
Military Rank advantage. 53.
~'hhtary UMS. 118.
Mirrors. ue Magic mirrors,
Mist machine:. 9().91.
Mlst~scs. 108-109.
Mixing technolog)' Ic\'c1'i.

104-106.
Molpe.8.
Monachs. 23: lenlplalu. 67.
Monnrch Typhon. su T)phon.
Monarch. Age of the. 7-10. 20.
Monarchs. 9.
Money. 52.
Monks. 23: I~nlplalu. 67.
Moon. j,('(' Lu,,~.

Mount Typhon. 15.27.113:
u(' II/.m C(ln'~d molttllai".f,

Mu.7.
Murcne. 26. 27.
Myth. Age or. 6-7.18.
Names. 124.
Narrow Lands. 28.
Natrium slug sling.. 15.90.
Natural Spellcasung

ad\antage.53.
Na"lgauon skill. 56.
Necromancers. 18.94.
Necropohs.34.
Nessus. 10. 13.14.15.18.

32-38:
map. 33: wall. 38.

New Sun. 9. 11.42.
Next Agc. 1I.
Nobles. see £rulwllts.
NOIules. 12. 101-102.
Oannc... 27.
Observer Effect. 48. 94.
Old Citadel. see C,wdd of

lhe Autarch.
Old Pan. 9. 10.
Oldgate. 37: map. 37.
Opllm:ne .20: remplare. 68.
Onth)'la. 28.
Onth)la. Third Battle of. 16.
O'isipago. 15. 16. 18. 41.

44.95.
Plice. 10.
!)altlpas. 20.
Pancrc3lor. su IlIcr~me.

PlinJudlcator. see l,.cr~(It~.

Pamlysls grip mancu"er. 57.
Patrons. 53. 108:

admlltoge.20.
Pelennes. 12. 14. 15.28:

template. 70.
Pcntadac1) Is. 31.
Peoples. 27·28.
Penods of Day. II
Pemchn.44
Phaca. 9.
Phencxod. 100.
Phoenix Throne. 20.
Pilgrims. 23: lettlptm~. 69.
Ploncc~ templale. 69.
Plat)'belodon. 100.
Play. 4142.
Pla)ers. 12. 14. ellteNa",US

templme.63·64
Pluto. su Dis.
Pole ..tar. 48.
Po...lh, ..tOt). 5-11: a(e.J of. 6.
Praetorian Guard. 10. II. 12.

25; '" mass cmnhat. 119.
Pre-.encc Chamber. 14.25.

44.95.
PrieM template. 70.
Primlli",c disadvantage. 54.
I)y-isoncrs of war. 20.
Profc.'i ... ional Skill

(Tonurer).56.
PSlomcs.89.
Pteriopes. 102.
Punishments. su um'
p)rotcchnic polearms. 22. 23.

83-8..a: table. 86.
RaCIal MenlOI') advantage.

53-54.
RacHlI templales. 79-81.
RadiOS. 23. 31.
Rag ,hops. 12.35.37.
Rngnarok. II. 15-16.28.

41.48.

Ranltlcur. 84.
R... 33. 100.
Rebellion. 10. 20. I 12-113.
Reech)'. see Ymar the

Almo I JJISI.
Relllcanlauon.23.
Religion. 8. 9. 10.22·23.

39-44: Asdan. 30: b,ean.
123.

Rcliglou'i spellcastcrs. 94.
Remontados. 20. 22.
Resources. 20.
Rctmues. II I.
RldOltos. 112.
River G)-oil. see 0)'011.
Rod of the Cumacan. 95.
Sage template. 7()'71
Sail<n. 48: lemplate. 71·72.
Salamanders. 14. 102.
Sahus. 12. 18. 28.
Sand Garden. 12.
SangulOary Field. 12. 14. 15.

38. 109: mop. 38.
Sams. I I.
Schiavoni template. 72.
SCience..ft!f! Technolog)'.
Scylln. 8. 41. 44.
Seamanship skill. 46. 56.
Seal or Justice. 17.
Second Empire. 9-10. 20.
Second House. 10. 18. 25. 44.
S«ret soclet) member5

u:mplate. 72·73.
Secrets disadvantage. 54-55.
Sel'\'anl of the Throne

tcmplate. 73.
Se\'cntccn. Group or. 30,
$e\·enan. 12-18. 111-112. 117:

uule. 14.
Slwdow of the Tor1Jlrer,

The. 12.
hape-shifters.95.

Shlclds.85.
Shlp's "capons. 8-1.
Sh;ps. 86.
Shotel. 31. 83. 86.
Sldero. 16-17. 19.
Sihcr-c1ass android template.

80: Jee aho Alulro'dJ.
SkeptiCism qUirk. SO.
S~llIs. 55-56; restrictIons. 56.
Skuld. 8. 9. 20. 115.
Sla\er ~hlp". 44.
Sla\cs. 20. 28.
Sleeper. the. 18.42.
Slug thro\\-ers. 23.
Slug. 15. 102.
Slums. 33.
SlmlOOon. 100,
Smuggler template. 74.
Social Stlgmas. 55.
Societ). 10. II. 20-21;

Asrian. 30.
Solar salls. 46.
$oldlen-. 110. 113:

lemp/ate.74.
Sorcerers. 15.27.95:

u~tt1pl(/f('. 75: also see MagIC.
Southern Islanders. 28:

templtl1~. 75.
Southcrn Isles. 28.
Space exploration. 7.
Space truve!. 45-48.
Span. 10.
Spells. 92-94.
Sphmx.9.
Spies. 14
Stars. 47.
Status. 52. 54: admnlagt'.20:

r"",bmg thl! social /adtler.
107·110: Incan. 123.
smoller meremenlS of
admtllagt'.20.

Stone To\\-n. 14.29.
Stride. 10.
Summon Mirror Creature

spell. 94.
SU'ord ofth~ UClOr. Tht'.

14-15.
ynopsls. 12-18

Talc of !he 80) Called Frog. 14.
Tale of the Student and

His Son. 14.
Tanaro'i. 8. 9.
Taxes. 10.
Technology Ic\'cls. 46. 50.

104-106: mumg in mass
combal. 118.

Technolog).7. 10. II. 15.20:
ArClOn. 31. gullth and. 22:
ltlcan.123:leldsin
CommOtll\'eOllh.23.

Teleponallon. 1-l.20.
TemplalC:s. 58-81: anptel.J. SO;

annll:~rs.58-59:

autochthOfIS. 59-60:
Masl handlers. 60:
cJadngers. 61: colOnists. 61:
rilitellani. 62: tlimarchi. 62:
eclectic.f. 63: enlt'Nainers.
63-64; examiners. 73;
e:(,ems. 64: ~.rlllf(l"'s. 64
65:fort'SIt'r.f.65-66:fulgJ'
TlIlOrs. 66: grun me". 81:
Irotl-doss androids. 81:
libranllfu. 70-71: ftlfJn-npes.
79: ntfJ.Jtijf-men. 79:
nwnarhs. 67: opllmates. 68:
pligriftl.J. 69. plOtlUrs. 69:
prit'sts. 70: sagu. 70-71:
slIIlors. 71·72: schi(l\'Otli.
72: S«Tt!1 j,'ocit'fy mettlMrs.
72-73: Sen'at/ts oflhe
n,rOlle. 73: Jih·u·d(us
mu/roub. 80: smugglers. 74;
solt/inr. 74: sorcerers. 75:
Sf}jlt'lenr Islanders. 75:
thaJlltultl,rges.7S·76:
tONlIrers. 76-77: lIIt/OtU.

77: Witches. 78:
WQltftltl·cau. SO.

Tempornl Terms. II.
Teratoid igns.57.
Tcrmmu!> bl. 12. 15.83.86.
TemJonning. 7. 8.
lbaum3turges. 95: tl!mplale.

75-76.
Thaumaturgy. 87·95:

eOrrtlpliOtI by. 8-89.
Thecla. 12. 14. 112. 121.
Thclxicpcia.9.
Third Bailie of Orithyia. 16.

28.
Thorn. su Claw of

lhe Cotrdlimor.
Thr.ax. 12. 14.27.29.
Thylacine. 101.
Time dllatl()n. 47.
Time: of lhe Eidolons. 8.
Tirne tm\cl. 15-16. 20. 28.

45-4 .92-93.95.114-117:
spell ttllxJijiers. 93•

Timc unl1S. II.
Timelme. 6. 7.
Tincts. 22-23.
TL. see Tedmology lel·el.J.
Toad)'ing. 108.
Tonurer's Grip ~kill. 56.
Tonurers. II. 12-18.20.22.

34.40. 107. 108. 117: G"p
s4m. 56: man~Ul·ers. 57:
temp/aI~. 76-77.

Tournaments. 112.
Towns. 27-29. 124.
Transrormauonal ~urgel). 91
Tr.nd.22.
Troupe. 12. 14: ElIlertaUlus

l~nJP'(IlI!. 63-6·1.
Twi!lled Way. 37.
Typhon. 8·9. 15. 18.20.27.

33.41.44.91.116.
TzadkieL 16. 17. 18.41: as

starship.4647.
Uhlans. 22: It'"Ip/ate. 77.
Uinlal.hcr. lOt.

han. 34.
Ilr.l-tcch artlllet). 84.

Und;nes. 12. 14. 16.43.102.
Units. military. 118.
Unusual Background

advantage. SO.
Unusual Background

disadvant3ge.22.

Unh.6.11. 17.18.19-38:
"dl'rllture Id~(tl. 107·114:
C)'d~. 122: reltlfioll. 39-44:
It'chnolQgy lereb. 46: mal
of. 16-18

Urth ofthe Nrn Sun. The.
16-18.

Ushw.. II. 18. -l0. 48.
Uturuncu.95.
Valeria. 12. 16. 18. 117.
Vehiclcs. 85·86.
Venus. see S4uld.
Venhandi. 8. 20, 115.
Vikings. see Solll/rt'nl

Islanders.
Villages. 27-29. 124.
ViIla..;.37.
Vodalus. 12. 14. 15. 16.20.

112-11l.
Vo,"" dis3(h'antllge. 22.
Wall of Nessus. 38.
War. 20.
Watches. II
Watercraft. 86.
Weapons. 23. 83·84: Asci(ltl.

31: cotllrol of. 22: 1{Ib/~. 86.
Wcll ofGrcen himcs.25:

tt1t1p.24.
Well of Orchids. 20. 25.
Were magic. 95.
Whips. elcctnfied. 14.83.
White Fountain. II. 17. 18.95.
White wolr. 101.
Whorl. 9. 115.
Wildgra\es. 27; lemplate.

65-M.
Witches' Keep. 14.
Witches. II. 20. 34. 95:

It'mplatt'. 78; Teratoid
j,lgns.57.

Wolfc. Gene. 4.
Wornan-eat ternplalc. 80.
Xanthic and Ancicnt Xanthic

longues. 57.
Xanthic Isles. 7. 20. 2-l. 25.
XanthiC Sea. 114.
Xanthodenns. 20. 24.
Ycsod. 7. 9.17.18.20.41.

4244
Vmar thc. Almosl JUSI. 9. 10.

I J. 18.20.25.
Zoanthrops. 20.
Zodiac Ages. 48.
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