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INTRODUCGTION:

Robert Ervin Howard (1906-36), a gifted but ill-starred Texas writer of the
1920s and 30s, created the Hyborian Age, a fantastic fictional setting to rank
with Baum’s Oz, Carroll’'s Wonderland and Burroughs® Barsoom. In Howard’s
Conan stories, before recorded history, ** . . . shining kingdoms lay spread
across the world like blue mantles beneath the stars — Nemedia, Opbhir,
Brythunia, Hyperborea, Zamora with its dark-haired women and towers of
spider-haunted mystery, Zingara with its chivalry, Koth that bordered on the
pastoral lands of Shem, Stygia with its shadow-guarded tombs, Hyrkania whose
riders wore steel and silk and gold . . .

Conan, the greatest Hyborian hero, was born in the barbaric northern land
of Cimmeria. After an adventurous life as a thief, pirate and mercenary, he
literally crowned his career. He became King of Aquilonia, the richest and most
powerful nation in the West.

Howard proposed that this age had glittered between the sinking of Atlantis,
around 18,000 B.C., and the dawn of known history. A catastrophe wiped out
Atlantis and Lemuria, whose survivors reverted to savagery. In time these
peoples built new civilizations. By 15,000 B.C., the powerful empires of
Acheron and Stygia, rife with sinister sorceries, had arisen in the western part of
the main continent.

Northern barbarians, the Hyborians, overran Acheron. On its ruins, the
conquerors raised Howard's “*shining kingdoms.” Another natural catastrophe
later ended the Hyborian Age, whose history survives only in fragmentary form
in myths and legends. Howard assured his readers that this was pure fiction, not
a serious theory of human prehistory.

GONAN THE MIGHTY

About GURPS

Steve Jackson Games is committed to
full support of the GURPS sysicm. Our
address is 5J Games, Box 18957, Ausiin,
TX 78760. Please include a self-ad-
dressed, stamped envelope (SASE) any
time you wrile us! Resources now avail-
able include:

Roleplayer. This bimonthly newsletler
includes new rules, new races, beasts, in-
formation on upcoming releases, scenario
ideas and more. Ask your game retailer, or
write for subscription information.

New supplements and adveniures
We're always working on new material,
and we'll be happy to let you know what's
available. A current catalog is available for
an SASE.

Errata. Everyone makes mistakes, in-
cluding ug — but we do our best 1o fix our
errors. Up-to-date errata sheets for all
GURPS rcleases, including this hook, are
always available from 8] Games; be sure
to include an SASE with your request.

@&A. We do our besl o answer any
game question sccompanied by an SASE,

Gamer inpwt, We value your com
ments. We will consider them, not cnly for
new products, but also when we update
this book on later printings!

BBS. For those of you who have home
computers, 5J Games operates a BBS with
discussion arcas for several pames, includ-
ing GURPS. Much of the playtest feedback
for new products comes from the BBS. It's
up 24 hours per day at 5$12-447-4449 3
300, 1200 or 2400 baud. Give us a call!

FPage References

Bules and statistics in this book are
specifically for the GURPS Basic Set,
Third Edition. Any page reference that
begins with a B refers to the GURPS Basic
Set — e.g., p. B102 means p. 102 of the
GURPS Basic Set, Third Edition.

An M page reference means a page in
GURPS Magic, BY references are to
GURPS Besdiary; SW references are to
GURPS Swashbucklers.

About Curtis M. Scott

Curiis M. Scott is a software engineer
with a wife, Mary, and son, Phillip, when
he surfices from the Hyborian Age. He
has been a roleplaying gamer since 1976.
GURPS Conan is his sccond major work
for Steve Jackson Games; he is also the
author of (FU/RPS Humanc,

Conan The Mighty



About L, Sprague de Camp

L. Sprague de Camp is a major figure
in modern American fantasy and science
fiction. He began publishing in the Golden
Age of John Campbell's Ascounding and
Unknewn and has been at it since. He has
written science fiction, fantasy, historical
fiction and non-fiction (including
biographies of H. P. Lovecraft and Robert
E. Howard),

Map of Hyboria

On pp. 36-37 is a map of the world of
Hyboria. This map is based, first and
foremost, on the sketches drawn by Robert
E. Howard himself. Before the first Conan
story was published, he obviously had a
clear idea of the “lay of the land' over
much of Hyboria,

Other arcas, however, were left vaguc
(perhaps purposely) by Howard, and it has
fallen to his students to fill them in, Eor
those areas, the present maps are based on
a variety of sources, but most of all on the
text descriptions in the tales themselves,

IiComm The Mighty

Robert Howard, alas, achieved no Conanian triumph. Howard lived most of
his life in Cross Plains, a town of 1,500 in central Texas. This was as un-
propitious a setting for a writing career as could be found. Save for a couple of
helpful English teachers in high school, he was entirely self-taught.

Howard resolved upon a writing career while still a boy and plunged into it
as soon as he finished high school. His first sale came in 1924 to the magazing
Weird Tales which, of the many publications he contributed to, remained his best
single outlet.

By 1928, he had mastered his craft and thereafter sold regularly to the pulp
magazines. He sold boxing stories, detective stories, horror stories, tales of
historical and oriental adventure, Westerns, science fiction, fantasy and verse,
He earned around $2,000 a year from his writing, which by the standards of the
1930s was quite a fair living — though the townsfolk wondered when he was
going to give up writing silly stories and settle down to a proper job in a local
shop or in the oil fields.

A great natural storyteller, Howard developed a distinctive prose style,
using such poetic elements as rhythm, alliteration and personification. In the late
1920s, he specialized in boxing stories, in the early *30s in fantasy, and in the
middle "30s in Westerns, although he wrote stories of all these types throughout
his career.

Howard began the Conan stories, upon which his posthumous revival is
based, in 1932. Conan is an idealization of what Howard thought he would like
to have been: a footloose, lawless, hell-raising, irresponsible adventurer devoted
to wine, women and violence. But, save for a big, powerful physique, a hot
temper, and a chivalrous attitude toward women, Howard and Conan had noth-
ing in common. Howard was shy, sensitive, upright, law-abiding, courteous,
compassionate, reclusive, introverted, bookish and (though he denied it) intel-
lectual. He did not attribute such qualities to Conan.

Howard suffered from isolation, minimal worldly experience, limited travel
outside of Texas and a lack of access to big-city and university libraries. Aneven
greater handicap was his family situation. Howard was excessively attached to
his mother, who encouraged his slavish devotion. As a boy he resolved not to
outlive her. In June 1936, after a long illness, his mother lay unconscious, dying
of tberculosis. Howard, aged thirty, with a growing circle of admirers, an
adequate if not lavish income, and a prom ising career before him, shot himself.

In his lifetime, Robert Howard sold over 160 stories and left 100-odd un-
finished or unsold. For 20 years after his death, his Conan tales remained the
private enthusiasm of a small circle of connoisseurs, In the 1950s, an obscure
publisher began publishing the Conan stories in small hard-cover editions; but it
was their appearance in a unified paperback series, beginning in 1966, that set in
motion Conan'’s current popularity.

Indeed, this paperback series, together with the simultaneous paperback
publication of J.R.R. Tolkien’s three-volume The Lord of the Rings, touched off
today’s enormous revival of fantasy. The present writer, who was mainly
responsible for the paperback Conans, also with the help of collaborators, added
numerous stories to the saga, following Howard's original plan, style and spirit
as closely as possible.

For over a decade, Conan Properties, Inc., has controlled all rights to the
giant barbarian and divides the profits from the use of the character among the
Howard heirs and the living writers. Conan has appeared in countless collections
and anthologies, comic books and motion pictures — although, ironically,
Howard’s literary rights were given no value at all in appraising his estate. Conan
Properties chooses experienced contemporary writers to continue the adventures

of the mighty barbarian.
— L. Sprague de Camp
— 4 —




GONAN’S WORLD:

[HE HYBORIAN AGE

History and Prehistory

The Hyborian Age developed from earlier culmres. Preceding civilizations
have shaped its nations and peoples unmistakably. However, its history is half
legend, the truth lost in the darkness that stretches from mankind’s beginnings.

The Serpent People

Before mankind, there were the reptilian serpent people, whose empires
spanned the jungles of the pre-human Thurian continent. Theirs was a world of
dinosaurs, ancient demons and sorcery beyond that now known to men. Their
empires ruled over slave races, some human, some less so. Their own pursuits
were unfathomable to the “‘lesser™ races.
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Bibliographical Entries

Ag of this writing there are 73 Conan
storics by Howard and his continuers. In
the bibliography (pp. 111-115) the stories
of the saga are listed in c¢hronological
order. For reference in the text of this
hook, each story has been given a three
letter code; following is an alphabetical
listing of these codes cross-referenced with
the title and the chronclogical number of
the story (Roman numerals are an-
thologies). The bibliography gives a brief
plot outline of each story.

BBR — "Beyond the Black River' (60)
BCO — “Black Colossus'" (38)

BSN — "Black Sphinx of Nebthu' (70)
BTE — “‘Black Tears" (44)

CAQ — Conan of Aquilonia (TX)

CAS — Conan and the Sorcerer (5)
CAV — Conan the Avenger (VIII)

CBU — Conan the Buccaneer [56)
CCH — Conan the Champion (17)
CCO — Conan the Congueror (67)
CDE — Conan ihe Destroyer (8)

CDF — Conan the Defender (20)

CFE — Conan the Fearless (12)

CMA — Conan the Magnificent (9)
CMR — Conan the Marauder (51)

COC — Conan of Cimmeria (1)

COl — Conan of the Islex (73)

COM — “The Curse of the Monolith™ (22)

CON — Conan (T)

COS — **The City of Skulls"' (20)

COT — ""The Casile of Terror™ (35)

CRA — Conan the Raider (48)

CRE — Conan the Renegade (40)

CRK — Conan: The Road of Kings (30)

CSG — Conan and the Spider God (24)

C35 — Conan: The Sword of Skelos (T

CTA — Conan the Adveniurer (V)

CTD — Conan the Defian (3)

CTF — Conan the Freeboorer (111)

CTl — Conan the Invincible (10)

CTL — Conan the Liberator (64)

CTM — Conan the Mercenary (6)

CTR — Conan the Rebel (33)

CTS — Conan the Swordmman (X)

CTT — Conan the Triwnphant (31)

CTU — Conan the Usurper (VII)

CTY — Conan the Victorious (16)

CTW — Conan the Wanderer (IV)

CUN — Conan the Unconguered (18)

CYA — Conan the Valorous (26)

CVL — Conan the Valians (23)

CWA — Conan the Warrior (VI)

CWL — Conan the Warlord (14)

DI — ““The Devil in Iron" (48)

DOT — "“Drums of Tombalku® (53)

FGD — '"The Frost Giant's Daughter’
(27)

GIB — ““The God in the Bowl™ (13)

GIT — “The Gem in the Tower"* (54)

HOD — *'The Hall of the Dead™ (11)

Coniinued on next page . . .

. The Hyborian Age

Only on the continent of Mayapan did bestial humans survive unmolested,
slowly learning the use of flint knives and fire-hardened spears and making the
mystic transition from beast to man.

The Rise of Humankind

Although human progress was slow, retarded both by the climate and the
occasional raids of the serpent men, it was inexorable. Over time, the humans of
Mayapan spread eastward to Atlantis and the Pictish Isles, and westward to the
Lemurian Isles.

These first explorers and settlers brought their primitive beliefs, and spread
them across the world. Knowledge of the gods, demons and SOTCery was
mankind’s birthright, discovered through dangerous experimentation and oc-
casionally ripped from the oppressing serpent men.

Even in these early days, not all magic was benign. Among the cruelest
abusers were the Khari, who ruled a large empire in central Mayapan. The
details of their evil are not recorded, but outraged victims hurled them from
Mayapan into the uncharted ocean to the west, never to return.

On Mayapan, the human empires fell, rose, and fell a gain, leaving the island
colonies barbaric, isolated and ignorant of their origins. As they rose again, they
spread outward, this time to the sea.

The Age of Atlantis

Atlantis stood on a great island chain in the Western Ocean between the
Thurian continent and the Antillian Islands. Atlantis was the most powertful
nation in the world, with magic far beyond that of the Hyborian Age. Her only
rivals were Lemuria, halfa world away, and the Seven Kingdoms on the Thurian
continent,

Atlantis was ruled by religious factions who worshiped demonic beings from
the Elder Night. One such faction was the cult of Xotli, Lord of Terror. They
sacrificed thousands of slaves captured from more primitive portions of the
world to their dark deity. Even today, remnants ofthe Atlantean cults survive in
remote regions around the world.

6 —




- Before the Cataclysm (see below), the Atlanteans established a large settle-
‘ment on the western shore of the Thurian continent. The settlement exploited the
aw materials which Atlantis lacked, and sent lumber, agricultural products and
“8laves to sacrifice on the altars of Atlantis’ ever-hungering gods.
. The Atlantean government ensured that the settlement was dependent upon
‘Atlantis. Slaves and peasants were shipped to the colonies by the thousands, but
) one with the knowledge of smelting ore or creating machines was permitted
‘ipemigrate. Atlantean troops protected the colony from attack by hostile natives
and also acted as an armed guard on the settlement’s population.

- The Piciish Isles

Not all the Mayapanic colonies developed into advanced societies. One
primitive yet forceful group was the Picts, who settled an archipelago between
¢ Atlantean islands and the Thurian continent. The Picts were a warlike
ople, with powerful sorceries and a fanatical belief in their destiny as world
tonquerors. The other cultures of the period avoided the Picts, but they could not
revent them from spreading to the Thurian continent.

Lemurians

Another island empire, Lemuria, was east of the Thurian continent. Lemuria
oped powerful sorcery and a thriving culture, much as Atlantis had. It
suff red, however, from an inability to further colonize. The Lemurians had lost
'the art of creating ships which could transport them east across the vast ocean,
‘and could only visit the nearby Thurian continent.

. Unfortunately, the Thurian coast was already occupied. The Khari, ancient
‘exiles from Mayapan, had found a home on the eastern shores of the continent.
‘The Khari were an insular people and had little use for commerce. Thus, the
‘Lemurians were forced to travel slowly around the continental coast until they
‘were able to reach the Atlantean seas.

¢ Thurian Continent

- The Thurian continent was the home of several different peoples. First and
foremost were the native kingdoms: Kamelia, Valusia, Verulia, Grondar, Thule
‘and Commoria. These kingdoms shared a commeon heritage and language, and
. probably arose from a single people.

- The Atlanteans had a colony on the shores of the Western Ocean; the Picts
50 maintained a small enclave. The entire region, however, was surrounded by
‘unexplored jungles and wastelands, and just to the south brooded mankind’s
ancient enemies, the serpent people.

- Foremost of the leaders of these Thurian kingdoms was King Kull of
Valusia, with whom Conan was sometimes compared. King Kull drove the
' serpent people back from their domination of the southern human kingdoms, and
ﬁ efforts of his armies (and those of his contemporaries) set much of the stage
il the later Hyborian Age.

The Cataclysm

~ Four millennia before the time of Conan, seismic upheavals sank Atlantis

‘beneath the Western Ocean, never to rise again.

- The Cataclysm was not as sudden as portrayed in later legends. There had
. been rumblings for centuries before the final great paroxysm, but as has always
 been the way with man, these warnings were ignored. Some scholars believe that

the gods struck Atlantis down for its worship of the demons of the Elder Night,
but no one really knows what caused the Cataclysm.

The Cataclysm also threw up new mountains in western Thuria, devastating

—_T —

Bibliographical Entries
(continued)
HON — ““The Hand of Nergal™ (19)
HOS — “*Hawks Over Shem' (37)
JOG — "Jewels of Gwahlur®' (58)
LIW — ““The Lair of the lce Worm" (28)
LOD — “Legions of the Dead® (1)
MOB — *“*Moon of Blood" (61)
PBC — “‘The People of the Black Circle"

{500

— ""The Pool of the Black One'' (55)
POS — "“The People of the Summit’* (21)
PSW — “"The Phoenix on the Sword'" (65)
OBC — **Queen of the Black Coast™ (32)
RIH — “‘Rogues in the House'' (15)
RMZ — *“"Red Moon of Zembabwei” (71)
RNA — “Red Mails®' (57)
ROE — “‘The Road of the Eagles*’ (42)
SHD — *“*Shadows in the Dark® (39)
SID  — “'The Snout in the Dark'* (36)
SIM — *“‘Shadows in the Moonlight' (41)
515 — ""Shadows in the Skull” (72)
SIZ  — "'Shadows in Zamboula™ (45)
S0K — ""The Star of Khorala' (47)
TBG — “‘The Bloodstained God'" (25)
TFK — **The Flame Knife' (49)
TIC — ““The Thing in the Crypt*’ (2)
TIG — “The Ivory Goddess" (59)
TOE — **The Tower of the Elephant™ (4)
TRC — **The Retun of Conan' (68)
TSC — *"The Scarlet Citadel” (66)
TS8 — “'The Slithering Shadow'* (52)
TTT — "'The Treasure of Tranicos™ (62)

TWM — “‘The Witch of the Misis™ (69)

VLW — “The Vale of Lost Women"' (34)

WEE — ““Wolves Beyond the Border"'
(63)

WSB — "'A Witch Shall be Born™ (43)

The Hyborian Age




The Calendar

The Hyborian calendar is cyelic. Each
year is named, and every eight years the
year names repeat. Years are named as fol-
lowes:

1) Year of the Lion

2) Year of the Sun

3) Year of the Wolf
4) Year of the Spider
5} Year of the Serpent
6) Year of the Eagle
T) Year of the Dragon
8) Year of the Horse

Three of the eight years have 13 lunar
months; the other five years have 12 lunar
months. Each year begins on the first full
moon after the summer solstice. Days
within cach moath are numbered. The
minths are named as follows;

1) Month of the Griffin

2) Month of Fire

3) The Golden Month

4) Month of the Maiden
5) Month of the Scorpion
6) Month of the Bear

7) Month of the Snow Ape
B) Month of the Fish

9) Month of the Rat

10) Month of the Sparrow
11) Month of the Hawk
12) Month of the Ram

13) Month of the Dragon (*)

(*) This month only occurs in the years
of the Lion, the Spider and the Dragon.

For casicr dating, years in this book are
numbered from the year Aguilonia was
founded. Conan was born in 1248 AA,
(Aquilonian Age): the Year of the Lion.

the continental civilizations. Strange beasts and savages, previously isolated
from the Atlanteans by natural barriers, began to attack in force. Forced to
manage without the metals of Atlantis, the continental Atlanteans were thrown
back to wood and flint.

Even worse, the Picts, whose colonies in western Valusia had only been
slightly shaken, invaded the Atlantean territories. The war was sanguinary. The
Picts outnumbered the Atlanteans, but the settlers still had powerful weaponry.
Five hundred years later, the two cultures had all but vanished, becoming “‘a
nation of savages — the Picts — carrying on continual warfare with tribes of
savages — the Atlanteans.” (**The Hybaorian Age,” by Robert E. Howard.)

The Lemurian Isles also sank, and many Lemurians fled to the Thurian
continent. The Khari (who had been comparatively untouched by the Cataclysm)
enslaved the refugees. Over the centuries, all vestiges of the Lemurian culture
were crushed, transforming the survivors into near-beasts. Those who dared rise
against their masters were sacrificed to the Khari demon-gods; most preferred a
quiet life of slavery to eternal torment.

The Khari

For 1,500 years, the Lemurians toiled for the Khari in brutish slavery. But
eventually the Khari declined, as all civilizations do. Approximately 2,500 years
before Conan, the Lemurians rose up and destroyed them. Those few Khari who
survived fled west, eventually founding the kingdom of Stygia (p. &0).

The slaves quickly fell to bickering over the remains of Khari civilization,
but without their masters, they were left to puzzle over their artifacts and try to
unravel their mysteries.

Acheron, Hyperborea the Elder and Stygia

The Khari were forgotten, but not gone. They traveled west, stopping for a
time by the shores of the Vilayet Sea before bursting on the primitive West and
claiming it for their own.

The Khari found the West without a civilization, The Picts and Atlanteans
had battled themselves into mutual near-extinction and stone-age technology.
The serpent people, who had once been mankind’s greatest foe, had faded into
their jungles, leaving only a remnant of

their former glory in human-inhabited
lands. Only in a few areas, such as the
Valley of Zingg and the tribal lands of
the Zhemri, did any human-ruled civiliz-
ation remain. In this power vacuum, the
Khari established their leadership.

The Khari kingdoms are known by
every child of the West. They are the
nightmare realms of the children’s
stories. Acheron dominated the north,
covering much of modern Nemedia and
Corinthia. Ruled from purple-towered
Python, Acheron was the most cos-
mopolitan of the Khari kingdoms. Al-
though the Acheroneans were cruel
masters, they encouraged the primitive
peoples to come and join their kingdom,
and thereby become part of their new
slave races.



Hyperborea the Elder ruled the central portion of the West, covering modern
Koth, Ophir and Shem. It was the weakest of the three nations and the magically
poorest land, but it was protected from Pictish and Atlantean raids by the bul-
wark of Acheron.

Old Stygia, dark and brooding, was the most powerful of the three Khari
nations. Where Acheron and Hyperborea the Elder had to create their own social
order, Old Stygia conquered a civilization on a par with its own. That previous
kingdom had been ruled by the now-fallen serpent men, and only a few members
of that decaying race remained to hold the reins of power. The Khari first offered
to serve the serpent men, then betrayed them, and have ruled this last bastion of
pre-humankind ever since.

The Rise of the Hyborians

For over half a millennium, the Khari ruled undisputed. Their fall came by
the wandering of a simple tribal people, whose warlike nature, conquering
aspirations and unstoppable numbers were the downfall of the Khari empires.
These people were the Hyborians.

The Hyborians were a light-skinned, northern tribal people who were forced
out of the North by competition with other tribes in the region. Initially, those
few pathetic souls who crossed the Graskaal Mountains into Acheron were
treated as just another slave race, forced to work for the Khari masters.

To Hyborian eyes, however, the comparatively meager sustenance of a slave
was a feast beyond imagination. Word quickly spread through the north that more
was thrown away each day in Acheron than could ever be found on the icy plains.

The Hyborians came by the thousands. What had begun as a trickle soon
became a migration, as word spread of the plenty to be found in the Khari
kingdoms. When the Hybori became too populous, Acheron tried to seal its
northern border, using troops to drive the Hyborians back to their icy homes. In
the face of armed men, the tide of refugees soon became an army.

After a millennium of warfare, the Hyborians had obliterated Acheron and
Hyperborea the Elder. Some small remnant of the spirit of that latter land
remained in the icy north, in the form of the Witchmen of modern Hyperborea.
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Conan and the
Cthulhu Mythos

Robert E. Howard frequently cor-
responded with H. P. Lovecraft, originator
of the “Cthulhy Mythos,”" and the two
writers were ofien published in the same
magazines, especially Weird Tales.
Howard even wrote some Cthulhoid tales
(most notably ““The Thing on the Roof™”
and “*The Black Stone'") with Lovecrafi's
COCOUragement.

Although the Conan siories were cer-
tainly not imitative of Lovecrafl, Howard
drew background from Lovecraftian sour
¢es, and the Conan stories tie inm to
Howard's own Cthulhoid stories. Thus, in
4 sense, the Conan cycle itself is a part of
the Cthulhu Mythos!

In the days of Conan, the Lovecraftian
elder beings were linle more active than
they are today, but their worshippers were
more open. Yog-Sothoth was venerated as
the cannibal god Yog (see p. 35). The toad-
god Tsathoggua had a temple on the
Mameless Isle. Dagoth is mentioned in the
second Conan movie. There arc many
other references, hidden like gargoyles
within the architecture of the Conan saga.

The *'Demons of the Quler Dark,"”
from the evil night berween the siars, oc-
casionally appeared in Conan tales. How-
ever, Howard's view of the depths of space
wias not as nightmarish as Lovecraft's; the
“glephant-god" Yag-Kosha, also a long-
lived visitor from space, was a creature of
good.

The complete Cthulhn Mythos is not
within the scope of this work. For those
who wish 10 add a horror element to their
Conan campaign, the Coll of Cthuthu
game, from Chaosium, is recommended
for exiensive, well-researched information
ahout the Mythos,
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Only Stygia was able to stop the tide of
Hyborian warriors through the use of
magics so potent as to nearly bring on
another Cataclysm. The land of Stygia
still bears the scars of that struggle,
but the Hyborians were stopped.

The Coming of the Hyrkanians

The Hyborians have ruled the
West for 1,500 years. Only within the
last few centuries has any foe come
which might have a hope of challeng-
ing these resourceful conquerors. This
foe is the Hyrkanians.

The Hyrkanians are the descen-
dants of the Lemurians who rebelled
against the Khari over 2,000 years
ago. While most of the slave races
chose to remain in the Khari
“homeland”* and scavenge from the
remnants of that civilization, the
Hyrkanians chose to wander west and

Technology

In Conan's time, most of the Hyborian
Age is Tech Level (TL) 3 — very like
medieval Europe. Some areas, such as
Cimmeria and the Black Kingdoms, are
TL2 or lower. Remnants of the old Atlan-
tean and Khari civilizations even provide
bits and picces of higher technology.

Weaponry: Qunpowder is unknown,
The finest hand weapons are made of steel;
the best ranged weapons are the Hyrkanian
composite recurve bows. The trained
Hyborian knight in full plate armor is the
ultimate fghting machine.

Travel: Those who can afford it ride
animals; the others walk. The horse collar
is unknown, but stirfups and horseshoes
are commaon. Most cargo is hauled by ox-
cart or wagon. Camels are common in
desert areas. Ships are powered by oars or
sails. Most sailors chart courses by lead-
line and log; most navigation is by land-
marks, bird-flight and seaman's instinet.

Medicine: Most surgerics are per-
formed by “barbers’’ who pull teeth,
remove warts, and perform amputations.
Anesthesia and the germ theory of disease
are unknown. Herbalists purvey various
mixtures “‘guaranteed’ to cure any ill.
Magical healing is the most cffective
medicine, but it is very rare.

Communications: Horse couriers are
used by the military and government ser-
vices; others must trust their missives to
merchant caravans. Some spy services
(notably those of Turan and Zamora) use
trained birds to deliver messages. Most
people are illiterate and hire scribes 1o
write and read for them,

Tule the huge, empty steppe.

Two centuries ago, the first Hyrkanian warriors rounded the southern tip of
the Vilayet Sea. They conquered the hill tribes of that region and founded the
empire of Turan. Now they have advanced to the very edge of Hyborian civiliza-
tion, bringing new kinds of warfare and a belief in their own conquering destiny
as strong as that of the Hybarians.

This is the world of Conan.

The Hyborian World

The Hyborian Age is 12,000 years before the modern era. In general, it
resembles places and times from more recent history, due to parallel develop-
ment and the necessities of a medieval technology. In some ways, however, it is
quite different, thanks to its unique history and the influence of sorcery.

Customs vary wildly across the lands of the Hyborian Age. Many of the
individual traits which distinguish the nations are described in the Lands of the
Hyborian Age entry for each nation. However, the nations can be divided into
several ““families’ which share common origins.

The Hyborian Nations

The Hyborian nations were created by the Hybori invasion which began
1,500 years before Conan. These northern peoples viewed themselves as a new
wave, purging the world of the corruption of their predecessors. Something of
that attitude of **manifest destiny’* remains in their Hybori-centric world view,
and in their constant encroachment into neighboring territories. Aquilonia,
Argos, the Border Kingdom, Corinthia, Nemedia and Ophir all are part of the
Hyborian hegemony, and Koth is at least heavily influenced by her Hyborian
neighbors.

The Hyborian nations resemble most closely the Europe of the Middle Ages.
The larger nations, such as Nemedia and Aquilonia, have developed a feudal
system any vassal of Edward III would be comfortable with. In some aspects
(particularly in warfare and philosophy) they have more sophistication, and the
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set-piece battles of the Hyborians are just as Sir John Hawkwood might have
fought them.

The Khari Empires

Most of the true Khari are dead now, but the lands they settled continue their
culture and dominate much of the central West. Stygia is the greatest of the Khari
empires, but Brythunia and Koth owe much to their Khari heritage.

The Khari have no direct analog in Earth’s history. However, Stygia can be
viewed as a decadent Egypt, with overtones of other classical *““evil empires,"’
and some of this taint shows in the other Khari kingdoms.

The Khari Successor States

The Khari successor peoples dominate the East. Khitai and Hyrkania (as
well as the recently created empire of Turan) are all Khari successor nations.

Khitai, Hyrkania and Turan represent *‘the unknown East.”” The Conan
tales are told from an essentially Hyborian perspective (even though Conan is
Cimmerian) and to a Hyborian, these lands are filled with mystery. Vague
rumors are known of these kingdoms (just as rumors filtered back to Europe
about the Orient after the Crusades), but half of what is heard is a lie, and the
other half is not always believed.

The Tribal Peoples
The tribal peoples comprise a number of groups with some common traits.

Each has spread to cover a limited region, with little drift or expansion. Most of
these peoples are relatively young, certainly no older than the Hybori.

The Northern Barbarians

These include Cimmerians, Hyperboreans (which, while Hyborian in
origin, did not share in the Hyborian expansion) and Nordheimr. All of these
peoples are TL2, and are well known for their strength and tenacity.

The Black Kingdoms
These include Darfar, Keshan, Kush, Punt and Zembabwei. They are all
Iron-Age cultures, varying from city builders to pastoralists to hunter-gatherers.

The Vilayet Tribes

This group includes hundreds of tiny tribes, each with its own traditional
lands, and with hundreds of years of feuding history. These tribes live in Iranis-
fan and Ghulistan, and make up most of the citizenry of Turan. (The ruling
classes in Turan are Hyrkanian.)

The Picts

The Picts are perpetual barbarians. Their only use for civilization is as a
provider of better weapons. In Conan’s time, they are confined to a strip of land
in the uttermost west of the Thurian continent.

The Iranistani

The troubled Kingdom of Iranistan is flanked by powerful and dangerous
neighbors: Turan, Vendhya, Stygia and the Black Kingdoms.

The Shemites

The city-states of Shem are established on the great expanse of plain west of
Turan. United, they would be a formidable enemy to the great powers. Usually,
they would rather fight each other than strangers.

= 1] =

Magic

Most of the lands of the Hyborian Age
have a mormal level of mana; magic is
strong, but uncommon. Perhops one per-
son in 500 actually can cast a spell or two;
one in 5,000 is a true practicing **wizard."'

There are exceptions, however. The
Khari were able to enhance the mana levels
of certain arcas through sacrifice, increas-
ing them to high or even very high. There
are also naturally occurring magical arcas,
as well as comparatively “'barren’ arcas.

One interesting aspect of Hyborian Age
magic is that il seems dependent on the
belief system of the subjects. Thus, East-
ern magic, which ig heavily dependent
upon hypnotism, is less effective on
Hyborians and other Westerners because
they arc not raised to believe in the power.

Just as strange, however, is the in-
fluence of a general belief in magic on spell
success. Eastern magic is less effective in
the West, particularly afier the pragmatic
Conan becomes King of Aquilonig, be
cause the people no longer believe in the
powet and infallibility of mages. Given the
number of mages Conan runs through
during his career, this may be justified —
and it affects the probability of spell suc-
cess. In game terms, 8 mage may suffer a
penaliy of -1 1o -3 on spell skill rolls if the
type of magic attempted is not part of the
general beliefs of the natives of the region
in which the magic is being cast (GM's
discretion).

For more information on magic in the
Hyhorian Age, see Hyborian Magic,
pp. 95-100.

The Hyborian Age



HYBORIAN
GCHARACTERS

Hyborian adventurers can be built on either 100 character points for a
““realistic’’ campaign or 200 character points for a “‘cinematic’’ campaign (see
p- B183), at the GM’'s discretion. Cinematic campaigns are truer to the atmos-
phere of the Conan stories (especially the later imitations of Howard and the
films), but many who are already familiar with GURPS campaigns may be more
comfortable with a realistic style.

In most Hyborian campaigns, the PCs will be human. Howard made little
use of nonhumans, as the Conan stories were in theory occurring on Earth.
However, certain other races do appear in the stories, and are available should
the player (and the GM) wish to use them.

Nonhuman characters are created using the same attribute table used for
humans — but they may get bonuses or penalties to one or more attributes. These
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 bonuses and penalties affect the final
“instance, a degenerate man has a -2
- penalty on IQ. That means that if he
_pays 0 points for 1Q, he gets an 8

able on p. B13 minus his penalty of
- 2). If he pays 10 points for 1Q, he gets

total of 9.
" disadvantages. These do not count

 character. To the nonhuman, these

ally identical to humans.

Degenerate Men

attribute level, not the point cost. For

{i.e., 10 from the Basic Attributes

an 11 (from the table) minus 2, for a

I!l

Nonhumans can have *“‘natura
against the limit of 40 points for a
are normal traits.

Where not described otherwise,
assume that other races are function-

New Nonhumans
There are four non-human types

described in the Conan saga —
degenerate men, satyrs, serpent men and S’tarra. OF these, the first two can be
used as player characters, but they are rare.

-25 points
The descendants of the pre-Cataclysmic peoples have not all thrived. Some

| have fallen further and further from their once-lofty civilizations, until they are

barely recognizable as men. Degenerate men can be found in remote regions
throughout the Hyborian world.

These bestial half-men live in caves or thrown-together shelters in stone-age
communities, or in small nomadic groups. Their language (such as it is) consists
of grunts indicating the presence of food, alerts of danger and expression of
hunger and other bodily needs. Degenerate men are considered near-animals by
the Hyborians, although particularly clever individuals, if properly trained, are
as capable of human behavior as any Hyborian. They have only minimal mastery
of such higher arts as the use of fire and tools.

Degenerate men are squat and bestial looking, with dark, matted hair, prog-
nathous jaws, and long, spindly limbs. They are typically 3*’-4"" shorter than
most Hyborians, but they are stocky so their weight is normal for their ST.

Advantages and Disadvanrages: Degenerate menare IQ -2, ST +2, and HT
+1. They have the Primitive disadvantage and are TLO.

Friends and Enemies: All true men (including the *““primitive’ Picts, Cim-
merians, and Kushites) detest degenerate men (-3 on Reaction rolls). Primarily
out of fear and confusion, the degenerate men return the feeling.

Satyrs 0 points
Satyrs are 4" tall humanoids with thin, fawnlike, light-brown fur and small
deer-like tails. Their legs are covered with thick, wooly fur. Their pointed,
deer-like ears are set forward on their heads above their faces. From a distance
their ears look like horns. They spend their lives in the deep forests of the West,
particularly in Aquilonia and Nemedia.
Satyr origins are a mystery. They may have been created by an Acheronean

| sorcerer who magically combined human essence with that of a deer. In support

L

Creating New
Nonhuman Races

The only nonhuman races created by
Howard were the scrpent men and the
degenerate men. Later authors added the
satyrs and S"tarra. But the Hyborian world
is wide and much remains to be dis-
covered.

There is a point value for the
“'advantage™ or ‘*disadvantage’ of being
nonhuman. T'o compute this for a new kind
of nonhuman, start by calculating the valoe
of the species’ attribute modifiers. Use the
cost to a human (see p. B13). For instance,
a +1 on any attribute is worth 10; 2 +3 is
worth 30; a +4 is worth 45, and so on.
Megative modifiers, of course, have nega-
tive cost.

Advantages and disadvantages have
their normal point cost from the GURPS
Basic Set,

Reaction bonuses or penalties can be
ignored unless they apply to humans (as
the dominant species). In that case, cach
point of reaction bonus is worth +5 char-
acter points, and each point of penalty is
worth -5. Other atiributes which affect
reaction (e.g. Appearance) are ireated the
SAMeE wWay.

A nonhuman type may have other
sirong or weak points that doa't have a
direct comparison in the Character Crea-
tion seclion. GMs should simply allow a
reasonable “cost’” for these.

Hyborian Characters
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of this theory, various texts (and certain evil sorcerers) recommend sacrificing
satyrs to gain magical power (MOB). ,

The satyrs are a secretive people, and many deny their existence. Neverthe-
less, legends of the woodlands of Aquilonia and Nemedia warn of straying too
far into the satyr forests, as satyr magic can drive intruders mad.

Satyrs appear in only one story: Conan the Liberator.

Advantages and Disadvantages: Satyrs have ST -2, DX +1 and HT +1.
They have the advantages of Acute Hearing +2, Magery 1 and Night Vision,
and the disadvantages of Bad Sight and Primitive (TL1).

Satyrs can cast Fear spells (p. B164) with an innate skill of 15 by playing
their bone pipes. Deaf characters, or those who plug their ears with wax, are
unaffected. Multiple satyrs can combine their energy to increase the area of the
Fear spell.

Friends and Enemies: Satyrs are unknown to most humans. Those few who
have encountered them are slightly distrustful (-1 on Reaction rolls), The satyrs
know humans well, and do not trust them at all (-3 on Reaction rolls).

Serpent Men 35 points

The serpent men ruled the world long before the advent of man. Their
empires tanged from the Uttermost South to the River Styx, and from the
Western Ocean to the Lemurian Sea.

Serpent men are humanoid, although their slender limbs and scaled bodies
are easily distinguished from those of humans. Their most unusual feature,
however, is their head, which is wedge-shaped like a snake’s, with lidless,
slit-pupiled eyes, fanged jaws and flickering forked tongue.

Advanrages and Disadvantages: Serpent men have IQ +1and HT +1. They
have the advantages of Acute Taste and Smell +3, Double-Jointed, Magery 1,
Peripheral Vision, and Toughness (DR 1). They also have the disadvantages of
Ugly (to humans) and Hard of Hearing.

Serpent men can bite for cutting damage; use the bite damage chart in the
sidebar on p. B140. They can also use weapons like a human. However, they
cannot bite and attack with weapons during the same turn.

Serpent men also have the natural ability to project a human disguise; in a
full magic campaign (see p. 95), treat this as an Ilusion Disguise spell (p. M46)
with an innate skill of 15.

Friends and Enemies: Serpent men are viewed with superstitious fear and
loathing by most humans (<4 on Reaction rolls). Priests of Set revere the serpent
men, and give them a +4 on Reaction rolls. Conversely, serpent men consider
humans to be a lower form of life (-4 on Reaction rolls).

S'tarra 10 points

The S’tarra are another serpentine race, related to the serpent men. They
may be degenerate serpent men, or they may be a servitor race. Whatever their
origins, they now hide in caves in the Kezankian mountains, all but unknown to
the human civilizations which surround them.

The S’tarra appear in only one story: Conan the Invincible.

Advaniages and Disadvantages: S'tarra have ST +3, IQ -2, and DX -1.
They have the advantages of Acute Taste and Smell +2, Double-Jointed,
Peripheral Vision, and Toughness (DR 2). They also have the disadvantages of
Ugly (to humans) and Hard of Hearing. S'tarra can bite like serpent men (see
above). They do not have the magical ability to project a disguise.

Friends and Enemies: §"tarra are viewed as equivalent to serpent men (-4 on
Reaction rolls). Even priests of Set have little use for these more bestial crea-
tures. However, the S'tarra view humans with the same disdain as do their
superior cousins (-4 on Reaction rolls).

— 14 —




This section develops the character creation information al-
ready presented in the GURPS Basic Sef, with notes on special
application to the Hyborian Age.

i_Advantages, Disadvantages and Skills

- Advantages

Ally Group varies
Some Hyborian characters have a loyal group of followers,
gach of whom is weaker than the PC, but who collectively form
- asupport group for the character. For an example of this, sce
Bélit's Suba warriors in the character descriptions (p. 125).

Ally Groups are composed of 50-point characters designed
- by the player {(with GM approval). These characters are created
just like PCs. NPC allies can have disadvantages totaling no
. more than 40 points, or one disadvantage of any value.

The player (or the GM) can give the individual members of
the group distincrive personality rraits, of course, but each mem-
~ ber of the group is treated identically for game-rule purposes. If
you have a group of identical people, plus a2 more powerful
sidekick, handle the sidekick separately.

Frequency of appearance of Ally Groups is not the same as
for allies. They arc expected to be with their leader.

Appears almost all time (roll of 15 or less): listed cost;

Appears fairly often (roll of 9 or less): half cost (round up);

Appears rarely (roll of 6 or less) quarter cost (round up),

Each member of an Ally Group must pay the points to have
their PC as a Patron, with the same Frequency of Appearance as
the PC has for the Ally Group. For a 200-point cinematic mode
PC, this will cost 15 points. The members of the Ally Group can
also owe the PC a Duty {or fecl a Sense of Duty), and will share
in the PC's Enemies. These count against the 40-point limit.

In order to have an Ally Group, the character nst have

"

o
a o

&

L Ltum ; R

-
-
L

. —

spent at least as many character points on Status, Charisma,
Leadership or an appropriate reputation as on the Ally Group.
Thus, a Stats 3 character (who spent 15 points on Status) may
have an Ally Group of up to 20 people (see table below), These
points can be combined, A character with Status + 1, Charisma
+1 and Leadership at IQ) +2 could also have an Ally Group of
up to 20,

A PC should receive no character points for any session in
which he betrays, attacks or unnecessarily endangers a member
of the Ally Group. If the betrayal is particularly severe or
blatant, the whole group may deseri!

If one of the group dies through no negligence of the PC,
another member with the same abilities can be gotten from the
“home base."" Thus, for example, when Bélit returns to the
Southern Isles, thosc Suba warriors who were slain in her raid-
ing are replaced by new warriors. However, since they're Suba
warriors, she cannot get new group members in Asgalun! If a
majority of the allics in the group die before replenishment, or if
their deaths were caused by a cavalier *“sword fodder™ attitude,
the recruits may stop showing up as word gets around (GM's
discretion),

To determine the character point cost for an Ally Group, sec
the following table:

Number of Members  Characier Poinr Cost
2-4 5
5-10 10
11-20 15
21-50 20
51-100 30
100-200* 40

* over 200, + 10 per additional 100 (round up)

Remember that this character group is composed of allies,
not slaves. They 're loyal, not stupid. They are also loyal to each
other, Tll treatment of one of them affects the loyalty of all of
them. They can be just as obstinate and difficult to deal with as
any single more powerful ally — if not more so!

Legal Enforcement Powers 10 or 15 points

Nearly all palice forces in the Hyborian Age act not only as
an agency for capturing criminals, but also as an informal court
and instrument of punishment. A guardsman who captures a
thief may just beat him rather than bringing him in for trial.

Most couniries have a network of agents reporting to an
unofficial member of the government, the spymaster. His agents
have great power and effective legal immunity, but death is the
usual penalty for a blown cover.

Lightning Calculator 5 points
See Mathematical Abiliry, p. 16,
Literacy 10 points

The Hyborian Age is a TL3 setting, with some countrics
having an even lower TL. Tn all cases, Literacy is an advantage
costing 10 points; no character receives Literacy for free,
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Even characters with Literacy cannot read quickly. Since
there is no printing press (or standardized spelling), the reader
must adjust himself to the handwriting, grammar and spelling of
the author of the document.

As arule, a GURFS Conan character with Literacy can read
a number of words per minure equal to twice his 1Q. Thus, an
average character can read 20 words per minute, while a genius
(IQ 16) can read 32 words per minute. A character can purchase
Speed Reading (sec Skills, below) to improve this rate. Really
crabbed and difficult manuscripts can force even slower reading
times (GM's discretion).

Mathematical Ability 10 poinis

The people of the Hyborian Age have no concept of higher
mathematics: trigonometry, irrational numbers, or even nega-
tive numbers are unknown to them. Even if a Hyborian character
is a lightning calculator, he will not be able to use these mathe-
matical technigues.

Patrons varies

There are many possible patrons available in the Hyborian
Age. PCs can serve the spymaster of a country (15 points — or
more), a powerful noble (10 points), a mage (20 points), a major

priest (20 points), or a military or mercenary commander (15
points). If patrons are used, GMs should pay special attention to
the Drawbacks of Patrons on p. B25,

Pioni :

Psi powers are not at all common in the Hyborian Age. No
psionic advantage or skill should be taken by GURPS Conan
characters without consultation with the GM.

Status varies
Status hicrarchics for the Hyborian Age are given in Chap-
ter 5, Lands of the Hyborian Age.

Wealth varies

Standard starting wealth for GURPS Conan characters is
$1,000. The GM may allow PCs up to Wealthy to spend all their
money on personal “‘adventuring” gear; it is easy to spend
$5,000 on a horse, armor, and weapons. Adventurers who are
Very Wealthy or Filthy Rich may only spend 20% of their
starting wealth on items to be used directly in the campaign;
80% must be tied up in a home, Furniture, clothing, etc. Of
course, this wealth may also form the down payment on a ship,
should a mercantile (or pirate) campaign be of interest,

Disadvantages

Alcoholism -15 points

Alcohol is legal nearly everywhere in the Hyborian lands.
The only exceptions have been when various rulers have gone
mad or been sorcerously influenced; such rash acts have been
known to bring on rebellions! Note that distillation is unknown
in the Hyborian Age, so sufferers from this disadvantage will
have to make do with beer and wine.

Bad Sight -25 points
Bad Sight is not correctable in the Hyborian Age.

Code of Honor -5 to -15 points

There are many Codes of Honor in the Hyborian Age.

* Code of Honor of the Nemedian Knights. Never break
your word; always fight fairly and never take undue advantage
of an enemy; never abandon your lord or your allics; if captured
in battle, always pay your ransom; never ignore an insult to
yourself, to a lady or to the Dragon Throne. -15 points.

* Mercenaries’ Code of Honor. Once hired, stay bought;
never leave a comrade in the hands of the enemy; never desert
the standard. -10 points,

* Kozaki Code of Honor. Always avenge a betrayal, no
mattcr what the cost; all kozaki are brothers, and brothers should
be protected and avenged. -5 points.

* Code of Honor of the Red Brotherhood. Never abandon
the ship; follow the captain, or fight him fairly for the job. -5
poinis,

* Code of Honor of the White Square, Never harm any
living creature; never use magic to dominate or rule; never tell
the secrets of the Order to any outside the Order. -15 points,

Epilepsy -30 points

The seers of the Hyborian lands are not epileptic. Epilepsy
is believed to be a form of demonic possession by the peoples of
the Hyborian Age, so an epileptic vision is unlikely to be
believed.
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Phobias varies

Given the technological level and magical involvement of
the Hyborian Age, the following phobias have specific costs:

Machinery (technophobia): -5/-10,

Magic (manaphobia): -10/-20,

Sharp Things (aichmophobia): -15/-30,

Number 13 (triskadekaphobia): Lucky and unlucky num-
bers vary with nationality. Hyborians consider 13 unlucky, and
believe the numbers 6 and 30 to be very lucky. Stygians dislike
the numbers 3 and 7, but rejoice in 5 and 25, Turanians and
Hyrkanians like things to come in fours (4, 8, 44, etc.), and
consider 3 and 11 unlucky. The Khitans consider 9 and 27 1o be
very lucky, but think 7 is unlucky. Characters taking tris-
kadckaphobia should in fact fear the unlucky numbers from their
culiure. Whatever the number, this phobia still has a point value
of -5/-10,

Split Personality -10/-15 points

Subjects with this disadvantage may find others believing
them possessed, and may be the target of some rather unpleasant
exorcisms!
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Skills

Archaeology see p. B59

Characters may specialize in one or more of the historical
civilizations (see The Hyborian Age, pp. 5-9).

Armoury/TL see p. B53

Characters may specialize in one or more of the following
fields:

Armor, Bows and Arrows, Hand Weapons (knives, swords,
maces, eic,), Sicge Engines,

This skill defaults to Blacksmith/TL-3 for Hand Weapons
and Armor, Woodworking-3 for Bows and Arrows and Car-
pentry-3 for Sicge Engines.

Engineer see p. B0
Characters may specialize in one or more of the following
ficlds:
Primitive machines: catapults, etc. {prerequisite: Mechanic).
Mining (prerequisite: Geology),
Yehicles (prerequisite: Mechanic/Wagons).
Traps (prerequisite: Traps).
Clockwork (prerequisite; Mechanic),
Fortifications (no prerequisite).
Bridges and Buildings {no prerequisite).
Ships (prerequisite: Shipbuilding).

History see p. B6l
The character may specialize in one of the following:
Pre-Huoman Cultures, Atlantis, Pre-Cataclysmic Thuria,

The Cataclysm, The Eastern Khari Empire, The Western Khari

Empires, Early Hyborian History, Modern Hyborian History.
Other specialties can be developed by focusing on one

country (cither ancient or modern), such as the history of

Acheron, Aquilonia, Turan, Vendhya or Khitai,

Hypnotism see p. B56
Hypnotism is commonly practiced in the Hyborian Age,
especially by the sorcerers of the East. It is viewed as a magical

skill (even though it uses no magic, per se). Successful use of the
Mind-Sending spell (p. M26) is +2 to Hypnotism.

Hypnotism is best performed by strong-willed people.
Thus, Strong Will and Weak Will are applied as modifiers to the
Hypnotism roll. Two levels of Strong Will add +2 1o the
caster’s skill with Hypnotism; two levels of Weak Will are -2,

In addition to those abilities described in the GURPS Basic
Set, a hypnotist can cause a hypnotized subject to forget things.
This is treated as a specialized form of post-hypnotic suggestion;
the hypnotist must have the subject hypnotized, and then succeed
with a second Hypnotism roll. The subject gets a roll vs, 1Q
every day to restore the memory , simies the number of days since
the hypnotism. Thus, afier 1Q days, there is no chance of
remembering, If the hypnotist’s roll was a critical success, the
subject must also make a critical success to remember!

Magic
See Hyborian Magie, pp. 95-100.

Mathematics see p. B6l
See Marhematical Ability, p. 16.

Mechanic see p. B54

Mechanics can specialize in one or more of the following:
Wagons

Clockwork and small gadgets

Siege equipment

Craft machines (looms, potter’s wheels, eic.)

Mills {wind and water)

Traps

Research see p. B62

Hyborian libraries are repositories of books and scrolls,
usually without any significant organization, Even the most
scrupulous librarian will have classified his scrolls (probably) by
language first, and by subject second — he can't take the time to
read all of them to find out what they're about. There are neither
indexes nor tables of contents and nothing is filed in alphabetical
order. Thus, for the Hyborian Age, Research is a Mental/Hard
skill.

New Skills

Hyperborean Baton (Physical/Hard) No default

The Hyperboreans teach a combat skill wsing a special
baton, These batons have two solid platinum spheres, one at
each end of a central bar of wood. (For those without Hyper-
borean Baton skill, these batons can be considered identical to
those described on p. B206.) The Hyperborcans can strike with
these batons against the nerve centers in the human body to
paralyze limbs without causing any permancnt damage.

To simulate the care required to use these batons, they must
always be used to strike at a specific hit location (p. B203), The
batons do swing damage for armor penctration purposes only, If
the blow hits the target and the force penetrates the armor, it
does no permanent damage, but the location is **crippled’” (p.
BI127) for 1d hours. Thercafter, the location retums to normal
(although other injuries are not cured).

The cffectiveness of Batons depends on understanding the
position and effects of various nerve centers. Therefore, charac-
~ ters must learn this skill separately for each kind of creature, or
- default to any other Hyperborean Baton-6. Thus, for example, a
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character with Hyperborean Baton skill for use on humans is -6
to attack a satyr, unless he has a scparate Baton skill for satyrs.

Hyperborean Baton skill is extremely rare even in Hyper-
borea. Knowledge of the skill is usually limited to Witchmen in
service to Louhi. Tt requires a 10-point Unusual Background for
other Hyperboreans and a 20-point Unusual Background for
non-Hyperboreans,

Speed Reading (Mental/Average) No default

This skill is the skill of improving your reading speed by
study and practice. GURPS Conan characters read very slowly
(when compared to modern people); add your Speed Reading
skill level to your 1Q), doubling the total to determine the number
of words you read per minute. You must be Literate to get Speed
Reading skill.

Inappropriate Skills

The following skills are inappropriate to the Hyborian Age:
Astrogation, Battlesuit, Beam Weapons, Bicycling,
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Biochemistry, Black Powder Weapons, Computer Operation,
Computer Programming, Demolition, Driving, Ecology,
Electronics, Electronics Operation, Force Shield, Force Sword,
Forensics, Free Fall, Genetics, Guns, Motorcycle, Nuclear
Physics, Parachuting, Photography, Piloting, Powerboat,
Scuba, Skiing, Speed-Load, Telegraphy and Vace Suit.

Languages

Many languages are spoken in the Hyborian Age. Fach
nation has at least one major language and there are many local
dialects,

The modern languages can be divided into several families,

The Hyborian family: Aquilonian, Argossean, the argot of
the Border Kingdom, Corinthian, Nemedian and Ophircan,

The Hyrkanian family: Hyrkanian and Turanian,

The Khari family: Hyperborean, Khitan and Stygian.

The Black Kingdoms family: Amazonian, Darfari, Keshani,
Kushite, Puntian and Zembabwan.

The Atlantean family: Antillian, Cimmerian, Nordheimr
and Pictish.

The Shemitish family: Kothic and Shemitish.

The Vendhyan family: Kosalan, Meruvian and Vendhyan.

The Vilayet family: Ghulistani and Iranistani,

The remainder (Brythunian, Zamoran and Zingaran) are un-
related to any other tongues.

For details on the difficulty and defaults appropriate (o each
modern language sce the entry in Chapter 5 , Lands of the
Hyborian Age for the country in which it is spoken.

There are also certain ancient tongues which, while in
general no longer spoken, have many MAnuscripts remaining
untranslated, and one modem language which is totally non-
human.

Acheronean Mental/Average

This Khari-family tongue was spoken by the inhabitants of
the Kingdom of Acheron, which extended over modern
Nemedia, Brythunia, Corinthia and Ophir. Tt used the Khari
writing systems,

Ancient Khari Mental/Average

The founding language of the Khari family was spoken by
the Khari refugees when they fled what is now Khitai and in-
vaded the West, It is guttural, with many fricative (v, d) sounds,
It is written with two scripts, One is ideographic, used to in-
scribe monuments and formal documents; the other is al-
phabetic, used for less formal writings.

Ancient Stygian Mental/Hard
This Khari-family tongue is a mixture of ancient Khari with
the tribal tongucs of the ancient Stygians. Its monumental form
is identical to Ancient Khari, but another, less formal written
form uses a modification of the Valusian alphabet (sce below).

Atlantean Mental/Average

Atlantean was the tongue of the inhabitants of the now-
fallen isle of Atlantis. It was used by the Atlantean colonists in
the days before the Cataclysm, although some cultures (such as
the Cimmerians) now speak a greatly modified form, Its script is
wholly ideographic.

Lemurian Mental/Hard

Lemurian was the tongue of the islanders of eastern
Lemuria. 1t is a sing-song tonal language, with an alphabetic
script modified by tonal diacriticals,

Tongue of the Degenerate Men Mental/Fasy

The degenerate men communicate in a monosy llabic system
of grunts and howls which can only barcly be considered a
language. If a human wished to learn it, it would be Men-
tal/Easy, but it is only suitable to convey such fundamentals as
the existence of food and water.

Tongue of the Satyrs Mental/Very Hard

This is the tongue of the satyrs of the Giant’s Notch area of
the Brocellian Forest in Aquilonia. It sounds *“like the cawing of
crows,’” and has no written form,

Tongue of the Serpent Men Mental/Very Hard

This is the tongue of the non-human serpent men of ancient
Stygia. When spoken, it has a flat, nasal sound with many
sibilants. It is difficult for a human to speak the language, since
serpent-man mouth structure is decidedly inhuman, The writien
form of the tongue is made up of patterns of squiggly lines, The
number of lines and the steepness of the squiggles convey both
literal meaning and emotional overtones, Humans, who do not
have the same pattern sense as serpent men, find it difficult o
read (-5 on Language roll).

Valusian Mental/Hard

This western tongue was the primary language of the pre-
Cataclysmic empires of the Thurian continent. Valusian uses the
same consonants as the Tongue of the Serpent Men, but mixes
with them a rich set of vowels and vowel diphthongs (oi, ui, ai,
etc.). It is written with an alphabetic script.

Jobs, Status, and Cost of Living

In civilized areas, PCs may find jobs to provide income
while they are not in play. Of course, not every job is available
in every part of the world — there is little call for a ship caprain
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in Brythunia! Jobs can help cover the PC's cost of living, as
required by his Status, TheJobs Table lists a number of jobs; the
GM may add others. Some have skill or CXperience prerequisites
(default values don’t count here; the character must have at least
a half-point invested in the skill).

Cost of Living

Status doesn’t always correspond to a specific standard of
living, but it does give the best general indicator. Therefore,
monthly cost of living is determined by the PC’s status. Use the
table on p. B191.

Note that living below your status level may reduce your
status! Roll vs. 1Q each month; a failure means status drops by
1. The point value of your character drops if your status drops.

— 18 —



Jobs Table

Job (Prerequisites), Income

Poor Jobs

Farm laborer (ST 9+ ), $150

Servant {(no attribute below 7), $200

Street beggar* (none), $150

Street vendor* (none), $200

Thief* (4 Thief skills at 13+, or 2 at 16+), $300

Struggling Jobs

Apprentice (Craft skill 104), $100 (no living expenses)
Bandit (Survival 11+, one Weapon skill 11+), $300

Cook (Cooking 12 +), $25 x skill

Gambler* (Streetwise, Gambling, Fast-Talk), $40 x IQ
Jongleur* (traveling entertainer), (Bard or Musical skill at 14+ ), $400
Laborer (ST 10+), $250

Noble's servant (Savoir-Faire 13+, Status -1 or higher), $300
Porter* (ST 12+), $300

Sailor (Seamanship 10+), 3250+ room and board
Shepherd/drover (Animal Handling 12+), $250

Store clerk (Merchant 10+), $350

Tenant farmer* (Agronomy 12+, 5T 10+), $300

Traveling artisan® (Craft skill 11+), $350

Average Jobs
Artisan (Craft skill 14 +), $35 x skill
Castle guardsman {Weapon skill levels totaling 40+,
Savoir-Faire 12 +), $600
City guard (Weapon skills levels totaling 40+ ), $500
Free farmer* (Agronomy 12+, 8T 10+, some land), $500
Large-animal trainer (Animal Handling 14 4, Vet 12+), $40 x lower skill
Mercenary soldier (Weapon skill levels totaling 40+, Survival 12+,
appropriate equipment), $750
Scribe or minor bureaucrat (Literacy; DX 12+ or Administration 12 +), $300
Shopkeeper* (Merchant 12 +), $30 x skill
Slaver* (Merchant 10+, Diplomacy 10+), $700
Smuggler® (Merchant 10+, Streetwise 12+, Shiphandling 11+), $600
Soldier (Weapon skill levels totaling 40+, Survival 12+), $550
Traveling merchant (Merchant 12 +, Diplomacy 12 +), $35 x skill

Comfortable Jobs

Alchemist* (Alchemy 14 +), $40 x skill

Healer* (Physician 14+ ), $40 = skill

Master artisan (Crafi skill 20+ ), $30 x skill

Master merchant (Merchant 164), 530 x skill

Mercenary leader® (as military officer (see below), plus Savoir-Faire at 14+
but no rank), $20 x total of above skill levels

Military officer (Weapon skill levels totaling 60 +; appropriate equipment;
Strategy at 14+, Rank 3 to 5), $15 x total of above skill levels

Priest (Theology 12+, Clerical Investment), $800

Wealthy Jobs

Administrator or bureancrat {Administration 14+), $200 % skill

High church official (IQ 12+, Theology 14+, Diplomacy 14 +), 33,000
Member of noble family (None; Diplomacy and Poisons are handy), $1,000
Ruling nohle (Diplomacy, stams 3+), $3,000

* indicates freelance occupations. Income s earned when roll is made exactly. For more

A — The character is arrested for a crime, but is freed after 1d-2 weeks.
X — The character is run out of town.

Id — The character loses his noble title.

LY — The character loses his job,

C — Make a HT roll. If you fail, one limb (pick randomly) is crippled.
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Roll

PR

Best Wpn
Best PR
PR

PR

Best Wpn
PR

PR

PR

PR-2
Best Wpn
PR-2

PR-2
PR
PR-4
PR

Best PR

Best PR
PR

PR

Best PR
10+2
PR-3

information, sec pp. B192-194,

Critical
Failures

LI/LJ

LJ/LJ, whipped, 2d
-1i/3d

2i/1d

3d, A/6d, jailed

2d/dd or LJ
3d/3d, jailed
LIs2d

3d, X/lose hand
LJ/2d, rotten eggs
Lif2d, LJ
Lif1d, L)

1d, LJ/2d, LJ
2d/3d

Id, LI/3d, LY
-1, LJ/-3i LI
-1i/-2i, LJ
-1i/-2i

LI/-li, LI

2d/ 44, LJ
2d/4d. L
-1i/-3i

2d, -1i/dd, C

3d, -2i/5d, 4i, LY
-1/l

=2i/-61

-2i/3d,4i, X
35d, X

3ds5d, LI

2d, -2i/-6i,3d, X

2d, -2i/3d, -3i
2i/-2i, 2d
LJ/-2i, L)
-3i/-Bi

-2i, 3d/-3i, 5d, LI

3d/5d, LJ
=1i/LJ

-2i/-6i, LJ
-1if-2i, LJ
2i/D

=2if-di, D

3%.
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Equipment and Prices

Much of the medieval equipment described in the GURPS
Basic Set (pp. B206-207, 210, and 212) is appropriate for the
Hyborian Age.

Glass Weapons and Armor

Weapons of specially-hardened glass can be found on the
islands of Antillia, where metal is scarce. These weapons are
fragile; it takes 2 hits of damage to break a dagger, 3 to break a
knife or shortsword, 4 to break a broadsword, and 5 to break a
larger sword. For parrying, glass weapons are treated as cheap,

Glass weapons are very sharp. Glass curting or impaling
weapons do +1 damage (before any multipliers) if they
PENELrale armor,

Only scale and plate armors are available in glass. Due to its
slick surface, glass armor deflects blows better: add 1 to the PD
of the armor. However, any blow exceeding the DR of the armor
by 2 or more shatters the armor, making it useless.

Hyperborean Batons

Hyperborean Batons are described on p. 17. They are ex-
tremely precise in manufacture, balance and weight, and require
a large quantity of platinum. They cost $800, and weigh 314 Ibs.

The Dragon’s Feet

The thieves of Zamora use Dragon's Feet. These are large,
metal claws which can be tightencd or loosened by manipulating
a lever. Two Dragon’s Feet are worn on the climber's feet: two
more are used as mobile handholds,

Dragon’s Feet require Climbing skill. Eight hours of
familiarity give +1 to skill; 24 hours gives +2: 100 hours gives
+3. A beginning character who purchases Dragon's Feet and has
any points in Climbing is assumed to be fully familiar with them,

A climber can use the Feet to create handholds and
footholds on a vertical stone wall. However, manipulating the
levers on the Dragon's Feet is time-consuming. A climber can
expect lo gain only about 1 foot every ten seconds, on average.

Possession of Dragon’s Feet is a prima facie case for
burglary in every society of the Hyborian Age. Penalties range
from death o a share of the loot depending on the hotesty of the
local authoritics. They weigh 5 Ibs. and cost $200.

Powers of the Lotus

The lotus plant is the most important single source of drugs
and poisons in the Hyborian world, The Hyborian lotus is a
jungle vine, with large blossoms (up to one foot across), It is
found in most of the tropical jungle and swamp arcas of the
Thurian continent. The Purple Lotus Swamp of Stygia and the
Jungles of southern Khitai are sources for the deadliest blooms.

Many different drugs and poisons are produced from the
lotus. One **dose”’ of lotus drug is enough to affect one person,
except where vapors or powders are concerned. Then, one dose
is enough to affect a 7-hex area (usually 1 hex and the 6 sur-
rounding ones). Breathing amy of the vapor will cause the
specified effect; to hold your breath successfully, make a HT
roll, or a HT-3 roll if the vapor was unexpected. Most will linger
for 10 seconds indoors, or a second or so outdoors in a breeze,

The several different-colored species of lotus have different
effects. It should also be noted that different parts of the loms
can be used in many different ways, and different preparations
of the same lotus will have different effects. Some of the com-
moner possibilities include:
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The flowers can be caten, or their aroma inhaled.

The dried flowers can be burned, ground and inhaled, or
cooked. Steeped in alcohol they make a “‘tincture,

The roots can be eaten raw, or dried and prepared in any
way the dried flowers can be used,

The sap collected from the stems can be dried and pow-
dered, or mixed with alcohol, or applied to the skin, or drunk,

The pollen of the flowers can be collected, though this is
dangerous! Any type of pollen that has interesting effects will
affect anyone collecting it unless precautions are taken. An extra
roll on Botany or Poisons must be made; failure means the col-
lector got the equivalent of a dose of pollen himself,

Buying Lotus

Most lotus is difficult to acquire even where it grows, The
narcotic fumes make lotus gathering a job for specialists. In the
more civilized Hyborian lands, lotus is rare and cxpensive, The
prices given below assume that one is dealing with a fairly ethi-
cal dealer in a large city. Locating such a dealer requires a
Streetwise or Arca Knowledge roll. The GM should require
penalties (up to -10) for less cosmopolitan places.

To locate lotus in the wild, one must be in a lotus-growing
area (GM’s decision). A roll against Botany, Natralist or
Poisons (with a penalty based on rarity in the arca) is necessary.
If the lotus is not to be used fresh, a roll on Botany, Chemistry,
or (for deadly varicties) Poisons is necessary for processing. A
failed roll ruins the raw materials; a critical failurc means the
person doing the processing, and everyone else in the roQm,
suffers the effect of the desired product.

In Vendhya, the narcotic red and pink lotus are common and
easy to find; in fact, in rural areas, even the poorest people may
have lotus twining over the house. Lotus addiction is fairly
common in those areas, and very common among outlanders
who spend much time there!

Types of Lotus

Black lotus. Black lotus is found in Khitai, Stygia and the
Black Kingdoms. The stalks are green with prominent leaves;
the blossoms are a foot across and ebon black, with a faint but
distinctive perfume,

The perfume is narcotic; it acts asan incapacitating gas (sec
p. B132). Anyone within ten yards of a cluster of lotus blooms
must make a HT + Will roll once per minute, or fall unconscious
(-1 to the roll for cach yard closer). An unconscious victim
makes a HT roll every 15 minutes to regain consciousness. Blos-
soms lose their narcotic perfume one hour after plucking.

The juice of the black lotus is a quick and deadly poison, It
works whether ingested or injected into the bloodstream, The
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victim must make a HT-3 roll or he will go into a violent tetanic
scizure and die in 2d seconds. A successful roll still results in a
violent seizure that incapacitates the victim for 2d hours (1d on
a critical success). Black lotus juice is dark vellow in color and
has a sweet taste. Cost is $100 per dose.

A powder can be precipitated from this juice. It is a
regpiratory poison with the same effects as the juice. The powder
is yellow-green and very fine. Cost is $500 per dose, Or, for one
weck a year, the pollen of the black lotus may be gathered; it has
exactly the same effect as the juice.

An antidote for black lotus poison is available but rare;
when available it costs $300 per dose. Taken as a prophylactic
not more than three hours before the poisoning it prevents any
damage. Administered aficr the poisoning, it prevents death and
reduces the incapacitating seizure to 1d minutes.

Gray lotus, Gray lotus is found in the Swamps of the Dead
in the extreme east of Khitai. The dust precipitated from its sap
induces a berserk state (see p. B31) in anyone who breathes ir,
unless a Will-5 roll is made to resist. The victim has ST +2 while
the fit continues, but, unlike a normal berserk rage, he can make
absolutely no distinction berween friend and foe. If he is alone
he will attack inanimate objects and attempt to destroy them,
The fit lasts until he is dead, unconscious or 2d minutes after he
stops breathing the powder. The powder is light gray and is
odoriess and tasteless.

Cost of this poison is $1,000 per dose. The antidote for it
works as does that for black lotus; it costs $500 per dose,

The fresh root of the gray lotus can be chewed to induce a
more “‘normal”’ berserk state (see p. B31), in which the berserker
has a chance to recover his senses after his foes are defeated. The
berserker also has a +2 to ST while the berserk state continues!
This root does not travel well, usually lasting only a week after it
is cut {though sometimes a plant can be kept alive longer in a pot).
Cost is $600 per dose when available at all.

Pink lotus. Pink lotus is found in tropical Vendhya. The
odor of the fresh blossom is an aphrodisiac. It gives a temporary
Lecherousness disadvantage (see p. B34) to anyone who inhales,
Anyone who already has Lecherousness adds -3 1o his Will
penalty. There is no antidote. The blossoms retain their effect
for one hour after they have been separated from the living plant.
The effect lasts for 1d hours after exposure.

A paste made from pink lots is an effective pain-killer on
open wounds, but it has an intoxicating side effect. The user
temporarily is healed of all non-crippling wounds, but he is
impulsive, overconfident and unreasonably happy until the ef-
fect wears off in 10d minutes. Cost of this paste is 5200 per dose.
A similar pain-killing effect, without the side effect, is gained by
making a tincture of the leaves; this costs $300 per dose,

Purple lotus. The true purple lotus is found oaly in the
Purple Lotus Swamp of Stygia. True purple lotus sells at ten
times the price of other lotus. The fresh blossom, or the juice
squeezed from the blossom, is the most powerful and fastest-
acting narcotic known. It completely paralyzes the body instant-
ly, unless a HT-5 roll is made; the paralysis lasts for 3d hours.
The mind remains completcly consclous even though the body is
helpless. If the HT-5 roll is successful, DX is at -5 for 3d hours.
The juice can be ingested or injected; there is no known antidote.

The juice is a clear fluid and remains transparent when
dried; it is odorless and tastcless. Wizards and miystics usc the
drug 1o free the mind from the body’s demands; criminals have
scveral other ingenious uses. A single dose (the juice from one
entire flower) costs $1,000.

Red lotus. Red lotus is one of the commoner varieties. It is
found in all the tropical parts of the continent. It is widely used
as an intoxicant by smoking and chewing. Tt induces a sense of
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cuphoria and seems to slow the passage of time. Red lotus is
highly addictive (see Addiction, p. B30) but legal almost
everywhere, It is difficult to find anywhere nornth of the Himelias
($50/dose), but common ($10/dose) south of the mountains,
Purplish varities of red lotus are frequently sold as purple lotus
(see above) and some unwary users don't know the difference.

Yellow lotus. This is another very valuable type. The pollen
of the yellow lotus induces a trance of great value to mages. It
lasts 1d hours and gives +2 to I} and Will while the trance
continues. The mage remains conscious of his physical sur-
roundings and can react to them. However, if he moves or
speaks aloud, he will break the trance! He will then be at -2 to
both IQ) and Will for whatever time would have remained to his
trance. One dose of the pollen costs $1,200.

A tea brewed from the dried blossom is an aid to concentra-
tion: +1 to IQ for 10d minutes. Tt costs $150 per dose.

New Lotus Potions

Following the examples above, the GM may create a com-
plete ‘‘herbary’” of lotus drugs and potions in order to surprise
the players with new cffects. Howard and his successors in-
vented new types of lotus (or lotus effect) at need. The effect of
the root of the black lotus, or the sap of the orange lotus, is yet
to be discovered!

Masters of the Lotus

The GM may permit PCs to experiment with whatever raw
lotus they can find, to discover new effecis; of course, this can
be risky! They can even compound their own lotus formulas by
using the Alchemy rules (p. M87). Substitute the appropriate
skill (Physician, Chemistry or Poisons) for Alchemy skill, For
itemms that require manufaciire, assume that the raw materials
cost half the value of the finished product. The time required to
make the potion accounts for the other half of the value, at $25
per day. Example: The raw juice of the black lotus is a namral
poison ($100/dose). It can be used to make a potent powder
(2500/dose). Half of the cost of a dose of powder is for the raw
materials (in this case, $250 worth of juice). The other $250
pays for the maker's time at 325 per day — so it takes 10 days to
make the powder out of the juice.

Players may also experiment with lotus to create new drugs,
using the rules for creating magic spells (p. M15), Even the mosi
trivial new formula would require at least four wecks to re-
search, and a successful roll against the approriate skill at -5,
plus a raw material cost set by the GM. More potent formulas
would take much longer!

Other Poisons

Apples of Derketo

These poisonous fruits grow in the jungles of the Black
Kingdoms. They have thin skins and a reddish juice. Ingesting
the juice causes 1d damage immediately and 1d more in each
turn that a snccessful HT roll is not made, Three successful HT
rolls, or one critical success, will stop any further damage. Even
getting the juice on the hands is dangerous; it does 1d damage
per minute to exposed skin until it is rinsed off.

Upas Wine

This transhicent, reddish liquid is made from the fruit of the
upas tree, also known as the Apples of Derketo (see above). The
juice is extracted from the fruit and allowed to settle out impur-
itics. The result looks, smells and tastes like an unusually clear
red wing, but does 1d damage per dose (swallow) unless a roll
vs. HT-3 is made, Each dose requires a scparate roll. $200/dose,
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Key to Animal Statistics

ST, DX, IQ, HT. HT will often have two numbers scparated by a slash (e.g., 15/35),
The first number is the *'health’’ you roll against, the second number is **hit points. "’
ST and **hit points’ are often given as a range. DX, 1Q, and “*hcalth”’ are given as single
numbers; they may vary by a point or so in cither direction for any species,

Speed/Dodge (or SP/Dodge). Except in the case of loaded draft animals, Speed also
equals Move. Some creatures will have more than one Speed — flying and on the
ground, for example. The listed Speed in this case is for the most common situation,
¢.g., flying for birds. Speed for other situations is given in the text.

Dodge (an animal's only active defense) is ¥ DX or % Move, whichever is better,
up to a maximum of 10,

PD/DR. PD and DR, if any, are from the creature’s hide or armor. They usually
won't vary much within a particular species.




Damage. Listed damage is that for the creature’s most com-
mon form of attack; damage for other forms of attack is given in
the text description. Listed damage is for an average member of
the species; stronger animals may do more. Abbreviations: imp
= impaling, cut = cutting, cr = crushing.

Reach. Most creatures attack by *‘close combat'” — a grap-
ple or slam, followed by an artempt to crush the foe or rip it 10
pieces. C = close combat; 1, 2, etc. = reach in hexes; R =
ranged attack, see description for details.

Size. The animal's size in hexes. Small creatures take up less
than a hex; several can fit in the same hex. Large animals occupy
2 or more hexes; see p. B137,

Weight. The creatre’s weight, usually a range, in pounds
OF LOns,

Habitar. Where the creature is commonly found; the
primary habitat is listed first. Habitats are abbreviated as fol-
lows:

A = Arctic ] = Jungle P = Plains
D = Desert M = Mountain S = Swamp
F = Forest Sub = Subterrancan

FW = Fresh-Water Aquatic SW = Salt-Water Aguatic

Note: D = any dry area, including scrub woodlands

F = any temperate forest

J = any tropical forest

P = any grasslands, including prairic (largely flat land),
steppes (rolling hills) and savannas (dotted with trees)

An asterisk (*) means that the ability or anack is special in some
way — scc the text for details.

A " — " means that the heading does not apply.

A “#"' sign means that there are exceptions to the number given
— see the text for details.

Previously Published Creatures

All of the normal animals described in the GURPS Basic
Set (pp. B140-144) exist in the Hyborian Age. In particular,
apes, lions, pythons and wolves all appear in Conan stories.

Animals from the GURPS Besiiary can also be found in the
wildernesses of the Thurian continent. Any real or Ice Age
animal can easily be inserted into the Hyborian Age, and many
mythical creatures also appear. Dinosaurs still survive in remote
areas. Game stats and descriptions for some Bestiary creatures
which appear in the saga are reproduced below.

Dinosaurs

Allosaurus Plesiosaurus

ST: 75-100 SP/Dodge: 7/7 Size: 12+ ST: 14-30 SP/Dodge: 7/7 Size: 3-30

DX: 14 PIVDR: 2/2 Weight: 1-2 tons DX: 14 PD/DR: 111 Weight: 250-2,000 Ibs,
1Q: 3 Damage: 4d imp¥  Habitats: J, P IQ:3 Damage: 1d+1 imp Habitats: SW

HT: 14/40-50 Reach: C, 1 HT: 14/10-25 Reach: C, 1-7

Allosaurus is possibly the ultimate carnivore, It looks like a
smaller (15 feet tall) and faster Tyrannosaurus with larger
forelimbs. Allosaurs can bite in close combat or at 1-hex reach
for 4d impaling damage, or claw in close combat for 1d cutting
damage (their arms are relatively weak). They are called
“*dragons’’ in the Black Kingdoms,

Giant Crocodile

ST: 48-58 SF/Dodge: 8/6# Size; 14-17

DX: 13 PD/DR: 3/4# Weight: 1-2 tons
1Q: 3 Damage: 3d-2 cut  Habitats: FW, 5
HT: 13/24-30  Reach: C#

Giant crocodiles resemble their modern cousins, except for
their large size (up to 50" long). They are found on the Antillian
Islands, where the priests of Xotli keep them as **dragons."’

Giant crocodiles can bite for 3d-2 curting damage. They can
also whip from side to side with their tails. This attack has a
Reach of 3 and does 2d crushing damage.

Hyborian Creatures

Plesipsaurs are air-breathing swimming camivores which
feed primarily on fish. However, they have no qualms about a
quick snack of sailor, and are thus a hazard to ships sailing far
from the coasts. Plesiosaurs attack by biting for 1d +1 impaling
damage, and their long necks allow them to reach up to 7 yards
out of the water — ideal for plucking people out of small boats.

Stegosaurus

ST: 75-100 SP/Dodge: 4/4 Size: 12+

DX: 8 PD/DRE: 2/3 Weight: 2-3 tons
10Q: 3 Damage: 4d cut# Habitats: ], P
HT: 15/50-65 Reach: 1,2

Stegosaurs arc heavy, four-legged dinosaurs with tiny heads
and huge plates on their spines. The Hyborian version of this
creature is carnivorous, and bites for 4d cutting damage. It can
also swing its tail into any back hex, or any hex adjacent 1o the
back hexes, for 3d impaling damage.

Carnivorous Ape

ST: 20-24 SP/Dodge: 7/7 Size: 1-2

DX: 13 PD/DR: 1/1 Weight: 200-600 lbs.
IQ: 6 Damage: 4d cut Habitats: M, J

HT: 12-14 Reach: C

These huge creatures bear only scant resemblance to the
more tranquil primates of the modern age. They are huge car-
nivores covered with shaggy brown or white fur and equipped
with sharp teeth and claws.

A T e

Swamp Cat

ST: 3540 SP/Dodge: 10/7 Size: 2

DX: 15 PI¥DR: 1/1 Weight: 500-700 Ibs.
1Q: 4 Damage: 2d-1cut  Habitats: 5

HT: 15/20-25 Range: C

These cat-like creamures roam the marshes along the shore of
the Vilayet Sea, Their forequarters are like those of a cat, but
their hind legs are preatly elongated, like those of a rabbit or
kangaroo. They can jump several feet into the air, and travel
with a bounding gait. Swamp cats attack in close combat by
biting and clawing for 2d-1 cutting damage.

Hyborian Bestiary




Winged Ape

ST: 20 SP/Dodge: 10/8  Shze: 1

DX: 13 PDVYDR: 2/3 Weighit: 250 lbs.
1Q: 12 Damage: 2d +2 cut# Habitats: §

HT: 14 Reach: C

These degenerate creatures were the remnants of an ancient
race poisoned by pollution in their drinking water. They were
cunning, strong and dangerous. The last of these creatures was
supposcdly slain in the City of the Winged One (see Kush and
the Black Kingdoms, pp. 68-T1), but it is possible others exist
farther up the Zarkhcha River.

The winged ape attacks with claws for 2d+2 cutting
damage, or with bite for 1d cutting damage (close combat only).

ST: 20 SP/Dodge: 7/7 Size: 1

DX: 14 PD/DR: 0/1 Weight: 200 Ibs.
1Q:7 Damage: 2d + 1 cut# Habitats; M
HT: 14 Reach: C, 1

Man-apes are found in the inaccessible fasmesses of the
Kezankian Mountains. They have a language of clicks and
grunis but use neither tools nor fire. Some philosophers think
that they are beasts on their way to being human; they are known
to mimic the actions of men. They prefer 1o attack by biting but
will also punch, strangle or grapple and crush for 1d damage per
turn that the grapple is maintained. They may try to mimic the
use of weapons they have seen frequently (GM's decision): skill
will be 9 at most,

Brythunian Dragon

ST: 2540 SP/Dodge: 12/6 Size: 4

DX: 12 PD/DR: 2/3 Weight: 400-800 lbs.
IQ: 12 Damage: 2d-1 cut#  Habitats: M

HT: 15/25-40 Reach: C, 1-3

An adolescent dragon (the only kind seen in Conan's
lifetime) bites and claws in close combat for 2d-1 cutting
damage, or breathes flame at range 1 to 3 for 1d+2 damage —
only completely sealed armor protects.

A dragon can also attack with its tail, either by *“sweeping”’
or “*striking,’” For a sweep, the dragon picks either the
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rightmost or leftmost foe in range (1 to 3 hexes) and rolls a
Quick Contest of ST. If the dragon wins, the foe falls over, and
the dragon rolls against the next foe — and so on. If the dragon
ties or loses, the foe remains standing and the sweep is over.

A strike is an attack rolled against one foe at the dragon’s
normal DX by literally dropping his tail on the victim. An
adolescent dragon does 2d-1 crushing damage with a strike, and
can hit targets 1 to 3 hexes away.

Giant Slug

ST: 80-140 SP/Dodge: 6/6 Skze: 5 +

DX: 8 FIVDR: 0/10 Weight: 10-12 tons
1Q:2 Damage: 5d crush# Habitats: M

HT: 16/80-120  Range: C#

The giant slug is 50’ long and stands 8* high at the antennae,
but otherwise resembles its much smaller cousins.

A giant shug can attack by biting (2d) or by trampling (5d),
but its usual attack is made by spitting digestive acid. Anyone hit
by the acid takes 2d damage per um for 6 turns, or until the acid
is washed off. Armor absorbs damage up to its DR, but there-
after is useless.

The slug hits on a roll of 12 or less, and can strike at a range
of up to 40 yards. The slug can only spit once every 5 turns.

Giant Snake

ST: 35-70 SP/Dodge: 12#/5 Sire: 5-25

DX: 15 PIVDR: 2/3 Weight: 300-1,200 Ibs,
1Q: 4 Damage: 2d crush# Habitats: all

HT: 15/25-60 Reach: C

Giant snakes attack by grappling. Once the snake gets a
successful **grapple,” it squeezes its victim for 2d damage.
Only plate armor protects against this attack, but it protects with
its full DR, Getting free of the snake requires a successful Con-
test of ST. Others not grappled by the snake can assist, using
their own strength to try to pull the coils apart.

Giant snakes can also bite for 3d crushing damage. Some
varieties are venomous. They have the same attributes as above,
but they bite for 3d impaling damage, with an additional 3d
poison damage in 3 minutes if a HT roll is failed.

Giant Hunting Spider

S5T: 25-30 SPModge: 8/7 Size: 4

DX: 15 PIYDR: 212 Weight: 400 Ibs.
1Q:2

Damage: 1d+2 cut  Habitats: P
HT: 14/35 Reach: C

Giant hunting spiders are mostly found near the city of
Yezud in Turan. They can jump up to 6 yards to attack — treat
this as a flying tackle (sce p. B113). Once they reach their prey,
they bite for 1d +2 cutting damage.

Giant Web Spider (Scytode)

5T: 12 SP/Dodge: 4/7 Size: 1

DX: 15 PD/DR: 1/1 Weight: 75 Ibs.
:2 Damage: 1d-2 cut + poison

HT: 14/12 Reach: C# Habitats: F, J

Scytodes are pig-sized spiders. They attack by casting a web
mass at their prey which roots the victim to the spot! Treat the
web-line as a bolas (sce p. B49).

Once the prey is trapped, the spider runs in and bites for
1d-2 cutting damage. If it actually does damage to the target, it
injects a poison which does 3d damage to the victim unless a

T,



HT-6 roll is made. A critical failure brings instant death.
Anyone taking damage is nauseated and dizzy — -3 to all at-
tribute checks and skill rolls for one to six hours, If the HT-6 roll
is made, the nausca and dizziness only last 3d minutes.

Kulamtu Trees

ST: 13 SP/Dodge: 0/0 Size: 4

DX: 6 FIVDR: 2/4 Weight: 1-3 tons
10: 2 Damage: * Habitats: J

HT: 14/40 Reach: C, 1

These camivorous trees have broad, round fibrous trunks,
with a large orifice at the top and several broad leaves. The
kulamtu tree uses these fronds to soften its prey and lift it to the
mouth-orifice at the top of its trunk. A conscious man is guite
able to avoid the leaves but the Amazons typically sacrifice
bound captives to the trees.

The kulamtu's fronds secrete a digestive acid which does |
point of damape per 5 tumns to those touched by the leaf. Armor
protects up to a total of its DR, but thercafter is destroved and
uscless. A typical kulamtu tree has 2d fronds; a frond can be cut
off by any cutting weapon doing 4 or more points of damage to
the frond.

Its mouth-orifice leads to a digestive chamber inside the
trunk. Anyone inserted into the digestive chamber takes 2 HT
damage per turn from acid; a successful Climbing roll (at -5) is
needed to climb out of the digestive bowl once tossed in,

Kulamtu trees have fow vital organs; impaling weapons

only do normal damage to them,
Naga
ST: 12-15 SP/Dodge: 4/6 Size: 2
DX: 13 PINVDR: 172 Weight: 150-300 Ibs.
1Q:7 Damage: 1d-3 cr Habitats: ]
HT: 12/11-14 Reach: C#
Naga

—_—

Hyborian nagas are an ancient servitor race (or possibly
ruling race) of the serpent people. They look like a serpent with
a beautiful human head.

Hyborian nagas can charm their victims, as per Hypnotism
(p. B56) at skill level 15. The spell takes no time or Fatigue to
cast, iz at -1 for every hex of distance to the target, and is resisted
by Will. Tts effects last for one minute or until the victim is
grappled. The naga communicates orders telepathically.

Hyborian nagas do not bite, They wrap their snake-like
bodies around the victims® necks and strangle them,

The naga’s constriction does 1d-3 crushing damage per
turn; only plate armor protects. A Contest of 5T is needed to
break free of the grapple.

Remora

ST: 50-60 SP/Dodge: 4/0 Size: 7-10

DX: 14 PIVDR: 12 Weight: 300-800 |bs.
1Q:2 Damage: 3d-1 imp# Habitats: M

HT': 15/30-40 Reach: C, 1-3

This ice worm is a legendary creature of the glaciers of the
Eiglophian Mountains in northern Brythunia, Known as a
“yakhmar’" to the Hyperboreans, it looks like a 40" glant worm
or land-eel with two luminous green eyes and a lamprey-like
mouth of sharp inward-pointing tecth, They live alone, as each
remora requires a large hunting range to survive, and r uce
parthenogenetically.

The remora emits an eerie piping sound which acts as a
Sleep spell (at no Fatigue cost) on all who hear it. The spell can
be resisted by 1Q rolls (one per minute), and it takes at least one
minute for the piping to take effect.

Once the creature has approached its victim, it has two
attacks. The first is a bite, doing 3d-1 impaling damage. This
can be defended against as normal (Dodge, Parry, etc.), so long
as the victim is not asleep.

The second attack is radiated cold which does 1d-4 damage
per mm to all within 3 hexes of the worm. This damage canmot
be defended against, although armor will protect to a total of its
DR,

The remora takes normal damage from weapons, but it takes
double damage from heat and fire. Cold attacks such as Tee
Spheres (p. B160) do no damage to remora,

Wyvern

ST: 40-50 SP/Dodge: 20/10  Slze: 4

DX: 14 PD/DR: 2/3 Weight: 300-500 lbs.
IQ: 4 Damage: 2d+2 cut  Habitats: J

HT: 13/40 Reach: C, |

The wyvern of Zembabwei is more like a giant pterodactyl
than like the wyvern of European myth, It is bred and used as a
riding beast by the Zembabwans.

In combat the wyvern bites for 2d+2 cutting damage or
tears with its claws for 2d damage. It can also carry away prey
(up to Medium encumbrance) in its talons.

The wyvem is stupid and difficult to handle. When flying,
it will often forget its duty and attempt to land or attack prey.
Wyvem riders keep a club on the saddle for correcting these
faults.

Wyvemn riding defaults to Riding -5 for a land animal and
Riding -2 for other flying animals, Tt is normal for the rider to
tie himself to the saddle lest he be unseated by some unexpected
maneuver,
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The Walking Dead

The sorcerers of the Hyborian Age know many ways to keep
the bodies of their servants animate beyond death. The walking
dead are a recurring enemy in the Conan saga, and appear in
many stories.

The attributes of the walking dead depend upon their at-
tributes in life. Thus, rather than giving exact attributes for these
creatures, modifications from their living forms are providad,
and typical human specimens are described. The GM should feel
free to create “‘special” walking dead made from unusually
capable “‘raw material.” Zombies need not be human; any
formerly-living being can be made into a zombie.

Zombies

ST: 11 SP/Dodge: 5/5 Size: 1

DX: 10 PD/DR: 0/0 Weight: 150 Ibs.
IQ: 8 Damage: As per weapon and ST

HT: 15 Reach: As per weapon

Zombies are magically animated corpses: HT +5, ST +1,
1Q -2, DX and weapon skills are as in life. A zombie follows the
verbal orders of its creator, or those its master says to obey, If a
conflict arises, a zombie will always obey its master,

Zombies feel no pain. They are never stunned, and never
suffer any skill penalty becanse of wounds. Should a zombie be
crippled, or even lose a limb, it will continue to fight. A zombic
with a missing foot is at -1 to Speed (maximum Move of 4); with
a missing leg, it hops along at Move 2; legless, but with at lcast
one arm, it drags itself along at 1. When its HT reaches 0, the
spell is broken and the zombie “*dies.'”

After a couple of years of service, a zombie’s flesh falls
entirely off. Their HT drops by 5 (to normal human level) and
ST drops by 2, but their DX goes up by 2, and they become
skeletons.

Skeletons

ST: 9 SP/Dodge: 6/6 Size: |

DX: 12 PLVDR: 0/0 Weight: 100 Ibs.
I0Q: 8 Damage: As per weapon and ST

HT: 10 Reach: As per weapon

Actual human skeletons, animated by sorcery. 1Q -2, ST -1,
DX +2, normal HT. A skeleton has + 1 to Basic Speed; with no
flesh on its bones, it is much more lightly encumbered!

An impaling attack does -2 damage, and no bonus damage,
to a skeleton. But a crushing blow that gets through armor does
double damage to those dry bones. Otherwise, skeletons are just
like zombies.

Mummies

8T: 11 SP/Dodge: 5/6 Size: 1

DX: 10 PIDYDR: 0/0 Weight: 150 Ibs,
IQ: 10 Damage: As per weapon and ST

HT: 15 Reach: As per weapon

Mummies are just like zombies, but with normal human IQ
(the preservation process keeps the brain in better working
order). Mummies tend to go up in flames if ignited — more than
4 hits of fire damage does it automatically. They do not become
skeletons. They are rare in most parts of the world, becanse the
mage must start with an actual, prepared mummy, In Stygia,
however, these creatures are conmon,

There are even rumors of free-willed mummics inhabiting
some of the ancient Stygian tombs, who still officiate in the
gruesome rites of the remple of Set. Even worse, some hint that
some of these free-willed mummies are themselves sorcerers,
wiclding the secret mystical knowledge of the Khari!

Mystical Creatures

Atali, Daughter of Ymir

ST: 9 SP/Dodge: 10/10  Size: 1

DX: 15 PDVDR: 0/0 Weight: 150 Ibs,
1Q: 13 Damage: None

HT: 16/9

Atali is a unique creature. She can, however, be en-
countered by those adventuring in the far northlands,

Atali is the daughter of Ymir, god of the Nordheimr, When
men arc near death in the icy wilds of Nordheim, Atali appears
1o them as a beautiful woman in diaphanous veils, enticing them
to pursue her into the wilderness. There, they either exhaust
themselves or fall prey to the axes of her giant brothers,

Atali is Very Beautiful. She has no weapon skills, but can
Charm (see p. M59) any man who sees her at no Fatigue cost.
Charmed men will pursue her through the wilderness, running
themselves to exhaustion. She has 20 points of Fatigue for deter-
mining how long she can run (see p. B134).

Sons of Ymir

ST: 20 SP/Dodge: 7/5 Shze: 1

DX: 12 PIVDR: 3/4 Weight: 400 Ibs,
9 Damage: 4d + 1 cut

HT: 16/30 Reach: C, 1-2

The two giant (8-feet tall), red-bearded brothers of Atali.

They fight with huge axes, doing 4d + 1 cutting damage. Each of
them has Two-handed Axe/Mace at 15.
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Black Shadows

ST: 15 SP/Dodge: 12/— Size: 2

DX: 12 PD/DR: —/— Weight: —
IQ: 5 Damage; 2d cutd Habitats: all
HT: — Reach: As per weapon

These incorporeal creatures resemble wispy, translucent
black bats with glowing green eyes. They can be summoned
from their hellish dimension by the mystical talisman known as
the Hand of Nergal.

The Black Shadows are insubstantial: weapons swung at
them simply pass through, doing no damage. They attack by
radiating a fierce cold, doing 1d-3 damage to all characters
within 2 hexes, and by clawing for 2d damage.

Brylukas

ST: 13 SP/Dodge: 5/5 Size: 1

DX: 11 PD/DR: 0/0 Weight: 120 Ibs,
1Q:9 Damage: 2d cut#4  Habitats: all
HT: 11 Reach: C

These ghoul-like creatures are vaguely humanoid, but are
lean and stringy with white, hairless skin. They have large,
staring eyes, bat-like faces, and needle-pointed fangs.

Brylukas survive by drinking blood — preferably the blood
of humans. They attack in close combat, grappling and biting for
1d impaling damage. If they do damage to the victim, they hang
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on, drinking his blood. The victim loses 1 5T per turn; when he
reaches ST 0, he loses HT instead!

For defense, brylukas also have claws which do 2d cutting
damage. They prefer not to use them, however, as the claws
cause the victim to lose precious blood.

Ghosts

Ghosts are the souls of sacrificed or cursed beings doomed
to haunt a specific site for eternity. They feed upon the strength
of living beings to survive, and to provide themselves with the
strength to take vengeance for their eternal imprisonment.

imits natural state, a ghost is incorporeal. It hasno 5T, DX,
or HT, and a maddened 1Q of 4 or 5 (although some ghosts,
particularly those recently formed, retain the intelligence they
had in life). A ghost may have accumulated Fatigue, which it can
use to form a temporary body, Such bodies are hideous, bestial,
ghoul-like forms representing the twisted soul of the ghost.

Creating a body is considered a spell, with 1 Fatigue point
expended for each 10 character points the body has (disad-
vantages are not allowed); the body must have at least 10 char-
acter points. The body has a “*duration’” of one minute, and the
ghost must pay half cost to *‘maintain®’ the body, just as if it
were a spell. A typical ghost body has ST 10, DX 12 and HT 12,
for a total cost of 4 Fatigue points to create, and 2 per minute
after the first to maintain. The ghost can dissolve its body at any
time for no energy cost.

Corporeal ghosts can attack living beings with manifested
body weapons (claws, homs, teeth, fists, choking hands, ctc.)
for normal physical damage (as per the weapon type and body
ST). At the same time that they attack, they also drain 1d Fatigue
from their victim, which is added to their own Fatigue total. A
victim cannot be drained below 1 8T,

A ghost can only accumulate Fatigue up to twice its 1Q).
Extra Fatigue is lost, unless it is immediately used to increasc
the power of the manifested body, or to maintain the body's
temporary existence. Thus, typically, as a ghost is fought, its
physical body grows stronger.

Damaging the ghost body to 0 HT requires the ghost to
reform it, paying full Fatigue costs once again, Damaging the
body to a HT of minus the ghost's 1Q in a single twm snuns the
ghost; it must make an [ roll to recover.

Ghosts cannot be permanently killed without powerful
magic (more powerful than is represented in the game). How-
ever, ghosts cannot travel more than 100 yards from their
sacrificial altar, and it is possible to flee from them; also, a ghost
dropped to O Fatigue is effectively unable to reform its body,
and is therefore no longer a threat,

However, even ghosts with 0 Fatigue points still have a
smiall reserve of energy. In extremis, each group of 10 ghosts
can contribute at least 1 Fatigue point to the formation of a new
body. Typically, this will be done only when the chance for
regaining the energy (and then some) is great; i.c., when there
are lots of victims. Such *‘composite’’ ghost bodies are
monstrosities, with arms, legs, faces, eves, etc, forming, disap-
pearing, and reforming again all over the body.

Ghouls

ST: 13 SP/Dodge: 5/5 Size: 1

DX: 11 PD/DR: 0/0 Weight: 120 Ibs.
1Q0: 9 Damage: 2d-1 cut# Habitats: F, M
HT: 11 Reach; C, |

Ghouls are physically manlike, with huge clawed hands,
sharp tecth, and sloping forcheads. They are found in the Drujis-
tani mountains of Iranistan and the ghoul forests of Zingara.

—

Ghouls are meat-caters, and they are not at all fussy about
where the meat comes from or how fresh it is,

Ghouls claw for 2d-1 cutting damage, and bite for 1d
damage. They also can use clubs, doing 2d crushing damage.

Walking Idols

ST: 30 SP/Dodge: 6/6 Size: 2

DX: 11 PD/DR: 2/4 Weight: 400 lbs,
IQ: 10 Damage: 3d cut Habitats: all
HT: 14/40 Reach: C, 1

Various spirits and gods of the Hyborian Age have the
ability to inhabit their stone idols to physically defend their
temples or their favorite worshippers, Typically, such walking
idols represent lesser gods, as the greater powers do not need to
physically incorporaie to affect the world,

There are a wide variety of possible shapes and strengths for
walking idols. The stats above represent a typical humanoid
idol, 8'-9" high, but idols vary wildly in size and capability.

A huge idol might have stats of:

ST: 100 SP/Dodge: 12/5 Size: 6

DX: 11 PDVDR: 2/10 Weight: 3-4 1ons
IQ: 8 Damage: 44 crush

HT: 14/80 Reach: C

This idol attacks by stamping on its victims for 4d crushing
damage,

Yag-Kosha

ST: 13 SP/Dodge: 5/6 Size; 1

DX: 14 PD/DR: 172 Weight: 200 Ibs,
1Q: 20 Damage: per spell  Habitats: any
HT: 14

Yag-Kosha was an ancient being which inhabited the Tower
of the Elephant in Shadizar, an unwilling servant of the evil
wizard Yara. According to his tale, Yag-Kosha was an outcast
from the mystic planet of Yag who had come to this world before
the time of the serpent people.

Hyborian Bestiary




Yag-Kosha appeared as a green-skinned man with the head of
an clephant. He had once been winged and able to cross the great
void of Space between the worlds, but his wings had withered.

The above stats describe Yag-Kosha when he was in good
health. He had Magery 3 and command of enormously powerful

sorceries. He raised the Tower of the Elephant in a single night,
and had learned many other powerful spells over the millennia.

The other beings which came with Yag-Kosha had all died
out (as far as Yag-Kosha knew), and Yag-Kosha himself died in
1265 A.A. in **The Tower of the Elephant.'’

Demons

Demons of the Quter Dark miles. The shadows have no effect on inanimate objects or
- SP/Dodge: : mimhmhmﬁmhumm.%mnmaﬁecmdbymmﬁat

DX 14 PDDRISA  Weight: 250 o Yeapons. They can b dismissed by the Banish spell (p. M6S).

IQ:IS Damage: 4d cut Habitats: all A flock of shadows has an effective ST + 1Q of 40,

HT: 14/25 Reach: C

The demons of the Outer Dark are spirits from the great evil
places beyond the stars. These beings find their way to Earth,
and to interact with the inhabitants take real form,

A typical embodied demon of the Quter Dark is described
above. It is winged (and can fly), and attacks with claws and bite
for 4d damage. These demons usually occupy themselves ter-
rorizing the local natives, feeding upon their souls or the terror
induced when they are murdered,

Red Shadows

The Red Shadows are servants of Xotli, a creature of the
Elder Night. They are not demons but creatures of another
plane, They destroy humans so Xotli can feast on the tortured
spirit, The victim is surrounded for ten seconds by red-tinged
shadows and then disappears completely.

The shadows are directed by a priest of Xotli who has
learned the ritual from Xotli. The ritual takes four seconds; if it
is interrupted it must be restarted. Prerequisites for the ritual
are: Clerical Investment, priesthood of Xotli; Fanatacism, Xotli
worship; 1Q + Magery 15 (at least Magery 1); Will 15. The
success roll is against the lower of Will or IQ + Magery. A
failure summons no shadows; on a critical failure the shadows
devour the caster unless he can dismiss them, which requires a
Will -5 roll and one second, The caster must have both hands
free and uninjured for the entirety of the ritual, including dis-
missal. He can send only one flock of shadows at a time: when
they have taken one victim they disappear. The priest can direct
them to a specific target that is within his sight, or he can send
them to take any human being at a given location at up to 300

Summoned Demons

These demons are summoned by wizards, They come from
parallel planes of existence. They are sometimes of more than
human intelligence, but, in any case, will act with careful plan-
ning and circumspection.

The demons come from many different planes, and vary
wildly in appearance and special abilities. Some are little better
than human warriors, although they are far more obedient.

When a demon appears, it will take about five seconds to
fully materialize. It starts with a foul smell, which becomes
visible as a vapor and then coalesces into a solid body, The
demon will then attack the caster of the spell (or anyone else it
can reach) unless confined by magic. Demons can speak all
languages, and know many things, However, this does little
good, because they lie whenever it suits them,

Demons ofien also know magic. However, they are loath to
use their magic for the benefit of their summoners, and must be
forced (via a Contest of Will), Demon spells are known at a skill
of 21 (or sometimes better); their magic is sufficiently different
from that of human mages, however, that they cannot teach it
(even if forced).

The GM should feel free to design any type of demon
desired; just pick the stats and abilities to fit the situation. As for
their appearance . . . anything goes! Most are vaguely manlike
1-hex creatures with Speed of § to 7. Some are different. When
creating demons, GMs should not be bound by believability or
COMMON SC156,

Should a random demon be desired, use the table below,
rolling once for ecach column.

Summoned Demon Table
Die
roll ST DX 0
3 5 9 7
4 5 10 7
5 6 10 ]
] 8 10 8
7 10 11 8
B 12 11 9
9 14 12 10
10 16 12 10
11 18 13 10
12 20 13 11
13 22 13 12
14 24 13 12
15 26 14 13
16 30 14 13
17 35 15 14
18 40 15 15
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HT Special fearure
10 Beautiful, unea