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0.100. Introduction

This volume presents the background materials required for a
fantasy role-playing game campaign based upon the world of
Tékume). It is thus a reference work and not a game in itself. This
book can be used to enlarge and enhance existing campaigns which
employ the game “Empire of the Petal Throne” (by M.A.R. Barker,
1975), or it can be utilised as the foundation for gaming with the
revised and rewritten version of this game which will follow as a
continuation of this volume.

All of these materials are intended for adults — or for younger
persons with greater than average imagination and an interest in
exploring new and unfamiliar cultures. Readers of science fiction and
fantasy will find the world of Tékumel entertaining and easy going,
while those who prefer “real world” simulations may not. This is, of
course, a matter of taste.

For those who are new to fantasy role-playing games, it must be
pointed out that these are in effect “participatory novels”: adventures
generated and continued by the referee and the players. One member
of a gaming group must take on the tasks of the referee: he or she must
use the background materials, design the scenarios (or “storylines”)
within which the players will interact, and play the parts ofthe many
non-player characters, creatures, etc. which inhabit the world. He or
she must also be familiar with the game rules themselves and be able
— and dictatorial enough — to settle questions about the rules and
disputes. The referee has to draw up the detailed terrain maps for
adventures out-of-doors and also the graph-paper maps of the
underground labyrinths which many players will wish to explore.
Suggestions for preparing these materials will be given later.

The tasks of the referee are arduous. He or she must not only do all
of the groundwork mentioned above but also serve as the opponent
and allround “whipping boy” for the players. There are
compensations, however. Where else can one find the opportunity to
act as “the Gods,” “chance,” “Mother Nature,” and a whole host of
nonplayer characters and personalities all rolled up into one? If one’s
players enjoy the game, one has the satisfaction of having created
something which in time becomes almost real and so intriguing as to
occupy many hours of leisure time. An “ego-trip,” par excellence!

The players, in turn, must cooperate in this endeavour. They must
be willing to “role-play”: to try to think as they imagine their
characters think, to act as a real-life citizen of the particular fantasy
world would act, and to lay aside the considerations of this world
during the hours in which they game. Gaming styles differ from
group to group, and from individual to individual. Some favour a
“slam-bang adventure” format, with lots of excitement, fighting, and
little social interaction. Others may prefer court and temple intrigues,
plots and counterplots, a detailed and structured world, etc. All of
these goals can be served by combining the right referee, the right
players, and as much of the background materials which follow as
are needed and wanted. For the “slam-bang” group, the referee may
wish to set the scenario in a remote and rather simple region: a place
in which the laws of the ancient and conservative Five Empires do
not apply, where there are wild and dangerous creatures, and where
one depends more upon his weapons than upon his tongue. Those
who enjoy more complex scenarios will find plenty of places for their
adventures: the vast and complex societies of Tékumel, the politics
and machinations of the nations, factions, temples, etc., and the
intricate social customs which prevail in the more urbanised and
populous regions.

For best results, five to eight players make up a good-sized group.
Smaller parties (even just one player and the referee) can be
enjoyable, although the fun of inter-player camaraderie is lessened. A
courageous referee can manage still larger groups — as many as 15-20
players — but these then tend to divide up into “natural leaders” and
“born followers,” and less aggressive players may not get much of a
chance to “do their stuff.” A fairly homogeneous group seems best for
maximum enjoyment: people of approximately the same age and
culture background. This should not exclude the precocious younger
player, however, nor those who are older but still young enough in
heart to be fascinated by vicarious adventure.

As its name implies, a fantasy role-playing campaign is not a
casual parlour pastime, something to be started and finished within a
single evening. It is designed to continue over several months or even

years, with weekly, monthly, etc. meetings which may last for hours
at a time. One establishes a character, a “persona’” in a new and
unfamiliar world, and watches this individual grow, progress in
society, meet challenges and overcome them, and —hopefully — goon
to retire as High General of the Empire (or something similar) at an
advanced old age! This takes time, and it is not so much the final
result as the excitement along the way which provides the interest.
One can design short and simple campaigns, of course: scenarios
which are complete in themselves within one evening’s gaming. To
me, at least, these are not as much fun as the longer-term process of
character development just mentioned.

What, then, are the player’s responsibilities? He or shereacts to the
referee’s scenario as it unfolds, telling the referee what action is being
performed, speaking his or her character’s part in any dialogue, and
striving for the goals of material or social progress for his or her
persona within the limits of the rules and the chosen role. Combat
and sorcery require some dice rolling, and each player is expected to
maintain a character record sheet which will list the capabilities,
possessions, etc. of the persona. Players in a fantasy role-playing
campaign need not compete directly against one another, as in other
types of games; instead, they act as a group and combat the referee’s
creatures and fiendishly devised traps and snares. Some groups
permit and encourage more selfish styles of playing: stealing
treasures for oneseif, plotting against other players’ characters, and
even deliberate murder. I can only speak from personal experience
when I say that — for me — this detracts from the enjoyment of the
game, particularly when there is no reason for it within the context of
the simulation itself. Murder and mayhem may occur within the
player group from time to time, but such actions should be in response
to stimuli WITHIN the game and not motivated by casual greed or by
misplaced “humour.” Simulation, to me, is the desired end. I want my
adventures to be as “real” as possible. Others may prefer a different
gaming style, of course, and “to each his own...”

What kind of a world, then is Tékumel? The first response which
comes to mind is that it is “ancient - mediaeval” in its over-all
technology: there are swords, bows, armour, and all the panoply of
the pregunpowder ages of Earth. It is also “science fictional” in
possessing nonhuman races, “magic” (which is based more upon a
science fictional foundation than upon the principles of mediaeval
sorcery in this world), and occasional devices representing a
technology far beyond that of the present. Therationale for all of this
will be clear from reading the first few Sections of this book. Socially
and culturally, Tékumel is as complex — and as alien to modern
thinking — as Byzantium, ancient Egypt, Tenochtitlan, or the India
of the Mughals. It is NOT a “traditional Western” ancient-mediaeval
world, however. Its laws, mores, architecture — everything — will be
as unfamiliar to those who are skilled in the lore of the ancient
Mediterranean world or mediaeval Europe as anything can be. It is
also NOT the world of any popular science fiction or fantasy author.
The discerning reader will indeed perceive elements taken from all of
these sources, particulary from Egypt, the Aztecs and Mayans, the
Hellenic Age, Mughal India, and mediaeval Europe. I have also
unashamedly borrowed ideas from science fiction and fantasy
literature, a genre which I have been reading ever since 1938.
Nevertheless, the ethos of Tékumel is not any one of these, nor, I hope,
even an easily recogniseable combination. My desire is to create a
mythos which will be interestingly different from the traditional ones
mentioned above — yet one in which others can participate and gain
the same enjoyment which I have had. If this is successful, then I
shall be more than satisfied.

This very unfamiliarity may initially frustrate those who have
never had a chance to see over the walls imposed by their culture. I
have frequently been asked whether a game based upon T&kumel can
be refereed by anyone but myself. Isn’t Tékumel such a personalised
and individual fantasy mythos that no one else can ever really get
inside it? I don’t think so. During the years after the publication of
“Empire of the Petal Throne” I have received hundreds of letters from
thoughtful, imaginative gamers from all over the world. These people
have “entered” Tekumel and have found it to be “their cup of tea.”
Even given the rather spotty background materials previously
published, hundreds — perhaps thousands — of players seemed to
enjoy it, wanted more, and have been patiently awaiting the
completion of this present volume and the game rules which follow.



To be sure, Tékumel will probably never have the popular appeal of a
game based upon a more familiar, recogniseable background. Yetthe
audience for which this work is intended is still large enough to
justify reworking the rules, expanding the game mechanics, and
adding much futher cultural information.

To those who have never looked at T€kumel, I can only suggest the
following: if you are interested in a role-playing game based upon the
sort of mythos described above, and if you want to explore something
less familiar than the “tried and true” backgrounds of our Western
civilisation, then you may enjoy Tékumel. Start by reading the
background materials given here. Treat them as you would a story.
Look at the table of contents and read those Sections which interest
you most. Browse. Use the index. Pick out a nation or culture which
attracts you more than the rest and go through the book to find
everything I have said about it. Don’t try to assimilate everything at
one sitting. If you are planning a campaign, all you need is the first,
immediate locale and an introductory scenario. You will need maps of
the underground labyrinths in which your players will want to
adventure, plus some ideas about the terrain and the inhabitants of
your region. Other things can come later. Then utilise either the older
gaming systems of “Empire of the Petal Throne” or the new rules
which will follow. Construct a few characters, learn the basics of the
movement, combat, and magic systems —and play! I think that you
will quickly find yourself “at home” on T€kumel, and as your
campaign grows and your players become more experienced, further
details will just flow. I have heard from dozens of players to whom the
social structures, religions, personalities, creatures, etc. of T&ékumel
are as familiar as though they had lived there all their lives. Many
gamers know the rules better than I do myself (and are forever
catching me out on points [ had forgotten). So real do these creations
of fantasy become that they take on all the hues of reality during a
gaming session. Players quickly learn to laugh at the gruff and
clumsy Ahoggy4, to dread the sweet fragrance of musty cinnamon, to
shudder at the undead minions of mighty S4rku, to glory in the drums
and glitter of the Legions of the Petal Throne, or to stand bravely
beside the Baron of Y4n K&r in his quest for justice and revenge. It all
depends not so much upon “familiarity” versus “alienness” as upon
the degree to which these things conjure up visual images and
interest you. If you like these features, you will like Tekumel.

Once you have purchased this book, moreover, you are welcome to
pick and choose from it and use it in your own gaming as you wish.
There is no need for “your” Tékumel to be identical with “my”
Tekumel. Introduce other characters, different animals, furtherraces
— after all, my terrain maps show only a portion of the planet’s
northern hemisphere, and there is lots of room around the other side!
Change the social structures, throw out or ignore features which do
not appeal to you. Use your own imagination to bring in features
which you and your players will enjoy. The game can function as a
springboard into your own fantasy mythos, and if you go on to
develop this, we shall all be the richer. If you already have a
campaign which uses some other set of rules, you may still wish to
utilise these background materials either directly or as a stimulus to
enhance your world. Even were we to issue a monthly newsletter or
exchange data by telephone, there is no real way to prevent your
history from diverging from mine. I can indeed provide further
materials — and some are already available from the publisher of this
book — but we cannot keep your Tékumel from drifting away from
mine. This is as it should be. You have just bought MY Tékumel. Now
make it YOUR Tékumel. -

0.110. THE ORGANISATION OF THIS BOOK

This volume is divided into two major Sections, each indicated by a
numeral in front of the decimal point: “0.XXX. Introduction,” and
#1.XXX. The World of Tékumel.” The brevity of this first Section and
the length of the second may make this dichotomy appear to be
useless and trivial designation at first glance, but the game rules
which follow will continue this system, and as one becomes involved
in the details of the gaming mechanisms themselves, it will be seen
that this numbering system will be quite helpful.

Within each major Section, sub-Sections are signified by even 100’s
after the decimal point: e.g. 1.100, 1.200, 1.300, etc. Each of these in
turn may be subdivided into decades: e.g. 1.100 may include 1.110,
1.120, 1.130, etc. Further divisions can be created by employing the
digits within each decade: e.g. 1.110 may contain 1.111, 1.112, 1.113,

etc. An attempt has been made, however, to prevent too many
numbered Sections from becoming a burden upon the reader, and
headings may thus include several closely related topics. An index is
provided at the end of this volume, and this will make most subjects
reasonably accessible.

Frequent references are made in the pages which follow to four
large terrain maps. These are not included in this volume itself but
are to be issued separately.

1.000. THE WORLD OF TEKUMEL
1.100. Astronomical Data

The planet Tékumel, as it is named in the Tsoly4nilanguage, isthe
third of five planets swinging about a small star (now called Sinistra,
Nu Ophiuchi). The approximate orbital periods, diametres, and mean
distances from Tuléng (as the Tsoly&ni name their sun) are as
follows:

Planet name* Orbital period Diametre Mean distance from
. the sun
Ui+ 73 days 6,102 km 51,000,000 km
Riruchél 220 days 27,308 km 107,000,000 km
Tégumel 365 days*** 20,838 km 148,600,000 km
Shichel 2.5 years 33,500 km 275,000,000 km
Zirdna 5.2 years 7.658 km 449,000,000 km

*Names are given in the Tsoly&ni language uniess otherwise indicated.
Other tongues possess their own nomenclatures.

**The Tsoly4ni phoneme U ({written y in some earlier works on
Tékumel) is pronounced like the "umlaut &' of German lber or the
u of French tu in western Tsolyanu. In the eastern regions this vowel
is a high central unrounded vowel: the "/ without a dot’ of Turkish.
See Sec. 1.1210.

*** Al figures in this section are approximations, of course. When
Tékumel was terraformed, its year was made almost the exact
equivalent of that of old Earth.

(1411 rotates upon its axis in about half a day. Riruch€l has a9day
rotation, umel one of 24 hours, Shichel one of 105 days, and
ZirGna a “day” of 86 standard years. Apart from ’I’e/kumel, only
Ri.guchél is marginally inhabitable, and then only at the poles.

{1ét1’s atmosphere is composed of unbreathable gases, Shichel’s is
largely methane; and Zirina is an airless ball of rock and ice.

Tekumel has two moons: greenish Gaygl has an orbital period of
about 30 days, a diametre of 4,400 km, a mean distance from Tékumel
of approximately 568,350 km, no rotation (i.e. it always presents the
same face to Tékumel), and apparently no atmosphere. Reddish
Ka&shi circles Tekumel once in about 15 days, has a diametre of 1,900
km, a mean distance from Tékumel of 357,094 km, no rotation, and no
atmosphere. Riruch®l has three moons, and Shichel five, the details of
which may be omitted here.

The colours of the various heavenly bodies, as perceived from
Té&kumel, cause them to be associated with certain of the deities of the
Tsoly&ni pantheon (Sec. 1.610). These relationships may be noted
here.

Colour
Y ellowish white

Heavenly body
Tuléng (the sun)

A ssociated Tsolyani deity

Hnflla, the Supreme Principle
of Stability

Ulgtl Dusty brown Sérku, Lord of Worms and
. Master of the Undead

Riruchél Scarlet Karakén, Lord of War and
Master of Heroes

Shichel Sky-blue Avfnthe, Mistress of Heaven

. and other of Devotion
Ziruna Dim, flickering Hrl'd, the Supreme Principle
purple of Change, Master of Negation

and Non-Being

Gayglr {moon) Emerald green Diam®ish, Green-Eyed Lady

of Fleshly Joys and Mistress

) of Demons
K4shi (moon) Bloody orange- Vimihla, Lord of Fire, Power
red of Destruction and Red Ruin

The natures of these associated deities provide the astrological
qualities of the heavenly bodies: e.g. a child born with K#shi in the
Ascendant and Riruchél in the Mid-Heaven is thought to possess the
attributes of a mighty warrior.

Aside from the seven listed above, no other bodies are visiblein the
skies of Tekumel. There are no stars. The reasons for this will be
hinted at below.



1.110. CLIMATE

In comparison with other worlds inhabited by man, Tékumel is
both large and hot. The polar icecaps are rather small, and
temperatures in the northern sub-polar tundra areas average from 25
degrees to -5 degrees C in the north to 0 degrees-20 degrees C at 55
degrees north latitude. Much of this area would be quite pleasant
except that the region is rocky and inhospitable to agriculture. The
natives, the Lorun (see below), hunt and glean a meagre living from
edible mosses and hardy tubers during the winter, while the summers
bring a swift burgeoning of life, making survival easier. The southern
sub-polar areas, on the other hand, are comparatively fertile. The
nonhuman Urunén (see below) who dwell there are able to farm, hunt,
fish, and gather food throughout the year.

From western Mu’ugalavyﬁ (map 1; for a description of these
terrain maps, see Sec. 1.300) all the way across nearly to the eastern
coast of Salarvy8 (map 4) the climate is “continental”: daily
temperatures vary considerably, seasonal variations occur, and the
air is clear and dry. The interior of the continent is too far for the
westerly winds to bring in moisture off the sea. Many of the mountain
ranges on maps 3 and 4 are barren; there are deserts; and
underground sources are needed to water the fertile valleys of
MihAlly, etc. As an example in the west, one may cite Khirgar (map 2):
the average mean temperatures there range from 12 degrees to 32
degrees C, with the hottest days of the sumrper attaining as much as
40 degrees C. Ssa'atis (map 1) and Béy Su, (map 2) are much the
same, but Fasfitum (map 2)is warmer with occasional scorching days
reaching 48 degrees C. Altitude and distance from the sea make such
towns as Tkfmar in Rannélu (map 3) a little cooler and much drier:
temperatures there range from 10 degrees to 29 degrees C, with the
hottest reaching 35 degrees C.

There are no transverse mountain ranges to block the sea winds in
Livyfnu and Shényu (map 1), and the climate there is “marine”: a
narrower range of temperatures, high humidity, and less seasonal
variation. Proximity to the equator makes for greater heat, however,
and the average mean temperatures at Tshmra (map 1) vary between
29 degrees to 41 degrees C, with summer extremes attaining 53
degrees C. Needless to say, all work ceases in the summerin Livyanu,
no one emerges during the day, shops are open only at night, and all
but the most unfortunate citizens seek refuge in deep cellars dug
beneath their houses. Ssorva in Shényu (map 1)is even less pleasant,
but the nonhuman Shén enjoy greater warmth than most humans
can tolerate.

Winds swirling southwards off the Pentrirtra Deeps (map 2)
provide a “coastal” climate (in which marine influences

predominate) for Ghatén, Pijéna, Y&n K@, and parts of Sad Allagi”

(map 2). The average mean temperature range at Yan Kor City is
between 9 degrees and 29 degrees C, with very hot days attaining 37
degrees C. The winds from the northern ocean drop their rain once
they reach the great central east-west mountain range south of
Milumanayﬁ (map 2), and it is this moisture which fertilises the
plains of northern Tsoly&nu.

The Deeps of Chanayaga pr()}iuce a similar coastal climate for
southern TsolyAnu and Salarvya (maps 2-4). At Jakilla (map 2) the
average mean temperature ranges from 26 degrees to 40 degrees C,
with very hot summer days attaining 51 degrees C. Peléis (map 8)and
Jaek4nta (map 4) are much the same, although the latter is affected
by the marine climate of the eastern ocean. As might be expected,
Haida Pakala and the Nyémesel Isles to the south of the Deeps are
still hotter, and the humidity makes their climates well-nigh
insufferable.

Just north of the equator at 5-7 degrees north latitude (i.e. south of
the terrain maps which extend from 12 degrees to 48 degrees N), a belt
of trade winds blows at moderate speeds from the northeast. South of
the equator another belt is encountered blowing in the opposite
direction. The terrible equatorial heat (over 60 degrees C in some
months) makes these winds accessible only to the ships of the Shén,
however, and it is this heat which has made contact between the
northern and the southern hemisphere so difficult over the centuries.

Seasonal shifts in pressure belts create monsoons throughout
southern Tsolyénu (map 2) and all along the coastlands of Salarvya
(maps 2-4). The annual rainfall at Penom (map 2} is over 425 cm, while
at Jakalla it is 380 cm. This contrasts with Béy Sii and other central
cities to the north which have an annual rainfall of about 70 cm.

Khirg8r, in the area north of the monsoons but south of the ocean
winds from the Pentriirtra Deeps, gets about 22 cm annually, while
Fasiltum receives about 15 cm. The marine climates of western
Livy4nu and Shényu (map 1) receive considerable rainfall: e.g. Sra6n
has an annual precipitation of 290 cm, while Ts&mra in the east gets
252 cm. These contrast strongly with the northern regions of the
interior of the continent, which lie beyond the reach of the moisture-
bearing ocean winds. Rainfall is almost nil in the Dry Bay of Ssu’im
(map 2), the Sleeping Desert of Mih&llu, etc., and the Plains of Glass
(map 4) have had no rain at all for over 500 years.

1.200. Early History.

Tékumel was not visited by mankind until some 60,000 years after
the Twentieth Century. By this time all of man’s present, modern
concerns — the dreaded atomic Armageddon, the destruction of
Europe and much of North America, the slow recovery, the rise and
fall of later empires, the spreading of mankind out into the stars, the
thrill (and fear) of initial contacts with nonhuman races, the wars
and invasions and the many establishments of “lasting peace” —all
of these things were as remote to the starfarers who first landed on
Tékumel as the pyramid of Khufu is to Twentieth Century man —
indeed, much more so. ‘“Even the voices of the mountains are muted
by the Sea of Time,” as the great Engsvany:’i]i epic poem, “Lament to
the Wheel of Black,” puts it.

The first explorers looked down upon a world almost uninhabitable
by man. Poisonous purple vegetation covered the land from pole to
pole; many-legged mucid monsters splashed in tidal pools of stinking
slime; quaking seas of mud roiled with vermiform life; brooding,
crumpled mountain peaks raked skies filled with clouds of yellow gas.
The planet was indeed also inhabited: the continents by several sub-
species of semi-subterranean beings called the Ss@, and the coasts
and islands by a related race named the Hluss. Both of these races
were inimical to mankind. Both possessed enough technology to
make any human conquest difficult at best, including rudimentary
spaceflight and energy weapons.

Under other circumstances almost any other spacefaring race
might have been happy to go their way and leave well enough alone.
But Tékumel lay upon an important interstellar trade route, and the
rulers of Humanspace were both ruthless and efficient. Mighty
weapons cut sw§thes through the purplish jungles and defeated the
Sst and the Hlliss, driving them back into small enclaves which
eventually became “reservations.” The deadly flora and fauna were
poisoned and replaced with the familiar life of Humanspace. The
atmosphere was cleared, the seas emptied of much of their dangerous
life. The planet itself was shifted in its orbit, and its day was made to
conform to the standards of ancient Terra, now long lost and far
away across the galaxy. Tékumel was larger than earth, but its core
was composed of lighter elements, and the gravity had to be adjusted
only slightly through the insertion of great eternal engines buried
deep within the planet’s core. All of this took over a century to
achieve, of course, but in the end T€kumel was a place fit for mankind
and his allies to live — hotter, perhaps, than one might wish, and
spotted here and there with patches of the ancient purplish
vegetation, but well within the limits of tolerance and even of
comfort. Colonists came and settled, and soon men sang of Tékumel
as “home.”

As the centuries passed T€kumel became a residential planet. The
wealthy and the powerful came down from the stars and shed their
fatigue beside its lazy seas. Villas and palaces, parks and pavilions,
domes and cupolas rose in place of the decaying alien cities of the Sst
and the Hliiss. Elegant aristocrats and their glittering companions
feasted and danced and visited one another through a planet-wide
network of undergound tubeway cars. The skies thundered with the
mighty ships of interstellar commerce. Luxuries came from all of the
worlds of Humanspace, and the sprawling estates were filled with
interesting animals and exotic flora. Tékumel relaxed into being a
graceful, somnolent pleasure world, a place to which every lesser man
yearned someday to retire.

The allies of mankind came too, brought across unimaginable
distances by the interstellar Three-Light Drive. The slender P& Ch6i
from Procyon brought their delicate technology. The reptilian Shén
from Antares settled in the hottest equatorial regions in areas
unwanted by their human colleagues. The stumpy Ahoggya from
Achernar built their soggy villages in the coastal swamplands. The



Pygmy Folk from Mirach, the little Tinaliya from Algol, the aerial
Hl4ka from Ensis, the clever Urunen from Betelgeuze, the forest-
dwelling P4chi L& from Arcturus, and the Swamp Folk from
Unukalhai arrived as well, and to each race a region was granted best
fitted to its needs. Tékumel was a large planet, and there was room.

Certain of mankind’'s foes also came uninvited. The vicious
amphibian Hlutrgfl from Algenubi and the stinking Shunned Ones
from Regulus set up secret observation outposts in remote areas of
Tékumel (or perhaps they had been there all 9long since before the
planet was terraformed?). The aquatic Nyagga from Alhena and the
translucent crystalloid Hokdh from Markeb did the same. The
strange and unpredictable Mihalli from Dorsum, a race endowed
with interdimensional travel and objectives so unintelligible that
commerce with them was forbidden, appeared without warning and
proceeded to dig an underground city in the wilds of the northern
hemisphere. Since they bothered no one and since they were of mild
interest to the jaded masters of Tékumel, they were left unopposed.

In their ancient fastnesses the Ssi and the Hliiss brooded, waited,
and bided their time. Patches of the Old Vegetation learned to adapt
and to flourish in the untravelled depths of the remotest hinterlands.

Thus it remained until the Time of Darkness. No records exist of
this catastrophic age. The few fragments of folk memory which do
exist lament in mythic terms of a time when the hills rose up, the seas
walked the land, flame spouted from the brazen mouths of the
mountains, and the stars went out forever. This last is most
significant: it must be assumed that Tékumel and its solar system fell
— or were thrust — through a warp in the fabric of space-timeitself, a
“hole in the sky,” into a pocket dimension in which no other matter
existed. The reasons for this terrible calamity can only be guessed:
natural forces, stresses created by the incessant use of the Three-
Light Drive, the actions of a hostile race, interference from mighty
interdimensional beings far beyond man and his allies on the
evolutionary scale, the vengeance of God upon His arrogant and
overweening Creation — ? No one knows. It may only be noted in
passing that this same fate befell 772 other worlds of Humanspace
within a century after the disappearance of Tekumel and its system.
If these catastrophes are due to some unimaginable weapon, it is a
terrible one indeed and one for which no known race has yet
developed a counter.

The sudden cutting of the lines of magnetic and gravitic force
which link star to star caused unimaginable strain upon the sun and
planets of Tékumel’s system. For a time the survival of life itself hung
by the slenderest of threads. Dazed and shocked, the survivors of the
cataclysm, man and non-man alike, looked up into the black
emptiness of the new night sky and despaired. Communications and
commerce were gone. The great ships stood idle because there was
nowhere for them to go. Cities sprawled in ruins, new lands rose
dripping from the oceans, while others sank beneath the waters. Food
production and distribution came to a halt. Plagues once thought
banished forever returned to stalk the land. Factories went silent as
power sources failed. Raw materials once brought from the stars
became unavailable —particularly iron which had never been
common on Tékumel due to the planet’s light core. The machines of
former times became great prizes and assumed an air of wonder and
of sanctity. As the centres of education were obliterated by
earthquake, volcano, and the ravages of time, technicians could not
be found to maintain the machines, and one by one the lights went
out, bringing about a darkness which was not only of the skies or of
the cities but also of the mind...

Some machines continued to run, of course, fueled by self-contained
transfer devices which pulled raw energy through from other
dimensions. Parts of the subterranean tubeway system survived
since its tunnels and cars were powered by these forces. The seas
roared into some of the tunnels, of course, while others were choked
with lava or were folded into oblivion through the birth-agonies of the
continents. Slowly Tékumel’s survivors began to learn the techniques
of agriculture and a less technological way of life. Mankind and his
allies survived and eventually prospered once again in spite of all
that the elements and an angry Fate could do to them. It is said —
although it is not known for certain — that the Time of Darkness
lasted for more than fifty centuries.

The Sst and the Hliss also suffered in the cataclysm, but as the
planet stabilised once more they began to see it as a blessing. The

weapons and force fields which had restricted them to their
reservations ceased to operate, The Old Vegetation reappeared here
and there, aggressively pushing back the alien greenery brought by
the hated Conqueror. Mankind and his allies retreated here, gave
way a little there. The Old Races exulted and dreamed dreams of
reclaiming their world. But they did not reckon with mankind’s more
rapid birthrate or with his genius for military actign. Although they
were ferocious fighters, neither the Sst nor the Hliiss were culturally
oriented towards organised military campaigning, and though in the
end they found themselves with more land then before the Time of
Darkness, nevertheless mankind and his allies still held the greater
part of the planet. Remote mountain ranges, distant island
archipelagoes, expanses of windswept tundra — these became the
domain of the Old Races; mankind and his allies still dwelt in the
fertile plains, the rich seacoasts, and the verdant uplands.
Mankind’s other foes prospered as well. The pallid Hlutrgi
cooperated with no one. They, too, were rapid breeders, and when
they spilled out into the coastal swamplands they had to be driven

‘back in a long series of brutal and bloody wars. The sinuous Nyagg4

built their undersea cities of coral and sea-wrack and troubled no one,
except for an occasional raid or sly joke upon those who dwelt upon
the land above. The Shunned Ones sealed themselves in domed cities
filled with noxious gases more to their liking, emerging only to slay
unwary travellers or to seek needed resources. The translucent,
insect-like Hokin pretended to cooperate with mankind for a time,
warred with him, enslaved him, ruled him as gods, and were
eventually defeated by him. Sulking and filled with hate, the Hokdn
retreated to their great island in the southern seas, and no man (or
any other of his allies) dares now to land upon those shores. The
Mih%lli-went about their strange affairs as usual, keeping entirely to
themselves. Eventually they fell prey to one of mankind’s oldest and
least agreeable traits: avarice. One of their neighbours, a “king” of
one of the cities of the Latter Times, so lusted after the imagined
treasures of their underground city that he unleashed one of the last
great planetary bombs upon it, destroying not only the Mih&lli but
himself and his people as well. It is said that there are still a few
Mih3lli upon Tékumel, but if so, they no longer come openly into the
cities of men.

Mankind'’s allies tended to drift more and more into enclaves of
their own. The heatloving Shén spread along the equator, the Pachi
L& and the P& Chdi into forest regions which reminded them of their
lost homes, the Tinah'ya and the Pygmy Folk into mountainous areas
similar to their original planets, the Swamp Folk and the Ahoggya
into the bogs and swamps along the coastal lowlands. The Urunén, a
race of furred bipeds with heads reminiscent of an ancient terrestrial
ram, betook themselves off to the cooler climes of the southern polar
regions, and as the underground tubeways ceased to operate they
found themselves in virtually complete isolation. The Hlfka
similarly went to dwell in high mountain eyries, but this gregarious
race of flyers preferred to remain closer to mankind and his
technology.

1.300. The Historical Empires

A detailed description of all of the peoples and nations of present-
day Tékumel would require many more pages than can be allotted
here. Indeed, one of the fascinations of Tékumel is the very
unknowability of all of its mysteries, the excitement of exploration,
and the thrill of adding another piece to its intricate jigsaw puzzles. It
seems best, therefore, to focus upon only one major area: the great
northern continent which extends from 12 degrees to 48 degrees north
latitude and from an arbitrary 0 degrees to about 90 degrees east
longitude. The terrain maps supplied with this game depict most of
this region.

Tekumel has a circumference of some 65,464.5 km. Each of the four
terrain maps shows about 1/14th of the globe’s circumference at 12
degrees N. A map hexagon is 100 Tsolyani T'san from side to side, and
since one Tsdn equals 1.33km, a hexagon measures 133.33 km across.
Each terrain map thus contains 4,533.33 km from east to west. It is
harder to measure directly from north to south since the hexagons are
offset from one another, but it may be noted that the maps depict a
north-south distance of approximately 7,081 km. The maps are
numbered from 1 (the westernmost) to 4 (easternmost).

1.310. THE EMPIRE OF LLYAN OF TSAMRA
Nothing of the world before the Time of Darkness now remains on



the surface of Tékumel. The earthquakes, tidal waves, volcanoes, and
storms have had their way with the fragile cities of men, and the
gentler forces of erosion, silting, forest growth, and the yearly wind
and rain have completed the task. Some of the great shuttle ships still
stand, perdurable towers of never rusting metal, half buried in the
alluvia and debris of millenia. Here and there, too, buried beneath the
many strata of later settlements, one finds the remains of the
underpinnings of the cities of the ancients: metal corridors, twisted
and buckled chambers, bits of corroded and unintelligible machines,
fragments of plastic and the effluvia of technology, here and there a
skeleton which crumbles into dust at the touch. A very few of the
devices found in these labyrinths are still operable: some of the little
tubeway cars still stand brightly lit in their stations, awaiting the
richly clad passengers who come no more; here is a supply room
(perhaps containing nothing more interesting than tins of inedible
food), there an arsenal in which racks of enigmatic weapons loom in
the darkness, many so decayed that they pose a greater threat to their
user ‘than to the target; caches of the Latter Times are filled with
everything from toiletries to aircars, lovingly and jealously hoarded
by those who feared the coming darkness. Most of these wondrous
items are unusuable by the present inhabitants of Tekumel. They are
both awesome and dangerous. Men have died from thinking ladies’
perfume to be liquor, from the explosion of a defective power cell, from
acids stored in rotting containers which need just a touch to burst
open and spill their contents upon the unwary, from travelling in a
tubeway car to a destination where the safety devices no longer work
and the tunnel has collapsed, and from a thousand other simple, silly
causes which could have been avoided if only the languages of the
ancients were still known. But aeons have passed; the Time of
Darkness and even the Latter Times are now farther in the past of
Tékumel than the migrations of the Indo-European tribes are to
Twentieth Century man. No one living can read the books, the
instructions, the signs carefully posted upon the walls. The tapes and
talking pictures which still officiously instruct tubeway passengers
to watch the doors and fasten the seatbelts are only so much
incomprehensible gabble. The cultures of modern Tékumel no longer
have the technical ability or the cultural orientation to understand
the manuals and the textbooks even if the grammars and
vocabularies were available.

The oldest written records date back only some 25,000 years - and
this dating is doubtful at best. Thanks to the industrious scholars of
the Engsvanyali Empire (see below), portions of a language now
termed Llyani are known. Working from sources now lost, these sages
compiled a syllabary, a dictionary, and a partial grammar of the
blocky, squarish glyphs found upon certain artifacts excavated from
some of the oldest cities. The longest and most complete Lly4ni text is
the “Tablets of Llyan,” written upon leaves of 1mpenshable goldand
now kept in the sanctuary of the temple of the L.wyam deity Qame’él
in the city of Tsamra (map 1). These tablets speak of the foundation of
a mighty empire by a soldieradventurer named Lly&n “in the days
which came after the Latter Times.” Llyan’s capital was apparently
at Tsamra itself, and his tablets give a list of the cities and provinces
which he ruled or subjugated. Most of these names, alas, are
meaningless now since the places to which they refer are themselves
long lost in the mists of history.

Nothing else much remains of Lly4n’s “mighty empire”: fragments
of walls (the stones fitted together without mortar so perfectly that
the blade of a knife cannot be inserted between them), golden scrolls
and small tablets, a few inscribed statuettes depicting unnamed gods,
crumbing rings of monohths set high upon knolls all across Livyanu
and southern Mu’ ugalavya (map 1), still called “Lly&n’s Houses” by
presentday peasants, shards of red-glazed pottery — these are all that
is left upon the surface. Below, in the lightless catacombs which
underlie many of the ancient cities, there is more: chambers and halls
and sepulchres below Ch’6chi in Mu’ugalavyZ (map 1), empty, dusty
shrines beneath Ts&mra itself, an intricate circular labyrinth with
walls all carven with murals and glyphs under Khéiris in
Mu’ugalavya (map 1), and occasional hoards of curiously thick coins
stamped with the image of a naked man bearing what seems to be a
wand or a twohanded sword.

By Llyﬁn’s time the technology of otherdimensional power had
become “magic” for all intents and purposes. Devices made before the
Time of Darkness or during the Latter Times often contain Llyani

inscriptions and incantations. Some unknown sage during the Latter
Times had also discovered that the mind alone can be trained as a tool
to bring other-planar power through into this world and shape itinto
matter or energy, and the scholars of Llyan s age compiled
voluminous compendia of “spells” and magical instructions
detailing the mental and physical attitudes, gestures, actions, words
of power and other means of utilising energy from the Planes Beyond.
The “skin of reality,” moreover, was found to be thinner in Tékumel's
new pocket dimension than it had been in its previous universe, and it
was therefore easier to open gateways — “nexus points’’ — between
the Planes. Those who could master the techniques could travel or
call the denizens of those dimensions into this world — sometimes
with disastrous results. LlyAn’s wizards were fascinated by these
phenomena, and many of their pandects deal with “demonology”
and the topography of the Planes Beyond. It is unfortunate that so
little of this wisdom has been preserved.

Even less is known of the political history of Lly&n’s empire.
Various tablets and inscriptions mention kings, priests, generals and
governors, hut these are now only names. There are hints of wars
with the Hluiss and with the other human states, whispers of religious
strife, fragments of economic records and temple donations —but no
more.

Those who wish to know more ¢ of this penod should consult the
following book: “Kab8rikh hiLlyan 1¢1 Mdisurmra Kolumébabar”
(The Story of Llyan and His Empire), by Messfliu Baddrian, in
Tsoly&ni, preserved in manuscript in the Temple of Th\’xmis in
Khéiris (map 1). Later copies of this standard but somewhat outdated
work can be found in other collections also. A more recent study is
Tetukél hiViridama’s “Tsa’kalikh hiTsipamoguyal 1Llyand}hsa"
(An Examination of the Artifacts ﬁlt. things foung of Great and
Mighty Llyan), in Tsolyani, available in most temple and Imperial
libraries throughout TsolyAnu (map 2). Many Livyani and
Mu'ugalavyani sources exist as well.

1.320. THE THREE STATES OF THE TRIANGLE

Contemporary with or perhaps just subsequent to the Empire of
Lly4n, another human state arose in the plains of southern Tsolyanu
(map 2). No material artifacts of this society have been identified for
cgrtain since the three capitals of this nation or confederation —

rmish in the west, Jakalla in the south, and Thréya in the east —
have been rebuilt many, many times, and any smaller sites now lie
buried beneath metres of sediment in the Mssima River delta. A
handful of stone inscriptions in an unknown script have been
recovered from the caverns beneath Pendm (map 2), and a stratum of
black-on-red pottery from a site near Urmish has been attributed to
this culture.

Almost all of the evidence for the Three States of the Triangle
comes from their enemies and conquerors, the Dragon Warriors who
swept down from N’luss in the far northwest. According to their
records, the armies of the Three States did battle with the nonhuman
Churstalh a semi-intelligent species related to the Ssu, and also with
the Mihalli. Both of these statements must either be erroneous —
mere legend — or else the geographic spread of the Churstalli and the
Mihlli must have been different from what can be inferred today.
The nearest Churst&lli habitat now lies far to the northwest, past
Mu’ugalavya (map 1), while no Mih3lli settlements are reported any
nearer than eastern Jannu (map 3), many thousands of kilometres to
the east! More certain is the alliance of the Three States of the
Triangle with the reptlhan Shén in a series of wars with the Hliiss;
this is corroborated by Shén records.

For further information the student should consult “Savalyal
hlPachuyal thanuldéh" (The Cities of the Lords of the Great
Triangle), by Duman Langsh4, in Tsolyni, preserved in manuscript
in the Temple of Karakan in Jakalla (map 2).

1.330. THE DRAGON WARRIORS

Any discussion of the next great period of history must
immediately involve the student in the controversy over the nature of
the “dragons” which the ancient N’'liiss rode into battle. The epics
speak of the dragons as “flying upon brazen wings,” “armoured as
though with iron,” and “slaying with tongues of flame.” Scholars of
many nations and times, from the Engsvanyali to the present, have
disputed whether these “dragons” were in fact aircars preserved
since before the Time of Darkness or whether they were living



creatures, perhaps related to the great Sr5, a species of huge flying
reptile brought originally from one of the Shén worlds. Since the Srf
cannot be domesticated, the aircar theory drew the most support until
recently, when an expedition returned from a land called Tané, far
beyond Mu’ugalavy8 and the Unknown Forest (off map 1 to the west).
The tribes of this distant region use a sub-species of Sr§ as an
armoured mobile fortress in battle, and while the Sr§ of Tané must
have their wings clipped in order to prevent them from flying off, itis
theorised that the Dragon Warriors may have had even more
advanced techniques and could employ these huge beasts as flying
attack vehicles. No pictorial or skeletal evidence of this has yet been
found, however. .

A note concerning the lack of riding beasts in this part of Tékumel
is appropriate here. By the time mankind reached the planet, he had
outgrown the need for living steeds, and the ht}rse of Terra, the six-
legged Bazhaq of Deneb, and the delicate Ngékka of the Rigellian
worlds were imported by the magnates of the age before the Time of
Darkness solely to add grace and beauty to their parks and animal
preserves. Few in numbers and isolated here and there upon
Tékumel’s many small continents and island archipelagoes, these
beasts have never been much used for riding. Even when equestrian
peoples are encountered, there is almost certain to be a cultural lag:
for example, the Tané expedition reported the employment of ths
Bazhtq as a sort of slow and lymbering “light cavalry” in Tane
warfare and presented the Tsolyfni Imperium with specimens of this
animal. The Emperor and his councillors saw no real military
potential in the Bazhfg, hm;vever, and relegated them to the
zoological gardens of Avanthar (map 2). After all, it was over a
thousand years from the introduction of the horse as a chariot animal
in the ancient Middle East of Earth to the Companion Cavalry of
Alexander — and a few hundred years more to the invention of the
stirrup! There ARE horses and other riding animals on Tékumel; it
remains for some enterprising explorer to find them, bring them back,
and then succeed in the more onerous task of convincing the
formalised, conservative societies of the planet of their economic and
military usefulness.

The only beast of burden, aside from man and the intelligent
nonhumans themselves, in all of the vast regions shown on the
terrain maps is the Chl{n, a gigantic, lumbering herbivore. A Chlén
stands 4 to 5 m high at the shoulder, is armoured like a dinosaur, has
six legs (it, too, is a native of one of the Denebian worlds), and travels
at the solemn rate of about 3 km per hour or 15 km per day. It is not
ridden but is hitched to heavy carts, and its gentle and timorous
nature makes it quite useless in war. The Chl€n is important for yet
another reason: its thick hide can be repeatedly “peeled off” and
fashioned into armour and weapons which are light but yet almost of
the same hardness as iron. More will be said of Chlén-hide later.

To return to the historical narrative, it must be pointed out that the
Dragon Warriors were hardy barbarians, members of scattered tribes
who eked out a meagre living in the harsh mountains of the far
northwest. They were both stronger and taller than the peoples of the
south, averaging about 2 min height to the southerners’ 1.56 m. (It is
said that the N’hiss added almost 5 cm to the average height of those
they conquered through intermarriage — and rape — within a
hundred years of their coming.)

Thirty years after their first incursions the Dragon Warriors had
overrun the many city-states of whgt is now Mu’ugalavya (map 1)
and sacked the mighty city of Ch’ochi. Within 50  years they had
destroyed the remnants of the Empire of Llyan and hurled
themselves upon the fiercely defended frontiers of the Shéh states to
the south. They made no further progress in that direction. Turning
east, they plundered the coasts of whatis now Y&n Kér (map 2) within
another century and were locked in a death struggle with the Three
States of the Triangle. When the latter fell, the Dragon Warriors
rolled on eastwards, and by the end of the second century of their
great adventure their banners of pair}ted human skin flapped from
the towers of Tsatsayfigga in Salarvya (map 2). It was here that their
empire reached its greatest extent. Frustrated in the north by the
barren peaks of Jinnu and Kilalfmmu (map 2), blocked in the east by
the dreaded Ss@ enclave of Ssfiyal, and confronted in the south by the
rising vitality of the Salarvy@ni feudal states, over-extended and too

few to maintain their sprawling conquests — and perhaps simply
tired of endless war — the Dragon Warriors set up their boundary
stelae and swore to go no further. .

The motive for the sudden incursion of the N’liss into the southe
lands lies partially in their character and culture. The ethos of N'luss
society is war. Their life revolves around an eng]ess cycle of raiding,
massacre, and revenge. The songs of the N'luss are bitter, angry
recitations of relatives and friends lost, foemen slain, and plunder
taken. A boy becomes a man only when he mounts the skull of an
enemy upon his housepost, and a girl becomes a woman only by
donning the flayed skin of a fpeman and dancing the Circle Dance at
the winter solstice. The N'liiss are honest to a fault, loyal to their
chiefs, and hospitable to those who claim guesting from them. Yet
when they go upon a raid they take no prisoners, ask for no quarter,
and give none. If the Dragon Warriors were anything like their
modern descendents, one can well imagine the terror of the soft and
civilised peoples of the south when confronted with serried wedges of
these gigantic barbarians, each led by its war-chief, every man
swinging a two-metre long two-handed sword, flanked by yelling,
ululating hordes of women and youths hurling stones from slings,
firing arrows, and running in like madmen to display their courage!

An even more compelling reason for the invasion of the Dragon
Warriors seems to have been the establishment of the worship of
Vimfhla, Lord of Fire. During the latter days of the Empire of Llyan
some ypknown scholar, perhaps a Llyfini wizard exiled to the wastes
of N’luss, made contact with certain of the mightiest beings of the
Planes Beyond. Far transcending mankind’s understanding,
unimaginably powerful, yet willing to aid those who serve their
enigmatic goals, these beings are for all intents and purposes “gods.”
Attempts to comprehend, propitiate, and gain the help of these
“gods” form the basis of almost all subsequent religious thought
upon Tékumel.

It was soon discovered that rivalries and enmities exist between
these “gods” themselves, doctrines of which mankind could only be
dimly aware, stakes which involve whole galaxies and Planes. One
“alignment” supports ‘“Stability”: a status quo, a tranquil and
peaceful progression of time and space on towards a final
amalgamation into a perfect and eternal “Light of Being.” The other
party of “gods” urges ‘“Change”: continual and endless
ephemerality, with all Planes perpetually undergoing violent
upheavals, birth, death, and renewal. The final destination of this
latter group may be termed “Chaos,” but in reality it is a state in
which the only unchanging principle is Change itself. There are also
interplanar beings — “gods” — who stand outside of these two
parties, as well as whole hierarchies of lesser inhabitants of other
dimensions who have greater or lesser talents and powers than does
mankind. It is incorrect to speak of any of these “alignments” in
human moral terms; they are neither “good” nor “evil” in man'’s
ethical systems, except as how they effect man himself. “Stability”
implies less pain and violence for the denizens of the Planes, while
“Change” naturally implies more dislocation and personal
unpleasantness. Yet even the boundaries which separate these two
positions surpass mankind’s understanding: for example, various
aspects of a “god” who is a member of one “alignment” in one nation
and period may be found in the opposite “alignment” elsewhere; two
separate deities in one land are combined into one in another, etc. All
that can be known with certainty is what the “gods” disclose — and
even this can be only partial and beyond man’s ability to grasp.

N’lfiss culture is founded upon violence, and the chiefs and
shamans of the Dragon Warriors quickly seized upon that “god” who
best suited their ethos: mighty Viméhla, Lord of Fire, Power of
Destruction and Red Ruin, the All-Consuming One. His function in
the pantheon of Change is violence, catharsis and rebirth through
the cleansing transition of the Flame. The tribal shamans quickly
became a red-robed hierarchy, and the squalid log huts of the village
of Malch&iran (map 1) were transformed into the proud towers of the
capital of a theocratic empire. Soon a thousand captives went to their
deaths each day in the furnaces named “The Cupped Hands of the
Flame” atop the truncated pyramids of Lord Vimiuithla. The Red Robes
sparked the greed of the tribes, united them, and led them out in a
mighty wave upon the lands of the south, very much like the raging
conflagration which they worshipped.



The Empire of the Dragon Warriors maintained its internal
cohesion for only some 200 years after their invasion had shuddered
to a halt in the east and south. By the year 500 of their dynasty, a
number of remote regions had begun to splinter away: the Ghilraa of
Salarvyf (map 2), the Chi Tonaa of southern Livyanu (map 1), the
Ebradd&a of whatis now Fasiltum in northeastern Tsoly£nu (map 2),
and a dozen smaller states, each ruled by one of the orjginal
conquering tribes. Local rulers arose who were only part-N'lliss, or
who were not descended from the Dragon Warriors at all. The hotter
climes and softer ways of the south took their toll. The history of the
next 1,500 years then reads like a compendium of petty wars, personal
intrigues, rivalries and vengeances, — and always endless, pointless,
self-serving greed... ]

For further reading, Ménum Bor{dlya’s standard work,
“GAchayayal”” (The Dragons), in Tsolyfni, may be recommended.
The original manuscript is kept in the Temple of Thiimis in Khéiris
(map 1), but copies may be had almost everywhere. The most recent
theories about the nature of the Dragons are examined in
“Thékudilikh moy[‘anﬁ” (The Great Expedition to Tane), in
Tsolydni, by Tsarnu hiFatlin and Koyén Bashdnvisumkoi
available from most book-copyists in the Tsoly@ni capital.of Bey S§
(map 2).

1.340. THE FISHERMEN KINGS

During the last centuries of the Empire of the Dragon Warriors, the
subject peoples of western Salarvya (map 1) were united by a mingr
Jordling from the city of Fenul in what is now the Chaigari
Protectorate in Tsoly@nu (map 2). This man, G&mulu by ngme, first
obtained the allegiance of the lords of Khim and Koylagh (map 1),
then drove the last of the decadent heirs of the Dragon Warriors from
Tsatsay8gga, Nrikakchn{, and the other rigl metropolises of the
western plains of Salarvya (map 2). The N'liss were not Gamulu’s
most deadly foes, however. The nonhuman Sst had come forth from
their time-haunted wastelands to ravage whatis now Pechfino (maps
2-3). Their first conquest was the ruins of Ssuganar, their own ancient
capital before mankind had come to Tékumel. From thence they went
on to sack the city of Benesh — and Benésh never rose again. Itis now
only a grass-grown mound near the present city of Mechanéno (map
2). Ssfl expeditions also struck northward into Chaigari and
Kilalimmu (map 2), threatening even the high eyries of the Hl{ka.
These latter promptly made alliance with GAmulu’s human forces,
and the Ssh Wars raged back and forth for the next 25 years. In the
end G&mulu was victorious. The foe was driven back into the deep
labyrinths below Ssuyal from whence they could not be expelled
without a fearful cost in lives. GAmulu reigned for another decade. He
did not die as he had wished — in battle against the jag-edged sword
of the Sgfl — but it was really they who slew him: he perished of a
wasting disease contracted while holding a victory celebration in the
whispering ruins of old Ssuganfr. Even today whenever a person
suffers from an unforeseen minor consequence of some great deed
rather than from the deed itself, men speak of it as “dying the death of
Gémulu.”

Many of Gdmulu’s sons had fallen in the Ss@ Wars. Others died in
the struggle for the Ebon Helm once he was gone. HEEtfhitu, his 12th
son, slew his remaining brothers and lived to seize the throne. The
remainder of his long life was spent in consolidating his domains. He
it was who built the navy of small, fast galleys which give this
dynasty the name of “The Fishermen Kings.” With this weapon he
struck south across the straits to take Haida Pakala (maps 2-3),
eastward as far as Peléis (map 3), and northwestward to seize the
Dragon Warrior strongholds on the isles of Génga, Thaytfri, and Vr§
{map 2). To the east the last scion of the feudal lords of Tsa’avtilgu
(map 3) handed over his lands to HE Etghltu almost without a
struggle. In the west the black ships landed to beseige mighty Jak4lla
(map 2), but this was too hard a nut to crack. The vicious Hlutr,
prevented any expansion along the coasts of Kdija (map 2), and in the
end the Fishermen Kings were largely contained within the borders
of present-day western and central Salarvya, plus the northern
peninsula of Haida Pakala. P

During the reign of the 22nd king of Gamulu’s dynasty contact was
made with another of the greatinterdimensional beings who function
as Tékumel’s “gods.” This was Ksérul, the Ancient Lord of Secrets s
Doomed Prince of the Blue Room, and Master of Magic and Sorcery.
Aside from his role in the pantheon of Change as the Knower and the

Worker of Transitions, KsArul is famed as the Rebel of the Gods. The
epics sing of a mighty Armageddon, the Battle of DSrmoron Plain,
which occurred in some mythic Age of the Gods long before mankind
had evolved upon distant Earth. In this battle the Lords of Change at
first fought together against the Lords of Stability, but at last even
Ksérul’s allies came to see his overweening intellect as a threat to
their own hegemony, and all turned against him. Defeated, he was
imprisoned in an other-planar place (another pocket dimension?)
called the Blue Room, where he is said to lie in eternal sleep upon a
catafalque of deep azure-purple. Each of his ten opponents (the
Engsvanyali epics name the other nine modern Tsolyz’mi “gods,” plus
the mysterious “One Other”) then constructed a “wall” around this
place, ringed it with demon guardians, and sealed it with one Lock
and two Wards. One concession was granted, however, for reasons
not known: the Keys to these devices were duplicated and a set
concealed upon each Plane in which Ksfrul’s allies and servitors
dwe]t.,Three of thes(e Keys are now known: one is in the High Temple
of Ksarul in Bey Su (map 2), another in the possession of a priest of
Ksérul, and the third in the palace of Bissa, the ruler of the Black Ssu.
Still others are rumoured to lie beneath the city of Ch’8chi in
Mu’ugalavyﬁ (map 1), in a sealed casket in the heart of a stone
pyramid north of, Khirgafr in Milumanaya (map 2), in the treasury of
the lords of Jaekanta in Salarvya (map 4), etc.The endless search for
the Keys goes on.

Even asleep, the powers of Lord Ks&rul are great. The mysteries
and doctrines of his recondite faith spread throughout the realm of
the Fisherman Kings. For a time there were religious persecutions
and wars between the Red Robes of Vimihla and the silver-masked
Black Robes of the Doomed Prince. Only the passage of centuries has
brought about a tentative reconciliation and peace.

. Two side results of the establishment of the faith of Lord Ksérul
may be noted: the first was the invention of a secret tongue, complete
with its own complex hieroglyphic script, by the priests of the
Doomed Prince for the transmission of their Inner and Outer
Doctrines; the second was the gradual spread of the Salarvy‘ﬁni
language itself (then termed Bednalljan) as the medium of
scholarship, litgature and diplomacy. The courts of princes as
remote as Tumissa and Ke'ér (map 2) resounded with the harsh
accents of the lords of Tsatsayfgga, and there was considerable
interchange of knowledge. The common folk, however, continued to
speak the tongues of their ancestors; some of these had been old since
before Lly8n had arisen in Tsémra long ago.

Unfortunately, most of the sourcebooks for the Fishermen Kings
are either in Salarvyfini or in Pech&ni. For students who cap read
these languages, one may recommend “Gupa g4li nga ShsH{” (The
Might of Our Ancestors), by Dagg8&la Mukrotdrr, in Salarvy#ni, the
manuscript of which is preserved in the Royal Dome of Glory in
Tsatsayagga. “Nganijji pa Ssii!” (Flee, Ye Ssu!),})y Dr&ka Grﬁlpa, in
Pechgni, kept in the House of Skulls in Mechaneno, is also excellent.
In Tsoly#ni there are only a few revelant passages in the Imperial
compilation, “Balamts&nikh hiWisu” (The History of the World),
available almost anywhere in the empire.

1.350. THE FIRST IMPERIUM

The surging wave of the Fishermen Kings took half a millenium to
subside. The Red Robes dominated the west and the Black Robes the
east. Secular power passed from ruler to ruler and dynasty to dynasty
asa ballis tossed aboutin a game. In far Livy&nu (map 1) the temples
of Vimithla gave way to faiths which had been old when Liyfn’s
empire was yet unborn: the dark cults of the Shadow Gods. Some say
that these are but other members of the race of beings known as
“gods,” while others assert that they are amalgams and
combinations of deities already familiar elsewhere. Just as a man
shows a different face to different companions and in different
contexts, and just as heis called by one name by his children, another
by his clansmen, and a third by outsiders, so may the deities display
many aspects and guises and be summoned by many titles. The truth
of this known only to the gods themselves.

Although the worship of the other Lords of Change began during
this period, there is no record yet of their opponents, the Lords of
Stability, nor does there seem to have been any attempt to codify the
gods and fit them all into one pantheon. Mighty Sﬁrku, the Lord of
Worms and Master of the Undead, is seen for the first time on
monuments from the Kr&a Hills and D$ Chéka (map 2). Shrines to



Hrii’ﬁ,, the Supreme Principle of Change, are found in the now-ruined
cities of Hmakyyal and Néla (map 2). The sinuous goddess of
pleasure, Dlamelish, rose to become the favourite deity of the ords of
sybaritic Jak4lla (map 2). Each of these deities, moreover, had many
lesser servitors: demons and demigods and others, some greater and
some lesser than mankind. Each of the great “gods” was always
served by one sub-deity who stood at the head of the rest as a sort of
steward: the Cohort of the god. Thereis always one Cohort for each of
the gods, never more and never less. Thus, the Cohort of Vimfhla is
cruel Chiténg; that of Ksarul is Grugénu, the Knower of Spells; Sarku
is served by corpse-like Durritlamish; Hrii't’s Cohort is Wurd, the
Many-Legged Serpent of Gloom; and that of Dlam@lish is fickle
Hrihfyal, the Dancing Maiden of Temptation. Again, there are as
many hypotheses concerning the natures and relationships of the
Cohorts as there are scholars, and no one can say which is true — if
any.

The First Imperium began with a very inconsequential event: the
incursion of a band of nomads from the sand-drifted deserts of the
Dry Bay of Ssu'im (map 2) into the fertile southland. Such caravans
are still common. With this one, however, was a 13-year-old girl, said
by some historians to have been the daughter of a clan-chief and by
others only a slave. In time these ragged wanderers entered the gates
of great Purd&nim, a metropolis now lost but thoyht to lie beneath
the alluvial silt in the plain east of modern Usenanu (map 2). There
the wild desert child soon learned the blandishments of the
courtesan. Passed from hand to hand like a pretty toy, she rose to
become the First Concubine and later the Chief Wife of the
Clanmaster of Purdanim. Unlike so many, she was not satisfied. She
took five years to lay her snares and establish her power: an official
here, a priest there, a captain in this legion, and a eunuch in that
palace. When all was ready, the pretty toy turned upon her owners
and systematically destroyed them one by one. For her aging and
innocuous husband she reserved a special fate: naked and alone, he
was cast into the sealed shrine of the Goddess of the Pale Bone (today
mentioned only as She Who Cannot Be Named) in the labyrinths
beneath Jak%lla. There are some deities — other interdimensional
beings, apparently — who are anathema to the Lords of Change and
the Lords of Stability alike; it would be monstrous to say more here of
these “pariah gods.”

Seven years transformed Naygri the child-courtesan into Queen
Naygri of the Silken Thighs, Royal Mistress of Purdénim and
Jakalla and the Myriad Jewelled Cities of the South. She was both
beautiful and ruthless, always “a desert beast in search of water,” as
one chronicler puts it. She employed intrigue, war, poison, sorcery,
the dagger, and the delights of her body all with consummate skill. A
succession of alliances — and suddenly deceased husbands — gave
her Fasiltum in the northeast, Tumissain the west, and Sokftis in the
east (map 2). By amalgamating the motley legions and rag-tag
militias of her city-states into one force, she laid the foundations fora
systematic modern army, a model which has been copied ever since.

Within three more years Nayi’iri’s troops had entered Mu’ugalavya
through the Chékan Forests (maps 1-2) and were effecting a pincers
movement with another force sent down from Tlluin Pijéna (map 2).
The last quarrelsome heirs to the Dragon Warriors’ empire, the
princelings of Mvu’ugalavyé, were gobbled up like grain thrown before
fowl. Some managed to retain a precarious independence, while
others became her vassals outright. Smaller forces moved eastward
from island to island along the coast of Yan K&r (map 2) as far as
modern Dhéru. (In those days much of the central plain of Yfn Kér
was still a shallow littoral sea flanked by an east-west archipelago of
rocky islands to the north (previously ruled by the seakings of Ke'ér)
and by the then-fertile highlands of the Thénu Thendrya Range to
the south.) .

Another yegr saw Nayari’s legions tramping through the narrow
streets of Khiim and Koyliga in Salarvyd to the far southeast (map
2). The gates of Tsatsayfgga were thrown wide, and the simpering
perfumed courtiers showed her generals the corpse of G&mulu’s 55th
descendent seated upon the Ebon Throne, transfixed with a hundred
slender stilettoes. As their reward, they were promised *“an ocean of
treasure” — and all were pitched from the battlements into the sea.

“Nothing truly glorious is attained through moderation,” the
Bednalljan epics declaim, and Nayari of the Silken Thighs would
have agreed readily. When Fasfftum revolted, she put 10,000 of its

inhabitants to the garrote, and many a red-robed priest of Vimthla
became an ephemeral scarlet blossom of flame in his own fiery
furnace. Her capital of Purd€nim rose against her at the instigation
of certain nobles of the old dynasty, and her troops built a mountain
of skulls in the great square. Even today any terrible catastrophe is
referred to as “Nayfri’s Hill,” and her name is used to frighten
children into obedience all across the Five Empires.

Nayiri perished through the very arts of which she was the
greatest exponent, kissed with poisoned lips by a young lover who
himself died in the act. Her children warred briefly and bloodily, and
when it was over her son by the murdered lord of Tum{ssa ascended
the throne under the title of Ssirand&r 1. He proceeded to renounce his
mother’s ruthless policies and spent the next 50 years building and
unifying. The beginnings of the S&kbe Road system, the network of
mighty fortified highways which spans the continent, are attributed
to him, as arethelooming wallsof J ak&lla. For some unknown reason
— perhaps haunted by the ghosts of the dreadful past — he removed
his capital from Purdénim to Jakflla. The “Old City,” as men came to
call Purdanim, lingered on for half a millenium more, but without its
officials, courtiers, soldiers, and artisans it swiftly settled down into
ruin and decay. There is no further record of Purdanim after the visit
of the scholar-traveller Tursh@nmi in the 12th year of Ssirand&r IX.
This sage wrote, “Its halls are fallen in and filled with vermin, its
towers topless and home only to the nightbirds, and its streets so
choked with sediment and vegetation that even the spirits of the
mournful dead cannot walk here.”

This dynasty laid upon a foundation of blood slowly became an
edifice of order and stability. Utékh Mss4, grandson of Ssirandér I,
moved the capital a second time about a hundred years after Nay4ri’s
death. This time the site chosen was virgin ground with neither
memories nor ghosts to disturb the sleep. This new city was meant to
be the material manifestation of all men’s dreams, a utopia and a
monument for ages to come, Here were the broad avenues, the sky-
reaching palaces, the noble houses. Here was the pavilion built
entirely of fire-opals and named “Paradise in This Life”; here thelacy
marble “Dome of All the Clans,” set all over with flowers of gemmed
mosiac so delicate that each petal and stamen can be seen if one looks
closely; here were the high ramparts and the promenade of blue
basalt called “Sky-Wind,” from which the lords of the city might gaze

. down upon the sluggish Mssiima River and across to the tombs and

obelisks of their ancestors in the “City of the Dead” on the eastern
shore. Here, too, was the “Gateway of Glory” and the “Avenue of
Ever-Living Victory,” along which the massed phalanxes of
trumpeteers marched, followed by a hundred caparisoned Chlén-
carts bearing thundering wardrums thrice as tall as a man, followed
again by the nodding plumes and the standards, and then by the
tramping colmns of armoured soldiers. Hither were brought the
produce and the tribute and the plunder of a thousand lands and a
thousand years. This was Béy Sii, whose name means “Soul of the
World” in Bednalljan.

The splendour of the First Imperium endured for well-nigh 3,000
years. There were good kings and bad, conquerors and cravens, sages
and fools, but yet the dynasty lasted. There were no external foes
capable of challenging it, and the military and administrative
structures built by Nayari and her successors survived the disruptive
forces which arose from time to time within. Trade was initiated with
the yet independent nations of Livyﬁnu and eastern Salarvya (maps
1 and 3-4). Missionaries went forth to the unknown realms of the far
northeast to preach the faiths of the Lord of Change, and caravans
returned thence with jewels and furs and vessels of purple volcanic
glass. For the first time men heard the names of Jgnnu, Mihﬁllu,
Nuru’fin, and other nations which had not even been fables
aforetime.

For the first time in millenia, too, the isolation of yxe nonhuman
enclaves was broken. Men warred briefly with the Shen, but the great
reptiles had no designs upon the cooler north, nor could mankind long
endure the damp heat of the Shén domains. Soon there were
battalions of the more adventurous Shén serving as mercenaries in
the Bednglljan armies, and human traders dwelt (albeit miserably)in
alien Ssorvi (map 1). Men grew accustomed to the barrel-like,
shambling Ahoggyaj, the graceful Pé Chéi, and the knobby green-
grey bodies of the Pichi L&. The clever Pygmy Folk and the
insatiably curious Tinah’ya were seen again in the marketplaces of



mankind, as they had been long ago when the night skies were still
scattered with stars. Of the inimical races, the Shunned Ones
remained aloof within the)r domed c1t1es the Hlutrg® kept to their
foetid swamps, and the Hluss and the Sst brooded, hated and waited.

Had there been more of certam raw materials, notably iron, and
less reliance upon the “magic” of the Planes Beyond, perhaps
Tekumel would have begun the long climb back up the ladder of
technology. A printing press was invented once jn Pagus in
Mv’ uga]avya (map 1), but the intricate scripts of Tékumel do not
easily lend themselves to the strictures of moveable type, and the
Scribal Clans raised such vocal protests (and a few stones as well)
that the project had to be abandoned. A scholar of Nimollu in
Salarvya (map 3) discovered gunpowder but was laughed at by the
sorcerers of his temple, who could call forth other-planar energies and
make such explosions and pyrotechnics as to put his poor efforts to
shame. Healing, too, was largely dependent upon other-planar
“magic,” and although each new expedition returned from unknown
lands added to the pharmacoepia, little real theoretical progress was
made. The absolute, demonstrable certainty of the existence of the
“gods”and their immanence in mankind’s affairs stifled intellectual
curiousity and hampered the theologising, philosophising, and
theorising which might have led to a Renaissance and an Age of
Reason. The societies of the planet grew ever more formalised,
structured, and conservative, borne down beneath the panoply of
imperial glory and the weight of hoary tradition.

There are many sources for the First Imperium. Nayan herself is
best depicted in Paggrtra Nemandu’s“Kolumélan Ssana hiPathai”
(The Royal Courtesan of Love),in Tsolygm preserved in the Imperial
Archives in Béy Sii and also in many other collections. Early
Bednélljan political history and the shlftmg of the capltal is
described in the sange author’s “Bednallja 181 Béy sti” (Bednalha and
Béy St), in Tsolyani, the original manuscript of which is in the
private collection of Slruke] hiTuritlfno, the renowned book collector
and antiquarian of Béy S{. Most libraries have shelves of scrolls and
books devoted to various aspects of the First Imperium, and the
student should seek the aid of a knowledgeable librarian.

1.360. THE GOLDEN AGE: ENGSVAN HLA GANGA

The First Imperium was finally swept away, but this was not
achieved by the swords of armies or the machinations of princes.
Instead, the cause was just one poor, crippled, middle-aged priest
from the island of G&nga in the gulf south of Jakélla (map 2), a
backwater so inconsequential that it had no governor but was ruled
by the Master of the Shellfish-Gatherers’ clan! ’I'hls priest, Pavfir by
name, was originally devoted to mysterious Ksarul but in the course
of his meditations, somehow, he stumbled upon a means of
contacting yet others of therace of “gods” and thus altered the flow of
history for all time to come.

The “gods” summo by Pavir were the Lords of Stability. First
came gentle, grey Thumis, the Sage of the Gods; then the coruscating
white brilliance of mighty Hnalla himself, the Supreme Principle of
Stability. Later there was Avanthe, the Mistress of Heaven; then
golden Belkhénu, the Lord of the Excellent Dead and Master of the
Paradises of Teretane which lie beyond the end of this life. At last
came lordly Karakan, the Master of Heroes and the Ultimate Warrior,
he who fights to uphold structure and order.

A flood of knowledge poured forth upon the lowly priest:
information concerning the two “alignments” and the pantheons,
the servitors and Cohorts of these new Lords of Stability, the
topography of the many Planes, and the secrets of life after death
(itself but a series of passings from Plane to Plane). All this Pavérset
down in the cursive script of his island tongue.

The Scrolls of PavAr described the Tlomitlfinyal, the Five Lords of
Stability, and contrasted them with the Tlokirighluyal, the Five
Lords of Change. He seems to have realised that these were not
“gods” in the theological sense but rather mighty entities farther
along the scale of existence than mankind. Yet he also stated that for
all practical purposes these were indeed “Gods” since man is too
limited and transitory to comprehend their vast purposes. Pav4r set
forth the role and the relationships which each of these deities sees for
his devotees in the many Planes: how each “god” must be served, and
how life is to be lived. Unfortunately, the Scrolis of Pavar also putan
end to man’s anthropomorphic certainty that he alone is the highest
being in the universe, the quintessential “reason for it all.” Man can

never comprehend these “gods,” claims Pavgr he can never be their
equal, nor can he defeat them, dupe them, or go counter to their
enigmatic decrees. Thus, the Scrolls of Pavﬁr cutshort not only man’s
vaunting anthropoidal arrogance but also human attempts at
speculation and analysis of the universe in which mankind lives.
Pavar says:
“We strive, and yet our imaginings bring forth nothing but
glorified portraits of ourselves. We see naught but a
mighty Father, the magnified image of our own fathers, or
else a divine Mother, who will take us to her bosom and
comfort our tears as did our own mothers. Everywhere we
perceive the cosmos in terms of our own sexual organs and
urges. When we tremble before the Unknown, we exalt the
rain, the wind, the sun, and the darkness. Why? Because
we are limited, and we do not understand. Yet think: why
should the Gods — the Creators and Maintainers of
universes — conform to these petty fancies? Can we even
recognise the truly Divine when we encounter it? What can
the lowly Shq&-beetle comprehend of the nature of theman
who casually brushes it from its twig in passing? Should
the man turn to the humble insect and somehow addressit
in termsit could understand, what else could it do but kneel
in awe and obey?” Scroll III, Stanza 90
And again, in reference to what mankind can perceive of the gods:
“The Gods are like stones seen through rippling water.
They are neither of the shape we see, nor are They quite
where we see Them. We know Their reality. The seeker can
plunge his hand into the current and touch the stones.
Thus it is with the Gods. Yet, like the boulders of the
riverbed, They are elusive, slippery, cool and distant from
our ken. They are the Gods.” Scroll XXXIX, Stanza 76

Pavér's doctrines spread far and wide even during his lifetime.
They mostly touched the hearts of the common folk, those who had
been devastated in the wars, who had no part in the glory of the
palaces, and who were weary of the rituals and bloody sacrifices of
the temples of Change. Students and pilgrims came to sit at the feet of
the crippled priest, and a monastery and then a school formed about
him. In time a city arose on his island, and when at last he died and
was entombed near his simple home, it became a great metropolis.
Temples were erected to PavAr’s new gods, and missionaries went
forth to propound the doctrines of Stability with all of the zeal of the
newly converted. Whole swathes of average people were brought into
the fold overnight.

None of this was accomplished without turmoil. The priests of the
old faiths waxed wroth, and the kings and princes sent forth soldiers
and inquisitions. The land was laved in blood, and the skies were
overcast with the stench of burning cities. In what is now Tsolyanu
(map 2) some regions threw aside the Lords of Change almost
1mmed1ately e.g. the Mss€ma River basin all the way up from
JakAlla to Béy Sii, the central areas around modern rmlsh and
Katalfl, and the southegst near Thr{ya. Others clove to their
famxhar deities: fiery Vimuhla in the west and in Fasiltum in the egst;
grim Sarku in the Kraf Hills and the Chfkan forests; mjghty Hrii’ti in
the central northwest where the ruins of Hmakuyal now lie and
present-day Meku stands; arcane Ksfrul in the farther northwest in
Mrelff and the secretive old city of Plirdimal; and sensuous Dlamelish
in Jakalla and indeed wherever men and women sought the pleasures
of the flesh without thought of the morrow.

Abroad, the leyam (map 1) clung to their Shadow Gods. The folk
of Mv’ ugalavyﬁ (map 1) were too steeped in the doctrines of Vlmuhla
— or too cowed by his priests — to change. The Mu’ ugalavyam elite
evolved another cult, however: the worship of Lord Hfsh, said by
some t.o be another of the race of “gods,” by others to be an amalgam
of Ksrul and Vimflhla, and by still others to be one of the Lords of
Stability garbed in the trappings of Change. The Salarvyam (maps 2-
4) went by quite a dlfferent path: they, too, produced an amalgam,
this time of motherly Av&nthe, one of whose aspects is the fertility of
crops and beasts and mankmd and the orgiastic sexual rites of
Dlameélish. Named Shmngggyl and with her sanctuary on the shores
of sacred Lake Mrissiitl (map 2), this goddess soon held sway from the
bustling port of Chame™l (map 2) all the way to Ssfrmu on the
eastern seaboard (map 4). Smaller nations also did not escape this
religious upheaval: a deity popular here became anathema in the next



little state along the road. Even the nonhuman enclaves were
affected. The PE Choi “Father of Nests” arose to combat their “Black
Old One,” and the “One Who Rends” of the Shén was matched
against their “One of Eggs.” The gods of the Ssil, the Hluss, and the
other inimical races were alien to those of mankind — perhaps even
alien to the entire race of “gods” which had contacted humanity and
its allies — and they alone do not seem to have felt the tempest of the
years when Pavir's Lords of Stability first entered the world.

Eventually, as all things must, the furor died away. The zealots
became plump priestly bureaucrats. Temples of Stability stood side
by side with those of Change. Certain deities still dominated some
areas, to be sure, while others had their centres elsewhere. Matters
began to stabilise. In the interests of peace most of the sects (even
those of such distant lands as Livy%nu) agreed to a great Concordat
of the Temples. This prohibited any overt religious hostility: there
was to be no fighting, no unfriendly use of “magic,” no proselytising.
Looking back over the years of blood and ruin, the kings and nobles
saw the wisdom of this, and slowly, with many stops and starts and
setbacks, society was brought under control, as a helmsman tames a
yawing shipin a stormy sea. The Concordat could not prevent covert
bigotry and violence, of course; what took place in the sanctuaries,
the catacombs, and in remote wildernesses was known only to those
present — and perhaps to the ever-watching Gods. The vessel wason
course again, but the waters below still roiled with turbulence.

By the third century after Pavar's death, secular power began to
shift away from the weakened kings of Bgy Sii to the hierophants of
his island of G&nga. In the ninth century there came a time when the
last monarch of the Bednilljans stole away from his decaying capital
to the islands north of Yan K&t (map 2). It is said that his flight
continued northward through the tundras of the Lorin people (off
map 2 to the north) and thence south to the other side of T’iume],
where he met a fate which might be interesting but isirrelevant here,
The capital of the empire of the Priestkingswas shifted from Bgy Su
to Pav&r'sisland, and thus was established Engsvan hla G&nga: “the
Kingdom of the Gods.” (It may be noted that the very name of Pavar’s
island came to signify “religion, the pantheon the totahty of
religious experience.” In modern Tso yam the verb gadél “to
worship” is derived from EngsvanyAli ganga dléé “the Great
Religion.”

Engsvan hla Gz{nga endured for over ten millenia, so long that men
forgot that there had ever been anything else before — and could not
conceive of anything coming after. The exploration and conquest of
most of the great continent was completed. I_.ivygnu capitulated and
became only another prefecture, though it held yet to its Shadow
Gods’ Engsvanyah legates held, court in Dlv’ nir in the islands of
Tsolei (map 1), in humid Gorulu in Haida Pakala (map 2), in cool
Nenu { in the wild land of Nuru'iin (map 3), and in the storm-blown
Ai'fs in the Farisé Isles (map 4). Of the friendly nonhumans, only the
Shén kept their independence, while the inimical races were driven

back and contained within preserves almost as they had been before.

Tékumel’s skies were emptied of stars. Brave sailors ventured into the
great oceans, and a few returned with strange treasures and stranger
tales. Trade prospered. The lords of Ganga drank the black wines of
Salarvyﬁ from red crystal Mu’ uga]avyam gol;lets and draped
themselves in the silky grass-cloth of far-off Ngaku in Y4n Kér (map
2). The Sudr (a gold coin worth about 150 modern Tsolyéni Kgxtars)
was eagerly accepted by merchants half round the world.

Engsvan hla Gnga was the high-water-mark, the greatest

flourishing of human culture since before the Time of Darkness. Art, -

architecture, music, literature, science (even to the repair of some of
the simpler and less-damaged mechanisms of other-planar power),
and a thousand other crafts and skills all throve mightily. One who
has gazed upon Marya’s exquxslte sculpture, “Woman of Tsamra,”
heard the odes of the poet Yehl been moved by the “Lament to the
Wheel of Black,” or meditated in the Pale Jade Pavilion in
Tsatsayagga (map 2) will bear witness to the glory of the Pnestkmgs

Social and economic affairs prospered as well. The Sakbe Roads
grew into thick serpents of stone which wound across the continent
bearing the commerce of a score of nations. Armies evolved first into
standing garrisons and then into glorified police forces. Taxes were
regularised, temple tithes restricted, and merchants protected. Laws
were established, ang the precedents set in one city might be studied
by jurists 50,000 Tsan away.
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1t is not to be thought that Engsvan hla Gdhga was a utopia, a
paradise. The Priestkings were theocrats. Their rule was based upon
the power of the temples, the swords of their armies, and the ancient
principle of theiron hand in the velvet glove. Those who opposed their
laws were executed. If a town or province revolted, its pe yle were
uprooted and resettled a thousand Tsén away. The Tblek K4ng Pits,
the terrible prison constructed by the Bednflljan emperor Bashdis
Mssa I (the great-great-grandson of Ssirandar I) in the marshes on
the eastern bank of the Mssfima River just south of Béy ST, was
refurbished and expanded into the gloomy maze of cells and
dungeons still in use today. Armies of naked slaves toiled to build the
Sgkbe Roads and to carve the mountain crag at the conflux of the two
rivers north of Béy St into the fortress-palace which later became
Avanthér, the capital of modern Tsolyanu (map 2). Religious and
secular powers were combined into one, and with every facet of life
(and, men said, of the Hereafter as well) controlled by the clergy, it
was a rare individual who attempted to swim against the current.
Society flowed on like a broad, somnolent river, as the Lords of
Stabxllty apparently had decreed.

Engsvan hla G&nga perished suddenly, as a robust man is felled by
a swift seizure of the brain. All of the causes are not fully known,
although it is clear that vast seismic convulsions of the planet were
initially to blame. The western end of Pavr's beloved island tilted up,
and the eastern end tilted down beneath the waves, carrying the
metropolis of the Priestkings and all its glories with it. (Visitors to
modern Ganga can hire youths to row them out over the seaweed-
bannered towers of the western suburbs of that city, now crusted with
multihued corals and inhabited only by the silent denizens of the sea.)
At the same time, the shallow inland sea of Yan K&r (map 2) rose up,
spilling its waters north to drown the coastal islands and south to
thunder agamst the bulwarks of the Théhu 'I'hendraya Range. The
towns of Sné Kokor, Eber Go'dn ’I‘lkkﬁ and Riill§ (map 2) now stand
where the rich galleys of the Priestkings had plied. In time the upper
highlands dried up, and today the sands and dust-devils of the Desert
of Sighs sometimes blows aside to reveal the quays, turrets, and
crumbled walls of the Engsvanyali cities which had flourished there
aforetime. The Spouting Mountains of the Shén domains (map 1)
erupted to bury that region under grey volcanic ash and many of the
mighty reptiles fled northwestward into Mmatugual where their
descendents still dwell. In the east, jagged Drichte Peak, the “Hag of
Flame (map 4) similarly vented its fury upon the forestland of
Nuru’éin and the Plains of Glass. A whole new continent rose uplikea
leviathan of the sea south of Ssormu (map 4). It remained thus for a
hundred years; then it sank again, and its place is marked only by the
dangerous rocks of the White Water Shoals. Lesser cataclysms
occurred in a hundred other locations as well.

No region escaped the economic, political, and psychological
consequences of the disaster. Commerce faltered, crops failed, the
Sakbe Roads fell into disrepair, and the cities emptied as frightened
refugees sought safer ground. All unity of purpose and of spirit seems
to have been drowned in the tidal waves which had swept over the
capital of the Priestkings. Local loyalties and hatreds, long
suppressed, re-emerged to divide mankind, and war was reborn.
Province fought province, city battled city. Devotees of Stability
clashed with those of Change, and mighty temples came crashing
down all acrpss the land. The N’luss reappeared in the plains of
Mvu’ugalavy@a, though without their “dragon” steeds. And as the
shadows rise and gather substance at the end of the day, so did all of
the ancient ills which had ever beset Tékumel come forth again atthe
setting of the sun of Engsvan hla Ga’nga The Ssi and the Hluss made
exultant forays into human reglons The Hlutrg'u seized much of
Kﬁl]a and the swampy shores of Msimtel Bay (map 2). Even the P€
Chéi, the Shéh, the Ahoggya, and other friendly races took the
opportunity to expand their domains. Within two centuries after that
first savage paroxysm, the corpse of the Kingdom of the Gods was
picked apart by a thousand greedy scavengers. Another Time of
Darkness overspread the land, and this was a darkness at least as
total and as Stygian as that which had come to Tékumel long ago.

Some say that the*“Time of No Kings,” as the Tsolyani historians
name this period, lasted for six millenia. Others claim ten, basing
their assertion upon the fragmentary archives of the High Priests of
Khirghr (map 2). Seals, coins, stelae, and other artifacts cry the
glories of this or that “Omnipotent Emperor of All the World” — and



naught else is known of most of these potentates beyond their names!
History becomes a confused babble. For example, some records speak
again of “‘great Purdfnim’’; yet lt is not known whether this city had
been rebuilt by the Engsvanyah upon its original site, whether
another town had adopted the name as part of a consciously
archaising effort to revive past splendours, or whether the records
themselves are erroneous. At one pomt over twenty independent
principalities ruled in whatis Tsolyanu (map 2) today. Some regions
continued to employ a debased form of Engsvanyali for their
inscriptions and monuments; others chose to raise their own local
dialects to the status of literary languages, thus giving birth to
modern Tsolyani, Mu’ugalavyafni, and a host of other tongues; in not
a few areas the art of writing itself was lost, and men gazed in puzzled
awe upon the scripts of their forefathers.

It is to the Time of No Kings that many of the folk legends of
present-day Tékumel refer. There are innumerable tales of mighty
and near-immortal sages, cities which appear and disappear, ships
which move without oars, quests, enchantments, miracles, curses,
monsters, and races of creatures dwelling in the ruined cities and the
subterranean labyrinths. Tsolyani peasants sing yet of the mighty
warrior Hagarr of Pardnta, who still wanders the world exchanging
old wisdom for new. There is the necromancer Nyélmu, condemned
by the gods for his arrogance to live forever in the tlmeless ennui of
the Garden of the Weeping Snows beneath old J akélla (map 2). There
is Subadim the Sorceror, whose insatiable cunosxty led him to seek
the Egg of the World in the dizzy crags of Thénu Thendréya Peak,
and who is later said to have visited the Home of the Gods themselves.
There is serpent-headed Chirené of N’lﬁss perhaps a memory from

/earher age of the Dragon Warriors, who guards the secrets of the
Tl4shte Heights in Livyanu (map 1) and who slays the paladins of
Stability. Then there is great Thbmar the Ever-Living, whose
ensorcelled towers appear in the wastelands to provide weary
travellers with hospitality — and the chance to gain wealth and
magical power through performance of his quests. One hears of
fumbling Turshanmii the Summoner of Demons, whose enchanted
ship lies buried beneath the sands of Milumanaya. near Pelesar
(map 2) and whose abilities, though great, are marred by occasional
absentmindedness. There is Met8llja of Salarvya who betook
himself and his followers, a sect of ascetic sages called the
Blasphemous Accelerators, upon a marvellous flight to the
Unstraightened City, an enigmatic place where all time and space
are one, never to return. The tale-spinners tell of Qiyér the Many-
Tongued and how he duped the demon princes of the Planes Beyond
until his cleverness led him to attempt one tnck too many. The
Mvu’ uga]avyam relate the legends of brave Pendérte of Khéiris and
his battle with the minions of She Who Cannot Be Named in the
Citadel of Ebon Light below the city of Ch’échi (map 1). There are
stories, too, of the Company of the Less-Than-Men, the semi-
intelligent animals of the hinterlands and the half-races of the
Underworlds, who have banded together to resist mankind’s
domination and to live their lives apart from human interference. All
of these tales, and many more besides, can be heardround the fires of
the clanhouses in almost every town and village in the land.

The truth of these legends can only be comectured It is quite
possible that some of the wisdom of Engsvan hla Ganga - and even
of the ages which went before — survived in the sanctuaries and
hidden retreats of the ancient priesthoods. Such monasteries exist
today, although the powers of their sages are certainly less than those
of the heroes of the tales. There are many reports — and who can say
whether they be fact or fable? — of encounters with some of these
mythical protagonists: men who claim that they have met wistful
Hagz;rr upon his endless quest, supped with the hideous Thinru’'u
who serves as the affable nonhuman steward of Thomar'’s towers,
seen fierce Chirene looming above the precipices of the T1shte
Heights, and watched the eldritch running llghts of the ghost-ships
sailing upon the now vanished inland sea of Yan Kér.

The library of the Governor of 'I;umlssa (map 2)is perhaps the best
source for materials relating to Engsvan hla Ganga. For a fee, the
custodian will display the splendid “Book of Priestkings.” Originally
a duplicate of this work was sent to the capital of each province to
proclaim the eternal grandeur of the Engsvanyali empire, but this
copy is the last known to exist. It was calligraphed by Aruchﬁe, the
greatest scribe of his age, illuminated with gold-leaf and colours
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made of powdered gems, and bound in plates of electrum all set with
sparkling jewels. It is also.said that if one watches the miniature
pictures upon its pages, that these will move and visually display the
story written in the accompanying text. A good book for the beginner,
however, is Duman Langshﬁ’ “Shartokoi Guél DAimi” (A Priest
There Was), 1n Tsolyani, the manuscript of which is kept in the
Temple of Avanthe in Jakalia (map 2), although copies can be had
almost anywhere. Angther good source is “Engsvan hla G&nga,
Kolum®babardslisa” (Engsvan hla Génga, the Mighty and Powerful
Empire), by a group of authors, in Tsol ni, the original of which is
kept in the Temple of Karakan in Béy Su (map 2). Thefall of Engsvan
hla G&nga and the political events of the Time of No Kings are well
covered in Kérulya Kettumrid§l's “Pogﬁrdlkh hiKolum&bab¥rdii”
(The End of the nghty Empire), m Tsolyam available in the library
of the Temple of Avénthe in J akélla (map 2). The legends of the Time
of No Kings are nicely presented in Bﬁsnmyal hiMaz&k” (Men of
Power), by Tilékku Beshyeng in 'I‘solyam, kept in the private
collection of the Govemor of Bey Su A more recent study is Mi’fra
hiVeshima’s “Badragadahyal thagalshan” (Great Wizards of
Antiquity), in Tsoly&ni, which can be had from most book-copyists
throughout Tsolyfinu (map 2).

1.370. THE SECOND IMPERIUM*

By the time the histories began to be written again, the foundations
of the Empire of the Petal Throne (which rules modern Tsolyanu) had
already been laid — indeed, formalised and crystallised. The peoples
of this part of Tékumel have a predilection for elaborate ceremonial,
visual display, and the security brought about by knowing exactly
where one stands in the social order. The earliest records of the
Second Imperium (those of the fifth Emperor, named Trakonel I “the
Blazing Light,” whose reign lasted from 139 to 195 of the currentera)
already indicate that most of the apparatus of the modern Tsolyani
state was in existence. It has changed very little since.

The first Emperor is known only by his clan-name: “the
Tlakotani.” There are no records of his antecedents, who he was, or
how he came to subdue the other petty states then ruling in the region.
All that is certain is that he had a considerable body of supporters, an
army of sorts, and a base of operations somewhere near present Béy
Su. He also pessessed an ancient technological device which struck
awe into his contemporaries: this was the Seal of the Imperium,
which produces impressions upon parchment, stone, or metal which
cannot be counterfeited and which seem to contain — if one gazes
deeply into its whorls and convolutions — hints of fearful other-
planar power. The original purpose of this device is not known, but it
serves to surround and enhance the Imperium with all of the power
and mystery of the ancients and of the Gods. This Seal (Tsolyam

lumel) is more than just an emblem; it stands for the organic,
living persona of the State itself. Iﬁlumel also denotes “Emperor,”
and a feminine form, KGlumelra, signifies “Empress.” The dating
system of the Second Imperium begins with the putative first regnal
year of the first Tlakotdni, and all years thereafter are termed
tuK8lumel “after the Seal,” abbreviated to “A.S.” in this book. As of
this writing, the year is 2,358 A.S.

Surviving legends indicate that even the first Tlakofani may have
practiced the royal seclusion which has become the hallmark of
Tsolyani government. Whether because of ritual untouchability of
the Emperor’s person, or whether the result of the paranoia of an
absolute monarch (all too often justified, alas!), this custom has now
become ironclad tradition (if not actuaily “law”). Once an heir is
chosen to ascend the Petal Throne (see below), he or sheisimmured in
the Golden Tower at Avanthér (map 2) for the rest of his or her life.
Every Imperial word carries the voice of divine authority; the ruleris
“the Envoy of Mankind unto the Courts of Heaven” and “the Speaker
of the Will of the Gods Within the World.” The monarch never
appears in public again, nor does he leave Avanthér. Audiences are
granted from behind a screen of translucent jade set high up in one
wall of the Hall of Supernal Radiance just below the Golden Tower.
There the ruler sits upon the Petal Throne, reputedly a great seat
carved in the semblance of a delicate flower from the same green-grey

The reader will by now be familiar with the map
locations of the larger nations and some of the cities, and
these directions will henceforth be omitted except in the
case of a small city or place name not on map 2.



jade. The presence of the unseen monarch is announced by the
lighting of a small lamp behind the screen. Even the ruler’s voice is
not heard. Instead, the First Prelate of the Court of Purple Robes, one
of the high-ranking orders of courtiers at Avanthar, repeats the
Imperial words to the kneeling nobles below. Even when private
audiences are held in one of the secluded Cloisters of Divine
Proximity just off the great hall of the Petal Throne, the K6lumel does
not appear in person but participates from an adjoining chamber by
means of a system of mirrors (in which he cannot be seen, but the
supplicant can) and speaking tubes. The solemn and arcane nature of
the Imperial presence is thus preserved; decisions can be made upon
an objective basis, rather than because of personal or clan ties; and
the ruler is protected both from foes and also from self-serving would-
be “favourites.” Only one sovereign broke with this tradition of
Imperial seclusion: this was Hejj¢ka II “the Heretic” (1,325-1,340
A.S.), who left Avanth@r to lead his armies against the Salarvy#ni.
The experiment caused such consternation, however, that it was
never repeated — not even by Gye’smu “the Iron Fist” (2,015-2,065
A.S.), during whose reign Lhe Mu’ugalavyafni invaded Tsoly&nu and
battered at the gates of Bey Sii itself.

Within the Golden Tower a corps of deaf mutes, “the Servitors of
Silence,” is charged with the Emperor’s personal service, protection,
and supply. This body actually forms one of three divisions of the
feared “Omnipotent Azure Legion.” The second portion of the Legion
is purely military and is composed of the finest soldiers the Imperium
can muster. The third is devoted to the gathering of intelligence,
policing, and the coordination of the government and the society as a
whole.

Only the Servitors of Silence and the highest officers of the other
two arms of the Legions are deaf-mutes. New recruits for this service
are usually obtained from amongst the children of the Servitors
themselves, and if these are born normal, they are made deaf and
mute at an early age. Women from every part of the Empire also bring
their deaf-mute infants and offer them to the High Steward of the
Golden Tower. If selected, these “Chosen of the Seal” are assured of a
luxurious and eventful life.

The loyalty of the Servitors of Silence and also of many of the
highest nobles and officials of the Imperium is guaranteed by
another device of the ancients: “the Jade Arch.” This is a monolithic
truncated pyramid of dark green stone. A single short corridor passes
completely through its base, and any person who traverses this has
the patterns of his brain altered so that he cannot contemplate
disloyalty to the KBlumel — the persona of the State. Although the
Jade Arch is operated by the Servitors of Silence, they do not
understand its technology, nor can they alter its settings. Its power,
moreover, is very limited, and only a few of the most important
officials of the Empire can be so treated. Its effects are permanent and
unalterable — at least by any means known today. The persons or
beings (?) who installed this device for the first Tlakoténi had the
wisdom to setit to produce loyalty to the Imperium and the institution
of the Kblumel as a whole, rather than to any specific individual,
group, or sect. The Jade Arch does not alter or impair the powers of
judgment; it does make it impossible to support a rebellion against
the Tsoly&ni state or against the current holder of the Seal of the
Imperium.

The Servitors of Silence provide the monarch with every
imaginable luxury within the Golden Tower. Each day they also
bring in reports from the agents of the Omnipotent Azure Legion,
files, dossiers, and other materials for the Imperial scrutiny. The
resultant decrees are published on leaves of gold in the “Korfinkoi
hiGardgsisayal KGlumelan hiTirikéludaliddlisa” (The Book of
Mighty Imperial Deeds of the Great and Glorious Petal Throne). This
may be inspected by persons of noble rank in the Hall of Blue
Illumination in the Chancery at Avanthr. Matters of high policy are
not so openly displayed, of course; these are recorded in a special
Secret Book, and it is the duty of the High Provost of the Chancery to
issue the appropriate commands.

Another function of the Servitors of Silence is the provision of
sexual partners for the monarch. There is no concept of a permanent
“queen’’ for the Emperor (or a “royal consort” for an Empress) with
status and powers of his or her own. Instead, male or female
concubines are seletted from all over the Empire. This is considered to
be a signal honour — although the ornate ceremonial and the
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constant surveillance of the deaf-mute attendants must make it
somewhat less than a memorable erotic experience. Royal concubines
remain in a separate section of the Golden Tower until summoned or
until the ruler tires of them. In the latter case, they are returned to the
outside world and are granted a stipend, servants, and an honorary
post in one of the temples for the remainder of their days. A few of the
more sanguine Tlakotanis have also had their playthings slain when
these no longer amused them, but over the centuries this practice has
fortunately not been frequent.

Children born to a prince or princess automatically become royal
heirs themselves if their parent ascends the throne. Those born later
in the Golden Tower may be given “the Gold” (a circular golden
plaque impressed with the Seal of the Imperium, the symbol of
princely status) at once. They are then brought up at Avanthar
(though never within the Golden Tower) by nurses and tutors chosen
by the Omnipotent Azure Legion. They are told only that they are the
offspring of the sovereign, and theidentity of their other parentis not
divulged. In due course supporters collect around them, they are
given Imperial posts to try their mettle, and they must study and
train for the Kﬂlumeja‘lim “the Choosing of Emperors,” which may
one day gain them the right to ascend the Petal Throne.

A certain percentage of Imperial births is also kept secret, The
Omnipotent Azure Legion removes these infants from Avantharand
entrusts them to various patrons, usually the highest clans, the
greatest religious orders. The exact process by which this is done is
known only to the monarch and the Servitors of Silence. These
patrons then raise their wards as they see fit. Some inform the child of
its royal status as soon as itis old enough to understand; others reveal
its true identity to it and to the world only when they deem the
political time to be ripe. Chances of a strong alliance, the growing
power of an opposing party, and the pressure of changing events may
impel the patron to play this vital trump card. The Omnipotent Azure
Legion is then summoned, records are produced, and the child is
“given the Gold.” The new heir or heiress, all dazed and unbelieving,
is then borne off in high procession to Avanthar to receive the
ceremonial acknowledgement of the sovereign and to receive all of
the perquisites of princely rank.

As soon as an old monarch has died and the great sarcophagus
sealed away in the black vaults below Avanthar all of those who
possess the Gold (plus any remaining undeclared heirs or heiresses
who muyst be hurriedly produced by their patrons) are summoned to
Bgy Sii for the Choosing of the Emperors. There they undergo a
traditional roster of tests which cover every facet of character
thought by the Tsolyéni to be needful for a ruler: bravery, endurance,
cunning, physical prowess, judgment, knowledge of history and the
arts, competence in “magic,” and a dozen other fields. A candidate
has the right to name champions to represent him or her in any three
of these categories but must compete in person in all theothers. Each
event is carefully judged, and the strongest contenders are taken at
last within the sacred precincts of the Temple of Hnalla where the
Holy Adepts of all the temples and the High Princeps of the
Omnipotent Azure Legion make the final selection according to
ancient and secret ritual methods. The winner is then declared and
conveyed to Avanthdr. The losers are given over to the Temple of
Karakan for sacrifice.

Should an Imperial heir or heiress not wish to compete, it is
permitted to “renounce the Gold”” at any time beforethe Kolumejdlim
begins. This decision is quite final, and even if the new monarch dies
or is never enthroned, a non-candidate can never enter the contest
again. Instead, such persons must retire to private life. They are
given posts in the Imperium and spend the rest of their days as
ordinary members of the Tlakoténi clan. Only if the sovereign dies
without issue may the children of such non-candidates be asked if
they wish to compete in another K6lumeja\lim. This privilege is,
however, open to any Tlakot@ni except one who has previously
“renounced the Gold.”

The principle of the Tsolyfni succession is thus partially based
upon genetic kinship. If a royal heir dies and if the patron group is
clever enough to substitute another child, then well and good. The
Omnipotent Azure Legion acts to prevent this, of course, and the
punishment for deception is extreme. But if it comes to light after the
candidate is on the throne, it is taken as evidence of cleverness and is
considered no great scandal. The Tsolyfni hold that the possessor of



the Seal must be the best possible contender — and “best” is not to be
interpreted in any moralistic sense. Instead, it denotes being the
strongest, cleverest, most cunning, most diplomatic, and most
knowledgeable. Loyalty to the Imperium enters in, naturally, as does
devotion to the prosperity of the Empire. If this demands draconian
solutions, then so be it; the best Emperor will see that these are carried
out. '

As can be inferred, the Tsolyﬁni concept of “good” and “evil” is
more utilitarian than spiritual. Abstract “moral” principles play
little part. One may adhere to *“Stability” or “Change,” but these are
by no means to be equated with the “Good” and “Evil” (or “Law” o1
“Chaos”) of this world. It is only when one comes to the doctrines of
“noble” versus “ignoble” action that it is possible to speak oi
“ethical” behaviour, although this, too, has little in common with
present-day ideas of “good” and “evil.” To quote from ‘“The Book of
Ebon Bindings” (translated and edited by M.A.R. Barker,
Minneapolis, 1978, p.9):

“ .. when a man acts ‘nobly,” he behaves in accordance
with his Skein of Destiny, as he perceives it. He serves his
God; he is loyal to those who think as he does; heis staunch
in his courage; and he is forthright in his deeds.
Conversely, a man acts ‘ignobly’ when he ignores his own
avowed principles, when he abandons his clan or his
comrades, when he vacillates or is false or lazy, and when
his deeds are small and niggling. The priestess of Lady
Avinthe is ‘noble’ when she feeds the poor, assuages the
pain of the aged and the sick, and supports the strictures of
society. So also is the priest of Lord Vimfihla ‘noble’ when
he goes forth to bloody battle, sacrifices the daily victims
upon the altar of the Flame, and burns the cities of his
enemies. The same is true of the devotee of Lord Sarku
when he establishes the cities of the dead (the great
graveyards and catacombs outside of most Tsoly&ni
cities), gives his offerings to the mouths of the Questing
Worm, and strives ever to draw the living down into the
eternal watchfulness of Death.” (From the Introduction by
Tsémel Qurén hiKétkolel, High Ritual Priest of Lord
Ks:;rul.)

Even at its grandest, the Second Imperium never approached the
vast territorial expanse of Engsvan hla Ganga or the Empire of the
Dragon Warriors. It remained largely a TsolyAni phenomenon,
bounded on the west by the Ch#kan forests, on the north by the
central mountain range (the backbone of the continent), on the east
by the jumbled crags of Kilaldmmu and the fastnesses of the jungles
of Gilrdya, and on the south by the great ocean. Throughout this
period Livy&nu, Mu'ugalavya, and Salarvya all remained separate
and independent. For a time the deserts of Milumanay# were ruled by
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the blue-armoured soldiers of the Petal Throne, and the armies of the
Seal plundered the squabbling city-states of Y&n Kér and Saa Allaqi’
with impunity. Milumanay4 was eventually lost, and the situation in
the north has now been completely altered by the emergence of a
charismatic leader, of whom more will be said later. In the west the
Ch%kas changed hands back and forth in a long tug-of-war with
Mu’ugalavyd, and this culminated in the Great War of 2,020 A.S.
which ended in a stalemate. Much the same occurred in the east,
where the Imperium vied with Salarvya (and with the vicious
Hlutrgﬁ) for control of K4ija, Kerum;n, and Chaigdri. There were the
usual internal problems: religious strife and persecutions in spite of
the Concordat; difficulties with the nonhuman PECh&i and Pdchi Lei
whose enclaves lie within the boundaries of Tsolyanu; a sharp but
indecisive class struggle which gained some rights for the
agricultural and mercantile clans and reduced the powers of the
ancient Bednalljan-descended nobility; many economic ups and
downs; and the expected quota of major and minor civil wars,
insurrections, and anarchies. Nevertheless, the Five Empires (i.e.
Tsolyanu, Mu'ugalavyd, Salarvy:;: Livygnu, and Y&n K&r) have
tended to sink more and more into humdrum complacency over the
centuries, as an old woman settles into her seat by the fire. The
priestly hierarchies and the ponderous bureaucracies are firmly
entrenched, and tradition, ritual, and obedience to authority are
deeply ingrained. It would thus probably require more than just an
upstart revolutionary or a dissident group to overturn the system. A
leader or even a dynasty may be replaced, but this would be only a
matter of subsituting one cog for another, and the great machine of
society would continue to function as before. Real social change
would demand a complete revolution in the foundations of these
cultures, one which could shatter the smug citadels of political and
economic power, but there are no harbingers of this as yet.

A few clouds are always present on the horizon, of course. The
unification and growing power of Ydn Kor have sent the other
nations scrambling for alliances and advantages. The Ssf have
recently made strgng incursions into Chaigﬁri and Kilaldmmu
again, and the Hliiss have increased their harassment of shipping
and also appear to be plotting with certain others of the inimical
races. Some sharp-eyed thinker may perceive the economic and
military uses of the Bazhaq (cf. Sec. 1.330) and bring about sweeping
changesin the Five Empires. Religious and clan rivalries between the
present heirs to the Petal Throne may bring about open civil war and
give the Yan Korygni the opportunity they have been awaiting.
Current political matters will be discussed more fully below.

For those who would profit from a brief overview of Tsolyani
history it may be best to list the 61 Emperors of Tsolygnu and provide
a salient detail or two of their reigns. Note that the dating of the early
rulers is dubious.

Evidence for the existence of the 2nd Emperor is scant.

First name partially missing on his one remaining stela
Battled with the cult of The One Other (c. 176)
Died of the Plague of the White Spots which ravaged the

Regent for the children of the previous Empe/ror; High
Princeps of the Omnipotent Azure Legion; Pé Ch8i revolt.

Raids into Mil umanaya and Yan Kor
Devoted to art and music; allowed the Empire to decay
A strong ruler who made incursions into Mu’ugalavya

A scion of a distant branch of the Tlakotani clan

A whimsical and unstable rule r, much deyoted to pleasure
A clever strategist whose troops raided Pén Ch%ka and
Mu‘ugalavy; established the intelligence gathering arm

of the Omnipotent Azure Legion

Subjugation of the Kirt Hills jn 590; put down tocal
revolts and fought the Hlutrgd

Fought “the Shopkeepers’ War'’ which gained some rights
for the merchants and middle-class agricultural clans

No. Name and Title Dates Events
1 the First Tlakotdni 1-85(?) Imperium founded
2 [Name unknown] 85-90(?)
3 HBrukel N‘1én 90-135(?) Warred with the Hlutrgl
4 To.,. Milina 135-139 (?)
5 Trfkonel | *'the Blazing Light"” 139 - 195
6 Héshqu MiGna | 195 - 196
. . Five Empires
-1 Ashgo hiVrayussa 196 - 219
7 Trakonel |I’“the Victorious'’ 219 - 269 (?) Defeated the Pachi L 6i
8 Desh&tl Milina “'the Stable
Mountain” 269 - 327 (?) Administrative reforms
9 HEshqu Midna !l ““the Wind-Rider’’ 327 - 382 (?)
10 Trikonel 111 “the Godking” 382 - 384
1 Ash&ret! Tikdsa “the Power Forever” 384 - 444 {?)
{-] The Period of the Chancellor: there was no En;peror, and the imperium was ruled by the High Chancellor of Avanthar from
c. 444 to 446. In 445 the false Emperor, Ajinai Teshklima, was defeated and slain.
12 HErukel 11 446 - 464 (?)
13 Sriyésa “'the Lady of the Palaces’ 464 - 517 (?)
14 Horkh{inen “the General 517 - 580 ({?)
15 Kursh;tl Nikuma ! “Seizer of Cities” 580 - 641
o~
16 Arodai Nikima 641-709
17 Hehejgllu “the Dark Moon’’ 709 - 801 Worshipped Sarku and

gblished the hegemony of the
&, and Ks&rul) in Avanth&r;

e.,s't
Dark Trinity {SSrku, Hr0’



19
20
21

22
23

24

25

26
27

28

30
31

32
33

35
36

37

39
40
41

a2

43

44

KurshBtl Niklima 11 “the Viewer
of Night"

801 - 816

14

persecuted the tempie of VimGhia and also}hose of the
Lords of Stabw’ty: accession of Milumanay? in 730 and
of the two Chakas in 780-1

More religious strife between the Dark Trinity and the
other temples; unexplained disappearance of the Emperor
from Avanthar in 816 - said to have been bcrne off by
demons

The Time of No Emperor: a number of candidates competed for the throne while the realm was ruled by a coalition of the

priesihcpds otChange from 816 to 830.
Hrishm\ya Neqo |
" 7
Hrlshm,una/Neqo il
Todukai Néqo "Pillar of the State’’

Ngan morel N 'éqo

Vaylma SG “Empress of
All the Lands”’

Shajra Sl: “Divine Daughter of
Thimis”

Nrfga Gaqchiké “the Spider”

830 - 831
831 - 851
851 - 905
905 - 916

916 - 945

945 - 984

984 -1,010

Formation of the Assassins’ cians, Civil st rife and much unrest.

A distant relative of the last Emperor; a nonentity
Another ineffectual ruler !

Many administrative reforms; structuring of taxes, local
and provincial administrative functions defined, etc.

A vapid and silly esthete

A devotee of both Thdmis and Ava’nthe, she persecuted

the devotees of Change with a vengeance and brought about
almost a religious civil war; thought to have been poisoned
by the Servitors of Silence for the good of the realm (?)

Even more of a fanatic for the Lord of Wisdom than her
mother, this Empress continued the persecution of the
followers of Change, besieged the City of S8rku, and
engaged in civil war; she signed a treaty with the
priesthoods in 975 under some duress

Intrigued against the power of the temples of Stability and
pressed for the hegemony of the priesthood of Ksarul

Civil war: quarrels between the temples brought the nation into open war which lasted from 1,010 to 1,026. A number of

«

provinces (e.g., Fasfitum, Tumtssa, and Chéne Hb) actually broke from the Empire for a short period and attempted to

become independent states,
K&nmi‘yel NikGma | ““the Warrior"’

Kénmi'yel Nikdma 11
Targholé Nik\fma “the Usurper”

e H Iz
Nu’'unka “the Pious

K&nmi‘yel Nikima I1I “the
churge of Vimuhla™

Kanmi'yel Nikuma IV ""Flattener
of Peaks"

7 e
Kanmi vel Nasundel
Januié "'She of the Blue Goddess”

Metlunel | ““the Foolish”

04 H g
Metlunel I *‘the Builder

Tariktdnme “E xpander of Temples”’
’
Sunun Dréntike ““the Mad*

P
Dashiluna "the Green-Eyed”’

Tontikgn Rirung"SIave of Demons”
Hejjéka | **the Replacer’
Hejigka Il "the Heretic”
Nghérradu “the Ascetic’

/
Hejjeka 11 “‘the Fat”

Méttunel 11 *“He Who Thirsts*

1,026 - 1,031
1,031 - 1,057

1,057 - 1,062

1,062 - 1,062

1,062 - 1,074
1,074 - 1,122

1,123- 1,123
1,123-1,1556

1,155 - 1,202

1,202 - 1,251
1,261 -1,279

1,279 - 1,279

1,279 - 1,306

1,306 - 1,318
1,318-1,325
1,325-1,340

1,340 - 1,365

1,355 - 1,407

1,407 - 1,458

Restored ord er after a long series of campaigns; |ater raided
Salarvya and sent an expedition into Sa'é’Allaqf

Permitted the rise of the temple of Vimuhia in the west/
and northeast; much of the west ruled by Targhol€| Nikuma
during 1,056-7

Began as an ordinary member of the Tlakotﬁﬁ clan in
Tumissa; became general and then governor of the western
provinces; ascended the throne after a brief struggle and
ruled ruthlessly in the name of Vimuhla

Attempted to restore the power of the temples of Stability;
said to have been sickly (?)

Established the ascendancy of Vimtfhla

Another devgtee of the Lord of Fiame; conquered the
island of Vrdin 1,115 P

Apparently ruled only in Béy SU and the east

Ruled for one year in the west as a rival to her brother; when
he died (or was somehow slain) she became sole ruler; a
devotee of AvAnthe, she worked to restore order in the
Empire; a good but unimaginative Empress

This monarch began well but seems to have increasingly
suffered from a form of paranoia which led him to fear
everyone and to take the most ridiculous precautions for
his safety; during the iatter part of his reign the Empire was
actually governed by his adult son, who later ascended the
throne as Metlun@l 11 v

Many great palaces and temples erected; the Sakbe Road
system was improved; fought in Salarvy§ in1,218-9

Had a passion for temple architecture and constructed huge
edifices for all of the 20 priesthoods equally; strengthened
religious controls over the society and almost succeeded in
establishing a theocracy

His rule was limited to the Golden Tower only; slain by his
sister at the invitation of the Omnipotent Azure Legion
which became convinced that his c ontinued existence was
a threat to the Imperium

A devotee of Dlam@lish, she attempted to emulate the ancient
Bednflljan queen Nay&i; renowned for her curious orgies
and other habits

A necromancer and sorcerer, it is whispered that this ruler
studied the doctrines of She Who Cannot Be Named
Restored the Empire to the rule of the Lords of Stability
and re-established laws and traditional rights

Abandoned the custom of royal seclusion ag,d marched
with his armies during the war with Salarvya, which lasted
throughyut his reign; conquered much of northwestern
Salarvya

Restored the custom of royal seclusion and devoted himself
to the worship of the Lords of Stability; gave up his
father’s territorial gains in Salarvya

Reigned peacefully; said to have gained his nickname not
because of his personal girth but because during his reign
“the Empire was fat and well-fed’’

The reason for this monarch’s sobriquet is not known; it

is thought that he died of a wasting disease
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45 Hejjd(a 1V “Restorer of Dignities” 1,458 - 1,517

46 Metlune! V “the Esthete” 1,617 - 1,574

47 Heijjéka V "the Openhanded” 1,574 - 1,623

48 M&tlunel VI “He Who is Lame” 1,623 - 1,699

“"the Usurper

Gave local autonomy back to the island of vr&and other
protectorates; restored ancient patents of nobility --

with resylting social chaos

Both D& ChBka and P4n Chéka lost to Mu'ugalavy{in
1,565-6; the city of F‘a’ya Gupfa|so taken by the
Mu‘ugalavy8ni, and other parts of the Empire weakened
while the Emperor dallied with his slavegirls and artistic
productions in Avanth8r

Generous and cultured but naive about foreign affairs;
gave away much of the ancient treasure stored in Avanthar
at a series of magnificent fetes and ceremonies

Another pleasant nonentity

The Time of the Usurpers: the Empire was torn by sudden civil strife as ancie nt,rivals sgw an opportunity to seize})ower. Chraiffﬁa
the North”, Vriggétsu Dn3sh “the Usurper of the South”’, Onus( hiBarudla “the Priestking of Fasiltum”’, and

QengBlu hiVrfddi “the General of the West" all vied for the throne during 1,699 and 1,700. These contenders only managed to
weaken each other, however, and in the end the Omnipotent Azure Legion crowned a distant clan-cousin of the previous Emperor

in Avanthar.

49 K&nhmi'yel Nikuma V “‘the Pretender’” 1,699 - 1,747

Dunfmu *the Copper Blade of S&rku’ 1,747 - 1,809

51 Nrainue’"the Irirdescent Goddess’’ 1,809 - 1,872

52 Al&ya “the Damsel of Purity” 1,872 - 1,931

53 Ninu® Jaifsa “"the Maiden of Beauty” 1,931 - 1,958

Neshkir;ma the Cloud-Spinner”’ 1,968 - 2,015

Time of Many Emperors: during the year 2,015
of Emperors had not been performed honestly,
Emperor Neshkiruma’s many sons to ascend the Petal Throne.
2,015 - 2,065

55 Gyé’smu “'the Iron Fist”

Gy{smu Déisan “the Magnificent

and Ever-Living”’ 2,065 - 2,168

Hesht{ atl ‘the Mighty""

2,168 - 2,234
Arshl’u “the Ever-Splendid”’

2,234 - 2,291

Hetkolﬁnen “He Whose Glory

Never Ends” 2,291 - 2,345

N o

60 Mursan Dlekkﬁmine the Weak "’ 2,345 - 2,346

Hirkgne Tlakotﬁni "the Stone Upon
Which the Universe Rests"

61
2,347 - to date

For further information concerning the Second Imperium, students
are advised toconsult “Balamtsgnyal hitﬁplan}(o]umeldélidélisayal
hiKﬁlumebabérsasa" (The Histories of the Beloved, Very Great, and
Powerful Emperors of the Most Mighty Imperium), by Hered%ru
hiMritlékka, in Tsolyani, available in almost every library in the

After an inauspicious beginning as the puppet of the
Omnipotent Azure Legion, this/ru|er became one of the
more enlightened Emperors; Do Chaka retaken from Mu
in1,711

Repeated some of the excesses of Emperor, Heheigllu,
who also worshipped S&rku; put down a P& Ch8i rebellion

in the Protectorate of D8 Ch8ka with ‘terrible bloodshed -
for which the PE Ch%i have never forgiven the devotees of
the Lord of Worms

Re-estal;lishment of the power of the temples of Stability;
P&n Chika retaken from Mu’‘ugalavya in 1,842

Worshipper of Avinthe and her Cohort, Dilinala; never
married and apparently never took male concubines; died
without issue v,

Younger sister of Empress Aléya but only an infant when the
latter ascended to the throne and thus still eligible for the
Choosjng of Emperors; said to have been the Lesbian lover
of Altya; remained devoted to Dilindla and died without
issue (although some say that Emperor Nesh kirGma was her
illegitimate son)

See above; totally disinterested in government; paid no
attention when Milumanaya seceded and declared its
independence in 1,976

s -~
ugalavya

many candidates vied for the throne. There were claims that the Choosing
and eventually the Omnipotent Azure Legion stepped in and aided one of

Perceiving the Empire to be weakend by internal strife,

the Mu‘ugalavyani invaded in 2,019 - 2,020. The Ch%kas
and the central western regions of the country fell to them,
but they overextended their su pply lines, and they had to
fall back. The Imperium recoyered much of its lost domains.
Then in 2,029, while Salarvya was embroiled in its own
civil war, Tsoly&nu seized th; K4ija Protectorate, then
Kerun@n in 2,031 and Chaigari in 2,(3? . The Tsolyani
might have continued gn into Salarvya proper, but the
rising of the ancient Sarku-worshipping Tto clan in the
Chfkas in 2,045 caused the Emperor to turn his

attention again to the west

The new conquests were consolidated and order restored;
balance between Change and Stability achieved; failure

of attempt to recover Milu manay$%; this Emperor is said to
have lived to the age of 125 through the use of “magic”
and drugs

A good and sensible ruler

Another excelient statesman; gave attention to trade

and foreign relations a nd signed treaties with Livyanu
and Pechfno

Repeated invasions of Y%n K8r and Mitum aya’;
supgression of inci*)ient revolt by the Vimihla-worshipping
Vriddi clag of Fasiltum in 2,340-1; rise to power of
“Baron’ Ald, the new leader of Yan K6t

Said to have died of a strange plague. In reality, his death
was d\;e to the deadly drug Zu'Ur supplied to mankind by
the HIuss

Defeat of Mu'ugalavvéni ra(iders at the Battle of Butrds
early in 2,347; Battle of R{ in Salarvya late in the same
year; further invasions of Yan Kor and the norgh; war with
Y&n K8 accidentally started in 2,356; loss of Atkolel
Heights a,nd Yén Ko;yéni invasion halted at battles near
Chéne HO and Khirgér in 2,356-7

Empire. Although both voluminous and somewhat outdated, itis still
preferable to the more recent work by Chérodu hiSsSinggela,
“Balamts&nikh hiGard4sisasayal Lémimra hiWisu" (The History of
the Mightv Deeds of Our Realm), also in Tsolyz/mi and procurabic
everywhere.
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1.380. CURRENT HISTORY

A brief excursus on recent events and the present political situation
of Tsolyanu will be of interest to those planning to reside there.

The present monarch, Hirk&ne Tlakotgni, became Emperor after a
distinguished career in his grandfather’s army. As a young Prince, he
served in Y%n K&r and the north and was a boon companion of
General Kettukel hiMraktiné (commander of the First Legion of
Ever-Present Glory and now High General of All the Armies) and also
of Baron Ald, the Sa& Allagiy&ni mercenary who has now become the
ruler of Yan K&r. When his father passed away, the Emperor was
already in his late middle years. No other candidate came forward to
challenge this powerful and clever man, and he ascended the Petal
Throne unopposed. He is now approximately 75 years of age, still
strong and in good health, but very conscious of his human frailty
and thus eager to influence the succession for the good of the
Imperium.

Prince Hirkane Tlakotani already had five acknowledged children
when he attained the throne. He seems to have anticipated his
ascendancy to the Golden Tower since he also had others of his
offspring secretly given to various patrons by the Omnipotent Azure
Legion — a step expected of a prudent Emperor but not of an
uncrowned Prince. It is thought that not all of his heirs have been
brought forth by their patrons to recieve the Gold by any means, and
that there are more Imperial children awaiting their opportunities —
or their patrons’ perception of the political situation. As of this
writing, only the following are known:

1. Rereshqgla: son, aged 42, protege of the ancient and
aristocratic Clan of Sea Blue, one of the ;y'llars of the
Royalist Party. Rumour has it that Rereshqala will wish
to renounce the Gold and retire to his pretty villa on the
seacoast near JakKalla. An urbane and cultured man, he is
much given to opulent entertainments and the arts.

2. Eselrfe: son, aged 36, protege of the Military Party and the
temple of the war-god Karakin, friend of General
thtukal, and an experienced soldier. He is bluff,
forthright, decisive, and physically very strong. Many
think that he lacks sufficient diplomatic ability and the
cleverness to see the solution to a problem, however.

3. Surundéno: son, aged 34, protege of the Temple of Thdmis.
He was trained as a scholar-priest of the Lord of Wisdom
before being informed of his princely status, and heisstill
somewhat shy and retiring, although struggling to cope.
The priesthood of Thiimis revealed him early in 2,356 A.S.
in order to swing the support of the Tem,ples of Hnflla,
szfnthe, and Belkh&nu away from Eseln® and towards a
less militaristic candidate.

4. Mridébu: son, aged 33, protege of the Provost of the High
Chancery and the exalted court circles at Avanthér. He
has lived all his life at the centre of the Tsolyani state and
is familiar with every aspect of government. Smooth,
polished, and yet somehow rather cold and
unprepossessing, Mridobu has all of the diplomatic skills
which Eseln®e lacks, but he has no experience with the
army, and his profession of the faith of Ksarul is seen as
only lip-service and is not satisfying to the Priestly Party.

5. Mirusﬁra: son, aged 32, raised as an ordinary member of
the Vriddi clan of Fasiltum and served in the Legion of the
Lord of Red Devastation (18th Imperial Medium Infantry)
in which he rose to the rank of Dritldn (roughly equivalent
to Co}onel). He was r«;vealed by his patrons, the Temple of
Vimuhla and the Vriddi clan late in 2,356 A.S. in order to
counter an attempt by Eselne to ally the two war temples
(Karakan and Vimihla) into a single strong military
party under his leadership. Mirusfya is an experienced
soldier and also possesses some skill at diplomacy. He has
also lived the day-to-day life of the Empire and is familiar
with its problems. A major difficulty for him, however, is
the ancient rivalry between the Vimuhla-worshipping
clans of the west and the eastern-oriented Vriddi
aristocracy.

6. Dhich’uné: son, aged 29, the protege of the Temple of
S4rku. He is fanatically devoted to the Lord of Worms and

has attained the rank of Lord Adept in this temple. He
draws support from the priesthoods of the Dark Trinity
and their Cohorts: Hrii'n, Ksarul (whose more devout
worshippers are not pleased with Mridobu),/ Wurﬂ,
Grugénu, and of course, Durritlamish. Dhich’une has no
military abilities but is nevertheless attempting to raise
legions loyal to his dark faith (including, it is whispered,
undead troops reanimated by sorcery). The forces of
Stability consider him anathema — a devious and
dangerous fanatic — and their remaining temples of
Change (Vimuhla and Dlamélish, plus their respective
Cohorts) would prefer jaded Rareshqﬁla (gstensibly a
worshipper of Hnﬁlla) or even mild Surundano to him.

7. Ma’tn (nicknamed Krithain ‘‘the Exquisite”):

daughter,aged 24, originally the protege of the Temple of
Avglthe but now devoted to her counterpart, Dlamélish,
after a sudden and unexplained conversion. Ma'th is
spoiled, whimsical, and given to voluptuous
entertainments which strain her Imperial stipend to the
limit. She has the support only of the Temples of
Dlamélish and Hrihfyal, plus the backing of certain
factions within the Temples of Av£nthe and Dilinéla who
still favor a woman over any of the male candidates. In
any case, it is thought that Ma’$h will renounce the Gold or
else marry one of her half-brothers (a common practice in
Imperial circles). While this would not make her Empress,
it would give her supporters some leverage with the
backers of the future Emperor — if she chose correctly.
Currently she is vacillating between Eseln&, whom she
has known since childhood, and the newly revealed Prince
Mirusiya.

There are presently four major power blocs in the Imperium:

1. The Imperial Party: this group is centred at Avanthar
under the leadership of the High Princeps of the
Omnipotent Azure Legion, Lord Qorumz’i hiRi’inyu’ssa,
and the Provost of the High Chancery, Lord Chaimita
hiSsanmirin, and its supporters include some of the most
influential courtiers, bureaucrats, and officials in the
Empire. These are the men and women most loyal to the
system and most resistant to change. Their objectives
include expansion only through political and diplomatic
means, an end to the present war with Yan Kﬂ? and the
perpetuation of the status quo. They have evinced a
willingness to cooperate with the Priestly Party but find
the Royalists too threatening and the Military Party too
dangerous and likely to bring about unforeseeable
consequences.

2. The Royalist Party : named because of its leaders’

supposed descent from Bednilljan and Engsvanyali
nobility, the great clans which make up this bloc produce
many of the upper-level administrators, bureaucrats,
landholders, and functionaries. This group _js led by Lord
thmiya] hiSaydncha, Govenor of Be’y Su; Lord Hisun
hiT8nkolel, Govenor of Jaléll,a; Lord Kharihgya
hiBos{ga of Tuml’ssa, and Lord Sruqu hi’l‘gnj(olel, Grand
Legate of the Palace of the Realm in Bey Siu. This party
also desires the status quo — but with themselves in
Avanth&r instead of the present coterie. They would be
willing to strike a bargain with the Priestly Party if the
latter would agree to curb its hunger for greater theocratic
control of lands and villages. Some members have also
urged support for the Military Party, particularly if the
war with Ydn K&r were successful. After all,
administrators, scribes, and bureaucrats will be needed to
rule any newly won domains, and some of these old noble
clans have claims to fiefs in the north dating back to
Engsvanyali times.

3. The Priestly Party: this bloc is split, of course, between the

devotees of Stability and Change, but cooperation is
temporarily useful since the short term goals of the
temples are the same: the expansion of the temples’ power
and the establishment of the theocratic control over the
Empire (similar to that existing in Livy£nu). Their leaders
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include many of the senior clergy: e.g., Aknéllu
hiTikéshmu, High Priest of Hn§lla in B&y Si; Miriggd
hiDulum®sa, High Priest of Hrii'd at B&y Sii; Chaturghg
hi raktine’, High Priestess of Av#nthe at Avanthfr
Dumgen’hiNa’shor}mi, High Priest of Thimis at Be/y S
Korkuma hiVriyén, Senior Priest of Dlamélish at
Tumissa, etc. This bloc posseses immense power: the
temples fund some of the Empire’s best legions; they
operate a communications network of telepathic relays
which rivals that of the Omnipotent Azure Legion; they
own vast lands, collect tithes, and receive the donations of
the pious. If they could forget their doctrinal differences
and unite, they would indeed be a force to be reckoned
with. Most of this group’s leaders prefer the status quo (or
at most only cautious expansion), and they are most
comfortable, therefore, with the Imperial Party. Rivalry
over land control has kept them at odds with the Royalist
Party, and their more conservative members are afraid of
the aggressive stance of the Military Party. Many of the
younger and more zealous rank and file are willing to take
the risks offered by the militarists, however, and the great
war-temples (Karak&n and Vimihla, plus their respective
Cohorts, Chegfrra and Chitgng) are already solidly in the
Military Party’s camp. The priesthoods do have one major
problem, moreover: they have never managed to ally the
suspicion of possible treasonous collaboration with the
priests of other nations. The boundaries of religion are
international: Vimuhla is worshipped in Mu’ugalavy3;

‘Shiringgfyi of Salarvy8 combines the attributes of
Avénthe and Dlamélish; the Dark Trinity has allies
amongst LivyAnu’s mysterious Shadow Gods; and the
Tsolyfni dieties are found almost unchanged in Y&n Kor
and the north, though with different names. The clergy
are distrusted, therefore. In addition, the temples are also
wary of one another since an alliance with Mu’ugalavy4
would aid the devptees of Vimuhla’s Flame, while a swing
towards Salgrvya would bring the followers of Avanthe
and Dlamelish into the ascendancy. The ancient
theocracies of the Bednglljans and ﬁngsvan hla Gdnga
still loom large in the memories of men, and too great an
upsetting of the balance might well set vast
uncontrollable forces in motion.

. The Military Party: this bloc was originally united behind
Prince Eseln€ and included such officers as General
K&itukal hiMraktiné (the First Legion of Ever-Present
Glory, llst Imperial Heavy Infantry); Znayﬁshu
hiVazhimii (the Golden Sunburst Legion, 11th Imperial
Medium Infantry); Sérqu hiChaishyfini (the Legion of
Sérqu, Sword of the Empire, 14th Imperial Heavy
Infantry); Mirkithni vuMakkochfqu (the Legion of
Mirkitini, Hero of Victories, 7th Imperial Heavy
Infantry), Méhmuyel hiVa'urtésh (the Legion of the
Portals of Death, 2nd Imperial Heavy Infantry);
Giriktéshmu hiKoydiga (the Legion of Girikt&shmu, 23rd
Imperial Archers); Hagh/rr hiChunmx’yel (the Flotilla of
Haggrr of Parfinta, 1st Imperial Marines); Tlanéno
hiVorodlfyu (the Squadrons of Tlan&no the Steersman,
3rd Imperial Marines); Glsha hiVord&sa (the Legion of
Gisha the Khirghri, 7th Imperial Medium Infantr ); and

many others. The appearance of Prince Mirusiya has

caused those units devoted to Vimuhla and his Cohort,

Chiténg, to defect, however and Prince Eselné can no

longer count on the support of such officers as Korikfida

hiKurfshma (High Priest of Chiténg at Butrfs and
commander of the Legion of the Givers of Sorrow, 8th

Imperial Infantry); Kuruktfshmu hiK&kolel (the Legion

of the Lord of Red Devastation, 18th Impernal Medium

Infantry); Tslmikel hiTengetlé'ku (the Legion of the

Citadel of Glory, 13th Imperial Crossbowmen); and

others. The Military Party has thus been split in two, and

the problem is compounded by the growing strength of
temple-funded legions espousing the causes of Prince

Dhich’uné, Prince Mrid4bu, or even Princess Ma*nh. Asa

whole, the Military Party desires a quick and successful
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conclusion to the war with Y&n Kdr, even though this
would mean gains for the Royalist Party, which would be
called upon to provide the administrators and governors
of any newly conquered lands. Any advance westward
into Mu’ugalavy® would be costly and risky, but a strike
eastward into Salarvy4 might be easier and more
profitable, particularly if the Salarvydni were enmeshed
in one of their periodic feudal internal struggles.
Expansion into Salarvya/ would also discomfit the
followers of Avanthe andDlamelish, who have ties with
the Salarvy&ni Temple of Shiringg&yi. The militarists
believe that a bargain can be struck with the Imperial
Party (General Kéttukal has been heard to say, “Let the
sycophants sing the glories of the Emperor before the
Petal Throne; leave the glory of the Imperium to us!”). A
modus vivendi may also be worked out with the Royalists,
but differences with the conservatives within the Priestly
Party appear to be insurmountable.

External events may soon force the Tsolyani to solve theirinternal
affairs. The Yan Kory&ni occupied the little state of Pijéna in 2,353,
and the nomads of Milumanay¥ now regularly guide Baron Kid's
green-clad troops south across the Desert of Sighs. Open war with
Y4n K& flared up in 2,356, and the northerners quickly seized the
Ktkolel Heights, the cone of an extinet volcano, precipitous to the
west, south, and east, but easily accessible from the north. The Y&n
Koryani pressed southwards at once but were defeated north of
Chéne HE and again northwestwards from Khirgar. The Baron’s
armies were thus prevented from spilling out into the fertile plains
south of the Atkolel Heights, and the war became a stalemate during
the cold and rainy winter of 2,356. Several minor battles have been
fought since, but neither side has been able to make any significant
advances

In order to undgstand Yan K6, one must know something of its
leader, “Baron” Ald. Originglly a young tribal chieftain from the
Jénnu Range in Saf Allagf; Ald wandered south to join the Tsoly&ni
army as a mercenary. He proved an excellent soldier and rose
through the ranks to become General of the Legion of the Scarlet
Plume, 19th Imperial Heavy Infantry, a unit devoted to Karakn and
to General Kéttukal. Unfortunately, "Ald became a pawn in the

rivalry between the Military Party and the Royalists, and his unit
was betrayed into an indefensible position at K&idrach Field in Yin
K®dr, where it was slain almost to the last man (and this legion has
never been reactivated by the Imperium since). 'Ald was captured, but
instead of sacrificing him as befitted a man of honour, his captors
offered him “the peace of the mercenary”: gold. Bitter over the
chicanery of the Tsolyani, he accepted and soon rose to become
commander of the forces of Y¢n Kot City. Atthattime thenorth wasa
welter of little independent principalities, in Tsolyani eyes fit only as
a source for plunder and slaves.Ald’s military experience convinced
other states to join in an alliance against the Tsoly&ni, and several
Imperial expeditions were summarily repulsed. More allies came
forward, and within a few short years £1d had welded much of Y&n
K#&r into an incipient nation. Eventually even the king of Sa& Allagi’
did homage to this man who had once been one of the least of his
vasgals.

Ald adopted the Tsolyani title of Arse’kmekoi, translatable as
“Baron” but actually denoting a noble fiefholder of middle rank. He
preferred this to any more exalted designation because he did not
wish to offend the pride of certain of his subjects. He has since so
consolidated his power, however, that heis now an absclute monarch
in all but the name. Should Y&n K&r survive the warintact, itis likely
that his eldest daughter (the Y&n Koryani are matrilineal) will inherit
an empire.

The Tsoly@ni sent eight expeditions to defeat this man whom they
had once considered their instrument. Each time the Emperor’s blue-
clad troops were either defeated or were out-manouevred and left with
nothing. Yet during the last of the invasions an event occurred which
has made Baron Ald the implacable foe of everything Tsoly&ni — or
perhaps of everything southern, since he hates the Mu'ugalavyani
with almost the same ferocity. Indeed, there are some who say that
his mind is disordered and that his obsession with the destruction of
Tsolygnu can only end in the extinction of all that he has achieved.
This event was the slaughter by the Tsolya/ni of his mistress, Yilréna.

The daughter of the High Clan of Ke’&, a dynasty allegedly



founded in Bednéjljan times, Yilréna was one of those women in
whose honour young men sing love songs and older poets compose
epics. Ald could not marry her (the caste laws of her people forbade it),
but he took her as his mistress, and while she lived he took no other.
When the Tsolyani invaded Y&n K6t for the eighth time, Kid left her
in the citadel at Ke’€, far behind his lines, and marched off to do
battle at Srigdsh Field. Thinking to outflank the foe, General
Kéttukal detached a sizable force and set it off under the command of
his aide, Qeqélmu hiViridani. This unit encountered only light Y4n
Koryz{ni resistance. The Tsolyﬁi pushed on boldly (some say that
they had become lost) and suddenly found themselves before the
walls of Ke'er. Qeqe/lmu left part of his contingent to besiege the
citadel, which was only lightly defended, and hastened back to rejoin
his General. He arrived just in time to share in the Tsolya’ni defeat at
Srig&sh Field, where he was wounded and later died. The officer in
charge of the siege, one Bazh&n hiSayu’ncha, demanded the
surrender of Ke’{r, but Yilrdna refused to capitulate, believing that
the Baron wgs nearby and would seon come back to take the besiegers
in the rear. Ald, however, was still pursuing the defeated enemy and
did not return in time. The efficient Tsolyani sappers soon breached
the walls, and the city fell. Bazh&n’s men proceeded to sack the place
and also impaled Yilrana upon a stake before the gates — the usual
Tsoly#4ni treatment for a recalcitrant defender. The Baron arrived to
find only the blackened shell of his fortress and the body of the
woman he loved hung up before it, He then vowed vengeance upon the
altars of his fierce Sa@ Allagiyani gc.!s, and this terrible grief and
hatred has dwelt within him night and day ever since. Luckless
Bazhfn was captured by a party of Pygmy Folk, the nonhuman
partisans of Yan Kﬁr, and was brought back to face all of the cruelties
the Baron could lavish upon him. The Baron, however, is not satisfied
and has sworn the annilation of every city in the south.

Ever since the death of Yilr{na the people and resources of the
north have been marshalled for the invasion of Tsolyzfnu. The Baron
realises that his nation is smaller, less populous, and possesses fewer
trained soldiers than the Tso,lﬂmi. He has thus hired mercenaries
from the tundra of the Lorun and from the tribes of the distant
northeastern realms. It is said that he also has a mighty engine of the
ancients: a huge, shrouded oblong the size of a house which is being
borne southward by a hundred teams of Chlén-beasts to assault the
citadels of the Empire. Men say that even the mightiest fortifications
and the thick S&kbe Roads cannot withstand the kiss of the Baron's
new “Ebon Mistress.” There are other rumours as well: hints of pacts
made with the terrible Pariah Gods, stories of strange sailing ships
from across the frigid and unexplored northern sea, and other tales of
sorcery and dark magic. These days the Baron’s advisor and
constant companion is a thin, taciturn little man of no known
antecedents, one Fii Shi’l', whom some call a Mih4lii shape-changer.
Others whisper that he is half human and half nonhuman Pygmy
Folk. The Baron has entrusted one of his best legions to this being, the
Valiant of Ke’ér, and it is F§ Shi’{ also who supervises the “Ebon
Mistress” in her inexorable journey south.

In the years since Yilrana’s death the Baron has indeed taken other
wives and concubines. Lady MmTY, clan-cousin of Yilrfna and herself
a Princess of the High Clan of Ke'&, is chief amongst these, and she
has given the Baron four children, three boys and a girl, all as yet
under ten years of age. Another of the Baron’s mistresses is Lady Si
Zfris Qdya, “the Princess of the North,” leader of the Loriin tribes
which have gathered under the Yén Kory&ni banners. It is also said
that he shows favour to Lady Dég Dir_ngni, ruler of theisland of Vridu
off the northern coast of Yan Kor. Her people are devoted to the Lord
of Sacrifice, a particularly ferocious local form of Vimﬂhla, and she,
too, has brought troops to swell the Baron’s army of revenge. None of
these, nor the dozens of casual concubines and slavegirls,
compensates in the least for the lost Yilr{na, and no one can dissuade
the Baron from his bloody objective.

The Tsolyﬁ)i are well aware of the mobilisation of the north, and
they have not been inactive. During the years just before the present
war General Kéttukal’s enemies in the other three political parties
intrigued to bring his loyalty into question. For a time he lived in
polite “house arrest” in Chéne H®, and his disciplined First Legion

was posted to Sokdtis, far away across the Empire. Prince Eseln€

warned of the danger of a Yan Kory@ni invasion and pleaded with his
royal father to restore Kéttukal and strengthen the legions. The
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Emperor had been on the point of doing this when the war broke out.
The tough old soldier, perhaps the finest fighting man produced by
Tsolyanu in several centuries, is once again with his troops in
Khirg4r, and the Y&n Kory#ni advance has been halted just within
the frontiers. All attempts to recapture the Kikolel Heights have
failed, however, and rivers of men and supplies now pour northward.
Chéne H&, Khirgar, and the high mountain pass north of. Thri’il have
been heavily reinforced. Bonuses are being offered to Shén, Ahoggy¥,
and good hupgnan mercenaries, and the Imperium is also attempting
to entice N'liss warbands to come and enter its service. Expeditions
are being financed to seek iron and also any usable weapons of the
ancients. The nation has been placed upon a war footing. The
economy is thriving, the merchants are prosperous as never before,
and the urban artisan clans are delighted. It is difficult to find slaves
to till the fields, however, since many serfs have been taken away to
transport supplies to the troops (but not to fight — the Imperium has
seen its share of slave revolts and wants no more). The Priestly Party
and the Royalists are both suffering from a dearth of agricultural
workers, and in time this will cause political repercussions.

To the west, the Mu’ugalavya’ni look with some apprehension upon
the/Baron’s plans for war. They would indeed like to recover Da
Chaka and P£h Cha’ka, but the Baron is hostile to Mu’ugalavy& and
an alliance to invade Tsolyfinu simultaneously would be dubious at
best. Many Mu’ugalavy&fni renegades have fled the stifling
bureaucracy and zeal for order of their homelgnd to take service with
Y&n K&, and the latter’s occupation of Pijéna was difficult for the
Red Hats of Ssa’atis to swallow. The Baron has also hired many
N’liss bands — men considered criminals and rebels by the
Mu’ugalavyéni — and there is also the matter of the fugitive
Mvu’ugalavyani general, Mi’itle’nish, who looted the armoury and
treasury of the city of Pagilis and then escaped to Y&n K&f where itis
said he now leads one of the Baron’s legions. Nevertheless, the Red
Hats do not want to see a great Tsolyani victory, a mighty empire
stretching from the southery ocean to the northern sea. Nor would a
defeated Tsoly&nu under Y4n Kory#ni hegemony be in theirinterest.
The Ydn Kory&ni cannot hope to conquer and hold the south, and
centrifugal forces of fragmentation might be set in motion which
wou)d threaten their own stability. Mu’ugalavﬁ might seize the
Chakas in such an event, but they are themselves under pressure
from the Livy&ni in the south and the N’liss in the north and cannot
spare the troops to hold a shattered and chaotic conquest in the east
together. Mu’ugalavya is thus content to make both threats and
overtures to both sides, while hoping for a turn of events which will
provide some gain from the situation.

The Salarvya'ni have more to gain from a Tsoly{ni defeat: their lost
protectorates of Kaiija, Kerundh, and Chaig4ri. They are too far away
to aid Y4p K6 directly with more than gold and a few contingents of
Ahoggya mercenaries sent up via the moguntain passes of

- Kilaldmmu. The Baron has pressured Salarvya to invade Chaigari

and thus draw troops away from the northern front, but the Imperium
would still have sufficient legions in the south to repel anything less
than amajorinvasion. The Salarvyfni, moreover, are busy with their
own interminable feuding, most recently between the ruling families
of Koyl(ga and Chame’& The Tsoly&ni have also increased their aid
to the little state of Pech@no and have urged it to be ready to step into
any gaps in the Salarvyani defences. To make matters worse, the Ss
have lately raided out into neighboring human lands in strength, and
no power in the area dares to weaken its bulwarks against these hated
foes of mankind.

The Livyani are also too distant to play an active role in the war.
They do have a treaty with Tsolyfnu and have been sending
weapons, iron, and other items up by sea. They have strengthened
their northern frontier with Mu’ugalavya, pinning large numbers of
Mu’ugalavyéani troops there. Livy&nu, however, has meanwhile
embarked upon a little congquest of its own: its forces have taken the
southernmost isles of Tsolei (whose privateers have long been a thorn
in Tsdmra’s side) and are advancing northward into Lliirdra Isle in
what seems to be a war of permanent conquest. This disturbs the
Shén of both Mm#fugual and Shgnyu, and the great reptiles have
warned LivyAnu against anything more than a temporary punitive
and plundering expedition. The Shén have never been expansionists
and dislike living in cooler northern climes, but they are not slow to
respond to what they see as a threat to their hegemony over the
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southwestern seas. They, like the Livy4ni and the rulers of Tsolﬁ,
have established small colonies on the unknown continent
(southwestern corner of map 1), and they see this region as logically
theirs to exploit. The situation is very fluid at present.

The other friendly nonhuman races are generally loyal to (or at
least willing to serve) the human nations in which they dwell. Most of
them play only minor rolesin the great political game which occupies
the rulers (}f the continent. The Swamp Folk are devoted to
Mu’ugalavya and staff much of its shipping. The Pygmy Folk are
similarly satisfied with Y4n Két. The Tinalfya are more aloof but do
provide Livyz{nu with a few legions — more out of distaste for the
stolid Mu’ugalavyani than because of any love for the hierarchs of
Tsamra. Most of the P& Chéi are loyal to Tsolyanu, although some
favor Mu'ugalavya, and there are communities deep within the
forests which will have no human masters and prey upon any who
pass their way. The Pachi L& are faithful to Tsoly&nu as well, hating
the Mu’ugalavy4ni passionately because of the great massacre of
1,665. Both the Higka and the Ahogg & are neutral, though much
sought after as mercenaries. The H]dia eyries are independent of
human rule, while the stumpy Ahoggyf give grumbling allegiance to
Salarvya’ (or to Haida Pakfla across the straits) but derive no
pleasure from the company of men. The Mihalli, the aqueous Nyagg4,
and the JJrunén are not at all involved, while the inimical races (the
Ssu, Hhuss, Hlutrgu, and the Shunned Ones) make no alliances with
mankind and enjoy slaughtering the other race- with evenhgnded
impartiality. The Ssu are allied with their cousins, the Hliss, of
course, and they sometimes aid the semi-intelligent lesser species
against man and his confederates, but they are both hostile (or at best
neutral) to the Shunned Ones and the Hlutrgd, and these last two
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species are foes to one another as well. ]
Of the smaller hun}an nations, only a very few are of any political

significance. The N’l{iss compel the Mu'ugalavy&ni to maintain large
garrisons along their northern frontiers, and bands of these huge
barbarians are welcome by both the armies of Yan Kér and Tsoly&nu.
The forest tribes of M’m6;cha and Nm#rtusha are inconsequential,
and the disunited, piratical sailors and fisherfolk of Tsolél are of
interest only as a bone of contention between Livy&nu and the Shén
states, On map 2, the Ghatéhi dislike the “woman-ruled” Yén
Korygni but still grudgingly send a few contingents of troops and
trained Serudla-beasts (which only the Ghatfni know how to
domesticate). Occupied Pijéha and the bandy-legged hill people of
Chay{kku also provide the Baron with soldiers, but most of the
northeastern peoples remain independent, protected by their
mountains and their distgnce from the mighty empires of the south.
This is the case with Jannu, Kilalgmmu, Mihallu, and the other
eastern states on maps 3 and 4 as well. Returning to map 2, the desert
bu}fer nation of Milumanaya is broadly split between support forY&n
Kor and, for Tsolyanu. There is no central government, and Lord
Akurgha, the Warlord of Pelesar, favours the Baron, as does Lord
Firdz Zhavéndu of Sunraya. The latter’s son, Lord Firaz Mmulfvu
Zhavendu, is a paid puppet of the Tsoly{ni, however, and his ruffians
occupy a series of sn;all bandit fortresses just north gf the Pass of
Skulls beyond Thri'il. In the southeast, oply Pechano has any
political significance. Its rulers favour Tsolyanu, as has been noted,
but the bulk of its resources must remgin poised against the Ssu. The
lands across the southern ogean —H 1da Pak‘la, the Nyémesel Isles,
and the Ahoggy4 state of Onmu T1€ Hléktis — are disunited and are
unconcerned with events to the north.

Warrior Priest of Ksdrul
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The following Sections will present the details of racial types,
health and disease, dwellings, cities, road systems, etc. The Five
Empires will be the major focus, but notes on the other lands will also
be included wherever relevant.

1.410. RACIAL TYPES, HEALTH AND ECONOMY
1.411. Humans

Physical Ethnology

The original settlers of Tékumel were racially homogeneous.
Ancient physical differences had been more or less eradicated and
blended together during the centuries between the atomic
Armageddon and man'’s expansion to the stars. A few relatively
minor genetic modifications have occured since: e.g. the tallness of
the N’liss of the northwest, and the additional psychic talents
developed since man came to Tekumel.

Tsolyﬁni males average 1.68 m in height. They are of slender-wiry
or medium builds, generally. Complexions range from coppery brown
to a golden tan. Noses are aquiline or straight; hair is fine and
straight, always a glossy black; and there is relatively little body
hair. Women are shorter: 1.57 m in height, a shade or two lighter in
colouration, and with rather voluptuous figures. The Tso]yﬁni prefer
their males to be muscular, square-jawed, and hawk-featured. A
common standard of female beauty is Tanul{, one of the Aspects of
Avdnthe (Sec. 1.610): her images depict a slim girl with long black
hair, triangular and piquant features, a retrousse nose, and wide
cheekbones. Curly or brown-streaked hair is considered unbeautiful,
and light-coloured eyes are thought to be a sign of inherent
dishonesty. P P

The Mu’ugalavyani and the people of Chakas are 1.5-2 cm shorter
than the Tsolyani norms. They are more brachiocephalic, with rather
flattened hook noses, wide features, and coarse, straight black hair.
Their eyes are sometimes grey, and their colouration is lighter. The
Y&n Koryéni are also 2-2.5 cm shorter than their southern
neighbours. They are stockier, heavier, and sometimes bow-legged (a
feature even more pronounced in Chayakku and the states of the far
northeast). The Livyani are taller and more graceful. Men average
1.70 m and women 1.63 m in height. They are frequently of a boyishly
slender build, dolichocephalic, with straight or retrousse noses, wavy
black or dark brown hair, a golden copper complexion, and little body
hair. Livyani females are often high-breasted and narrow-hipped.
The Salarvyini are quite distinctive: they are of the same average
height as the Tsoly4ni, but their complexions are more sallow, almost
a pale yellowish tan, and they are generally more hirsute, with heavy
body hai}, curly or even kinky beards, and sickleshaped noses. The
Salarvyani tend towards obesity, especially after age 30. Much the
same racial typeis found in Hfida PakAla, but the inhabitants of the
Nyémesel Isles tend towards tallness (1.83 m on the average, with
females being 1.69 m) and exaggerated slenderness. They suffer from
premature baldness and have very little hody hair.

The very tall and muscularly built N’liiss were mentioned above.
They average 2.3 to 2.15 cm in height. There are other minor sub-types
as well: e.g. the squat, half-human Fungus-Eaters of M’m&cha, the
pale and almond-eyed inhabitants of Lost Bayzﬁ-sha, etc. There are,
however, neither blonds nor very dark peoples in this part of
Tékumel. Occasional albinoes are objects of curiosity and
repugnance and may find themselves being sold as “special” slaves
or else gracing a cage in some zoological garden.

1.412, Health and Disease

The average lifespan in the Five Empires is 43 years, including
deaths at childbirth and other diseases of the newborn. Life
expectancy in some of the minor states is less — perhaps 35 years —
and it is even less in the tribal regions. Aside from warfare and
accidents, the greatest causes of mortality include heart attacks,
cancer, and certain diseases.

Most of mankinds’s ancient scourges — typhoid, malaria, infantile
paralysis, smallpox, measles, cholera, etc. — were either eliminated
during the centuries after the atomic Armageddon or were eradicated
later once man had expanded into the stars. Many other diseases (e.g.
influenza, dengue, mumps, encephalitis, various venereal infections,
etc.) continued to take their toll, while new maladies were contracted
upon one or another of the worlds visited by space explorers. The
occurrence of venereal disease was reduced almost to nil when the
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P&chi L& were contacted, but from one of their worlds men first
contracted the ghastly Mottled Plague, which ravaged southern
Tsolyﬁu and Mu’ugalavydin1,046 A.S.,and its relative, the Spotted
Plague, which struck the same areas as recently as 2,195 A.S. These
epidemics prefer hot and humid areas and are spread by touch or even
by inhaling the breath of a victim. More widespread but less deadly is
the Plague of the White Hand, which strikes with terrible effects in
limited regions (usually only a few kilometres in diametre). It is not
known how this malady is communicated, and after amonth or two it
disappears only to emerge again later in some completely different
place. Another plague which affects mostly younger men and women
is the Rotting Death, contracted from one of the Sh#én worlds (where it
affects only animals) and spread through contaminated water. A
milder variant, the Black Flux, causes painful diarrehea and
vomiting and may be fatal to children and the aged. Much less
common, fortunately, is the Ailment of Arkhian Mssg, named after
one of the Engsvany£li Priestkings who perished of it. This ailment
causes huge pustulent buboes and morbid lesions to appear all over
the body, and chances of recovery are rated at about 20 percent at
best.

Minor diseases include dysentery, various fevers, and the common
cold — alas, still with mankind after so many centuries. Venereal
infections such as syphilis and gonorrhea have been eradicated, but
one still encounters cases of a disease contracted on one of the Pygmy
Folk worlds which causes the male genitalia to swell up to great size
(similar to the elephantiasis of ancient Earth). This malady is carried
by females but does not affect them.

The nonhuman species suffer from diseases of their own, to which
humans are largely immune. Many P& Chdi died in the Great Plague
of 2,342 A.S., for example, a disease which causes their two sets of
lungs to fill up with fluid so that they in effect drown. Shén
communities are sometimes decimated, similarly, by the Scale Itch,
the symptoms of which include the sloughing away of their scales,
lassitude, and eventual death. The Pachi L& are prey to a type of
forest fungus, the Pygmy Folk to a vermin-spread pestilence much
like the Bubonic Plague of 0ld Earth, the Ahoggy4 to a malady which
paralyses their limbs, the ’I‘inall’ya to the Miasm of Needles (so named
because victims report a sensation of being stabbed all over by a
myriad tiny needles), the Urunén to Fur Rot, the Hldka to a brain
fever which makes them lose their equilibrium and flop about
foaming at the mouth until they perish from exhaustion and
desiccation, etc. The Mottled Plague and the Plague of the Whijte
Hand affect the Hlutrg{ as well as humans. The Ssf and the Hlliss
suffer from a pestilence which covers them all over with a whitish
mould — there are reports of nest-ships upon which all of the crew are
dead of this plague, and of groups of jumbled corpses found in the
wilds of Kilalfmmu and Pechano as wel Nothing is known of the
maladies of the Shunned Ones, the Mih§lli, and the Nyagg®"

The physicians of T€kumel possess a large pharmacoepia, and
there are specifics for some of the above-mentioned ailments. For
example, the buds of the Tsifal plant are said to be efficacious
against the Mottled Plague and the Spotted Plague: a victim has
about a 60 percent chance of recovery if fresh poultices are applied
immediately and continuously until the crisis is past. The Rotting
Death is treated with gan infusion of bitter Hmi%s-weed bark, a plant
obtained from the Sh€n but sold in dried and powdered forms all over
the Five Empires. A victim who drinks a dose of this two or three
times daily has a 70 percent chance of recuperation. Most physicians
also prescribe a meatless diet and exposure to sunlight and fresh air
in order to allow the putrescent lesions to heal. There are no known
remedies for the Plague of the White Hand. The first symptoms of this
dread disease include a whitening of the nails and fingertips,
followed by paralysis and loss of sensation in the extremities, and
eventually death within 2-3 days. There isonly a 15 percent chance of
recovery through natural immunity. Neither age nor the state of one’s
health makes any difference; “The hand of Sriik§rum (one of the
great demons of Sarku) touches whom he wills.” There are also no
specifics against the Ailment of Arkhilan Mssg; cf. above.

The nonhumans similarly possess nostrums and medicaments for
many of their maladies. These are known mainly to their own
physicians, however, and only those human doctors who has resided
for long periods in their lands may be aware of them. It is even
difficult for a physician of one race to treat the wounds and physical
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injuries of a member of another. There are too many physical
differences. Most prefer, thus, to be treated by a doctor of their own
species since unintentional mistakes can be tragic — as in the case of
the Shén physician who bandaged a human trader’s wounds with the
pulverised leaves of the Blazing Ivy plant, a common enough Shén
remedy, but one which affected the wretched patient like a bathin a
pit of hot coals!

Sorcery (Sec. 1.620) is frequently employed to cure diseases,
injuries, and even mental aberrations. Before the Time of Darkness
scholars had developed both spells and devices utilising other-planar
power to cleanse the body of poisons and bacteria. Unfortunately,
during the ensuing millenia many micro-organisms have mutated
sufficiently so that the magic intended to eradicate them is no longer
effective. (The ancients designed their incantations and instruments
to kill bacteria within narrow ranges so as not to harm the useful
species needed for the body’s functioning. A completely effective
germicida] agent might perhaps do more harm than good.) Now,
without microscopes, scientific instruments, or even any
comprehension of the germ theory of disease, modern mages are at a
loss to modify these spells and devices so that they will apply to
present-day mutated bacteria and viruses. A spell which once cured
the Mottled Plague, for instance, now produces little more than
temporary amelioration, after which the symptoms return with even
greater virulence than before. A device which annihilated the virus
responsible for the Ailment of Arkhiian Mssfnow has no effect at all!
Magic is still quite useful against the Rotting Death; there is perhaps
a 40 percent chance of a cure and a 60 percent chance of minor relief.
Larger micro-organisms (e.g. the amoeba which cause some of the
more serious forms of dysentery) are more susceptible to other-planar
power than the smaller viruses. Itis thus possible to cure the venereal
infection mentioned above with magic, while the common cold yet
remains immune. Cancer, heart ailments, epilepsy, diabetes, aging,
and a host of other ancient maladies are not affected. Other-planar
means can be employed to treat some kinds of mental disorders, and if
used to “modify behaviour,” sorcery can be most beneficial against
such problems as alcoholism, many neuroses, and various sex-related
abnormalities.

The human body has not mutated much over the centuries, and
sorcery is still very effectivein treating wounds and physical injuries.
Even death itself can occasionally be reversed by magic, although
only the most highly trained practitioners have the skill to do this,
and the methods remain temple-guarded secrets.

Inorganic poisons cannot mutate, of course, and there are both
spells and devices which will eliminate the simpler of these from a
victim’s body: e.g.arsenic, cyanide of potassium, etc. Alcohol and
many pleasure drugs can similarly be voided: e.g. an inebriated
person can be brought back to instant sobriety by the relevant spell.
(Any debilitating effects of these substances remain, however, until
healed by time, rest, and nourishment.) Most herbal toxins and insect
or animal venoms respond well to magical treatment, but again there
are a few which cannot be eradicated completely, leaving the patient
weak and ill for some time thereafter. It may be noted, moreover, that
radiation poisoning cannot be cured except by the most powerful
sorceries. Those who delve into the ruins of the ancients can only
hope that they do not stumble into areas still afflicted with the “City
Sickness.”

One drug which is almost immune to sorcerougalleviation is Zu 'zfr,
a greenish powder manufactured by the Hluss and supplied to
mankind through certain nonhuman intermediaries. Zu’ur causes
instant satyriasis or nymphomania, and after a month or two of
prodigious feats of eroticism the victim lapses into a coma from which
he or she can only be roused by further doses of the drug. Death
invariBbly results within five or six months. Itis said that tbe Temple
of Thiimis has discovered a sorcerous antidote for Zu'ur, but the
temple authorities have kept this a secret, intending to use it to gain
leverage with the Imperium. There is no other remedy, and anything
more than a tiny bit causes addiction. Possession or use of Zu'ris a
capital crime throughout the Five Empires, but there are always
those who cannot resist its temptations.

Repeated applications of sorcery are either ineffective or even
dangerous. If a spell or device does not benefit the victim
immediately, it will not do so later, and a physician must resort to
other methods.

The sages of the period before the Time of Darkness, and afterward
during the Latter Times, also developed spells and devices which
cause disease: dreadful plagues and contagions which kill within
incredibly short times. Since these are created by the sorcery of the
ancients, they can be cured by the same means. It is thus axiomatic
that any magically-induced illness, poison, or other toxin can be
eliminated by magic. So far as is known, there are no exceptions to
this. Modern physicians therefore apply any magic at their disposal
first (assuming the patient to be rich or important enough towarrant
this) and only afterwards turn to more mundane treatments.

1.413. The Nonhumans

The intelligent nonhuman species which share Tékumel with
mankind were mentioned briefly in Sec. 1.200. These are described
physically below, while notes on their societies will be given later at
appropriate points in the narrative.

1. Ahoggy& these four-armed and four-legged, barrel-bodied
creatures are bristly and knobbly. They are brown, grey,
or dun in colour, sometimes parti-coloured, and are
tremendously strong. Their four arms extend out at
equidistant intervals from under a domed, thickly
armoured carapace on top of the body. Between and below
these arms, protected by a horny ring, are the eyes and
other organs: two eyes and a fanged mouth on one side,
and two eyes and other organs on each of the remaining
three sides. Their thickly muscled legs extend out from the
base of the body in a permanent crouch, and their hands
and feet both possess three digits and a thumb. The
excretory organs are centred up beneath the body out of
harm’s way. They range from 1.41 to 1.60 m in height, b\y
their torso is perhaps 80 cm in diametre. The Ahoggya
have eight sexes, but their reproductive processes are
largely unknown. They tend to be gruff, rude, boisterous,
and insensitive, obeying their own alien customs but
displaying little interest in man’'s concerns. Some
Ahoggya emerge from their swampy habitat to serve as
mercenaries in human armies for two or three years, but
they eventually return home. They have no curiosity
about religious matters, only rarely join a human
priesthood, and are abysmally poor sorcerers. Indeed, one
in every 10is a “‘psychic dampener” (Sec. 1.620). Enclaves
of Ahog? are found along the southwestern coasts of

Salarvy4, across the sea in Hfida Pakfla, and in a large
anpd as yet unexplored region in the far southeast, called

nmu T1& Hiéktis. The last of these is an autonomous
state.




2. Hifka: these slender, light-boned flyers have leathery
wings and greyish or brownish short fur. The head is
humanoid but somewhat flattened, with three close-set
eyes (often bright blue) protected by nictitating
membranes set beneath a heavy brow ridge. A furry ruff at
the sides and back of the head conceals their hearing
organs. Their arms and legs are relatively weak, and they
hate walking for any distance. They also possess a
powerful prehensile tail which ends in a rapier-like bony
blade. (This they often poison before combat.) In height
they range from 1.40 to 1.59 m. The flying talents of this
species make them valuable as scouts, and they can
sometimes be persuaded to drop rocks, javelins, and
firepots upon enemy troops — but not if they are
endangered by missile fire from below. They are very
skittish and will fly off at the slighest pretext. The Higka
are generally neutral to man’s doings, talkative, curious,
and a bit scatterbrained. Hl&ka mercenaries may remain
away from their mountain eyries in Kilalfmmu for two or
three years at a time, but they will then insist upon going
home — often never to return. There are two sexes: males
(55 percent of the population) and females (45 percent). See
also Sec. 1.510.

. Hlutrg(: these tough, rubbery, and violently inimical little
beings have a rotund body, four limbs (each with a usable
hand with six fingers), and a skull-like head with a mouth
filled with needle-sharp fangs. They are totally hairless
and are of a mottled greenish, greyish, or blackish hue.
They range from 1.23 to 1.71 m in height. They are one of
mankind’s most implacable foes, fighting with vicious
fanaticism in battle, and torturing any captives in ways
too ghastly to describe. The Hlutrgu/ prefer the isolation of
their bogs in Kfija Protectorate to conquest, however,
venturing forth in occasional raids upon human villages,
and harassing shipping from small coracles of skin. Were
it not for the terrible losses which an army would suffer
and the difficulty of invading their tidal swamps, the
Tsolya/ i might have exterminated them all long ago. The
Hlutrgt have three sexes: males (95 percent), female
spawners (4 percent), and asexual “leaders” (about 1
pergent).

. Hluss: this species is indigenous to Tékumel. They have a
rather insectoid appearance: a long, segmented, scorpion-
like body, four high-arched legs, a prehensile tail fitted
with a paralysing sting, two smaller forearms ending in
three digits and a thumb, and a broad, flattish head with
three eyes and a sharp proboscis extending out above a set
of razor-sharp mandibles. They are covered all over with a
light, chitinous appearing exoskeleton and range from
greenish blue to shiny black in colour. They normally
remain on all fours, but in battle they may rear up and use
their central pair of “hands” as additional tearing
weapons. They do not employ swords or other weapons
with these limbs, however. In height they vary between
1.22 to 1.62 m when on four legs, gaining perhaps another
metre if they rear up. The Hltfss are friendly to the Ssfland
sometimes to the Shunned Ones. They are neutral to the
Hl4ka, provided that these are not accompanied by
humans. They are inquisitive, greedy for magical devices
and weapons, and love to set gems in a kind of cement
(which they secrete) all over their bodies ixl intricate and
beautiful patterns, making a great Hluss warrior a
fearsome and magnificent spectacle indeed. They prefer to
dwell on their lonely island of Hlassuyal but frequently
sail forth in their hive-shaped ships (made of the same
bodily secretion) to seek items of interest and food for their
young. Victims are paralysed by their stings and are then
injected with eggs, a most agonising death. Each nest-
ship and each settlement coi;tain at least one of their huge
breeder females: the “Hluss-Mother.” The young are
brought forth in sac-like eggs and are inserted into a living
host, where they remain for about 125 days before
emerging to take their places in society. The Hliss can be

23

detected at sea by their constant buzzing, humming
sound, and on land they may be smelled at a distance of 30-
40 m: their bodies give off an acidic, sweetish odour. There
are three sexes: the male fertilizers (5 percent), the female
egg-layers (2 percent), and the neuter worker-fighters (93
percent).

. Mihflli: this nonhuman race must be distinguished from

the modern human inhabitants of Mih4llu, their ancient
homeland. The MihAlli are very alien, though humanoid.
They possess two arms, two legs, and are essentially man-
like (with four breasts). They have five fingers on each

Mihdlli

hand with a sixth functioning as a thumb. The head is
reminiscent of a great cat with up-pointed ears and large
opalescent red eyes. They are almost hairless but have a
skin colouration varying fron dull green to reddish brown,
the lower caste warriors being of the former hue and their
leaders of the latter. The Mih4lli are about as tall as a man,
but they are of a more slender build. This race has the
ability to change shape: a Mih4lli can adopt the
appearance of any other being of comparable size. They
can use only four limbs, however, and if the imitated being
has more than four (or a prehensile tail), these will appear
to be paralysed. Another means of penetrating their
disguise is to look into their eyes; these will remain a
gleaming red. The Mihalli are more alien in character
than in appearance, moreover. They are gifted with great
sorcerous and interdimensional powers, and itis said that
they may even exist on more than one plane at once,
causing them to exhibit motives unintelligible to man. At
one moment they may be friendly and helpful, at the next
they are hostile, and at the next they may simply
disappear — etc. The Mih4lli are very rare now on
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Tékumel, and they prefer to remain aloof from human
affairs. So uncommon are they that most humans believe
them to be only mythological creatures. It is thought that
this species is hermaphroditic, but their reproductive
processes are largely unknown.

. Nyagg: this aqueous race dwells beneath the waters of
Lake Parun4l to the east of Y&n Kot and Saf Allagi. They
come ashore only for brief raids, and it is said that they
cannot exist for more than an hour or two out of water.
Dead specimens washed up on the beaches or speared by
fishermen indicate that this race is warm-blooded and
essentially mammalian, (There are rumors to the effect
that the Nyagg can interbreed with humans, moreover,
as witness the vestigial gills and pallid appearance of
certain of the folk living around cities of Ngaki' and
Pra’jnu.) In form, however, the Nyaggi are very alien
indeed: the body is essentially a long, tapering cylinder
some 3 m in length, without fins or scales, a sickly grey-
white in colour, and ending in an eel-like tail. The head is
round and bulbous, soft and segmented rather like a
human brain. A central black-lipped mouth is surrounded
by a ring of six great jet-black eyes. At the junction of the
body and the head there is another ring of muscle from
which six long tentacles emerge. These areretractable and
are covered with tiny suckers and cilia, which this species
employs for hands. Totally extended, a Nyagg4 is about 5
m long. In their own element they swim with a sinuous
quickness which can be deceptive to would-be hunters,
while on land they employ a combination of their tentacles
and a coiling motion of their bodies to pull themselves
along, much like a serpent with forearms. The Nyagga
remain aloof and generally do not bother human
shipping. They cannot — or do not — communicate with
man and only react hostilely to incursions into their
watery domains. The purpose of their infrequent
nocturnal raids on shore is not known. Their reproductive
processes are unascertainable.

. Pdchi Léi: these forest dwellers have four short legs, a soft,
grey-green pear-shaped body covered with small knobs
and pendulous protuberances, four slender upper arms
(with four fingers on each hand, plus a thumb), and a
heavy-jawed, toothy, animal-like head. Their huge,
platter-shaped eyes permit them to see well in the dark,
and an atrophied “sixth sense” gives them a good chance
(perhaps 50 percent) of perceiving ambushes, secret doors,
and physical dangers within a 3m range. They range from
1.53 to 2.01 m in height. The P4chi L& are friendly,
loguacious, and active in human affairs. They enjoy
politics and social interaction, and many of them have
attained high posts in the army, priesthoods, and
administration of the Tsolyani Imperium. They hate and
despise the Mu’ugalavy4ni, their neighbours to the west of
their homeland in the P4n Chéka Protectorate, because of
certain massacres which the latter perpetuated upon
them. For their curious reproductive processes, cf. Sec.
1.510.

. P& Chbi: this race is most comfortablein a thickly forested

habitat. They are slender and graceful, from 1.63t02.21 m

tall, covered with a chitinous exoskeleton (jet black in the

case of the males and a chalky white for the females), and
they possess two powerful rear legs, four smaller upper
limbs ending in bony threedigited hands with an
opposable thumb, and a segmented prehensile tail (which
is not used in combat, however). The head is long and
slender, with two large green eyes, a tapering proboscis,
and two fan-like “ears” at the rear of the skull. In some
ways the Pe Choi resemble thelittle “sea-horse” of ancient
Earth. They have excellent hearing and vision. A P& Chéi
can perceive very faint sounds at a range of 60 m or more,
and there is an 80 percent chance of detecting secret doors,
traps, and other dangers within a 3 m range, evenif heis
just passing by. If he stops to search, the probability rises
to 90 percent, depending upon the cleverness with which
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the door or object is hidden. The race also possesses a
simple form of telepathy which can detect the presence
(but not the specific thoughts) of other creatures within a 2
m radius of himself. P€ Chéi know through this same
sense whenever a member of their species has been killed
within a range of up to 5 kilometres, and if they can
ascertain who has done the deed, they are implacable and
unforgiving enemies. (They do not apply this hostility,
fortunately, to warfare. P& Chéi contingents may be found
on both sides of some human conflicts, and they recognise
the duties of soldiers.) One interesting feature is the Pe
Chéi’s double set of lungs, one in the upper torso and the
other in the lower abdomen; cf. Sec. 1.732. The PECHoi are
perhaps the most “human” of all of the nonhuman species
in spite of their alien appearance. They enjoy human
society, join human insitutions, and copy human dress
and customs. They possess considerable psychic talent
and are frequently found in the scholarly contingents of
the temples. They may seem a little “‘delicate” or even
effeminate (if this term can be applied to nonhumans!),
and they often conceal their own cultural attitudes behind
a smooth and sophisticated facade. They have two sexes,
plus an asexual or “neuter” stage which can be adopted by
either sex. Males make up about 40 percent, females 35
percent, and neuters approximately 25 percent of their
population. Cf. also Sec. 1.51

. Pygmy Folk: (Tsolyani: Nininyal “the Little Ones”; Yédn

Kory&ni: Nyénu): these small beings vary between .43and
.91 m in height. Superficially they resemble rodents, with
a sharp-featured face, large ears, greyish or blackish fur,
two muscular rear legs, two upper arms with three-
fingered claw-like hands (plus a thumb), and a vestigial
tail. Their sight and hearing are excellent. They see easily
in pitch darkness, and they can hear very faint sounds
even through a stone wall 30 cm thick. They live in
subterranean burrow-like towns in the northern plains of
Yan K6r, and their communal life is both complex and
intense. The Pygmy Folk are often capricious, sometimes
cruel, and yet they are generally friendly to man. They are
renowned for their greed and avarice, however. If
attacked, they are ferocious opponents and will fight to the
last. On the other hand, they will try to avoid battle with a
larger party and may then resort to traps and ambushes.
There are three sexes: males (55 percent), females (15
percent), and hermaphrodites (30 percent). The latter
dwell in families with the others but produce no offspring
of their own. Cf. Sec. 1.510.

Shén: these great reptiles stand between 1.83 and 2.31 m
tall. They are armoured all over with shining black scales
(which the fashionable amongst them paint in iridescent
colours). The females and the “egg-fertilisers’(their third
sex) tend to be more greyish, especially in the abdominal
region and around the eyes. The aged of all three sexes
also “fade” somewhat in hue. A few females are of a
glistening bluish black colour, and this is considered a
mark of beauty. The Shfn are roughly humanoid,
standing erect upon two powerful rear legs, with two
forearms ending in three-fingered hands with an
opposable thumb. There is also a thick, prehensile tail
with a mace-like knob at the end, which is used as a
secondary weapon in combat. Their curved , beak-like
snouts, double rows of needle-sharp teeth, and crest of
glittering spines (which normally lies flat upon the skull
but rises when the owner is enraged) gives them a most
ferocious appearance. The Shén are very strong but a little
clumsy. Their psychic and magical talents are weak, and
they are also temperamentally disdainful of sorcery. They
dislike over-refinement and delicacy, and they value
physical power, ferocity, and endurance instead. They are
mildly friendly towards man, rather harsh and abrupt in
manner, and laconic of speech. They perfer the heat of
their great enclave south of Livy4nu and come north only
for brief periods to serve as mercenaries. They also never
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forget an offence: e.g. they still hate the Ahoggyé because
the latter once cooked and ate some Sheh captives during
the invasion of Salarvya by Emperor Hejj€ka II “‘the
Heretic” (1,325-1,340 A.S.) — a perfectly natural act for the
Ahoggya. Human generals still do not dare to place a
contingent of Shén in the same army wing as a battalion
of Ahoggy4. There is more chance of their battling one
another than of attacking the foe. The Shén are divided
into genetically determined lineages called “egg-groups.”
These are friendly, neutral, or dangerously hostile to one
another, and it is this instinctive enmity which has
prevented any concerted actlon by the spegies as a whole.
The large Shen states of Shenyu and Mmatugual are each
organised around constellations of friendl ,V or neutral egg-
groups, while each of the little states — Gai, Ra, Qénu, etc.
— is based upon a single egg-group too divergent from the
others for any form of cooperation. There are three sexes:
males (“egg-creators”) who make up 40 percent of the
population; females (“‘egg-layers”) who comprise 35
percent; and ‘“egg-fertilisers,” who constitute the
remaining 25 percent. For further details of the Shén
family system, cf. Sec. 1.510.

Shunned Ones: these hideous, gangling beings are rarely
seen outside of thelr sealed cities in the barren plains of
northern Yan Kér. Small parties do range the
underground labyrinths by means of the ancient tubeway
system (Sec. 1.425), however. The Shunned Ones
(T'solyani: Viéshgayal, Yan Koryani: Bltfshagh) are
humanoid, very tall (ranging from 1.85 to 2.33 m in
height), and possessed of extremely long, bony limbs. The
face is puckered and wrinkled like a rotting fruit and has
only a pair of round, black, pupilless eyes for features. The
mouth lies hidden in a mass of wrinkles at the base of the
throat. The Shunned Ones wrap themselves in
voluminous, flapping robes of dust-brown or night-black.

-The most unpleasant thing about them, however, is their

terrible stench, which can be detected by humans at a
range of as much as 60m, even in amild contrary breeze! It
is not uncommon for even the bravest of men to lose
courage and flee rather than fight these stinking, gliding,
slender monsters. The Shunned Ones are totally inimical
to mankind and his allies. They are mighty sorcerers, and
their objectives in searching the ruins of ancient Tékumel
are focussed upon the acquisition of magical devices and
equipment rather than treasures of gold or gems. The
domed cities of this alien race are sealed to keep in their
own noxious atmosphere: a corrosive, yellowish gas. A
human can function at full strength within one of these
cities for only about 30 minutes. Thereafter he begins to
cough; his eyes become blinded with tears; he gasps for
breath; and death come within another 30-45 minutes at
most. Very little is known of the society of the Shunned
Ones. Specimens exhibit at least five types of organs
which may be reproductive in function. These may
represent different sexes, or they may be only
developmental stages in the life-cycle of one sex.

Ssu this race was once master of the land masses of
Tékumel, while their cousins, the Hliiss, ranged the coasts
and the seas. There are two sub-specxes the smaller Grey
Ssu, whose enclave lies just north of Salarvyd and
Pechdno, and the larger Black Ssit, who dwellon a biggish
island far off in the western ocean. There are also enclaves
on Tékumel’s other continents. Both of these varieties
have essentially the same appearance: a central torso is
set upon a narrow abdomen from which four legs extend
out at equidistant points. There are two upper arms,
ending in three-digited hands (the largest “finger”
functioning as a thumb). The head is superficially man-
like: there are two eyes, nostril slits, and a mouth shaped
like a vertical oval. Their outer integument is wrapped
around their limbs like paper on a roll, and the loose ends
of this “skin” keep pulling away in ragged fragments,
giving a Ss@ somewhat of the appearance of a tattered
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mummy. Like the Hliiss, they can rear up on their back
legs to fight, but they differ from their cousinsin that they
sometimes use their middle pair of limbs to hold a shield or
even a tertiary weapon (although only the Black Sst are
rarely adept at this). In heightthe Grey St range between
1.71 and 1.90 m, while the Black Sstt vary between 1.83 and
2.41 m. The Ssd smell rather like musty cinnamon. Their
language to humans sounds like a sweet, high chiming,
rippling up and down the scale like a chorus of little bells.
They see fairly well in darkness and prefer a dim blue light
to work by. (The priesthood of Ksdrul once thought to
outwit robbers invading their shrines beneath the ruins of
Hmakuy4] by carrying blue glass lanterns. Thjs worked
well until they met an exploring party of real Ssi1, come via
the tubeways, who wanted to meet their ‘“‘comrades.”) The
Ssu are excellent magic-users, and they also possess a
limited hypnotic ability which can immobilise human
warriors or cause them to turn and fight their friends. The
Ssu have three sexes: males (15 percent); females (5
percent); and neuter worker ﬁghbers (80 percent).
Swamp Folk (Tsolyam Heglethyal Mv’ ugalavyam,

A’lfthish): this species has its home in the watery bogs
along the lower reaches of the Putuheénu River in
Mu’ugalavya. They are about as tall as men and have a
rotound, rubbery, doughy white body; four slender legs
(like the Ssd, to whom they are not related); two upper
arms with four-digited hands and an opposable thumb;
and a head with rather humanoid features. The skull,
however, islong and backward-slanting, with a bony crest
rising from the forehead and curving out over the back. A
flexible “‘drapery” of skin depends from this crest and falls
down behind the shoulders to join to the body again at the
base of the spine. They cannot use other-planar magic at
all (except for ancient technological devices), but they do
have a natural ability to sense “wrongnessess”: changes
in direction, sloping passageways, and interdimensional
nexus points. On any given occasion there is about a 70
percent chance of success in this. The Swamp Folk fit in
very well with man’s cultures, and their talents as sailors
make them the mainstay of the Mu’ugalavyani navy and
commercial shipping industry. They are usually friendly,
courteous, and eager to copy the ways of men, except in
their own enclave where they preserve something of their
ancient customs. There are two sexes: males (70 percent),
and females (30 percent).
'I‘mali/ya these small beings dwell m the southern
foothills of the Tldshte Heightsin leyanu They are quite
small, varying between .56 and .75 min height. They have
four short, outward-bowed lower legs; a spherical
abdomen upon which the torso is centrally placed; two
long arms ending in claw-like three-fingered hands with
an opposable. thumb; and sloping heads with huge eyes
and vaguely humanoid features. The body is divided into
small, bulbous segments and is covered all over with a
horny integument, usually tan, russet or deep brown in
colour. The Tinaliya are intensely curious, learned,
materialistic, often generous, and disturbingly literal-
minded. They cannot comprehend exaggerations, jokes,
idioms, and figures of speech, and this sometimes results
in misunderstandings. They live in communal
underground cities and emerge mostly to seek knowledge
and “to see the world.” They are good fighters, however,
and the Livy&ni permit several legions of Tinaliya to serve
under their own leaders as a defence against the
Mu’ugalavya{ni, whom these beings despise as being too
officious and insistent upon their formal bureaucratic
procedures. They are noted for their magical talents and
their skill with devices of the ancients. There are three
sexes: males (10 pecent), females (5 percent), and neuters
(85 percent). Itis mostly the neuters and a few females who
wander out into the Five Empires to explore, trade, and
satisfy their curiosity for a few years before returning to
the intricate social life of their subterranean cities.
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15. Urun®n: this race has its home in the sub-polar regions
around the south pole. They have only recently come once
more into contact with the inhabitants of the northern
continent through the tubeways (Sec. 1.425) and certain
interdimensional nexus points (Sec. 1.620). This raceis a
little taller than mankind (from 1.45 to 1.93m), and is quite
humanoid in appearance, with an erect, muscular body;
two rear legs; and two man-like forearms ending in four-
digited hands with an opposable thumb. The Urunén are
covered with brownish fur as short as the nap of velvet,
however, and there is a long tail which is not used in
combat. The head is quite alien, moreover, being long-
snouted, triangular (rather like a cross between a serpent
and some bovine animal), and has the brain-case at the
back. The eyes are set wide apart on each side of the head.
Contact with the Urunén is so recent that not much is
known about them. They seem to be intelligent, proud,
jealous, and suspicious of other species. They knew of
mankind and his allies from artifacts and inscriptions,
but they are now along upon their great southern
continent and have no significant natural enemies. Their
society is thus homogeneous, complex, and inward-
looking. They are good scholars and exhibit psychic
talents about on a par with those of mankind. The Urunéen
show an ability to dissemble and play at diplomacy, and it
is likely that their cleverness will make them difficult
allies and dangerous foes. Although they are not
exceptional sailors, they have offered to cooperate with
mankind in an exploration of the southern seas. There are
two sexes: males (35 percent), and females (65 percent).

1t is difficult to determine the average lifespans of the nonhuman
races. The Shén and the P Chéi live only to about two thirds of the
average human age:i.e. approximately 29-30 years. A few individuals
do reach 60 or even 70, however. The Ahoggya, Pachi Lei, Swamp
Folk, Tinahya, and the Urunén all live to about the same age as man
does: 43-45 years. The Hlfika and the Pygmy Folk live perhaps
another quarter as long: 52-53 years. The Hlutrgt live half again as
long as man (i.e. 60-62 years); the Hliiss and the Ss( to double man’s
age; the Shunned Ones thrice as long: and the Mih3li are reported
(upon rather shaky evidence) to live as long as 200 years or more.
Nothing is known of the lifespan of the Nyagg4.

In addition to the species listed above, there are further nonhuman
races upon Tekumel. Most of these began as isolated families or
groups of starfaring traders, tourists, etc. marooned on the planet
during the Time of Darkness. A few have survived to found small
enclaves here and there. The crystalloid Hok(n, for example, were
mentioned in Sec. 1.200. These gaunt, beetle-like translucent
creatures ride upon steeds which are actually members of the Hokin
race, especially mutated and bred for this purpose. The Hokin are
contemptuous of men and hunt them with slim lances of a glassy
substance, much as the nobility of Europe once hunted boars on
ancient Earth. In the'past the Hokun have cooperated with humans
and have also ruled large communities of men as near demigods.
When mankind eventually threw off the yoke of Hokin slavery,
however, the latter retired to theisland of Benré Sa on the other side of
the planet and now dwell there in bitter isolation.

As a parenthetical digression, it may be noted that certain scholars
before the Time of Darkness postulated the existence of two great
proto-races which spread across the galaxy at some immeasurably

ancient time in the past. From one of these came most of the bipedal '

species, including man, the Hléka, the Shén, the Pygmy Folk, the
Urunén, and even possibly the Hlutrg\f. From the other race arose the
six-limbed species: the Ss@ and the Hliiss, the P& Chéi, the Swamp
Folk, and the Tinaliya. The Ahoggya’, the Nyagga/,the Pdchi Le/i, and
probably the Shunned Ones (in spite of their bipedal form) are
probably independently evolved, as may also be the Mih41li. The only
alternative to this hypothesis is parallel evolution, based upon some
kind of environmental determinism. The controversy between these
two theories raged back and forth for centuries during the
spacefaring age, but no definitive conclusion was ever reached.
There is also a wide spectrum of semi-intelligent nonhuman species
on Tékumel. Most of these were brought as pets, servants, or
curiosities by the early settlers, while others were evolved later from

human (and nonhuman) stocks for particular purposes. During the
period of the Fishermen Kings (Sec. 1.340) certain sages of the Temple
of Ksdrul had much to do with this artificial creation of living species.
Utilising the wisdom and the devices of the Latter Times, they
produced several viable and self-perpetuating races to serve as
guards for their secret shrines and as decorations for the palaces of
their secular masters. Even today some of these strange beings
protect the sanctuaries, tombs, and treasure hoards of the
Underworlds (Sec. 1.424) beneath the older cities. More will be said of
these creatures below.

1.414, Terrain and Demography

Areas shown as “clear” on the large maps (Secs. 1.110 and 1.300)
actually contain towns, villages, roads, hills, streams, lakes, woods,
and a host of features too significant to be seen in this very big scale.
The vast central agricultural plains of the Five Empires teem with
inhabitants: from 50 to 190 persons per square kilometre. In and
around the cities the population is even more dense. The most
congested areas include the slums of such ancient cities as Tsamrain
Livyénu (map 1) and Jakélla in Tsoly/anu (map 2), said to have as
many as 400-450 persons per square kilometre though no exact census
has ever been taken.

“Clear” areas may also be relatively depopulated; e.g. the Plain of
Towers on map 1, the most northerly regions of Yan Kér on map 2,
and the northeastern part of Salarvya around Farishu on map 4.

Two types of forest are shown:

1. “Open’: woods, timberlands, underbrush, and scrub
jungle. These contain many species of deciduous trees (a
few brought from old Earth, but many more acquired from
other star worlds), large conifers, several ferns, fungi,
grasses, shrubs, and vines. The population density. is
about 10-20 persons per square kilometre.

2. “Dense”: thick forest, jungle, and wilderness. In the north
these consist of thick stands of Til trees: slender, black-

“needled conifers much like Terran evergreens. Farthe
south these give way to the soaring Ebz&l trees of Pan
Chfka and the Forest of Gilrbya. M'mércha and
Nmartisha are covered with dense jungle consisting of
over a thousand species of trees, lianas, gigantic cycads,
and K4-flowers a metre in diametre. Some of these species
are poisonous, while a few are carnivorous. Around the
city of Lost Bay4rsha the jungle is so dense as to almost
preclude exploration. Only tiny habitations and
occasional villages are found, and the population
averages about 3-8 persons per square kilometre — if that.

Four varieties of wet lowlands are depicted:

1. Low-lying plains with occasional bogs, fens, and marshes
(indicated by the “palmetto forest” symbol). On map 1
much of southern Shényu and its offshore islands are of
this type. The Flats of Tsechélnu and the Flats of Gysgma
in H4ida Pakéla exhibit this type of terrain on map 2.
Vegetation consists of intertwined Gsé trees in Shényu (a
plant brought from the home world of the Sh#én); various
species of low trees, grasses, reeds, etc. in Tsolyanu; and
the sprawling, spiny Water Cactus (an import from one of
the Ahoggya planets) in the Hdida Pakflan area.
Population densities vary widely since both the Shén and
the Tsolyani grow certain crops in such environments,
while the Ahoggy’a do not utilise the Flats of Gyogma to
the same extent. Perhaps 10-20 persons per square
kilometre may be found in the former, while thelatter may
support only 5-10 individuals in the same area.

2. Swamps: areas which are largely water interspersed with
small islets, stands of reeds, thickets, and occasional
quicksands. On map 1 examples include southerwestern
Shgnyu and the Pfru ab Sharar Swamps of Mu’ugalavyd
(the home of the Swamp Folk). On map 2 ope finds the
Swamps of Ksfrul around the city of Purdimal, the
Qeqash Swamps of Hfida Pakéla, and the Sharfina
Lowlands of Salarvyﬁ. The Shén grow a number of food
crops in their bogs, while the Swamps of Ksdrul are
inhabited by the Hehecharu, “the First Ones,” a
humanoid sub-race (perhaps mutated — or interbred with
some older, aqueous species?), who trade Ssdr wood and



basketry to the Tsolyfni and otherwise remain aloof. The
Hehecharu are/closely related to the subterranean-
dwelling Heheganu, who dwell in the Underworld below
Piirdimal itself and who occasionally mingle with men.
The population density of the Shén is perhaps 20-30
individuals per square kilometre, of the Hehechfru no
more than 5-10, and of the Ahoggyg of the Shartina
Lowlands perhaps as many as 20-30. No census of any of
these areas has ever been attempted.

3. Dense coastal swamps: tangled, stinking masses of
creepers and vegetation, with no firm ground at all, rife
with animal and insect life, and also blotched here and
there with patches of the purulent “Old Life,” the purplish
vegetation of pre-human Te/kumel, called “the Food of the
Ssfi.” These regions are indicated by the “mangrove
swamp”’ symbol. Stichel Head on map 1 is of this type,and
on map 2 one encounters a similarly unpleasant area
along the southern shore of Msdmtel Bay. The population
densities of such regions are pil: even the Shén and the
HlutrgQ avoid them. The Hlfiss occasionally enter such
regions to harvest the swollen tubers and excrescences of
the “Old Life” to use as food.

4. The Ahoggyz{ swamps of Onmu TI€ Hiéktis on map 4:
these marshes and bogs are filled with the pulpy, bulbous,
grey-green vegetation of the Ahoggyd home world.
Although not often poisonous, these plants have an
unpleasantly slimy feel and a noxious odour. Men rarely
visit this region. There may be about 15-25 Ahoggyﬁ per
square kilometre resident in this area, however,

There are two types of mountain areas:

1. “Low’": foothills and lower peaks ranging up to 2 or 3
kilometres in height. These are marked by short diagonal
lines. They are not differentiated for forested versus
barren slopes, though both types occur. There are many
hardy plants which grow at fairly high altitudes,
including two or three varieties of wheat, the basis of the
economy of the mountain peoples, Only the lower reaches
are regularly inhabitied, of course, with a population
density of at most 5-10 persons per square kilometre.

. “High”: the tallest peaks and most inaccessible crags,
reachable only by experienced climbers and
mountaineers. These are indicated by jumbled zigzag
lines in the midst of lower mountain symbols. In the far
north such peaks are permanently covered with ice and
snow. In Tsolygnu the slender spire of Thénu Thendrdya
Peak is fan'}ous, for example, while the summits of Mount
PAtra Lishaz in N'ltiss on map 1 and High Mitl4nte Peak
. Pl
in Nuru'un on map 3 are equally renowned. The
population density of such areas is, of course, nil.

Deserts are shown by a pattern of disconnected dots. Such areas
range from the stony wastelands of Chiiru Peak on map 1, the home of
the semi-intelligent and very dangerous Chuirstdlli (distant cousins
of the Ssu and the Hluss), to the fine powdery sands of the Desert of
Sighs on map 2, to the windblown and forlorn expanses of the Plains
of Glass on map 4. The population density of such regions averages at
most only 1-2 persons per square kilometre, and there are vast tracts
rarely penetrated even by the hardiest of nomads.

Relatively shallow seas are shown by the “tidal flats” symbol: e.g.
the area around the Tsoléi archipelago on map 1. These do not
necessarily imply dangerous rocks and shoals, although such
features are indeed to be found inshore along the coasts. Since most
shipping depends upon “coasting,” a good knowledge of the waters of
a region is needed for safe navigation.

The great deeps of the oceans are not marked. These are inhabited
only by the mighty predators of the sea, and the sailors of Tékumel
make every effort to avoid them.

It may be noted that the “Old Life,” “the Food of the Ssf,” is not
limited to the miasmic swamps mentioned above. Windblown spores
are carried everywhere, and one may come upon patches of this
blighted-appearing vegetation almost anywhere in out-of-the-way
areas of the forests of Tekumel. In the Five Empires the law requires
that farmers and landowners eradicate these plants as they are
found, almost always by burning them. They are invariably

N

27

poisonous to man (and even toraces with exoskeletons, such as the P€
Chél); touching such a plant may bring about anything from a
painful blister to sudden death.

1.415. Economy

The staple of much of the continent consists of a large reddish grain
called Dné&, from which bread and porridge are made. Dnd is not of
Terran origin but is from one of the worlds encountered during man’s
exploration of space. This cereal grass has a short growing period, is
resistant to disease and blights, produces an abundant harvest, and
is rich in food value. Using slave labour (or tenant serfs), crop
rotation, and fairly intensive irrigation and cultivation techniques,
the great landowners of the “Breadbasket of the Empire” (the /regions
around Mrelu, Katalél, down to Urmish, and over to Usenanu) can
garner two or even three good crops per year. The same is true of the
rich riverine plains of Mu’ugalavy8§, Salarvy, and Livysdnu.

The north, including N'lifss, Yén Kér, Sad” Allaqi, and the
mountainous realms of the northeast, subsists upon two or three
varieties of hardy wheat, called Géin in Tsolyani. More temperate
regions produce two crops per year, though only oneis obtained in the
higher mountains. Rice, called Yéfa in Tsolyni, is grown in the
southern wetlands of Tsolyénu, parts of Livy4nu, and along the
southern coasts of Salarvy4. Several other minor cereals are utilised
as well, but maize (American “corn”) is not known in this part of
Tékumel.

Over a thousand species of vegetables — legumes, tubers, leafy
plants, herbs, nuts, fungi, etc. — are employed for food, far too many
to be discussed here. Fruits are similarly varied. Sugar is made from
the Dmi’root.

Alcoholic beverages are produced from s;veral fruits. The grape-
like N§lum vines give the excellent red Ngdlu wine characteristic of
the central Tsolyz:xi and Mu’ugalavy4ni plains. Much of the north
prefers a dark purple wine fermented from the plum-like blue DIl
fruit, while the Salarvy/ani are partial to their Dro’nu, a thick, black,
sweetish wine prepared from the grtsé berry. The DI8l fruit is also
distilled to make a brandy called Datsu, but an even bet,ter brandy is
produced from the yellow, thin-skinned fruit of the Mash tree. This
fruit tastes like a cross between a citrus fruit and an apple. It grows to
the size of a man’s head. Mdsh brandy has a flavour rather like the
apricot brandy of old Earth, as near as can be compared, and the best
varieties come from Tsolyz{nu’s western highlands just north and
south of Tumissa. For the true connoiseur there are many sub-
varieties of Tsuh8ridu: delicate liqueurs mad’e from herbs and
essences. Distilled grain beverages (such as A’ash, a raw whiskey-
like potation made from Drna or wheat) are known but are not very
popular. Slaves and the lower classes drink beer (Tsolyani: He/ngka)
brewed from both Dnd and wheat, and the Livy#ni drink a type of rice
beer (called Fadz), which is also common in Tsolyanu’s southern
wetlands and in Hdida Pakéla.

Of the peoples of the Five Empires, only the Salarvytfni drink
alcoholic beverages with their everyday meals. The other nations
drink water, Chumét! (Hmélu buttermilk prepared with salt and hot
spices), Tudr (various sugary sherbets made from water and herbal
essences), or Las (a hot tea-like decoction brewed from the needle-like
leaves of the Tk tree). This last is more popular in the north, and the
Tsolyani refer to it disparagingly as “the northern’s black piss.”
Neither the coffee nor the tea of ancient Earth was ever imported to
Tékumel. p

Meat animals include the huge, herbivorous Tsi’il, a fearsome-
looking but mild-mannered beast which resembles a horned and
spiked dinosaur. This animal cannot be domesticated but is kept on
preserves owned by the butchers’ clans. Wild Tsi 1l are often met with
in the forests as well, and these are harmless unless attacked. A
single roasted Tsi’il will feed perhaps 30 people. Domesticated meat
sources include the succulent Hmélu and the Hm&, both six-legged’
but otherwise rather sheep-like in appearance and behavior. Wool is
obtained from the Hmd, giving it additional economic importance.
Several forest animals are also hunted for food, the tastiest being the
Jakk8hl, another six-legged species rather resembling a fox. Neither
the cow nor the pig were ever brought to Tékumel. Dogs and cats are
common, however, and are kept as pets. There are a number of species
of poultry, the most prevalent being the Kdika, a fat, waddling, duck-
like “bird” obtajned from one of the Pdchi L& worlds. Birds of prey
(such as the Kiini, which can also be trained to speak and to repeat



simple messages) are used to hunt game birds for food. Of the latter,
the most delicious are the Sahel{n, the Fern-Wing of Salarvyzf, and
the rare and beautiful U’db of the Tldshte Range in LivyZnu.

Fish and shellfish are another important food supply. There are
innumerable varieties — some so large as to be dangerous (e.g. the
crab-like Haqél of the southern seacoasts). Nine species of seaweed,
two dozen types of sea-vegetables, and two floating sea-fungi are
eaten, and the Livyani and the people of Tsoléi drink a thick, greenish
soup made from an algae found in shallow tidal pools. Many types of
insects are also consumed, although only a few of these are true
“insects,” the rest being creatures obtained from other worlds during
man’s sojourn in space.

The nonhuman races can eat most of mankind’s foodstuffs,
although they each have their own préferences. The markets of the
foreigners’ quarters in the larger human cities offer a variety of
specifically nonhuman comestibles. The Shén, for example, enjoy a
thick, bitter cake made from the Chr melon; although men can eat
this, it is certainly not considered a delicacy! The Ahoggy& have their
own smelly, unsavoury vegetables; the P& Chél their }ubers and tree-
bark porridge; the PAchi L&t their rgund, juicy Dmoz fruit which is
nauseating to humans; the Tinajiya their underground crops of
fungi; and so forth. Neither the Shen nor the Ahoggya drink alcoholic
beverages since these are harmful to their systems.

Most cloth is manufactured from plant fibres. The commonest
variety is Firya, made from a reed-like plant grown all over the
continent (and also ysed to make a kind of paper). Another plant
produces the silky Gidru cloth favoured by the upper classes, and the
delicate Thésun gauze used for the most elegant garments of both
sexes comes from the spinnings of an insect. The best Gidru cloth is
made in Salarvy%, though some prefer the thicker variety woven in
Khéiris and Pagds in Mu’u alavyzf. The finest Thésun gauze comes
from Katalal, Mek\f, and Urmish in central Tsoly&nu. Furs are not
much worn because of the heat, but leather is common, the best being
the hide of the flying, snakelike Vringfilu, a wild and dangerous
creature found only in the denser forests.

Another important economic resource is the hide of the Chlénbeast
(cf. Sec. 1.330). This animal is regularly “peeled” every six months or
so, with no harmful consequences to the beast. The tanner clans use
secret techniques to soften this material and then harden it again.
Chlén-hide is employed for articles of clothing, arms and armour,
implements, and many other items. It can be made slightly flexible or
hardened to the durability of soft iron or bronze, and it has the
advantage of being as light as some plastics.

Many metals are mined: e.g. copper, lead, zin, tin, silver, gold, and
even a little platinum. Such alloys as bronze, brass, and electrum are
common. Iron is very rare, as has been said above, and its place is
largely taken by Chlén-hide.

Almost all of the gemstones known to ancient Terra are found on
Tekumel. Certain sea and river creatures produce types of “pearls,”
and there are also gems obtained from non-Terran plants: e.g. the
smoky dark-red Flame Opal, the secretion of a globular tree found in
the Pachi Lei forests of Pdn Chéka, which is much desired by the

Locale and social class distinctions:
Rural/tribal

Lean-tos and huts of boughs and leaves

Region/Nation

I
M'morcha, Same
Nmart(sha,

Gilraya Forests

Kilalfmmu, Wattle-and-daub huts, 1-storey,
Mjhallu, 2-6 rooms
Jannu, etc.

Log-roofed, semi-sbterranean house-
pits, 1 large room; log palisades

Northern realms
on maps 2-3

2-10 rooms

Leather tents, gften partitioned by
leather or Hmélu-wool blankets

. Ve
Milumanaya,
desert tribes

animals

Livya’nu,
Nyemesel isles

Adobe 1-storey farmhouses, 2-10
rooms, enclosed by outer mud brick
wall with out-buildings against it,
flat tiled roofs

Village/small town

Same; wealthier people live in 1-storey
wooden or stone 2-8 room houses with
pitched thatch roofs

Mud-brick, 1-storey, 2-10 room houses
in Peles4r and Sunraya, flat slate roofs,
outer enclosure and out-buildings for

Same; larger 2-3 storeyed houses, some
stone construction, open pillared porches,
outer house walls are windowless
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priesthoods of Vim¢hla and Chit{ng. Another sea creature produces
a type of “ivory,” which also has some of the qualities of mother-of-
pear] and is thus popular for inlays and mosaics.

Some fifteen species of trees are commonly employed for timber,
Special varieties include the iron-hard Ti% tree, the pure white Ssdr
tree (whose wood is used for staffs, arrowshafis, etc.), the Séresh tree
(from which the best bows are made), the Balur tree (which burns fora
long time and is thus valuable for torches — and the bark of which is
burned to keep off night insects), the Vrés tree (from which incense if
manufactured), etc.

Mats and baskets are woven of several grasses and reeds. The best
bowstrings are made from the RiZgga plant of eastern Y&n K6t and
Sag Allaqi’ The Ddichu tree of the Chfkan forests and the K6rt Hills
provides the best rope and cable, and Déichu bark is also pounded
into a thin, durable cloth which is preferred by the women of western
Tsolyanu and Mu’ugalavya. Special notice may be taken of the Vrdoz
rushes of southern Livydnu: these are plaited into a cord so strong
that it cannot be broken or bitten through even by a Shén, and only a
fine steel knife will cut it. Vr@oz fibre has the unpleasant peculiarity
of contracting when exposed to salt, however. The priest-lords of
Livy&nu thus punish criminals by wrapping them in a net of Vrﬁz
fibre, staking them out in the sun, and literally allowing the wretch’s
own perspiration to squeeze him to death.

Most Terran stones and minerals are found on Tekumel, although
not all are known or used. Basalt, granite, sandstone, limestone, and
several good marbles are used for construction. Slate is available for
roofs. Other economically important minerals include rocksalt,
alabaster, flint and obsidian, sulphur, chalk, quartz, talc, natron, tar
and natural petroleum, lime, coal, and peat (in the bogs bordering the
northern sea in Ghatdn). The poorer classes of the Five Empires
utilize baked mud bricks for building, and their houses are roofed
with thatch, slate, wooden shingles, or clay tiles, depending upon the
tradition of the region. Clay is universally used for pottery and
storage vessels. Hundreds of types of glass are manufactured by the
glassblowers’ clans, and the most prized glassware includes the red
cut-crystal of Mu’ugalavy&, the dim and cloudy purple glass of the old
city of Pardimal, and the pure and transparent wares of Farsha in
Livyanu. Glass-coral, })roduced by an underwater creature in Lake
Parunal in eastern Yan K&, is highly esteemed and is more costly
than gold.

It is not possible to provide further details of the economically
important products of this part of Tékumel. This would require an
encyclopaedia — indeed, the pharmacopoeia of the physicians of
Tsdmra alone would run to over twenty bulky volumes. Furtheritems
will be mentioned passim, of course, in the pages which follow.

1.420.
1.421.

DWELLINGS AND SETTLEMENTS
House Types

Dwellings vary according to the. climate, materials, economy,
social complexity, and local traditions of each region. The following
table can thus provide only brief and incomplete characterisations.
“ Same” "‘the same as the next column to the left.”

Large town/city

Same; richer inhabitants have brick or
masonry 5-16 room clan-houses; rulers
live in stone castle-like citadels, often
consisting of a single squat tower with
outer palisades of noncombustible

NI€ wood
Same; townspeople live in 1-storey log Same; upper classes are as for Kitaldmmu
houses with shingled pitched roofs, above

Same; upper classes have 1-2 storey mud
brick or masonry mansions, 5-20 rooms;
rulers dwell in low rambling stone palaces,
usually watled and turreted

Same; richer people live in elaborate

2-3 storeyed stone houses, much use of
decoration, many pillars and porticoes,
often a central court surrounded by private



/
Mu’ugalavya

£ -
N'luss, Ghaton

s 7 i
Yan Kor, Pijena,
Sag Allagi”

Tsolyanu

Neat 1-storey houses of baked brick,
2-8 rooms, separate storehouses and
out-buildings all enciosed within a
walled compound; low-pitched thatch

or tile roofs

Rough stone 1-storey huts, steep-
gabled wooden roofs, 2-5 rooms, outer
palisade of logs; storage chambers
usually subterranean

Square wooden 1-storey clanhouses,
5-20 rooms, a central common room
with rambling sub-sections for different
clan lineages, low-pitched thatch, tile or
slate roofs; outer palisade with out-
buildings flush against it

Rambling 1-storey mud-brick cian-
houses, 2-15 rooms, flat roof of slate
or packed clay; complex floor plans
with an enclosed outer court leading
to a reception hall; guestrooms are
set off to one side, and the clan’s
private apartments are at the back;
kitchvens, baths and latrines are
communal; outbuildings are set
within a tow guter wall (higher and
lightly fortified in more remote
regions)
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Same; 2-3 storeyed brick or stone houses,

low-pitched tile roofs, a central open
court surrounded by private apartments;
usually a separate wing or sub-building
for entertainments and guests; fronted
by a wood-pillared porch and gardens

Same; wealthier people live in 2-3
storey wood or stone houses, round
floor plan with central firepit and
common room, steep-gabled roofs,
separated communal town buildings
for storage and animais

Same; stone and wood construction,
2-3 storeys, 10-30 rooms, low-pitched
slate or tile roofs; separate dormitories
for young men and young women;
central dining hall and kitchen; often
surrounded by vegetable gardens and
outer stone or brick wall

Same; better brick or masonry
construction; 2-3 storeys, 10-20 rooms;
reception and guest rooms are separate;
the apartments for various clan lineages
are individually separated and placed at
the back of the house; town houses
usually contain the clan’s workshops,
storage areas and sales rooms

apartments; rulers dwell within the vast
temple compounds; temples are squat
pyramidal platforms on top of which the
shrines, apartments, etc., are erected;
outer temple walls are blank or decorated
with images and script; inside are open
courts and colonnades; temples are set
within lush gardens, and their outer walls
are fortified

Same; larger brick or masonry buildings,
low-pitched tile roofs, many pillars and
open colonnades, 5-30 rooms, a c omplex
floor plan centering around an open c ourt;
city slums are tall tenements 3-5 storeys,
many small, cramped rooms, common
bath and latrine; rulers dwell in 3-5 storey
palaces, much use of heav y masonry,
intaglio, mosaic, coioured tiles; low-pitched
tile roofs; many pillars and porticoes, often
set in a geometrical garden; fortresses are
separate from residential palaces; temples
are open series of pillared halls around a
central shrine, usually walled but not
fortified; priestly apartments and workrooms,
etc., are built in a separate block or area

Same; tribal chieftains live in round 2-3 storey
stone towers, 5-10 rooms, high-gabled slate
roofs; wooden outbuildings surrounded by
rammed earth ramparts and log palisade,
possibly an outer fosse or moat -- or built on a
high and inaccessible crag

Same; wealthier live in larger and more complex
clanhouses, 2-3 storeys, 20-50 rooms; common
gathering room, kitchens, baths, etc.; guest-
rooms in a separate wing; outer walls sometimes
fortified; city tenements are low, squalid
warrens; rulers dwell in large clanhouses, one
part of which may be a separate fortified
citadel reached by a covered passage; Tsolyani-
style ad,ministrative buildings found only in
Yan Kdr City and other large urban centres;
temples are large, cathedral-like halls
surrounded by small shrines, with the major
shrine at the north end of a central nave;
temple outbuildings, dormitories, storage
rooms, etc., are in a separate wing

Same; 2-3 storeys, 20-50 rooms, ornate
reception and guest rooms; private apartments
are again at the back, with separate suites for
the families of senior clansmen; kitchens and
dining halls are communal, but private
apartments have their own baths and latrines;
workshops, storage areas and sales rooms

{if any) are placed in a separate wing, and the
whole is surrounded by a high windowless
wall with heavy outer gates; city slums are
mazes - 3-5 storeys in height, irregular floor
plans, tiny rooms, a common bath and latrine;
merchants often sleep in their shops (which
are just raised open stalls by day and are
closed off from th e street by wooden
shutters at night; the wealthy aristocracy live
in vast, complex palaces surrounded by
gardens and high walls, 2-5 storeys and 30-200
rooms, separate wings for guests, storage and
workshops, private apartments, etc.; high
pavilions and airy gardens are place upon the
flat roofs to avoid the heat; Tsotyani admini-
strative buildings are also large and intricate,
with public halls filled with ascending tiers of
daises upon which the scribes and officials

sit according to their ranks and functions;

the temples are vast, sometimes as much as
75-100 hectares in area, great truncated
pyramidal foundations crowned with massive
stone walls, pylons, towers, cloisters, colon-
nades, halls, etc., decorated and embellished
with images and panels of script; roofs are
usually high and pitched with up-curving
gables, gilded domes, and carven roof combs;
inside are labyrinths of small shrines
surrounding the main attar chambers, offering
rooms, chambers for special rituals, robing
rooms, living guarters, schools, libraries,
workrooms, storerooms, barracks, admini-
strative offices, and small cities of slaves and
artisans; temple styles differ from period to
period, region to region, and also deity to
deity; a temple is usually surrounded by



I'd
Salarvya,
Pechano

Tsolgi, Haida
Palkala

Low adobe, mud-brick or stone one
family huts, 1-storey, 1-3 rooms,
thatched or tiled roofs, outbuildings,
barns and aranaries are enclosed within a
high wall of prickly shrubs

Open circles of rough stone walls
roofed with a canvas-like cloth when
it rains; people, animals, etc., live
within these
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Same; larger buildings of stone, 1-2
storeys, 8-15 rooms; often a U-shaped
outer courtyard with the dining chamber
and private familv rooms at the back,
guestrooms to the left and wo rk and
storage areas to the right, a well or
fountain is found in the centre of the
courtyard with gardens and benches
all around; in towns the front of the
courtyard is usually closed by a high
wall; roofs are often brick or stone
domes or barrel vaults

Same, except that town houses are
roofed with tile or thatch, a central
courtyard is kept open, and this is
where food is cooked, people
congregate, and work is done

The house types of the nonhuman races also deserve brief
comment. When residing in mankind’s cities the friendly species
make no attempt to erect their own kinds of architecture.

Species

Ahoggya/

Hlaka

Hluss

Locale and social class distinction:
Rural/tribal

Single-storey, 1-room wattle-and-daub
huts built up on stilts above the bog,
pitched thatch roof; the center of the
floor is open so that a stout ladder
can be let down to permit ingress

and egress

-- {Hidka famiiies do not live in
isolation; they are found only in
communal eyries]

-- [the HIUss do not live in isolation
or in “single family’’ units)

Village/smatl town

Same; larger huts around a central dance
ground; a village is usually surrounded
by quagmires, poisonous plants, and a
fence of venomous hooked spines

High caverns in the face of a vertical
cliff, open at the front and possessing
several internal chambers dug into the
mountain at the rear; food is cooked at
the front of the eyrie, and this is where
the inhabitants congregate; the young
are raised in the small rear chambers;

the H14ka excavate and burrow but build
nothing of stone or wood

Egg-shaped domes made of a nacreous
bodily secretion and interconnected by

gardens and outbuildings all enclosed within
a high stone wall, in one corner of which is
the ponderous to wer for the great Tunku/
gong which announces the times of prayer
and certain ceremonies

Same; wealthier dwellings use massive,

square architecture, low, solid columns, and
have high ceilings to keep out the heat; 10-30
rooms, 2-3 storeys, domed and vaulted roofs
are common; work and storage areas are
enclosed within the residence, but shops and
and business buildings are kept apart and may
be located in another quarter of the city;

only one famitly or lineage inhabits a dwelling;
Salarvx ni tenements are similar to those of
Tsolyanu: 3-5 storeys, many small chambers,
and a maze of interlocking alleys and streets;
each building has its own latrines, but baths
are public and are run by the municipality;
the great feudal overlords live in domed and
turreted stone castles in the centre of their
cities, 3-6 storeys, 50-200 rooms, with thick
outer wails; floor plans are irregular, with
many apartments, columned halls, and chambers
centring around a domed ceremonial room
(rather like a ‘*throneroom"’); family rooms
and the women's quarters are at the back or
in the upper storeys, and guestrooms are
situated in the left front section of the building;
apart from these palace-fortresses there are
no administrative edifices --scribes and officials
have separate apartments anag offices within
the ruler’s ““castle’’; Salarvy4ni temples are
1-storey, monoiithic, square or oval buildings,
featureless from the outside except for a singie
great gate; within is a single large hall with
the altar in the centre; there are always
subterannean inner shrines, however; the
priesthoods live in their private houses else-
where in the city, and only the guards and
duty priests occupy the building when public
rituals are not in progress; a temple may have
an outer compound enclosed by thick walls,
and within this are the fibraries, merchants’
shops for images, talismans, a nd sacrificial
animals and objects, etc.; some temples also
have schools and academies on their grounds

Same; round or oval stone houses with an
open central courtyard; partitions divide

the quarters of individual families of the clan,
and areas are set off for storage, animals,

and workrooms, etc.; wealthier houses in
Tsol&j follow the Livydni plan, while those
of Hiida Pakfia copy the Salarvyéni

Large town/city

[Only in Omnu TIE HIgktis] : large, round
one-room log huts, plank floors, conical
thatched roofs; there is no market or a
business area; all commerce is done from
workshops in private homes; there are also no
temples -- no one has yet discovered even
whether the Ahoggyd have gods ~ but the
ceremonial dance ground is prominent;
towns are walled with log palisades and
guarded by moats filled with deadly
serpents and othe r creatures

Same, except larger and stitl more complex;
there are no shops or administrative areas

or caves in the eyrie-cit? and there are

also no temples; the Hidka religion revolves
around the placing of coloured stones

in geometric patterns in a flat space on top
of} high mountain at fixed times of the year;
Hiaka cities can only be approached by
flying creatures or expert mountaineers

Same, except larger; two or more *“‘HlUss-
mothers’ may occupy the same city, but they



Hlutrgﬁ

L L
Mihalli
s
Nyagga

Pachi Léi

Pé Choi

Pygmy Folk

-
Shen

Shunned Ones

7. .
-- [the Hlutrgu live only in communal
dens]

- {no settlements are known: ?}

Roofless underwater chambers are
sometimes vjsible when the waters of
Lake Parunal are low in the hot season;
these seem to be built of stone and
certain bonding corals, but very little

is known

One-room chambers skillfully ‘grown’’
into the bol;s of the great £b23a/ trees of
the P4n Chakan forests; large “*houses’
are grown down near the forest floor,
while the smaller dwellings of younger
adu Its are created higher up in the
trees; ladders of wov en vines connect
these dwellings aerially

Small, grey-green, dome-shaped one-room
houses made of a bodily secretion mixed
with chewed leaves, twigs, etc.; a house
contains only a clay hearth and wood or
clay platforms for sleeping

|_ow subterranean burrows beneath the
grassy plains of eastern Y4n Ké&r; a
burrow has several concealed upper
entrances, and there is always a large
chamber near the surface in which human

guests (or prisoners} can be accomodated;

other arrangements are unknown

Oval-shaped houses of stone and wood,
1-storey, 2-5 rooms, flat or low-pitched
roofs of beams and packed clay; all
surfaces are curved, and any windows
are irregular ovals; houses are surrounded
by gardens of Ch7 melons and other
plants, and there may also be a low stone
perimeter wall

-- [this species does not live in small
isolated groups]
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tunnels a nd passageways; each com-
munity centres around a larger dome
occupied by one great brequr female
and her attendants, '‘the HlUss-mother’’;
surrounding domes and semi-subterra-
nean dormitories are used as quarters

by the worker fighters; a Hillss village

is always walled with a mixture of stone
and secretion cement, and this is set
with traps, jagged glass, and poisoned
spikes

Low, interconnected warrens of inter-
woven sticks and mud; the floor is

either underwater or at least spongy with
moisture; the upper dens are occupied by
the males and lower burrows -- completely
underwater -- are reserved for the females
and the aquatic young; a village or town

is surrounded by floating magses of
poisonous plants, trained Qagt/a (swamp
snakes), etc.

-- [possibly subterranean?]

Same: larger aggregates of underwater
buildings of some size and complexity
can be seen off the city of Prajn{ in Y&nh
K&, but the reclusive Nyaggd cannot be
contacted (they do barter glass-coral by
leaving it on a beach in return for pottery
and other items)

Same; larger congregations of tree-
dwellings are built around an open grassy
knoll whic h is used as a temple

Same; villages consist of clusters of houses
connected by hidden forest paths; there
are no shops or markets, and commerce

is done by a sort of barter; there are also
no temples; in their own areas the Pe Choi
do not build temples in their towns,
although there are certain shrines hidden
back in the forests

Same; such ‘‘cities’’ as A Toh are inhabited
by many hundreds of individuals; little or
nothing of these is visible on the surface;
Guards are posted on high knolls, and an
intruder is met at once by a party of armed
inhabitants who appear from t he earth

as if by magic

Same; villages consist of several clusters of
houses, each sector separately walled with
high, featureless stone; there are market-
places and sq uat, square or softly rounded
temples to the Shén deities

Same

. reside in different sections, and these are

walled off from one another; Hliiss architec-
ture - what little men have seen and lived to
report — tends to be curved, domed and inset
all over with coloured stones, gems, glass,
metals, etc., in alien patterns; this race makes
little or no use of brick or wood for building;
internal partition walls are built up of their
transtucent bodily secretion or else are just
curtains of woven seaweed; there are no shops
or temples, although it is thought that the
Hliss do indeed have deities

Same; larger “cities”” are complex: a maze of
tunnels and low-ceilinged chambers all inter-
connected and filled with these vicious beings;
larger “*halls” are used for communal
gatherings of some kind, but the purpose of
these is unknown; there are no temples since
the Hlutrgd deities are worshipped in secret
swampy glens at night; cities are walled with
impenetrable spiny plants and surrounded by
moats; the paths between towns a nd cities
are kept secret

-1

Same: [?]

Same; copying human models, an area on the
floor of the forest is set apart for an open-air
marketplace; in such human cities as Butrfs
the Pachi L&i actually build houses of polished
and carved wood along human lines; these
have one storey and several chambers but no
particular floor plan; after the Mu’ugalavyani
massacre of the Pachi L& in 1,565 this species
has taken to walling their towns with log
palisades and surrounding them with ditches
filled with the ‘‘Food of the Ssu’’

- [The Pé Choi do not build larger towns or
cities; enclaves in Pdya Gupa prefer human-
built houses]

Same: {?]

Same; houses in the town tend to be much
larger with compiex and irregular floor plans,
and all enclosed within windowless high
walls; no decoration is used, and the heavy
roofs and blank surfaces create a rather
ominous air; the Shén are divided into *‘egg-
groups’’, a nd while some of these are geneti-
cally atlied and thus friendly or neutral to
one another, others are natural enemies and
cannot live within the same rggion {(hence
the proliferation of small Shen states to the
north); the wealthier egg-groups live in
“palaces’’: vast and intricate one- or two-
storey mansions of stone; there are separate
rooms for the egg-laying females, the young,
the males, and the egg-fertilisers who are
needed to activiate the eggs produced by
the two other ‘‘sexes’’; Shén cities are
usually walled, and there are separate markets,
barracks, temples, administrative buildings,
and even “foreigners’ quarters’’ for traders
and visitors of other species

The cities of this fearsome race were domed
over completely in ancient times, and nothing
is known of their internal arrangements;
there are usually four, eight, or sixteen round
gates, plus a number of subterranean sally
ports and tunnels; the material of the dome

is cloudily translucent and lets in light, but its
substance cannot be identified or duplicated;



Ssu/

Swamp Folk

Tinaliya

7
Urunen

1.422.

Many-chambered subterranean burrows
are excavated in rocky slopes; nothing is
known about the internal plan of these;
all that appears on the surface are
triangular stone pyramids with a single
sliding stone door in the west face;
these lead to the tunnels below

-- [single families do not live in
isolated households]

-- [isolated single families are rare]

One-storey, one-room square stone
houses, pitched wooden-shingied roofs,
square windows and doors, always sur-
rounded by orchards and vegetable
gardens; houses are usually whitewashed
or painted in pastel colours; there are
no defences - the Urunen have no
major natural enemies

Town and City Plans
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Same; larger towns are found in Ssuya’l,
and the few humans who have managed
to escape tell of high, spacious chambers,
galleries, massive pillared supports,
winding, circular passages, and mazes of
rooms and apartments used by the
fighter-workers, the males, and the
breeder females; storage areas and work-
rooms are separate, but there are no
indications of markets or temples;
entrances again are through triangular
pyramids on the surface

Small 1-storey, 2-3 room wooden huts,
tall conical thatched roofs; 5-10 huts are
built on platforms on stilts over the
water; no shops, temples, or marketplaces;
all inter-village travel is done by swimming
or in skin coracles; fast galieys may be
moored to a piling

Subterranean communal dwellings con-
sisting of 3 maze of entrance tunnels
which lead to an upper common room;
below are layers of chambers in which
food is cooked and stored, work is done,
etc.; beneath these are the living quarters
of the neuters, and deepest of all are the
private chambers of the relatively few
males and females who govern the
community; men are entertained only in
the upper common room since Tinalﬁ/a
passageways are only 1-1.5 m. high; on
the surface one finds only a massive
stone tower or stepped pyramid-like
structure which guards the entrances

to the community below

One-storey, 2-10 room square stone
houses; villages contain 10-100 dwellings
and are buiit in a neatly oriented square
plan with no outer walls; in the centre
of each town is a plaza with a temple to’
each of the Urunén’s three deities in the
middle; a vitllage headman resides in a
larger house at one side of this square

daring travellers who have peered within
claim that the air is clouded with yellowish
gas and that there are many strange and
alien edifices

Same, but larger and more complex; t he
ancient ruins of Ssuganﬁ' indicate that this
race once dwelt at least partially on the
surface; 3-sided triangular pyramids are
interspersed with fallen and crumbling
cotonnades of squat, alien pillars, open-roofed
halls of unknown purpose, obelisks carved

all over with ugly, squirming runes, and
strange stepped plazas crowned by tall
pointed monoliths; the cities of the Black Ss{
{on their distant island) are probably of this
type

Same, but larger; 20-30 huts are found on a
singte platform, and there are open areas
which are used for marketplaces; temples
consist only of a simple image kept within

a special hut; village and regional chiefs live
in larger huts with several side-additions and
separate outbuildings; ladders lead down to
docks where the town's boats are kept; there
are no large cities

Same, except larger, deeper, and more com-
plex; Tinallya cities often have high, spacious
rooms and g alleries which are used as common
rooms, ‘‘marketpiaces’’, and workshops; there
are no temples, although every city has one
or more library of curious tubular metal
scrofls and e ven human books; areas are set
apart for schools, administrative offices and
infirmaries { this race has almost a supersti-
tious fear of disease); there are side chambers
in which neuter dead are fed to a species of
flesh-eating fungus, but males and females

are entombed in deep catacombs surrounded
by all of the articles they enjoyed in life;
entrances to a tinaliya city are fortified with
massive castle-like structures; guestrooms and
trading areas for other races are built within
these

Same; larger cities have a variety of buildings,
all square and rather neatly plain; covared
pillared plazas are used as markets, and large
blocky, cube-like temples occupy the centre
of each city; government buildings face these
across an open square; only the headquarters
of the city guard (established to maintain local
order) is fortified in any way; schools and
libraries are entirely secular

City planning is rudimentary except in Mu’ugalavyd (and also

Of all the Five Empires, only Mu’ugalavy4 does not regularly wall
its towns and cities, although the residence of the administrato
(which includes any army barracks) is fortified. In Livydnu even the
smallest hamlet has its defensive wall, and within a Livy&ni city
each temple may be surrounded by its own perimeter of massive
battlements. The Tsoly{ni wall most towns Bvith  populations of more
than 5,000 persons. Such great cities as B&y Sii, Tumissa, Jak4lla,
Khirg4r, etc. possess multiple rings of walls and towers, with
stronger fortresses built within gxese at strategic points. The practice
is much the same in southern Yan Két, but in the far north one again
encounters towns which have no permanent outer defences: e.g. Krél,
Kharcha S4rk, and Greggeésa. The metropolises of western Salarvy4
are again heavily fortified, with the citadel of the ruling family
forming a powerful centre. In the east, however, only the coastal cities
(often victims of pirate raids) are provided with ramparts, while the
inland towns are unwalled.

The maps employ the following symbols for urban centres:

SYMBOL CITY TYPE, POPULATION RANGE,ETC.
Large metropolis: population 600,000 or more
Large city: population 200,000 - 600,000
Small city: population 100,000 - 200,000
Large town: population 50,000 - 100,000
Town: population 10,000 - 50,000
Small town: population 5,000 - 10,000
Ruins, important isolated temple, monastery, etc.
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amongst the Urunén). Most cities just expand willy-nilly. Beginning
from a natural centre (a marketplace at a crossroads, an important
shrine for pilgrimage, a lake or other natural feature, a military
fortress, etc.), cities tend to spread outward along the lines of least
resistance: up and down a riverbank, into an available plain, etc. In
Tsolydnu the temples of the twenty deities are usually erected close to
one another, creating a natural focus; the places and offices of the
Imperial administration form another, and the most prestigious
mercantile section a third. Favoured clans may have residences near
these nuclei, or they may choose to escape the crowded city and build
newer clanhouses in outlying suburbs. The occupational clans often
congregate according to their spheres of activity, and one thus finds
“streets’”’ of tanners and leatherworkers, “lanes” of smiths and
armourers, “districts” of weavers and tailors, etc. According to
Tsoly&ni tradition, the workshops, sales facilities, warehouses, and
storage depots of a clan’s business are located within the clanhouse.
Lower class labourers dwell in sprawling, congested slums. A
neighbourhood may develop into a slum for various economic
reasons, and there is thus no particular pattern for the occurence of
tenement sections within a city.

Livyani liferevolves around their omnipresent Shadow Gods. Each
temple functions almost as a city in itself, with its own marketplaces,
shops, and other services clustered close around the temple walls. The
worshippers of a deity tend to live near their shrine, and this creates
separate districts of people who follow this god or that. This practice
is not followed in the other empis’ authorities. The towns of the
smaller nations are much less structured, and there are too many



Water and sanitation are perennial problems. Mu’ugalavy3 and
Tsoly4nu take pride in their running water. Certain streams arekept
clean by law, and bucket-chains, great bronze pumps, and armies of
slaves are employed to keep the water supply in operation. The
Livy4ni employ the same methods, but many city houses also have
their own deep wells. Yan Kér and Salarvy4 are less organised, and
their water systems are sometimes polluted. Boiling water to purify it
is known, however, although not always practiced. Sewage disposal
is universally primitive; dumping into convenient rivers is common,
with unpleasant results for those who live downstream. The Livyani
have gangs of slaves — the lowest of the low — who collect refuse each
day, load it into Chién carts, and transport it far outside the city
walls. The Salarvyani are the least neat about their arrangements,
and one of the first things one notices about their metropolises is the
heady effluvium which hangs over all like a cloud.

Most of the nations of the continent are parochial and xenophobic.
The Livy&ni are the most prone to this, and the Yan Kory&ni the least.
This has given rise to the “foreigners’ quarter”: a separately walled
and guarded district where aliens, traders, clanless persons, social
outcasts, and other peripheral people can reside — temporarily or
even permanently. In Tsoly4nu it is dangerous for one unfamiliar
with the niceties of etiguette to venture outside of the foreigners’
quarter without a local guide. Only the most powerful and prestigious
foreigners (e.g. members of foreign missions, priests, and wealthy
merchants) have any legal rights, and if a proud Tsolyaninoble takes
offence at the language, behavior, or even the sight of an outlander,
he may order the latter beaten, imprisoned, or removed. The Livyani
are even more strict: strangers must remain within the foreigners’
quarter and can only travel outside in the company of one of the
Vrii’uneb, the omniscient Livy&ni secret police. Even then some areas
and even some cities (e.g. D14sh) are off-limits, and strangers found
there are likely to be sacrificed. The Mu’ugalavyéni allow aliens to
travel about their land, but they demand much tedious registration,
permission-taking, and paperwork which discourages all but the
most patient of travellers. In Salarvya the foreigners’ quarter is more
for convenience than for restriction, and outsiders may move with
relative freedom there. Some Y#&n Koryani cities have no such
segregated districts at all, and if one has contacts andis willing touse
bribery, the Baron’s officials will allow almost unrestricted travel.
The smaller nations are again too variegated to permit a
generalisation. One should perhaps single out Ghat6n, however,
where women never appear in public from the cradle to the grave.
Any who does so is likely to be slain by an enraged mob. Foreign
travellers thus either do not bring their womenfolk to Ghatdn, or else
they keep them secluded in encampments outside the towns. The
Ghatdni generously extend this custom to include female
nonhumans, but they have never quite known what to do about such
species as Ahoggya, who have eight sexes. Their usual responseis to
resort to violence first and then to debate the matter later.

The sexual mores of the south are very different. There are no “red
light districts” in Tsolyanu, Livydnu, or Salarvyé because public
courtesans are usually priestesses (or priests) of the relevant deities.
The Temple of Dlamélish operates the House of the Pleasant Hour in
Jakélla, renowned. for its opulence and imaginative services, for
example, and similiar functions are performed by the devotees 9f the
goddess Kfrrineb in Livyanu and of the goddess Shiringgayi in
Salarvy4. The Mu’ugalavya'ni do have prostitution districts (again
mainly served by priestesses), but this is due more to their mania for
compelling the practitioners of each profession to reside together in
one locale than to any attitude concerning sex. Prostitutes are rarein
Y4n K&r and Saa Allagt: casual cohabitation is considered a part of

every young person’s education, and the clan matriarchs often assign
temporary partners to their guests. In the far northeast (J 4nnu
Mud4lly, etc.) extramarital sex is punished by public humiliation —
much to the astonishment of travellers from the more permissive
south. Indeed, truly secular brothels are found only in HAida Pakale
and other lands across the southern ocean.
There are also no “thieves’ quarters.” Theft and other crimes are
barbarically punished in all of the Five Empires. There are still
thieves, of course, but any attempt to organise or institutionalise thefi
is ruthlessly stamped out. On the other hand, the profession of
assassin is recognised, and clans devoted to this occupation may be
found in the cities of Tsolyanu, Mu'ugalavya, Y4n Kér, and Salarvya.
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Assassins are a part of the formal code of “nobility of action”
mentioned in Sec. 1.370. One resorts to an assassinsg’ clan in order to
redress an “ignoble deed,” and a commission which is itself “ignoble”
or dangerous to public order is likely to be refused. The heads of such
clans are often wealthy, prestigious, and active in affairs, although
those members charged with the carrying out of missions must
conceal their identities, of course. Assassing’ clanhouses may be
found almost any place within a city, but there is no special “quarter”
for these groups except in Mu’ugalavya, where they are required to
reside close to the roads leading out.of the city “in order to facilitate
their travel unobserved.”

A feature of Tsolyani cities not much found in the other four
empires is the Hirildkte Arena. This is a huge open stadium in which
games and gladiatorial contests are held, Imperial ceremonials are
staged, and individuals may settle their personal differences
according to the ancient “Manifesto of Noble Deliverance.” More will
be said of these activities later.

In Tsolydnu, Mu'ugalavyd, and Livydnu the dead are buried in
necropolises: “Cities of the Dead,” located to the east or south of a city
outside its walls. In Béy Sii, for example, the City of the Dead lies on
the eastern shore of the Mssiima River across from the City of the
Living. Except for a few temples, monasteries, and the grim T6lek
Kéana Pits (Sec. 1.360), there are no residences or other buildings on
the eastern bank. The Ydn Koryani inter corpses in winding
catacombs excavated directly beneath their cities. The Salarvyani
cremate commoners but dig deep and elaborate tombs for their rulers.
Amongst the nonhumans, the Shén entomb their dead in clay urns;
the P& Chéi bury theirs with no ceremony in little forest plots outside
their villages; the P4chi L&i tie their corpses high up in certain trees
for the birds to feed upon; the Hlaka eat their dead with great
enjoyment and reverence, and to be offered a share of one of these
macabre feasts is the highest honour a human friend can receive. The
Ahoggy4 simply toss their deceased comrades out upon the refuse
heaps at the back of their village. The customs of the Tinalfya have
been mentioned in Sec. 1.421, and the other species either bury or
cremate their dead with more or less ceremony. Only the Urunén raise
great square tombs for their departed colleagues, as men do. Of the
hostile races, the Hliiss and the Ss@ are said to feed their dead to their
breeder females, and when one of the latter dies, she is encased in a
membraneous sac and hung in an underground cavern to be
venerated there by those who come after. The Hlutrgd float their
corpses out into the swamps upon little reed boats. Nothing whatever
is known of the funerary customs of the Shunned Ones, the Nyagg8,
or the mysterious Mihalli.

Every city has its own individuality, of course, and it is hard to
leave the topic of cities without inserting some of this “colour” into
the narrative.

Mighty Béy s is perhaps the largest metropolis, a sprawl of blue
slate edifices, slums, houses, and mosaic-inlaid palaces lying beside
the dun-hued Mssiima River. From the heights of Berendnga Plain to
the west one looks eastward to Patyél’'s Walls, which halted the
Mu’ugalavyani sappers in 2,020, the bustling quays, the congested
towers and gilded gables of the temples, the lesser spires and roof-
combs of the mercantile clanhouses, and across to the truncated
pyramids of the City of the Dead. To the north, the governor’s palace
is set within its ring of walls and gardens like the gem of a ring. Here
indeed, the Tsoly4ni say with pride, is the capital of an Empire.

Far to the south, ancient Jakdlla slumbers in luxurious, decadent
splendour above the yellowish tidal flats, cut in two from east to west
by the darker waters of the Eqdnoyel River. Tumfssa sits upon the
shores of a volcanic crater lake, its impregnable High Fortressrising
to the west like a defiant ship’s prow towards hostile Mu'ugalavy3, its
reddish sandstone palaces and temples lining the southern shore
opposite to the busy clanhouses of its merchants on the northern and
eastern banks, and the awesome facade of the Temple of Vimihla,
Lord of Flame, overtopping all on the southern bank. Khirgdr, the
bastion of north-western Tsolydnu, consists of three concentric rings
of walls crowning a hill. Within the outer circle are its residential
areas, markets, slums, and the foreigners’ quarter. The clanhouses
and palaces of the aristocracy are jammed within the second wall,
many rising five or six storeys in an effort to reach the open sky. The
third and highest perimeter of battlements surround the temples, the
palaces of the old noble clans, and the citadel of the Governor of the



North.

To the south of Khirgdr, old Pirdimal huddles within its swamps
beneath the slender needle of Thénu Thendraya Peak. This is “The
Black Toad of the Empire,” an ancient dusk-grey maze of riddled and
porous stone. Pdrdimal’s nickname may be undeserved — due,
perhaps to its grim hue and the all-pervading stench of the marshes
— but there is a dark and secretive air to this city as well, an
intangible essence of something silent, alien, and brooding.

The western cities of Chéne H8, P4ya Gup4, and Butrds are typical
of the Chékas: pretty, tile-roofed, tan wood and white limestone hill
towns, always with the green forest curtain and the smoke-blue
mountains of the inner Chékas in the background. Eastward, the
bustling cities of the central plains — Mreld, Mek{l, Katal3l, Urmish,
Usenénu, and others — are devoted to the agricultural bounty of their
regions — and to the making of money. They are flat, neat, solid, and
a little pompous. In contrast, Pen&m on the southern coast is an ugly
town, insect-ridden, smelling of fish and the sea, and splotched with
the pallid fungi of the bogs. It is a place in which everything one
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touches is damp, the air is like a breath of fetid steam, and men are
more likely to die of bog-plagues and dysentery than of old age.

In the far north, the City of Sarku squats upon its five hilltops like a
spiny dinosaur, its high-pinnacled, sepulchre-hued Temple of the
Worm-Lord overtopping the arched and buttressed ramparts which
defied the legions of Empress Shaira S, “the Divine Daughter of
Thiimis,” in 973 A.S. Farther east, the town of Thri’{l guards the
mountain pass to the north. This pleasant, pastel-hued, slate-roofed
little city nestles amongst its powerful battlements between two high
peaks, giving it the name of “The Pendant Between Avé&nthe’s
Breasts.” In the northeastern corner of the Empire the ancient desert
city of Fasfltum stands, a miragelike vision of red sandstone
battlements over which white marble Classical Tsolydni glyphs
march in serried rows upon bands of black diorite. Thisis “The City of
the Chiming Skulls,” so named because of the grisly custom of
hanging heads of executed felons from silver chains from the
ramparts, where they dance together in the arid breezes with wind-
bells of glass and metal, a funereal and wistful music in which the
city’s hawk-faced Vriddi overlords take much pride.

One more northern centre must be described: this is Avanthar, the
capital of the Tsoly&ni Imperium (cf. Sec. 1.370). Avanthar is not
strictly a city but rather a mighty fortress-palace, a great upthrust
crag of dark sandstone rising out of the mists where two rivers join
together. It is roughly triangular, like the prow of a ship in front, and
laboriously cut down in back into a dizzy escarpment which stretches
from one river gorge to the other. There is only one known entrance:
the watergate in its western side, through which visitors pass intoan
echoing dock chamber and are there greeted by troops of the
Omnipotent Azure Legion. Avanthar’s promontory has been
hollowed out into a labyrinth of halls, apartments, galleries, and
passages. It islargely self-contained and almost self-sufficient. There
are sleeping rooms, kitchens, workshops, storage vaults, dining
halls, barracks, offices, and all of the essentials of a city. Each of the
temples has its shrine and suite of rooms, as do also the great clans
and the delegations of foreign states. The lower reaches contain the
administrative offices of the central government: hordes of
bureaucrats, scribes, functionaries, servants, and functionaries,
heaps of scrolls and files and documents, soldiers, chamberlains, and
crowds of litigants and supplicants from all over the Empire. The
middle tiers are occupied by private lodgings, public halls, and other
facilities, and the upper levels house the temples, the apartments of
the highest courtiers and officials, the suites reserved for the Imperial
heirs and their entourages, the greatlibrary, an academy of scholars,
and innumerable council rooms and audience chambers. Beyond
these, up a staircase encrusted with gold and gems enough to buy a
kingdom, lie the blue-veined marble antechambers of the Hall of the
Petal Throne itself. Hither come the noblest and most powerful men
and women of the Empire, a sea of resplendent Khéshchal plumes,
glittering armour, iridescent robes of Thésun gauze sewn with gems,
the tall ceremonial helmets of the priests, human and nonhuman, a
thousand radiant hues, a babble of languages, the fragrance of
incense and a myriad perfumes. Yet upon passing through the
filagreed golden Gates of the Sublime Visitation, all is dim and
hushed and majestic. High up, in a gallery in the wall behind the
visitor, a choir of ancient priests drones the praises of the God-
Emperor in perpetual and perfect unison. When one of these singers
grows tired, a signal is given, and he is replaced by another without
the loss of a syllable. Thus it has been throughout each day and each
night for the last two thousand vears. Clouds of Vrés incense coil up
from the censers; the high, sweet voice of the Speaker of the Seal, the
First Prelate of the Court of Purple Robes (Sec. 1.370), rings out; and
in the far wall a tiny lamp shines through the translucent glory of the
jade lattice screen of the Petal Throne: the Emperor is present.

Doors lead out from the antechambers of the Petal Throne ontothe
mountain top. Here there are gardens, parks, and promenades.
Beyond the gilded cupolas and pavilions of these pleasaunces looms
the impregnable might of the Golden Tower, sealed off within its
forbidden precincts and glittering in the sun. One may well wonder
who envies the most: the lesser folk who gaze curiously up at the
blank walls and upturned gables of the Emperor’s residence, or the
Emperor himself, in all his lonely glory, as he looks down upon the
colourful, chattering throngs in the gardens upon the summit of his
citadel.



To return to the lesser cities of Tsolyfinu, one must go
southeastward to Sokétis. This is “The Roofed City,” so named
because one can cross it in any direction without ever emerging from
beneath some portxco, colonnade, or gallery into the sunlight. In
many respects, Sokatis is more typical of a Salarvy4ni city: carven
gargoyles, ornate parapets, intricate bas-reliefs, and walls which
slope up to the ponderous vaults and domes of its roofs. Thrfyain the
far southeast is similar but is much more of a non-entity: a flat,
faceless town of shops, clacking cloth-looms, and the redolence of
tlmb/er cut fresh from the Forest of Gllrgya Jaikaldr is much like
Thraya, except that its defences are stronger: the Salarvy{m covetit,
and the Hlutrgi to the south desire nothing so much as its
annihilation.

The cities of other lands must be characterised in a word or two. The
towns of Mu‘uga]avysT are neat and orderly: great Ssa’4tis with its
tiers of painted colux/nns, wall scenes of coloured tilework, and its red-
tiled roofs; busy Kheiris, a city of docks and ships but crowned with
several ancient and important hbranes and temples; the Chakan-
style towns Of/Ku/rdls and Pagus dusty TI&r ang sand-brown Khi;
forested Neihai, more Lwyam than Mu’ugalavyani; ruined Ch’ochi
lost in its memories of past glories; and the outpost town of Gashchné,
raw and harsh, accurately named “The City at the Edge of
Nothingness.”

The metropolises of Livya'nu/are ornate and cultured but somehow
inward-looking: old, wise Tsamra, above whose high walls the
Lemples of the Shadow Gods peer down like watching giants;
Kakdrsh and Nufersh harbour cities which spill down their hills to
the azure sea m/a riot of tiled roofs and dazzlingly white walls; proud
and stolid Tsdpil Hldya, monumental, massive, and arrogant
because of its wealthy harvests; the orchards and ﬂowermg pavilions
of hilly Hréis, half human and half’I‘mallya Sraon a city of shrmes
and wharves all green-grey granite and gilded spires; Farsha Falh
and Foshad, busy agricultural cities; and forbidden Dlésh into
whose mud-hued sandstone gates no outsider may venture and live.

In contrast, Yah K&r appears dark and dull, a medley of grey stone,
dark polished wood, and the ever-present 'I‘i’ trees, slender green-
black sentinels beside the leaden northern seas: Yan Kér City, the
Baron’s cap]tal all sombre basalt and dusky slate roofs; the grim
fortress of Ke'ér, turrebed crenellated, and topped with the emerald
banners of Yan Kdr; the irregular, curving walls and brown
brickwork of Hlif(ku open only to the devotees of its strange Mad
God the rambling wooden clanhouses and clattering smithies of
DhAru, “The Workshop of the North’’; secretive Ngakii and Prajnd,
blind walls and windowless turrets hinting at some monstrous
commerce with the hidden denizens of Lake Parunal; and the squared
buttresses and bastions of Makhis which look down upop a forest of
sails and masts and black-hulled ships. The cities of Sa# Allagfare
similar: many-towered Saf Allaqiy4r, s rawlmg down its barren
mountain slope into the open plain; Grai and Krd S&kka, wealthy
farming centres of dull brown stone; and the gaily painted wooden
palaces of Trii, more a city of Jdhnu than of the west.

The cities of Salarvya are ornate and elegant — too much so for
western tastes: Khim and Koylga, their walls peopled with writhing
friezes of heroes and mythological beasts, domed and vaulted, and
dominated by the c1tade]s of their feudal masters; the populous ports
of Héru and Chame’ el embellished with a myriad demon faces
carven of agate and chrysoberyl; prosperous Nrikakchn&, the
mistress of the western plains; Tsatsayagga itself, the capital, a
forest of high domes and gilded cupolas beside the sea; the even more
ornate central cities of Jeéggeth, Tsa’avtt’xlgu Shretsgya, and
Nimollu, where every surface is sculpted and painted and mlald with
creamy marble; the fortified harbours of Ajj&n Shlggath Pelels and
Naggds, all buff sandstone and red porphyry, upon whose parapets
stand tall black obelisks — stone charms to protect against the
pirates of the sea; lonely Retsullu, clustered about the base of a single
high sugarloaf crag upon which one of Shiringgayi’s square temples
stands watch; old Jgrésh, its worn grey walls crumbling slowly into
dignified ruin, where men plough up artifacts of imperishable steel
from their fields; the coastal cities of Fort Ormichash, Fort Vrusdggu,
Chichfivu, and Khiré, confections of fococo parapets and sculpted
walls, again defenders of the southern shores; dust-blown, windy
FA4rishu, solitary in the empty plain; beautiful and dainty Jaekanta, a
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wonder of intricate marbled screens, mosaics of semi-precious stones,
and red and black polygonal towers; and the eastern ports of Ss6rmu,
lelun, and Mimoré, pretty, peaceful cities of graceful columns and
muralled halls, where scholars sit beneath mullioned windows of
ochre and rust-hued stained glass to debate the wisdom of their
forefathers — and where all of the portentous affairs of TsolyAnu and
the west are but fanciful travellers’ tales, of little relevance to life.

1.423. The Sakbe Roads

Begun by the Bednall]ans and extended toits greatest range by the
Engsvanyali, the S4kbe Road system is one of the marvels of
Té&kumel. Abundant resources and armies of slave labour have
combined to make these highways into “Great Walls of China,”
fortified lines of communication stretching many thousands of
kilometres across the Five Empires.

A S&kbe Road is no ordinary highway. It is a complex feat of
engineering, made of solid stone in some regions, rubble faced with
masonry elsewhere, and baked brick in still other areas. A S@kbe
Road consists of three ascending tiers (like a three-step staircase),
with the highest level facing towards the nearest possibly hostile
frontier. The innermost, lowest tier of the roadway is raised 3-5 m
above the surrounding countryside. It has a low parapet on its open
side and is anywhere from 8 to 15 m in width. The second tier is 3-4m
higher, 6-8 m wide, and also has a parapet on its open side. The third
and highest level rises another 3-5 m, is 4-6 m in breadth, and has
crenellated battlements along both sides. At intervals of half a Tsdn
or so (about 600 m) there are guard towers. These are spaced more
closely together near potentially hostile borders and farther apartin
remote or centrally located, peaceful regions. Tower types range from
simple bastions (usually containing a room or two, often unused and
empty) to complex fortifications which stand astride the roadways
and block access to the thoroughfare beyond. From some of these
towers ramps and staircases lead down to the villages below, or to
secondary dirt or stone-paved roads, and at appropriate distances low
platforms have been constructed where travellers can unroll their
sleeping mats, set up tents, find merchants selling food and other
necessities, and even arrange for rather rustic entertainment.

The step structure of the SGkbe Road is another indication of the
Tekumel4ni penchant for the elaborate visual display of social class
insignia. The lowest level is open to common travellers, caravans of
transport slaves, and the plodding Chlén carts. The second tier is
reserved for the upper classes: nobles in their litters, officials with
their entourages, priests of the higher Circles, and senior clansmen or
clanswomen of obvious social quality. No wheeled traffic is
permitted, although small, light, slave-born litters may be used.
Travel on the third and highest is restricted to the most exalted
dignitaries, the highest of the aristocracy or clergy, and messengers
of the Imperium. Troops usually march on the lowest level (or even
down on the ground beside the roadway, if there are too many), with
theur officers keeping pace on foot or in litters on the second tier. The
Sékbe Roads are patrolled by contingents of special guards, and the
larger and more important towers may also have permanent
garrisons. Theft and violence are rare while journeying upon these
highways, but important travellers may nevertheless wish to ask
permission to sleep within one of the occupied towers The resident
guard captain will usually grant this for a fee of a Kditar or two.

The Sdkbe Roads wended their way across the contlnent in the
wake of the conquering Bednalljan and 1ater Engsvanyah armies —
a stupendous achievement. From leyanu in the southwest to
Nuruin in the northeast and from N’l{iss to the sybaritic cities of
eastern Salarvy£, the Priestkings built their network. The Sh&n were
never subdued, but those in Mmatugual bullt similar highways in
1m1tat10n of their neighbours. The Shéh of Shényu, however, did not
erect Sdkbe Roads but only ground-level highways paved with black
basalt, guarded here and there by watchtowers and fortresses. The
present-day masters of the Five Empires keep their Sdkbe Roads in
good repair and sometimes construct new ones. They are an excellent
means of moving masses of troops and supplies, and they also
possess great defensive value: an invader who breaks through at one
point must breach still further Sdkbe Roads as he advances.
Otherwise he runs the risk of being outflanked by still unsubdued
garrisons behind him.



The roads of the smaller regions — Tsoléi, N'liiss, the Shén states,
Ghatbn, Pijéha, Pechano, all of the countries of the far northeast, and
the principalities across the southern ocean — are much less
developed. They are often poorly maintained or even non-existent. In
these remote regions, the SGkbe Roads of the Engsvanyali may be in
ruins: crumbling heaps of masonry, overgrown mounds of
vegetation, muddy tracks running alongside shattered roadbeds, and
hollow shells of what once were proud towers.

The Sakbe Roads which pass through the swamps around the city
of Pirdimal are interesting enough to warrant mention. They are
made of wooden beams and planking, and they cross the dismal
marshes upon rows of fungus-splotched pilings. Rest platforms are
also of wood here, built out to the side of the roadway and occupied by
the squalid huts of the local merchants and the woven mat tents of the
Hehegénu (Sec. 1.414), who trade baskets, Ssar wood staffs, and
edible swamp crustaceans for cloth, metal, salt, and other needs.

It may also be noticed that certain Sfkbe Roads end without
reaching any destination. Some of these were abandoned out of
economic infeasibility or because of insurmountable engineering
problems. Others somehow gained the reputation of being accursed
or too dangerous (because of beasts, natives, etc.) to be worth
finishing. For example, in 2,194 A.S. the Emperor Hesht@’atl “the
Mighty” (2,168-2,234 A.S.) commanded the completion of the ancient
E)lgsvaméli/ project to link the town of Hauma with the great
Urmish-Jakalla road. The work had to be given up, however, because
no labourer would remain on the site, and even educated engineers
ran away. Men rep9rted that at the dark of the two moons the ruins of
the old Engsvanyali causeway were transformed into a gleaming
black highway upon which red-eyed demons marched in glittering
spectral armour. The project was accordingly shelved.

Sékbe Roads are indicated upon the terrain maps by lines of dots.
As stated above, not all of these are constructed on the same grand
scale, and in more remote areas they may be only rutted tracks, ruins,
or simply non-existent. The scale of these maps precludes the

inclusion of secondary roads and highways.
1.424, The Underworlds

The great antiquity of life on Tékumel makesit a veritable planet of
ruins. Some of these have been mentioned previously: the alien cities
of the Ssu and the Hllfss, where bitter hatred drifts in the air like
smoke; the twisted, melted tunnels of steel and glass and stone
constructed during the centuries of mankind’s glory; and hundreds —
perhaps thousands — of catacombs, labyrinths, dungeons, shrines,
caches, and even whole lost cities by the later dynasties and now
ruined, buried, and forgotten in the wake of history. These are the
Tsuru’um “the Underworld.”

An important factor in the development of these subterranean
mazes is the custom of Ditléna (lit. “the renewing””). According to the
precepts of the Bednﬁlljan kings, later adopted by both the
Engsvanyili and the nations of the modern world, every city should
undergo a ritual purification and a renewal at intervals of 500 years
or so, depending upon the city’s mundane horoscope, the positions of
the transiting moons and the planets, and economic feasibility. The
city’s inhabitants are either drafted as labour or are moved out; the
buildings are razed and their materials are used to fill in the
foundations; and a new and more splendid metropolis is erected)lpon
the site of the old. “Thus is the land made pure,” as the Bednalljan
Calendar of Difficult Immortality puts it. Ditldna requires many
millions of man-hours and the expenditure of incredible wealth; yet
the peoples of the Five Empires are fond/ of visual symbols,
ceremonial, and punctilious splendour. “Ditlana must be done,” a
Tsoly&ni might say, “or else we are no more noble than beasts.” None
of this prevents a parsimonious or impoverished monarch from
fudging a bit on the horoscope or the due-date of an expensive
Ditldna, of course. Modern Béy Sii is some 378 years overdue, its last
Ditldna having occured in 1,480 A.S. during the reign of Hejjéka IV
“Restorer of Dignities.” Jakhlla's renewal is even farther in arrears.
The War of 2,020, military and political problems, recent poor crops,
etc. etc. are put forward as excuses, but the clergy are now
importunate. P

The rubble-filled foundations of Ditlanarazed cities are often
tunneled out again by various human (and nonhuman) inhabitants
— and also by the predators and parasites which subsist upon man’s
leavings. The temples, too, refuse to abandon ancient and sacred
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shrines buried by this process. Conservativism and hoary tradition
demand that certain rituals be performed in these original holy
places, rather than in the newer temples on the surface. The priests
thus descend in chanting, torchlit processions to consummate rituals
which were old when the first Tlakotani ascended the Petal Thronein
Avanthdr. Such subterranean sanctuaries are always guarded by
human troops and detachments of priests — and also by creatures
and devices set there by the temples to serve as sentinels.

There are Tsuru’u/myal (Underworlds) beneath the Cities of the
Dead as well. The sovereigns of antiquity sleep in their stony tombs
under the protection of the creations of their sorcerers. These
sepulchres are rich with the wealth and artistry of their ages: golden
sarcophagi, begemmed images of the gods, tomb furniture of precious
woods and metals. They are also the most perilous, however, and the
wise thief may prefer to invade the more easily accessible resting
places of the nobility or devote himself to the pitiful graves of the
poor, from whence he may glean the occasional bits of jewellery
provided to the dead for their journey onwards to the Paradises of
Teretané. Tomb robbery is a minor but lucrative “cottage industry” in
many cities. It is usually organised and run by such clans as The
Nighted Tower, which resents trespass by amateurs who have not
paid their dues. There are also the Tomb Police to be eluded or bribed.
The punishment for a tomb robber who has not “paid up” is drastic: in
Tsolya{nu culprits are stripped and tossed down into the corpse-pits
reserved for slaves and the indigent, where the great Diags beetles
soon make a meal of them.

Information about the Underworlds is scanty. Those who know the
most tell the least, as the Livy&ni proverb puts it. Each temple is
aware of its own shrines, dungeons, and storehouses, and this is
imparted only to higher-ranking clergy and to those with a need to
know. Slaves, labourers (those who repair and restock looted shrines
and tombs, etc.), guardsmen and lower priests are blindfolded before
being taken below, and some of the harsher sects retain a contingent
of slaves in their catacombs and work them until they areno longer of
use, whereupon they are sacrificed. The Omnipoterit Azure Legion in
Tsoly£nu and the Vr@’uneb in Livy&nu possess many of the details of
these subterranean labyrinths, but even they are ignorant of their
totality.

The Tsuru'im below the city of Jakélla may be taken as an
example. This is said to be one of the most extensive of any in the Five
Empires, exceeded only by the Underworlds below Ch’6chi in
Mu’ugalavya, Tsdmra in Livy&nu, Jgrésh in Salarvya, and Pirdimal
and the City of S&rku in the Tsolyﬁni Imperium. There are entrances
to JakAlla’s Underworld both through the City of the Dead (outside
its walls to the northeast) and through the drainage tunnels and
sewers of the city proper. Immediately below the modern sewage
system lies a layer of passageways which meanders hither and yon
acrors several square kilometres. Two important subterranean
shrines are maintained here: those of Hrii"li, the Supreme Principle of
Change, and Dlamélish, the Green-Eyed Lady of Fleshly Joys.
Hru @’s temple rambles for many hundreds of metres through mighty
halls, apartments, barracks, refectories, dungeons, robing rooms,
libraries, outer sanctuaries of his various Aspects, ceremonial
chambers, etc. before finally reaching the Y-shaped twin inner
shrines peculiar to this sect. Here, in a welter of gleaming gold, purple
amethysts, indigo star sapphires, eddying blue clouds of Vres
incense, and the tremulous shimmer of a thousand candles, the
demon-masked hierophants of this mighty god celebrate the ritual of
The Coming Forth of Universal Diversification.

The temple of Lady Dlanfelish is smaller but has several vertical
levels, each appropriately guarded. On those nights when the moon
Gayel is full her orgiasts come to dance before their goddess, while
farther down in the maze her priestesses call forth the demon
Ru’utldnesh, “The One of Mouths,” and make appropriate sacrifice.
These rituals cannot be described to the squeamish — or to the
uninitiated.

Most of the temples of the other Tsolygni deities also have
subterranean sanctuaries below Jak4lla, although these are smaller
and of less importance. For example, there is a priestly academy and
a library of the Temple of Thiimis, a strange circular temple to
Chiténg, the Cohort of VimThla, and several others of note. Also on
this upper level is an underground branch of the Equnoyel River: the
River of Silence, in the midst of which is a misty island where it is said



that the demon Snikarum, master of dread Sdrku’s undead legions,
dwells — or perhapsitis Missim, great Death himself. No one knows,
and few return to speak of it.

The lower layers of Jakalla’s Tsuru’um do not liedirectly below the
uppermost level but are displaced to one side or the other due to the
city’s changing patterns of habitation over the aeons. There are
several Engsvanyali levels, others of the Bednalljan period, still
lower regions built by earlier dynasties, and eventually a ruined,
twisted level of metal passages datable to the age before the Time of
Darkness. All are interconnected, and as one approaches the
nethermost one feels a current of cold air which blows up from the
caverns within the very bowels of the planet. No mortal has ever
ventured so deep — or returned to speak thereof.

One of the strangest sections of the Engsvanyali levels is the
Garden of tye Weeping Snows, said to be the ensorcelled prison of the
wizard Nyelmu, who offended the Lords of Stability by his too
successful search for certain secrets from Té¢kumel’s past. Through
their magic this sage was condemned to dwell forever within the
Palace of the Frost within the Garden, changeless and immortal,
surrounded by luxury, and accompanied by his sycophants in a
perpetual orgy of jaded debauchery which knows no joy. The
poisonous snow-hued grass, the shrubs like sprays of frozen foam, the
alabaster pathways, the milky marble palace, and the Pale Legion of
silent guardsmen in white surcoats and silvery helmets — all
combine to create a terrible colourless sameness, a boredom beyond
any imagining of pain, and a desperate yearning for anything novel
or changeable. For this reason Ny€mu welcomes all who discover the
Garden. If they please him, he adds them to his coterie of followers —
permanently. If they anger or bore him, he may have them tormented,
and then in the moment of their most severe agony he freezes them in
stasis with that device of the ancients called the Excellent Ruby Eye
(of which more later). They are then placed here and there about the
Garden in his whimsical Tableaux of Torments. Occasionally he may
lay a geas upon a party of adventurers and send them forth to find
and bring back some tool of sorcery or other item needed for his
interests. Those who are successful may find themselves released —
or since the wizard is fickle and more than a little mad with his
enforced solitude, they may be punished or again made to join his
companions at the feast. There are those who claim to have escaped
with treasures beyond belief, while others are never seen again. The
Garden of the Weeping Snows is not for the faint of heart.

Most of the Engsvany’x;li levels are dark and empty, peopled only by
the creatures which haunt the depths and feast off one another. There
is the curious shrine to the demon Hgs, “He Who Laughs Forever”: he
causes those who are ignorant of the rituals to laugh and play pranks
upon one another until they drop from weariness or even perish from
breathless exhaustion. On a still lower level is the tomb of the
Engsvany/ali Prefect of the South, Rekmilish ITI, whose sepulchre is
encircled by a curved passage in which a mighty juggernaut car rolls
around and around, crushing any who have entered there. The car
cannot be stopped or avoided; the entrance to the passage closes and
becomes indistinguishable; and the victims can only escape if they
manage to discover the secret door which leads on into the tomb. This
place, too, has its guardians: powerful bronze-hued automatons who
must be defeated before the chests of gold and gems may be opened.
This part of the Underworld is also haunted by the demoness
Lelmiy&ni, “the Sweet Singer of Doom,” who manifests herself as a
little girl playing upon a flute. If her music mesmerises a party, she
will lead the explorers on willy-nilly through the massive bronze
gates of the Garden of the Weeping Snows, and what transpires there
has been described above.

Stil] farther down and somewhat off to the north of the present city,
the Bednalljan leyels of the Underworld are said to contain the rich
tomb of Mnekshétra, the Lesbian mistress of Queen Nay#ri of the
Silken Thighs. Upon emerging from the labyrinth into the tomb area,
one first encounters the Hall of One Thousand Columns. These are
carven with the likenesses of the Queen’s casual male lovers — and
are said to contain the bodies of those unfortunates themselves.
Beyond this is another intricate labyrinth which eventually leads
into an elegant chamber made to look like an open courtyard, the sort
of opulent place of dalliance which the Queen and her lover enjoyed in
life. In the midst of this is a bathing pool into which it is perilous to
look. There are sleeping apartments, furnishings, all of the trappings
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of a princess — and beyond again, concealed by secret doorways and
trapped with devices of stone and bronze, is the tomb itself: a crystal
sarcophagus in which the beautiful Mnekshétra sleeps attired in all
of her regalia and her insignia of power. This tomb can only be
opened safely by one who knows the Pandects of Impunity. Some say
that this tract may be available elsewhere in the tomb or in the
labyrinth. Others claim that the only copy exists in a lost and
insignificant-appearing manuscript once contained within the great
library at Tumissa. In any case, attempting to open the tomb
incorrectly is said to result in the party’s being transported back
through time to stand face to face with wrathful Nayar herself,
surrounded by her guards, her sages, and her nonhuman minions.
Any return to the present — or even the continuation of life itself —
then depends upon the party’s ability to flatter and cozen the Queen
and assuage her anger.

The Bednglljan levels give entrance to a still lower region
constructed by the Dragon Lords. Here stands the shrine of Vimuhla,
a blackened tower of monolithic stones surrounded by a moat of
leaping flames. The only access is a rail-less bridge less than a metre
wide high above the roiling inferno. Men tell tales of a treasure of fire
opals within this temple — enough to buy a man a kingdom — but
guarded by the demon Jneksha’a, “the Scythe of Flame,” and thus
inaccessible to any but the cleverest and bravest of thieves. As the
Tsolydni proverb has it, “Sweet is the harbour, but Death is the
ferryman.”

It is not to be inferred from the above that treasures and mysteries
are to be met at every step of the way in an Underworld. There are
vast empty sections, lost in dusty Stygian darkness: square rooms,
round rooms, irregularly shaped rooms, winding corridors, intricate
halls with many niches and bays, wide vestibules, tiny and tortuous
burrows, pits, holes, and much, much more. The priesthood of Ks£rul,
for example, excavates circuitous and featureless mazes to confuse
would-be despoilers of their shrines. The Ssu dig convoluted, cramped
access-ways. Certain sections are kept in repair, while others are
tumbled, blocked heaps of rubble, ever in danger of collapse. Most of
these places are walled with stone blocks, packed rubble, ancient
bricks, and even chiselled solid rock. There are also natural caves.
Some sections are well-nigh airless or filled with deadly earth-gases;
others are underwater. There are areas of pallid fungus and curious
underground vegetation. There are also nests and dens of the many
species which dwell below the earth. Exploring a Tsuru “#m is thus not
a pleasant afternoon’s jaunt; it is dirty, demanding, and perilous —
something done by only the most daring (or desperate) of men.

Only those sections which were once part of some ancient temple or
palace are embellished with murals or carvings. An experienced
explorer or scholar can then quickly identify the period in which the
place was built: the smogth, graceful, sophisticated, and rather effete
styles of the Engsvanyali; the grotesquely baroque murals and bas-
reliefs of the Bednalljans; the Dragon Warriors’ leaping flame-and-
dragon motif; the crude, monumental angularity of the Llygni; and
the myriad fashions of the many lesser periods and dynasties. Only
the most intrepid of adventurers will have seen the geometric metal
embellishments of the ages before the Time of Darkness or the Latter
Times, and fewer still have lived to tell of the alien caverns which date
from the first inhabitants of Tekumel.

Inscriptions are another means of determining the period of a given
Tsuru’im construction, of course: the intricate glyphs of Classical
Tsoly4ni, the elegant cursive delicacy of Engsvanyt{li, the curliques
and awkward shapes of the Bednilljan syllabary; the squat
squareness of old Llyani — etc. The Ssil inscribe their walls with rows
of perfect circles of different sizes, depths, and patterns, but no
human can read them. Nor can any living scholar decipher the
angular scripts of the ages before the Time of Darkness or the Latter
Times. For this, one needs a “Rosetta Stone,” but on Tekumel the
time-span is too great, and too much has been lost during the
millenia.

Whenever one enters one of the subterranean temple complexes, the
inscriptions and wall decorations will at once indicate the deity’s
identity: e.g. a shrine to Hrihdyal may beillustrated with some of that
goddess’ Thirty-Two Unspeakable Acts; a sanctuary dedicated to
Sarku contains statues or murals of his 108 hideous Aspects; a temple
of Karakdn usually has wall paintings or reliefs showing heroes,
warriors, and martial deeds; etc. Sanctums which predate the



discoveries of the priest Pav4r are harder to recognise, however, and
only a scholar of that particular period can identify the deity of an
older temple with any certainty.

It is impossible to do more than mention a few of the most
important ruins and sites to be found on the continent. Some of these
are indicated by stars on the terrain maps, while others are not
marked. On map 1 the following may be noted: the abandoned cities
of the Unknown Forest and the Plain of Towers (hexes 5404, 5001,
3803, and 3506) built by some unknown people during the Latter
Times; the Plain of Towers itself, upon which the remnants of the
great starships stand empty and forlorn here and there, intermingled
with stone towers which are imitations of these ships, constructed in
the hope of lyring the “Lords of the Sky” back again to Tekumel; the
caves of Churu Peak (hex 5116), where the Dwellers of the Mount keep
watch over a mighty treasure — and Ehe surrounding deseyrts are
patrolled by the semi-intelligent Churstalli, cousins of the Hliiss and
the Sstf; the Tower of Silent Cries (hex 4313), buried in the jungles of
M’'morcha and defended by the tribe of the Fungus-Eaters, half-
humans fanatically loyal to Hfsh, the cult deity of Mu’ugalavy&; the
overgrown mounds of Old Ch’6chi (hex 4319), whose Underworld is
said to “reach the centre of the world”; the metropolis of Lost
Bayeﬁ'sha (hex 3412), surrounded by impenetrable jungles and
occupied by a mutated human group which is slightly telepathic and
thus able to recognis; an intruder instantly no matter how clever his
disguise — the Bayarshans kill or enslave male explorers and add
any women to their breeding stock; the High Eyrie of Subadim the
Sorcerer (hex 3024), from whence he set out to seek the Egg of the
World, and where his creations still await his return; the secret temple
of the Shadow God Ru’ungkfno (hex 2624), a place of sacrifices — and
the hoarded wealth of aeons; the ever-ambient tower of Th&mar the
Wizard (hex 1907), in which his nonhuman Thilnrv'u steward
entertains travellers — and where immortal Thfmar himself
sometimes acts as host and makes his guests pagy with quests or
missions; the site of the earliest Shén city of Kg4-Rii (hex 0720), where
all of this race’s history is stored; the Squared Monolith of Kush?'il
Isle (hex 0428), which sits in a noxious swamp and is said to be the
gateway to many of the Demon Planes; and the remains of the City of
the One Other (hex 0116), where the lords of the Latter Times sowed
the earth with salt so that nothing might flourish there again. In
addition, there are Underworlds below most of the modern cicies: old
Tsdmra, Dldsh, Tsipil Hidya, Khéiris, Ssa’stis, Mu'galla,
Malchairan (from whence men say that the Petal Throne was
brought to Tsolya’nu long ago), and a score of others.

Map 2 is also rich in antiquity. It includes: the walled ruins of the
Mad City of Du’én (hex 6129), from which no explorer has ever
emerged, at least in his present form; the submerged capital of the
Nyaggéa (hex 5532), which is accessible to swimmers when the waters
of Lake Parun4l are low; the empty husk of one of the Shunned Ones’
cities (hex 5425), its dome fallen in and its strange buildings full of
eddying sand; the Great Wall of the Desert of Sighs (hexes 4711-4713),
possibly the remains of a Stkbe Road or a fortification built when the
area formed the shore of the northern sea; the remnants of Hrika (hex
4502), constructed by the P& Chéi during the Latter Times; the hidden
academy of Ksdrul (hex 4332), in the mountains east of Thri1l; the
Hauninngfkte Monastery (hex 4227) and the Monastery of the Grey
Cloak (hex 4204), bogm devoted to Thiimis, the Lord of Wisdom; the
gloomy Temple of Sarku (hex 4013), filled with its undead servitors
and storehouses of ancient artifacts and knowledge; the fallen towers
of old Hmakuyﬁl (hex 3708) where lives the dempon called “The Beast
Without A Tail,” and where the sects of Hrii’ii and Ksérul maintain
secret headquarters for the initiates of their Inner Doctrines; the eery
strong-hold of the Old Hl4ka (hex 3530), where no living Higka now
dares to fly; the First Temple of Vim{_xhla (hex 3503), partially upon
this Plane and partially upon some other; the city of Ngﬁla (hex 2913),
in which seducti\;e Hrihayal comes to meet her demon lover; the alien
walls of Ssuganar (hex 2831), the capital of the Ssd before mankind
had come to Tékumel; the Fortress of the hero Hrﬁgga (hex 2713),
mighty walls 15 m thick, vast towers of stone, and crumbled
columned halls all slowly sinking into the marshes on the shore of the
southern ocean; the drowned capital of Engsvan hla Ga’nga (hexes
2015-2016), the most glorious city of the Golden Age, home now only
to the fish and the denizens of the deep; and the perilous ruins of the
Hluss city of Ss-Rs3 , as nearly as a human mouth can form the
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name, (hex 1802), said to hold the keys to more than one of Tékumel's
mysteries, were anyone foolhardy enouth to land on the island.
Again, there are Underworlds beneath most of the modern cities as
well.

Map 3 contains fewer sites — or perhaps fewer are known, since so
much of the northeast is forested, mountainous, and unexplored.
Only the following are certain: the moldering halls and fallen
obelisks of the two MihAlli cities (hexes 5032 and 3313); the Shaft
Which Transfixes the World (hex 4206) on a lonely and unnamed
peak in Jdhnu; a strange surface labyrinth of windworn red
sandstone near the city of Tkémar (hex 4121) in which many
corridors lead to courtyards where gigantic human heads stand upon
pedestals, blind-eyed aBd mouths agape in anger (or fear?); the
caverns below Shiringgayi’s temple on its crag in the city of Retfullu
(hex 2930), which are said to house gigantic silent engines of some
golden metal; and the Monastery of Mrettén, “the Goddess Who
Walks Upon the Seg,” on Rusﬁ/lsle (hex 0620). Aside from these, the
modern towns of Jéggeth, Nimollu, and Pakala all have catacombs,
tombs, and subterranean constructions, and the city of Tsa’avtt’llgu is
renowned for its underground shrine to Shiringgdyi (said to have
belonged previously to some other, less pleasant deity), its pyramidal
mausoleums which date to Engsvanyflli times, its high observatory
towers, and the skill of its astronomers and astrologers.

Even less is known about map 4. Notable are: two ruined cities
(hexes 5508 and 4803), which may be Mihglli, Ssu/, or possibly
something other; the Temple of the Eye of the World (hex 4805), a
sprawling roofless maze of columns and platforms and altars carven
all over with innumerable staring human eyes; and the city of Jgrésh
(hex 2801), which possesses a sizeable underground labyrinth, and
where many artifacts of the ages before the Time of Darkness are
found. One should also mention the Crater of the Unstraightened
City, where all places, times, and Planes are rgmoured to mingle and
be as one; the Walking Lake of eastern Rannalu, which changes its
location from year to year (as much as 20 Tsdn, some say), and where
tribesmen report seeing the dim outlines of black walls and topless
towers beneath its bubbling, sulphurous waters; and finally the
unsubstantiated tales of an entire island covered with prehuman
ruins somewhere near Dréssa Isle in the far northeast (perhaps one of
the little islets in hexes 5927, 5929, 5732, 5632-5633, or 5630). Of the
modern cities, Jaekénta and Ssérmu are known to have extensive
Underworlds, and there is also some sort of maze below the City of the
Dead near Chichiivu.

1.425. The Tubeways

The planet-wide system of underground tubeways has been
mentioned above. Most of these are inoperable, but here and there in
the depths of the oldest Underworlds — or occasionally in remote
regions on the surface — working vehicles may still be encountered.

Suspended at no gravity in the centre of a circular tunnel, these cars
travel at great speeds through the planetary crust. A few important
arteries were also driven directly through T€kumel’s core and were
then maintained by forcefields. The routes and destinations of each
machine were programmed for it before the Time of Darkness, and
these cannot be altered by even the most learned modern scholars: the
languages of their builders are lost; their technology has been
forgotten; and even were a manual of operations to be found, its
diagrammes would be as unintelligible to a Tsoly&ni as the
instructions of an airplane would be to an ancient Roman.

Cars vary from small 5-passenger vehicles to very large machines
which can hold 20-30 persons, plus a cargo. The littlest are egg-
shaped ovoids, while the bigger varieties are cylindrical. The outer
door opens to the pressure of a clearly marked stud. Within are
passenger seats, a rear area for luggage, and a forward control panel.
The latter contains the ten buttons which send the car on its pre-
programmed destinations and also a vision screen showing what lies
ahead. To the left and right of the control panel are further boards of
dials, lights, and switches. These indicate the status of various
systems and perform certain technical functions (e.g. turn on the
lights within the car). Beyond, to the operator’s left, are three smaller
vision screens which — if they work — show other views around the
vehicle. These screens can also be used to contact other stations along
the car’s route. The control areas of larger vehicles are more complex,
and the biggest possess an upper deck for the operators, amiddle deck
for passengers, and a lower area for storage and cargo.



The most valuable contents of one of these cars are their steel tools,
stored in one of the rear compartments. Some do contain the skeletons
of their passengers and crew, but the most that can be gleaned from
these is a quantity of buckles, buttons, and other pitiful mementoes.
Weapons are rare, although other-planar-powered lights are fairly
common. The circuits of many devices may have decayed over the
centuries, however, and they may be more than a little dangerous to
use. Cargoes can consist of almost anything: tinned food and
delicacies, machine parts, chemicals — the whole gamut of products
of technological civilisation.

The stations of the tubeway system were originally built on the
surface or in underground areas below the cities of the ages before the
Time of Darkness. Sedimentation, city-building, and the changes
wrought by earthquakes, floods, and volcanic action have buried
some of these far underground, while others are choked with rubble,
earth, and vegetation. Most stations are easily recogniseable: a low
building upon a platform, a single staircase leading up to a handsome
metal door (sometimes sealed by corrosion), and signs in the thorny-
looking angular script of the ancients. Inside, a central hallway leads
past control rooms, freight bays, and facilities for the operators to the
vehicle chamber. This has a large, round, tunnel mouth in its floor,
and nearby there is a floor-plaque consisting of three glass slabs: one
red, one yellow, and one blue. By stepping upon the red area a caris
summoned (if one is not already standing ready); the yellow panel
lights up when the carison its way; and the blue plaqueis illuminated
when it arrives. If the red plaqueislit and nocaris visible, the station
is out of order. There is no way by which one can cancel a vehicle once
it has been summoned.

When the passengers are inside, a button on the righthand panel
must be pressed to close the door. The operator then touches one of the
ten destination buttons to send it on its way. The car then rises, moves
over to the centre of its tunnel, and accellerates to an incredible speed
within seconds (not felt by the occupants because of an internal
forcefield — if this is working). The vehicle cannot then be halted or
its course changed until it reaches its destination.

The terminals of the system may lie anywhere upon TéT(umeI. Some
journeys thus take only minutes, while others last for hours or even
days. A few of the more interesting destinations are as follows: the
vast, echoing, central “‘garages,” wheretubeway cars stand awaiting
a summons which rarely comes, like rows of silvery eggs; the City of
the Red-Tiled Roofs, a deserted metropolis on an island in the
northwestern seas, inhabited only by the Vriyfgga (a gigantic
tentacled beast which rolls about on a pair of horny natural wheels —
a curiosity brought to stock the zoological preserve of some early
spacefarer) and the Qu'’ iini (a pale, translucent, shrimp-like aguatic
species of similar origins); the automated robot city of the southern
ocean, whither the soldiers of the space age were sent for “rest and
relaxation” and where every physical desire may be freely satisfied —
but from whence no one may depart without “authorisation from his
unit commander,” now unfortunately dead these last fifty millenia;
the ice-temple far to the north of present-day Ghatén, said to contain
the rich cache of one of the lords of the Latter Times; the huge
undergound spaceport, sealed off from above by volcanic dust and
partially filled with lava; the arsenals of the ancients, their eniginatic
weapons decayed but still filled with live ammunition — and guarded
by imperturbably strict robot sentries; the ruins of the city of Ay,
constructed during the Latter Times in the tangled forests of southern
Tané and bathed in a permanent wash of deadly radiation; the
mournful island of B&re Sa on the other side of Tékumel, where the
cities are filled with human bones, and the crystalloid Hok{in ride out
on their strange steeds to hunt men and beasts alike with lances of
glass; the curious city of Dz6vath, tilted upon its side by the folding of
the planet’s crust, where ceilings and floors have become walls and
vice-versa; and the ozone-smelling black chambers at Tékumel’s core
in which the mighty gravity engines still hammer in rhythm with the
pulse of the planet. Only a few cars are programmed to traverse the
complex network of tunnels and exchanges leading to the lands of the
nonhuman Urunén, to the Plains of Glass, or to the human enclaves
on the other side of Tékumel. Some stations, moreover lie in regions
inhabited by the inimical races — pity the poor explorer who emerges
from his car to see the twinkling blue lights, smell the redolence of
cinnamon, and hear the high, sweet chiming of the Ssﬁ! Indeed, one of
these terminals is to be found below the citadel of Bassa, “King” of
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the Black Ssf. Still other stations are underwater, airless, collapsed,
or filled with noxious gases. Although every car originally possessed
safety devices to halt and return it automatically from a fallen tunnel,
some of these mechanisms no longer function, and the consequences
of hitting a collapsed passage at these vehicles’ tremendous speeds
can well be imagined.

1.426. Other Buildings

It is impossible to provide all the details of other types of edifices:
the bridges, aqueducts, irrigation canals, harbours, etc. A word or two
should be devoted nevertheless to two important categories of
buildings: fortifications and administrative offices.

All of the Five Empires build well-organised military camps. As
soon as a contingent has halted for the night, its accompanying
engineers and slave labourers begin their tasks, and these are usually
accomplished within a few hours. The quartermasters mark off areas
for supplies, kitchens, latrines, and barracks; tents are erected; units
are deputed as perimeter guards; and outer defensive ditches and
palisades are constructed — all according to the precepts laid down in
the ancient Bedn&lljan and Engsvanyali military manuals. The
Mvu’ugalavyéni prefer a square plan for such an encampment, the
Tsolydni a square or rectangular one, the Livydni a circular
arrangement, and the Ydn Koryani a series of smaller camps
strategically placed to provide mutual defense while forcing a foe to
overwhelm each individually. The Salarvyani are somewhat
backward in this art: their camps tend to be irregular, poorly
organised, and ill-equipped with proper latrines and water facilities.

All armies utilise fieldworks. Trenches and redoubts are quickly
dug, and if time permits, these are made semi-permanent with
rammed earth, logs, and bricks or stone torn from neighbouring
buildings. Pits and traps are constructed in strategic areas, and
bronze caltrops or spiked planks are set out to discourage organised
assaults. A higher site is chosen for an observation-cum-command
post, and this is defended with palisades or earthern walls.

Fortification styles differ from region and also historically from
one period to another. The military architects of the Five Empires are
thoroughly conversant with the various facets of siege warfare:
enfilading fire and the placement of towers, ditches and moats,
sapping and mining, artillery (ballistae, onagers, and trebuchets),
crenellation, machlcolatlon drawbridges, portcullises, and much
else. The Mu’ ugalavyam follow the later Engsvanyali design:
concentric rings of walls and towers around an open central plaza
which contains undefended palaces and other buildings. The cities of
northwestern Tsolyﬁnu are built along much the same lines: e.g.
Khirgar and Chéne HE. Yan Koryani fortresses differ only in that
their centres are occupied by separately bridged and moated citadels
built upon a knoll. Sometimes these are just huge round or polygonal
towers, but occasionally they possess their own outworks as well
Although concentric ring fortresses do occur in southern Tsolyanu
(e.g. the legion fortress at SokAtis), the older Bednalljan model is more
frequent there. This comprises a series of irregular wards and baileys
which lead up to the summit of a hill or out onto a promontory. This
latter strong point is then occupied by a rectangular, ponderous
donjon, its roof tiled and ornately gabled, high out of reach for the
incendiary missiles of the foe. A good example of this style is
Tumissa, The military architecture of western Salurvya is similar, .
though frequently cramped by being built in the midst of a crowded
walled city. Sieges are rather rare in eastern Salarvya, and the fine
points of siege warfare are less needed. Citadels there are low and
massive, therefore, with sloping walls and squat, domed keeps. In
Livyénu each of the temples of the Shadow Gods is a fortress by itself;
there are no “secular” constructions. As was said in Sec. 1.421, these
shrines are erected upon solid, truncated pyramids which make
mining next to impossible. In spite of their essentially religious
purpose, the Livyéni architects crenellate their temples’ parapets and
consider the needs of enfilading fire and internal defense most
carefully. The fortifications of the smaller nations have been briefly
noted in Sec. 1.421.

Administrative buildings are quite different, except in Sa‘.arvyg
where all governmental activity is done within the ruler’s citadel. The
bureaucracies of the other four Empires are separately housed. A
village may have nothing more than a single hall, perhaps part of
some clanhouse. Towns exhibit larger edifices of varying sizes and
complexities. In cities one encounters whole districts of rambling



palace-like structures, some quite beautiful. These last contain many
halls, corridors, courtyards, and galleries. Though they may be
walled, they are rarely fortified, and one passes through a lightly
guarded gate into an outer plaza where there may be gardens in
which petitioners may squat or stroll while awaiting the dispostion of
their business. Here there are food vendors, sellers of beverages,
petition-writers for the illiterate, chamberlains, guides, guards,
servants, minor bureaucrats, and officious persons who offer to use
their “intimate friendships” with the functionaries within for a fee.

Oncea client has passed through this outer courtyard, heis directed
into the hall or colonnade most relevant to his case. Here he is
confronted by ascending tiers of daises which rise up toward the high,
shadowy ceilings in a haze of lamp smoke and the fragrance of
sealing wax. Some of these daises are interconnected by little
staircases or even by wooden bridges. Again this illustrates these
peoples’ love of visual display: an analysis of the organisation of
these daises and their connections will at once provide a “flow-chart”
for the chain of command. The lowest daises are filled with scribes,
seated crosslegged upon once-white mats, surrounded by inkpots,
pens, and heaps of files and scrolls — and also by moisture-beaded
waterjugs, mugs for beer or Chumétl, plates of half-eaten food, and a
thousand other items. The client first hands his petition to one of
these scribes, and it is then passed up to the appropriate middle-level
official on the tiers above. Difficult or important matters wend their
way up this human pyramid, across one of the little bridges, and
eventually into the hands of some senior bureau chief — who then
makes his decision, scribbles on the document, and sends it on its
laborious way back down again. Fees (and “gifts”’) change hands,
and at last the supplicant is free to leave this busy, noisy, clamouring
hall for the hot sunlight outside once more. :

Important personages rarely have to face this maelstrom of noise
and humanity, of course. Nobles, senior priests, military officers,
ranking clansmen, administrators, influential foreigners, and other
“persons of class” may pass through side entrances into smaller
chambers. These, too, are filled with scribes and functionaries, but
they are nevertheless far more bearable than the crowded common
halls outside. Indeed, if a client of truly high station appears — orifa
person comes with a matter of the utmost urgency and interest — he
may be conducted into the private apartments of the Senior Prefect of
the bureau, there to be luxuriously wined and dined while discussing
his business.

1.500. Family, Lineage and Clan
1.610. KINSHIP STRUCTURES

The family systems of the Five Empires differ from one another
only in minor details. All are descended from earlier Bednédlljan and
Engsvanyéli models, and these have not changed much over the
centuries.

Actual physical parentage does not much matter. Not only is one’s
genetic father a “father,” but one’s father’s brothers, and one’s
mother’s sisters’ husbands are one’s “fathers” as well. One’s mother,
her sisters, and one’s father’s brothers’ wives are all similarly one’s
“mothers.” All of the children of these persons are one’s “brothers”
and “sisters.”

One’s mother’s brothers and one’s father’s sisters’ husbands are
one’s “uncles,” and one’s father’s sisters and one’s mother’s brothers’
wives are one’s “aunts.” Their offspring are one’s “cousins.”

An individual may thus have several “clan-fathers” and “clan-
mothers,” as well as a large number of “brothers” and “sisters” who
do not share the same genetic parentage. Within the clanhouse a
child may be brought up by this set of “parents” or that, and although
one does indeed usually know one’s genetic parents, this is not given
any greatimportance. The peoples of the Five Empires claim that this
makes for a close-knit familial relationship, provides more parental
care and affection for the children, and leaves some adults free of
child-rearing and able to go about other affairs.

A number of minor ethnic groups do not follow the foregoing model.
The N'liss, the Ghatni, the Lortin of northern Y&n Kér, and the
various states of the far northeast (from Chayfkku and J&nnu over
through Nuru’dn but excluding Kilaldmmu and Mih4llu, which do
adhere to the Engsvany4li pattern) are all conscious of their genetic
parents and have separate kinship terms for each type of “uncle,”
“aunt,” etc. The N’liss and the Ghatfni are strongly father-oriented,
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and their languages possess special honorific pronouns and verb
forms to be used when speaking of one’s father. The islanders of
Tsol& are very different: they practice a form of loose and rather
casual group-marriage, and any adult member of the group may serve
as a temporary parent. Younger children are often cared for by older
adolescents, and the peer-group assumes greatimportance. Indeed, it
is one’s place of residence which is central to the Tsol€ini world-view
and not one’s family. This is reflected in their personal names: e.g.
“Vrd of the Red Rock House,” “B# of the Highyalls," “Nsb of S}'Jver
Bay Beach,” etc. Conversely, the tribes of M’morcha and Nmartusha
exhibit incredibly complex kinship systems and have individual
terms for relatives so distant that they might not even be considered
members of the extended family in other lands. The nomads of
Rannflu are probably the most interesting of all: they do not
recognise genetic fatherhood in any way. One’s only parent is one’s
mother; there is no connection between sexual intercourse and
conception; and children are created through the magical
intervention of the gods! There is no parental bond, thus, in a
Rannflan marriage, and both men and women drift into or out of
these unions purely on the basis of physical attraction. Children are
then brought up by the mother, her sisters, and any current menfolk
in the group.

Only a few of the nonhuman races have identifiable human-like
family structures. The closest are the Hlfka and the Swamp Folk,
both of whom are monogamous, and who care for their young until
they are able to establish families of their own. The Urunén also have
strongly distinguished family patterns, but this race produces a
preponderance of females, and Urunén unions are thus largely
polygamous. B

The Pygmy Folk, the P& Choi, and the Shén likewise have clearly
delineated familes, but these are complicated by the existence of a
“third sex.” In the case of the Pygmy Folk, this is an hermaphroditic
individual, indistinguishable from a female except for its sexual
organs, who participates in the family’s sex life with both of the other
partners but who produces no offspring of its own.

P{ Chbi males are a gleaming black, and their females are
correspondingly a pure white. Their third sex consists of a neuter: a
male or female who temporarily or permanently ceases all sexual
activity and undergoes certain other minor physical changes as well.
The reasons for this are unknown, and it can apparently happen to
any individual at any time. Neuters continue to live in their
households and participate in all activities — except sex. Curiously
enough, some Pe Choi communities display a different pattern: only
one female remains fertile and serves as a sort of “village mother”;
the males act as her consorts; and all other females become neuters.
Again, the causes for this are not understood, although some P& Chéi
theorise that this may represent a different stage of the race’s
evolutionary development. )

A Shéh family consists of a (usually) monogamous union of one
male and one female. A third sex, the “egg-fertiliser,” is needed to
activate the eggs produced by this pair, however. These individuals
are slightly smaller, a little more greyish than the usual black, but
otherwise hard to tell from a male. Egg-fertilisers donot belong to any
one family and move from couple to couple as needed. The most
important unit of Shén society is not the family, however, but rather
the “egg-group”: a lineage of individuals all descended from the same
ancestors, Most offspring are genetically born into their parents’ egg-
group, but occasionally a clutch of eggs produces infants who do not
“smell right” (the Sh€n word is untranslatable). Most of these are
killed and eaten by their mothers, but if they manage to escape, they
may form the nucleus of another egg-group. (This is the origin of the
many small Shén states to the north of Sh&hyu: each consists of one
or more allied egg-groups). Some egg-groups are mutually friendly or
neutral, but others are genetically hostile to one another and can
never cooperate or interact: “The smell is too wrong.” During the
mating season, which lasts about a month during the hottest part of
the year, Sh&n males from unfriendly egg-groups will fight on sight if
there is a female with either party (and often even if there is not). A
Shn does thisinstinctively, using only his teeth, claws, and his great
knobbed tail. Needless to say, this complicates matters for those
human nations which employ these powerful reptiles as mercenaries,
and legions made up of different egg-groups must be posted far from
one another.



The other friendly races lack anything resembling the human
family. The ’I‘inall’ya posses three sexes again: males, females, and a
disproportionately large number of neuter worker-fighters. These live
in communal dens, as was stated in Sec. 1.421. The Pdchi L&
reproduce by budding: at certain times during a four-year cycle each
individual exudes spore-like spermatozoa which fertilise the “egg-
buds” on the bodies of others. The latter soon become pod-like
extrusions, and each of these bursts open top release a viable infantin
about 250 days. The Pdchi Lé&i have no families as such, although
they do tend to live in small groupings of between two and eight
individuals. The Ahoggyzf are the strangest of all. Nothing much is
known of their reproduction system, although itis said that they have
eight sexes. The interrelationships of these are a source of puzzlement
(and considerable }/mmour) to their human colleagues.

The lutrg\T, Hliiss, and Ssfi all likewise exhibit three sexes. The
Hlutrgu have a great preponderancy of males, a small percentage of
female spawners, and a very few asexual “leaders,” whose role is not
clear. The Hliiss and the Ssi are similar to one another: both have a
small number of males, very few females, and a majority of neuter
worker-fighters. The Mihalli are said to be completely
hermaphroditic, the same individual functioning as a male at one
time and as an infant-producing female at another. Nothing
whatsoever is known of the sexes or groupings of the Shunned Ones.
1.620, THE STATUS OF WOMEN

In f/our of the five Empires (Tsob/anu, Mu’ugalavy$, Salarvyg, and
Livyanu) women are handicapped by male-oriented traditions. A
“good clan-girl” remains obedient to her clan’s wishes, marrying
whomever and whenever the elders choose, performing the duties of
wife and mother, and sharing the housework and the child-rearing
with her clan-sisters. Inreturn, the clan protects her completely (e.g. a
clanswoman cannot be sued, and any legal action involving her must
be directed against her clan instead); it houses and feeds her; it
provides a suitable environment for her children; and it surrounds
her from birth to death with an atmosphere of familial love, sharing,
and respect. Clanswomen also share in the work of their menfolk:
peasant women labour in the fields alongside their sons and
husbands; townswomen perform many of the tasks of their clans’
crafts or professions; and only highborn noble ladies are likely to
suffer from inactivity and boredom. Even these last may find outlets
through scholarship, religion, literature, the arts, certain sports, and
other pursuits — and in this they are not too different from many of
their aristocractic male counterparts.

All four of these societies do provide a means for women to
participate more fully in spheres which are traditionally the province
of the male. This is possible through the institution of the Aridani (lit.
“independent’”). A female has only to declare before witnesses that
she has become an Aridéni in order to receive all of the perquisites of a
man. She is then “a person in the eyes of the law.” Although an
Aridédni woman still belongs to her clan, it has no more control over
her than it does over its masculine members, and she may participate
in its affairs just as her male relatives do. She may own property,
marry as she pleases (indeed, more than one husband — a
polyandrous union — if she desires), join a priesthood or a military
organisation, enter into business on her own, be appointed to a
government post, receive an equal share of an inheritance, and be
legally responsible for her own decisions. Ariddni status is not
without its drawbacks, of course. An Aridéni woman is not
automatically protected by her clan, and she may be sued or
challenged. If she joins an army, she may have to fight in battle. If
she commits a crime, she is liable to the same drastic penalties
imposed upon men. It is also true that many of the more traditional
men will not marry an Aridéni woman, preferring the presumedly
greater domesticity of the “good clan-girl.” This status does not
appeal to every woman, therefore, and it is estimated that only 15-20
percent of the female population is Arid&ni. Becoming an Ariddniis
not an irrevocable step, moreover; some women adopt this role for a
few years during late adolescence but give it up (again by another
public declaration) in later life.

Aridani stgtus is commonest in Tsolya’nu, less frequent in
Mu'ugalavyd and Livy&nu, and rather uncommon in Salarvy#,
where such a woman is looked upon as something of an eccentric. In
Yan K&r, Sad Allagf, and parts of Milumanay there is no need for
this legal institution. The matriarchal traditions of the north are
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strong: all property is inherited through the female line; marriages
are made by the senior women of the clan (and the menfolk have only
a little to say in the matter); and clan councils have a higher
proportion of women than men. Y 4&h Koryfni women regularly serve
in the army alongside their menfolk, and one might note such units as
the Gurék { Legion) of Dfiche HetrudAkte; this regiment recruits only
married couples, and if one partner is slain orincapacitated, the other
must remarry at once or leave the legion! The adolescent children of
these male and female soldiers also serve as light infantry
skirmishers — but this is true of many other Yan Kory&ni legions as
well.

Male-female equagity exists in varying degrees in Tsolé,i, Ha’ida
Pakﬁla, and in Mihallu. In Rann4lu the men rule all village-external
matters: e.g. war, the hunt, etc. Women, on the other hand, control the
policies and decisions of the village. The nomads of the Desert of
Sighs of Milumanaya display complete male-female parity as well,
but this extends also to children — anyone able to speak at a tribal
meeting — and these fanatically democratic people solemnly count
every vote before taking any actior. (“This,” say the Tsolyani, “is the
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reason why the Milumanayani never get anything done!”)

Total male dominance is found in Ghaton, where women are owned
as chattels and are bartered about much likea tlglic or a pair of boots.
The N’liiss, the tribes of M'mdrcha and Nmartdsha, and the peoples
of the far northeast also favour the male at the expense of the female,
treating women much like the “good clan-girl” of Tsoly&nu and the
south.

Of the nonhuman species, the PEChéi, the Hldka, and the Shéh are
dominated by males; the Pygmy Folk and the Urunén are female-
oriented; and the Swamp Folk practice near-equality but do have a
number of sex-specific tasks and roles. The very alienness of the
remaining races renders any discussion of the status of their sexes
either irrelevant or impossible.

1.630. SEX AND MARRIAGE

Women are able to avoid unwanted pregnancies through a cheap
and easily available means of contraception: the chewing of the root
of the ubiquitous Lisit! plant. The nonhumans have their methods as
well — all except the Hlutrgdi, who must rid themselves of surplus
offspring either by sending them off to fight their human neighbours,
or by putting them out to sea in a flotilla of little reed rafts, apparently
an instinctive attempt to found new colonies. Only a few of these
latter ever reach land again — T€kumel’s oceans tend to be filled with
large, numerous, and voracious predators to whom even a rubbery
Hlutrgﬁ tastes good!

Premarital sexual activity is considered normal by most of the
human cultures of the continent. The only “Puritans” are the
Ghaténi, who preach continence but actually permit great liberties to
a man while slaying an erring female out of hand. Sex holds no
connotations of “sin.” Male celibacy is practically unknown, and
only two or three sects require abstinence from their priestesses: e.g.
the virgin clergywomen of Dilinfla, the Cohort of Avdnthe. Indeed,
sexual rituals play an important part in the temples of such deities as
Avénthe herself, Dlamélish, Hrihfiyal, Shiringgyi of Salarvy, and
certain of the LivyAni Shadow Gods. Some of these festivities would
make a Roman orgy appear tame by comparison. Attitudes towards
prostitution were mentioned in Sec. 1.422.

Four of the five great Empires are also tolerant of other sexual life-
styles. Homosexuality and bisexuality are accepted as an
individual’s personal choice everywhere but in Y&n Kér and Saé
Allagi] where they are said to be ‘“bad for the society” and hence
topics for censure and ridicule. The Tsolyani, who love to put things
into neatly visible categories, even have army legions composed
solely of homosexuals: e.g. the Legion of Kaikama (36th Imperial
Medium Infantry), which contains both male and female
homosexuals; the Legion of Lady Mrissa (19th Imperial Medium
Infantry), made up of Ariddni Lesbian women; and the Legion of the
Sapphire Kirtle (12th Imperial Light Infantry), whose members are
virgins dedicated to Dilinla or Av&nthe and who are mostly also
Lesbians. Other forms of sexuality have their places as well.
Sadomasochism and other practices are found in the rituals of
Dlamélish, Hrihgyal, Chiténg (the Cohort of Viml’lhla), and in the
temples of one or two of the Shadow Gods of Livy&nu, for instance,
and it is rumoured that some of the secret rites of Sarku involve
necrophilia. None of this need concern those who are not so inclined,



and the only thing which is not tolerated is intolerance itself.

These cultures also see nothing *‘shameful” or “sinful” about
nudity. The body is considered to be a thing of beauty in the Five
Empires, and both sexes wear whatever they think may enhance its
appeal. Slave, peasants, and the lower classes don only such
garments as are needed for protection from the sun or from the
hazards of their crafts. The most important function of clothing,
however, is neither protection nor “as a cloak for one's nakedness”:
costume serves as the visible insignia of the wearer’s social class,
religion, clan, nationality, regional provenience, and much more. A
Tsolyani may go about totally nude at home or in the company of
informal friends, but outside he or she will wear those garments and
accessories which indicate membership in the appropriate social
groups.

Some of the peripheral societies do not subscribe to the mores of the
Five Empires, of course. The N'lilss — both male and female — rarely
cover their torsos but invariably wear a waist-to-knee kilt, and their
womenfolk also cover their legs with leggings or boots. The Ghatthni
conceal their bodies under several layers of complex garments, and it
is said that they even sleep fully clothed — a custom abhorrent to the
Tsolyéni. Conversely, the peoples of M’'mércha and Nmartffsha
rarely wear any clothing, but they consider themselves naked
without a coating of intricate designs painted in the colours of their
tribes. The inhabitants of Hlfkku in Y&h K6F allow no raiment of any
kind within their city (except for golden earrings, which they say
their Mad God has commanded them to wear at all times), but when
they go abroad they must wrap themselves in voluminous desert
cloaks of leather. The peoples of the states of the far northeast are
partial to fuller costumes; their womenfolk wear light veils before
strangers and look with disdain and pity upon their “naked southern
sisters.” — And so on through an almost infinite variety of fashions,
styles, and associated mores.

Most of the nonhuman species have never shared mankind’s
penchant for apparel, being satisfied with belts, baldrics, and
harnesses for tools and weapons. The Pt Chéi, the Swamp Folk, and
to a lesser extent the P4chi Léi copy human costumes while residing
in the cities of mankind, and one thus sees members of these races
attired in kilts, vests, capes, and the whole gamut of man’s sartorial
foibles. The Pygmy Folk and the Tinaltya adorn themselves with
painted designs. The P& Chéi incise their chitin with traceries of lines
and fill these with lacquer. The Shén, too lacquer their scales with
bright colours. The Mih4lli, the Urunén, and the Shunned Ones,
however, do wear clothing of various sorts. The Hluss cover their
carapaces with gems and bits of metal set in a cement secreted by
their bodies (Sec. 1.413.). It must be emphasised, however, that none
of these customs has anything to do with attitudes related to sex.

Throughout the Five Empires marriage is a social and legal
contract. It is used to link two families, two lineages within a clan, or
even two clans together and only incidentally may involve “love’ or
even “marital bliss.” In the south marriages are arranged by the male
elders of the clan, while in the north it is the old women who act as
matchmakers. The protagonists themselves have little to say about
it, although a bride or a groom may voice any strenuous objections
and pray that his or her elders will agree. Betrothals are often
finalised before the nuptial pair is five years old — and in some cases
even before they are born. If a prospective groom dies in childhood or
refuses the match, his clan may offer another candidate in his place.
The same is true of the girl who foils her clan’s plans by becoming an
Aridani. Needless to say, social pressure is strong, and it is easier to
give in than to fight. Many such arranged marriages are thus
consummated. To be unmarried and childless by age 30 is something
of an oddity and an embarrassment, although, interestingly enough,
one has only to declare oneself a homosexual (or join the Temple of
Dilindla if one is female)in order to stop all peer pressure. Alternative
life-styles and unusual behavior can be tolerated, as said above, as
long as the categories and their boundaries are made meticulously
sharp and clear.

An Ariddni woman may reject a match proposed for her by her
kinsmen. She may then take a husband of her choice, provided either
that his clan is willing or that he himself is independent enough to
stand on his own feet. Even so, clan pressure is powerful, and an
Aridani may still marry her pre-arranged mate “just to keep the
family happy.” If the match proves incompatible, she can always
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divorce him later.

Marriage does not demand constant togetherness and “total
commitment” by any means. In the great clanhouses males tend to
socialise with males, and women with women. Married men (and
Arid&ni women) perform their conjugal duties, spend some time with
their families, go to work, and then relax with peers of their choice. A
“good clan-girl” who is temperamentally suited to the housewifely
role need never be lonely; she is surrounded by her clan-sisters,
children, and other kinsmen of both sexes. The clanhouse provides
her with companionship and support, just as it does for the young, for
the aged, and for members who are weak or otherwise incapable of
functioning in the world outside. The attitude of the “good clan-girl”
is exemplified by Nalitha, one of the protagonists of the Tsoly&ni tale
of “The Four Flowers of the Stream”; she says, “Let my husband be
whatever he may be, so long as he is not a drunkard and does not
stink. It is his clan which concerns me, for it is with his mothers,
sisters, aunts, and other kinfolk that my children and I must live out
our lives.”

Polygamy carries high prestige in the Five Empires. A well-to-do
youth may first marry the bride arranged for him in childhood by his
clan, then another wife who is a “good match” politically and
socially, then another of a lower clan to whom he has taken a fancy,
and so on to the limits of his budget and his stamina. As he grows
wealthier, he may purchase slave concubines, and in addition he may
also form temporary liaisons with Arid@ni colleagues, unmarried
clan-girls, and courtesans. The larger his entourage, the greater his
influence and standing.

An Ariddni woman may have difficulty in finding husbands of
high status, butif sheis of good clan, has political or social prestige, is
cultured and beautiful, or is rich (and this is the sine qua non), she
should face no real problem. She may also marry husbands of lower
clan status (this benefits them socially and gives their clans more
repute), and she, too, may surround herself with male consorts and
slaves.

Some jealousy exists between co-wives or co-husbands, of course,
but this is alleviated by the overall attitude: a total commitment to
any one person for life is just not basic to the culture. An affair
between two unmarried people, a man and an unmarried clan-girl, a
man and an Aridé&ni, or between either of the latter two and a slave or
courtesan is hardly more than table-gossip. Sexual fidelity is
demanded only of the married clanswoman. If she commits adultery
and her husband objects (and there are some who would wink at an
affair between a wife and a colleague of equal or superior status), he
may challenge the adulterer to a duel. More commonly hemay ask for
financial compensation (Tsolyani: Shémtla). The husband of an
Ariddnihas the sameright to challenge his wife’s lover, but he cannot
claim Shdmtla. An Aridéni woman may similarly challenge a
husband’s Aridéni mistress, but if the lady-friend is not Aridéni (i.e.
only a clanswoman), the wife must content herself with getting the
mistress’ clan to take action. An affair with another person’s slaveis
again cause for the payment of Shé&mtla, however. The fact is that
sexual fidelity is not really that important. Unless it has been
specifically included in the marriage contract, it cannot be required of
a man or an Aridani woman. The only person who has no legal
recourse is the clanswoman whose husband has strayed, and even
she can usually get the clan to intervene if she is being denied her
conjugal rights or if her husband fails to support her or mistreats her.
In extreme cases where a husband has acted “ignobly” (Sec. 1.370), a
wronged wife may even resort to one of the assassins’ clans (Sec.
1.422) and have the miscreant soundly thrashed (having him killed is
very rare). In fact, however, all of these expedients are quite
uncommon. The prevalent attitude is: “Observe the formalities and
the letter of the law — then do as you please.”

Marriage carries religious connotations only in Livy&nu, where
nearly everything occurs under the baleful gaze of the Shadow Gods.
In other lands a priest or priestess may be asked to bless the match,
but this is only incidental. The wedding itself consists of a feast and a
public declaration, plus innumerable minor customs which differ
from place to place and class to class. Since marriage is only a legal
contract, it can be dissolved with relative ease, and divorce is
common — particularly amongst the upper classes. In the north a
man must pay a bride-price to the girl’s clan, and if there is a divorce
this has to be returned. Throughout the south the reverseistrue: a girl



brings a dowry to her husband’s clan, and this is repaid if the
marnage is terminated. The bride’s clan in the north and the
husband’s in the south are responsible for the costs of the wedding
and also provide gifts to the prospective spouse and his or her
relations.

Marriage usually takes place within the clan but across lineage
boundaries (see below). Unions between two clans are also found,
however. A beautiful girl of lower clan status may be wed to a boy of a
higher clan, particularly if she is to be a second, third, etc. wife, since
this gives her a better life and increased prestige, and in the
patriarchal south her children will belong to the boy’s clan and
lineage — a step up. Conversely, it is difficult for a youth of a lower
clan to marry a bride from a higher one. This is possible only when
the marriage is a true “love match,” and both clans are willing — or
when the bride is too ugly or shrewish to find a husband within her
own group.

In the south children belong to the father’s clan, as just said, butin
the north they take themother’s lineage and clan-name. The status of
the offspring of a marriage between a man and an Aridéni woman
must be settled before the wedding and written into the marriage
contract. There is no stigma attached to an illegitimate child,
moreover; such children belong tothe father’s clan in the south and to
the mother’s in the north (and also, strangely enough, in Salarvya).
The children of an owner and a slaveremain legally slaves unless the
owner wishes to free them and adopt them into his or her clan.

A bride and groom who dwelt in the same clanhouse before
marriage continue to live there afterwards. If they come from two
houses of the same clan, or from two different clans, then one must go
to reside with the other. In the patrilocal south the bride is brought by
her kinsmen in an elaborate procession to the groom’s clanhouse,
while in the north it is the groom who goes to live with his wife. It is
rare for a couple to set up indepedent housekeeping. Thisis done only
when the pair moves to a city in which neither’s clan has a house, or
when there is family enmity or tension involved. In the matrilocal
north a boy may take his choice between the clanhouses of his various
wives, and he usually chooses the most prestigious — and most
compatible — as his main residence. His other wives may then come
to live with him, or they may remain in their own clanhouses and
demand that he spend a portion of his time there with them.

Amongst the smaller nations, J&nnu, Kilaldmmu, and Mihallu
follow the general patterns of the northerners of the Five Empires.
The Loriin, Pijendni, Saa Allaqiyzfni, Milumanayéni, the tribes of
Rannfly, the Pygm;r Folk, and the Urunéh are also matriarchal and
matrilocal. The N’lilss, most of the states of the far northeast, the P€
Chdi, the Shén, and the Swamp Folk are all patriarchal and
patrilocal. The peoples of Tsoléi, M'mércha, Nmartisha, and Hdida
Pakala display both patterns and are indifferent to a nuptial pair’s
place of residence. The Hlaka never marry outside their own eyrie,
and within this they are strongly male-oriented. The Ghatoni haveno
concept of marriage; their nearest equivalent is Mzitbsesh, which
denotes something like “transfer of valuable property.” A girl
obtained through Mzitbsesh is taken to live within her husband’s
clanhouse with little ceremony, and there she remains for the rest of
her life. The idea of marriage is alien and hence irrelevant to the
remaining nonhuman species.

1.540. LINEAGE »

Within the Five Empires families are grouped into “lineages”:
extended bloodlines derived from a common ancestor, invariably
some ancient leader, hero, or legendary personality. A few clans (e.g.
the proud Vriddi of Fasiltum) have only one lineage, while most
possess anywhere from a dozen to several hundred. A clanhouse may
contain a single family of a given lineage, or there may be over a score
of households of the same lineage-name, all intricately interrelated.

It is considered good to marry across lineage boundaries but within
the same clan. Marriages within a lineage (and indeed within the
incestuous degrees: brother-sister, father-daughter, etc.) are
occasionally found, due to special circumstances. Marriage between
two clans is thought to be less good than inter-lineage unions within
the same clan. A first marriage is thus normally of the inter-lineage
type, and only later will a man or an Arid&ni woman take further
mates from other clans, as described in Sec. 1.530.

In four of the Five Empires the lineage-name is added directly as a
surname to the individual's personal name: e.g. the Yén Koryni

43

nobleman Zh{ Kriy6t bears the personal name Zh@ (given to him at
birth by his clan-mothers) and the lineage-name of Kriy&r, one of the
great governors of the north during the EngsvanyAli dynasty. In
Tsoly&nu, however, the lineage-pame is prefixed with Ai- “of” (much
like the German von): ¢.g. Kalusu hiVirid4me consists of the common
woman’s name Kalusii, plus “of-Virid§me” — Viridfme being one of
the followers of Ksfrul at the mythical Battle of Dormordn Plain.
Slaves and members of the lowest clans have no lineage-names, of
course, but as these move up in social status they may be adopted — or
made up.

In the north one sometimes encounters persons with two lineage-
names: e.g. S{ Ziris nga, i.e. Sf. who traces her descent back
matrilineally to two important chieftainesses of the Lorfin: Ztis and
Qdya.

Lineages are unknown, strictly speaking, outside of the Five
Empires. The N’Itfss employ only a personal name but can add their
father’s name or that of the band to which they belong: e.g. B)/okt
GriMnérr (B}/ﬁkt, son of Mne/rr) or By6kt VagMnérr (Byﬁkt, of the
Band of Mnerr). The hatﬁni simply add the father’s personal name
to their own: e.g. Chg Njil (Chgé, (son of) Njﬁ). The peoples of the far
northeast possess the personal name by that of the town or villagein
which they live: e.g. Mfa Shirgrgzﬁi (Miﬁ of (the town of) Shigraz). A
similar usage is found in Hfida Pakala. The jungle dwellers of
M’'mércha and Nmartiisha 9ave no syrnamgs but may append the
name of their tribe: e.g. Dori Konildni (Déri (of the sub-tribe of)
Konil4ni). The nomads of Rannflu begin with the tribal name, then
give the name of the individuals’s mother, and end with the personal
name, all in a long genitive construction: e.g. Vir Khizir J6rshu (i.e.
Khizi’s (boy) Jiirshu of (the tribe of) Vlll). The naming customs of the
islanders of Tsoléi were mentioned in Sec. 1.510.)

Nonhuman names are varied and complex. The Shén use either a
personal name alone, or else this plus the appellation of their egg-
group: e.g. Mrga/g Ss-shrsf (Mrgfg (of the egg-group) Ss-shrsf). The
P4chi 1% have no real personal names but call themselves after the
forest tree-house in which they were born: e.g. Ffsd Briigshmii (as
nearly as can be rendered phonetically — meaning something like
“One-of-the-Upper-House High-Bole-Tree”). The P& Chéi prefer
rather poetic names in their clacking, clattering language: e.g. Tk-
étk-dsa (lit. “Green-Timber-like-Warrior”). Hl&ka personal names are
also fanciful and sometimes melodious and humourous: e.g. Iwdu Ae-
ayd (lit. “One-Whose-Flight-Is-Higher-Than-the-Sun”). ’I‘inalﬁ/a
names efficiently indicate the owner’s sex, function, place of
residence, and some salient personal trait: e.g. Tsg Q6 (lit. “Neuter-
Warrior Dark-Speckled-One-of-the-Place of Q6”). The Urungn employ
only a personal name; these are traditional and have no meanings:
e.g. Aich€ The names of the Pygmy Folk, Swamp Folk, and the
Ahog, are both untranslatable and unpronounceable. (Indeed, the
Tsolyani say that Ahoggy{ names sound like sewage guyling down
a drain!) The practices of the inimical races, the Mihalli, etc. are
unknown.

1.550. CLAN

As has been adumbrated previously, the most important social unit
in the Five Empires is neither the basic family nor the lineage but
rather the clan. To know an individual’s clan is to have a good idea of
his class status, his profession, his provenience, sometimes his
religion, and even his likely political leanings. Clan activities are
central to most people’s lives, and only the most peripheral persons —
itinerant wanderers, pariahs, eccentrics, etc. — can or would wish to
exist without being a member of a clan. To be totally ‘clanless
(Tsolyani: Nakome() is to be helpless and without trustworthy friends
or legal recourse. One of the most deadly insults one can utter,
therefore, is to call another person “Nakom®.”

Clans provide innumerable services and benefits to their members.
A man expects his clan to feed him and his family from birth to death;
it will house him at no cost in any city in which it has a clanhouse; it
will care for his family if he travels, becomes incapacitated, or dies; it
will arrange for his marriage and those of his children; it will grant
him sanctuary if he has not broken the law (or, in unusual cases, even
if he has), protect him from unwarranted arrest, mediate with any
accuser, defend him in court, and pay financial compensation
(Shdmtla; cf. Sec. 1.530) to anyone he has wronged; it will loan him
items from the clan stores (e.g. weapons), invest funds in his projects,
if it thinks these to be appropriate and profitable, and hold his



possessions in safekeeping while he is away; it will issue him letters
of credit which he can cash at its clanhouses in other:cities or even
abroad through its reciprocal connections; it will use its influence on
his behalf (e.g. to obtain a post or a promotion for him); and it will see
to a host of further matters which would otherwise require him to
expend time, effort, and money. The clan will do the same for an
Aridéni woman member, and for a non-Arid&ni clanswoman it will
provide lifelong security and care.

In return, the clan demands the cooperation and support of its
members, obedience to its decisions and counsel (within reason), and
a monetary contribution averaging about 10 percent of a member’s
monthly gross income. In emergencies the clan may require still
greater sacrifices. Wealthy members are expected to add octasional
large gifts and endowments, aid indigent fellow clansmen and
clanswomen, and find ways of advanéing the clan’s causes in the
social and political spheres.

Clan membership is normally determined by birth. A foreigner who
displays good prospects may be invited to join a clan, however. The
lower clans are often eager to acquire “‘new blood,” the medium clans
less so, and the old aristocratic clans are practically impossible to join
except in very unusual circumstances. It costs between 1,000 and
6,000 Kditars to join one of the very low or low-ranking professional
clans in Tsoly&nu (25 percent more in Mu'ugalavy3 and perhaps 10
percent less elsewhere). Initiation into a medium-level clan requires
from 7,000 to 12,000 Ka’itars, and the fee for membership in a high
clan ranges between 25,000 to 45,000 Kditars — if the opportunity
ever presents itself! No amount of money will bring an invitation to
join a noble clan (such as the Clan of Sea Blue, Golden Sunburst, or
the Vriddi), and only the sponsorship — or direct command -~ of an
Imperial Prince will cause these doors to open. The Tlakotani clan is
permanently and unalterably closed to all outsiders.

Changing from one clan to another costs about half again as much
as the amounts given above. This is due to the fact that one must
compensate the clan one is leaving in addition to paying the
membership fee of the clan one is joining.

A foreigner is clanless, of course, although some clans do extend
beyond national boundaries: e.g. the Vimfhla-worshipping clans of
the west, such as Red Sword, Red Sun, and Red Mountain, all of
which have branches in Mu'ugalavyzf. A person whodecides toreside
permanently abroad soon finds that his clan status in his homeland
is only slightly useful in his new surroundings. The clans function
like a trade union’s “‘closed shop’: a Mu’ugalavyani smith who moves
to Tsolydnu is only allowed to practice his craft if he joins the
appropriate Tsolydni smithing clan. Previous membership in a good
Mu'ugalavydni smithing clan is helpful, naturally, since the clans of
different lands are well aware of one another’s qualifications. A
clanless smith (or one who comes from a place so distant that its clans
are unknown to their local counterparts) will find:that joining a
Tsolyani smithing clan is more difficult: he will probably have to
demonstrate his skill to his prospective clan-brothers’ satisfaction,
and he will be charged a higher initiation fee because he comes with
little or no prestige.

Another factor in accepting a forelgn member 1s religion: e.g. a
Salarvyani worshipper of Shiringgayi is likely to be invited to join a
Tsolyani clan which contains a high percentage of devotees of
Avianthe and/or Dlamélish. Joining a SSrku-oriented. clan will be
almost impossible for him, however, no matter how good he may be
professionally.

Clan governance is performed by a council consisting of the eldest
and most highly respected members of the local clanhouse. One of
these persons is elected as Chief Elder (or perhaps his lineage is
traditionally charged with this duty), and he then acts as spokesman
to the government, to other clans, and also to the representatives of
other clanhouses at the infrequent “grand councils” of the clan. Each
clanhouse is semi-autonomous and pursues its own local policies.
Only if there is an inter-clanhouse dispute or a major question of
policy affecting the body as a whole will a “grand council” be
summoned.

Clan names are based upon some ancient totem: an object, an
animal, an ancestor, or even an historical or mythological event. The
majority of Tsolyanu’s present 500 major clans and over 1,000 minor
ones developed during Engsvanyah times, although a few date back
to the BednAlljans and even the Dragon Warriors, while others were
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created during the Second Imperium. A new clan may arise because
of some quarrel or split between the factions of an old one, or because
of other political, religious, or economic factors. Only rarely can a
charismatic individual found a new clan, and it must then go through
a long period of being considered a parvenu before it achieves
acceptance. It is far easier for a clan to become extinct. War, famine,
plague, etc. may decimate its membership, or economic forces may
cause it to amalgamate with another more powerful clan. A chain of
misfortunes may cause a clan to gain thereputation of being unlucky
or accursed, and then its members desert it in droves. A case in point
is the old Engsvanyali Clan of the Stone Hill, once a prosperous
carters’ clan in Pendm; many of its menfolk died in the War of 2,020,
and its clanhouses were almost emptied by the Spotted Plague of
2,195. It is said that there are now only two old women left of this'clan!

Some clans are occupationally based (e.g. winemakers, goldsmiths,
scribes, etc.); some are powerful in one area but have only a few
scattered members elsewhere (e.g. the VAddi of Fasiltum); others are
widespread with clanhouses all over the Empire and even abroad,;
many represent class divisions (e.g. “noble” clans, “wealthy”clans,
“very poor” clans, etc.); some are devoted to the worship of one deity
or a group of related deities, while others are eclectic and contain
members of many faiths and walks of life; some specialise in
producing clergy for the temples, while others have a preponderancy
of their membership in the administration or in the military; and so
forth. Many clans contain both rich and poor members: e.g. several
thousand clansmens of the ancient and aristocratic Clan of Sea Blue
are little more than 1mpovenshed peasants in the agricultural plains
just south of Béy S{. Such ‘poor relations” are welcome — to an
extent — in the gilded mansions of their more fortunate clan-
brothers, although they must “know their place” and not presume too
much upon clan fraternalism. A poorer clansman may approach a
wealthier brother for money for his daughter’s dowry, funds for his
children’s education, aid in legal problems, and the use of influencein
obtaining a post. The richer member then gains prestige and status
for “acting nobly” and providing such assistance. In return, the
peasant gives what he can — a basket of fruits, a sack of Dna grain —
and he may send his children to serve in the rich man’s palace. The
system 1s as reciprocal as possible within its limits.

The above pattern obtains throughout southern Tsolyanu and
Mu’ ugalavya As has been said, the clans of the north are matrilineal
and matnlocal This mcludes the %‘solyém cities of Chéne HG,
Khlrgar Pirdimal, and over to Thri'll, as well as the nations of Ya/n
K&t, Pijéna, Milumanaya, Sad Allaql/ and parts of Chayﬁkku In
these regions the clan elders are predominantly women. Y 4n Koryani
clans tend to be more localised: each city has its own clans, and these
are rarely represented elsewhere, although reciprocal guesting
arrangements with similar clansin other cities are found. In Livyanu
the clans are also divided according to city-of-origin, but the whole
system is overshadowed by the religious distinctions between the
temples. Each of these has its own assortment of member-clans, and
those adhering to one sect do not intermarry with the followers of
another. The clan systems of Salarvyd and Pech&no are something
else again. In these two nations the clans have become a feudal
hierarchy. Seven great clan-families in SalarvyS and twoin Pechéno
rule over vast areas with more or less specific boundaries — almost
states within a state — and all lesser clans act as clients and support
for these dominant groups. While it.is relatively easy for a foreign
artisan to join the relevant Salarvy&ni proféssional clan, it is much
harder to move upward in the social hierarchy — or laterally into
another professional clan in a different part of Salarvya

Outside of the Five Empires the societies of Jénnu, Kllalammu and
Mih£llu all have clans based upon the same Engsvanyali and
Bednﬁlljan patterns. The N'luss bands and the men-only fraternities
of GhatOn are also somewhat clan-like, but the states of the far
northeast are divided into territorially based ethnic groups within
which wealth, property, and other types of power play the major roles.
There are hereditary “kings,” oligarchies, warrior societies,
priesthoods, and a host of other social forces too numerous to be
described here.

Clans are unknown in Tsole’i, Hiida Pak’ala, Rahn/alu, and the
tribal areas of M'mdrcha and Nmartlisha. None of the nonhuman
species possesses a true clan system, although the egg-groups of the
Sheén share similar functions (cf. Sec. 1.510). Occasionally a



nonhuman who lives in one of the Five Empires may join a human
clan for purely pragmaticreasons (e.g. he wishes Lo practlce the clan s
profession). These, however, are limited to the P& Chox the P&chi Léi,
the Swamp Folk, and rarely the Pygmy Folk. The other races do not
seek clan membership. If they wish to work at a craft, they restrict
their sales to others of their own species, and this is winked at by the
human clans.

The following sampling of the major Tsolyzfni clans will provide an
idea of what the system is like. In addition to the 1,500 or so Tsoly&ni
clans, there are pe baps another 1,000 in Mu’ugalavya, 850 in Yan
Kér and SafAllam 700-900 in leyﬁnu and 1,200 in Salarvy4. The
clans ofJannu, Kilaldmmu, etc. have never been surveyed. Clans are
listed below in a rough order of prestige and importance within each
class-category. There is little difference between many of them,
however, as far as relative status is conicerned.

Imperial:

Tlakotani: the clan to which the Tsolya/m' royal family
belongs; some well-to-do farmers and middle-class urbag
merchants are members as well; found around Béy Si,
Haum4, and-Usenénu.

Very high:

Sea Blue: descended from the royal families of the
Bednalljans — and correspondingly proud and arrogant
even when poor; includes many members of various faiths
and professions, although courtiers, bureaucrats, and
administrators predominate.. -
Golden Sunburst: descendants of the nobility of the
Engsvanyali Emplre - aristocratic and exclugive; mostly
devoted. to .Karakdn, Chegarra, and Hnglla with ' a
sprinkling of other sects of Stability; mest members are
nobles, high bureaucrats, and military officers; found
throughout the Imperium.

Vriddi: the original semi-autonomous rulers of Fasxltum
fierce and haughty; totally devoted to Vimfhla and
Chiténg; almost entirely limited.to Fasfltum, although a
few clanhouses are found in the.predominantly Vimuhla-
worshipping cities of the west (e.g. Khirgar and TumiSsa);
not trusted by the Imperium because of separatist
tendencies, and some younger hotheads are now
languishing in prison.

Might of Ganga: derived from Engsvany/ali royalty;
composed of priests and warriors of the sects of Avénthe,
Thilmis, Hnalla, Belkhanu, and their Cohorts; largely
limited to the island of G{nga and the southern coastal
cities of Tsoly£nu.

to: the ancient lords of the Ch#kan Protectorates;
worshippers of Sdrku and his Cohort, Durritl&mish;
limited to the Chékas but with clanhouses in the City of
Sdrku, Mekd, and Purdimal; also looked upon as a source
of trouble by the Imperium.
Golden Bough: traceable to the Engsvanyﬁli governors of
the south; eclectic with no particular religious or
professional affiliations; contains many officials and
military personnel; powerful all over the Imperium but
with main centres in Jakalla, Thraya, and Jaikal3r.
Sword of Fire: a small and very ancient clan descended
from the Dragon Warriors; totally devoted to Vlmuhla
aloof and disinterested in politics; centred in Bey Su but
with clanhouses in Tumissa, Khirgdr, and Chéhe Ho this
clan has many mercantile ventures in the west and in
Mu'ugalavy4, andits contacts in the latter country makeit
suspect in Imperial eyes.
Cloak of Azure Gems: supposedly servitors obearul atthe
Battle of Dormorén Plain but probably Bednall]an
followers of Ks&rul and Hr'ti and their Cohorts mostly
priests and administrators; based in Meki and Mrel@ but
with clanhouses in Sokatis, Béy Su, and other cities.
Jade Diadem: origins unknown; devotees of Dlamélish
and her Cohort, Hrihayal: largely city administrators and
landed nobility; found throughout the Imperium.
Blade Raised High: descended from the palace guard of the
Engsvanyali priestkings: devoted to Karakan and
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High:

Chegdrra; primarily soldiers and military administrators;
found throughout the Empire but centred in Katalal and
Usenanu,

White Stone: an eclectic clan devoted to Avinthe,
Dlam@lish, and their Cohorts (but also containing
members of other sects); many administrators and
military personnel; found throughout the Empire but
centred at Béy St and Sokétis.

White Crystal: an old and respectable clan;includes many
high- and medium-level officials and bureaucrats as well
as priests of several sects (but no specific religious
affiliation); originally from Jak4lla but now widespread
throughout the centre of the Empire.

Red Sword, Red Sun, Red Mountain, and Red Stone: these
“Red” clans belong to the west and worship Vimthla and
Chiténg, with a sprinkling of followers of Karakan and
Chegarra as well; includes warriors, priests of these
deities, and medium-level officials; based around Tumissa
and Butr(s but extends into Mu’ugalavya also.

Purple Gem: originally scribes and book-makers in the
Engsvanyali Empire; many medium- and high-level court
officials at Avanthar are members; no religious affiliation;
based at Avanth4r but -has clanhouses throughout the
Empire. .

High Pinnacle:. many medium-level military personnel
and high- and medium-level bureaucrats are members; no
religious affiliation; based around Haum:«f, Mreld, and
Si’f§ but has clanhouses throughout the west and centre of
the Empire.

Emerald Girdle: mostly worshippers of Hnalla, Thimis,
and Avanthe and their Cohorts; many rural landowners
belong to this clan; found throughout the Empire.

Great Stone: originally a northern matrilineal clan based
at Khirgar; many followers of Ksdtul, Hrii’ u and their
Cohorts, but not exclusively so; members often mvolved in
trade, shipping, caravans, and mercantile ventures, but
also contains a number of priests, bureaucrats, and a few
soldiers; found largely in the northwest of the Empire but
has clanhouses elsewhere also.

Domed Tomb: the ancient nobility of the City of S&rku and
totally devoted to Sarku and Durritlfmish; wealthy
farmers, priests, administrators, and soldiers of the Worm
Lord’s sect; mainly based in the Kraa hills and around the
Clty of Sarku but has clanhouses in Béy Sii, Pirdimal,
Sokat]s etc.

Dark Fear, Dark Water, Dark Moon, and Dark Flame:
these “Dark” clans are devoted to Hrh'ﬁ Ksarul Sdrku,
and their Cohorts; many medium-level officials, priests
and soldiers; found in the midwest and the north.
Amber Cloak: devoted to Belkhanu, Thimis, and their
Cohorts; composed of priests, scholars, apothecaries,
physicians, and professional people; found throughout the
Empire.

Sweet Singers of Nakomé: descended from an ancient hero
who was given this strange nickname; devoted to Vimtihla
and Chiténg; members are agriculturalists and soldiers in
the Vimuhla-worshipping legions; found only around
Fasiltum.

Standing Stone: comprised of priests and officials, plus
many middle-class agrigulturalists; no religious
affiliation; centred around Urmish but has clanhouses in
most major cities.

Rising Sun: includes minor nobles and upper-class
merchants of the eastern Empire; no religious affiliation;
based at JaikalSr with houses at Sokatis, Thrdya, Jakalla,
etc.

Joyous of Vra: descended from the old Vray4ni nobility;
mostly worshippers of Belkhanu, Thimis, Hnflla, and
Avénthe and their Cohorts; originally established on the
island of Vra but now found throughout the Empire.
Iron Helm: the lords of Meky are hereditarily members of



this clan; usually devotees of Ksérul apd Gruganu

although others are worshippers of Hrii’d, Wurd, etc.;

widespread throughout the Empire.

Staff of Beneficence: mostly wealthy physicians and
apothecanes devoted to Thimis and his Cohort,
Keténgku; found throughout the Empire.

Grey Cloak and Grey Wand: these two clans are composed
of devotees of Thiimis and Keténgku with a scattering of
members worshipping others of the Lords of Stability;
most are upper and middleclass administrators,
landholders, merchants, etc.; based around Paya Gupd
and Chéne HE but with clanhouses in most of the large
cities of the Empire.

Green Bough: prosperous agriculturalists; no religious
affiliation; found throughout the Empire but has its
largest clanhouse at Katal4l.

Blue Kirtle: members are devoted to Avdnthe and her
Cohort, Dilin4la; originally potters, winemakers, and
builders but now includes medium- level p}'lests and
administrators as well;, based at Bey Su but has
clanhouses throughout the Empire.

Black Stone: comprised of medium-level bureaucrats,
scribes, professional people, and priests in the service of
the Lords of Change; found throughout the Empire.
Green Malachite: a southern agricultural and maritime
clan; includes farmers, sailors, fishermen, etc.; mostly
devoted to the Lords of Stability; based in Penom but has
houses all along the southern coast and as far north as
Usendnu on the Mssuma River.

Red Sky and Red Star: two more Vimithla-worshipping
western “Red” clans, agriculturalists and breeders of
Hmeélu and Hma but also some lower-level bureaucrats,
soldiers, and priests; found throughout the western and
central regions of the Empire.

Ripened Sheaf: a prosperous agriculturalists’ and
artisans’ clan; no rellglous affiliation; centres at Urmish,
Peném, Katall, and Jakdlla with smaller clanhouses in
almost every village in this area.

Green Kirtle: an offshoot of the Blue Kirtle clan which
turned to the worship of Dlaméelish and Hrih4yal; folJows
a variety of middle-class occupations; based in B(y St and
the west but has clanhouses all across the Empire.
Golden Dawn, Golden Sphere, Golden Sheaf, and Golden
Sapphire: these “Golden* clans all follow the Lords of
Stability and contain medium-level business people,
soldiers, priests, agriculturalists, etc.; found throughout
the Empire.

Glory of the Worm: mountain people from the City of
Sarku and the Krah Hills; devoted to Sarku and
Durritlamish; medium-level agriculturalists, growers of
DIgl-fruit trees, and landowners; found largely in the
northwest but has clanhouses in B/y S4 and Jakhlla.
Blue Shadow and Blue Stream: rural agriculturalists and
landowners; devoted to Avanthe and Dilindla with a
sprinkling of worshippers of others of the Lords of
Stability; found throughout the Empire.

Black Pinnacle: agriculturalists, craftsmen and artisans;
no religious affiliation; based at H kéllu in the far
northeast but with clanhouses at Fasfltum, Sok4tis, and
Thrﬁya

Copper Door merchants and moneylenders; usually
followers of Srku but some are devotees of others of the
Lords of Change; centred at Béy St and along the Mssima
River.

First Moon and Moon of Evening: these two clans contain
merchants and artisans, plus a few bureaucrats and
priests; no religious afﬁllatlon largely southern clans
with houses at Jakélla, Thriya, Jalkal&, and Penom
Golden Lintel: comprised of moneylenders from Béy Su no
religious affiliation; clanhouses and members found in all
of the cities of the Empire and abroad as well.
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Low:

Silver Lightning and Silver Collar: these two clans
contain many artists, jewellers, and workers in the
ornamental crafts; mostly devoted to Av&nthe and Hnflla
and their Cohorts; found throughout the Empire.

Red Flower: an old Vraﬁm mercantile clan with sailing,
shlppmg, and forelgn trading interests; mostly devoted to
Karakan and Chegérra but with followers of both the -
Lords of Change and the Lords of Stability as well; centred
on the island of Vr& but has clanhouses at Jaldilla
Thréya, Pen6m, and even at Béy St.

Scroll of Wisdom: comprised of jurists and scholars; no
religious affiliation; found throughout the Empire.

Red Eye of Dawn: the best jewellers’ clan in the Empire;
largely made up of worshippers of Avénthe and Dilinflla
in spite of the “red” of its name; centred in Béy St'but has
clanhouses in almost every major city.

Weeping Stone: manufacturers of liguor and wines; no
religious affiliation; found throughout the Empire.
Victorious Globe: makers of paper, inks, paints, and
scribal materials; mostly devotees of Thimis, Hnalla, and
their Cohorts; found in every major city of the Empire.
Standing Pinnacle: originally from the tribal areas of the
Kirt Hills but now urbanised; dealers in woods and forest
products; largely worshippers of AvAnthe and Dilin%la
with a sprinkling of f))llowers of most other faiths; centred
at Haum# and Tsuru but has clanhouses throughout the
western Empire.

Black Hood, Black Mountain, and Black Monolith: these
“Black” clans contain middle-class merchants, artisans,
and labourers; most members follow Hrii’i, Ksarul, Sarku,
and their Cohorts; found throughout the Empire.
Blazoned Sail: sea-captains, shippers, sailors, and
maritime artisans; no religious affiliation; found in almost
every city with access to the sea.

Broken Reed: a large clan of agriculturalists, warriors,
lower-class artisans; and a variety of other occupations; no
religious affiliation; found throughout the Empire.
Broken Bough: again these are agriculturalists; mostly
worshippers of the Lords of Stability, although some
devotees of Vimiihla and Chiténg are encountered around
Fasiltum: based at Usenanu but with clanhouses
throughout the centre and eastern regions of the Empire.
Iron Fist and Iron Hand: these two clans contain mainly
smiths and armourers; worshippers of Vim1hla, Karakan,
and their Cohorts; originally western clans but now
spread throughout the Empire.

Open Sepulchre: embalmers, tomb guards and
professional mourners; devoted to Belkhanu, Sarku, and
their Cohorts; found all over the Empire.

Plume of White: scribes, accountants, clerks, and
administrators; mostly devoted to the Lords of Stability,
although members of other sects are also found; centred at
JakAlla but with clanhouses throughout the Empire.
Open Hand: peasants, labourers, and tenant farmers; no
religious affiliation; encountered throughout the rural
areas of the Empire.

Ivory Staff: peasants and labourers, Dlél-fruit and Mash-
fruit pickers; largely devoted to the Lords of Stability,
although members of other sects are occasmnally found; a
northern clan centred at Si'fs and Khn'gar with a few
clanhouses in other major cities.

Green Forest and Green Reed: these two clans are
comprised of peasants and rural craftsmen; mostly
worshippers of Avanthe, Dlamelish, and their Cohorts;
based at Sokatis but with clanhouses throughout the east
and along the Mssiima River.

High Tower: Chlén-raisers, tanners, and leatherworkers,
plus a few officials and administrators; no religious
affiliation; based at Usendnu but with clanhouses
throughout the centre of the Empire.

Green Stone, Green Emerald, and Green Opal: these



“Green” clans are dyers, weavers, tailors, and a few priests
and wamors primarily worshippers of Dlantélish and
Hrih&yal; found throughout the centre and eastern part of
the Empire.

Flowering Life: rope and net-markers, fishermen, and
shellfish gatherers the majority is devoted to Avanthe
and Dilinfla with a large })ercentage of worshippers of
Hn%Alla and his Cohort, Dra, as well; found all along the
southern seacoast.

Eye of Flame: originally barbers but now includes many
low-level soldiers and hired bodyguards; worshippers of
VinfGhla and Chiténg; based at Tumfssa but with
clanhouses throughout the west and north.

Deep Flowing Water: an old gnd respectable agricultural
clan; largely devoted to Hri'i, Ksarul and their Cohorts;
based at Mrelii but with clanhouses at Pdrdimal, Mekd,
etc.

Flat Peak: lower-class artisans, usually carpenters,
bricklayers, masons, furniture-makers, etc.; no religious
affiliation; encountered throughout the Empn-e
Sapphire Bird: peasants, Hmélu and Hm@ raisers and
herdsmen, and tanners; devoted to Avanthe, Dlaméilsh
and their Cohorts; centred at Thra’)}a and found
throughout the east and southeast — and also across the
border in Salarvya.

Blue Water: peasants, foresters, woodworkers, pitch and
tar-makers and fletchers; mostly worshippers of Hnélla
and Avénthe, Wl}l a scattering of other faiths as well;
centred at Jaikaldr but now found throughout the eastern
Empire.

Black Stone Tomb: once the bodyguards of the Ito family
of the Ch%kas, this clan specialises in gravedigging,
emblammg, and the guarding of tombs; devoted to S4rku
and Durritlfmish; based at Chéne H(f Pdya Gupa and
Tumissa but with clanhouses at Mrelﬁ Mekd, Pérdimal
and the City of Sdrku.

Black Hand: miners and glassblowers; devoted to Hrﬁ”
Ksarul, Sarku, and their Cohorts; found throughout the
north and west, this clan is responsible for the elegant
purple glassware of Purdimal.

Woven Whip: leatherworkers and tanners; no religious
affiliation; centred at Tsurf and Haumé with clanhouses
throughout the centre of the Empire.

Round Rock: agriculturalists, weavers, dyers, and cloth-
makers; no strong religious affiliation, although many do
worship Hn4lla and Dr{; based along the Equnoyel River
in the southeast with clanhouses throughout the eastern
Empire.

Very low:

Woven Mat: weavers, mat-makers, and builders of cheap
furniture; no religious affiliation, found throughout the
Empire.

Red Moon: impoverished peasants, labourers,
woodcutters etc.; mostly worshippers of Viméhla and
Chiténg; based at Béy St and encountered throughout the
centre of the Empire.

Scarlet Mantle: professional servants and domestics;
usually devoted to Karakin or Chegarra and claim to have
once been a warrior clan; found throughout the Empire.
Arch of Heaven: brewers of beer, distillers of the cheaper
liquours, and vineyard workers; no religious affiliation;
found throughout the Empire.

Nighted Tower: tomb guards, makers of various chemicals
— and often accused of being temb robbers; followers of all
of the Lords of Change except for Vimithla and his Cohort,
Chiténg; based at Purdimal but found throughout the
northwest.

Bright Sword: musicians, singers of epic poems,
panderers, courtesans, and hostel-keepers; no religious
affiliation; based at JakAlla but found all across the
Empire.

Green Pyramid: labourers, peasants, and poor urban
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merchants; usually devoted to Dlamélish and Hrih4yal
but with members of other sects as well; common
throughout the Empire.

Flat Rock: poor labourers and peasants; no religious
affiliation; found throughout the western regions of the
Empire.

Scarlet Planet of Knives: butchers, hunters, and lower-
class warriors; devoted to Karakin and Chegarra; based
at Katalfl but encountered in every major city.

Granite Lintel: cooks, body servants, and kitchen workers;
devoted to, Hnalla, Thimis, Av:ﬁlthe and their Cohorts;
based at Urmish but found all across the Empire.

Black Earth: peasants, artisans, ﬁshermen and swamp
workers; followers of Hrii'i and Wurt although other sects
are found as well; based at Piirdimal but also numerous
around Pendm.

Glass Spear: potters, bricklayers, cement-workers, layers
of mosaics, etc.; no religious affiliation; clanhouses exist
all over the Empire.

Sinking Land: peasants, producers of swamp products,
and fishermen; devoted to Belkhanu and his Cohort, Q6h;
based in the water-logged lowlands around PenSm but
with clanhouses at Jak&lla, Urmish, Usendnu, and
Katalgl also.

Artificers of Iron: village smiths, although some have
become prosperous urban armourers and manufacturers
of metal tools; worshippers of Vimtuhla, Karakah, and
their Cohorts; especially strong in Tumissa and Butriis but
encountered all across the Empire.

Turning Wheel: carters, suttlers, wheelwrights, and
transporters of goods; no religious affiliation; encountered
all over the Empire.

Standing Reed: mostly N’ 1uss who settled long ago in the
Empire; professional soldiers, gladiators, bodyguards,
fletchers, and makers of leather armour; devoted to
Vimiuhla and Chiténg; based in the rural areas around
Khirgsﬁ' but with clanhouses throughout the Empire.
Collar of Bronze: professional slavers, many of whom are
wealthy but are without social prestige because of their
work; no religious affiliation; small clanhouses exist in
every major city.

Hand of Compassion: professional prison guards and
warders: devoted to Belkhanu and Qdn; based at Jakdlla
but with representation in every large city and many
towns.

Wicker Image: latrine-cleaners, sewer workers, bathers of
corpses, and house-sweepers; no religious affiliation,
except that those who bathe corpses are likely to be
followers of Belkhanu and Qén; clanhouses are found
everywhere in the Empire.

Emerald Circlet: panderers, prostitutes, dancers, jugglers,
roadside entertainers, etc.; followers of Dlamélish and
Hrihdyal with a sprinkling of other faiths; often thought
to be thieves and purveyors of poisons, aphrodisiacs, etc.;
found all over the Empire.

The foregoing list by no means exhausts the possibilities. There are
dozens of small, localised clans devoted to minor professions(e.g. the
Sweet Breeze clan, which manufactures perfumes and essences), and
there are also many more generalised clans.

The status of the assassins’ clans was mentioned in Sec. 1.422.
These stand a little outside the usual patterns just described. Such
clans as the Black Y Society, the Association of Relievers from Life,
and the Clan of Whispered Fear have clanhouses in all of the major
cities, and their leaders are respected members of society (and are
often prominent contributors to the temples of the Lords of Change —_—
and even to the temple of Karakdn and his Cohort, Chegarra), but
their inner membership is secret, and they do not intermarry with
other clans. Their clanhouses are walled, and clients are allowed only
to enter small cubicles within the outer gates, where business is
transacted.

There are no thieves’ clans in any of the Five Empires except
Salarvy3 (again cf. Sec. 1.422). In the last-named nation one finds the



Den of Profitable Joy, a client-clan of the Thirreqimmu lords of
Koyhiga. This organisation is permitted to operate only outside of
Thirreqimmu territories, however, and its activities are often as
much political as economic. Throughout the other nations of the
continent stealing is punished by harsh and painful means:
impalement, maiming, long imprisonment, or enslavement, if the
victim refuses financial compensation; cf. Sec. 1.740. Only a very
foolish individual would thus adopt thievery as a profession. Bandits
exist, of course, in the more remote regions of Tékumel, as do pirates
along the coasts. There are also certain areas in which the robbing
and slaying of foreigners (or one’s fellow citizens, if this can be
managed) are considered useful, normal, and proper: e.g. HEida
Pakhla (Sec. 1.930). Professional thieves are very rare — and have
short life expectancies — within the Five Empires, however.

1.560. LIFE-EVENTS

The milestones of a person’s life include birth, naming, induction
into the clan, puberty, betrothal and marriage, the births of children,
further marriages, and eventually death.

In the south the birth the birth of a boy is celebrated by feasting, the
giving of gifts by the parents to their clansmen and friends, and gifts
by the latter to the infant in return. All births are registered at the
Palace of the Realm in Tsolyﬁnu (Sec. 1.810), or at its counterparts in
other lands. If the family belongs to the upper classes or the
aristocracy, the infant’s astrological chart is drawn up, and the
parents’ clansmen begin to consider possible marriages for the child
almost before the mother is out of labour. Birth festivities are
elaborate, lavish, and as costly as the family’s budget will permit —
anywhere from 10 Kditars for a poor peasant to 10,000 or more for a
scion of the nobility.

A girl born to a southern clan isgiven aless luxurious welcome into
the world. Still, she will provide her parents with the occasion to
spend some money, give a small feast, and give and receive gifts from
relatives and friends.

The middle and lower classes emulate the customs of the wealthy so
far as they are able. The birth of a slave child is nothing more than
another entry in the owner’s record-book, however — and perhaps
cause for a visit from the tax-collector.

Throughout Y4n K&r and the matriarchal north the situation is
reversed, it is the birth of a girl which causes jubilation, while the
arrival of a boy is taken in stride. Amongst the Mu’ugalavyaﬁli, births
are treated much as in Tsoly&nu. In Salarvy3 an infant born to one of
the great feudal families will have a horoscope prepared and a
genealogy plotted out to determine its place in the hierarchy and the
succession. The parents legitimise the baby at a public feast, but gift-
giving is not as much a custom as in the west. The Livyéni associate
births with religion — as they do nearly everything else — and a
lengthly ceremony at the parents’ temple is required. A poor family
will have the ritual performed by a bored acolyte for a few coppers,
while a rich Livy&ni infant receives the attention of a whole squad of
priests, litany-singers, dancers, and functionaries.

As a generalisation, it may be said that most of the smaller nations
welcome a birth with feasting and some form of public acceptance
and recognition. The only exceptions are the Ghatni, who keep their
children’s existence and parentage a secret within the clanhouse
until the infant is three or four years of age and can be “named.” Of
the nonhuman races, the P§ Chéi, Pachi L&, Swamp Folk, and the
Urunén hold small dinners and give gifts to the parents of anewborn
infant. So far as is known, the other species accept births with little or
no fanfare.

The Tsolyani, Mu’ugalavy'zfni, and Yan Korygni all circumcise
male children at birth or shortly thereafter. In Livy&nu the rite is
performed at age 5, while the Salarvyéni leave the question of
circumcision up to the child himself, to be decided at puberty. Priests
of Shiringgﬁyi must be ci;cumcised, however. The smaller nations
vary in their attitudes: N'liiss and the Ghatoni speak of circumcision
with horrified repugnance, whereas it is an absolute necessity and is
performed at puberty upon every male in the states of the northeast.
Haida Pakla is now tending towards the Salarvyefni custom, but the
clergy of Mrettén consider circumcision “an insult to the body of
Mrett&€n” and do not allow it. The islanders of Tsoléi take no interest
in this issue.

Naming is very important throughout the Five Empires and in
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Mih8llu. Following the Engsvanyali custom, a child receives only a
“pet name” until puberty, whereupon it is inducted into the clan and
is given a name. The Tsoly&ni consider the peoples of the northeast
very odd since the latter bestow a life-long name upon an infant at
birth. In Tsol& naming is very informal; a baby “‘growsinto aname’:
the parents, an elder relative, or a friend suggests a name for the
newborn baby, and this may be changed by events during childhood
or because of some salient personal characteristic (one occasionally
meets Tsoléini who still retain their childhood names, and some of
these are comical if translated: “Rascal,” “Mischievous,” “Spills-a-
Lot,” “Pukey,” “He-Who-Bites,” etc.) A Tsol€ini changes his or her
name whenever it seems appropriate. Even adults may abandon a
name as “unlucky”’ and select another. In the Nyé&mesel Isles a
commoner is given only one name, often no more than the appellation
of his or her profession: e.g. “Fisherman,” “Cook,” “Potter,” etc. The
offspring of a priestly family are granted a long string of names: a
“religious” title, a “public” name for everyday use, and a “secret”
name to be employed during the rituals of the Goddess. This practice
is similar to that of Livygnu, where every person has a “mundane”
name and another “holy” name to be spoken only within the temple
precincts.

Puberty is another occasion for feasting, rituals, and rites of
passage. Adolescents are usually inducted in the clans of the Five
Empires, their client states, and MihAllu at this time. Children are
encouraged also to decide upon their future professions; betrothals
are finalised (if this has not already been done); and acceptance into
the various religious sects as full members also takes place. In
M’mbdrcha and Nmartiisha boys undergo long and painful initiations
in secret huts deep within the forests, while girls are transformed
similarly into women within the confines of special huts in taboo
areas of the villages. The N'liiss and the Lorfin require youths and
maidens to prove their adulthood by going upon quests, fasting, and
the endurance of hardships in the forests. The nomads of the Desert of
Sighs practice a simulated “rebirth”: the child is made tore-enact the
process of birth, lying in its mother’s lap, pretending to feed upon her
breasts, and crying. At dawn the young person emerges from the
parents’ tent carrying the weapons of a warrior or the ceremonial
Hmé&-wool spindle of the adult woman. The clergy of Mrettén hold
yearly initiations for all adolescents who have come of age. These are
solemn and awesome, with much ritual, chanting, and opulent
display. The islanders of Tsol&i hold festivities at which each new
adult is expected to prove his or her sexual maturity publicly with a
partner chosen from amongst the group family. The peoples of the
northeast require all-night vigils, proofs of a boy’s warrior abilities,
ordeals, and the swearing of stern oaths to uphold the honour and
glory of the clan. Girls are ceremonially bathed, oiled, perfumed, and
received as “newcomers” into the women’s quarters of the clanhouse.
Of the nonhuman species, only the Urungn and the Hlaka take
formal notice of puberty. The former celebrate the event with a
torchlit procession to the temple of Diulé (Sec. 1.610), where the new
adult receives fresh garments and gifts. The latter ritually hurl all
pubescent males and females out of the eyrie. Those who can fly
return after demontrating their aerial skill, while those who cannot
fall to their deaths (a rare occurrence — most Hlaka begin to fly when
they are 6-8 years of age). When all of the new adults have thus been
“proved,” a feast is held.

Betrothals and weddings were mentioned in Sec. 1.530. These are
occasions of rejoicing, feasting, gift-giving, and innumerable social
rituals. Although marriage is not. connected with religion, except in
Livy€nu, many secular ceremonies and “practices” have developed
over the centuries, and the clans adhere to these with some
enthusiasm. In Tumfssa the bride and groom drink wine together
from the same vessel; in Fasfitum the nuptial pair walks around a
glyph on the floor —donein coloured chalk, thesymbol stands forthe
security of the household and the clan; in B&y S& the bride ritually
feeds the groom from a golden plate, and he then does the same for her
— etc. Most of the smaller nations have their own rosters of customs
which must be performed — and endured — before the marriage can
be consummated. Even so, the process may not be complete: in the
Nyé&mesel Isles, for example, one encounters post-marital feasts,
rituals, and practices which continue for as much as a year after the
original wedding. P

Nonhuman “weddings’ range from none at all (e.g. the Ahoggya,



who do not even live with their supposed spouses — indeed, it is hard
to know who is “‘married” to whom due to their unintelligible sexual
system; cf. Sec. 1.413) to the lengthly and solemn procedures
obtaining amongst the Urunén, whose nuptials require many
delicately formal meetings between the two families concerned,
dinners, gifts, etc. The P& Chdi custom is simple and elegant: the bride
and groom visit the homes of their relatives and friends and quietly
announce that they are now wed. (Divorce is handled by this species
in the same fashion.) The Shen proclaim their choice of mates and
challenge others of their sex to dispute them, resulting in frequent
fights in which one or the other competitor may be slain. The females
of the Swamp Folk choose their husbands-to-be at a great yearly
ceremony held at night. If the groom accepts, he helps his bride into
his personal boat and rows her off into the darkness of the reedy
waterways for a one-night “honeymoon.” The Pchi L& have no
division into males and females, but individuals do live together, and
the addition of a member to a living-groupis an occasion for feasting.
The Pygmy Folk also hold a dinner when a new mate (or a
hermaphroditic individual) is added to the family. The Hl4ka
celebrate their matings with a raucous party, aerial acrobatics, and
rowdy humour (which may sometimes end in a screeching battle).
The remaining species have nothing comparable to the human idea
of a “wedding.”

Second, third, etc. marriages are occasions for celebration also, but
these are treated with less pomp and ceremony. The lower classes
again try to copy the practices of the social strata above them. Slaves
may be given permission to marry by their masters — although they
may also be separated, sold, or forced to mate with those whom their
owners decree.

Funerary customs were touched upon in Sec. 1.422. The priests of
Belkhfinu (Sec. 1.610) are charged with the interment of almost all
followers of the Lords of Stability (although a priest of an individual’s
particular sect may also join in the rituals if desired by the family).
Each temple of the Lords of Change has its own death rituals,
however. These range from immolation in the Purifying Flame for
devotees of Vimuhla and Chiténg, through burial in deep and
labyrinthine sepulchres for worshippers of Hri’d, Ks&rul, Dlamélish,
and their Cohorts, to secret necromantic rites for those who serve
S4rku and Durritlamish in the catacombs beneath the Cities of the
Dead.

Devotees of Vimuhla and Chiténg hold that a deceased’s
belongings must perish with him or her in the Flame, ensuring that
these possessions will be ready to hand in these deities’ special
paradises (Sec. 1.620). The same concept 1} encountered amongst the
followers of the Mu’ugalavyﬁni deity, Hrsh. Most of the remaining
sects believe that the dead must be provided with their personal
belongings in the graveitself: clothing, jewellery, weapons, furniture,
money, books — all are laid beside the corpse in the inner tomb
chambers. Even the poor may have a copper or silver bracelet, a bit of
pottery, etc. placed beside them in their humble graves. The followers
of Dlamélish and her Cohort, Hrih&yal, carry the idea farther: they
often add the deceased’s concubines and slaves to therest of the tomb
furnishings, slaying these wretched persons and laying the bodies
around the bier just as the deceased would have enjoyed seeing them
in life.

The N’luss bury only a man’s great sword in his grave. A
ceremonial pot of food is placed beside a woman. In the states of the
northeast the corpses of both sexes are stripped, bathed, wound in
plain cloth sheets, and buried with no personal possessions
whatsoever. Mih3llu follows the elaborate customs of the_ Five
Empires, while the inhabitants of H{ida Pakfla and the Ny&mesel
Isles dress their dead in special costumes of yellow cloth. A single coin
(usually gold) is placed in each corpse’s right hand to bribe the
Demons of the Way to permit the soul to pass unscathed. In Tsoléi a
sailor or warrior is set adrift in a small boat heaped with his
possessions and food. A woman is buried ashore with no more than
she customarily wore in life. The funerary practices of the
nonhumans were mentioned in Sec. 1.422.

These, then are the events common in every person’s life. In
addition, an individual may set aside his or her own “special days”:
anniversaries, birthdays (not everyone cares to commemorate these),
days of great joy, and days when some terrible catastrophe occurred.
The nature of the celebration is left to the individual: fasting or
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feasting, mourning or rejoicing.
1.600. Religion and '“Magic”’
1.610. THE GODS

The basis of the religious systems of the Five Empires has already
been described in Secs. 1.330, 1.340, 1.350, and 1.360. To recapitulate:
there are two “alignments” (“Stability” and “Change”), each
represented in the Engsvanyali pantheon by five major “Gods” and
five “Cohorts.” These deities are really vastly powerful
interdimensional beings, but for all practical purposes they are
“gods” to such a limited and tiny being as man. The Gods express not
so much human objectives, thus, as their own viewpoints of existence
and the eventual destiny of the cosmos. The Lords of Stability urge a

" slow and gentle progress towards a final glorious stasis which will

endure for all time to come. The Lords of Change preach violent and
constant mutability, unceasing, always ephemeral, and resulting
only in ever more change. The Gods are immanent and omnipresent.
There are innumerable documented instances of “miracles and
manifestations,” and only a fool is an “atheist” on Tekumel.

It may appear difficult for two such antithetical alignments to exist
side by side within the same society, particularly when one of them
preaches egotistical aggrandisement and violent upheaval. Yet this
is how it is. Most people are not “fanatics,” and religion is acquired
from one’s parents, family, clan, and surroundings much more often
than through conscious conversion or active belief. Most worshippers
live out their lives without ever experiencing a God directly: they go to
the temples, celebrate the rituals, pay the tithes, and give lip-service
— yet never face any real demands upon the depth and strength of
their faiths. There is thus no real attempt by the devotees of Change
to bring society crashing down around their own ears, although this
is the logical end of the doctrines of Change. There are proper
channels for the expression of fanaticism: e.g. the devotee of Vimfihla
can join a legion and expend his energies burning the cities of the
enemies of his nation; the worshipper of Dlanfelish is permitted to
practice her sensual hedonism within the walls of her temples; and
the follower of Ksarul may obtain satisfaction in acquiring and using
knowledge for his own selfish ends without ever really shaking the
foundations of society. There are societal outlets available within all
cultures, and whether the Gods approve or not they must nevertheless
put up with the abilities, instincts, and foibles of mankind. Limited
beings can only be used for limited objectives.

The twenty deities (five Gods and their five Cohorts for Stability,
and the same for Change) each represent an aspect of their
alignment’s philosophy and purpose in the universe. Whether these
attributes are innate within the natures of the Gods or whether they
are in response to human needs and expectations cannot be
determined. The fact is that one can speak of Avanthe as a “Goddess
of Fertility,” Karak@n as the “God of Glorious War,” Thiimis as
“Wisdom Incarnate,” etc.

Each deity, moreover, displays a number of “Aspects’”:
particularised facets of the God’s identity. For instance, AvAnthehas
93 Aspects, one of which is the personification of maidenly beauty,
another a fierce Arid&ni warrioress, another a mother with a childin
her arms, another an old woman wise in her years, etc. Each Aspect
has a name, rituals, shrines, a contingent of clergy, and an
iconography and a mythology. On the average, the Gods display
more Aspects than do the Cohorts, and the total number of these
facets is 953 in Tsolyanu alone. In addition, certain Aspects are
worshipped in other lands, some are enshrined only in one city orin
one temple, and there are some which have fallen into disuse and no
longer are worshipped at all. A devotee may thus proceed directly to
the central shrine of a temple and worship the deity as a single unified
being, or he or she may stop outside at one or more of the smaller
shrines of those Aspects relevant to the purpose of the visit — or both.
It must be emphasised again that these Aspects are not separate
deities but only specific manifestations of the twenty Gods and
Cohorts. .

As stated in Sec. 1.370, the deities of Tékumel are only peripherally
involved with “ethics” or “morality.” Stability is “good,” of course to
those who follow it, but the adherents of Change/Would claim the
same for their doctrines. The Temple of Karakan holds regular
sacrifices of foemen captured in battle in order to uphold the glory of
victorious war and hence to maintain the structure of organised
society. The Temple of Av&nthe commemorates the coming of spring



and the sowing of the fields with joyful sexual orgies. The temples of
the “‘gentle” deities — Hnélla, Belkh#nu, and Thimis — have neither
blood sacrifices nor carousals, but even so many of their doctrines
and ceremonials might appear strange and even ‘“‘immoral” to an
outsider. The temples of Change are also not all concerned with
violence and sex. Fierce transition, seltfish power, and personal
hedonism’ are indeed central to their doctrines, but the Temple of
Hrii', for example, has no blood sacrifices, and those of Ksarul and
Vimuhla no sexual rituals (although the latter’s Cohort, Chiténg,
does). “Goodness’” revolves around the dichotomy between “noble”
and “ignoble” action, as mentioned in Sec. 1.370.

Pure whites and blacks are hard to find on Tékumel (as also on
other worlds), and most people and deeds are of varying shades of
grey. Politics, economics, and personal factors motivatemost actions
— and sometimes these are given religious overtones in vrder to gain
support, as one can see from the constant struggles of the various
sects to gain control over the Petal Throne (cf. the list of emperors in
Sec. 1.370) — yet most average people live together in relative
harmony. Indeed, the occasional fanatic may be ostracised, ignored,
or rebuffed. Followers of one alignment must naturally be a little
careful in dealing with adherents of the other, but strict and
punctilious etiquette and the concept of “noble” behavior make a
reasonable amount of cooperation possible. The love of external
display — costume, jewellery, and personal adornment — provides
easy clues to a stranger’s religious affiliation. One may thus choose
not to make close friends with a devout follower of an antithetical
sect, and one may prefer not to shop at his establishment, but thereis
no real harm or danger in doing so. The closest ties exist within the
clan, and if a clan-brother or sister is devoted to a deity of the opposite
alignment this is still not grounds for hostility or the breaking of clan
solidarity. Open strife is prohibited by the Concordat (Sec. 1.360).
Rivalry between the two alignments must be kept covert. A person
who publicly insults or harms a member of another sect out of
religious hostility will soon find himself hauled up before the Great
Council of the Priesthoods for punishment. If the same provocation is
committed in a remote wilderness or in one of the Underworlds,
however, it is condoned, and the victim must take what personal
vengeance he can. Indeed, the sanctuaries of the Underworlds may be
profaned, tombs looted, and explorers killed or carried off for
sacrifice, and all of this is perfectly “legal” so long as itis not donein
the open.

The same applies to a much lesser degree even to sects of the same
alignment. Real trust is found first within one’s clan and then
amongst co-members of one’s temple — anything beyond this is
providential. Members of different sects — even across alignment
boundaries — often cooperate in business ventures and other
activities. One expects some good-natured rivalry, but the tradition of
“noble” action prevents much appreciable knavery. When the stakes
are high, however, and particularly if the temples and/or political
factions are involved, more skullduggery is likely to occur. In such
cases, members of different sects within the same alignment may
each have their objectives and instructions from their superiors — to
be attained not through violence, perhaps, but by means of
cleverness, close-mouthed caution, and even a little sleight-of-hand.
Most such inter-faith missions make a compact in advance to decide
what each party will get out of the endeavour. This is not easily
possible when the group is composed of followers of opposite
alignments. Such ventures are undertaken only when the stakes are
very high or when all are threatened equally. Each faction is given
safeguards, and each watches the others warily. Even this does not
prevent frequent double-dealing and trickery; successful operations
are thus uncommon.

The twenty deities of Pavar's pantheon (Sec. 1.360) will now be
described in some detail. The Tlomitlanyal, the Five Lords of
Stability, are as follows:

1. Hnélla: the Supreme Principle of Stability, the Lord
Whose True Name May Not Be Known, Master of Light,
and Foe of Change. He seeks light without darkness and
the ultimate presence of Changeless Radiance throughout
the cosmos. He is the final goal towards which the other
Lords of Stability strive, each in his or her own fashion.
Hn4lla is depicted as an abstract symbol: a double joined
circle (like the “infinity” symbol). He aids those who serve
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Stability, rewards those who establish and maintain the
order of things, and provides for those who are
industrious, pious, temperate, and of dignified mien. He
has 51 known Aspects. His priests and priestesses wear
white robes and silver skullcaps.

. Karakdn: the Lord of War, Master of Heroes, and the
Ultimate Warrior on the Final Day. He is shown as a
youthful champion with a head rather like that of a hawk,
winged, and armed with shield and sword. He serves
Stability through active change, but change always
towards a more stable social order, war for the expression
of courage, war for the destruction of the Dark and the
victory of Light. His emblem is a stylised lightning bolt.
He aids those who are valorous. He has 56 Aspects. Priests
and Aridéni warrior women of his sect wear red robes,
armour, and tall golden helmets with fanciful scarlet
crests. Other devotees attire themselves in scarlet
garments and bear Karakén's emblem upon a breast
amulet.

. Thlmis: Lord of Wisdom, Knower of Arts, Hidden Seeker
of Eternal Knowledge, Sage of the Gods. His commonest
depiction is as a seated scholarly man with a golden halo
and a book-roll in his hand. He seeks total wisdom,
cognition without the limitations of the ego, and an
understanding of the universe in order to serve the
eventuation of Hnalla’s Changeless Radiance. Some of
his Aspects bear the traditiona] Staff of Power of the
Bedn4lljan kings (although Thiimis was not worshipped
until Engsvanyali times), and the hem of his robe is
blazoned with stylised eyes, signifying omniscience and
wisdom. His sign is a square in which the Tsolyani letter
for th is centred. Th€mis aids those who seek knowledge
for the benefit of society. He helps those who heal, teach,
and study. He has 47 common Aspects, and his clergy
(both males and females) wear grey robes and simple
black skullcaps.

. Avanthe: Mistress of Heaven, Maid of Beauty, Mother of
Devotion, Wife (in a nonphysical sense) to Hnalla. She
seeks a smooth-running and well-ordered world, one in
which all things flow gently along towards Hnflla’s final
Perfect Light. She stresses a patterned rhythm of
cooperation and symbiosis, and her ceremonies
commemorate the cycles of nature: the spring, sowing, the
rains, and the harvests. Avanthe has 93 Aspects, a few of
which have been mentioned above. Her symbol is a circle
with rays descending from it. She aids women in all
circumstances, those who maintain the clan and the
community, men and women who are devout pillars of
society, the supporters of justice, and those who struggle
against Change. Her priests wear sky-blue robes and
chaplets of gold, while her priestesses wear similar robes
but have headdresses of blue-lacquered Chlén-hide and
golden bracelets and armbands.

. Belkh#nu: Lord of the Excellent Dead, Master of the
Paradises of Teretan®, Opener of the Gates of Heaven. His
sphere is not of this world but of the life after death: the
journey onward to the farther Planes and the eventual
goal of Hn3lla’s Perfect Light. His commonest form is that
of a four-armed human being with a round, featureless
head. In each hand he bears one of the insignia of
Paradise: a yellow gem, a staff, a bowl], and an orb of gold.
His symbol is a golden “V” resting upon three stylised
waves. He aids those who are close to death, those who
mourn, those who would contact the dead, those whofight
against Change, and those who are attacked by S&rku’s
undead minions, an abomination to him. He has 67 known
Aspects. Priests of BelkhAnu wear yellow robes and tall
yellow headdresses with a coif of gauze to mask the face.
His priestesses are attired in a similar costume, although
the details differ.

The Tlokiriqﬁ']);yal, the Five Lords of Change, are as follows:

1. Hri'u: the Supreme Principle of Change, Master of
Negation and Non-Being, Opponent of Permanence, and
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Dispenser of Calamities. He seeks the Dark, an end to

choate form, a negation of this world of phenomena, and a

return to the Nullity which existed when time was not.

When this Nullity is achieved, he will then bring forth a

new and chaotic beginning, and this in turn must be

brought down, destroyed, and replaced with another

Being, and so again and again for all time to come. He

glories in Change without cessation, neverending,

random and unpatterned, always roiling and shifting. He
is usually depicted as a bulbous, featureless circle of purple
from which eight slender arms extend outward like the
rays of the sun. In each of these hands he holds the
insignia and devices of his power: swords, lamps, abarbed

hook, a scroll, etc. His symbol is a cicle of purple with a

scarlet slash running down across it from left to right. He

aids those who fight for Change, those who attempt to
undo the social order, those who bring about their own

glory with no thought of others, and those who are of a,

secretive and yet grasping nature. The Aspects of Hrt'a

number 78. His priests and priestesses conceal themselves
beneath purple robes and go masked in velvet and Chieh-
hide shaped into the likenesses of his demon servitors.

. Vimithla: Lord of Fire, Power of Destruction and Red

Ruin, Maker of Thunders, All-Consuming One. He is the

catharsis and the cleanser through the Flame. He would

thus annihilate all matter and bring about the Final

Conflagration, after which the cosmos must be reborn in

. the heart of the Flame, as Hrii’li decrees. True victory is to

be but an ephemeral, scintillating spark in the heart of the

Inferno, then to know no more save the terrible burning

joy of unity through annihilation. His usual depiction is as

a coneshaped being with stylised flames in place of arms

and legs, surrounded by black clouds shot through with

orange-red lightnings. His symbol is a stylised flame. He
aids those who fight heroically and fanatically for

Change, those who start conflagrations, and those who

revel in destruction and pillage. Vimdhla posseses 87

Aspects. His priests wear flame-orange robes, armour, and

headdresses crowned with lacquered Chlén-hide flames.

His priestesses are garbed in flame-orange skirts, collars

of garnets and gold, and lighter coronets of gold with

flame symbols engraved upon them. Both males and
females leave their hair loose and unbound.

. Ksdrul: Ancient Lord of Secrets, Doomed Prince of the
Blue Room, Master of Magic and Sorcery. The central
legend of this deity was given in Sec. 1.340. Ks4rul seeks
knowledge, like Thilmis, but for the Doomed Prince
wisdom has no meaning in the abstract, norisitto be used
for the benefit of society. Knowledge is power, and power is
the individual’s greatest instinctive goal. Indeed, if a
society is to exist at all it must be for reasons of individual
aggrandisement, and the ultimate final “good” is the
victory of Ksarul. His godhead must continue even after
the Final Change to be wrought by Hru'd. Magic, science,
technology, and wisdom are all means to this end. Ksdrul
is shown as a young man of slender build with a smiling,
yet emotionless face, dressed in black velvet and carrying
a staff topped by an azure beetle. His emblem is this same
beetle over a pale crescent moon. He aids those who would
learn forbidden secrets , those who would contact the
dwellers on other Planes, seekers of knowledge, and those
who would serve him against the forces of Stability. He
has 62 Aspects. Priests of Ksdrul wear black robes,
smiling masks of silver, and squarish mortarboard-
shaped headdresses of black velvet. His priestesses are
similarly attired, but their masks are of black wood for
doctrinal reasons which cannot be gone into here.

. Sfrku: the Five-Headed Lord of Worms, Master of the
Undead, Guide into Darkness, the Demon-Lord of Decay.
Sarku seeks a slower, colder winding down in Hrd'U1’s final
Nullity: the low and certain transition of life and death. To
the Worm-Lord, life is but a brief orgasmic spasm before
the long, dusty eternity of the tomb. Yet life and death are

only two aspects of the same being, and the latter is the
more perfect because it endures. The one condition of
Sérku’s faith is the survival of the conscious intellect —
the ego — which must continue to live and have awareness
even in the sepulchre. The other demands of the body do
not persist after death, but if the intellect has cognition
throughout all eternity, it can witness and savour the final
victory of the Dark. Shrku is represented as a mighty
serpentine form having five vermiform heads, each with a
gaping, suckered maw. A mass of coiling tentacles hangs
beneath each head, and these bear some symbol of the
grave: bones, rotted cerements, skulls, and corpse-candles.
His emblem is a wavy black or copper line (S&rku loves
copper and dislikes iron) with a red circle at one end,
signifying the Eternal Victory of the Worm. His realm is
the necropolis, and there he aids those who serve his
undead legions, those who worship the intellect and care
little for the needs of the body, and those who send the
living down to him in the unutterable stiliness of death. He
has 108 Aspects. Priests and priestesses of Sfrku wear
earth-brown robes, whitened armour (females don a
bodice of grave-hued cloth), and headdresses of skulis. His
clergy (and also his ordinary worshippers on festival
days) also paint their faces with white pigment in the form
of grinning skulls.

. Dlamélish: Greed-Eyed Lady of Fleshly Joys, Mistress of

Demons, and Obsidian Princess of the Damned. In many
ways this Goddess is the antithesis of S4rku. She seeks the
existential reality of the Now — changes as they occur at
every moment, and the pleasures and pains of sense
perception. She desires to attain the heights of ecstasy, the
depths of sensuality, and the purely egotistic joy of
perceived experience. She is the ultimate hedonist who
cares nothing for others or for the “good” of society. Only
the self matters, and although she follows Hri'ii in
seeking ultimate Change, yet she must savour every
moment along the way. Her depictions are varied: a
wanton maiden, an Ariddni warrioress glorying in the
sensual pleasures of carnage, a bestial, obese human
female with a head like a sort of monstrous crocodile, ete.
Her insignia consist of an emerald green drop falling into
a silver oval. Dlamélish aids those who seek sensual
pleasure and immediate gratification, those who engage
in her orgies and her ceremonies in the service of the
Demons of the Dark, and those who are hedonistic, selfish,
and uncaring of others. She has 101 Aspects, plus some
others which are known only to the inner Circles of her
temple, it is said. Her priestesses dress in revealing and
lascivious robes of emerald green, wear tiaras of silver,
and hang tiny silver bells from their wrists and ankles.
Her priests defy description: dissolute youths, depraved
old men, capering legions of the perverted, ox-like young
men who serve at her orgies, etc., all in some version of her
emerald and silver livery.

The ten Cohorts of the Gods are called Hlimgkluyal. The five who
serve the Lords of Stability are:

1. Dréthe Uncaring, Cohort of Hnglla, Singer of the Hymns

of the Gods. This deity is perhaps the most difficult to
comprehend. He represents the total disinterest of the
Perfect Light in the phenomenal things of this universe.
What occurs here, says Dra, has no relevance to Reality,
and 