John Bailey’s Tékumel™ Referee’s Guide

First Edition, June 1996

Let’s Do That Tékumel Thing 
That John Bailey Likes:  

REFEREE’S GUIDE

But This Time, Everyone Will Generate Their Own 
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Characters and Personalities

This author, John T. Bailey, and those who (like Bob Dushay) provided preliminary versions of the rules variations, do not intend this document to threaten anyone’s copyrights, trademarks or other intellectual property rights.  This document is solely intended as a focal point for gaming discussion and does not purport to be complete in and of itself, but rather requires AD&D, Empire of the Petal Throne, Gardásiyal, and other related gaming materials to be complete.  This document may not be distributed without this disclaimer.

Thank You Professor Barker!
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For the DM Only (an abbreviated DMG)

Non-friendly Non-humans

These races may NOT be used for player characters, but they make useful NPCs and foes.

Neutral Races:

1. Mihálli: +1 Str, +1 Int, +2 Dex, +1 Con, base AC 10, 1 HD.  Can change shape, humans have a 20% chance to recognize a Mihálli by its eyes.  Mihálli motives are incomprehensible to humans; this is best simulated by totally random behavior.

2. Nyaggá: +2 Str, +1 Int, +2 Dex, base AC 8, 2 HD.  Cannot remain out of water for more than 3 hours, lose 50% of dexterity and movement ability on land.

Inimical Races:

1. Hlüss: +1 Dex, base AC 8, 2 HD.  May use middle limbs as tearing weapons and may attack with paralyzing sting in tail.  They give off a sweet odor detectable at 90-120 feet.

2. Hlutrgú: +1 Dex, +1 Con, base AC 10, 2 HD.  Never check morale, disorganized fighters.

3. Shunned Ones: +2 Con, base AC 10, 2 HD.  -3 to Con when they are outside of their special atmosphere.  Their stench is noticeable 180 feet away and may cause a morale check in humans.  They cannot survive more than a week outside of their atmosphere.

4. Grey Ssú: +1 Str, base AC 10, 2 HD.  Can see in the dark, 20% of hypnotizing opponents instead of attacking (Save vs. paralysis, magical attack adjustment from Wisdom applies) (Note that Ahoggyá, Swamp Folk, and Tinalíya are immune to this hypnosis).  May attack twice per round at only -1 penalty on second attack if they use their middle limbs.  They are never lost underground.  If they have no leader, they will become demoralized and retreat.

5. Black Ssú: +3 Str, +1 Con, -2 Dex, base AC 8, 3 HD.  Two attacks per round without penalty.  10% chance per round of hypnotizing, +2 on opponents saving throw.  If they have no leader, they will retreat.

· Ssú hypnotism abilities may be considered more like a Charm Person spell than a Hypnosis spell: no "suggestions" are needed, and the Ssú doesn't have to speak the victim's language to make them do things.  People charmed by the Ssú may be ordered to kill themselves--they get an extra saving throw, but if they fail, they will commit suicide.  Similarly, charmed persons may be ordered to attack friends (and they get the extra saving throw).

The Mihálli, the Hlüss, the Shunned Ones, and the Ssú are all fearsome sorcerers, exceeding human abilities in most cases.  Parties of these creatures will usually have wizards and clerics as well as warriors.  There is no level restriction for them.  Choose their spells from any of the deities of Change XE "Change"  (but don't mix deities for the same spell-caster!)

Other monsters:

EPT has a list of creatures that can be updated to AD&D standards fairly easily.  If you don't have EPT, the Tékumel Bestiary will give you descriptions of the common fauna, and you can use the listed stats to get some idea of relative strengths, combat abilities, etc.  In spite of the copious numbers of AD&D monsters out there, I can't think of any that easily fit into Tékumel, and certainly not enough to populate the world and make it feel real.

Treasure and other items:

If you have the EPT rules, you should realize and understand the following:

1. Throw away all AD&D treasure lists, and magical items.

2. There's no such thing as holy water from any temple.

If you insist on not buying any Tékumel-specific information (or can't find any), you can fudge a little by some AD&D treasure items.  They must be modified, however:

1. Magic items.  Tékumel has no wands, rods, magic staffs, rings, or potions.  Instead of wands, rods, or staves, call them "Eyes": small techno-magical devices about the size and shape of a human eye, with an iris in the front and a tiny firing stud at the back.  Sometimes Eyes are labeled by the prior owners as to what they do (and the language may be something the would-be user doesn't know) and sometimes they have indicators to show how many charges they have left.  Eyes cannot normally be recharged except by The Thoroughly Useful Eye, which is rather uncommon and very valuable.  If you want to recharge them as you would a wand, be my guest.  Incidentally, Eyes are non-metallic, so a Wizard may carry them without fear.  With the exception of enchanted armor or weapons (which can be pretty close to the standard AD&D list) all other magic items are miscellaneous and unique; each one is either a one-of a kind item, or there are a handful of them, all made by the same wizard.

2. There are magic scrolls.  They aren't written in any "magic" language, although there is no guarantee that the holder will be able to understand the language it is written in!  Priests of Ksárul and Sárku XE "Sarku"  each have their own secret languages known only to high-level priests (and wizards) of their temple; all of the worshippers of stability have a single, similar language.  There are also many foreign languages, and ancient languages, too.  Magic books are also commonly written in these strange and little-known tongues (with effects equivalent to the Tome of Understanding, the Manual of Dexterity, etc.).  Notice that high level magic scrolls are commonly enchanted so that no matter what language they are written in, only a member of the same temple that penned the scroll can read it.

3. Gold pieces are called Káitars, and they are physically small and light enough that you can carry plenty of them.  (They are abbreviated as "K", rather than GP.)  There are 20 silver Hlásh to the Káitar, and 20 copper Qirgal to the Hlásh.  For large sums, people carry "letters of credit"; letters of financial support from the clan.  You can imagine a letter to be the equivalent of a bank passbook drawn on the clan's account, but the clan limits the amount each letter of credit is worth.

That should suffice to allow you to play Tékumel, using more or less standard AD&D rules.  As these rules are completed and posted (in March 1995), TSR has announced a new update of the 2nd edition AD&D rules.  I don't know what changes TSR has in mind for the rules system, but since they are still calling it the 2nd edition, it should be compatible with these rules I have written.

Encounter 1: Attack of the Slave Merchants

The next morning, a large galley, most of the oars broken as though in battle, crosses your path.  They seem to be in distress of some sort.  The captain hauls alongside to see if you can render aid and just then, a band of leather-armored figures with stout cudgels spring from concealed positions and attempt to board your vessel.  Because your ship was a peaceful merchant ship, with no intention of leaving the protection of the King’s Navy, the crew (rough as they looked) are caught by surprise and flee below decks to hide.  Your employer and the ship’s officers run towards the armory in the captain’s cabin.  It’s up to you to save the ship.

The Slavers:

1 level-3 Slaver Captain (broadsword):  HP 18, AC 8, DAM 2d4

1 level-2 Slaver Mate (shortsword):  HP 15, AC 8, DAM d6

10 level 1 Slaver Sailors:  HP (11, 10, 9, 8, 7, 6, 5, 4, 3, 2), AC 8, DAM d6

25 level 0 slaves:  HP1, AC 10, DAM nil (chained to their rowing benches, malnourished, some horribly physically abused, will not fight or resist)

(Assuming the party wins, they may do with the slaves as they like.  The captain of the “Queen” will be only too grateful for sailors who do not complain.  And since it looks like they don’t eat much, his costs will be lower...  Any of the slaver sailors who survive will be as docile, assuming themselves to be slaves now.  The slaver Captain and Mate will never surrender as they are too proud and will only cause troubles like escape, mutiny, sabotage, etc..)

Encounter 2: Attack of the Hlüss Hive Ship

That afternoon, the lookouts spy a strange craft approaching from off the port bow.  It appears to be a platter, about 50 feet across.  It seems to be made of rock.  It does not have any visible means of propulsion, neither does it leave a wake.  As it gets closer, the strange platter’s “crew” seem to be gathering up on deck and battling one another.  In spite of this, the ship seems to draw ever closer to the “Queen”, despite the captain’s desperate attempts to avoid contact.  For, as you get closer, all on board can see the “crew” of the strange ship are insectoid in appearance.  They fight with weapons, teeth, and a stinger in their tail--much like a scorpion.  Just before the two ships collide, the fighting ends, one group killing all of the others.  The survivors, as the two ships collide, immediately scramble aboard the “Queen” and attack!

During the attack, all of the level 0 slaves panic and run around trying to avoid the Hlüss.  Any surviving slaver sailors back up and defend as well as possible with whatever weapons are to hand but do not attack.  Your employer and the ship’s officers, as usual, run off to the armory before engaging in the fight...

The Hlüss:

1 level 3 Hlüss Lord:  HP 20, AC 4, DAM d6(sword), SA Sting:  save vs. paralyzation or be immobilized until cured

5 level 1 Hlüss Soldiers:  HP (20, 16, 12, 8, 4), AC 4, DAM d6(sword), SA Sting:  save vs. paralyzation or be immobilized until cured

1 level 20 Hive-mother:  HP 200, AC nil, DAM nil, SA Charm Person twice per day

25 captives in various stages of “incubation”.  All must be killed or more Hlüss will be born.  The few that are capable of speaking beg for it.

(Hopefully, this encounter has at least one of the characters paralyzed and all of the rest filled with nightmares about the Hlüss.)

Encounter 3:  “Rescued” By Pirates

After the fight with the Hlüss, a small military-looking vessel sails up to your position.  First signaling that they are representatives of the local ruler, they ask to board your vessel.  After looking at the captain’s manifests, demand a tithe of all goods and people on board.  Suddenly, you realize these men are the pirates that chased you before the storm hit.  They realize that you realize.  You realize that they realize that you realize.

Now would be a good time to use one of those magic devices discovered by the characters among the possessions of the Hlüss.

The Pirates:

1 level-3 Pirate Captain (broadsword):  HP 18, AC 8, DAM 2d4

2 level-2 Pirate Mate (shortsword):  HP (15,12), AC 8, DAM d6

20 level 1 Pirate Sailors (shortsword):  HP (10,10,9,9,8,8,8,7,7,7,6,6,6,5,5,4,4,3,3,2), AC 8, DAM d6

20 level 0 slaves:  HP1, AC 10, DAM nil (chained to their rowing benches, malnourished, some horribly physically abused, will not fight or resist)

The pirates succumb very quickly after their leaders are slain.  However, they must be kept in irons like the slaver mate and captain.  Players whose Initial Character was killed in this or a previous fight should roll up a new, Tékumel character that will be placed with the slaves.

Encounter 4: What?!?  Another Storm? --All Washed Up On “Ahoggyá Island”

(Sorry, it’s just that time of year in Texas...)

Oh well, to make a long story short, the storm washes the ship aground (no one drowns) in waist deep water 100 yards out from a jungle-like island.  It looks like sand or mud, no rocks means no severe hull damage.  However, the tides seem rather light here, not enough to re-float the ship.  There are several other rotting derelicts nearby.

Oho.  What’s that?  It seems the natives have a welcoming party planned for their “guests”.  Suddenly, a dozen or more longboats with 10-20 really odd-looking creatures in each one head out from shore.  Their powerful rowing accompanied by drummers on the boats and echoed by even more drums ashore.

The natives appear to be “animated barrels”; that is, they are knobbly, brownish, bristly creatures about 4’-5’ in height.  Their upper “chest” is surmounted by 4 hairy arms.  Their eyes, ears, nose, mouth, and other organs lie beneath a horny protective ring.  They have 4 heavily muscled legs.  Some have various bits of very curious armor.  All appear to have swords, composite bows, or spears.

The Ahoggyá

1 level 15 Ahoggyá “Chieftain”(ceremonial battle-ax):  HP 225, AC 4, DAM d8, SA “Smells bad”

12 level 5 Ahoggyá “Headmen”(ceremonial club):  HP 75, AC 4, DAM d6+1, SA “Smells bad”

100 level 1 Ahoggyá “Natives”(barb-tipped spear):  HP 15, AC 4, DAM d6, SA “Smells bad”

75 level 1 Ahoggyá “Natives”(jagged shortsword):  HP 15, AC 4, DAM d6, SA “Smells bad”

25 level 1 Ahoggyá “Natives”(composite shortbow):  HP 15, AC 4, DAM d6, SA “Smells bad”

If the party is reasonably charismatic, or free with their gold, or very lucky, the Ahoggyá will help move all of the ship’s goods to shore.  They will kill the slavers and pirates if the story is told (after all, who wants competition).  All in all, they are a gruff people (not unlike dwarves, with whom there is a special kinship).  Hopefully they won’t do the Cook/Magellan thing...

Encounter 5: The Trip to Jakálla

If all goes well, the Ahoggyá will agree to provide passage on another ship to Jakálla for the party and various crews.  This ends up costing about 50% of whatever the group has.  The Ahoggyá are good at bargaining with shipwreck victims who have no other choice.

After you get to Jakálla, the Captain and crew of the “Queen” bid farewell and try to buy another ship to take them home again (good luck!).  Most of the galley slaves seem to like working for him and unless the party wants to keep a few, they all go together.  The slavers and pirates that have survived this long are given a chance to go quietly with the captain or make statements to the local police, a group of soldiers apparently called the “Omnipotent Azure Legion”.  Your employer, Arjutme, says he has some business to attend to and will be right back; “Find a tavern with no Ahoggyá behind the bar”, he says.  He’s gone for a week.

--How Come There Aren’t Any Blue-eyed Blondes?

Any blondes will feel very conspicuous.  Characters with really unusual features may be shunned by merchants who hold up their hands in a manner reminiscent of those trying to avoid the “evil eye”.  Any characters with a comeliness over 16 and blue eyes will have a kidnapping attempt made on them every week.

--The Foreigners’ Quarter

All characters will feel very uncomfortable in the “Foreigner’s Quarter.  Prices range from 1/2x players handbook (absolute crap) to 2x PHB (normal) to 10x PHB (really nice stuff)

People from all walks of life pass through here.  Multiple cultures, languages, and coinage bombard the party from all directions.  Vendors come out from their shops trying to lure customers in to buy their wares.  A typical sales transaction includes the vendor giving the customer a “healthy drink” akin to ginseng tea or lemonade (not a drug).  While aggressive, everyone is exceedingly polite--except the police!

Once, you see a man who stays at your hotel pick another’s pocket.  It is noticed by the victim and a “hue and cry” ensues.  You see the man caught, beaten into returning the stolen merchandise then hauled off.  You never see him again.

--You’ll Need Identification To Leave, Sir!

Sooner or later, the beautiful city on the outside of the Foreigners’ Quarter will beckon to the party.  As they approach the city gate, however, their passage is barred by a squad of heavily armed troops.  There is no way to get through without attacking the city guard.  They won’t let you out without a citizenship document, unless you’re sponsored (and accompanied) by a citizen.

--A Potential Sponsor

Arjutme hiMerketme, after getting back from his clanhouse, decides he still needs you.  He apologizes for any misunderstandings and asks all of you to dine with him at “The Murder and the Maiden”, one of the most expensive restaurants in the Foreigners’ Quarter.  Of course, after  all you’ve been through for the guy, this is the least he could do...

Oh, and by the way, could the party be ready tomorrow for a short trip to the ruined temple marked on the map?

Encounter 6: Around Jakálla, Palá Jakálla, and Ruins in the Swamps

--Description of Jakalla

Including a description of the Sákbe Roads (three-level “Great Wall”)

--Overland Perils

[insert adventure here when complete]

--Underground

[insert adventure here when complete]

--Overland Perils

[insert adventure here when complete]

--Epilogue

Back to town on the Sákbe Roads.  Well, the device to send you all home wasn’t there.  But, the clues you picked up included a map of another set of ruins in the Western reaches of the swamp.  Arjutme needs time to think.  He’ll be back in a month.

Encounter 7: Sea Voyage to Penóm

It seems the new map you found points to ruins near Penóm.  Arjutme insists on maintaining the charade of secrecy, so your “cover” this time is a merchant trader and colleagues selling some unpronounceable “spice”.

--Description of Ship

....

--Seaborne Perils

[insert adventure here when complete]

--Overland Perils

[insert adventure here when complete]

--Underground Perils

[insert adventure here when complete]

--Overland Perils

[insert adventure here when complete]

--Epilogue

Back to town on the Sákbe Roads.  Well, the device wasn’t there either.  But, the clues you picked up included a book in an unknown language, a few more “Eyes”, and quite a bit of gold.  Your party is gaining skills, so now it’s time to study and practice.  In a month, Arjutme will have figured out where to go next.  He decides to try the famous Library of Thúmis XE "Thumis"  at Tumíssa.  The solution must be in one of their musty tomes...

Encounter 8: Caravan to Tumíssa

--Caravan

Description of “Rural” Sákbe Roads (three-level “Great Wall”)

--Overland Perils

[insert adventure here when complete]

--Epilogue

....

Encounter 9: Chéne Hó

--Caravan

Description of “War-footing” Sákbe Roads (three-level “Great Wall”)

--Overland Perils

[insert adventure here when complete]

--City Adventure: Social and Political Perils

[insert adventure here when complete]

--Epilogue

Arjutme finds his magic whatsit, the party finds lots more stuff, and gains a lot more experience.

Encounter 10: Citizenship (At Last!)

--Awards and Social Status

When the characters reach 5th level, they will have “performed many deeds of service to the everlasting glory of the Petal Throne” and will therefore be granted citizenship.  It is assumed that they will also have learned some manners and thus will be welcome in society.  They may be asked as speakers to public gatherings, challenged to friendly matches in the Hirilákte Arena, and invited to the “best” parties.

--Joining A Clan is never easy unless you have A Lot of Money!

When a character reaches “name level” (i.e., stops getting extra hit dice and con bonuses), he or she is assumed to have contributed enough that a clan may be induced to allow membership.  This will cost approximately 100,000GP for high-level clans, 75,000 for high-level, 60,000 for mid-level, 40,000 for low-level, and 25,000 for very low-level (but what’s the point of becoming a mat-weaver?)

Some clans, especially the very high level clans, can only be entered upon direct orders from the Petal Throne.  With Dhich’uné currently wielding power, it is best not to contemplate that happening very soon...

“Tékumel”, “Empire of the Petal Throne”, and most of the other exotic sounding names, monsters, and places are the creative property of M.A.R. Barker.  AD&D, and the descriptions of the game mechanics are the creative property of TSR, Inc.
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