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About GURPS

Steve Jackson Games is committed
to full support of theGURPS system.
Our address is SJ Games, Box 18957,
Austin, TX 78760. Please include
self-addressed, stamped envelope
(SASE) any time you write ug!
Resources now available include:

Pyramid (www.sjgames.com/
pyramid/). Our online magazin
includes new rules and articles fgr
GURPS It also covers all the hobby’
top games -Bungeons and Dragons,
Traveller, World of Darkness, Call of
Cthulhu, Shadowrun,and many more

and other Steve Jackson Games reldéas-

es likeln Nomine, INWO, Car Wars,
Toon, Ogre,and more. AndPyramid

subscribers also have access to playtest

files online, to see (and comment o)
new books before they’re released.

New supplements and adventur
GURPScontinues to grow, and we’'ll
be happy to let you know what's new.
A current catalog is available for al
SASE. Or check out our Web sit
(below).

Errata. Everyone makes mistakes,
including us — but we do our best to fix
our errors. Up-to-date errata sheets [for
all GURPSreleases, including thi
book, are always available from $J
Games; be sure to include an SA$SE
with your request. Or download the
from the Web — see below.

Q&A. We do our best to answe
any game question accompanied by &n
SASE.

Gamer input.We value your com-
ments. We will consider them, not onl
for new products, but also when w
update this book on later printings!

Internet.Visit us on the World Wide
Web atwww.sjgames.comfor an
online catalog, errata, updates, and hun-
dreds of pages of information. We als
have conferences on Compuserve apd
America Online. GURPShas its own
Usenet group, too: rec.games.frp.gurps.

GURPSnetMuch online discussion
of GURPShappens on this e-mail list
To join, send mail to majordomo
io.com with “subscribe GURPSnet-L]}
in the body, or point your web browser
to gurpsnet.sjgames.com/

The GURPS Discworld Alsoveb
page is atvww.sjgames.com/gurps/
books/discworldalso/
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INTRODUCTION

GURPS Discworld Alsas the secondsURPSbook based on Terry
Pratchett’s Discworld novels and stories. The first volume was published
under the admirably clear — if somewhat unimaginative — titIGORPS
Discworld. This is not a second edition GURPS Discworldput an entire-
ly new book. It does not repla@JRPS Discworldbut supplements it.

GURPS Discworldshowed how to run roleplaying game adventures on
the Discworld; this book is intended to make it easier, by providing more
information and more ideas.

That volume took the Disc, with its major races and noted personalities,
and adapted it t&URPSuse. However, a roleplaying game can only start
there. It has to go on, and fit the setting together with the characters created
by its players to make stories. That means work for everyone involved.
Enjoyable work, of course, but still work.

This book is designed to help that work. People have been asking for
“support” for GURPS Discworldever since it appeared. Well, in fact, every
GURPSbook on the market can be used for that purpose — that’s the point of
using a common system for many different games and settings — but we appre-
ciate that people also want Discworld-specific material. So here it is. There are
notes on recent events on the Disc, taken from books that have been published
since GURPS Discworld The treatment of non-human races has been
expanded, with more races, sample characters, and a simplified treatment of
Troll characters. There is a selection of templates to make character creation
faster and simpler. Several new areas are described, with notes and ideas for
campaigns in these settings. And, of course, there is a selection of scenarios
and adventure seeds to make setting up a game as easy as possible.

One thing about the latter, by the way. They have been checked and
approved by the creator of the Disc, but they’re not “canon.” That is to say,
there is no guarantee that some future Discworld novel might not end up
changing or even contradicting them. They gaenematerial, and anyone
who sets a game on the Disc may — indeed, pestapdd— take things off
in directions that may not coincide exactly with future novels in the series.
It's not impossible that as-yet-unpublished Discworld stories will contradict
ideas in this book.

It's also not impossible that, with a little fast-talking, improvisation and
low cunning, a GM might find some way to take an apparent contradiction,
say between this book and a future Discworld novel, and base whole adven-
tures and campaigns around the contradiction itself. Has one source or the
other always been false, and if so, how did the misconception arise? Who
would profit from this kind of false information? Has some change occurred,
so that what is printed in this boaisedto be true, but the present state of
affairs is exactly as the novel says? Or — most challenging, but brilliant, of all
— is it possible that somehow, both of the contradictory statements are true?

Impossible situations require unlikely solutions — and often, the more
unlikely a solution is, the better it will work. That's part of what setting a
game on the Discworld is all about.

So the point of this book is to provide a body of information, ranging
from the well-known to the obscure to the downright unreliable. GMs can
then people pick and choose what they like, adopting or adapting until they
have something that suits their gaming style and their campaign. Dive into
GURPS Discworld Alse- or skim it if you prefer — and find what you like.

Then take it away anplay with it.
£ “‘Mﬂﬁtﬁ



About the Authors

Phil Masters who adapted Terry Pratchett's creation toGu#RPSsys-
tem inGURPS Discworldstill lives in England and still spends most of hi
time labouring over a lukewarm computer. However, the growth of
library has forced him to move to a bigger house. His recent work for Stev
Jackson Games includes co-writiGgJRPS Castle Falkensteim;ontribut-
ing a chapter t&URPS Y2Kand editingThe Munchkin’s Guide to Power Any page reference that begins with ja
Gaming and two volumes o6URPS Who's WhoHe has also worked for ¢ B refers toGURPS Basic SeThird
White Wolf and Gold Rush Games. In short, he does have a life, but pertjap ggfnlgizev(')?eggﬁg gft_logl rfg?éfst .
not the one that his career advisors had in mind for him. Compendium I, DI refers t6URPS

Terry Pratchetthas also written some more books sif@gRPS Discworld, and M toGURPS Magic
Discworldwas published, but sadly, none of them — until now — has been| for
Steve Jackson Games. A list of his most re@stworld writings follows
onp.7.

__%

i Page References

SeeGURPS Compendium,lp.
181, or SJ Games’ Web site for a fu
list of abbreviations foGURPStitles.
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University-Based Campaigns

Unseen University could be an interesting base for a Discworld ca
paign. In general, such games can be set at one of three levels:

An Undergraduategame would feature PC wizards-in-training. Thes
would be quite low-point-value characters (see the Student Wizard t
plate, p. 46), and not terribly competent in magic. Indeed, some might h
no useful spells at all, and others might be justifiably nervous of using w
they do know. Plots would probably start with the complications of stud
life (which are pretty consistent sobmeways throughout the multiverse),
although they could spin off in countless directions. Trying to recovt
something lost in the course of an unwise prank before its rightful, hig
point-value owner notices that it has been borrowed could lead to ady
tures across Ankh-Morpork. Doing a favour to ensure a glowing report frg
a tutor could entail delving through the dark history of Disc magic in a ve
physical way. Patching Hex’s operating system to play games faster cd
make hacking the Pentagon’s missile control computers look like a rea
bright ideat Unwise attempts to find a book (desperately needed for
overdue essay) without the Librarian’s aid could lead to expeditions into
Space and thence almastywhere.Undergraduates are also fairly likely
still to be in regular contact with their families and old school-friends, w
could involve them in relatively mundane plots.

Do note one thing, however; Unseen University is based on the ol
parts of the British university systemot on modern American education.
Reference to fraternities with Greek-letter names, toga parties, and of
features from certain all-too-popular movies, are completely inapproprial
Likewise, UU remains, for practical purposes, an all-male institétion.

Alongside the undergraduates, players might choose to create charac
such as University servants and citizens of Ankh-Morpork with whom the
strike up acquaintance, relatives of undergraduates who live near enougl
visit, street mimes and

other demented rac”

cals whose rhetor i1
might prove dange
ously appealingt !
impressionable ar
naive minds, or pe:

ple whom undergra
uates might choo: -
to consult on specif |
subjects. How sui

able such individua

would be as PC

depends on the ex:

nature of the gan

that the GM is plar

ning. All such idea

should be discussi

beforehand.

ey ey

TR

The Roundworld-—\

Project

The Roundworld Project was original
ly a thought experiment — a hypotheticgl
idea discussed by various senior acade-
mics at Unseen University. They theorisgd
that it should be possible to create a zone
whereno magicexisted, despite the fac
that magic is a basic element of th
Discworld universe. However, calcula:
tions quickly established that this wou
require excessive amounts of power. Then,
Ponder Stibbons (p. DI190) and his cel-
leagues in the High Energy Magic
Building (p. DI116) succeeded in splittin
the thaum, the elementary particle o
magic? while neglecting to incorporate
enough safety factors in the devices they
had built! Faced with excessive amount
of raw magic, Hex, UU’s magical comput
er, manifested the Roundworld Project o
the spot. It turned out that the result was an
entire universe, packed into a conveniept
globe about a foot across.

This universe proved to lack narrativi
um (the element that causes events onlthe
Discworld to form sensible stories), dei
gen (the elementary substance of gods),| or
even chelonium or elephantigen (which do
to make up world-sized turtles and el
phants). However, other elements cane
into existence, clumped together to for
ludicrously large stars and viable roun
planets, and eventually formed life.

In fact, the Roundworld turned out to b
something remarkably like our own uni
verse. However, the wizards eventually got
bored with its lack of narrative structure, a
forgot about it. However, it had become self-
sustaining, so it was handed over
Rincewind, who had been given the strictl
honorary post of Egregious Professor
Cruel and Unusual Geography, for safe
keeping. It now sits on a shelf in his officg,
with a note telling the University housekeep-
er not to dust it. (There is some theoreti
possibility of leakage of concepts and even
matter “down from” the Discworld to the
Roundworld, possibly via L-Space, whic
generates vast game possibilities whi
should be handled with extreme caution.)

Room 3B

Unseen University's “Room 3B” does,
not exist, but for once, there is nothi
darkly metaphysical about this unreality,
The fact is that some lectures and suchlike
are on the timetable, but no teacher or sfu-
dent wants anything to do with them. Thege
lectures are always scheduled for Room 3B.
Sometimes the entire teaching staff is |n
there at once. However, an established
Discworld fact is that if enough peopl
believe in a thing . . .

' The latter, after all, involves only three-
dimensional threats.

2 Although the happy thought occursajipearso be aII-mIe. But
who knows if all those beards are real?

® Their justification was that the university
heating system wasn'’t working well
enough, and they could improve it.

*In the UU squash court, naturally. l

MORE DiSCWORLD MAGIC
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75-Point Templates

Characters at this level have serious advantages over ordi- Intimidation (M/A); Languages (Various); Leadership
nary folk, though they may also be highly specialised. In fact,(M/A); Merchant (M/A); Orienteering (M/A); Running
some may be rather self-absorbed or just plain full of them-(P/H; HT); Scrounging (M/E); Shouting at Foreigners
selves. Still, within their chosen field, they can handle most(M/H); Stealth (P/A); Strategy (M/H); Streetwise (M/A);
problems, and pursue profit or adventure with some conviction. Survival (Any) (M/A); Tactics (M/H); or any Primary or

=

Secondary Skill.
: Notes: This capable fighter could be a wandering merce-
CFII'CCI' SOIdICI' nary, a long-serving castle guard, or a tough watchman in a
Attributes: ST 12 [20]; DX 13 [30]; 1Q 10 [0]; HT 11 [10]. city that hasn't got the hang of police procedure yet; the dis-

Advantages:A total of 20 points from +1 to one Attributetinctions are blurred at best (see p. DI45). Military sailors and
[10]; Alertness [5/level]; Ally Group (Comrades) [Varies]marines could be based on the same template, with Boating
Combat Reflexes [15]; Common Sense [10]; ComposgAd the addition of some combination of Navigation, Sailor,
[5]; Contacts (military) [varies]; Cool [1]; Danger Sens@nd Seamanship, and sometimes Carpentry, Meteorology
[15]; Deep Sleeper [5]; Disease-Resistant [5]; Extra Héhipbuilding, or Shiphandling. Note that some GMs may give
Points [S/level]; Fit [5]; Hard to Kill [S/level]; High Pain some free Status to soldiers with high Rank.

Threshold [10]; Language Talent [2/level]; Legal

Enforcement Powers [10]; Literacy [5]; Military Ran .

[5/level]; Night Vision [10]; Patron (Long-term employer oﬁznglnccr-lnvcntor

loyal officer) [Varies]; Rapid Healing [5]; Reputation

. T Attributes: ST 10 [0]; DX 11 [10]; 1Q 13 [30]; HT 10 [0].
(Usually for reliability) [Varies]; or Toughness (DR 1) [10]. ; . ;
DisadvantagesA total of -30 points from AIcohoI—ReIated'A‘(j\/""r1t""9]esj"ter"’Icy [5]; and a total of 25 points from +1 to

Quirks [-1 each]; Bloodlust [-10]; Bully [-10]; Callous [-6]; 822 c.)rHDiXh[l_IE)]; E:IIFCtedJls ];Z%O_WILOH?P I(tai [iol]\;l Ge;dgietgt?r
Code of Honour (Pirate’s) [-5]; Compulsive Behaviour Ent]!t'ong 156_CL. %?ngx Ca[1lc ]I,ato?pSa' Eon :g_te 5[ )
(Various) [Varies]; Congenial [-1]; Duty (Military) [Varies]; uition [15]; Ighthing ) u [ ].' gevity [ ]'_
iaels G ; . . Manual Dexterity [3/level]; Mathematical Ability [10];
Flashbacks [Varies]; Gigantism [-10]; Greed [-15]; Patron (Emolover) IVariesl: Single-Minded [5]- Status +1
Intolerance [-5 or -10]; Lecherousness [-15]; No Sense of (Employen) [Varies]; Single-Mi [51; =

Humour [-10]; Odious Personal Habits (Various) [Varies]; S/;r;;ilgas[so]r 10J; or
One Eye [-15]; Post-Combat Shakes [-5]; Reputation ]
(Usually among former enemies; for personal reasons)
[Varies]; Sense of Duty (Usually to nation; employer; or
colleagues) [Varies]; Status -1 [-5]; Struggling [-10];
Stubbornness [-5]; Truthfulness [-5]; or Unattractive [-5].

Primary Skills: A total of 12 points spent on any of the fol-
lowing: Axe/Mace (P/A) DX+1 [4]-14; Bow (P/H) DX+1
[8]-14; Broadsword (P/A) DX+1 [4]-14; Buckler (P/E)
DX+1 [2]-14; Crossbow (P/E) DX+1 [2]-14; Polearm
(P/A) DX+1 [4]-14; Shield (P/E) DX+1 [2]-14;
Shortsword (P/A) DX+1 [4]-14; Spear (P/A) DX+1 [4]-14;
or Spear Throwing (P/E) DX+2 [4]-15. (Note: some com-
binations will reduce point costs through the default
rules; in that case, spend the points saved on extra -
Background Skills.) 5

Secondary Skills:Hiking (P/A; HT) HT [2]-11 or
Riding (P/A) DX [2]-13; and Brawling (P/E) DX
[1]-13 and Savoir-Faire (Military) (M/E) 1Q+1
[2]-11.

Background Skills:A total of 8 points in any of Any
TL3 or lower Weapon skills; Area Knowledge
(Past areas of service) (M/E); Armoury (M/A);
Boating (P/A); Camouflage (M/E); Carousing
(P/A; HT); Fast-Draw (P/E); Filch (P/A); First Aid
(M/E); Gambling (M/A); Heraldry (M/A); Holdout
(M/A); Intelligence Analysis (M/H); Interrogation (M/A);

CHARACTER TEMPLATES 55




ENQUIRIES ORGANISING AN EXPEDITION

There are plenty of people around to ask about the local sit“Why is it always us?”
uation — other crews, dock workers, random locals, eventually‘You're adventurers.”
the harbour-master — but someani# have to ask. It's time ~ Assembling an expeditioshouldbe fairly straightfor-
for a little bit of roleplaying and some reaction rolls. Theard, although some players will doubtless complicate it,
known facts are as follows: seeking to borrow (or otherwise acquire) everything from

1. The monster problem started a few weeks agarbalests to elephants. GMs should be accommodating so
Essentially, at intervals just frequent enough to be a niging as players are reasonable, but should feel free to amuse
sance, assorted reptilian monsters come swimming downttiemmselves if the adventurers do something2ddRCs can
river into the harbour, and either head out to sea or lutmused to keep them in line as necessary, and Chadwick may
ashore with malicious intent. This was a problem at first, ngiscue them fronsomelocal difficulties — with barely-dis-
the locals have rigged up ditches, palisades, heavy bows, gmded amusement — in order to get the scenario back on
warning gongs, and the place is no longer seriously threagck.
ened. Advice and direc-

2. However, the situation is seriously disrupting tradéons are easil ]

No-one wants to be carting a bale of bananas through ¢i¢ained, as are a - - - Make it clear that
jungle when something big and toothy jumps out, and thepplies or campir  the adventurers are
creatures that went out to sea have been playing havoc wibipment (within re: ] ) ,
shipping. The craft visible in port are those that surviven). A fairly goor  d0ing something that
monster attacks, but even they were sufficiently damagedpath (used by banar  the |gcals think is
make them limp back for repairs. The Nomine,being porters and the occ 3

armed and ready for trouble, was better able to deal with sienal hunting-party  crazy (“Do we

situation than most. Others will doubtless get through onuens alongside tF |ogk like ‘ ﬁ
they've fixed up some deck artillery, but the crews arwer, close enough fi " b
already talking big danger money. usefulness but fi '€roes?”) /

3. No-one has tried going up-river to see where the ma@mough away to avc
sters are coming from. “Do we look like daft ‘eroes? Norocodile problems.
‘fence, o’ course . . .” And no-one knows much about whai$e local wildlife will leave people alone if it is left alone.
up that way — mostly, it's just crocodiles, mud, and junglMostly. It's not clear how far the path goes; the locals regard
Besides, this whole business is an excuse for taking a holitialand” as profitless country full of nothing much but trees.

and being more laid-back than ever. Chadwick will wait a week or so; he suggests the adventurers
head upstream for about three days, then turn round. If they

THE HARBOUR-MASTER AND BANANA worry that they may not be able to find what's going on in that

STOCKS time, Chadwick will suggest that in that case they would prob-

ably want to go back to Ankh-Morpork and raise a much larger

Whether or not anyone else is efficient, Chadwick will turgy neition, but point out that a preliminary survey should be a
businesslike. The harbour-master’s office is the obvious pl d start.

to go. It's one of the moderately substantial buildings closeto)s they worry about tropical diseases (whistrealistic),
the docks. L o the locals will cheerfully give them a favourite preventative,

_ The harbour-master is taking his siesta with his feet up QR qe from the bark of a local tree. It tastes utterly disgust-
h!s de_zsk..He is gxtremely casual lput open with visitors. Tﬂp@_ Strangely, it works. Anyone who takes it is effectively
situation is a nuisance, and he will be happy to ensure talyne to tropical fevers for the duration of this trip.
anyone Who does anything about it gets a very good price fOHiring a Guide: Someone may try to find a local guide,

a worthwhile banana cargo. . and perhaps even bearers. This would clog things up a bit with
Talking of which, there is rge stock of bananas availablenpcs, and it's more fun to make it clear that the adventurers

in the warehouses. The quantity worth taking back to Ankli, qoing something that the locals think is crazy. (‘Do we
Morpork is rather smaller. Bananas have to be picked whilg |ike ‘eroes?”)

they're green, as they ripem route.They ripen quicker in the * 54ing By Boatit is also possible to travel by water rather

heat. Anyone who asks is welcome to inspect the warehOuges jand, if anyone has Boating skill. Of course, the river is

A HT check may be required to resist the impulse to leap bg@kere the monsters have been coming from. The adventurers

several yards from the aroma of ripe fruirfyripe fruit) when o4 porrow a ship's boat from tie Nomine,or hire some-

the doors are opened. _ _ _ thing local. Rowing upstream all day is hard work, but a
Chadwick concludes that, with a little haggling, he can W&althy group should be able to manage. In this case, a

together a just-worthwhile cargo from the banana stocks, Byhstant stream of monsters is likely to become tedious, but
he knows that this isn’'t a permanent solution to the problem.

He and his crew will need a few days to buy and load t; Such as trying to steal the solitary local domesticated

cargo. Perhaps the professional heroes could use the ti”elephant. Yes, this scenario has been playtested.
identify and deal with the root cause?
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Dabil al-Intri, Vizier of Wadi EI-Rukl, 69.

Dalf, Rear Admiral Lazlo, 81.

Dam game, 18.

Death, 31games andl8.

Dibbler, C.M.O.T., 105, 120.

Dieter the Poacher, 31.

Disadvantages, 22.

Divination, caroc cards 18;medium/
fortune teller templatesl;
adventuresl0.

INDEX

Advantages, 16-17, 20, 6diad Medicine
16; Patchwork Man17;Recognised
Divinity, 66; Troll Body; 20.

Agatean Empire, 1Qunks 76-78;
presence in Brown Islang81.

Agatean Tourist template, 48-49. Domestic surgensee Weird Surgery

Alg al-leee, Sultan of Wadi EI-Rukl, 69.  Door furniture, magical, 40.

Ajandurah’s Wand of Utter Negativity, 39.D’regs, 68-69.

Alchemist template, 49. Droit de mortis, 36.

Al-Intri, Dabil, Vizier of Druids, 119-124.

Wadi El-Rukl, 69. Dungeon Dimensions, 79.

Al-khali, 69. Dwarfs, 84;bread 7; carrying letters

Ancient and Truly Original 10-11.

Brothers of the Silver Star EcksEcksEcksEcks, 8-9, 89-100;

Imaginary Existentialism
disadvantage, 22.

Imps, 40.

Induced Magic, 40.

Inheritance, 10.

Inventor template, 55-56.

Jones, Llamedos, 77.

Khodrian ibn Alg al-leee, Sultan of
Wadi El-Rukl, 69.

Klatchian language, 69.

Kollspur, Earl of, 82-83.

L-Space, 37.

Lacquered Tablet, 81.

Lancre, 7.

Languages, 69.

Last Order (Unseen University Order), 35.

Legitimacy, 10.

Leonard of Quirm, 12-13.

Leshp, 7.

(Unseen University Order), 35.

Ancient and Truly Original Sages of the
Unbroken Circle (Unseen University
Order), 35.

Animal, sentient template, 45-46.

Ankh-Morpork, 7;lodgings in 16;
presence in Brown Island80-81.

Aqueduct game, 18.

Archchancellor’s hat, 40.

Assassin template, 58.

Astronomy, 14.

Astrology, 14.

Auntie Ante, 92-93.

Backpacker template, 43-44.

Bandit template, 42-43.

Barbarian hero wannabe template, 49-50.Games, 18-1%eath angl18.

Beggar template, 43.
Bledlows, 36.
Bogeymen, 22-23.
Bowl of Holding, Tiny Salad Bar, 39.
Bread, Dwarf, 7.
Brains,Reusing19;Trolls, 8.
Brown Islands, 74-8istory of 74;
natives 75.
Bulack, Lord, 80-81.
Cadi(market official of
Wadi El-Rukl), 73.
Cake, Mrs. Evadne, 15, 16.
Cake, Ludmilla, 15.
Career Soldier template, 55.
Carpets, flying, 70-71.
Cart wars, 90-10@onstruction rules
96-98;sample carts99-100.
Character Templates, 42-66.
Clacks,see Semaphare
Conjurer template, 50-51.
Corsairs, Klatchian, 77-78.
Create Zombie spell, 31.
Cripple Mr. Onion, game, 19.
Cryptography skill, 15.
Crowns, 40.

Llamedos Jones, 77.

Llapfargoch-Wokkaiiooii, 77-78.

Mad Doctors, 16-19, 56-5%mplate
56-57.

backpacker templatd3;outback
survival skills 89;road gangs39;
wildlife, 90; XCDA
(EcksEcksEcksEcksian Cart Duel

Association)95. Mad the Dwarf, 91, 100.
Education, female, 9. Mad Medicine advantage, 16.
Elfkin, 24-25. Magic, 33-40Klatchian 70;in New
Engineer template, 55-56. Smarlhanger86.
Entertainer template, 44-45; Magic Items, 39-40,

70-71.

see also Conjurer
Ephebe, 126.
Flying carpets, 70-71.
Fong Shoy skill, 20.
Fortune Teller template, 51.
Foureckssee EcksEcksEcksEcks

Gargoyles, 25-26semaphore and.3.

Genua, 12, 31.

Gnolls, 27-29.

Goblin, émigreé template, 44.

Gods, 23, 65-66, 69, 88-89ffler; 23,
690m 69, 88-8Recognised
Divinity advantage66;Small Godl
89 Small God templates5-66.

Graduate Wizard template, 58-59.

Guild Orphans, 17.

Guilds, 9, 17, 51Assassins’'9; banned
17; Conjurers, 51;Dogs’, 17;
Firefighters’, 17;Rats; 17,
Seamstresse®; Thieves' 51.

Harem of Wadi EI-Rukl, 70-71.

Hat, Archchancellor’s, 40.

Hebdomadal Board, 35.

Hermits, 10-11.

Hex, 37, 104.

Highwayman template, 56.

Hoodwinkers (Unseen University
Order), 35.

Howandaland, 107.

Igors, 17-19, 57, 60-6tharacter
template 60-61.
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Martial arts, 74.
Medium template, 51.
Mended Drum, 104, 120.
Midnight, the Order of
(Unseen University Order), 35.
Mortis, droit de, 36.
Mouse Counter, 40.
Mrs. Widgery's Lodgers
(Unseen University Order), 35.
New Smarlhanger, 82-99pvernment85;
law, 86-88;magic 86;
neighbourhoods34;population 84;
religion, 88-89.
Noble template, 52.
NoThingfjord, 111-117.
“Numbers” Riktor, 40.
Occultism skill, 33.
Offler the Crocodile God, 23, 90.
Oggham, 13.
Old Smarlhanger, 85.
Om, 69, 88-89.
Order of Midnight
(Unseen University Order) 35.

Senior Wizard template, 62-64.
Sentient animal template, 45-46.

Venerable Order of Seers
(Unseen University Order), 35.

Shamans, optional spell memorisation, 35Wadi EI-Rukl, 68-74Bazaar 72-73,;

Ships, 77-78.

Signs,magical 40.

Silver Star, Ancient and Truly
Original Brothers of the
(Unseen University Order) 35.

Skills, 18, 33, 89, 98)ccultism 33;
Survival (Fourecks Outbaglg9;
Teamster98; Thaumatology33;
Weird Surgery18.

Small-time Ruffian template, 46.

Soldier template, 55.

Spell,Create Zombig31.

Spell Names, 38.

Spell Memorisation, 34, 35.

Staffs, wizards’ 40.

Star Enumerator, 40.

Sto Plains, 124-125.

Stone Circles, 119-124.

Student Wizard template, 46-47.

Supercharger, 99.

Other Order (Unseen University Order) 35Surfing, 75.

Outback survival skills, 89.
Patchwork Man advantage, 17.
Peasant template, 44.

Pictsie see Pixie

Piracy, 76-78.

Pixie template, 52-53.

Port Duck, 78-82government80;map
79; population of 80;religion in,
78-79;trade in 82.

Postal Services, 10-11.

Priest template, 53-54.

Prop Lee, 76-77, 81.

Prime, unit of magic, 39.

Quirm, Leonard of 12-13;presence in
Brown Islands81.

Ramtops, 7, 83.

Re’Durat, 107-109.

Recognised Divinity advantage, 66.

Religion, 69, 78, 88-89n New
Smarlhanger88-89;in Port Duck
78;in Wadi El-Ruk|69;see also
Gods

Resograph, 40.

Rev Counter, 40.

Riktor, “Numbers”, 40.

Room Temperature Control Device, 40.

Roundworld Project, 37, 126.

Ruffian template, 46.

Sages of the Unknown Shadow
(Unseen University Order), 35.

Scenarios, 101-126.

Scenario Seeds, 73, 79-80, 81-82, 87-88, Unseen University, 36-38dventures

93-95, 124-126.
Seers, Venerable Council of
(Unseen University Order), 35.
Sektoberfest, 111-117.
Semaphore, 10-15, 82-83, 12hgryption
15;jobs 13;skill, 14;towers 10-14.
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Swamp Meter, 40.
Swashbuckling, 74.
Swordsmagic 39.

Terror Incognitasee EcksEcksEcksEcks

Thaum, unit of magic, 39.
Thaumatology skill, 33.
Thaumaturgist template, 57.
Thaumometer, 39.

Thief template, 51.

Cadis 73;Caravans 73;Harem
70-71;Law and Order73-74;
Palace 69-71;Power, military
73-74;Sultan 69;Trade 71-73;
Vizier, 69;Walis 73-74.

Wand of Utter Negativity,
Ajandurah’s, 39.

Watchman template, 54.

WeaponsPwarf bread 7; repeating
crosshows75.

Weir game, 18.

Weird Surgery skill, 18.

Werewolves, 8.

Witches;trainee witch templatet6;witch
template 62;optional spell
memorisation35.

Wizard templatesStudent46-47;
Graduate 58-59;Senior 62-64.

Wool, 85.

Y.M.R-C-I-G-B-S.A (Young Men’s
Reformed Cultists of the Ichor God
Bel-Shamharoth Association), 16.

Young Men’s Pagan Association, 16.

Zombies, 29-31Create Zombie spedil.

Tiny Salad Bar Bowl of Holding, 39.

Tourist,Agatean tourist templaté8-49;
EcksEcksEcksEcksian backpacker
template 43-44.

Trade,in the Brown Islands’6-77, 82jn
Wadi EI-Ruk| 71-73.

Tradesman template, 47.

Tribesman template, 54.

Trolls, adventures113-119prains,8;
Hick Troll template 60; Serious Troll
template 65;simplified character
creation 19;Troll Body advantage
20.

Troll Body advantage, 20.

Trossig the Defensive, 79.

Uberwald, 7, 126mad doctors ¢f16-19,
56-57.

Unbroken Circle, Ancient and Truly
Original Sages of
(Unseen University Order), 35.

Unseen Shadow, Sages of the
(Unseen University Order) 35.

103-105;campaigns37-38;

ceremonies36;Eight Orders 34-35;

Hebdomadal Board35; promotion

at; 36,Room 3B37;Roundworld

project 37;servants35-36.
Vampires, 8.




