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DREAMING OF THE FUTURE

I’m a dreamer. I’ve had a lot of dreams. But for twenty years, two dreams of mine have stuck with me, no 
matter what else I was doing or what I was working on. Projects came and went, but these two dreams 
always hovered in the background.
The first was a roleplaying game system where players got to decide how much effort they wanted to put into 

any given action, and that decision would help determine whether their action would succeed or fail. This would 
be a simple but elegant system where sustained damage and physical exertion drew from the same resource (so 
as you became wounded, you could do less, and as you became exhausted, you were easier to take down). Where 
your willpower and your mental “power points” were the same thing, and as you drew on your mental resources, 
your ability to stave off mental attacks waned. And where it was all so integrated into the character that it was easy 
to process and keep track of. But most of all, I dreamed of a game system that was designed from the ground up 
to be played the way people actually played games, and to be run the way that game masters really ran them.

The second dream that stuck with me was a world that fused science fiction and fantasy, but not in the usual 
mixed-genre sort of way. Instead, it was a place that felt like fantasy but was actually science fiction. Or perhaps it 
felt like science fiction but was actually fantasy. Could I achieve both at once? The well-known quote from Sir Arthur 
C. Clarke that “any sufficiently advanced technology is indistinguishable from magic” seemed to lie at the heart of 
this concept. In my mind, I envisioned strangely garbed priests chanting well-rehearsed prayers and invocations, 
using sacred instruments and making precise gestures, but then we realize that the instruments are technological 
in nature, and some of the gestures are actually fingers playing over buttons or sections of a touchscreen....

But that was all twenty years ago.
Time passed. I worked on hundreds of projects for different companies—including my own. I never 

completely forgot about those ideas, but they mostly faded away into the recesses of my mind.
Then, I was lying in bed one night about a year ago, and in my mind’s eye I saw two figures pulling tattered cloaks 

around themselves to ward off the chill as they walked. The two trudged across a grey landscape, wary with each step. 
And as this scene receded, I saw that the terrain they crossed was a massive gear, and the landscape was in fact an 
unbelievably huge and ancient machine. The key to this scene, I realized, was that the figures were in no way part of 
this terrain—perhaps they didn’t even understand the concept of the machine—but they were accustomed to it. It 
was a part of the world they lived in as much as mountains, rivers, and forests are a part of ours.

All at once, I knew that it was time to create this game and this setting that had been brewing in my 
consciousness for twenty years. It was time to create NUMENERA™.

At the time of this writing, I have worked as a professional game designer for twenty-five years. I’ve written articles, 
adventures, sourcebooks, and roleplaying game settings (along with short stories, novels, scripts, and comic books). 

Any sufficiently advanced technology is 
indistinguishable from magic.

~Sir Arthur C. Clarke
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DREAMING OF THE FUTURE
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I’ve designed or co-designed four roleplaying games based on earlier versions of other games, designed a miniatures 
game, and worked on a few computer games, card games, and other miscellaneous projects. But I had never 
designed a roleplaying game all on my own, from the ground up, based entirely on a setting of my own creation.

I had always wanted to. The games I worked on are all things I’m very proud of, but none expressed exactly how I 
wanted to play an RPG. It seemed like it was time to give it a shot: to try to put down on paper what I’d been doing in 
the games I ran for so long. I’ve never been a GM who relied heavily on rules. Instead, I tried to focus more on story, 
fun, and gameplay. Even when I ran a game with a rather rigid ruleset, I would add in new elements so that there 
would be spells or creatures or player resources or something that was more mysterious or more flexible to give the 
story a little breathing room. To allow both the players and me to be creative rather than always rigidly defined.

To create a new setting to go with these rules, it would have to fit the sensibilities of the narrative system I 
was creating. Since the rules were more about story, mood, and ideas than about rigid definitions, the world 
had to be that way, too. It had to be a world of weird mysteries and intriguing questions.

The traditional ways of presenting RPG setting material made it difficult because they were also usually 
fairly rigid—closed and defined rather than open-ended and mysterious. And understandably so. RPG setting 
design is all about giving a GM the information she needs to run a game, and that can be a lot of information.

I knew I could do this new setting justice thanks to two things.
The first was a product line I worked on a long time ago called Planescape®. It was a setting full of mystery. It never 

allowed itself to be pinned down. Planescape was weird and wild and imaginative. It was a setting about mood and 
ideas and amazing vistas more than it was about nailing down every little detail. It experimented with narrative voice 
and different kinds of presentation that stressed story, emotion, and flavor. So I knew it could be done.

The second was a product I worked very hard on a few years back called Ptolus. Ptolus was a d20 setting, but it 
abandoned most of the traditional RPG approaches to presenting setting material. Instead, it took inspiration from 
travel guides and nonfiction books. With Ptolus, I learned that there were ways to present information to GMs and 
players that made their lives easier and their games more fun. With that kind of presentation—informative and yet 
flavorful thanks to its art-heavy and visual nature—I could take a Planescape narrative approach and still make a 
very usable product.

So that’s what I’ve tried to do.
A lot of the Ninth World can be credited to inspiration from two people, the French artist Moebius and 

the writer Gene Wolfe. I’ve long been a fan of Moebius’s works, in particular his vision of technology, his 
synthesis of science and mysticism, and his method of infusing his backgrounds with deep, deep history. 
Every Moebius art piece tells the story of a world with a rich and wonderfully weird past.

I’ve been a fan of Gene Wolfe—particularly his series The Book of the New Sun—since I was very young. In fact, 
as I write this, I realize that I was introduced to this series by my childhood friend JD, a fact particularly poignant 
to me because in two days I go to JD’s memorial service. He was a friend whose sensibilities about fantasy and 
science fiction and cool, imaginative ideas were developed right alongside mine. Which is probably why even 
though we grew up and went our separate ways, we managed to stay in touch all these years. The world lost a 
great, creative soul with his passing. Through his influence on me, he now lives on in the Ninth World.

In The Book of the New Sun, Wolfe accomplishes with astonishing literary depth a work that at first seems 
to be a fantasy set in the past, but eventually we learn that it is, in fact, a science fiction story set in the far, far 
future. It is brilliant and well written, as full of creative ideas as anything I’ve ever read. You should read it, too.

I was fortunate enough to study fiction under Wolfe, and I learned a great deal about writing. Thus, his work 
and his style will always be an inspiration to me, but never more than in Numenera, to be sure.

There are, of course, many inspirations for Numenera, so I created a bibliography for the game that you’ll find 
in Appendix B (page 402). But long before you get there, why not give “The Amber Monolith” (page 6) a quick 
read? The story sets the tone for the setting and establishes a great many details about the Ninth World, the 
kinds of things characters will do in the game, and the amount of latitude GMs and players have to stretch their 
imaginations here.

Then read Welcome to the Ninth World, which presents things a bit more plainly. After that, read How to Play 
Numenera, and you’ll pretty much have a good handle on the essentials of what you need to know. The rest—character 
creation, the full rules, the setting, the creatures, and so on—are just details, although hopefully they’re fun and 
interesting details. (Here’s a hint that I hope will really help: use How to Play Numenera [page 15] to learn and teach the 
essentials of the game, and use Rules of the Game [page 84] as your reference tool when you have questions.)

If you’re going to be a GM, read the Running the Game sections (page 319) carefully after reading the rules. There 
I’ve done my best to convey what the game’s all about and provide some of my secrets to running a great game.

I sincerely hope that you find Numenera fun, full of wild ideas, and most of all inspirational so that you’ll 
create your own imaginative characters and stories. You’re about to embark on some amazing adventures.
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CHAPTER IX: WIND OF IRON

In which we learn the lesson of dedication.

Calaval climbed the hill, his pet thuman at his side. Crumbling bits 
of ancient brick turned to gravel with each step. At the top, he saw 
the amber obelisk the old woman had told him about. It stretched 
impossibly into the sky. The reddish-yellow light of the old, tired 
sun caught in its angles high above the plain of ruin. Even after all 
these eons, the machine at the heart of the obelisk still thrummed 
with power. Rings orbited the device, spinning with unearthly 
precision.

The thuman sat on its haunches, multi-jointed legs folding 
beneath it. It looked up at its master with narrow, black eyes. Red 
dust covered the furry crest atop its head.

Calaval set his heavy pack down next to him, exhausted. He bent 
down and brushed the dirt and dust away from it, and then from 
his clothes. Finally, he brushed the red dust from the thuman. 
“Don’t worry, Feddik,” he whispered. “You won’t have to go inside. 
I’ll have to do that alone.”

Feddik’s gaze, as always, made it seem as though he 
understood.

After a short rest, the pair resumed their journey. The people in 
the last village, Cloudridge, had called this the Plain of Brick. The 
lack of creativity did not surprise Calaval. A simple folk without a 
clave, they toiled in fields and herded shereh in the fertile valley to 
the south. But they’d given him food in exchange for a few baubles 
and shins he carried with him, and gave him a place to sleep, so 
it was difficult to feel anything but kindly toward them. Isolated 
villages with Aeon Priests often became fearful of strangers and 
dangerously insular. Once, he had come upon a community that 
had stumbled upon a buried facility from the prior worlds while 
digging a well. They had inadvertently released a noxious gas, 
transforming the entire population into maniacal, superhuman 
cannibals. Calaval had barely escaped alive.

Aeon Priests and their knowledge of numenera could prevent 
incidents like that. Calaval sought to join their ranks.

History taught that the ancient races that had dwelled upon 
earth before the Ninth World wielded great power. This power 
came from knowledge. It might not be possible for Calaval, the 
Aeon Priests, or anyone else on earth of the present to master all 
that knowledge, but surely there were secrets there, lost to the 
past, upon which they could build a future.

Calaval was certain of it. It just had to be discovered. Or rather, 
rediscovered. He had a plan on how to start. 

A red cloud rose on the horizon, beyond the obelisk in the sky. 
Someone moving across the dry plain? Certainly something big if 
that was the case. Perhaps a herd. Perhaps a pack of raiders.

Feddik whined. The cloud loomed larger. No herd. No creature 
at all—a dust storm.

Calaval unpacked his desert filter and put it over his mouth. 
Then he fitted one over Feddik’s nose and mouth. The beast pawed 
at it a few times, but accepted it quickly. They had been through 
dust storms together before.

The barren plain offered little shelter. Calaval kept walking, for 
there were few other options. The thuman stayed very close. The 
wall of onrushing red engulfed the obelisk and bore down upon 
the explorers like a monster. Through his filter, a scent caught the 
young man’s attention. It jogged a memory. It triggered fear.

“Iron Wind!”
Calaval looked around helplessly for some kind of shelter. But 

there was nowhere to hide. Not from the wind.
He would stand against the ravages of a sandstorm, even as it 

tore at his flesh, but Iron Wind was something different altogether. 
It didn’t just tear at flesh, it altered it. Within the wind lived 
particles crafted by the numenera far too tiny for a man to see. 
Calaval wasn’t actually certain that particles was the right word. 
Creatures? Machines? It surpassed understanding.

His pack thudded on the ground. He rummaged through its 
contents while the thuman whined. Finally, he produced a small 

THE AMBER MONOLITH
The Catechism of Lore:

All glory to the originators of truth and understanding.
Praise to the innovators of steel and synth.

Praise to the shapers of flesh, of bone, and of mind.
Glory to those who re-sculpted the sustaining earth and the life-giving sun.

Praise to the senders of signals, who even now whisper into machine ears and give life to the inanimate.
Praise to those who traveled to the stars, and the realms beyond the stars.

All glory to the originators of truth and understanding.

Let us then resume the recitation of the Sacred Chronicle of High Father Calaval, Amber Pope and Founder of the Citadel 
of the Conduit and the Order of Truth, as written by his grandniece, Doroa of the Silent Song:

71.58.140.236
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THE AMBER MONOLITH

iron awl, and a device that looked like it was meant to fit snugly in 
a person’s clenched fist, if a person had six fingers. In two places 
across its synth surface small wires lay exposed. Calaval crouched 
low.

A small glass panel on one side showed lighted symbols when 
he pressed a small stud where his thumb would fit. He didn’t 
know what the symbols meant, but he knew that when a symbol 
that reminded him a bit of a bird in flight flashed, he needed to 
press the stud again. He glanced up and saw the roiling red cloud 
approach. Ignoring the sweat beading at the bridge of his nose, 
Calaval pushed the awl up into the cavity among the exposed 
wires near the bottom. The device shook a bit and there was a 
sizzling sound and the smell of burnt air. Suddenly, a droning 
noise engulfed Calaval and the nerves all along his flesh tingled 
unpleasantly. The awl slipped from his hand. 

He clenched the device and pulled Feddik close. The thuman 
squirmed as the air around them shimmered. The hair on Calaval’s 
arms rose and his skin prickled. The shimmering air smelled like a 
thunderstorm. He knew that it was a sort of halo around him. An 
aura. A field. He did not know, but he hoped, that the field would 
repel the dangerous, unseen things in the Iron Wind.

The approaching numenera storm did not offer him much time 
to wonder if it would work. The air was suddenly red, churning. The 
generator in his hand vibrated at a terrible frequency. It numbed his 
hand and then his arm. He concentrated on holding fast to it even 
though he could no longer feel it. He told himself that the billions 
of tiny shrieks in the wind were but his imagination.

The Iron Wind roiled around him, but it did not harm him.
With a whine that quickly became a howl, Feddik twisted from 

his grasp, pulling away. Calaval shouted without sound. The beast’s 
leftmost limbs and side emerged from the shimmering distortion 
and entered the wind.

Calaval could not see what happened, nor could he still hear 
his companion. The thuman’s body thrashed. Calaval grabbed a 
handful of Feddik’s hair and held on as best he could while the 
device in his other hand numbed more and more of his body, 
weakening every muscle he had.

He closed his eyes.
The wind passed more quickly than any sandstorm would, 

but none too quickly for Calaval. The device dropped from his 
contorted, numb fist onto the stony ground. He collapsed, but was 
careful to pull Feddik atop him, rather than to fall upon the beast.

Feddik made a plaintive moan unlike anything Calaval had ever 
heard.

When he could manage it, Calaval lifted his head to look at his 
pet. Hundreds of tiny, wormlike tendrils flailed where Feddik’s 
left two limbs had once been. The flesh around those legs, and 
all along the left side, looked and felt like metallic plates. Orifices 
that Calaval could not begin to understand erupted and closed on 
the beast’s new portions. The left side of its face contorted with 
opening and closing eyes as if a crowd of smaller creatures had 
taken up residence in its head.

The wind had rewritten the thuman. Every bit of its flesh that the 
wind had touched, it changed.

Calaval pushed Feddik from atop him and stood. His stance was 
not steady, but he hardly noticed. He looked only at his longtime 

companion slowly writhing on the ground. Pain was evident in 
every fiber of the creature, new and old.

With a wail, Calaval drew the long knife at his side from its 
leather sheath.

He held his breath. Tears streamed down his face. He wanted 
to close his eyes, but he feared his aim would fail. So he stared 
down at Feddik. He watched his friend’s eyes as he sliced into the 
nonmetallic part of its neck. Blood pooled around the creature. It 
died in silence.

Calaval did not curse the gods his mother had taught him, nor 
did he pray to them for mercy. It wasn’t that he did not believe in 
vast, nonhuman intelligences living in the sky above—he had seen 
them orbiting in Yessai’s telescope night after night—he just did 
not believe that they directed events. He believed in cause and 
effect. Not gods. Even the things inhabiting the datasphere were 
created, the result of someone’s knowledge and understanding. He 
believed in the universe and its laws, set in motion billions of years 
earlier.

Just because the people of this world called it magic did not 
mean that he could not see beyond. That was what the Aeon 
Priests did, and—as hard as it was to accept—that is what he 
would do too. The numenera, as the priests called it, arose because 
of the intellect of the people of the prior worlds. It only seemed like 
miracles.

It only seemed like damnation.

CHAPTER X: ALONE

In which we learn the lesson of loss.

Alas, Chapter X is lost to us. It is believed by the council that it 
contained details of Calaval’s mourning of his animal, and thus 
described his compassion and capacity for love. Likely it also 
detailed his fantastic intelligence (particularly his near-perfect 
recall) and his great wisdom, often being well prepared for 
contingencies that most others would never have foreseen.

Instead of its contents enriching us, let us contemplate on the 
significance of lost knowledge. No greater loss exists.

All glory to the originators of truth and understanding.

CHAPTER XI: ENTERING THE OBELISK

In which we learn the lesson of perseverance.

The Amber Monolith rose high above Calaval. Almost directly 
below the obelisk machine, the noise that the vast spinning 
mechanism produced drowned out the sounds of his own weary 
breath. The rotating rings moved and thrummed in a rhythm that 
heartened him. It was exactly what he was looking for. The old 
woman in Cloudridge had told the truth.

Calaval had only one last trick in his bag. The rest of its contents 
were mundane supplies, tools, and equipment. But he had saved 
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one minor bit of numenera for just this moment. He pulled a 
wire mesh belt from the bag and affixed it around his waist. A 
metal device on the side of the belt had some simple controls. 
Sometimes bits of technology like this—cyphers, most people 
called them—seemed like they were once parts of other, larger 
devices. Those who had come before him had just figured out a 
way to make use of them in a temporary, usually one-shot, damn-
the-risks sort of way. Calaval knew a lot of the tricks. He didn’t 
fully understand how they worked. No one he knew did. But he 
knew enough to try that switch, or cross those wires, or look for a 
readout with this symbol on it. Enough to sometimes get an effect 
he wanted. Something he could use. Like now.

Except the belt wasn’t like that. The belt, Calaval felt sure, was 
intended for precisely the purpose for which he was about to use 
it. The only thing was the way it fit him. Obviously, it had been 
designed for a creature other than a human to wear it.

Calaval manipulated the controls. Soundlessly, his feet left the 
ground. Buoyant, he floated upward. The belt gently removed him 
from the grasp of gravity. He soared ever higher. The red brick 
landscape stretched below him. A warm wind tugged at his tanned 
leather clothing—his coat, his cap. It brushed against his worn, 
unshaven face.

Above him, the Amber Monolith drew closer, and he could 
see that, true to its name, the yellowish-brown structure 
offered a translucent surface in contrast to the silvery metallic 
mechanism at its heart. The obelisk offered a pointed top and 
bottom, but the center was a massive clockwork device with 
spinning rings orbiting around it at skewed but somehow 
extraordinarily precise angles.

As he got very close—likely hundreds of feet above the ground—
the very lowest point of the hovering obelisk offered a metallic hatch 
to Calaval. Controlling his horizontal position presented some 
difficulties. Once again, the position of the belt’s console suggested 
a wearer with a very different body type than his. His arm grew sore 
from reaching down and around to touch the tiny, glowing panels. 
The wind made things even harder. Calaval maneuvered toward the 
hatch, but then the breeze carried him off in the wrong direction 
again. The situation suggested how hard it might be to be a leaf in 
the breeze with an objective. Or even a butterfly. Calaval fumbled 
across the belt controls over and over, grasping at the hatch as he 
got close each time, and each time failing to reach it.

He began to worry about just how much power the belt had. 
How long a duration the gravity-nullifying effect offered.

His arms sore, each from stretching in different directions, in 
different awkward positions, he tried one last time, and finally 
maneuvered close enough to loop his arm through a handle on the 
hatch like a hook. The incoherent sound he made was a moan of 
exasperation and a cry of triumph at once.

Then the power of the belt gave out.
His own sudden weight jerked on his arm, wrenching it with a 

painful cracking noise. Agony shot down his shoulder and into his 
side. He grabbed his wrist with his free hand to make it harder for 
him to slip loose, but he almost blacked out from the pain.

Dangling from the bottom of the obelisk, he gasped for a breath 
he could not seem to get. His mind swam and he had to fight to 
keep a focus. Finally, because if he did not, he knew he would soon 

faint and fall, he let go of his own wrist and thrashed at the hatch 
to try to find a way to open it.

That task, at least, was surprisingly simple. An easily moved 
lever produced a sudden hiss, and then the hatch opened slowly. 
Calaval struggled to hang on to the moving hatch. When it 
stopped, he twisted his body around to look up into the opening it 
gave. It was dark, but a metallic ladder offered a way up through an 
amber shaft. With his free hand, he grabbed the bottom rung, but 
as he did his other arm wrenched free.

Again, terrific pain lanced down his body from shoulder to hip. 
He bit down on his tongue, which may have been the only thing 
that kept him conscious. His one arm dangled useless. He had no 
idea how he would climb up the ladder.

He did the only thing he could think of, and pulled himself up as 
high as he could and kicked his leg up to hook it onto a rung. After 
a few tries, he succeeded. But when he did, his pack came loose 
and spilled its contents down the long way to the ground.

Thoughts of gods to curse once again came to his mind. Once 
again, he refused.

CHAPTER XII: HUNTED IN THE DARK

In which we learn the lesson of ingenuity.

The climb was long and agonizing. Every surface around Calaval 
vibrated slightly with a constant thrum that kept time with the 
spinning rings of the central heart of the monolith. Even the 
air seemed to shake, ever so slightly. Exactly the rhythm he had 
memorized. The one he had been looking for.

The top of the amber shaft offered light too dim to see, and 
Calaval had lost his glowglobes when his pack fell. With his good 
hand, he pulled a box of matches from his pocket and struck one. 
He confirmed that his immediate surroundings were safe, and then 
tossed the match away, collapsing on his side for an unknown time. 
He knew he had to push his arm back into its proper position. When 
he was a young man, he had seen his farmer father in a similar 
situation. He had had to help the man reset his shoulder.

Today Calaval would have to do it himself. He struggled to his 
feet. The pain made his head swim and he almost fell.

He felt the wall in the dim amber-hued light. He positioned his 
dislocated limb with his useful arm. He took three quick breaths. 
Not giving himself time to think about it, he rammed his body 
against the wall.

He shrieked and fell to the floor, writhing in agony.
He shrieked louder the second time. He passed out for a time—

he did not know for how long—after realizing that that attempt 
didn’t succeed either.

The third attempt had a similar result.
Finally, the fourth try gave him success. He did not pass out, but 

lay, resting in his own sweat, for what seemed about an hour. Once 
he recovered, he climbed once again to his feet. He stood steadier 
than before. With three deep breaths, he gathered himself mentally 
and physically. At last, he decided to explore.

He had come here for a reason, after all.
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THE AMBER MONOLITH

He found himself within a series of tunnels wending their 
way through vast, incomprehensible machines. Or perhaps, he 
considered, parts of one large machine. The latter, he determined, 
seemed most likely.

After burning through half his matches in his explorations, he 
found a pile of scrap synth in various sizes and colors. Mostly 
pipes, some of which were hollow, and others filled with cables 
and wires. Some were broken and jagged. Calaval found a hollow 
pipe of white synth about two feet long. He used his knife to cut 
his leather cap into strips. Poking a strip down into the pipe, he 
created a makeshift torch. It wouldn’t last long, and it created a lot 
of smoke, but it would last longer than a match, and he had many 
strips of leather and cloth to use.

He climbed another shaft, and after wandering more, yet another. 
During each ascent his torch failed him and he had to relight it in the 
dim light once he reached the top. By the time he did this after the 
third climb, a loud staccato burst of sound startled him. He dropped 
the torch and the barely lit leather strip fell out.

The strange, irregular noise accompanied a flash of blue-white 
illumination. And again.

In these brief instances of light, he saw something move. A 
panel in one wall opened. More light from within. With a yawning 
hiss, a silhouette emerged. Clatter. Whir. Groan. Ancient limbs 
stretched to life. Metal, flesh, and wiring shambled in the form of 
a looming ape. Shaggy hair fluttered about it, as if each strand had 
its own prehensile life. White eyes glared from above a wide snout, 
symbols scrolling across them from side to side.

Calaval did not wait to see more. He leapt down the shaft, 
throwing himself from rung to rung, letting gravity take him at 
speed. His shoulder was still tender, but he ignored it.

A howl from above shook his bones. A dark shape blotted out 
the light from above.

He climbed down faster. Recklessly, he dropped down the shaft. 
Each drop risked pulling his arm from its socket, but terror ruled 
his behavior, not pain.

At the bottom of the shaft, he retraced his path through the 
winding maze of machine access conduits. He heard the thing 
land at the bottom behind him with a powerful grunt. He was sure 
that he could smell the beast too. Musk and machine oil mixed 
with something he couldn’t place.

In the near darkness, he surged down the corridors, running a 
hand along the walls. The guardian thing that he had awoken was 
behind him, tracking him. By sound, perhaps? Calaval tried to be as 
quiet as he could, but soon gave up and erred on the side of speed. 
The thing could be following him by scent. It could even be following 
a heat trail of his own steps. He knew such things were possible.

Finally, he reached the pile of scrap tubing. The pipes, however, 
once he grasped a few, seemed far too light to be used as weapons. 
Instead, he grabbed one about his height and got moving again.

The bestial thing lumbered ever closer.
Calaval reached the shaft down and dropped the tube. Then he 

followed it down, again performing more of a barely controlled 
drop than a climbing descent.

The creature came down behind him. Closer this time, and 
gaining. Like Calaval, it was dropping down, using the rungs only 
occasionally. But its drops were longer, its movements more skilled.

Calaval reached the bottom of the shaft, but knew that the thing 
would reach him this time. 

In fact, he counted on it.
He grasped the jagged length of synth tubing and thrust it up 

the shaft, one end braced against the floor.
Immediately, the beast dropped down upon the tube, its weight 

snapping it in two, and knocking Calaval to the ground. Calaval’s 
head struck the wall. He saw white in the darkness.

He found himself laying on the tremulous metal floor, unable 
to see. The sound of his own breaths were drowned out by 
another sound—rhythmic, wet, gurgling wheezes from not far 
away.

Calaval struck a match. In the light, he saw the ape-thing, with 
metal plates and fleshy parts integrated into a cobbled whole. 
There was nothing beautiful, careful, or elegant about the thing’s 
construction. Even its organic portions did not seem to exist in 
any sort of natural relationship. Hairlike tendrils writhed across its 
body, each ending in a tiny sphincter mouth. And each tiny mouth 
whined in agony.

Through the center of its broad torso projected the broken tube. 
The momentum of the creature’s descent had thrust the shaft 
more than three feet into its innards. The beast did not move. Each 
breath was labored and filled with fluid. Blood mixed with some 
white milky liquids pooled around its prone body.

Calaval’s fear turned to remorse. Pity. He thought that the best 
thing he could do was bring the beast’s suffering to an end. He 
wanted to give it a quick death.

He had no idea how to do that. His small knife, now in his hand, 
seemed ridiculously tiny and fragile for the task. He approached 
closer in the light of a new match, but the creature howled and 
struggled to move, causing it far more pain.

Calaval sighed. His thoughts drifted back to Feddik.
He sat on the floor. He stayed with the creature until it drew its 

last labored breath.

CHAPTER XIII: MACHINE’S HEART

In which we learn the lesson of comprehension and 

understanding.

In the mechanical parts of the dead guardian, Calaval had found 
some easily removed bits that, with some slight modifications 
and adaptations, he could use. If he hadn’t dropped most of his 
tools with the rest of his gear, he perhaps could have achieved 
more.

Perhaps most important of them all were the glowing modules 
in the creature’s eyes that, once removed, provided about as much 
light as his tiny torch. He knew that their illumination would fade, 
but in terms of his own needs, it would be long after it ceased 
being important.

With these new cyphers, he ascended back up through the 
obelisk’s inner workings. He crept slowly now. Quietly. No more 
guardians appeared.
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He stopped to rest, and regretted 
having no food.

He slept.
Steadily, he climbed the length of the 

massive monolith, until the quivering in 
every surface reached a powerful intensity. 
Reaching the top of the twenty-third shaft 
he had climbed, he determined that he 
had found the heart of the machine. At 
that level, he began to explore in earnest, 
carefully noting everything he found.

The glowing cylinder stretched twenty 
feet across, thirty feet high. Made of 
blue metal, it gave off a blue-white glow. 
It floated two feet from the ground and 
hovered two feet from the high ceiling. 
Nothing connected to it from all the 
machinery around it, but Calaval knew 
that it was connected by invisible fields of 
energy and force.

He wiped the sweat from his brow. The 
interior of the monolith was warm and humid. The air was stale. 
Stifling. He needed to get inside that cylinder. 

He studied its surface for hours, looking for an access panel or a 
hidden hatch. He found nothing. 

He slept again. Fitfully.
He searched the walls of the large chamber around the cylinder. 

He studied them for mechanisms that might open or provide 
access into it. Finally, he returned to the cylinder and scoured its 
vibrating, glowing surface again. After long last, he determined 
that there was a panel in its surface—a door—almost impossible 
to perceive. But there was no obvious way to open it.

Driven by this new discovery, he returned to the machine-filled 
perimeter of the room. He followed lines of conduits that ran 
across their surfaces, up to the ceiling and down to the floor. 
He ascertained that the controls of some important function lay 
behind a large metal panel, but when he tried to pry it off with his 
knife, its iron blade snapped.

He sat down on the floor, tired and hungry.
“Of course,” he said aloud. He pulled out one of the 

components he had removed from the guardian creature. A 
weapon that had been built into one of its arms, he could coax its 
power for a different use of his own. Sliding open a tiny panel at 
one end of the device, he moved a tiny switch while pointing it at 

the panel. He saw nothing, but felt the fist-
sized thing almost buck out of his hand.

He thrust it toward the panel, which 
buckled with a loud bang and folded like 
paper. Guiding it with the device as though 
it was an invisible fist, he pulled back and 
the panel tore from its mountings.

Calaval tossed the device to the floor next 
to it with satisfaction.

The newly exposed glass plate flared to life 
and light, showing symbols and diagrams. 
Calaval recognized almost nothing, but after a 
few tries, touching the screen and moving the 
symbols as though they were objects rather 
than bits of light, he quickly figured out how 
to activate the cylinder’s door.

Turning to face it, he watched as the 
square section of the machine’s heart 
simply faded from sight.

This revealed an empty but brightly lit 
interior.

Without hesitation, Calaval entered the cylinder.
And then stood elsewhere.
Without realization of transition or translation, Calaval had 

moved vast distances. As he had hoped. Long ago he had learned 
of this place.

High above him stretched a transparent dome. Through it, he 
looked up at the world, displayed before him as the center jewel of a 
vast night-sky panorama. Or rather, he reasoned, he looked down at 
the world. For he knew that he was in a citadel created in eons past 
by inhuman hands and placed high above, permanently in the sky.

Legends spoke of a citadel in the sky so high that it was barely visible 
from the ground. Calaval had seen it in Yessai’s telescope. And the old 
woman in Cloudridge had given him the secret of how to access it.

Here, Calaval knew, were the true secrets of the numenera. 
Here he could perhaps—just perhaps—speak with one of the vast 
intelligences given life in the prior worlds. If he could make his 
questions understood, he could find the knowledge he sought to 
join the Aeon Priesthood, and perhaps even become a prominent 
member of their ranks. 

Thus ends the second part of the Sacred Chronicle of the Amber 
Papacy. Little did Calaval know that the knowledge he would gain would 
make him not an Aeon Priest, but greatest among them: the high father, 
greatest of the Aeon Priests, and founder of the Order of Truth.

All glory to the originators of truth and understanding.
Praise to the innovators of steel and synth.

Praise to the shapers of flesh, of bone, and of mind.
Glory to those who re-sculpted the sustaining earth and the life-giving sun.

Praise to the senders of signals, who even now whisper into machine ears and give life to the inanimate.
Praise to those who traveled to the stars, and the realms beyond the stars.

All glory to the originators of truth and understanding.
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WELCOME TO THE 
NINTH WORLD

There have been eight previous worlds. You 
may refer to them as ages, aeons, epochs, or 
eras, but it’s not wrong to think of each as its 

own individual world. Each former world stretched 
across vast millennia of time. Each played host 
to a race whose civilizations rose to supremacy 
but eventually died or scattered, disappeared or 
transcended. During the time that each world 
flourished, those that ruled it spoke to the stars, 
reengineered their physical bodies, and mastered 
form and essence, all in their own unique ways.

Each left behind remnants.
The Ninth World is built on the bones of the 

previous eight, and in particular the last four. Reach 
into the dust, and you’ll 
find that each particle 
has been worked, 
manufactured, or grown, 
and then ground back 
into drit—a fine, artificial 
soil—by the relentless 
power of time. Look to 
the horizon—is that a 
mountain, or part of an 
impossible monument 
to the forgotten emperor 
of a lost people? Feel 
that subtle vibration beneath your feet and know 
that ancient engines—vast machines the size of 
kingdoms—still operate in the bowels of the earth.

The Ninth World is about discovering the wonders 
of the worlds that came before it, not for their own 
sake, but as the means to improve the present and 
build a future. 

Each of the prior eight worlds, in its own way, is 
too distant, too different, too incomprehensible. Life 
today is too dangerous to dwell on a past that cannot 
be understood. The people excavate and study the 
marvels of the prior epochs just enough to help 
them survive in the world they have been given. They 
know that energies and knowledge are suspended 
invisibly in the air, that reshaped continents of iron 

and glass—below, upon, and above the earth—hold 
vast treasures, and that secret doorways to stars and 
other dimensions and realms provide power and 
secrets and death. They sometimes call it magic, and 
who are we to say that they’re wrong?

More often, however, when they find leftovers 
of the old worlds—the devices, the vast machine 
complexes, the altered landscapes, the changes 
wrought upon living creatures by ancient energies, 
the invisible nano-spirits hovering in the air in clouds 
called the Iron Wind, the information transmitted 
into the so-called datasphere, and the remnants of 
visitors from other dimensions and alien planets—
they call these things the numenera. In the Ninth 

World, the numenera 
is both a boon and a 
bane. It makes life very 
different from any other 
time on Earth.

In a southern part 
of the vast, singular 
continent of the Ninth 
World lies a cluster of 
settled lands collectively 
called the Steadfast. 
Although each of 
the kingdoms and 

principalities of the Steadfast has its own ruler, a 
leader known as the Amber Pope guides the Order 
of Truth, an organization of Aeon Priests that 
commands a great deal of respect in the region. 
Thus, the Amber Pope is likely the most powerful 
ruler in the Steadfast even though he does not 
govern a single square foot of land. The Order 
of Truth reveres the people of the past and their 
knowledge on a quasireligious level of adoration and 
faith. It is a religion devoted to science.

Deeper in the wilds lies a region called the 
Beyond, where villages and communities are isolated 
and rare. Here, Aeon Priests still study the secrets of 
the past, but they do so cloistered in remote claves.  
These priests do little more than pay lip service to 

CHAPTER 1

The Ninth World is about discovering 

the wonders of the worlds that came 

before it, not for their own sake, but 

as the means to improve the present 

and build a future.

Iron Wind, page 135 

The numenera, page 275

The Steadfast, page 136 

Amber Pope, page 133  
Order of Truth, page 222 

The Beyond, page 174
Aeon Priest, page 269

Claves—small cloistered 
groups of Aeon Priests in 

the Beyond—can 
offer protection and 

resources for the 
communities that 
spring up around 

them. However, claves 
sometimes become so 
insular and focused on 

their work that they 
end up putting the 

community at risk with 
their strange experiments.
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WELCOME TO THE NINTH WORLD

the Amber Pope, if that, and are not considered 
part of the Order of Truth. Like the regions in which 
they live, and the claves in which they work, they are 
isolated, islands unto themselves.

THE PEOPLE OF THE  
NINTH WORLD
In the youth of an age, people use the resources they 
have on hand, coupled with whatever understanding 
of their world they can master, to carve out a life for 
themselves. In the Ninth World, the resources are 
the numenera—the detritus of the prior eras—and 
the people’s understanding of these resources is 
crude and incomplete. The Aeon Priests possess 
just enough discernment and knowledge to suggest 
possible uses for things, but so much remains to 
be discovered. Even the creatures and plants of the 
Ninth World are strange by-products of the prior 
ages; the past left behind flora, fauna, and machines, 
some designed by lore or nature, others transplanted 
from distant stars or dimensions.

The people of the Ninth World clothe themselves 
in newly spun fabrics but weave the artifacts of the 
past into each garment. They forge armor, weapons, 
and tools from materials recovered from ancient 
structures and devices. Some of these materials are 
metals, but others are (or appear to be) glass, stone, 
bone, flesh, or substances that defy categorization 
and understanding.

Those who risk the mysterious dangers to recover 

the relics of the past provide a valuable service. Typically 
these brave souls—warrior glaives, science-wielding 
nanos, and wily jacks—bring their findings to the Aeon 
Priests, who use the artifacts to fashion tools, weapons, 
and other boons for the growing civilization. As time 
passes, more individuals learn to use the numenera, 
but it still remains a mystery to most people.

Who, then, are the people of the Ninth World? 
Most are humans, although not all that call 
themselves human truly are. There are likewise 
the abhumans: mutants, crossbreeds, genetically 
engineered, and their offspring. And then there are 
the visitants, who are not native to the earth but 
who now call the Ninth World home, and who have 
no more understanding of the past (even their own) 
than anyone else.

THE NUMENERA
People with knowledge of the relics of older worlds 
divide them into three types: artifacts, cyphers, and 
oddities.

ARTIFACTS are large devices that typically can be 
used more than once to produce the same result. 
An artifact might be a belt that creates a shield of 
invisible force to protect the wearer or a flying skiff 
that carries people and cargo from one place to 
another. The term is almost always used for an item 
that has an obvious purpose—a weapon, a defense, 
a mode of transport, a means of communication 
or learning new information, a means of obtaining 

Abhumans: 
Chirog, page 235 
Margr, page 244 
Murden, page 247 
Sathosh, page 256 
Yovok, page 267 

Visitants: 
Lattimors, page 122 
Varjellen, page 121 

Artifacts, page 298
Cyphers, page 278
Oddities, page 314
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food or other necessities, and so forth. Artifacts 
make their users more powerful, or they make life 
easier or better.

CYPHERS are usually small, minor 
devices that most characters can 
coax a single effect from 
before they are depleted 
and become curiosities or 
decorations. They might 
include a quick injection 
designed to repair physical 
damage in a living creature or 
a handheld object that, when 
manipulated properly, becomes 
a weapon that explodes with 
tremendous force. However, cyphers 
are dangerous when gathered together 
because they create radiation and 
harmonic frequencies that are inimical 
to human life.

ODDITIES are the relics that are 
neither cyphers nor artifacts. They 
serve no obvious purpose but have 
strange functions that are at least curious, if not 
downright entertaining. Examples include a piece of 
glass in a metal frame that shows peculiar images 
or a box with three bells that ring at unpredictable 
times. Not everything from the prior worlds can be 
understood. In fact, much of it cannot.

LOOKING AT THE  
NINTH WORLD FROM  
THE 21ST CENTURY
The Ninth World is a science-fantasy setting 
approximately a billion years in the future. The 
people of the world dwell amid the flotsam of 
impossible ultratech of eight prior civilizations 
and call it magic. Unimaginably huge machines 
lie beneath the earth, and satellites orbit high 
above, transmitting a web of data and free energy. 
Nanotech, gravitic technology, genetic engineering, 
spatial warping, and superdense polymers allowed 
the inhabitants of the previous worlds to reshape the 
planet. Mass and energy were theirs to command.
In many ways, the Ninth World is a medieval fantasy 
setting without the historicity. When people who 
haven’t done a lot of homework on the dark ages run 
a traditional fantasy game, they often insert modern 
sensibilities or developments such as democracy, 
hygiene, or matches. But in the Ninth World, these 
things, and more, make sense. Characters can have 
rain slickers, ink pens, zippers, and plastic bags, 
all left over from the prior eras (or fashioned from 

leavings of the past). They can understand how 
illnesses are transmitted or how socialism works. 
They can know that the earth revolves around the 
sun and be aware of other “anachronistic” 

bits of knowledge.
On the other hand, characters in 
Numenera don’t refer to weapons 
as “guns” or vehicles as “cars.” 

The technology in the Ninth World is 
too advanced and too alien for such 
terminology to have endured. Using 

21st-century terms for weapons and 
vehicles is as inappropriate as using 
medieval terms. The numenera is 
weird—much of it wasn’t created 
by humans or for humans. It isn’t 
designed or presented in any way 
that might be familiar to the players 

or the characters. Only through 
experimentation, player insight, and 

character skill can the PCs identify, and 
possibly use, what they find.

Perhaps even more important, the artifacts, 
cyphers, and oddities that characters use probably 
aren’t serving their original purpose. The explosive 
cypher that a character tosses at an enemy might 
have been the power source for a vehicle. The force 
field the enemy uses to protect herself from the blast 
might have been designed to contain the radiation of 
the fuel rods in a miniature nuclear reactor.

Welcome to the Ninth World, where every 
discovery might save you—or kill you. But you won’t 
know until you try.

Numenera items such as 
artifacts and cyphers add 
capabilities to the player 

character’s repertoire 
but they are the purview 

of the game master. 
Very rarely does a player 
choose these items; they 

are discovered while 
exploring ancient ruins 

or overcoming other 
challenges of the Ninth 

World.

For more information 
on the Ninth World, see 

Part 4: The Setting (page 
129). Game masters will 
want to refer to Chapter 
23: Realizing the Ninth 

World (page 354). 
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HOW TO PLAY NUMENERA

HOW TO PLAY 
NUMENERA

CHAPTER 2

excellent equipment can 
decrease the difficulty 
of a task. For example, 
if a character is trained 
in climbing, she turns 
a difficulty 6 climb into 
a difficulty 5 climb. 
This is called decreasing 

the difficulty by one step. If she is specialized in 
climbing, she turns a difficulty 6 climb into a 
difficulty 4 climb. This is called decreasing the 
difficulty by two steps. 

A skill is a category of knowledge, ability, or 
activity relating to a task, such as climbing, 
geography, or persuasiveness. A character who 
has a skill is better at completing related tasks 
than a character who lacks the skill. A character’s 
level of skill is either trained (reasonably skilled) or 
specialized (very skilled).

If you are trained in a skill relating to a task, you 
decrease the difficulty of that task by one step. If you 
are specialized, you decrease the difficulty by two 
steps. A skill can never decrease a task’s difficulty by 
more than two steps.

Anything else that reduces difficulty (help from an 
ally, a particular piece of equipment, or some other 

The rules of 
Numenera 
are quite 

straightforward at their 
heart, as all of gameplay is 
based around a few core 
concepts. 

This chapter provides 
a brief explanation of how to play the game, and it’s 
useful for learning the game. Once you understand 
the basic concepts, you’ll likely want to reference 
Chapter 8: Rules of the Game, page 84, for a more 
in-depth treatment.  

Numenera uses a twenty-sided die (1d20) to 
determine the results of most actions. Whenever a 
roll of any kind is called for and no die is specified, 
roll a d20.

The game master sets a difficulty for any given 
task. There are 10 degrees of difficulty. Thus, the 
difficulty of a task can be rated on a scale of 1 to 10.

Each difficulty has a target number associated with 
it. The target number is always three times the task’s 
difficulty, so a difficulty 4 task has a target number of 
12. To succeed at the task, you must roll the target 
number or higher.

Character skills, favorable circumstances, or 

TASK DIFFICULTY

TASK DIFFICULTY DESCRIPTION TARGET NO. GUIDANCE
 0 Routine 0 Anyone can do this basically every time.
 1 Simple 3 Most people can do this most of the time.
 2 Standard 6 Typical task requiring focus, but most people can usually do this.
 3 Demanding 9 Requires full attention; most people have a 50/50 chance to succeed.
 4 Difficult 12 Trained people have a 50/50 chance to succeed.
 5 Challenging 15 Even trained people often fail.
 6 Intimidating 18 Normal people almost never succeed.
 7 Formidable  21 Impossible without skills or great effort.
 8 Heroic 24 A task worthy of tales told for years afterward.
 9 Immortal 27 A task worthy of legends that last lifetimes.
 10 Impossible 30 A task that normal humans couldn’t consider (but one that doesn’t break 
    the laws of physics). 

Decreasing the difficulty, 
page 86 

Skills, page 25 

Trained, page 86  
Specialized, page 86 

Difficulty, page 86 

 

You don’t earn XP for killing foes or 
overcoming standard challenges in 
the course of play. Discovery is the 

soul of Numenera.
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COMBAT
Making an attack in combat works the same way as any 
other roll: the GM assigns a difficulty to the task, and 
you roll a d20 against the associated target number.

The difficulty of your attack roll depends on how 
powerful your opponent is. Just as tasks have a difficulty 
from 1 to 10, creatures have a level from 1 to 10. Most 
of the time, the difficulty of your attack roll is the same 
as the creature’s level. For example, if you attack a level 
2 bandit, it’s a level 2 task, so your target number is 6.

It’s worth noting that players make all die rolls. If 
a character attacks a creature, the player makes an 
attack roll. If a creature attacks a character, the player 
makes a defense roll.

The damage dealt by an attack is not determined 
by a roll—it’s a flat number based on the weapon 
or attack used. For example, a spear always does 4 
points of damage.

Your Armor characteristic reduces the damage you 
take from attacks directed at you. You get Armor from 
wearing physical armor (such as a sturdy leather jerkin 
or chainmail) or from special abilities. Like weapon 
damage, Armor is a flat number, not a roll. If you’re 
attacked, subtract your Armor from the damage you 
take. For example, a leather jerkin gives you 1 point of 
Armor, meaning that you take 1 less point of damage 
from attacks. If a bandit hits you with a knife for 2 points 
of damage while you’re wearing a leather jerkin, you 
take only 1 point of damage. If your Armor reduces the 
damage from an attack to 0, you take no damage from 
that attack.

When you see the word “Armor” capitalized in 
the game rules (other than as the name of a special 
ability), it refers to your Armor characteristic—the 
number you subtract from incoming damage. When 
you see the word “armor” with a lowercase “a,” it 
refers to any physical armor you might wear.

Typical physical weapons come in three categories: 
light, medium and heavy.

LIGHT WEAPONS inflict only 2 points of damage, 
but they reduce the difficulty of the attack roll by one 
step because they are fast and easy to use. Light 
weapons are punches, kicks, clubs, knives, handaxes, 
rapiers, and so on. Weapons that are particularly 
small are light weapons.

MEDIUM WEAPONS inflict 4 points of damage. 
Medium weapons include swords, battleaxes, maces, 
crossbows, spears, and so on. Most weapons are 
medium. Anything that could be used in one hand 
(even if it’s often used in two hands, such as a 
quarterstaff or spear) is a medium weapon.

HEAVY WEAPONS inflict 6 points of damage, and 
you must use two hands to attack with them. Heavy 

advantage) is referred to as an asset. Assets can never 
decrease a task’s difficulty by more than two steps.

You can also decrease the difficulty of a given task 
by applying Effort. (Effort is described in more detail 
in Chapter 8: Rules of the Game.) 

To sum up, three things can decrease a task’s 
difficulty: skills, assets, and Effort.

If you can decrease a task’s difficulty to 0, you 
automatically succeed and don’t need to make a roll.

WHEN DO YOU ROLL?
Any time your character attempts a task, the GM 
assigns a difficulty to that task, and you roll a d20 
against the associated target number.

When you jump from a burning vehicle, swing a 
battleaxe at a mutant beast, swim across a raging 
river, identify a strange device, convince a merchant 
to give you a lower price, craft an object, use a power 
to control a foe’s mind, or use a heat-beam emitter 
to carve a hole in a wall, you make a d20 roll.

However, if you attempt something that has a 
difficulty of 0, no roll is needed—you automatically 
succeed. Many actions have a difficulty of 0. 
Examples include walking across the room and 
opening a door, using a special ability to negate 
gravity so you can fly, using an ability to protect your 
friend from radiation, or activating a device (that you 
already understand) to erect a force field. These are 
all routine actions and don’t require rolls.

Using skill, assets, and Effort, you can decrease the 
difficulty of potentially any task to 0 and thus negate the 
need for a roll. Walking across a narrow wooden beam is 
tricky for most people, but for an experienced gymnast, 
it’s routine. You can even decrease the difficulty of an 
attack on a foe to 0 and succeed without rolling.

If there’s no roll, there’s no chance for failure. 
However, there’s also no chance for remarkable 
success (in Numenera, that usually means rolling a 
19 or 20; see Special Rolls in Chapter 8: Rules of the 
Game). 

Effort, page 21 

Armor, page 92

Combat will be an 
important part of 

Numenera for some 
people. However, this is 
your choice; Numenera 

doesn’t have to be a 
game about combat. 

Although the Ninth 
World has many quasi-
historical weapons and 

armor like swords, spears, 
and chainmail, it also has 

unique items like razor 
rings, which are bladed 

metal throwing weapons. 

For more on the types 
of weapons that your 

characters can use, see 
Chapter 7: Equipment 

(page 77).  
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weapons are huge swords, great hammers, massive 
axes, halberds, heavy crossbows, and so on. Anything 
that must be used in two hands is a heavy weapon.

BONUSES
Rarely, an ability or piece of equipment does not decrease 
a task’s difficulty but instead adds a bonus to the die roll. 
Bonuses always add together, so if you get a +1 bonus 
from two different sources, you have a +2 bonus. If you 
get enough bonuses to add up to a +3 bonus for a task, 
treat it as an asset: instead of adding the bonus to your 
roll, decrease the difficulty by one step. Therefore, you 
never add more than +1 or +2 to a die roll.

SPECIAL ROLLS
When you roll a natural 19 (the d20 shows “19”) and 
the roll is a success, you also have a minor effect. In 
combat, a minor effect inflicts 3 additional points of 
damage with your attack, or, if you’d prefer a special 
result, you could decide instead that you knock the foe 
back, distract him, or something similar. When not in 
combat, a minor effect could mean that you perform 
the action with particular grace. For example, when 
jumping down from a ledge, you land smoothly on your 
feet, or when trying to persuade someone, you convince 
her that you’re smarter than you really are. In other 
words, you not only succeed but also go a bit further.

When you roll a natural 20 (the d20 shows “20”) 
and the roll is a success, you also have a major effect. 
This is similar to a minor effect, but the results are 
more remarkable. In combat, a major effect inflicts 
4 additional points of damage with your attack, but 
again, you can choose instead to introduce a dramatic 
event such as knocking down your foe, stunning him, 
or taking an extra action. Outside of combat, a major 
effect means that something beneficial happens based 
on the circumstance. For example, when climbing up 
a cliff wall, you make the ascent twice as fast. When a 
roll grants you a major effect, you can choose to use a 
minor effect instead if you prefer.

In combat (and only in combat), if you roll a natural 
17 or 18 on your attack roll, you add 1 or 2 additional 
points of damage, respectively. Neither roll has any 
special effect options—just the extra damage.

Rolling a natural 1 is always bad. It means that the 
GM introduces a new complication into the encounter.

RANGE AND SPEED
Distance is simplified into three categories: 
immediate, short, and long.

IMMEDIATE DISTANCE from a character is within 
reach or within a few steps. If a character stands 
in a small room, everything in the room is within 
immediate distance. At most, immediate distance is 
10 feet (3 m).

GLOSSARY

Game Master (GM): The player who doesn’t run a character, but instead 
guides the flow of the story (and runs all the NPCs).

Non-Player Character (NPC): Characters run by the GM. Think of them as 
the minor characters in the story, or the villains or opponents. This includes 
any kind of creature as well as people.

Party: A group of player characters (and perhaps some NPC allies).

Player Character (PC): A character run by a player rather than the GM. Think 
of them as the main characters in the story.

Player: The players who run characters in the game.

Session: A single play experience. Usually lasts a few hours. Sometimes one 
adventure can be accomplished in a session. More often, one adventure is 
multiple sessions.

Adventure: A single portion of the campaign with a beginning and an end. 
Usually defined at the beginning by some goal put forth by the PCs and at 
the end by whether or not they achieve that goal.

Campaign: This is a series of sessions strung together with an overarching 
story (or linked stories) with the same characters. Often, but not always, a 
campaign involves a number of adventures.

Character: Anything that can act in the game. While this includes PCs 
and human NPCs, it also technically includes creatures, aliens, mutants, 
automatons, animate plants, and so on. The word “creature” is usually 
synonymous.

For more information on 
special rolls and how they 
affect combat and other 
interactions, see page 88. 

Distance, page 89
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SHORT DISTANCE is anything greater than immediate 
distance but less than 50 feet (15 m) or so. 

LONG DISTANCE is anything greater than short 
distance but less than 100 feet (30 m) or so. (Beyond 
that range, distances are always specified—500 feet 
[152 m], a mile [1.6 km], and so on.)

The idea is that it’s not 
necessary to measure 
precise distances. 
Immediate distance is 
right there, practically next 
to the character. Short 
distance is nearby. Long 
distance is farther off.

All weapons and special abilities use these terms for 
ranges. For example, all melee weapons have immediate 
range—they are close-combat weapons, and you can use 
them to attack anyone within immediate distance of you. 
A thrown knife (and most other thrown weapons) has 
short range. A bow has long range. A nano’s Onslaught 
ability also has short range.

A character can move an immediate distance as 
part of another action. In other words, he can take 
a few steps over to the control panel and activate a 
switch. He can lunge across a small room to attack a 
foe. He can open a door and step through.

A character can move a short distance as his 
entire action for a turn. He can also try to move a 
long distance as his entire action, but the player 
might have to roll to see if the character slips, trips, 
or stumbles as the result of moving so far so quickly.

For example, if the PCs are fighting a group of 
abhumans, any character can likely attack any abhuman 
in the general melee—they’re all within immediate 
range. Exact positions aren’t important. Creatures in 

a fight are always moving, shifting, and 
jostling, anyway. However, if one 

abhuman stayed back to use his 
crossbow, a character might have to use 

her entire action to move the short distance required to 
attack that foe. It doesn’t matter if the abhuman is 20 feet (6 
m) or 40 feet (12 m) away—it’s simply considered short 
distance. It does matter if he’s more than 50 feet (15 m) away 
because that distance would require a long move.

EXPERIENCE POINTS
Experience points (XP) are rewards given to players when the 
GM intrudes on the story (this is called GM intrusion) with 
a new and unexpected challenge. For example, in the middle 
of combat, the GM might inform the player that he drops his 
weapon. However, to intrude in this manner, the GM must 
award the player 2 XP. The rewarded player, in turn, must 
immediately give one of those XP to another player and 
justify the gift (perhaps the other player had a 

good idea, told a funny joke, performed an action that 
saved a life, and so on).

Alternatively, the player can refuse the GM intrusion. If 
he does so, he doesn’t get the 2 XP from the GM, and he 
must also spend 1 XP that he already has. If the player 
has no XP to spend, he can’t refuse the intrusion.

The GM can also give players XP between sessions 

as a reward for recovering 
interesting artifacts or 
making discoveries during an 
adventure. You don’t earn XP 
for killing foes or overcoming 
standard challenges in the 
course of play. Discovery is 
the soul of Numenera.

Experience points are used primarily for character 
advancement (for details, see Chapter 3: Creating Your 
Character, page 20), but a player can also spend 1 XP to 
reroll any die roll and take the better of the two rolls.

CYPHERS
As explained in Chapter 1: Welcome to the Ninth World, 
cyphers are a type of numenera that have a single minor 
use. A character can carry cyphers and use them during 
the game. You can’t bear many cyphers at a time because 
a large number of these weird items emit radiation or 
dangerous chemicals that don’t mix well. Gathering 
cyphers together in one place is extraordinarily unhealthy.

Characters will find new cyphers frequently in the 
course of play, so players shouldn’t hesitate to use their 
cypher abilities. Because cyphers are always different, the 
characters will always have new special powers to try.

There are two kinds of cyphers: anoetic and occultic.

ANOETIC CYPHERS are simple to use: a pill to 
swallow, a small handheld device with a switch to 
flip, or a bomb to throw.

OCCULTIC CYPHERS are more complex and more 
dangerous, but they often have better and more 
interesting effects. An occultic cypher counts as two 
cyphers for the purpose of determining how many 
you can bear at the same time.

OTHER DICE
In addition to a d20, you’ll need a d6 (a six-sided die). 
Rarely, you’ll need to roll a number between 1 and 100 
(often called a d100 or d% roll), which you can do by 
rolling a d20 twice, using the last digit of the first roll as 
the “tens” place and the last digit of the second roll as 
the “ones” place. For example, rolling a 17 and a 9 gives 
you 79, rolling a 3 and an 18 gives you 38, and rolling a 
20 and a 10 gives you 00 (also known as 100). If you 
have a d10 (a ten-sided die), you can use it instead 
of the d20 to roll numbers between 1 and 100. 

People of the Ninth World 
have units of measurement 

very different from our 
own. When converting 

these to U.S. standard and 
metric units, we’ve used 

approximations rather than 
precise conversions for ease 

of use. 

Nano, page 32
Onslaught, page 35

Cypher, page 278

Abhuman, page 13 

Experience points, page 108 

GM intrusion, page 88

A d6 is used most often for 
recovery rolls (page 94) and 

to determine the effects of 
numenera devices (Part 6, 

page 275).

 In Numenera, players make all die 
rolls. If a character attacks a creature, 

the player makes an attack roll. If 
a creature attacks a character, the 

player makes a defense roll.
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This section explains how to create characters 
to play in a Numenera game. This involves 
a series of decisions that will shape your 

character, so the more you understand what kind 
of character you want to play, the easier character 
creation will be. The process involves understanding 
the values of three game statistics and choosing 
three aspects that determine your character’s 
capabilities.

CHARACTER STATS
Every player character has three defining 
characteristics, which are typically called “statistics” 
or “stats.” These stats are Might, Speed, and 
Intellect. They are broad categories that cover many 
different but related aspects of a character.

MIGHT: Might defines how strong and durable your 
character is. The concepts of strength, endurance, 
constitution, hardiness, and physical prowess are all 
folded into this one stat. Might isn’t relative to size; 
instead, it’s an absolute measurement. An elephant 
has more Might than the mightiest tiger, which has 
more Might than the mightiest rat, which has more 
Might than the mightiest spider.

Might governs actions from forcing doors 
open to walking for days without food to resisting 
disease. It’s also the primary means of determining 
how much damage your character can sustain in 
a dangerous situation. Physical characters, tough 
characters, and characters interested in fighting 
should focus on Might. 

SPEED: Speed describes how fast and physically 
coordinated your character is. The stat embodies 
quickness, movement, dexterity, and reflexes. 
Speed governs such divergent actions as dodging 
attacks, sneaking around quietly, and throwing a 
ball accurately. It helps determine whether you can 
move farther on your turn. Nimble, fast, or sneaky 
characters will want good Speed stats, as will those 
interested in ranged combat. 

INTELLECT: This stat determines how smart, 
knowledgeable, and likable your character is. It 
includes intelligence, wisdom, charisma, education, 
reasoning, wit, willpower, and charm. Intellect 
governs solving puzzles, remembering facts, 
telling convincing lies, and using mental powers. 
Characters interested in communicating effectively, 
being learned scholars, and wielding the numenera 
should stress their Intellect stat. 

POOL, EDGE, AND EFFORT
Each of these stats has two components: your Pool 
and your Edge. Your Pool represents your raw, innate 
ability, and your Edge represents knowing how to 
use what you have. A third element ties into this 
concept: Effort. When your character really needs to 
accomplish a task, you apply Effort.

Pool
Your Pool is the most basic measurement of a stat. 
Comparing the Pools of two creatures will give you a 
general sense of which creature is superior in that stat. 
For example, a character who has a Might Pool of 16 is 
stronger (in a basic sense) than a character who has a 
Might Pool of 12. Most characters start with a Pool of  
9 to 12 in most stats—that’s the average range.

When your character is injured, sickened, or 
attacked, you temporarily lose points from one of 
your stat Pools. The nature of the attack determines 
which Pool loses points. For example, physical 
damage from a sword reduces your Might Pool, a 
poison that makes you clumsy reduces your Speed 
Pool, and a psionic blast reduces your Intellect Pool. 
You can also spend points from one of your stat 
Pools to decrease a task’s difficulty (see Effort, next 
page). You can rest to regain lost points from a stat 
Pool (see Recovering Points in a Pool, page 94), and 
some special abilities or numenera might allow you 
to recover lost points quickly.

Edge
Although your Pool is the basic measurement of a stat, 
your Edge is also important. When something requires 

CREATING YOUR
CHARACTER

CHAPTER 3

Speed could be thought 
of as Speed/Agility 

because it governs your 
overall swiftness and 

reflexes.

Intellect could be thought 
of as Intellect/Personality 

because it governs 
both intelligence and 

charisma.

Might could be thought 
of as Might/Health 

because it governs how 
strong you are and 
how much physical 

punishment you can take.
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you to spend points from a stat Pool, your Edge for 
that stat reduces the cost. It also reduces the cost of 
applying Effort to a roll.

For example, let’s say you have a mental blast ability, 
and activating it costs 1 point from your Intellect Pool. 
Subtract your Intellect Edge from the activation cost, 
and the result is how many points you must spend to 
use the mental blast. If using your Edge reduces the 
cost to 0, you can use the ability for free.

Your Edge can be different for each stat. For 
example, you could have a Might Edge of 1, a Speed 
Edge of 1, and an Intellect Edge of 0. You’ll always 
have an Edge of at least 1 in one stat. Your Edge 
for a stat reduces the cost of spending points from 
that stat Pool, but not from other Pools. Your Might 
Edge reduces the cost of spending points from your 
Might Pool, but it doesn’t affect your Speed Pool or 
Intellect Pool. Once a stat’s Edge reaches 3, you can 
apply one level of Effort for free.

A character who has a low Might Pool but a high 
Might Edge has the potential to perform Might actions 
consistently better than a character who has a Might 
Edge of 0. The high Edge will let her reduce the cost 
of spending points from the Pool, which means she’ll 
have more points available to spend on applying Effort.

Effort
When your character really needs to accomplish 
a task, you can apply Effort. For a beginning 
character, applying Effort requires spending 3 

points from the stat Pool appropriate to the action. 
Thus, if your character tries to dodge an attack (a 
Speed roll) and wants to increase the chance for 
success, you can apply Effort by spending 3 points 
from your Speed Pool. Effort lowers the difficulty 
of the task by one step. This is called applying one 
level of Effort.

You don’t have to apply Effort if you don’t want to. 
If you choose to apply Effort to a task, you must do 
it before you attempt the roll—you can’t roll first and 
then decide to apply Effort if you rolled poorly.

Applying more Effort can lower a task’s difficulty 
further: each additional level of Effort reduces the 
difficulty by another step. Applying one level of 
Effort lowers the difficulty by one step, applying 
two levels lowers the difficulty by two steps, and 
so on. However, each level of Effort after the first 
costs only 2 points from the stat Pool instead of 
3. So applying two levels of Effort costs 5 points 
(3 for the first level plus 2 for the second level), 
applying three levels costs 7 points (3 plus 2 plus 
2), and so on.

Your stat Pools, as well 
as your Effort and Edge, 
are determined by the 
character type, descriptor, 
and focus that you choose. 
Within those guidelines, 
however, you have a lot 
of flexibility in how you 
develop your character.

Every character starts the game at the first tier. Tier is a 
measurement of power, toughness, and ability. Characters 

can advance up to the sixth tier.
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Every character has an Effort score, which 
indicates the maximum number of levels of Effort 
that can be applied to a roll. A beginning (first-
tier) character has an Effort of 1, meaning you 
can apply only one level of Effort to a roll. A more 
experienced character has a higher Effort score and 
can apply more levels of Effort to a roll. For example, 
a character who has an Effort of 3 can apply up to 
three levels of Effort to reduce a task’s difficulty.

When you apply Effort, subtract your relevant Edge 
from the total cost of applying Effort. For example, 
let’s say you need to make a Speed roll. To increase 
your chance for success, you decide to apply one 
level of Effort, which will reduce the difficulty of the 
task by one step. Normally, that would cost 3 points 
from your Speed Pool. However, you have a Speed 
Edge of 2, so you subtract that from the cost. Thus, 
applying Effort to the roll costs only 1 point from 
your Speed Pool.

What if you applied two levels of Effort to the 
Speed roll instead of just one? That would reduce 
the difficulty of the task by two steps. Normally, it 
would cost 5 points from your Speed Pool, but after 
subtracting your Speed Edge of 2, it costs only 3 
points.

Once a stat’s Edge reaches 3, you can apply one 
level of Effort for free. For example, if you have a 
Speed Edge of 3 and you apply one level of Effort to 
a Speed roll, it costs you 0 points from your Speed 
Pool. (Normally, applying one level of Effort would 
cost 3 points, but you subtract your Speed Edge 
from that cost, reducing it to 0.)

Skills and other advantages also decrease a task’s 
difficulty, and you can use them in conjunction with 
Effort. In addition, your character might have special 
abilities or equipment that allow you to apply Effort 
to accomplish a special effect, such as knocking 
down a foe with an attack or affecting multiple 
targets with a power that normally affects only one. 

Effort and Damage
Instead of applying Effort to reduce the difficulty 
of your attack, you can apply Effort to increase the 
amount of damage you inflict with an attack. For 
each level of Effort you apply in this way, you inflict 3 
additional points of damage. This works for any kind 
of attack that inflicts damage, whether a sword, a 
crossbow, a mind blast, or something else.

When using Effort to increase the damage of 
an area attack, such as the explosion created 
by a nano’s Flash ability, you inflict 2 additional 
points of damage instead of 3 points. However, 
the additional points are dealt to all targets in the 
area. Further, even if one or more of the targets in 
the area resist the attack, you still inflict 1 point of 
damage to them.

Multiple Uses of Effort and Edge
If your Effort is 2 or higher, you can apply Effort to 
multiple aspects of a single action. For example, 
if you make an attack, you can apply Effort to your 
attack roll and apply Effort to increase the damage.

The total amount of Effort you apply can’t be 
higher than your Effort score. For example, if your 
Effort is 2, you can apply up to two levels of Effort. 
You could apply one level to an attack roll and one 
level to its damage, two levels to the attack and no 
levels to the damage, or no levels to the attack and 
two levels to the damage.

You can use Edge for a particular stat only once 
per action. For example, if you apply Effort to a Might 
attack roll and to your damage, you can use your 
Might Edge to reduce the cost of one of those uses 
of Effort, not both. If you spend 1 Intellect point to 
activate your mind blast and one level of Effort to 
decrease the difficulty of the attack roll, you can use 
your Intellect Edge to reduce the cost of one of those 
things, not both.

STAT EXAMPLES
A beginning character is fighting a creature called 
a broken hound. She stabs her spear at the broken 
hound, which is a level 2 creature and thus has a 
target number of 6. The character stands atop a 
boulder and strikes downward at the beast, and 
the GM rules that this helpful tactic is an asset that 
decreases the difficulty by one step (to difficulty 1). 
That lowers the target number to 3. Attacking with 
a spear is a Might action; the character has a Might 
Pool of 11 and a Might Edge of 0. Before making 
the roll, she decides to apply a level of Effort to 
decrease the difficulty of the attack. That costs 3 
points from her Might Pool, reducing the Pool to 8. 
But they appear to be points well spent. Applying the 
Effort lowers the difficulty from 1 to 0, so no roll is 
needed—the attack automatically succeeds.

Another character is attempting to convince a 
guard to let him into a private office to speak to 
an influential noble. The GM rules that this is an 
Intellect action. The character is third tier and has 

MAKING ATTACKS 
When applying Effort to 

melee attacks, you have the 
option of spending points 

from either your Might Pool 
or your Speed Pool. When 

making ranged attacks, 
you may only spend points 
from your Speed Pool. This 
reflects that with melee you 

sometimes use brute force 
and sometimes use finesse, 

but with ranged attacks, 
it’s always about careful 

targeting.

For information on 
additional types of damage, 

see Damage Track, page 
93, and Special Damage, 

page 94.

Broken hound, page 232

Flash, page 37
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an Effort of 3, an Intellect Pool of 13, and an Intellect 
Edge of 1. Before making the roll, he must decide 
whether to apply Effort. He can choose to apply one, 
two, or three levels of Effort, or apply none at all. 
This action is important to him, so he decides to 
apply two levels of Effort, decreasing the difficulty 
by two steps. Thanks to his Intellect Edge, applying 
the Effort costs only 4 points from his Intellect Pool 
(3 points for the first level of Effort plus 2 points 
for the second level minus 1 point for his Edge). 
Spending those points reduces his Intellect Pool to 
9. The GM decides that convincing the guard is a
difficulty 3 (demanding) task with a target number 
of 9; applying two levels of Effort reduces the 
difficulty to 1 (simple) and the target number to 3. 
The player rolls a d20 and gets an 8. Because this 
result is at least equal to the target number of the 
task, he succeeds. However, if he had not applied 
some Effort, he would have failed because his roll (8) 
would have been less than the task’s original target 
number (9).

CHARACTER TIERS 
AND BENEFITS
Every character starts the game at the first tier. 
Tier is a measurement of power, toughness, and 
ability. Characters can advance up to the sixth tier. 
As your character advances to higher tiers, you 
gain more abilities, increase your Effort, and can 
improve a stat’s Edge or increase a stat. Generally 
speaking, even first tier characters are already quite 
capable. It’s safe to assume that they’ve already 

got some experience under their belt. This is not a 
“zero to hero” progression, but rather an instance 
of competent people refining and honing their 
capabilities and knowledge. Advancing to higher tiers 
is not really the “goal” of Numenera characters, but 
rather a representation of how characters progress 
in a story.

To progress to the next tier, characters earn 
experience points (XP) by going on adventures and 
discovering new things—the Ninth World is about 
discovery of the past and what it means for the future. 
Experience points have many uses, and one use is 
to purchase character benefits. After your character 
purchases four character benefits, he or she goes up 
to the next tier. Each benefit costs 4 XP, and you can 
purchase them in any order, but you must purchase 
one of each kind of benefit (after which you advance to 
the next tier) before you can purchase the same benefit 
again. The four character benefits are as follows.

INCREASING CAPABILITIES: You gain 4 points to 
add to your stat Pools. You can allocate the points 
among the Pools however you wish.

MOVING TOWARD PERFECTION: You add 1 to your 
Might Edge, your Speed Edge, or your Intellect Edge 
(your choice).

EXTRA EFFORT: Your Effort score increases by 1.

SKILLS: You become trained in one skill of your 
choice, other than attacks or defense. As described 
in the Chapter 8: Rules of the Game (page 84), a 

Skills are a broad 
category of things your 
character can learn and 
accomplish. For a list 
of sample skills, see the 
Skills sidebar on page 25.
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character trained in a 
skill treats the difficulty 
of a related task as one 
step lower than normal. 
The skill you choose 
for this benefit can be 
anything you wish, such 
as climbing, jumping, persuading, or sneaking. 
You can also choose to be knowledgeable in a 
certain area of lore, such as history or geology. You 
can even choose a skill based on your character’s 
special abilities. For example, if your character 
can make an Intellect roll to blast an enemy with 
mental force, you can become trained in using 
that ability, treating its difficulty as one step lower 
than normal. If you choose a skill that you are 
already trained in, you become specialized in that 
skill, reducing the difficulty of related tasks by two 
steps instead of one.

Players can also spend 4 XP to purchase other 
special options in lieu of gaining a new skill. 
Selecting any of these options counts as the skill 
benefit necessary to advance to the next tier. The 
special options are as follows:

lowers the Might cost by 1 and lowers the Speed 
reduction by 1.

fighting move. The 
move must be from your tier or a lower tier.

 esotery. The esotery 
must be from your tier or a lower tier.

trick of the trade. The 
trick must be from your tier or a lower tier.

CHARACTER DESCRIPTOR,  
TYPE, AND FOCUS
To create your character, you build a simple 
statement that describes him or her. The statement 
takes this form: “I am a [fill in an adjective here] [fill 
in a noun here] who [fill in a verb here].”

Thus: “I am an adjective noun who verbs.” For 
example, you might say, “I am a Rugged glaive who 
Controls Beasts” or “I am a Charming nano who 
Focuses Mind over Matter.”

In this sentence, the adjective is called your 
descriptor.

The noun is your character type.
The verb is called your focus.
Even though character type is in the middle of the 

sentence, that’s where we’ll start this discussion. 
(Just as in a sentence, the noun provides the 
foundation.)

Character type is the core of your character. In 

some roleplaying games, it might be called your 
character class. Your type helps determine your 
character’s place in the world and relationship with 
other people in the setting. It’s the noun of the 
sentence “I am an adjective noun who verbs.”

You can choose from three character types: glaive, 
jack, and nano. 

Descriptor defines your character—it flavors 
everything you do. Your descriptor places your 
character in the situation (the first adventure, which 
starts the campaign) and helps provide motivation. 
It’s the adjective of the sentence “I am an adjective 
noun who verbs.”

You can choose from twelve character descriptors. 
 Focus is what your character does best. Focus gives 

your character specificity and provides interesting new 
abilities that might come in handy. Your focus also 
helps you understand how you relate with the other 
player characters in your group. It’s the verb of the 
sentence “I am an adjective noun who verbs.”

There are many character foci to choose from. 

SPECIAL ABILITIES
Character types and foci grant PCs special abilities 
at each new tier. Using these abilities usually costs 
points from your stat Pools; the cost is listed in 
parentheses after the ability name. Your Edge in 
the appropriate stat can reduce the cost of the 
ability, but remember that you can apply Edge only 
once per action. For example, let’s say a nano with 
an Intellect Edge of 2 wants to use his Onslaught 
ability to create a bolt of force, which costs 1 
Intellect point. He also wants to increase the 
damage from the attack by using a level of Effort, 
which costs 3 Intellect points. The total cost for his 
action is 2 points from his Intellect Pool (1 point 
for the bolt of force plus 3 points for using Effort 
minus 2 points from his Edge).

Sometimes the point cost for an ability has a + 
sign after the number. For example, the cost might 
be given as “2+ Intellect points.” That means you 
can spend more points or more levels of Effort to 
improve the ability further.

Many special abilities grant a character the option 
to perform an action that she couldn’t normally do, 
such as projecting rays of cold or attacking multiple 
foes at once. Using one of these abilities is an action 
unto itself, and the end of the ability’s description 
says “Action” to remind you. It also might provide 

Glaive, page 26
Jack, page 40 

Nano, page 32
 

Character descriptor, page 47

Character focus, page 52
Fighting moves, page 29

Esoteries, page 35 

Tricks of the trade, page 42

Onslaught, page 35 

“I am a [fill in an adjective here] [fill in a noun here] who
[fill in a verb here].”
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SKILLS
Sometimes your character gains training in a specific skill or task. For example, your focus might mean that you’re trained in 
sneaking, in climbing and jumping, or in social interactions. Other times, your character can choose a skill to become trained in, and 
you can pick a skill that relates to any task you think you might face.

The game has no definitive list of skills. However, the following list offers ideas:

You could choose a skill that incorporates more than one of these areas (interacting might include deceiving, intimidating, 
and persuading) or is a more specific version of one (hiding might be sneaking when you’re not moving). You could also make 
up more general, professional skills, such as baker, sailor, or lumberjack. If you want to choose a skill that’s not on this list, it’s 
probably best to run it past the GM first, but in general, the most important aspect is to choose skills that are appropriate to your 
character.

Remember that if you gain a skill that you’re already trained in, you become specialized in that skill. Because skill descriptions 
can be nebulous, determining whether you’re trained or specialized might take some thinking. For example, if you’re trained in 
lying and later gain an ability that grants you skill with all social interactions, you become specialized in lying and trained in all 
other types of interactions. Being trained three times in a skill is no better than being trained twice (in other words, specialized is 
as good as it gets).

Only skills gained through character type abilities, such as the glaive's fighting moves focus abilities, or other rare instances allow 
you to become skilled with attack or defense tasks.

If you gain a special ability through your type, your focus, or some other aspect of your character, you can choose it in place of a 
skill and become trained or specialized in that ability. For example, if you have a mind blast, when it’s time to choose a skill to be 
trained in, you can select your mind blast as your skill. That would reduce the difficulty every time you used it. Each ability you have 
counts as a separate skill for this purpose. You can’t select “all mind powers” or “all esoteries” as one skill and become trained or 
specialized in such a broad category. 

Astronomy
Balancing
Biology
Botany
Carrying
Climbing
Deceiving
Escaping
Geography
Geology

Healing
History
Identifying
Initiative
Intimidation
Jumping
Leatherworking
Lockpicking
Metalworking 
Numenera

Perception
Persuasion
Philosophy
Pickpocketing
Repairing
Riding
Smashing
Sneaking
Swimming
Woodworking

more information about when or how you perform 
the action.

Some special abilities allow you to perform a 
familiar action—one that you can already do—in 
a different way. For example, an ability might 
let you wear heavy armor, reduce the difficulty 
of Speed defense rolls, or add 2 points of fire 
damage to your weapon damage. These abilities 
are called enablers. Using one of these abilities is 
not considered an action. Enablers either function 
constantly (such as being able to wear heavy 
armor, which isn’t an action) or happen as part of 
another action (such as adding fire damage to your 
weapon damage, which happens as part of your 
attack action). If a special ability is an enabler, the 
end of the ability’s description says “Enabler” to 
remind you.

CREATING YOUR CHARACTER
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Character type is the core of your character. Your type 
helps determine your character’s place in the world 
and relationship with other people in the setting. 
It’s the noun of the sentence “I am an adjective noun 
who verbs.”

You can choose from three character types: glaive, 
nano, and jack.

GLAIVE
Glaives are the elite warriors of the Ninth World, 
using weapons and armor to fight their enemies. 
Hunters, guardians, and soldiers could be glaives. 
Sometimes scouts, warlords, bandits, and even 
athletes are glaives. “Glaive” is a common slang 
term used almost everywhere in the Steadfast and 
the Beyond for any person skilled with weapons or a 
martial art, but in truth, it applies only to the best of 
the best. Glaives are warriors who command abilities 
far beyond those of a typical person with a sword.

Most glaives are either strong—using the heaviest 
armor and weapons available and having a high 
Might—or fast, sticking with light weapons and 
armor and having a high Speed. A few attempt to 
use both Might and Speed and stay somewhere in 
the middle. Glaives also use ranged weapons such 
as bows or darts. Some don’t rely on weapons at 
all, preferring to use their bodies in hand-to-hand 
combat—punching, kicking, grabbing, throwing, and 
so on.

Glaives in Society: In most cities and villages, people 
hold glaives in great esteem. Although a glaive could 
just as likely be a thug as a noble warrior, those who 
help protect their fellow humans from the dangers 
of the Ninth World are always treated with respect. 
There is no shame in getting paid for the use of 
one’s skills, so being a blade for hire is a perfectly 
acceptable profession. Restrictions on carrying 
weapons openly are rare, and most glaives wear the 
tools of their trade with pride.

Not surprisingly, glaives often get along best with 
other glaives, or at least soldiers, guards, or similar 
comrades in arms. Nanos, scholars, and people who 

aren’t terribly physical are less likely to mix well with 
glaives, but obviously not every glaive is the same. 
They focus on their bodies, but that doesn’t mean 
they don’t value more cerebral pursuits as well. A 
glaive need not follow the stereotype of the dumb 
bruiser with a sword or an axe.

Glaives in the Group: In a group of explorers, glaives 
typically take the lead. They’re usually the most 
physically capable, the most durable, and the most 
ready to meet danger head-on. Sometimes they act 
protectively toward their companions; other times, 
they’re more self-interested. Either way, a glaive’s 
place is often in the middle of the fray.

Glaives and the Numenera: When it comes to the 
numenera, most glaives are interested in weapons, 
armor, or devices that aid them in combat. The 
ancients produced all sorts of incredibly durable 
substances, many of which can be made into armor 
that is lighter and more protective than steel. 
Sometimes, glaives can scavenge a suit of armor 
composed of these advanced materials, but more 
often they find the materials and then ask a crafter 
or smith to make the armor. Of course, the problem 
is that a substance that is difficult to damage is also 
hard to work.

As varied as armoring materials might be, 
numenera weaponry is infinitely more so. These 
items include melee weapons that shock, stun, or 
burn whatever they touch; and ranged weapons 
that blast projectiles with incredible power or 
bursts of strange energies. There are also bombs, 
damaging energy fields, poisonous gases, and 
far stranger weaponry, but some glaives find that 

CHARACTER TYPE

CHAPTER 4

In some roleplaying games, 
character type might be 

called your character class.

 
The Steadfast, page 136 

The Beyond, page 174 

Might, page 20 

Speed, page 20 

The numenera, page 275

GLAIVE STAT POOLS
Stat Pool Starting Value
Might 11
Speed 10
Intellect 7
You get 6 additional points to divide among your stat 
Pools however you wish.
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such complex objects are better off in the hands 
of a nano. Maneuverability is just as important as 
attack or defense, however, so an item that allows 
a glaive to move quickly or negate gravity is a great 
prize.

As for cyphers, glaives prefer physically enhancing 
or restorative objects, such as injections of chemicals 
that improve reaction time or pills with microscopic 
repair devices that heal wounds and restore fatigued 
muscle tissue. They use the nickname “boost” for any 
cypher that enhances their strength, stamina, reflexes, 
or other physical aspects, while one that repairs 
damage or alleviates fatigue is called a “treat.”

Advanced Glaives: As they progress, glaives become 
better combatants, often felling multiple foes in a 
single stroke. They gain special types of attacks and 
learn to use armor more efficiently to get the most 
out of the protection it offers.

GLAIVE BACKGROUND
Glaives are no mere bandits or town guards. They 
stand head and shoulders above ordinary soldiers and 
brawlers. Something in your background—whether 
intensive training, inborn traits, or biomechanical 
modification—has made you more than the others 
around you. Choose one of those three options 
(described below) as the source of your skills, strength, 
reflexes, and stamina. It will provide the foundation 
of your background and give you an idea of how you 
can improve. The GM can use this information to 

develop adventures and quests that are specific to your 
character and play a role in your advancement.

Intensive Training
You are strong, fast, or both, but what really 
separates you from the crowd is your training. 
Perhaps you ascended the highest peak of the Black 
Riage or sought the deepest sewers beneath Qi to 
find teachers who could show you how to move, 
fight, and endure beyond normal human limits. 
You know a thousand ways to kill a foe, most of 
them secret to all but a chosen few. You’re privy to 
techniques and fighting styles that most people in 
the Ninth World have never seen. You have learned 
that the impossible is possible—as long as you 
know the secret. Your body is a weapon, and your 
weapon is part of your body. You have studied with 
the masters, and now you carry that regimen as you 
venture into the world.

Advancement: You need to train and practice 
constantly to hone your skills and develop new 
techniques, building on what you’ve been taught. 
Perhaps at some point you will return to your secret 
masters for further initiation or find new teachers or 
lessons that can take you to the next step.

When you gain additional points for your stat Pools, 
an increase to a stat’s Edge, or an increase in the level 
of Effort you can apply, the benefit comes as the result 
of rigorous exercise and personal development. When 
you gain a new skill or glaive ability, it’s the result of 
the martial arts you have studied.

Cypher, page 278

Black Riage, page 177

Qi, page 148

CHARACTER TYPE
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Inborn Traits
You’ve trained under excellent instructors and have 
experience in many dangerous situations, but what 
makes you different is deep inside, entwined in your 
genetic heritage. Maybe it was the luck of being born 
fit. Maybe you’re a hulking brute—a mountainous 
figure who commands attention when you enter a 
room. Or maybe your strength is more subtle; you 
might be the descendant of a bioengineered race 
bred (or designed) for perfection. Perhaps you’re 
a mutant with psychic abilities that augment your 
physical nature; you guide and enhance your attacks 
with telekinesis, or you use a natural mutation in 
your brain to control matter on a molecular level 
to resist blows and inflict harm. Perhaps you’re 
something wholly new: an aberration or a human so 
perfect that you’re beyond human. You might be a 
posthuman—the next step toward the true destiny of 
the people of the Ninth World.

Advancement: You have talents of which you are 
only dimly aware. You must practice and experiment 
to find your limitations, if any. At some point in the 
future, you might have to seek out someone who can 
help you master your inherent abilities. You were born 
with great power—now you need to learn how to use 
that power, even if the education takes a lifetime.

When your stats improve, it’s because you’re tapping 
deeper into the unknown reserves within you. When 
you gain a new glaive ability, it’s the result of your 

superhuman traits as much as it is about your study, 
practice, or knowledge. You can do things that other 
people simply cannot, no matter how hard they train.

Biomechanical Modification
You might be a fighter, but you’re no archaic 
stereotype—this is the Ninth World, after all. 
Although you trained and gained your share of 
practical experience, you have the numenera on your 
side as well. Some of your knowledge of fighting 
techniques is implanted in your brain and spine, 
wired into your nerves and muscles. Your joints 
have surgically implanted servo motors. Subdermal 
plating makes you tougher than should be possible. 
Your muscle tissue is augmented with artificial fibers.

Perhaps your genetic code has been rewritten 
by engineered viruses, or the tissues in your body 
have been reworked by nanotech, turning you into 
an efficient battle machine. Or maybe you’ve been 
altered by strange science—radioactive treatments 
of bizarre energies, chemical compounds and drugs, 
or extradimensional enhancements—that makes 
you stronger, faster, tougher, and more proficient in 
attack and defense than anyone around you.

Whatever the case, you’re the result of ancient 
knowledge made manifest in the present, and now 
you’re shaping the future. Perhaps your modifications 
are obvious and visible; perhaps they’re not. Regardless, 
you know that you’re more than merely human.

Many of the people you 
meet in the Ninth World 

are mutants, whether you 
are aware of it or not. For 
more information on the 

types of mutations, see 
page 123.

GLAIVE CONNECTION
Roll a d20 or choose from the following list to determine a specific fact about your background that provides a connection to 
the rest of the world. You can also create your own fact.

Roll Background
1 You were in the military and have friends who still serve. Your former commander remembers you well.
2 You were the personal guard of a wealthy merchant who accused you of theft. You left her service in disgrace.
3 You were the bouncer in a local bar for a while, and the patrons there remember you.
4 You trained with a highly respected mentor. He regards you well, but he has many enemies.
5 You trained in an isolated monastery far away. The monks think of you as a brother, but you’re a stranger to all others.
6 You have no formal training. Your abilities come to you naturally (or unnaturally).
7 You spent time on the streets and even were in prison for a while.
8 You were conscripted into military service, but you deserted before long.
9 You served as a bodyguard to a powerful criminal who now owes you his life.
10 You worked as a constable. Everyone knows you, but their opinions of you vary.
11 Your older sibling is an infamous glaive who has been disgraced.
12 You served as a caravan guard. You know a smattering of people in many cities and towns.
13 Your best friend is a sage and a scholar. She is a great source of knowledge.
14 You and a friend both smoke the same kind of rare, expensive tobacco. The two of you get together weekly to chat and smoke.
15 Your uncle runs a theater in town. You know all the actors and watch all the shows for free.
16 Your blacksmith friend sometimes calls on you for help at the forge. However, he pays you well.
17 Your mentor wrote a book on the martial arts. Sometimes other warriors seek you out to ask about its stranger passages.
18 A man you fought alongside in the military is now the mayor of a nearby town.
19 You saved the lives of a family when their house burned down. They’re indebted to you, and their neighbors regard you as a hero.
20 Your old trainer still expects you to come back and sharpen her blades and clean up after her classes, but when you do, she  
 occasionally shares interesting rumors.
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This is a pummeling melee 
attack. Your attack inflicts 1 less point of damage 
than normal, but dazes your target for one round, 
during which time the difficulty of all tasks it 
performs is modified by one step to its detriment. 

When you make an 
unarmed attack (such as a punch or kick), it 
counts as a medium weapon instead of a light 
weapon. Enabler.

This is a well-aimed, 
penetrating ranged attack. You make an attack and 
inflict 1 additional point of damage if your weapon 
has a sharp point. Action.

This is a powerful melee 
stab. You make an attack and inflict 1 additional 
point of damage if your weapon has a sharp edge 
or point. Action.

You are trained in Speed 
defense actions when not wearing armor. Enabler.

Advancement: Your body is an ongoing project. In 
a way, it’s a work of art, although its beauty comes 
not from its appearance but from what it can do. 
As you go forward, you should keep an eye out at 
all times for new parts and systems that can be 
incorporated into your body, or new doses of drugs 
and supplements to maintain your abilities. You 
might need to seek out surgeons, mechanics, or 
bioenhancement specialists to take you to the next 
level. Perhaps the Aeon Priests can help. Perhaps the 
parts you need can be found only in the ruins of the 
past or the dangerous black market of a faraway city.
When your stats improve, it’s because you literally 
have added something new to your body. When you 
gain a new ability, it’s the direct result of a tangible 
change in your own physical being.

GLAIVE TIERS

First-Tier Glaive
First-tier glaives have the following abilities:

 Your Effort is 1. 
Fighter: You have a Might Edge of 1, a Speed Edge 

of 1, and an Intellect Edge of 0.  
Cypher Use: You can bear two cyphers at a time. 
Practiced in Armor: Glaives can wear armor for long 

periods of time without tiring and can compensate for 
slowed reactions from wearing armor. You can wear 
any kind of armor. You reduce the Might cost per hour 
for wearing armor and the Speed Pool reduction for 
wearing armor by 2. Enabler.

Practiced With All Weapons: You can use any 
weapon. Enabler.

Physical Skills: You are trained in your choice of 
one of the following: balancing, climbing, jumping, 
or swimming. Enabler.

Starting Equipment: You start with clothing, two 
weapons (or one weapon and a shield), light or 
medium armor, an explorer’s pack, two cyphers 
(chosen for you by the GM), one oddity (chosen 
for you by the GM), and 5 shins (coins). If you start 
with a ranged weapon that requires ammunition 
(arrows, for example), you start with 12 of that type 
of ammunition. Before selecting your weapons, 
armor, and other gear, you might want to wait until 
after you’ve chosen your fighting moves, descriptor, 
and focus.

Fighting Moves: You have a special talent for 
combat and can perform feats that others can barely 
imagine. These feats are called fighting moves. Some 
fighting moves are constant, ongoing effects, and 
others are specific actions that usually cost points 
from one of your stat Pools.

Choose two of the fighting moves described below. 
You can’t choose the same fighting move more than 
once unless its description says otherwise.

Aeon Priest, page 269 

Your character’s starting 
equipment is as important 
as his beginning skills. Learn 
more about what you carry 
and what it’s used for in 
Chapter 7: Equipment (page 
77).  

Descriptor, page 47
Focus, page 52

CHARACTER TYPE
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Second-Tier Glaive
Second-tier glaives have the following abilities:

Skill With Attacks: Choose one type of attack in 
which you are not already trained: light bashing, 
light bladed, light ranged, medium bashing, medium 
bladed, medium ranged, heavy bashing, heavy 
bladed, or heavy ranged. You are trained in attacks 
using that type of weapon. Enabler.

Fighting Moves: Choose one of the following 
fighting moves (or a move from a lower tier) to add 
to your repertoire. In addition, you can replace one 
of your first-tier fighting moves with a different first-
tier fighting move.

This is a heavy, powerful 
slice with a bladed weapon, probably overhand. 
You must grip your weapon with two hands 
to chop. When making this attack, you take a 
–1 penalty to the attack roll, and you inflict 3 
additional points of damage. Action.

This is a powerful 
pummeling attack with a bashing weapon, 
probably overhand. You must grip your weapon 
with two hands to crush. (If fighting unarmed, 
this attack is made with both fists or both feet 
together.) When making this attack, you take 
a –1 penalty to the attack roll, and you inflict 3 
additional points of damage. Action.

 When using a weapon that 
normally requires an action to reload, such as a 
heavy crossbow, you can reload and fire (or fire 
and reload) in the same action. Enabler.

Choose one type of defense 
task in which you are not already trained: Might, 
Speed, or Intellect. You are trained in defense 
tasks of that type. Unlike most fighting moves, you 
can select this move up to three times. Each time 
you select it, you must choose a different type of 
defense task. Enabler.

 If you take 
down a foe, you can immediately make another 
attack on that same turn against a new foe within 
your reach. The second attack is part of the same 
action. You can use this fighting move with melee 
attacks and ranged attacks. Enabler.

Third-Tier Glaive
Third-tier glaives have the following abilities:

Expert Cypher Use: You can bear three cyphers at 
a time.

Skill With Attacks: Choose one type of attack in 
which you are not already trained: light bashing, 
light bladed, light ranged, medium bashing, medium 
bladed, medium ranged, heavy bashing, heavy 
bladed, or heavy ranged. You are trained in attacks 
using that type of weapon. Enabler.

Fighting Moves: Choose one of the following 

fighting moves (or a move from a lower tier) to add 
to your repertoire. In addition, you can also replace 
one of your lower-tier fighting moves with a different 
fighting move from the same lower tier.

The cost reduction from 
your Practiced in Armor ability improves. You now 
reduce the Might cost per hour and the Speed 
Pool reduction by 3. Enabler.

This move requires you 
to extend yourself for a powerful stab or smash. 
The awkward lunge increases the difficulty of the 
attack roll by one step. If your attack is successful, 
it inflicts 4 additional points of damage. Action.

 This is a quick attack 
with a bladed or pointed weapon that is hard to 
defend against. The difficulty of the attack roll is 
decreased by one step. If the attack is successful, it 
deals 1 less point of damage than normal. Action.

 If a weapon has the ability 
to fire rapid shots without reloading (usually called 
a rapid-fire weapon, such as the crank crossbow), 
you can spray multiple shots around your target 
to increase the chance of hitting. This move uses 
1d6 + 1 rounds of ammo (or all the ammo in the 
weapon, if it has less than the number rolled). The 
difficulty of the attack roll is decreased by one step. 
If the attack is successful, it deals 1 less point of 
damage than normal. Action.

 As part of the same 
action, you make a ranged attack against two 
targets that are within immediate range of each 
other. Make a separate attack roll against each 
target. The difficulty of each attack roll is increased 
by one step. Action.

Fourth-Tier Glaive
Fourth-tier glaives have the following abilities:

Skill With Attacks: Choose one type of attack in 
which you are not already trained: light bashing, 
light bladed, light ranged, medium bashing, medium 
bladed, medium ranged, heavy bashing, heavy 
bladed, or heavy ranged. You are trained in attacks 
using that type of weapon. Enabler.

Fighting Moves: Choose one of the following 
fighting moves (or a move from a lower tier) to add 
to your repertoire. In addition, you can also replace 
one of your lower-tier fighting moves with a different 
fighting move from the same lower tier.

 Your attacks deal 1 additional 
point of damage. Enabler.

When wearing armor, you 
gain +1 to Armor. Enabler.

If you spend one action 
creating a misdirection or diversion, in the next 
round you can take advantage of your opponent’s 
lowered defenses. Make a melee attack roll 

Practiced in armor, page 
29

 Rapid-fire weapon, 
page 79  

Crank crossbow, page 79

Defense tasks are when a 
player makes a roll to keep 

something undesirable 
from happening to his PC. 

The type of defense task 
matters when using Effort. 

Might defense: Used for 
resisting poison, disease, 

and anything else that can 
be overcome with strength 

and health. 

Speed defense: Used 
for dodging attacks and 
escaping danger. This is 

by far the most commonly 
used defense task. 

Intellect defense: Used for 
fending off mental attacks 

or anything that might 
affect or influence one’s 

mind. 
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against that opponent. The difficulty of the roll is 
decreased by one step. If your attack is successful, 
it inflicts 4 additional points of damage. Action.

You treat rolls of natural 19 as 
rolls of natural 20 for Might attack rolls or Speed 
attack rolls (your choice when you gain this 
ability). This allows you to gain a major effect on a 
natural 19 or 20. Enabler.

If you spend one action 
aiming, in the next round you can make a precise 
ranged attack. The difficulty of the attack roll is 
decreased by one step. If your attack is successful, 
it inflicts 4 additional points of damage. Action.

Fifth-Tier Glaive
Fifth-tier glaives have the following abilities:

Adept Cypher Use: You can bear four cyphers at a 
time.

Skill With Attacks: Choose one type of attack, even 
one in which you are already trained: light bashing, 
light bladed, light ranged, medium bashing, medium 
bladed, medium ranged, heavy bashing, heavy 
bladed, or heavy ranged. You are trained in attacks 
using that type of weapon. If you’re already trained in 
that type of attack, you instead become specialized in 
that type of attack. Enabler.

Fighting Moves: Choose one of the following 
fighting moves (or a move from a lower tier) to add 
to your repertoire. In addition, you can also replace 
one of your lower-tier fighting moves with a different 
fighting move from the same lower tier.

 If a weapon has 
the ability to fire rapid shots without reloading 
(usually called a rapid-fire weapon, such as the 
crank crossbow), you can fire your weapon at up 
to three targets (all next to one another) at once. 
Make a separate attack roll against each target. The 
difficulty of each attack is increased by one step. 
Action.

 You attempt a 
difficulty 4 Might action to jump high into the air 
as part of your melee attack. If you succeed, your 
attack inflicts 3 additional points of damage and 
knocks the foe down. If you fail, you still make your 
normal attack roll, but you don’t inflict the extra 
damage or knock down the opponent if you hit. 
Action.

When you wear any armor, 
you reduce the armor’s penalties (Might cost and 
Speed reduction) to 0. If you select this fighting 
move and you already have the Experienced With 
Armor move, you should replace Experienced With 
Armor with a different third-tier move because 
Mastery With Armor is better. Enabler.

Choose one type of 
defense task in which you are trained: Might, 

Speed, or Intellect. You are specialized in defense 
tasks of that type. Unlike most fighting moves, you 
can select this move up to three times. Each time 
you select it, you must choose a different type of 
defense task. Enabler.

 You can deflect incoming 
attacks quickly. When you activate this move, for 
the next 10 rounds you reduce the difficulty for all 
Speed defense rolls by one step. Enabler.

Sixth-Tier Glaive
Sixth-tier glaives have the following abilities:

Skill With Attacks: Choose one type of attack, even 
one in which you are already trained: light bashing, 
light bladed, light ranged, medium bashing, medium 
bladed, medium ranged, heavy bashing, heavy bladed, 
or heavy ranged. You are trained in attacks using that 
type of weapon. If you’re already trained in that type 
of attack, you instead are specialized in that type of 
attack. Enabler.

Fighting Moves: Choose one of the following 
fighting moves (or a move from a lower tier) to add 
to your repertoire. In addition, you can also replace 
one of your lower-tier fighting moves with a different 
fighting move from the same lower tier.

If your foe 
is prone, stunned, or somehow helpless or 
incapacitated when you strike, you inflict 6 
additional points of damage on a successful hit. 
Enabler.

When you successfully 
strike an NPC or creature of level 5 or lower, make 
another roll (using whichever stat you used to 
attack). If you succeed on the second roll, you kill 
the target outright. If you use this fighting move 
against a PC of any tier and you succeed on the 
second roll, the character moves down one step 
on the damage track. Enabler.

 You stand still and 
make melee attacks against up to five foes within 
reach, all as part of the same action in one round. 
Make a separate attack roll for each foe. You 
remain limited by the amount of Effort you can 
apply on one action. Anything that modifies your 
attack or damage applies to all of these attacks. 
Action.

 After making 
a melee weapon or ranged weapon attack, you 
follow up with a punch or kick as an additional 
attack, all as part of the same action in one round. 
The two attacks can be directed at different foes. 
Make a separate attack roll for each attack. You 
remain limited by the amount of Effort you can 
apply on one action. Anything that modifies your 
attack or damage applies to both attacks, unless it 
is tied specifically to your weapon. Action.

One glaive of renown in the 
Steadfast is Yerra Mestanir, 
who held off the Squirming 
Horde on her own in 
Batrak’s Pass until the 
armies of Navarene could 
arrive. Single-handedly, 
she likely saved the eastern 
portion of the kingdom 
from destruction at the 
hands of the abhumans.

CHARACTER TYPE
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GLAIVE EXAMPLE
Colin wants to create a glaive character who is fast 
and strong. He puts 3 of his additional points into 
his Might Pool and 3 into his Speed Pool; his stat 
Pools are now Might 14, Speed 13, Intellect 7. As a 
first-tier character, his Effort is 1, his Might Edge and 
Speed Edge are 1, and his Intellect Edge is 0. His 
glaive is not particularly smart or charismatic.

He wants to use a broadsword (a medium 
weapon that inflicts 4 points of damage) and a heavy 
crossbow (a heavy weapon that inflicts 6 points of 
damage but requires the use of both hands). Colin 
decides not to wear armor, so for his first fighting 
move, he chooses Trained Without Armor so he 
reduces the difficulty of Speed defense actions. For 
his second fighting move, he chooses Thrust so he 
can inflict extra damage with his sword if he spends 
1 point of Might. Since he has a Might Edge of 1, he 
can use Thrust for free if he doesn’t use his Might 
for anything else that action.

The GM generously gives Colin an extra 10 shins 
because he chose to forgo armor, and he uses this 
money to buy more crossbow bolts. The glaive’s 
starting equipment includes two cyphers, and the 
GM decides that Colin’s cyphers are a pill that 
restores 6 points of Might when swallowed and a 
small device that explodes like a firebomb when 
thrown, inflicting 3 points of damage to all within 
immediate range. Colin chooses swimming for his 
trained physical skill.

He still needs to choose a descriptor and a focus. 
Looking ahead to the descriptor rules, Colin chooses 
Strong, which increases his Might Pool to 18. He also 
becomes trained in jumping and breaking inanimate 
objects. (If he had chosen jumping as his physical skill, 
the Strong descriptor would have made him specialized 
in jumping instead of trained.) Being Strong also gives 
Colin an extra medium or heavy weapon. He chooses 
another broadsword as a backup blade. He decides that 
one sword is slightly smaller than the other, and he’ll 
sheathe them together on his left side.

For his focus, Colin chooses Masters Weaponry. 
This gives him yet another weapon of high quality. 
He chooses a broadsword and asks the GM if his 
first sword can be a shield instead, which will reduce 
the difficulty of his Speed defense rolls (the shield 
counts as an asset). The GM agrees to the change. 
During the game, Colin’s glaive will be hard to hit—
he is trained in Speed defense rolls and his shield 
decreases the difficulty by another step.

Thanks to his focus, he also inflicts 1 additional 
point of damage with his chosen weapon. Now he 
inflicts 5 points of damage with his blade. Colin’s 
character is a deadly combatant, likely starting the 
game with some amount of renown as a swordsman.

NANO
Nanos are sometimes called mages, wizards, sorcerers, 
or witches by the people of the Ninth World. Nano-
sorcerer is also a common term, with their abilities 
referred to as nano-sorcery. Some claim to be the 
representatives of gods or other supernatural agencies. 
Whatever they’re called, nanos master the mysteries 
of the past to the degree that they seem to perform 
miracles. They tap into the numenera to alter reality or 
learn things that they couldn’t otherwise know.

The term “nano” is derived from the 
nanotechnology that is omnipresent throughout 
the Ninth World (whether anyone realizes it or not). 
Sometimes people call these invisible, numinous 
particles that infuse the landscape nano-spirits. 
Sometimes these spirits take on a devastating 
manifestation called the Iron Wind and move 
through the air in clouds, which can be far more 
dangerous than any conventional storm. In truth, 
nanites are literally everywhere.

Heavy crossbow, page 79

Strong, page 50
Trained Without Armor, 

page 29 

Thrust, page 29   

Masters Weaponry, page 69 

The numenera, page 275

Iron Wind, page 135
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Nanos wield their power in the form of what 
they call esoteries, although some prefer to call 
them spells, enchantments, or charms. Nanos are 
proficient with other devices as well, and sometimes 
their powers are actually the subtle use of such items 
hidden upon their person. All nanos call forth their 
power in slightly different ways.

Typically, nanos are intelligent, learned, and 
insightful. Most of the time, they devote themselves 
to the numenera and other esoterica rather than to 
purely physical pursuits. As a result, they’re often 
well versed in the artifacts and leftovers of the 
previous eras.

Nanos in Society: Frequently, common folks fear 
nanos or look upon them with suspicion. It’s easy to 
be afraid of a brute with an axe, but when it comes 
to someone who wields invisible powers—magic, 
for lack of a better term—too much is unknown. 

A nano’s strange abilities are unsettling even to 
the bravest souls unless they have a modicum of 
knowledge about the numenera. That said, not 
everyone is frightened of or intimidated by nanos. 
There are other people and creatures that have 
capabilities far beyond the understanding of normal 
folks—things that even nanos might not understand. 
Things that even nanos might fear.

Like the wizards of fables, some nanos dwell in 
solitude to study and conduct odd experiments, while 
others gather in schools and teach those with potential 
to use their abilities. They enjoy time in the company 
of people with similar predilections and interests. Not 
every nano is a frail bookworm, however—that’s just 
the stereotype placed upon them by society.

Sometimes, people view nanos as 
representatives of the powers that be: gods, 
demons, or spirits. That’s not too surprising 
considering that they affect the world around them 
in ways that most people can’t fathom. What’s 
more surprising is that some nanos believe this 
to be true as well. They call themselves priests 
or shamans and treat their esoteries more like 
rituals, prayers, or invocations. When these nanos 
gather, they do so in temples, but just as often 
one of them lives alone amid a flock of the faithful. 
Some of these loner nanos don’t call themselves 
priests; they call themselves gods.

“The Aeon Priests have 
discovered the means to 
directly control people’s 
thoughts simply through 
the use of words and 
images. Everything they 
say, do, and even wear 
is carefully calculated.” 
~Narada Trome, anti-papist  

NANO STAT POOLS
Stat Pool Starting Value
Might 7
Speed 9
Intellect 12
You get 6 additional points to divide among your stat 
Pools however you wish.

CHARACTER TYPE
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Nanos in the Group: Typically, a nano is the party 
member who keeps to the back of the group, as 
far from the danger as possible. Compared to their 
comrades, nanos are often a bit fragile and less well 
protected against threats. In addition, most of their 
abilities work best at range.

As useful and impressive as nanos’ offensive 
powers can be, their knowledge is often most 
valuable to a group. When the party comes upon 
mysterious devices, weird creatures, or other aspects 
of the numenera, the nano is usually the one who 
knows how to identify or deal with the finds. He or 
she can best scavenge for new cyphers or figure 
out how to use artifacts from the past. Many nanos 
possess other valuable knowledge in areas such as 
geography, botany, medicine, and more.

Nanos and the Numenera: All nanos know a fair 
bit about the numenera. In many ways, it’s their 
lifeblood. When a group finds a broken vehicle, an 
inactive automaton, or an ancient machine, the nano 
steps up and searches it for useful devices.

Almost any numenera item would be welcome, 
but generally, nanos are most interested in ranged 
weapons, protective devices other than armor, and 
devices that have interesting utility effects—using 
magnetism, creating force fields, healing wounds, 
reshaping flesh, creating or destroying matter, and so 
on. This is true of cyphers as well as artifacts.

Advanced Nanos: As nanos gain more experience, 
they typically learn new and more powerful esoteries. 
They begin their careers by making personal shields 
and blasting foes with energy, but eventually, they 
can fly through the air, disintegrate matter, teleport 
vast distances, and control the weather.

NANO BACKGROUND
Nanos can do things that seem like magic to other 
people, but their powers aren’t based on charms or 
spellcasting—the explanation is likely far stranger. 
Choose one of the three options described below 
as the source of your abilities. It will provide the 
foundation of your background and give you an 
idea of how you can improve. The GM can use this 
information to develop adventures and quests that 
are specific to your character and play a role in your 
advancement.

Forbidden Knowledge
You understand the numenera far better than 
most people. You know that it isn’t just strange 
machines buried in old ruins. The numenera is 
everywhere, beyond the perception of humans. You 
know that microscopic machines called nanites are 
threaded through every inch of the world, waiting 
to be activated. You know that satellites in orbit are 
broadcasting information, waiting for someone to 
access it. Having studied long and hard, learning the 
proper ways to tap into the forces all around you, 
you know how to activate these machines and make 
them do what you wish, at least in limited, specific 
ways. These uses of power are called esoteries.
Through various tiny devices that you possess, which 
probably seem like magic charms to the uninitiated, 
you “conjure” energy. By accessing the datasphere 
transmitted across the world, you connect with 
machines—including the nanites—to change your 
environment.

Advancement: You must continue to study. There’s 
far more to the numenera than one person can 
ever know, but that doesn’t mean you shouldn’t try 
to learn it all. More secrets and more knowledge 
mean more power. At some point in your career, you 
might need to find a teacher or another source of 
knowledge. So many questions need answers.

When your stats improve or you learn new 
skills, it’s because you have mastered another new 

One infamous nano is 
Nordarvar, who was the 
first to develop the now-
ubiquitous Push esotery. 

He used it to knock Duke 
Guchian off the top of his 

own tower, thus ending 
the War of Three Lillies.
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technique that taps into the secret world. When you 
gain a new esotery, it’s the result of long hours of 
study and practice in using your mysterious lore.

Psionics
You know that the world is filled with ancient 
machines and their creations. Some of them are 
visible, but many are not. It’s not just skill or 
knowledge that allows you to gain access to them. 
You have a psychic talent to interface with the 
machines to produce various effects. Some of these 
machines are secreted about your person, and others 
are infused into the environment of the Ninth World.

You can’t conjure energy or warp matter on your 
own, but you have the rare and spectacular ability 
to control the invisible nano-machines that do it for 
you. Is this gift the natural result of extreme exposure 
to technology? Is it the fusion of the biological and 
mechanical? Is it the design of a genius architect, 
generations earlier, who manipulated the genetics 
of your family? Or is it just a random mutation? In 
any case, you’re the natural synthesis of human and 
machine, working as one.

Advancement: Understanding this natural talent 
took time and training, and more of both is needed 
to expand and refine your powers. In addition to 
seeking help with your instruction, you might need to 
find drugs, devices, or other external stimulation.

When aspects of your character improve or you 
learn new skills or esoteries, it’s because you have 
mastered a new facet of your psychic abilities or 
discovered an entirely new use for a machine in your 
environment.

Ports and Plugs
You have a connection with machines for one clear 
reason: you’re practically a machine yourself. Your 
nervous system is laced with circuitry, and your 
body has implanted jacks and ports where you 
plug in modules and other technological bits that 
provide your capabilities. When you produce effects 
or manipulate nanites, you do so through your 
body’s direct mechanical interface. Your force blasts 
might come from a device implanted in your palm 
or fingertip. Your ability to tap into the datasphere 
might come from the receiver plugged into a port 
you built in the back of your neck.

Obviously, to become a nano, you have undergone 
numerous surgeries and procedures (either willingly 
or unwillingly). You are forever changed. Some 
people treat you with disdain or derision, but 
perhaps most of your modifications can be hidden by 
a hooded cloak or similar garment.

Advancement: Do you want to gain more abilities? 
Just find new hardware and plug it in. Although talent 
and practice are still involved, physical upgrades are 

your primary means of picking up new tricks. Adding 
points to your stat Pools might mean undergoing 
new procedures. Adding a new esotery might require 
putting an implant in your head, although changing 
one esotery to another could be as simple as 
unplugging one module and jacking in a replacement.

NANO TIERS

First-Tier Nano
First-tier nanos have the following abilities:

 Your Effort is 1. 
Genius: You have an Intellect Edge of 1, a Might 

Edge of 0, and a Speed Edge of 0. 
Expert Cypher Use: You can bear three cyphers at 

a time. 
Practiced With Light Weapons: You can use light 

weapons without penalty. If you wield a medium 
weapon, increase the difficulty of the attack by one 
step. If you wield a heavy weapon, increase it by two 
steps.

Numenera Training: You are trained in the 
numenera and can attempt to understand and 
identify its properties.

Starting Equipment: You start with clothing, one 
weapon, a book about the numenera, three cyphers 
(chosen for you by the GM), one oddity (chosen for 
you by the GM), and 4 shins (coins). Before selecting 
your weapons, armor, and other gear, you might 
want to wait until after you’ve chosen your esoteries, 
descriptor, and focus.

Esoteries: You can tap into the numenera to 
reshape the world around you. Similar in appearance 
to the way a fabled wizard might seem to cast spells, 
these expressions of your knowledge are called 
esoteries. People who are not nanos sometimes call 
them spells or charms.

Most esoteries must be activated, which requires 
that you have a free hand and spend 1 or more 
Intellect points. If no Intellect point cost is given for 
an esotery, it functions continuously without needing 
to be activated. Some esoteries specify a duration, 
but you can always end one of your own esoteries 
anytime you wish.

Choose two of the esoteries described below. 
You can’t choose the same esotery more than once 
unless its description says otherwise.

You can perform 
small tricks: temporarily change the color or basic 
appearance of a small object, cause small objects 
to float through the air, clean a small area, mend a 
broken object, prepare (but not create) food, and 
so on. You can’t use hedge magic to harm another 
creature or object. Action.

You attack a foe 
using energies that assail either his physical form 

“When adding a fluctuating 
generator to an unstable 
warp capacitor, make sure 
you polarize the endings 
correctly or you’ll end 
up draining the energy... 
directly into your brain.” 
~Sir Arthour

Your character’s starting 
equipment is as important 
as your character’s 
beginning skills. Learn 
more about what you carry 
and what it’s used for in 
Chapter 7: Equipment, 
page 77.

CHARACTER TYPE
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or his mind. In either case, you must be able to 
see your target. If the attack is physical, you emit 
a short-range ray of force that inflicts 4 points of 
damage. If the attack is mental, you focus your 
mental energy to blast the thought processes 
of another creature within short range. This 
mindslice inflicts 2 points of Intellect damage 
(and thus ignores Armor). Some creatures without 
minds (such as automatons) might be immune to 
mindslice. Action.

 You push a creature or 
object an immediate distance in any direction you 
wish. You must be able to see the target, which 
must be your size or smaller, must not be affixed 
to anything, and must be within short range. 
The push is quick, and the force is too crude to 
be manipulated. For example, you can’t use this 
esotery to pull a lever or even close a door. Action.

 You scan an area equal 
in size to a 10-foot (3-meter) cube, including all 
objects or creatures within that area. The area 
must be within short range. Scanning a creature 
or object always reveals its level (a measure 

of how powerful, dangerous, or difficult it is). 
You also learn whatever facts the GM feels are 
pertinent about the matter and energy in that 
area. For example, you might learn that the 
wooden box contains a device of metal and 
synth. You might learn that the glass cylinder is 
full of poisonous gas, and that its metal stand 
has an electrical field running through it that 
connects to a metal mesh in the floor. You might 
learn that the creature standing before you is 
a mammal with a small brain. However, this 
esotery doesn’t tell you what the information 
means. Thus, in the first example, you don’t 
know what the metal and synth device does. In 
the second, you don’t know if stepping on the 
floor causes the cylinder to release the gas. In 
the third, you might suspect that the creature 
is not very intelligent, but scans, like looks, can 
be deceiving. Many materials and energy fields 
prevent or resist scanning. Action.

You have a shield of energy around you at 
all times that helps deflect attacks. You gain +1 to 
Armor. Enabler.

Armor, page 92

Level, page 85

NANO CONNECTION
Roll a d20 or choose from the following list to determine a specific fact about your background that provides a connection to the 
rest of the world. You can also create your own fact.

Roll Background
1 You served as an apprentice for a nano-sorcerer respected and feared by many people. Now you bear his mark.
2 You studied in a school infamous for its dark, brooding instructors and graduates.
3 You learned nano-sorcery (or gained your modifications) in the temple of an obscure god. Its priests and worshippers, 
 although small in number, respect and admire your talents and potential.
4 While traveling alone, you saved the life of a powerful abhuman brute. Although unwilling to accompany you on your journey, 

he remains indebted to you.
5 Your mother was a powerful nano while she lived, helpful to many locals. They look upon you kindly, but they also expect 
 much from you.
6 You owe money to a number of people around town and don’t have the funds to pay your debts.
7 You failed disgracefully at your initial studies with your teacher and now proceed on your own.
8 You learned your skills faster than your teachers had ever seen before. The powers that be took notice and are paying close attention.
9 You killed a well-known criminal in self-defense, earning the respect of many and the enmity of a dangerous few.
10 You trained as a glaive, but your skills with the numenera and other types of lore eventually led you down a different path.  

Your former comrades don’t understand you, but they respect you.
11 While studying to be a nano, you worked as an assistant for a seamstress, making friends with the owner and the clientele.
12 Your family owns a large vineyard nearby known to all for its fine wine and fair business dealings.
13 You trained for a time with a group of Aeon Priests, and they still look upon you with fondness.
14 You worked the gardens in the palace of an influential noble. She wouldn’t remember you, but you made friends with her  

young daughter.
15 An experiment you conducted in the past went horribly awry. The locals remember you as a dangerous and foolhardy individual.
16 You hail from a distant land where you were well known and regarded, but people here treat you with suspicion.
17 People you meet seem put off by the strange birthmark on your face.
18 Your best friend is also a nano. You and she share discoveries and secrets readily.
19 You know a local merchant very well. Since you give him so much business, he offers you discounts and special treatment.
20 You belong to a secretive social club that gathers monthly to drink and talk.
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Second-Tier Nano
Second-tier nanos have the following abilities:

Esoteries: Choose one of the following esoteries 
(or an esotery from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
first-tier esoteries with a different first-tier esotery.

 You adapt 
to a hostile environment for 28 hours. As a 
result, you can breathe safely, the temperature 
doesn’t kill you (though it might be extremely 
uncomfortable or debilitating), crushing gravity 
doesn’t incapacitate or harm you (though, again, 
you might be seriously hindered), and so on. In 
extreme environments, the GM might increase 
the cost of activating this esotery to a maximum 
cost of 10 Intellect points. Roughly speaking, the 
cost should equal the amount of damage you 
would sustain in a given round. For example, 
if you enter a hostile environment that would 
normally deal 6 points of damage per round, 
using Adaptation to avoid that damage costs 
6 points. You can protect other creatures in 
addition to yourself, but each additional creature 
costs you the same number of Intellect points as 
it costs to protect you. Thus, if it costs 6 points to 
protect yourself, it costs 12 more to protect two 
other people. This esotery never protects against 
quick, instantaneous threats, like an attack with 
a weapon or a sudden explosion of fire. Action to 
initiate.

You create an explosion 
of energy at a point within close range, affecting an 
area up to immediate range from that point. You 
must be able to see the location where you intend 
to center the explosion. The blast inflicts 2 points 
of damage to all creatures or objects within the 
area. Because this is an area attack, adding Effort 
to increase your damage  works differently than it 
does for single-target attacks: if you apply a level 
of Effort to increase the damage, add 2 points of 
damage for each target, and even if you fail your 
attack roll, all targets in the area still take 1 point 
of damage. Action.

 You float slowly into 
the air. If you concentrate, you can control your 
movement to remain motionless in the air, or float 
up to a short distance as your action, but no more; 
otherwise, you drift with the wind or with any 
momentum you have gained. This effect lasts for 
up to ten minutes. Action to initiate.

 You can read 
the surface thoughts of a creature within short 
range of you, even if the target doesn’t want you 
to. You must be able to see the target. Once you 
have established contact, you can read the target’s 
thoughts for up to one minute. If you or the target 

move out of range, the connection is broken. 
Action to initiate.

You surround a foe 
of your size or smaller with scintillating energy, 
keeping it from moving or acting for one minute, 
as if frozen solid. You must be able to see the 
target, and it must be within short range. While in 
stasis, the target is impervious to harm, cannot be 
moved, and is immune to all effects. Action.

Third-Tier Nano
Third-tier nanos have the following abilities:

Adept Cypher Use: You can bear four cyphers at a 
time.

Esoteries: Choose one of the following esoteries 
(or an esotery from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier esoteries with a different esotery from the 
same lower tier.

You create an opaque, 
stationary barrier of solid energy within immediate 
range. The barrier is 10 feet by 10 feet (3 m by 
3 m) and of negligible thickness. It is a level 2 
barrier and lasts for ten minutes. It can be placed 
anywhere it fits, whether against a solid object 
(including the ground) or floating in the air. Each 
level of Effort you apply strengthens the barrier 
by one level. For example, applying two levels of 
Effort creates a level 4 barrier. Action.

 You 
immediately end one ongoing numenera effect 
(such as an effect created by an esotery) within 
immediate range. Alternatively, you can use this as 
a defense action to cancel any incoming esotery 
targeted at you, or you can cancel any numenera 
device or the effect of any numenera device for 
1d6 rounds. You must touch the effect or device to 
cancel it. Action.

 Choose a 
discrete type of energy that you have experience 
with (such as heat, sonic, electricity, and so on). 
You gain +10 to Armor against damage from that 
type of energy for ten minutes. Alternatively, you 
gain +1 to Armor against damage from that energy 
for 28 hours. You must be familiar with the type 
of energy; for example, if you have no experience 
with a certain kind of extradimensional energy, 
you can’t protect against it. Instead of applying 
Effort to decrease the difficulty of this esotery, 
you can apply Effort to protect more targets, with 
each level of Effort affecting up to two additional 
targets. You must touch additional targets to 
protect them. Action to initiate.

You create an 
immobile, invisible sensor within immediate 
range that lasts for 28 hours. At any time during 

“Humans lived on the 
Earth many millions of 
years ago, in at least one if 
not many great civilizations 
that rose and fell. But for 
some of the planet’s history, 
there were no humans. 
But now humans are back. 
How can that be? Where 
were they in the intervening 
time?” ~Visixtru, varjellan 
philosopher

CHARACTER TYPE
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that duration, you can concentrate to see, hear, 
and smell through the sensor, no matter how far 
you move from it. The sensor doesn’t grant you 
sensory capabilities beyond the norm. Action to 
create; action to check.

You are trained in any physical 
ranged attack that is an esotery or comes from a 
numenera device. For example, you are trained 
when using an Onslaught force blast because it’s a 
physical attack, but not when using an Onslaught 
mindslice because it’s a mental attack. Enabler.

Fourth-Tier Nano
Fourth-tier nanos have the following abilities:

Esoteries: Choose one of the following esoteries 
(or an esotery from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier esoteries with a different esotery from the 
same lower tier.

You become invisible 
for ten minutes. While invisible, you are specialized 
in stealth and Speed defense tasks. This effect ends 
if you do something to reveal your presence or 
position—attacking, performing an esotery, using 
an ability, moving a large object, and so on. If this 
occurs, you can regain the remaining invisibility 
effect by taking an action to focus on hiding your 
position. Action to initiate or reinitiate.

You control the 
actions of another creature you touch. This effect 
lasts for ten minutes. The target must be level 2 
or lower. Once you have established control, you 
maintain mental contact with the target and sense 
what it senses. You can allow it to act freely or 
override its control on a case-by-case basis. Instead 
of applying Effort to decrease the difficulty, you can 
apply Effort to increase the maximum level of the 
target. Thus, to control the mind of a level 5 target 
(three levels above the normal limit), you must 
apply three levels of Effort. Smart nanos use the 
Scan esotery on a creature to learn its level before 
trying to control its mind. When the Mind Control 
esotery ends, the creature doesn’t remember being 
controlled or anything it did while under your 
command. Action to initiate.

You restore 
points to a target’s Might or Speed Pool in one of 
two ways: either the chosen Pool regains up to 6 
points, or it is restored to a total value of 12. You 
make this decision when you initiate this esotery. 
Points are regenerated at a rate of 1 point each 
round. You must maintain contact with the target 
the whole time. In no case can this raise a Pool 
higher than its maximum. Action.

You reshape matter 
within short range in an area no larger than a 

5-foot (.5 m) cube. If you spend only one action 
on this esotery, the changes you make are crude 
at best. If you spend at least ten minutes and 
succeed at an appropriate crafting task (with a 
difficulty at least one step higher than normal, 
due to the circumstances), you can make complex 
changes to the material. You can’t change the 
nature of the material, only its shape. Thus, you 
can make a hole in a wall or floor, or you can seal 
one up. You can fashion a rudimentary sword from 
a large piece of iron. You can break or repair a 
chain. With multiple uses of this esotery, you could 
bring about large changes, making a bridge, a wall, 
or a similar structure. Action.

You gather disrupting 
energy in your fingertip and touch a creature. If the 
target is an NPC or a creature of level 3 or lower, 
it dies. If the target is a PC of any tier, he moves 
down one step on the damage track. Action.

Fifth-Tier Nano
Fifth-tier nanos have the following abilities:

Master Cypher Use: You can bear five cyphers at a 
time.

Esoteries: Choose one of the following esoteries 
(or an esotery from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier esoteries with a different esotery from the 
same lower tier.

 You touch an 
object and absorb its energy. If you touch a cypher, 
you render it useless. If you touch an artifact, roll 
on the artifact’s depletion. If you touch another 
kind of powered machine or device, the GM 
determines whether its power is fully drained. 
In any case, you absorb energy from the object 
touched and regain 1d10 Intellect points. If this 
would give you more Intellect than your Pool’s 
maximum, the extra points are lost, and you must 
make a Might defense roll. The difficulty of the 
roll is equal to the number of points over your 
maximum you absorbed. If you fail the roll, you 
take 5 points of damage and are unable to act for 
one round. You can use this esotery as a defense 
action when you’re the target of an incoming 
esotery. Doing so cancels the incoming esotery, 
and you absorb the energy as if it were a device. 
Action.

You disintegrate 
one nonliving object that is smaller than you 
and whose level is less than or equal to your tier. 
You must touch the object to affect it. If the GM 
feels it appropriate to the circumstances, you 
can disintegrate a portion of an object (the total 
volume of which is smaller than you) rather than 
the entire thing. Action.

Throughout the Ninth 
World, people of all walks 

of life report random 
glimmers of images or 
information that seem 

to come from nowhere. 
These unexpected 

bursts of data are often 
nonsensical, are rarely 

useful or pertinent, 
and are sometimes 

disturbing. While some 
call them visions, nanos 

and other experts in 
the numenera believe 

that the “glimmers” 
are malfunctions of the 

datasphere that still 
permeates the world.
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Tapping into the datasphere, you can ask the 
GM one question and get a general answer. 
The GM assigns a level to the question, so the 
more obscure the answer, the more difficult the 
task. Generally, knowledge that you could find 
by looking somewhere other than your current 
location is level 1, and obscure knowledge of the 
past is level 7. Gaining knowledge of the future is 
impossible. Action.

 You 
instantaneously transmit yourself to any location 
that you have seen or been to, no matter the 
distance, as long as it is on Earth (or whatever 
world you’re currently on). Instead of applying 
Effort to decrease the difficulty, you can apply 
Effort to bring other people with you, with each 
level of Effort affecting up to three additional 
targets. You must touch any additional targets. 
Action.

 You can see in complete darkness 
up to 50 feet (15 m) as if it were dim light. You 
recognize holograms, disguises, optical illusions, 
sound mimicry, and other such tricks (for all 
senses) for what they are. Enabler.

Sixth-Tier Nano
Sixth-tier nanos have the following abilities:

Esoteries: Choose one of the following esoteries 
(or an esotery from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier esoteries with a different esotery from the 
same lower tier.

You change 
the weather in your general region. If performed 
indoors, this esotery creates only minor weather 
effects, such as mist, mild temperature changes, 
and so on. If performed outside, you can create 
rain, fog, snow, wind, or any other kind of normal 
(not overly severe) weather. The change lasts for 
a natural length of time, so a storm might last for 
an hour, fog for two or three hours, and snow for a 
few hours (or for ten minutes if it’s out of season). 
For the first ten minutes after activating this 
esotery, you can create more dramatic and specific 
effects, such as lightning strikes, giant hailstones, 
twisters, hurricane force winds, and so on. 
These effects must occur within 1,000 feet (305 
m) of your location. You must spend your turn 
concentrating to create an effect or to maintain 
it in a new round. These effects inflict 6 points of 
damage each round. Action.

You exert a 
tremendous amount of physical force within 250 
feet (76 m) of you. You can push up to 10 tons 
(9.1 t) of material up to 50 feet (15 m). This force 

can collapse buildings, redirect small rivers, or 
perform other dramatic effects. Action.

  You 
instantaneously transmit yourself to another 
planet, dimension, plane, or level of reality. 
You must know that the destination exists; the 
GM will decide if you have enough information 
to confirm its existence and what the level of 
difficulty might be to reach the destination. 
Instead of applying Effort to decrease the 
difficulty, you can apply Effort to bring other 
people with you, with each level of Effort affecting 
up to three additional targets. You must touch 
any additional targets. Action.

 Choose one cypher that you 
carry. The cypher must have an effect that is not 
instantaneous. You destroy the cypher and gain 
its power, which functions for you continuously. 

Cypher, page 278  
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You can choose a cypher when you gain this 
ability, or you can wait and make the choice later. 
However, once you usurp a cypher’s power, you 
cannot later switch to a different cypher—the 
esotery works only once. Action to initiate.

NANO EXAMPLE
Shanna wants to create a nano. She decides to 
be somewhat well rounded, so she puts 2 of her 
additional points into each stat Pool, giving her a 
Might Pool of 9, a Speed Pool of 11, and an Intellect 
Pool of 14. Her nano is smart and quick. She has an 
Intellect Edge of 1, a Might Edge of 0, and a Speed 
Edge of 0. As a first-tier character, her Effort is 1. She 
is trained in the numenera. As her initial esoteries, 
she chooses Onslaught and Ward, giving her a 
strong offense and defense.

She can bear three cyphers, but the GM gives her 
two: an occultic cypher (which counts as two cyphers 
for this purpose) and an anoetic cypher, which together 
count as three. The occultic cypher is a handheld, short-
range teleporter, and the anoetic cypher is a device that 
explodes like a fiery bomb. For her weapon, Shanna 
chooses a knife, which is a light weapon.

For her descriptor, Shanna chooses Graceful, 
which adds 3 points to her Speed Pool, 
bringing it to 14. That descriptor means she 
is trained in balancing and anything requiring 
careful movements, physical performing 
arts, and Speed defense tasks. 
Perhaps she is a dancer. In fact, she 
begins to develop a backstory that 
involves graceful, lithe movements 
that she incorporates into her 
esotery performance.

For her focus, she chooses 
Rides the Lightning. This gives her 
Shock, another offensive power, which 
she plans on using with the knife if she 
ever gets into hand-to-hand combat (though 
she’ll try to avoid that). She also gains 
Charge, which will come in 
handy when she finds more 
numenera artifacts in her 
explorations.

Her esoteries and focus 
abilities cost Intellect points to 
activate, so she’s glad to have a lot 
of points in her Intellect Pool. In 
addition, her Intellect Edge will 
help reduce those costs. If she 
uses her Onslaught force blast 
without applying Effort, it costs 
her 0 Intellect points and deals 
4 points of damage. Likewise, 
using her Shock ability without 

applying Effort costs 0 Intellect points. Her Intellect 
Edge will allow her to save points to devote toward 
applying Effort for other purposes, perhaps to boost 
the accuracy of her Onslaught or Shock abilities.

JACK
Jacks are intrepid explorers and adventurers. They are 
jacks of all trades—hence the name—although the 
word also hearkens back to fables involving a wily, 
resourceful hero who always seems to be named Jack. 
Used as a verb, “to jack” means to steal, to deceive, or 
to get out of a tight scrape through ingenuity or luck.

Jacks don’t use one skill or tactic exclusively; 
they use whatever weapons, armor, esoteries, or 
anything else that might help them. They are hunters 
(particularly treasure hunters), con artists, skalds, 
rogues, scouts, and experts in a variety of fields.

Jacks are crafters, entertainers, leaders, 
and thieves. They’re architects, engineers, con artists, 
salespeople, and teachers. This diversity doesn’t mean 
that the jack is the archetypal everyman—that kind 

of simple categorization would diminish 
the character type. Jacks are remarkable in 

that they can do so many different 
things, and some do multiple 

things. If one jack is an artist 
and another is an explorer, 

there’s likely a third who is 
both at once.

Skilled and learned jacks 
who share their gifts with 
others are prized members 

of society, well respected for 
what they know and can do. 

A village might be protected by 
warriors, but it’s the jack who makes 

everything run smoothly by repairing 
or building whatever is needed, 
handling disputes, investigating 

mysteries, and so on. On the other 
hand, jacks who use their varied 
abilities to benefit only themselves 
are distrusted at best and reviled at 
worst. The murderers and thieves of a 
community are likely jacks.

Jacks fill in the 
space between the extremes of nanos 
and glaives. They frequently do a little of 
everything and know a little of everything. 
They can fight alongside a glaive or have 
a scholarly talk with a nano. There are no 
right or wrong places, actions, or roles for 
jacks. They can hold their own in combat 

or other dangerous situations, but they 

Occultic and anoetic 
cyphers, page 279 

Graceful, page 48 

Rides the Lightning, 
page 71
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excel at many assorted tasks like searching for clues, 
using diplomacy with the locals, or repairing a piece of 
broken gear. The drawback, of course, is that jacks are 
rarely the best fighters in combat or the best handlers of 
the numenera. They might, however, be the best at more 
specialized skills. They’re the most likely characters to 
know how to climb, how to stand watch effectively, how 
to jimmy a lock, and how to jury-rig a makeshift shelter 
or snare trap.

 Jacks gravitate toward 
cyphers or artifacts that expand their array of options 
even further. An enhanced piece of armor might be 
fine for a glaive, but many jacks would rather have 
an object that allows them to communicate at a 
distance, walk through walls, or put foes to sleep.

 Jacks are the most flexible of the 
character types, and advanced jacks are no different. 
Some learn esoteries, as nanos do. Others hone their 
combat abilities. Some jacks do both, gaining more 
skills and improving at, well, a little bit of everything.

JACK BACKGROUND
You might hear people say that a jack is just the 
typical everyman (or everyperson), but don’t believe 
it. You aren’t like anyone else. You can do things that 
no one else can do because you do so many things. 
You’re a warrior, you’re a thief, you’re a diplomat, 
you’re a sage, and you’re a spy.

When you choose jack as your character type, come 
up with an explanation for how you learned your wide 
variety of talents. Choose one of the three options 
described below. It will provide the foundation of 
your background and give you an idea of how you can 
improve. The GM can use this information to develop 
adventures and quests that are specific to your 
character and play a role in your advancement.

Born Lucky
You seem to be better than most people because 
you are. Your ancestors were part of a genetic 
experiment, and your genes are superior to those 
of the average human. You’re smarter, stronger, 
more dexterous, and able to learn mental and 
physical skills more quickly. Folks might call you 
charismatic, blessed, divinely gifted, or just plain 
lucky. They probably said the same thing about your 

parents, their parents, and so on. Some of your 
genetic advantage might even grant you low-level 
psychic abilities that greatly resemble the “miracles” 
performed by nanos.

Advancement: You might be a superhuman, but 
you’re still limited by what you learn and experience. 
Therefore, you must continue to train and study. 
Practice is the key—it just comes easier for you than 
it does for others.

When you improve, it’s because you have honed 
your natural abilities or unlocked heretofore 
unknown genetic traits.

School of Hard Knocks
You learned things the hard way—on your own. 
Adaptive and canny, you express the true strengths 
of humanity in your ability to adjust quickly to 
circumstances, pick up new tricks to succeed, and 
ultimately survive when you probably should be dead.

Most likely, you grew up on your own, perhaps 
on the streets, in the wilderness, or amid ruins. 
The details don’t really matter. What’s important is 
that you taught yourself how to overcome whatever 
challenges came along.

Advancement: Just keep on keeping on. You got 
to where you are by observing, learning, adapting, 
and adopting. To advance, you need to do more of 
the same. Constant wariness coupled (somewhat 
paradoxically) with constant curiosity allows you to 
hone your skills and new capabilities.

A Cobbled Jumble
You’re the product of generations 
of eugenics, bolstered by minor 
cybernetic enhancements, a few 
small psychic abilities, and the 
lessons of secret masters. In 
other words, you don’t have 
one source of power or one 
explanation for your abilities—
you have many, and as far as 
you’re concerned, that’s the 
best formula for success. You 
don’t put all your eggs in a 
single proverbial basket. To 
really get ahead, you must rely 
on multiple strengths.

You’ve always got an 
unexpected trick up 
your sleeve or a fallback 
contingency. For example, 
you might have 
subdermal implants 
that make you more 
resilient, your training 
might let you sense 

Confusingly, in some 
cultures, the term “jack” is 
an insult, while in others it’s 
a compliment. 

Esoteries, page 35

JACK STAT POOLS
Stat Pool Starting Value
Might 10
Speed 10
Intellect 10
You get 6 additional points to divide among your stat 
Pools however you wish.

CHARACTER TYPE
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a foe’s attack before he strikes, and your psychic 
abilities could allow you to push your enemy’s blade 
slightly to the left so you can just barely dodge it. In 
the end, you’re simply hard to hurt.

Advancement: You have chosen every path, so you 
must travel each of them. Training and drugs fuel your 
body and mind, brain implants grant you additional 
skills, and devices hidden in your palms give you 
fresh abilities. Advancement means new teachers and 
technicians, strange substances and radiations, and 
an ever-increasing need to discover the secrets of the 
past that will prove essential for your future.

JACK TIERS

First-Tier Jack
First-tier jacks have the following abilities:

Your Effort is 1.
 You have an Edge of 1 for one 

stat of your choice: Might, Speed, or Intellect. You 
have an Edge of 0 for the other two stats. 

Cypher Use: You can bear two cyphers at a time. 
Practiced With Light and Medium Weapons: You 

can use light and medium weapons without penalty. 
If you wield a heavy weapon, increase the difficulty of 
the attack by one step.

Skills: You are trained in one task of your choosing 
(other than attacks or defense). 

Flex Skill: At the beginning of each day, choose 
one task (other than attacks or defense) on which 
you will concentrate. For the rest of that day, you’re 
trained in that task. You can’t use this ability with a 
skill you’re already trained in to become specialized.

Starting Equipment: You start with clothing, two 
weapons, light armor, an explorer’s pack, a pack of 
light tools, two cyphers (chosen for you by the GM), 
one oddity (chosen by the GM), and 8 shins. Before 
selecting your weapons, armor, and other gear, you 
might want to wait until after you’ve chosen your 
tricks of the trade, descriptor, and focus.

You have a wide range of abilities 
that keep people guessing. Some of these tricks of the 
trade are technically esoteries, using the numenera, 
while others are more mundane. Some tricks are 
constant, ongoing effects; others are specific actions 
that usually cost points from one of your stat Pools.

Choose two of the tricks described below. You 
can’t choose the same trick more than once unless 
its description says otherwise.

 This is a pummeling melee 
attack. You make an attack and inflict 1 additional 
point of damage using almost any weapon except 
the lightest (such as a whip or a small knife). Action.

You can perform 
small tricks: temporarily change the color or basic 
appearance of a small object, cause small objects 

to float through the air, clean a small area, mend a 
broken object, prepare (but not create) food, and 
so on. You can’t use hedge magic to harm another 
creature or object. Action.

This is a well-aimed, 
penetrating ranged attack. You make an attack and 
inflict 1 additional point of damage if your weapon 
has a sharp point. Action.

 Jacks can wear armor for 
reasonable periods of time without tiring and can 
compensate for slowed reactions from wearing 
armor. You can wear any kind of armor. You 
reduce the Might cost per hour for wearing armor 
and the Speed Pool reduction for wearing armor 
by 2. Enabler.

Choose one type of defense task 
in which you are not already trained: Might, Speed, or 
Intellect. You are trained in defense tasks of that type. 
Unlike most tricks of the trade, you can select this 
trick up to three times. Each time you select it, you 
must choose a different type of defense task. Enabler.

This is a powerful melee 
stab. You make an attack and inflict 1 additional 
point of damage if your weapon has a sharp edge 
or point. Action.

You are trained in Speed 
defense actions when not wearing armor. Enabler.

Second-Tier Jack
Second-tier jacks have the following abilities:

Skills: You are trained in one task of your choosing 
(other than attacks or defense). If you choose a task 
you’re already trained in, you become specialized 
in that task. You can’t choose a task you’re already 
specialized in.

 Choose one of the following 
tricks (or a trick from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
first-tier tricks with a different first-tier trick.

: Sometimes a swift kick is just the 
trick to popping open a lock or starting a reluctant 
piece of machinery. When you apply Effort to a 
noncombat Speed task, you can spend points 
from your Might Pool as if they came from your 
Speed Pool. For example, you could spend 3 Might 
points and 2 Speed points to apply two levels of 
Effort to picking a lock. Enabler.

When you use a 
noncombat skill successfully, if you didn’t roll a 
natural 19 or 20, you can apply a level of Effort 
(after the roll) to get a minor special effect. The 
stat points spent for this level of Effort must come 
from the same stat as the one used for the skill. 
Thus, if you made a Speed roll, the cost of the 
Effort comes from your Speed Pool. Applying the 
Effort doesn’t modify the difficulty of the task—it 

Your character’s 
starting equipment is 
as important as your 
character’s beginning 

skills. Learn more about 
what you carry and what 
it’s used for in Chapter 7: 

Equipment, page 77.  

Although technically 
“esoteries” are nano 

abilities, jacks often refer 
to their more clearly 

supernatural tricks of the 
trade as esoteries as well.
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only creates the minor effect. Enabler.
When you make an 

unarmed attack (such as a punch or kick), it 
counts as a medium weapon instead of a light 
weapon. Enabler.

 You push a creature or 
object an immediate distance in any direction you 
wish. You must be able to see the target, which 
must be your size or smaller, must not be affixed 
to anything, and must be within short range. The 
push is quick, and the force is too crude to be 
manipulated. For example, you can’t use this trick to 
pull a lever or even close a door. Action.

 When using a weapon 
that normally requires an action to reload, you 
can reload and fire (or fire and reload) in the same 
action. Enabler.

You have a shield of energy around you at 
all times that helps deflect attacks. You gain +1 to 
Armor. Enabler.

Third-Tier Jack
Third-tier jacks have the following abilities:

Expert Cypher Use: You can bear three cyphers at 
a time.

Skills: You are trained in one task of your choosing 
(other than attacks or defense). If you choose a task 

you’re already trained in, you become specialized 
in that task. You can’t choose a task you’re already 
specialized in.

 Choose one of the following tricks 
(or a trick from a lower tier) to add to your repertoire. 
In addition, you can replace one of your lower-tier tricks 
with a different trick from the same lower tier.

You gain a +1 
bonus to the Edge for one stat of your choice 
(Might, Speed, or Intellect) for ten minutes. You 
can have only one version of this trick in effect at a 
time. Action to initiate.

 You float slowly into 
the air. If you concentrate, you can control your 
movement to remain motionless in the air, or float 
up to a short distance as your action, but no more; 
otherwise, you drift with the wind or with any 
momentum you have gained. This effect lasts for 
up to ten minutes. Action to initiate.

 You can read 
the surface thoughts of a creature within short 
range of you, even if the subject doesn’t want you 
to. You must be able to see the target. Once you 
have established contact, you can read the target’s 
thoughts for up to one minute. If you or the target 
move out of range, the connection is broken. 
Action to initiate.

JACK CONNECTION
Roll a d20 or choose from the following list to determine a specific fact about your background that provides a connection to 
the rest of the world. You can also create your own fact.

Roll Background
1 You come from a large family and had to fend for yourself from an early age.
2 Your older sister is a skilled nano. You weren’t able to follow her path, but the numenera is not unknown to you.
3 You’re a member of a guild of explorers who specialize in uncovering ancient mysteries.
4 You worked alongside your father, who was skilled in many things, until he disappeared one day with no explanation.
5 You grew up on the streets and studied at the school of hard knocks.
6 You remember little of your past, which has always seemed strange to you.
7 You came of age in the wild and are used to living rough.
8 Your family is wealthy but earns little respect from the locals.
9 You’re friends with many people in the community and are generally well regarded.
10 You have an annoying rival who always seems to get in your way or foil your plans.
11 You’re in love with a local shopkeeper, but that person shows little interest in you.
12 Several expeditions preparing to explore old ruins and odd mysteries would like you to join them because you seem like a   
 promising addition to the team.
13 Your best friend from childhood is now an Aeon Priest.
14 You come from a nearby community, but the locals consider the folk of your hometown to be untrustworthy rivals.
15 You’re close friends with a local married couple, both of whom are experienced nanos.
16 You’re drinking buddies with a number of the local guards and glaives.
17 You once saved the child of a local noble from a fire, and she is very grateful.
18 You used to work with a troupe of traveling minstrels and performers, and they remember you fondly (as do people in the   
 places you visited).
19 You’re wanted for a crime you didn’t commit.
20 You have a friend with an extensive library, plenty of food and drink, and a comfortable home—and the door is always open to you.

Jacks are able to take the 
best of all abilities and fuse 
them into a style all their 
own. 

CHARACTER TYPE
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You attack a foe 
using energies that assail either his physical form 
or his mind. In either case, you must be able to 
see your target. If the attack is physical, you emit 
a short-range, invisible ray of force that inflicts 
4 points of damage. If the attack is mental, you 
focus your mental energy to blast the thought 
processes of another creature within short range. 
This mindslice inflicts 2 points of Intellect damage 
(and thus ignores Armor). Some creatures without 
minds (such as automatons) might be immune to 
mindslice. Action.

Choose one type of attack in 
which you are not already trained: light bashing, 
light bladed, light ranged, medium bashing, 
medium bladed, medium ranged, heavy bashing, 
heavy bladed, or heavy ranged. You are trained in 
attacks using that type of weapon. Enabler.

Fourth-Tier Jack
Fourth-tier jacks have the following abilities:

Skills: You are trained in one task of your choosing 
(other than attacks or defense). If you choose a task 
you’re already trained in, you become specialized 
in that task. You can’t choose a task you’re already 
specialized in.

 Choose one of the following 
tricks (or a trick from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier tricks with a different trick from the same 
lower tier.

 Sometimes the most 
important muscle in a fight is your brain. If 
you can predict where an opponent will move 
next or see her weak spot, you can be a more 
successful combatant. When you apply Effort to 
a combat Might task or Speed task, you can also 
spend points from your Intellect Pool as if they 
came from your Might Pool or Speed Pool. For 
example, you could spend 3 Intellect points and 
2 Might points to apply two levels of Effort to 
attacking with a sword. Enabler.

This move requires you 
to extend yourself for a powerful stab or smash. 
The awkward lunge increases the difficulty 
of the attack roll by one step. If your attack 
is successful, it inflicts 4 additional points of 
damage. Action.

 This is a quick attack 
with a bladed or pointed weapon that is hard 
to defend against. The difficulty of the attack 
roll is decreased by one step. If the attack is 
successful, it deals 1 less point of damage than 
normal. Action.

 If a weapon has the ability 
to fire rapid shots without reloading(usually called 
a rapid-fire weapon, such as the crank crossbow), 
you can spray multiple shots around your target to 
increase the chance of hitting. This move uses 1d6 + 
1 rounds of ammo (or all the ammo in the weapon, 
if it has less than the number rolled). The difficulty of 
the attack roll is decreased by one step. If the attack 
is successful, it deals 1 less point of damage than 
normal. Action.

 
One melee weapon that you touch vibrates on 
a dimensional frequency so that it spans into 
other dimensions for one hour. During this 
time, it inflicts 1 additional point of damage on 
a successful hit and affects targets that can only 
be affected by special transdimensional effects, 
such as those that are out of phase. Action to 
initiate.

Feiren Quevas is a 
well-known jack who 
sought the legendary 

three keys of the Silver 
Door, the only entrance 

to the massive numenera 
object known as the 

Mushroom due to its 
shape. Although he never 

possessed all three keys 
at once, he did manage 

to uncover an artifact 
known as the Red Glove, 

which could transmute 
any material touched to 

vapor.
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Fifth-Tier Jack
Fifth-tier jacks have the following abilities:

Adept Cypher Use: You can bear four cyphers at a 
time.

Skills: You are trained in one task of your choosing 
(other than attacks or defense). If you choose a task 
you’re already trained in, you become specialized 
in that task. You can’t choose a task you’re already 
specialized in.

 Choose one of the following 
tricks (or a trick from a lower tier) to add to your 
repertoire. In addition, you can replace one of your 
lower-tier tricks with a different trick from the same 
lower tier.

If you spend one action 
creating a misdirection or diversion, in the 
next round you can take advantage of your 
opponent’s lowered defenses. Make a melee 
attack roll against that opponent. The difficulty 
of the roll is decreased by one step. If your attack 
is successful, it inflicts 4 additional points of 
damage. Action.

If you spend one action 
aiming, in the next round you can make a 
precise ranged attack. The difficulty of the attack 
roll is decreased by one step. If your attack 
is successful, it inflicts 4 additional points of 
damage. Action.

 If you take down 
a foe, you can immediately make another attack on 
that same turn against a new foe within your reach. 
The second attack is part of the same action. You can 
use this trick with melee attacks and ranged attacks. 
Enabler.

You are trained in any physical 
ranged attack that is a trick of the trade or comes 
from a numenera device. For example, you are 
trained when using an Onslaught force blast 
because it’s a physical attack, but not when using 
an Onslaught mindslice because it’s a mental 
attack. You are trained when attacking with a death 
ray emitter because it comes from a numenera 
device, but not when using a crossbow because it’s 
a mundane weapon. Enabler.

Choose one type of 
defense task in which you are trained: Might, 
Speed, or Intellect. You become specialized in 
defense tasks of that type. Unlike most tricks of 
the trade, you can select this trick up to three 
times. Each time you select it, you must choose a 
different type of defense task. Enabler.

Sixth-Tier Jack
Sixth-tier jacks have the following abilities:

Skills: You are trained in one task of your choosing 
(other than attacks or defense). If you choose a task 

you’re already trained in, you become specialized 
in that task. You can’t choose a task you’re already 
specialized in.

 Choose one of the following tricks 
(or a trick from a lower tier) to add to your repertoire. 
In addition, you can replace one of your lower-tier tricks 
with a different trick from the same lower tier.

 Choose a 
discrete type of energy you have experience with 
(such as heat, sonic, electricity, and so on). You 
gain +10 to Armor against damage from that type 
of energy for ten minutes. Alternatively, you gain 
+1 to Armor against damage from that energy 
for 28 hours. You must be familiar with the type 
of energy; for example, if you have no experience 
with a certain kind of extradimensional energy, 
you can’t protect against it. Instead of applying 
Effort to decrease the difficulty, you can apply 
Effort to protect more targets, with each level of 
Effort affecting up to two additional targets. You 
must touch additional targets to protect them. 
Action to initiate.

Another famous jack is 
Crimson Tellach, an expert 
in both the numenera and 
the finer points of combat. 
She lost her hand in a 
battle with a jiraskar, but 
replaced it herself with 
a solid light emitter that 
allows her to create a 
temporary hand, weapon, 
tool, or anything else she 
needs.

CHARACTER TYPE
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You become 
invisible for ten minutes. While invisible, you are 
specialized in stealth and Speed defense tasks. 
This effect ends if you do something to reveal your 
presence or position—attacking, performing an 
esotery, using an ability, moving a large object, 
and so on. If this occurs, you can regain the 
remaining invisibility effect by taking an action to 
focus on hiding your position. Action to initiate or 
reinitiate.

 You can deflect incoming 
attacks quickly. When you activate this trick, for 
the next 10 rounds you reduce the difficulty for all 
Speed defense rolls by one step. Enabler.

 You stand still and 
make melee attacks against up to five foes within 
reach, all as part of the same action in one round. 
Make a separate attack roll for each foe. You 
remain limited by the amount of Effort you can 
apply on one action. Anything that modifies your 
attack or damage applies to all of these attacks. 
Action.

 You can see in complete darkness 
up to 50 feet (15 m) as if it were dim light. 
You recognize holograms, disguises, 
optical illusions, sound mimicry, and 
other such tricks (for all senses) for 
what they are. Enabler.

JACK EXAMPLE
James wants to play a jack. He likes 
the idea of being crafty, sneaky, 
and maybe a little devious. He 
puts 4 of his additional points 
in his Intellect Pool (raising it 
to 14) and 2 points in his 
Speed Pool (raising it to 
12). This leaves his 
Might Pool at 10. He 
decides to have a Speed 
Edge of 1, but it was a 
hard choice—he was 
tempted to put his 
Edge point in Intellect. 
As a first-tier character, 
his Effort is 1.

James chooses a 
quarterstaff and a dart thrower 
for his weapons. The staff is a 
medium weapon that inflicts 4 
points of damage. The dart thrower is a 
light weapon, so he decreases the difficulty 
of attack rolls with it, but each shot inflicts 
only 2 points of damage. The dart thrower 
comes with 12 darts.

He wears a leather jerkin that gives 

him 1 point of Armor, so James subtracts 1 from all 
damage he takes. This type of armor normally reduces 
the wearer’s Speed Pool by 2 and costs 1 point of 
Might per hour worn. To compensate, James chooses 
Practiced in Armor as one of his tricks of the trade, 
which reduces both costs by 2 (meaning they both 
become 0).

For his other trick, he chooses Skill With Defense and 
selects Speed tasks. James is very defensive minded.

He also chooses a skill to be trained in. James 
decides to go with stealth so that whenever he 
tries to hide, move quietly, or slip something into 
his pocket unnoticed, he reduces the difficulty of 
the task by one step. In addition, his flex skill lets 
him choose another skill each day, so he has many 
options.

His character can bear two cyphers. The GM 
decides that one item is an injector that gives James 
a temporary +1 bonus to his Speed Edge for one 
hour, and the other is a belt-mounted device that 
projects a force shield around him for ten minutes 

and grants +3 to his Armor.
James still needs to choose his descriptor 
and focus. For his descriptor, he picks 
Clever to complement his “devious” 
theme, so he adds 3 to his Intellect Pool, 

raising it to 17. The Clever descriptor 
also means he is trained in lies 
and trickery (which is fitting 
for his character), defense rolls 
against mental effects, and 
identifying or assessing things. 
Basically, his jack is good at 
figuring out whatever situation 
he lands in. Conversely, he 
doesn’t excel at reading books, 
studying, or remembering 
details. Finally, the descriptor 
gives James some extra 
starting money—probably 
from being so clever.

For his focus, he makes 
a choice that’s devious but 
overt: Crafts Illusions. At 
first tier, he can spend 1 
point from his Intellect Pool 
to create minor images. 
The focus also grants him a 

strange oddity that involves 
images in a piece of glass. James 
will use these abilities to create a 
con artist character who is careful 

and clever and backs up his lies 
with illusions.

Practiced in Armor, page 29

Skill With Defense, page 30

Clever, page 48

Crafts Illusions, page 57

Quarterstaff, page 80
Dart thrower, page 80

Leather jerkin, page 79
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CHARACTER 
DESCRIPTOR

CHAPTER 5

Your descriptor defines your character—it 
flavors everything you do. The differences 
between a Charming glaive and a Graceful 

glaive are considerable. The descriptor changes the 
way those characters go about every action. Your 
descriptor places your character in the situation (the 
first adventure, which starts the campaign) and helps 
provide motivation. It is the adjective of the sentence 
“I am an adjective noun who verbs.”

Descriptors offer a one-time package of extra 
abilities, skills, or modifications to your stat Pools. 
Not all of a descriptor’s offerings are positive 
character modifications. For example, some 
descriptors have inabilities—tasks that a character 
isn’t good at. You can think of inabilities as “negative 
skills”—instead of being one step better at that kind 
of task, you’re one step worse. If you become skilled 
at a task that you have an inability with, they cancel 
out. Remember that characters are defined as much 
by what they’re not good at as what they are good at. 

Descriptors also offer a few brief suggestions of 
how your character got involved with the rest of the 
group on their first adventure. You can use these, or 
not, as you wish.

This section details the following descriptors: 
Charming, Clever, Graceful, Intelligent, Learned, 
Mystical/Mechanical, Rugged, Stealthy, Strong, Strong-
Willed, Swift, and Tough. Choose one of them for 
your character. You can pick any descriptor you wish 
regardless of whether you’re a glaive, nano, or jack.

CHARMING
You’re a smooth talker and a charmer. Whether through 
seemingly supernatural means or just a way with 
words, you can convince others to do as you wish. 
Most likely, you’re physically attractive or at least highly 
charismatic, and others enjoy listening to your voice. 
You probably pay attention to your appearance, keeping 
yourself well groomed. You make friends easily.

You play up the personality facet of your Intellect 
stat; intelligence is not your strong suit. You’re 
personable, not necessarily studious or strong-willed.

You gain the following benefits:
+2 to your Intellect Pool. 

Skill: You’re trained in all tasks involving positive 
or pleasant social interaction.

Skill: You’re trained when using esoteries 
or special abilities that influence the minds of 

others.
Contact: You have an important contact who is 

in an influential position, such as a minor noble, 
the captain of the town guard, an Aeon Priest, or 
the head of a large gang of thieves. You and the GM 
should work out the details together.

 You were never good at studying or 
retaining facts. The difficulty of any task involving 
lore, knowledge, or understanding is increased by 
one step.

Your willpower is not one of your strong 
points. Whenever you try to resist a mental attack, 
the difficulty is increased by one step.

Additional Equipment: You’ve managed to talk 
your way into some decent discounts and bonuses 
in recent weeks. As a result, you have 10 extra shins 
jangling in your pocket.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. You convinced one of the other PCs to tell you 

what he was doing.
2. You instigated the whole thing and convinced the 

others to join you.
3. One of the other PCs did a favor for you, and now 

you’re repaying that obligation by helping her with 
the task at hand.

4. There is reward involved, and you need the money.

Intellect Pool, page 20

Esoteries, page 35

Aeon Priest, page 269

You can customize an 
existing descriptor or create 
a new one. For guidance, 
see page 117.

Charming
Clever
Graceful
Intelligent 
Learned
Mystical/Mechanical

Rugged
Stealthy
Strong
Strong-Willed
Swift
Tough

DESCRIPTORS

CHARACTER DESCRIPTOR
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CLEVER
You’re quick-witted, thinking well on your 
feet. You understand people, so you can 
fool them but are rarely 
fooled. Because you easily 
see things for what they are, 
you get the lay of the 
land swiftly, size up 
threats and allies, 
and assess situations 
with accuracy. 
Perhaps you’re 
physically attractive, 
or maybe you use your 
wit to overcome any 
physical or mental 
imperfections.

You gain the following benefits:
Smart: +2 to your Intellect Pool.
Skill: You’re trained in all interactions involving 

lies or trickery.
Skill: You’re trained in defense rolls to resist 

mental effects.
Skill: You’re trained in all tasks involving, 

identifying or assessing danger, lies, quality, 
importance, function, or power.

 You were never good at studying or 
retaining trivial knowledge. The difficulty of any 
task involving lore, knowledge, or understanding is 
increased by one step.

Additional Equipment: You see through the schemes 
of others and occasionally convince them to believe 
you—even when, perhaps, they should not. Thanks to 
your clever behavior, you have 10 extra shins.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1.  You convinced one of the other PCs to tell you 

what he was doing.
2. From afar, you observed that something 

interesting was going on.
3. You talked your way into the situation because you 

thought it might earn some money.
4. You suspect that the other PCs won’t succeed 

without you.

GRACEFUL
You have a perfect sense of balance, moving and 
speaking with grace and beauty. You’re quick, lithe, 
flexible, and dexterous. Your body is perfectly suited 
to dance, and you use that advantage in combat to 
dodge blows. You might wear garments that enhance 
your agile movement and sense of style.
You gain the following benefits:

Agile: +2 to your Speed Pool. 
Skill: You’re trained in all tasks involving balance 

and careful movement.
Skill: You’re trained in all tasks 

involving physical performing arts.
Skill: You’re trained in all Speed 

defense tasks.
Initial Link to the Starting Adventure: 

From the following list of options, choose 
how you became involved in the first 
adventure.
1. Against your better judgment, you 

joined the other PCs because you 
saw that they were in danger.

2. One of the other PCs convinced 
you that joining the group would be in 

your best interest.
3. You’re afraid of what might 

happen if the other PCs fail.
4. There is reward involved, and you need the money.

INTELLIGENT
You’re quite smart. Your memory is sharp, and you 
easily grasp concepts that others might struggle 
with. This aptitude doesn’t necessarily mean that 
you’ve had years of formal education, but you have 
learned a great deal in your life, primarily because 
you pick things up quickly and retain so much.

You gain the following benefits:
Smart: +2 to your Intellect Pool. 
Skill: You’re trained in an area of knowledge of 

your choice.
Skill: You’re trained in all actions that involve 

remembering or memorizing things you experience 
directly. For example, instead of being good at recalling 
details of geography that you read about in a book, 
you can remember a path through a set of tunnels that 
you’ve explored before.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. One of the other PCs asked your opinion of the 

mission, knowing that if you thought it was a good 
idea, it probably was.

2. You saw value in what the other PCs were doing.
3. You believed that the task might lead to important 

and interesting discoveries.
4. A colleague requested that you take part in the 

mission as a favor.

LEARNED
You have studied, either on your own or with an 
instructor. You know many things and are an expert 
on a few topics, such as history, biology, geography, 
the numenera, nature, or any other area of study. 
Learned characters typically carry a few books around 
with them and spend their spare time reading.

Intellect Pool, page 20

Shins, page 77

Speed Pool, page 20
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You gain the following benefits:
Smart: +2 to your Intellect Pool.
Skill: You’re trained in three areas of knowledge of 

your choice.
You have few social graces. The difficulty 

of any task involving charm, persuasion, or etiquette is 
increased by one step.

Additional Equipment: You have two additional 
books on topics of your choice.

Initial Link to the 
Starting Adventure: 
From the following list of 
options, choose how you 
became involved in the 
first adventure.
1.  One of the other PCs 

asked you to come 
along because of your knowledge.

2. You need money to fund your studies.
3. You believed that the task might lead to important 

and interesting discoveries.
4. A colleague requested that you take part in the 

mission as a favor.

MYSTICAL/MECHANICAL
You have a special talent that can be viewed in two 
ways. You might think of yourself as “mystical,” 
and thus attuned with the mysterious and the 
paranormal, or you might think of yourself as 
“mechanical,” and thus adept with devices and 
machines. In either case, your true talents lie with the 
numenera. You likely have experience with ancient 
lore, and you can sense and wield the numenera—
though whether that means “magic” or “technology” 
is up to you (and probably up to those around you as 
well). Mystical characters often wear jewelry, such as 
a ring or an amulet, or have tattoos or other marks 
that show their interests. Mechanical characters 
tend to carry a lot of tools and treat them almost like 
talismans.

You gain the following benefits:
Smart: +2 to your Intellect Pool. 
Skill: You’re trained in all actions involving 

identifying or understanding the numenera.
Sense “magic”: You can sense whether the 

numenera is active in situations where its presence 
is not obvious. You must study an object or location 
closely for a minute to get a feel for whether the 
touch of the ancients is at work.

Esotery: You can perform the esotery known as 
Hedge Magic when you have a free hand and can pay 
the Intellect point cost.

You can perform 
small tricks: temporarily change the color or basic 
appearance of a small object, cause small objects 
to float through the air, clean a small area, mend a 

broken object, prepare (but not create) food, and 
so on. You can’t use hedge magic to harm another 
creature or object. Action.

You have a manner or an aura that 
others find a bit unnerving. The difficulty of any 
task involving charm, persuasion, or deception is 
increased by one step.

Additional Equipment: You have an extra oddity, 
determined by the GM.

Initial Link to the 
Starting Adventure: 
From the following list of 
options, choose how you 
became involved in the 
first adventure.
1. A dream guided you to 
this point.

2. You need money to fund your studies.
3. You believed the mission would be a great way to 

learn more about the numenera.
4. Various signs and portents led you here.

RUGGED
You’re a nature lover accustomed to living rough, 
pitting your wits against the elements. Most likely, 
you’re a skilled hunter, gatherer, or naturalist. Years 
of living in the wild have left their mark with a worn 
countenance, wild hair, or scars. Your clothing is 
probably much less refined than the garments worn 
by city dwellers.

You gain the following benefits:
Skill: You’re trained in all tasks involving climbing, 

jumping, running, and swimming.
Skill: You’re trained in all tasks involving training, 

riding, or placating natural animals.
Skill: You’re trained in all tasks involving 

identifying or using natural plants.
You have no social graces and prefer 

animals to people. The difficulty of any task involving 
charm, persuasion, etiquette, or deception is 
increased by one step.

Additional Equipment: You carry an explorer’s 
pack. If you already have one, you can instead take 
50 extra feet (15 m) of rope, two more days’ worth of 
rations, and an extra ranged weapon.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. Against your better judgment, you joined the other 

PCs because you saw that they were in danger.
2. One of the other PCs convinced you that joining 

the group would be in your best interest.
3. You’re afraid of what might happen if the other 

PCs fail.
4. There is reward involved, and you need the money.

Your descriptor defines your 
character—it flavors everything  

you do. 

Oddity, page 314

The numenera, page 275

Ranged weapon, page 80

CHARACTER DESCRIPTOR
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STEALTHY
You’re sneaky, slippery, and fast. These talents help 
you hide, move quietly, and pull off tricks that require 
sleight of hand. Most likely, you’re wiry and small. 
However, you’re not much of a sprinter—you’re 
more dexterous than fleet of foot.

You gain the following benefits:
Quick: +2 to your Speed Pool.
Skill: You’re trained in all stealthy tasks.
Skill: You’re trained in all interactions involving 

lies or trickery.
Skill: You’re trained in all esoteries or special 

abilities involving illusions or trickery.
 You’re sneaky but not fast. The difficulty 

of all movement-related tasks is one step higher for 
you.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first 
adventure.
1. You attempted to 

steal from one of 
the other PCs. That 
character caught you 
and forced you to 
come along with her.

2. You were tailing one 
of the other PCs for 
reasons of your own, 
which brought you 
into the action.

3. An NPC employer 
secretly paid you to 
get involved.

4. You overheard the 
other PCs talking 
about a topic that 
interested you, so you 
decided to approach the group.

STRONG
You’re extremely strong and physically powerful, 
and you use these qualities well, whether through 
violence or feats of prowess. You likely have a brawny 
build and impressive muscles.

You gain the following benefits:
 +4 to your Might Pool. 

Skill: You’re trained in all actions involving 
breaking inanimate objects.

Skill: You’re trained in all jumping actions.
Additional Equipment: You have an extra medium 

weapon or heavy weapon.
Initial Link to the Starting Adventure: From the 

following list of options, choose how you became 
involved in the first adventure.
1. Against your better judgment, you joined the other 

PCs because you saw that they were in danger.
2. One of the other PCs convinced you that joining 

the group would be in your best interest.
3. You’re afraid of what might happen if the other 

PCs fail.
4. There is reward involved, and you need the money.

STRONG-WILLED
You’re tough-minded, willful, and independent. No 
one can talk you into anything or change your mind 
when you don’t want it changed. This quality doesn’t 
necessarily make you smart, but it does make you a 
bastion of willpower and resolve. You likely dress and 
act with unique style and flair, not caring what others 
think.

You gain the following benefits:
 +4 to your Intellect Pool.

Skill: You’re trained in resisting mental effects.

Skill: You’re trained in tasks requiring incredible 
focus or concentration.

Willful doesn’t mean brilliant. The 
difficulty of any task that involves figuring out 
puzzles or problems, memorizing things, or using 
lore is increased by one step.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. Against your better judgment, you joined the other 

PCs because you saw that they were in danger.
2. One of the other PCs convinced you that joining 

the group would be in your best interest.
3. You’re afraid of what might happen if the other 

PCs fail.
4. There is reward involved, and you need the money.

Speed Pool, page 20

Esoteries, page 35

Intellect Pool, page 20

Of the three character 
aspects, descriptors 

make the most sense, 
both mechanically 
and narratively, to 

change over the life of 
a character. If it fits 

the story, for example, 
a GM might allow a 
character to change 

from being “charming” 
to being “tough” after 
terrible circumstances 

have befallen her. When 
changing descriptors, 

the PC loses all former 
benefits and gains those 
from the new descriptor.

Might Pool, page 20
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SWIFT
You move quickly, able to sprint in short bursts and 
work with your hands with dexterity. You’re great at 
crossing distances quickly but not always smoothly. 
You are likely slim and muscular.

You gain the following 
benefits:

Fast: +4 to your Speed 
Pool.

Skill: You’re trained 
in initiative actions (to 
determine who goes first 
in combat).

Skill: You’re trained in 
running actions.

You’re fast but not necessarily graceful. 
The difficulty of any task involving balance is 
increased by one step.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. Against your better judgment, you joined the other 

PCs because you saw that they were in danger.
2. One of the other PCs convinced you that joining 

the group would be in your best interest.
3. You’re afraid of what might happen if the other 

PCs fail.
4. There is reward involved, and you need the money.

Armor, page 92

Recovery roll, page 94

Light weapon, page 80

TOUGH
You’re strong and can take a lot of physical 
punishment. You might have a large frame and a 
square jaw. Tough characters frequently have visible 
scars.

You gain the following 
benefits:

Resilient: +1 to Armor. 
Healthy: Add 1 to the 

points you regain when 
you make a recovery roll.

Skill: You’re trained in 
Might defense actions.

Additional Equipment: 
You have an extra light weapon.

Initial Link to the Starting Adventure: From the 
following list of options, choose how you became 
involved in the first adventure.
1. You’re acting as a bodyguard for one of the other 

PCs.
2. One of the PCs is your sibling, and you came 

along to watch out for her.
3. You need money because your family is in debt.
4. You stepped in to defend one of the PCs when that 

character was threatened. While talking to him 
afterward, you heard about the group’s task.

Remember that characters are 
defined as much by what they’re not 
good at as by what they are good at.

CHARACTER DESCRIPTOR
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CHARACTER FOCUS
CHAPTER 6

Focus is what makes your character unique. 
No two PCs in a group should have the same 
focus. Your focus gives you benefits when you 

create your character and each time you ascend to 
the next tier. It’s the verb of the sentence “I am an 
adjective noun who verbs.”

When you choose a character focus, you get a 
special connection to one or more of your fellow PCs, 
a first-tier ability, and perhaps additional starting 
equipment. A few foci offer slight alterations of 
esoteries or tricks for nanos and jacks. Each focus 
also offers suggestions to the GM and the player for 
possible effects or consequences of really good or 
really bad die rolls.

As you progress to a new tier, your focus grants you 
more abilities. Each tier’s benefit is usually labeled 
Action or Enabler. If an ability is labeled Action, you 
must take an action to use it. If an ability is labeled 
Enabler, it makes other actions better or gives some 
other benefit, but it’s not an action. An ability that 
allows you to blast foes with lasers is an action. An 
ability that grants you additional damage when you 
make attacks is an enabler. You can use an enabler in 
the same turn as you perform another action.

Each tier’s benefits are independent of and 
cumulative with benefits from other tiers (unless 
indicated otherwise). So if your first-tier ability grants 
you +1 to Armor and your fourth-tier ability also 
grants you +1 to Armor, when you reach fourth tier, 
you have a total of +2 to Armor.

BEARS A HALO OF FIRE
You can create a sheath of flames around your 
body. You leave scorch marks wherever you go, 
and you can’t handle combustible objects without 
first dousing your inherent flames. If you perform 
esoteries (or similar effects beyond the abilities of 
normal humans), all your effects are tainted with 
flame. Fiery visuals accompany your powers, and 
in some cases, your predilection for flame actually 
reshapes your abilities to take on a fiery nature where 
none existed before.

You probably wear red and yellow, or perhaps black.

Although most of those who take up this mantle 
are nanos, flame-wielding glaives and jacks are 
fearsome indeed.

Connection: Pick one other PC. Through a quirk of 
fate, your fire cannot harm that character.

Additional Equipment: You have an artifact—a device 
that sprays inanimate objects to make them fire-
resistant. All your starting gear has already been treated 
unless you don’t want it to be.

Fire Esoteries: If you perform esoteries, those that 
would normally use force or other energy (such as 
electricity) instead use fire. For example, force blasts 
from Onslaught are blasts of flame, and Flash is a 
burst of fire. These alterations change nothing except 
the type of damage and the fact that it might start 
fires. As another example, Barrier produces a wall of 
roaring flames. In this case, the alteration changes 
the esotery so that the barrier is not solid but instead 
inflicts 1 point of damage to anything that touches 
it and 4 points of damage to anyone who passes 
through it.

Esoteries, page 35

Armor, page 92

Bears a Halo of Fire  
GM Intrusions: 

Fire burns flammable 
material. Fire spreads, 

perhaps beyond the 
control of the one who 

started it. Primitive 
creatures fear fire and 

often attack what they 
fear.

Bears a Halo of Fire
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Hunts With Great Skill
Leads
Lives in the Wilderness
Masters Defense
Masters Weaponry
Murders
Rages
Rides the Lightning
Talks to Machines
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The target or something 
near the target catches fire.

 An important item on 
the target’s person is destroyed.

At your command, your entire body becomes 
shrouded in flames that last up to ten minutes. The 
fire doesn’t burn you, but it automatically inflicts 
2 points of damage to anyone who tries to touch 
you or strike you with a melee attack. Flames from 
another source can still hurt you. While the shroud 
is active, you gain +2 points of Armor that protect 
only against damage from fire from another source. 
Enabler.

 While your 
Shroud of Flame is active, you can reach into your 
halo and hurl a handful of fire at a target. This is a 
ranged attack with short range that deals 4 points of 
fire damage. Action.

 When you use the Onslaught force 
blast esotery or the Flash esotery, increase the damage 
by 1 point. If you don’t have either of those abilities, 
this ability has no effect. Fiery Power does not affect 
damage from the Onslaught mindslice. Enabler.

While your Shroud of Flame is active, you can 
reach into your halo and produce a hand made of 
animate flame that is twice the size of a human’s 
hand. The hand acts as you direct, floating in the 
air. Directing the hand is an action. Without a 
command, the hand does nothing. It can move 
a long distance in a round, but it never moves 
farther away from you than long range. The hand 
can grab, move, and carry things, but anything it 
touches takes 1 point of damage per round from 
the heat. The hand can also attack. It’s a level 3 
creature and deals 1 extra point of damage from 
fire when it attacks. Once created, the hand lasts 
for ten minutes. Action to create; action to direct.

 When 
you wish it, you extend your halo of fire to cover 
a weapon you wield in flame for one hour. The 
flame ends if you stop holding or carrying the 
weapon. While the flame lasts, the weapon inflicts 2 
additional points of damage. Enabler.

 When you wish 
it, your halo sprouts three tendrils of flame that last 
for up to ten minutes. As an action, you can use the 

ORIGIN OF SPECIAL POWERS
If you want an explanation for some of the more supernatural powers provided by your focus, roll d100 and check the following table, 
discarding results that don’t fit logic.

Roll Explanation
01–05 Natural mutation
06–09 Unexpected viral reconstruction of your body
10–15 Mutation due to ancestral exposure to chemicals, radiation, or virus
16–21 Mutation due to experimental science performed on your ancestor(s)
22–27 An encounter with the Iron Wind (unexpected nanotech reconstruction of your body)
28 Abduction by extraterrestrial(s) who experimented or performed surgery on you
29 Abduction by rogue scientist(s) who experimented or performed surgery on you
30 Abduction by machine intelligence that experimented or performed surgery on you
31 An encounter with an ultraterrestrial entity that mysteriously changed you
32–35 Intentional or accidental fusion/implantation with mechanical devices in fingertips
36–39 Intentional or accidental fusion/implantation with mechanical devices in palms
40–43 Intentional or accidental fusion/implantation with mechanical device in head or eye
44–47 Intentional or accidental fusion/implantation with mechanical device in chest
48–51 Intentional or accidental immersion or treatment with ancient chemicals or radiation
52–56 Hidden artifact(s) secreted on your person
57–60 Cloud of nanotech that follows and responds to you for reasons unknown
61–64 Implant or mutation that provides knowledge and power from the datasphere
65–66 Drugs
67 Training by extraterrestrial entities in strange and mysterious devotions
68–69 Training by secret order that has mastered mysteries passed down from the ancients
70 Training by machine intelligence that shared inhuman knowledge
71–80 Confluence: Roll twice and combine results
81–00 Unknown (GM can secretly roll again and keep the result hidden)

Creatures, page 228

Onslaught, page 35
Flash, page 37
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tendrils to attack, making a separate attack roll for 
each. Each tendril inflicts 4 points of damage. 

Otherwise, the attacks function as standard 
attacks. If you don’t use the tendrils to attack, 
they remain but do nothing. Enabler.

 You reach into your halo 
and produce an automaton of fire 

that is your general shape and size. It 
acts as you direct each round. Directing 
the servant is an action, and you can 

command it only when you are within 
long range of it. Without a command, the 
servant continues to follow your previous 
command. You can also give it a simple 
programmed action, such as “Wait here, 
and attack anyone who comes within 

short range until they’re dead.” The servant 
lasts for ten minutes, is a level 5 creature, 

and deals 1 extra point of damage 
from fire when it attacks. Action to 

create; action to direct.

CARRIES A QUIVER
The archer is a skilled combatant, deadly in any fight. 
With a keen eye and quick reflexes, you can eliminate 
foes at range before they reach you. A good archer 
also learns to make his own arrows and bows.

You probably wear no more than light armor so 
you can move quickly when needed.

Many glaives and jacks are archers.
You can use this focus with crossbows instead of 

bows if you wish.
Connection: Pick one other PC to be the true friend 

who gave you the excellent bow that you currently use. 
Secretly pick a second PC (preferably one who is likely 
to get in the way of your attacks). When you miss with 
a bow and the GM rules that you struck someone other 
than your target, you hit the second character, if possible.

Additional Equipment: You start with a well-made 
bow and two dozen arrows.

Hit in a tendon or 
muscle, the target takes 2 points of Speed damage 
as well as normal damage.

 The target is pinned in 
place with an arrow.

To be truly deadly with a bow, you 
must know where to aim. You can spend points 
from either your Speed Pool or your Intellect Pool to 
apply levels of Effort to increase your bow damage. 
Each level of Effort adds 3 points of damage to a 
successful attack. Enabler.

 You are trained in making arrows. 
Enabler.

 In a round where 
you attack with your bow, if you fire an additional 
arrow, the difficulty of attacks and special abilities 
used by the target is increased by one step. Enabler.

 You are trained in making bows. Enabler.

 You are trained in using bows. 
Enabler.

 You are specialized in making 
arrows. Enabler.

 If you roll a natural 17 or higher 
with a bow attack, instead of adding damage or a 
minor or major effect, you can make another attack 
with your bow. This attack reuses the same Effort and 
bonuses (if any) from the first attack. Enabler.

 You are specialized in making 
bows. Enabler.

 You are specialized in 
using bows. Enabler.

 You inflict 3 
additional points of damage with a bow. The Might 
points spent to use this ability are in addition to any 
Speed points spent on the attack. Enabler.

COMMANDS MENTAL POWERS
You have always had special abilities that others 
didn’t seem to share. Through practice and 
devotion, you have honed this unique talent so that 
you can harness the power of your mind to perform 
deeds.

No one can tell that you have this ability just by 
looking at you, although you wear a crystal or jewel 
somewhere on your head to help focus your power. 
Either this focusing object was given to you by 
someone who recognized your ability, or you came 
upon it by accident and it triggered your abilities. 
Some people with mental powers—often called 
psychics or psionics by ordinary folks—are secretive 
and a little paranoid.

Although nanos frequently command mental 
powers, psionic glaives or jacks are not uncommon.

Connection: Pick one other PC. You have found that 
this character is particularly tuned into your mental 
powers. While you’re within short range of him, the two 
of you are always in telepathic contact, and he is never 
harmed by your Psychic Bursts.

Additional Equipment: You have a crystal or jewel 
artifact that, when worn against your forehead or 
temple, adds 1 point to your Intellect Pool. If you’re ever 
without the artifact, subtract 5 points from your Intellect 
Pool; the points are restored if you regain the item.

Mental Esoteries: If you have the Mind Control 
esotery or the Mind Reading esotery, you’re 

Carries a Quiver  
GM Intrusions:

Arrows that miss their 
target strike unwanted 

targets. Bowstrings break.

Commands Mental 
Powers GM Intrusions: 
Other beings that have 

mental or psychic powers 
often seek to destroy 
those like themselves 

out of jealousy and fear. 
Some beings feed on the 

mental energies of others, 
and psychics are the most 

desired meal of all.

Mind Control, page 38
Mind Reading, page 37
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automatically trained in it. If you have both esoteries, 
you’re trained in both. Enabler.

The range or duration of 
the mental power is doubled.

 You can take another 
action on that same turn.

 You can speak 
telepathically with others who are within short range. 
Communication is two-way, but the other party must 
be willing and able to communicate. You don’t have 
to see the target, but you must know that it’s within 
range. You can have more than one active contact at 
once, but you must establish contact with each target 
individually. Each contact lasts up to ten minutes. 
If you apply a level of Effort to increase the duration 
rather than affect the difficulty, the contact lasts for 
28 hours. Action to establish contact.

 You can 
read the surface thoughts of a creature within 
short range, even if the target doesn’t want you 
to. You must be able to see your target. Once you 
have established contact, you can read the target’s 
thoughts for up to one minute. If you also have the 
Mind Reading esotery or trick of the trade, you can 
use this ability at long range, and you don’t need to 
be able to see the target (but you do have to know 
that the target is within range). Action to initiate.

 You blast 
waves of mental force into the minds of up to three 
targets within short range (make an Intellect roll 
against each target). This burst inflicts 3 points of 
Intellect damage (and thus ignores Armor). For each 2 
additional Intellect points you spend, you can make an 
Intellect attack roll against an additional target. Action.

You 
can see, hear, smell, touch, and taste through the 
senses of anyone with whom you have telepathic 
contact. You can attempt to use this ability on a willing 
or unwilling target within long range; an unwilling 
target can try to resist. You don’t need to see the 
target, but you must know that it’s within range. Your 
shared senses last ten minutes. Action to establish.

You control 
the actions of another creature you touch. This 
effect lasts for ten minutes. The target must be level 
2 or lower. Once you have established control, you 
maintain mental contact with the target and sense 
what it senses. You can allow it to act freely or override 
its control on a case-by-case basis. Instead of applying 
Effort to decrease the difficulty, you can apply Effort 
to increase the maximum level of the target. Thus, to 

control the mind of a level 5 target (three levels above 
the normal limit), you must apply three levels of 
Effort. If you also have the Mind Control esotery, the 
normal level limit is 3 rather than 2. When the effect 
ends, the creature doesn’t remember being controlled 
or anything it did while under your command. Action 
to initiate.

When 
you wish it, you can contact up to ten creatures known 
to you, no matter where they are. All targets must be 
willing and able to communicate. You automatically 
succeed at establishing a telepathic network; no roll 
is required. All creatures in the network are linked and 
can communicate telepathically with one another. 
They can also “overhear” anything said in the network, 
if they wish. Activating this ability doesn’t require an 
action and doesn’t cost Intellect points; to you, it’s as 
easy as speaking out loud. The network lasts until you 
choose to end it. If you spend 5 Intellect points, you 
can contact twenty creatures at once, and for every 1 
Intellect point you spend above that, you can add ten 
more creatures to the network. These larger networks 
last for ten minutes. Creating a network of twenty or 
more creatures does require an action to establish 
contact. Enabler. 

CONTROLS BEASTS
To say that you have a way with animals and 
nonhuman creatures doesn’t begin to cover it. Your 
mastery and communication with beasts is positively 
uncanny. They come to you fearlessly, and it’s not 
uncommon for birds to alight on your shoulder or 
for small animals to climb up your arms or legs.

You probably wear tough clothing and have a 
disheveled or grizzled appearance that suggests a 
rugged, outdoor life. Perhaps you even smell like an 
animal.

Controls Beasts 
GM Intrusions: 
Most civilized communities 
are reluctant to welcome 
dangerous animals and 
look warily on those who 
consort with such creatures. 
Out-of-control beasts can 
be a real hazard.
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Any type of character is likely to have this focus.
Connection: Pick one other PC. That character 

seems to disturb your creatures in a way that you 
can’t explain. You know that you must keep your 
animals away from him if possible, or you might lose 
control of them.

Additional Equipment: You have three days’ worth 
of food for your beast companion, plus a harness, 
collar, or similar accouterment.

The duration of 
calmness or control is doubled.

 The duration of 
calmness or control extends to 28 hours.

A level 2 creature of your 
size or smaller accompanies you and follows your 
instructions. You and the GM must work out the 
details of your creature, and you’ll probably make rolls 
for it in combat or when it takes actions. The beast 
companion acts on your turn. As a level 2 creature, 
it has a target number of 6 and a health of 6, and it 
inflicts 2 points of damage. Its movement is based on 
its creature type (avian, swimmer, and so on). If your 
beast companion dies, you can hunt in the wild for 
1d6 days to find a new companion. Enabler.

 You 
calm a nonhuman beast within 30 feet (9 m). 
You must speak to it (although it doesn’t need to 
understand your words), and it must see you. It 
remains calm for one minute or for as long as you 
focus all your attention on it. The GM has final say 
over what counts as a nonhuman beast, but unless 
some kind of deception is at work, you should know 
whether you can affect a creature before you attempt 
to use this ability on it. Aliens, extradimensional 
entities, very intelligent creatures, and automatons 
never count. Action.

 You can 
convey a basic concept to a creature that normally 
can’t speak or understand speech. The creature 
can also give you a very basic answer to a simple 
question. Action.

 A level 3 creature serves you as a 
mount and follows your instructions. While you’re 
mounted on it, the creature can move and you can 
attack on your turn, or it can attack foes when you 
do. You and the GM must work out the details of 
the creature, and you’ll probably make rolls for it in 
combat or when it takes actions. The mount acts on 
your turn. If your mount dies, you can hunt in the 
wild for 3d6 days to find a new one. Enabler.

You can sense 
through your beast companion’s senses if it is within 

1 mile (1.6 km) of you. This effect lasts up to ten 
minutes. Action to establish.

 Your beast companion 
increases to level 4. As a level 4 creature, it has a 
target number of 12 and a health of 12, and it inflicts 
4 points of damage. Enabler.

You summon 
a horde of small animals or a single level 4 beast 
to help you temporarily. These creatures do your 
bidding for as long as you focus your attention, but 
you must use your action each turn to direct them. 
Creatures are native to the area and arrive under their 
own power, so if you’re in an unreachable place, this 
ability won’t work. Action.

 You 
can control a calm nonhuman beast within 30 feet 
(9 m). You control it for as long as you focus all your 
attention on it, using your turn each round. The 
GM has final say over what counts as a nonhuman 
beast, but unless some kind of deception is at work, 
you should know whether you can affect a creature 
before you attempt to use this ability on it. Aliens, 
extradimensional entities, very intelligent creatures, 
and automatons never count. Action.

 Your beast companion 
increases to level 5. As a level 5 creature, it has a 
target number of 15 and a health of 15, and it inflicts 
5 points of damage. Enabler.

CONTROLS GRAVITY
Gravity must have been quite a concern for the 
people of prior epochs because there are many paths 
within the numenera to control it. Through a quirk 
of fate, some unique device(s), or supreme devotion 
(or a combination of all three), you have learned to 
tap into the power of gravity. With one foot planted 
in the distant past, you are a mysterious individual. 
Most likely, you are also older, having spent much of 
your life honing your odd, ancient talents.

You might prefer billowy garments that display 
your mastery of gravity’s pull and conceal your 
identity and intentions.

No one type of character is more likely to control 
gravity than another, but the power is rare.

Connection: Pick one other PC. In the recent 
past, while using your gravitational powers, you 
accidentally sent that character hurtling into the air 
or plummeting toward the ground. Either way, she 
barely survived. It is up to the player of that character 
to decide whether she resents, fears, or forgives you.

Additional Equipment: You have a pen-sized oddity 
that tells the weight of whatever you point it at (within 
short range). The weight is displayed on a small glass 
plate in runes that only you can decipher.

Creatures, page 228

Controls Gravity 
GM Intrusions: 

Many people are 
frightened to be around 

someone who controls 
gravity. Losing command 

of such powers could 
inadvertently send objects 
careening off into the sky, 

perhaps even into orbit.

Oddity, page 314
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The duration of the 
effect is doubled.

 An important item on 
the target’s person is destroyed.

 You float slowly 
into the air. As your action, you can concentrate to 
remain motionless in the air, or float up to a short 
distance, but no more; otherwise, you drift with the 
wind or with any momentum you have gained. This 
effect lasts for up to ten minutes. If you also have the 
Hover esotery or trick of the trade, you can hover for 
twenty minutes and move your normal speed. Action 
to initiate.

 By manipulating 
gravity’s pull on yourself, you gain +1 to your Speed 
Edge. Enabler.

You 
can harm a target within short range by rapidly 
increasing gravity’s pull on one portion of the target 
and decreasing it on another, inflicting 6 points of 
damage. Action.

When 
you wish it, a field of manipulated gravity around 
you pulls incoming ranged projectile attacks to the 
ground. You are immune to such attacks until your 
turn in the next round. You must be aware of an 
attack to foil it. This ability does not work on energy 
attacks. Enabler.

 You can float 
and fly through the air for one hour. For each level 
of Effort applied, you can affect one additional 
creature of your size or smaller. You must touch the 
creature to bestow the power of flight. You direct 
the other creature’s movement, and while flying, it 
must remain within sight of you or fall. In terms of 
overland movement, a flying creature moves about 
20 miles (32 km) per hour and is not affected by 
terrain. Action to initiate.

 
You can increase a target’s weight dramatically. 
The target is pulled to the ground and can’t move 
physically under its own power for one minute. The 
target must be within short range. For each level of 
Effort applied, you can affect one additional creature. 
Action.

CRAFTS ILLUSIONS
You use the numenera to create holographic images 
that appear real. You are, in effect, an artist—a 
crafter of light and sound. Holographic images can 

never inflict direct harm or exert real force, but they 
can fool creatures, changing opinions and even 
behaviors if you craft them cleverly.

You likely dress with flair and color. The 
appearance of things is important to you, both their 
beauty and their ugliness. You are a visual performer 
who can entertain, terrify, or fool everyone you 
encounter.

A nano is the most likely character to be an 
illusionist, but jacks find illusions to be helpful as 
well. The rare glaive illusionist can find ways to use 
tricks in battle.

Connection: Pick one other PC. This character is 
never fooled by your illusions and is never affected 
by the trickery of your special abilities. You can 
choose whether or not you know this fact.

Additional Equipment: You have an oddity that 
appears to be a piece of clear glass in a synth frame. 
By manipulating hidden switches on the frame, 
you can make random moving images appear 
on the glass. The images are usually strange and 
sometimes incomprehensible.

Psychedelic Esoteries: If you perform esoteries, 
they take on flamboyant visual and auditory 
qualities of your choosing. This alteration changes 
nothing other than the appearance of the effects. 
For example, your attack esoteries might look like 
monsters made of energy that assail your foes. Your 
Stasis esotery might look like a tentacled beast that 
holds the victim in place. Your Teleportation esotery 
might seem like a hole in space opens up and 
swallows you.

Your illusion has a 
special quality to it—perhaps an observer sees an 
image of something from his past.

 The illusion lasts for 
one hour, or if it already lasts that long, it lasts for 28 
hours.

 You create 
a single image of a creature or object within 
immediate range. The image must fit within a 
10-foot (3-meter) cube. The image can move (for 
example, you could make the illusion of a person 
walk or attack), but it can’t leave the area defined 
by the cube. The illusion includes sound but not 
smell. It lasts for ten minutes, but if you want to 
change the original illusion significantly—such as 
making a creature appear to be wounded—you must 
concentrate on it again (though doing so doesn’t 
cost additional Intellect points). If you move beyond 
immediate range of the cube, the illusion vanishes. 
Action to create; action to modify.

You appear 
to be someone or something else, roughly of your 

Esoteries, page 35

Stasis, page 37
Teleportation, page 39

Crafts Illusions 
GM Intrusions: 
Obviously, illusions of 
things that someone has 
never seen before are not 
likely to be believable. An 
NPC might realize that an 
illusion is false at just the 
wrong moment. 
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size and shape, for up to one hour. Once created, 
the disguise requires no concentration. For each 
additional Intellect point you spend, you can 
disguise one other creature. All disguised creatures 
must stay within sight of you or lose their disguise. 
Action to create.

 You create 
a complex scene of images within immediate 
range. The entire scene must fit within a 100-foot 
(30-meter) cube. The images can move, but they 
can’t leave the area defined by the cube. The illusion 
includes sound and smell. It lasts for ten minutes 
and changes as you direct (no concentration is 
needed). If you move beyond immediate range of the 
cube, the illusion vanishes. Action to create.

 You create 
four holographic duplicates of yourself within short 
range. The duplicates last for one minute. You 
mentally direct their actions, and the duplicates 
aren’t mirror images—each one can do different 
things. If struck violently, they either disappear 
permanently or freeze motionless (your choice). 
Action to create.

 You use 
a bit of subtle telepathy to learn which images would 
appear terrifying to creatures that you choose within 
long range. Those images appear within that area 
and menace the appropriate creatures. Make an 
Intellect attack roll against each creature you want 
to affect. Success means the creature flees in terror 
for one minute, pursued by its nightmares. Failure 
means the creature ignores the images, which do not 
hamper it in any way. Action.

You 
create a fantastically complex scene of images that 
fit within a 1-mile (1.6-km) cube that you are also 
within. You must be able to see the images when you 
create them. The images can move in the cube and 
act in accordance with your desires. They can also 
act logically (such as reacting appropriately to fire 
or attacks) when you aren’t directly observing them. 
The illusion includes sound and smell. For example, 
armies can clash in battle, with air support from 
machines or flying creatures, on and above terrain 
of your creation. The illusion lasts for one hour (or 
longer, if you concentrate on it after that time). Action.

CRAFTS UNIQUE OBJECTS
With the remains of previous civilizations all around, 
the raw materials for a crafter offer themselves to 
those who know where to look. You are a maker, a 
crafter, and a builder. You might start out working 

with wood or metal as understood by the people of 
the Ninth World, but eventually you will master even 
the mysteries of the ancients. Call it magic or call it 
technology—you know that you can master it and 
use it for your own designs.

You likely carry a wide array of tools and spare 
parts wherever you go. Your work apron is probably 
a mainstay of your wardrobe, its pockets and loops 
brimming with the instruments of your trade. Your 
calloused fingers might be stained with grease that 
will never come completely clean, but these marks 
are badges of honor among your kind.

Nanos make interesting crafters, supplementing 
their esoteries with tools and devices. A glaive 
builder likely focuses on weapons or armor. Jacks 
might be the most common crafters, making things 
that work in a variety of ways for a variety of uses.

Connection: Pick one other PC. The character 
has an extra item of regular equipment that you 
fashioned for her. (She chooses the item.)

Additional Equipment: You begin the game with 
a bag of light tools, the tools needed to make your 
first-tier crafts, and any normal item (of level 1 or 2) 
that you can make with your skills. You also have an 
additional oddity.

Any rolls you make 
regarding that artifact gain a +1 bonus for 28 hours.

 Any rolls you make 
regarding that artifact gain a +2 bonus for 28 hours.

 You are trained in the crafting of two 
kinds of items. Enabler.

You are trained in identifying the 
function of any kind of device. Enabler.

 If you spend at least one day 
tinkering with an artifact  in your possession, it 
functions at one level higher than normal. This 
applies to all artifacts in your possession, but they 
retain this bonus only for you. Enabler.

One use of any 
artifact (or one minute of its continuous function) 
is increased by one level if you use it within the next 
minute. If you spend 4 additional Intellect points, the 
use is increased by two levels if you use it within the 
next minute. Action.

 You are trained in the crafting 
of two more kinds of items, or you are specialized 
in two kinds of items that you are already trained in. 
Enabler.

 All cyphers you use function 
at one level higher than normal. If given a week 
and the right tools, chemicals, and parts, you can 
tinker with one of your cyphers, transforming it into 

Crafting, page 106

Artifact, page 298

Cypher, page 278

Crafts Unique Objects 
GM Intrusions: 

Although created devices 
can break, tinkering 

with an artifact can lead 
to catastrophic failure, 

causing explosions, 
mutation, rifts between 
dimensions, or anything 

in between. 
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another cypher of the same type (anoetic or occultic) 
that you had in the past. The GM and player should 
collaborate to ensure that the transformation is 
logical—for example, you probably can’t transform a 
pill into a helmet. Enabler.

You can modify any artifact to give 
it different or better abilities as if that artifact were 
one level lower than normal, and doing so takes half 
the normal time to modify a device. Enabler.

 You can create new artifacts in half 
the time, as if they were two levels lower, by spending 
half the normal XP. Enabler.

EMPLOYS MAGNETISM
Electromagnetism is a fundamental force in the 
universe, and it is yours to command. You are a 
master of metal.

You probably wear a lot of metal, perhaps as part 
of your clothing or armor, as part of your accessories 
(such as jewelry or piercings), embedded into your 
body surgically, or in some combination of these 
options.

No one type of character is more likely than 
any other to employ magnetism, although glaives 
who wield weapons and wear armor will find it an 
interesting complement to their powers.

Connection: Pick one other PC. Whenever you use 
your powers, the metallic items on that character’s 
body shudder, rattle, clink, and shake if he is within 
short range.

The duration of the 
effect is doubled.

 An important item on 
the target’s person is destroyed.

You can exert 
force on metal objects within short range for one 
round. Once activated, your power has an effective 
Might Pool of 10, a Might Edge of 1, and an Effort 
of 2 (approximately equal to the strength of a fit, 
capable, adult human), and you can use it to move 
metal objects, push against metal objects, and so 
on. For example, in your round, you could lift and 
pull a light metal object anywhere within range 
to yourself or move a heavy object (like a piece of 
furniture) about 10 feet (3 m). This power lacks the 
fine control to wield a weapon or move objects with 
much speed, so in most situations, it’s not a means 
of attack. You can’t use this ability on your own 
body. Action.

 By manipulating magnetism, 
you are trained in Speed defense tasks against any 
incoming attack that uses metal. Enabler.

Employs Magnetism  
GM Intrusions: 
Metal can twist and bend 
in unexpected ways. A lapse 
in concentration might 
cause something to slip or 
drop at just the wrong time.

CHARACTER FOCUS
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You 
instantly tear, rip, or burst a metal object that is 
within sight, within short range, and no bigger than 
half your size. Make an Intellect roll to destroy the 
object; the difficulty of this task is decreased by three 
steps (compared to breaking it with brute strength). 
Action.

When 
you wish it, a field of magnetism around you pulls 
incoming, ranged, metallic projectile attacks (such 
as arrows, bullets, a thrown metal knife, and so on) 
to the ground. You are immune to such attacks for 
one round. You must be aware of an attack to foil it. 
Enabler.

 You 
reshape a metallic item as you desire. The item must 
be within sight and within short range, and its mass 
can be no greater than your own. You can affect 
multiple items at once as long as their combined 
mass falls within these limits. You can fuse multiple 
items together. You can use this power to destroy a 
metal object (as the Destroy Metal ability), or you 
can craft it into another desired shape (crudely, 
unless you have the proper crafting skills). You can 
then move the new object anywhere within range. 
For example, you could take a few metal shields, fuse 
them together, and use the resulting shape to block a 
doorway. You can use this ability to make an attack—
causing a foe’s armor to constrict, rendering a metal 
item into shards that you fling across the battlefield, 
and so on—against one target within short range. 
Regardless of the form of the attack, it is an Intellect 
action that deals 7 points of damage. Action.

 You magnetize any 
nonmetallic object within short range so that it can 
be affected by your other powers. Thus, with Move 
Metal, you can move any object. With Repel Metal, 
you are trained in all Speed defense tasks, regardless 
of whether the incoming attack uses metal. And so 
on. Enabler.

ENTERTAINS
You are an entertainer: a singer, dancer, poet, 
storyteller, or something similar. You perform for the 
benefit of others. Naturally charismatic and talented, 
you have also studied to master your art. You know 
all the old poems, songs, jokes, and stories, and 
you’re skilled at creating new ones, too.

You probably wear flamboyant or at least 
fashionable clothes and use cosmetics, tattoos, or 
hair stylings for dramatic effect.

The role of the entertainer fits the jack best, but 
glaives and nanos sometimes entertain as well.

Connection: Pick one other PC. This character 
is your worst critic. Your abilities to help or inspire 
others don’t function for her.

Additional Equipment: You start with a musical 
instrument or other tools needed to perform.

You enchant the target, 
who remains enchanted as long as you focus all your 
attention on keeping her that way.

The target is forever 
favorably disposed toward you.

Through wit, charm, humor, and grace, 
you are trained in all social interactions other than 
those involving coercion or intimidation. During 
rests, you put friends and comrades at ease so much 
that they gain +1 to their recovery rolls. Enabler.

 Through stories, songs, art, 
or other forms of entertainment, you inspire your 
friends. After spending 28 hours with you, once per 
day each of your friends can decrease the difficulty 
of a task by one step. This benefit is ongoing while 
you remain in the friend’s company. It ends if you 
leave, but it resumes if you return to the friend’s 
company within 28 hours. If you leave the friend’s 
company for more than 28 hours, you must spend 
another 28 hours together to reactivate the benefit. 
Enabler.

 Your stories and songs contain 
truth. You are trained in two areas of knowledge of 
your choosing. Enabler.

 Through jokes, song, 
or other art, you prevent a living foe from attacking 
anyone or anything for one round. Action.

 When you help someone 
with a task, you always reduce the difficulty of the 
task by one step regardless of your own skill at that 
task. Enabler.

Your Inspiration ability 
works more effectively, allowing your friends to 
decrease the difficulty of a task by two steps rather 
than one step. Enabler.

EXISTS PARTIALLY OUT OF PHASE
You have the ability to change your phase state. In 
fact, you’re always slightly out of phase, giving you 
a ghostly translucence. With concentration, you can 
pass your hand through a solid object, allow a solid 
object to pass harmlessly through you, or literally 
walk through walls. However, moving in and out 
of different phase states requires extreme force of 
will and can be mentally taxing. The explanation for 

Recovery roll, page 94

Entertains 
GM Intrusions: 

Failing to entertain can 
be worse than not having 

tried, as you often end 
up annoying or offending 

your audience. Musical 
instruments break, paints 
dry in their pots, and the 
words to a poem or song, 

once forgotten, never 
return. 

Exists Partially 
Out of Phase 

GM Intrusions:  
Losing your grip on 

your phase state could 
send you into another 
dimension or even out 
of existence for a time. 

People are likely to panic 
if they see someone who 

looks ghostly.

71.58.140.236



61

your strange power lies within some aspect of the 
numenera. Perhaps the ability emerged through the 
use of (or exposure to) lingering transdimensional 
technology or as the result of an encounter with 
a creature not native to this world or dimension. 
Perhaps one of your ancestors first developed 
the power and passed it down 
through generations.

You might do whatever you 
can to play up your translucent 
appearance by wearing 
diaphanous, billowy clothing, 
or, depending on your 
personality, you might do 
just the opposite.

Jacks enjoy the infiltration 
possibilities of changing 
their phase state, and nanos 
appreciate the defensive 
capabilities. Glaives can use 
the offensive and defensive 
aspects but might find them 
a bit hindering as well.

Connection: Pick one other 
PC. You have known that 
character for a while, and he 
helped you gain control of your 
phase states.

 
While out of phase, you also 
gain +1 to all Speed defense 
tasks.

 
While out of phase, you are also 
invisible.

 You 
can slowly pass through physical barriers at a rate of 
1 inch (2.5 cm) per round (minimum of one round 
to pass through any barrier). You can’t act (other 
than moving) or perceive anything until you pass 
entirely through the barrier. You can’t pass through 
energy barriers. Action.

You can change your phase so that some attacks 
pass through you harmlessly. For the next ten 
minutes, reduce the difficulty of all your Speed 
defensive tasks by one step, but during this time 
you lose any benefit from armor you wear. Action 
to initiate.

 The attack 
you make on this turn ignores your foe’s armor. The 
ability works for whatever kind of attack you use 
(melee, ranged, energy, and so on). Enabler.

For the next ten 
minutes, you are trained in sneaking tasks. During 
this time, you can move through solid barriers (but 
not energy barriers) at a rate of 1 foot (30 cm) per 
round, and you can perceive while phased within a 
barrier or object, which allows you to peek through 

walls. Action to initiate.

You change 
your phase state for the 
next one minute so that you 
can’t affect or be affected by 
normal matter or energy. 
Only mental attacks and 
special transdimensional 

energies, devices, or abilities 
can affect you, but likewise 
you can’t attack, touch, or 
otherwise affect anything. 
Action to initiate.

Attack  This 
ability works like the third-tier 
Phased Attack ability except 
that your attack also disrupts 
the foe’s vitals, dealing an 
additional 5 points of damage. 
Enabler.

EXPLORES DARK 
PLACES

You explore the foreboding ruins and mysterious 
locales of the ancient eras, trained in such activities 
by those who have gone before you. You’re the 
archetypical treasure hunter, scavenger, and finder of 
lost things. You spend so much of your time in the 
dark that you slowly adapt to it, almost becoming 
a creature of the gloom yourself. Even in civilized 
areas, you prefer to keep to the shadows.

Most likely, you wear dark clothing to help you blend 
into the blackness. On the other hand, you might wear 
sensible garments and gear because you have serious 
and dangerous business to attend to in the dark.

Jacks in particular are suited to exploring dark 
places; those who do so are called shadowjacks. 
Glaives who follow this path are known as shadow 
warriors, and nanos are called shadowcasters.

Connection: Pick one other PC. This character 
has been your adventuring partner in previous 
expeditions, and the two of you work so well together 
that you both gain +1 to any die rolls when you 
collaborate on the same task, fight the same foe, and 
so on.

“I translated what I think 
reads as ‘biomechanical 
orbital observation 
platform’ but I’m not sure 
what that means.” 
~Sir Arthour

Explores Dark Places 
GM Intrusions: 
Sometimes items fall out of 
pockets or bags in the dark, 
never to be found again. Or 
at least, not to be found by 
the one who lost them. 

CHARACTER FOCUS
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Additional Equipment: You start with an explorer’s 
pack. If you already have one, you can instead take 
50 extra feet (15 m) of rope, rations for two more 
days, and two minor glowglobes.

Dark Esoteries: If you perform esoteries, they 
make almost no sound, and whatever visual 
displays they produce are dark and shadowy. 
These alterations change nothing other than the 
appearance of the effects. A Flash esotery is a silent 
burst of shadows, a Barrier esotery is a mass of 
shadowy wisps, and so on.

The target is also dazed 
for one round, during which time the difficulty of 
all tasks it performs is modified by one step to its 
detriment.

 The target is also 
stunned and loses its next turn.

 You are trained in searching, 
listening, climbing, balancing, and jumping tasks. 
Enabler.

You are trained in 
lockpicking and tinkering with devices. Enabler.

You can see in extremely dim light 
as though it were bright light. You can see in total 
darkness as if it were extremely dim. Enabler.

You are trained in 
escaping from bonds, fitting in tight spaces, and 
other contortionist tasks. Thanks to your experience, 
you also are trained in Speed defense tasks while 
wearing light armor or no armor. Enabler.

 In your explorations of dark places, 
you’ve been exposed to all sorts of terrible things 
and are developing a general resistance. You gain 
+1 to Armor and are trained in Might defense tasks. 
Enabler.

 You ignore penalties for any 
action (including fighting) in extremely dim light 
or in cramped spaces. Combined with your Eyes 
Adjusted ability, you can act without penalty even in 
total darkness. You are also trained in sneaking tasks 
while in dim or no light. Enabler.

If you have 
a source of light, you can use it to make a melee 
attack against a target. If successful, the attack deals 
no damage, but the target is blinded for one minute. 
Action.

FIGHTS WITH PANACHE
You know that style is at least as important as 
substance. Defeating foes is secondary to looking 

good while doing it. Some might call you a 
swashbuckler or daredevil. You leap through the air, 
make a flourish with your weapon, and attack, usually 
with a clever, biting show of wit. Your enemies hate 
you, but your allies adore you. Just watching you fight 
is entertaining.

You very likely wear no armor, instead preferring 
stylish clothing—perhaps even a hat with a feather.

Jacks and glaives make the best swashbucklers, 
and they are the most common types of character to 
fight with panache.

Connection: Pick one other PC. You’re always 
trying to impress this character with your skill, wit, 
appearance, or bravado. Perhaps she is a rival, 
perhaps you need her respect, or perhaps you’re 
romantically interested in her.

Additional Equipment: You begin with a set of 
extremely stylish clothes and a jeweled weapon.

The target is so dazzled 
by your style that it is dazed for one round, during 
which time the difficulty of all tasks it performs is 
modified by one step to its detriment.

 Make an additional 
attack with your weapon on your turn.

With your attack, you add 
stylish moves, entertaining quips, or a certain 
“something” that entertains or impresses others. 
Choose any number of creatures within short range 
who can see you; each of them gains a +1 bonus to 
its next die roll. Enabler.

If you use a light or medium 
weapon, you decrease the difficulty of your Speed 
defense actions by one step. Enabler.

You leap 
into the attack, twisting or flipping through the air. 
This motion decreases the difficulty of your attack 
by one step. If you roll a natural 17 or 18, you can 
choose to have a minor effect rather than deal extra 
damage. You can’t use this ability if your Speed is 
reduced from wearing armor. Enabler.

 As part of 
your attack, you can leap on or over obstacles, swing 
from ropes, run along narrow surfaces, or otherwise 
move around the battlefield at your normal speed 
as if such tasks were routine (difficulty 0). You can’t 
use this ability if your Speed is reduced from wearing 
armor. Enabler.

 If you use a light or medium 
weapon, you can block attacks made against an ally 
near you. Choose one creature within immediate 
range. You decrease the difficulty of that creature’s 

Explorer's pack, page 82

Glowglobe, page 82
Esoteries, page 35

Flash, page 37
Barrier, page 37

Bonus, page 17

Armor, page 92

Minor effect, page 88

Fights With Panache  
GM Intrusions: 

Looking silly, clumsy, or 
unattractive can be the 
swashbuckler’s greatest 

fear. 

71.58.140.236



63

Speed defense actions by one step. You can’t use 
Quick Block while using Block for Another. Enabler.

 When attempting a Speed task, you 
instead can roll (and spend points) as if it were an 
Intellect action. If you apply Effort to this task, you 
can spend points from your Intellect Pool instead 
of your Speed Pool (in which case you also use your 
Intellect Edge instead of your Speed Edge). Enabler.

FOCUSES MIND OVER MATTER
Telekinesis. Psychokinesis. Mind over matter. The 
power has many names, but in the end, it all boils 
down to one thing—the molecules that make up all 
matter are yours to command. You likely call yourself 
a telekinetic or just a TK.

Many telekinetics prefer to wear tight clothing 
without much accouterment so there is little another 
TK could grab hold of psychically. On the other hand, 
you have the power to create very minor telekinetic 
effects at will, so your hair might always be in 
motion, you could have a few tiny objects floating 
around you, or you might wear a long cape that’s 
always billowing.

Jacks are the most likely characters to be 
telekinetics, but glaives find that the abilities add 
to their combat prowess, and nanos, of course, 
appreciate the additional power.

Connection: Pick one other PC. This character 
can cause your telekinetic powers to act oddly. Every 
once in a while, if he stands directly next to you, your 
powers are cancelled, but at other times, they seem 
improved when used near him.

Mental Esoteries: If you perform esoteries, those 
that would normally use force or other energy instead 
use telekinetic force. For example, a Flash or an 
Onslaught force blast is a telekinetic blast from your 
mind. This alteration changes nothing except that you 
don’t need a free hand to perform esoteries. Enabler.

An object moves faster 
or more efficiently.

 You can move or affect 
twice as much as normal.

 Using your 
mind, you protect yourself from incoming attacks. 
For the next ten minutes, you are trained in Speed 
defense tasks. Action to initiate.

 You can exert 
force on objects within short range. Once activated, 
your power has an effective Might Pool of 10, a 
Might Edge of 1, and an Effort of 2 (approximately 
equal to the strength of a fit, capable, adult human), 
and you can use it to move objects, push against 
objects, and so on. For example, you could lift and 

pull a light object anywhere within range to yourself 
or move a heavy object (like a piece of furniture) 
about 10 feet (3 m). This power lacks the fine control 
to wield a weapon or move objects with much 
speed, so in most situations, it’s not a means of 
attack. You can’t use this ability on your own body. 
The power lasts for one hour or until its Might Pool 
is depleted—whichever comes first. Action.

 For the 
next ten minutes, tasks that depend on brute force—
such as moving a heavy object, smashing down a 
door, or hitting someone with a melee weapon—are 
easier for you. The difficulty of all such tasks is 
decreased by one step. Action to initiate.

 You call a 
physical object to you. You can choose any piece of 
normal equipment on the standard equipment list, 
or (no more than once per day) you can allow the 
GM to determine the object randomly. If you call a 
random object, it has a 10 percent chance of being 
a cypher or artifact, a 10 percent chance of being 
an oddity, a 40 percent chance of being a piece of 
standard equipment, and a 40 percent chance of 
being a bit of worthless junk. You can’t use this 
ability to take an item held by another creature. 
Action.

 You 
can use this attack in one of two ways. The first way 
is to pick up a heavy object and hurl it at someone 
within short range. This attack is an Intellect action, 
and if successful, it deals 6 points of damage to 
the target and to the hurled object (which could be 
another foe, although that would require two rolls—
one roll to grab the first foe and another roll to hit 
the second foe with the first). The second way is to 
unleash a shattering burst of power that works only 
against an inanimate object no larger than half your 
size. Make an Intellect roll to instantly destroy the 
object; the difficulty of this task is decreased by three 
steps (compared to breaking it with brute strength). 
Action.

Your 
mastery of telekinesis is so great that you can reshape 
objects on a molecular level. You can affect a single 
object no larger than you, and the object must be 
visible and close enough for you to touch. You can 
use this ability to damage the object (as if using 
Psychokinetic Attack, except the difficulty of the task 
is decreased by four steps instead of three), or you 
can attempt a crafting task to reshape the object 
into another form. Reshaping an object usually has a 
difficulty equal to 1 plus the level of the finished object.

Focuses Mind Over Matter 
GM Intrusions: 
One mental slip, and 
moving objects drop or 
fragile objects break. 
Sometimes the wrong item 
moves, falls, or breaks. 

Psychokinesis doesn’t 
necessarily have to 
mean “mental powers.” 
Someone using mind over 
matter might actually be 
accessing a mechanical 
or bioengineered portion 
of their brain to direct 
nanobots prevalent in the 
Ninth World environment. 
These nanites could 
be actors moving (or 
changing) the matter 
affected by the character, as 
she directs them, knowingly 
or unknowingly.
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FUSES FLESH AND STEEL
At some point in your past, some of your organic 
parts were replaced with artificial components. 
(Alternatively, you belong to a secret race 
of biomechanical hybrids.) These artificial 
components might be subdermal, or they might 
resemble more overt metal or synth plating on 
your skin. They can also take the form of threadlike 
tendrils of circuitry winding across your flesh. 
Whatever their appearance, these components give 
you special abilities. As you advance, you can add 
to, modify, or discover new functions for them. 
Unfortunately, your artificial body also has special 
requirements when it takes damage.

You probably wear a cloak with a hood or 
something similar to hide your artificial parts from 
those who would persecute you. Because your 
components are tricky to repair, as time goes on, it 
might become more difficult to conceal your true 
nature, with exposed circuitry, metal plates, and 
more in a state of partial disassembly.

Anyone—glaive, jack, or nano—might be a 
cybernetic organism.

Connection: Pick one other PC. This 
character knows your true nature, even if 

no one else does. If your components 
are not particularly hidden, she 
knows a different secret of yours, 
such as a preprogrammed word that 
will shut you down for ten minutes.

Additional Equipment: You have 
a bag of light tools and a variety 
of parts to repair yourself.

Your servos learn from your 
successful actions. You gain 
a +1 bonus to similar actions 
involving the same task (such 

as making attacks against 
the same foe or operating 
the same device).

Suggestions: You 
discharge a small pulse of 
power into your foe. Make 
an immediate attack against 

that foe (using the same stat 
as the action that caused the 
major effect). If the attack 
succeeds, it deals 4 points of 
electrical damage.

 
 You 

gain +1 to Armor, +3 to your 
Might Pool, and +3 to your 

Speed Pool. Enabler.

 Traditional healing skills, 
medicines, and techniques work only half as well 
for you. Each time you start at full health, the first 5 
points of damage you take can never be healed in 
these ways or recovered normally. Instead, you must 
use repairing skills and abilities to restore those 
points. For example, if you start with a full Might 
Pool of 10 and take 8 points of damage, you can use 
recovery rolls to restore 3 points, but the remaining 5 
points must be restored using repairing methods.

 By directly plugging into a device, 
you can identify and learn to operate it as though the 
task were one level lower. Enabler.

One light or medium melee 
weapon of your choice is built into your body, and 
you are trained in this weapon (even if you are not 
trained in other weapons of that type). The weapon is 
concealed until you wish to use it. Enabler.

You can fuse your cyphers and 
artifacts with your body. These fused devices function 
as if they were one level higher. Enabler.

 Once each day, you can 
transfer up to 5 points between your Pools in any 
combination, at a rate of 1 point per round. For 
example, you could transfer 3 points of Might to 
Speed and 2 points of Intellect to Speed, which 
would take a total of five rounds. Action.

You gain +1 to Armor and 
+5 to each of your three stat Pools. Enabler.

HOWLS AT THE MOON
Sometimes the numenera is a double-edged sword. 
You are cursed and blessed to be able to transform 
into a powerful creature, drawing additional mass 
from a transdimensional source. You and the GM 
should work out the exact nature of the creature, 
including its appearance, but it’s a wild beast of 
rage and blood—at least until you learn to control it. 
Creatures like you are often called “lycanthropes.”

Style and appearance are probably low on your list 
of concerns. Your clothes might be ragged because 
your transformation is hard on them (or they’re 
cheap because you know they’ll be destroyed the next 
time you transform). 

Anyone—glaive, jack, or nano—can be a 
lycanthrope, although a glaive likely benefits the 
most from the transformation.

Connection: Pick one other PC. That character is 
able to soothe you when you’re in beast form. You’ll 
never attack him while transformed, and if he spends 
three consecutive turns using his action to calm you 

Fuses Flesh and Steel 
GM Intrusion: 

People in most societies 
are afraid of someone 

who is revealed to have 
mechanical parts.

Cypher, page 278
Artifact, page 298

Howls at the Moon 
GM Intrusions: 

People are terrified of 
monsters, and savage 

beasts that can take the 
form of ordinary folks are 

even more frightening.
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down, you can revert to your normal form without 
having to make a roll.

Additional Equipment: You have an accurate 
chronometer artifact that always lets you know when 
the next transformation is coming.

The target is so 
intimidated by your bestial attack that it is dazed 
for one round, during which time the difficulty of 
all tasks it performs is modified by one step to its 
detriment.

 Your attack conveys a 
small bit of your lycanthropy. If your foe survives, 
one month later, he transforms into an uncontrolled 
beast. The GM decides what happens from there.

On five consecutive nights each 
month, you change into a monstrous beast for up to 
one hour each night. In this new form, you gain +8 to 
your Might Pool, +1 to your Might Edge, +2 to your 
Speed Pool, and +1 to your Speed Edge. While in beast 
form, you can’t spend Intellect points for any reason 
other than to try to change to your normal form before 
the one-hour duration is over (a difficulty 2 task). In 
addition, you attack any and every living creature within 
short range. After you revert to your normal form, you 
take a –1 penalty to all rolls for one hour. If you did not 
kill and eat at least one substantial creature while in 
beast form, the penalty increases to –2 and affects all 
your rolls for the next 28 hours. Action to change back.

 You can try to change into 
your beast form on any night you wish (a difficulty 3 
Intellect task). Any transformations you make using 
this power are in addition to the five nights per month 
that you change involuntarily. Action to change.

Your beast form gains 
the following additional bonuses: +1 to your Might 
Edge, +2 to your Speed Pool, and +1 to your Speed 
Edge. Enabler.

 You no longer 
change into your beast form unless you want to. 
Transforming into your beast form or back to your 
normal form is now a difficulty 1 Intellect task. 
Enabler.

 Your beast form gains 
the following additional bonuses: +3 to your Might 
Pool, +2 to your Speed Pool, and +2 to Armor. 
Enabler.

 You no longer need to make 
a roll to change into your beast form or your normal 
form. You can change back and forth as your action. 
When you return to your normal form, you no longer 
take a penalty to your rolls. Enabler.

HUNTS WITH GREAT SKILL
You are a tracker. Perhaps you hunt animals or 
more deadly creatures. Perhaps you go after people 
as a bounty hunter, law enforcer, or killer for hire. 
Whatever form your hunting takes, you are trained in 
stalking your quarry and bringing it down. You are a 
dangerous individual.

If you hunt animals or creatures, you might 
carry the trophies of past kills, such as teeth or 
skins. If you’re a bounty hunter, you probably wear 
whatever your quarry would find most intimidating 
so it feels as though it has no chance of getting 
away from you.

Hunts With Great Skill  
GM Intrusions: 
Even the slightest noise 
or movement can alert 
the quarry that it’s being 
hunted. 

Although the people of 
the Ninth World look 
upon a creature that 
transforms into another 
creature as mystical 
lycanthropy, it instead 
almost certainly involves 
accessing other dimensions 
of reality. A character either 
draws mass from some 
extradimensional space 
(perhaps somehow warping 
higher-dimensional mass 
into our lower dimensions) 
or the character actually 
switches places with 
a larger, more savage 
ultraterrestrial creature 
for a time. In this latter 
case, the character and 
the creature clearly have 
some bond that allows 
them to share general 
intentions. The character, 
while shunted to another 
dimension, likely remains 
in a stasis, unaware of 
anything until he returns to 
his normal world.

CHARACTER FOCUS

71.58.140.236



66

Most hunters are glaives, but jacks and nanos 
bring unique skills to the chase.

Connection: Pick one other PC. That person 
once saw you show surprising mercy toward your 
prey, and now you hope she keeps that information 
quiet—it might harm your reputation.

Additional Equipment: You wear boots that muffle 
your footsteps, giving you a +1 bonus to any roll 
made involving sneaky movement.

You can attempt an 
intimidating task to cause your foe to immediately 
surrender.

 Your foe pauses, terrified 
by your prowess, and takes no action on his turn.

You are trained in following and 
identifying tracks. Enabler.

 You are trained in all types of movement 
tasks (including climbing, swimming, jumping, and 
balancing). Enabler.

You are trained in stealth and initiative 
tasks. Enabler.

 You can run a 
short distance and make a melee attack to grab a foe 
of your size or smaller. A successful attack means you 
grab the foe and bring it to a halt if it was moving (this 
can be treated as a tackle, if appropriate). Action.

 Choose a quarry 
(a single individual creature that you can see). 
You are trained in all tasks involving following, 
understanding, interacting with, or fighting that 
creature. You can have only one quarry at a time. 
Action to initiate.

If attacking from a hidden 
vantage, with surprise, or before your opponent has 
acted, you decrease the difficulty of your attack by 
one step. On a successful hit, you inflict 2 additional 
points of damage. Enabler.

Through 
force of will, when you wish it, you grant yourself 
greater prowess in the hunt for ten minutes. During 
this time, you decrease the difficulty of all tasks 
involving your quarry, including attacks, by one step. 
Your quarry is the creature you selected with your 
third-tier ability. Enabler.

 This 
ability functions like the third-tier Quarry ability 
except that you can select up to three creatures as 
quarry. You must be able to see all three creatures 
when you initiate this ability. Your Hunter’s Drive 
ability applies to all three creatures. Action to initiate.

LEADS
Using charisma, natural leadership, and perhaps 
some training, you command the actions of others, 
who follow you willingly. You are a commander, a 
captain, a leader, or a general. Your skills allow you 
to make people do what you want, but you also have 
the wisdom to know what actions would be best for 
your followers and allies.

Since you need the respect of others, you probably 
dress and carry yourself in such a way that inspires, 
endears, or intimidates. You have a voice suited to 
barking orders that can be heard even on a noisy 
battlefield.

Glaives make excellent military leaders, but a 
jack could easily lead a group of explorers or a den 
of thieves. A nano might be the head of a group of 
“mages” or scholars, or she might have a gang of 
bodyguards as followers.

Connection: Pick one other PC. That character was 
once a follower of yours, but you have since grown to 
think of him as a peer.

Additional Equipment: You have an artifact that 
allows you to tag up to seven followers. By looking 
into the glass plate on the device, you can determine 
their distance and direction relative to you. The 
tagging process is somewhat demeaning, so it is 
likely that only your followers would ever submit to it.

The next time you 
attempt to command, captivate, or otherwise 
influence the same foe, the difficulty of the task is 
decreased by one step.

 The foe is influenced, 
captivated, or otherwise affected by your ability for 
twice as long as normal.

You are trained in all social 
interactions, whether they involve charm, learning a 
person’s secrets, or intimidating others. Enabler.

You have a clear 
mind for determining the best way to proceed. When 
you give another character a suggestion involving his 
next action, the character is trained in that action for 
one round. Action.

 You gain a level 2 NPC follower 
who is completely devoted to you. You and the GM 
must work out the details of the follower and you’ll 
probably make rolls for it in combat or when it takes 
actions. The follower acts on your turn. As a level 2 
follower, it has a target number of 6 and a health of 
6, and it inflicts 2 points of damage. If the follower 
dies, you gain a new one after at least two weeks and 
proper recruitment. Enabler.

Through 
sheer force of will and charisma, you issue a 

Leads GM Intrusions: 
Followers fail, betray, lie, 

become corrupted, get 
kidnapped, or die. 

Initiative, page 90
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simple command to a single living creature, which 
attempts to carry out your command as its next 
action. The creature must be within short range 
and be able to understand you. The command can’t 
inflict direct harm on the creature or its allies, so 
“Commit suicide” won’t work, but “Flee” might. 
In addition, the command can require the creature 
to take only one action, so “Open the door” might 
work, but “Open the door and run through it” 
won’t. Action.

Your first follower increases to 
level 3. As a level 3 follower, it has a target number 
of 9 and a health of 9, and it inflicts 3 points of 
damage. Enabler.

You 
can use this ability in one of two ways. Either your 
words keep the attention of all NPCs that hear them 
for as long as you speak, or your words inspire all 
NPCs (of your choosing) that hear them to function 
as if they were one level higher for the next hour. 
Action.

 Your first follower increases to 
level 4. As a level 4 follower, it has a target number 
of 12 and a health of 12, and it inflicts 4 points of 
damage. Enabler.

You gain six level 2 NPC 
followers who are completely devoted to you. (They 
are in addition to the follower you gained at second 

tier.) You and the GM must work out the details of 
these followers. If a follower dies, you gain a new 
one after at least two weeks and proper recruitment. 
Enabler.

 When 
you develop a plan that involves your followers, you 
can ask the GM one very general question about what 
is likely to happen if you carry out the plan, and you 
will get a simple, brief answer. Action.

 Your first follower increases to 
level 5. As a level 5 follower, it has a target number 
of 15 and a health of 15, and it inflicts 5 points of 
damage. Each of your level 2 followers increases to 
level 3. Enabler.

LIVES IN THE WILDERNESS
You dwell in the wilds. You probably have done so 
most, if not all, of your life, coming to understand 
the mysteries of nature, weather, and survival. The 
ways of flora and fauna are your ways.

Your rough, rugged clothing shows little concern 
for style. Most of the time, covering yourself in natural 
smells to keep your scent from arousing suspicion in 
the wilderness is more important than bathing to keep 
yourself presentable to other humans.

Glaives and jacks are the most likely characters 
to live in the wilderness, perhaps working as guides, 
hunters, trappers, scouts, or trackers. A nano that does 
so might be seen as a nature priest or wild wizard.

Lives in the  Wilderness  
GM Intrusions: 
People in cities and towns 
sometimes disparage those 
who look (and smell) like 
they live in the wilds, as 
if they were ignorant or 
barbaric. 
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Connection: Pick one other PC who isn’t from the 
wilderness. You can’t help but feel a little contempt 
for that character and her “civilized” ways, which 
show disdain for all things natural and (to your 
mind) true.

Additional Equipment: You have a directional 
compass.

A foe that is a natural 
creature flees rather than continue to fight you.

 A foe that is a natural 
creature becomes warily passive.

 You are trained in climbing 
and swimming tasks. Enabler.

 You are trained in wilderness 
navigation and in identifying plants and creatures. 
Enabler.

 Given an hour or so, you 
can always find edible food and potable water in the 
wilderness. You can even find enough for a small 
group of people, if need be. Further, since you’re 
so hardy and have gained resistance over time, the 
difficulty of resisting the effects of natural poisons 
(such as those from plants or living creatures) 
is decreased by one step. You’re also immune to 
natural diseases. Enabler.

You are 
trained in listening and spotting things. In addition, 
most of the time, the GM should alert you if you’re 
about to walk into an ambush or a trap that is lower 
than level 3. Enabler.

While taking any action 
(including fighting) in the wild, you ignore any 

penalties due to natural causes such as tall grass, 
thick brush, rugged terrain, weather, and so on. 
Enabler.

Your connection to the natural world extends to a 
degree that some would call supernatural. While in 
the wilderness, you can extend your senses up to a 
mile in any direction and ask the GM a very simple, 
general question about that area, such as “Where 
is the margr camp?” or “Is my friend Deithan still 
alive?” If the answer you seek is not in the area, you 
receive no information. Action.

While you’re in the wilderness, foes within short 
range are tripped by rocks, tangled in vines, bitten by 
insects, and distracted or confused by small animals. 
The difficulty of any tasks performed by those foes 
is increased by one step. This effect lasts for ten 
minutes. Action to initiate.

 For the 
next ten minutes, natural animals and plants within 
long range will not knowingly harm you or those you 
designate. Action.

 While you’re in the wilderness, 
your Might Edge, Speed Edge, and Intellect Edge 
increase by 1. When you make a recovery roll in 
the wilderness, you recover twice as many points. 
Enabler.

MASTERS DEFENSE
Protecting yourself is obviously important in 
dangerous situations, and you are particularly 

Margr, page 244

Masters Defense 
GM Intrusions: 

Shields break when hit, 
as do weapons used 

to parry. Armor straps 
break.
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good at it. Cautious 
and prudent, you learn 
techniques to defend 
against all kinds of 
attacks, both physical 
and mental. The winner 
is often the last person 
standing, and you’ve 
done all you can to 
ensure that person will 
be you.

You carry a shield and 
probably wear the best 
armor you can find.

Glaives make excellent 
defensive masters, but jacks and nanos also find at 
least some of these skills of great value.

Connection: Pick one other PC. This character 
protected you from harm recently, and you feel 
indebted to him for saving your life.

Additional Equipment: You have a shield.
You gain a +1 bonus to 

Speed defense rolls for one round.
 You gain a +2 bonus to 

Speed defense rolls for one round.

When you use a shield, in 
addition to the asset it gives you (lowering the difficulty 
of Speed defense tasks by one step), you can act as if 
you are trained in Speed defense tasks. However, in 
any round in which you use this benefit, the difficulty of 
your attacks increases by one step. Enabler.

You are trained in Might defense 
tasks. Enabler.

 When you wear any armor, you 
reduce the armor’s penalties (Might cost per hour 
and Speed reduction) by 1. Enabler.

You can 
reroll any of your Might, Speed, or Intellect defensive 
rolls and take the better of the two results. Enabler.

 You are trained in Intellect 
defense tasks. Enabler.

 When you wear any armor, you 
reduce the armor’s penalties (Might cost per hour 
and Speed reduction) to 0. Enabler.

If you do nothing on 
your turn other than defend, you are specialized in 
all defensive tasks for that one round. Action.

Every time you succeed at 
a Speed defense task, you can make an immediate 
attack against your foe. Your attack must be the 

same type (melee weapon, ranged weapon, or 
unarmed) as the attack you defend against. If you 
don’t have an appropriate type of weapon ready, you 
can’t use this ability. Enabler.

MASTERS WEAPONRY
You have worked long and hard with one particular 
type of weapon: swords, axes, daggers, whips, or 
whatever you choose. Thus, you are a swordsman, 
an axemaster, a mistress of knives, or whatever is 
appropriate to your chosen weapon. A master of the 
rapier is different from a master of the warhammer.

You might wear a symbol—a badge, a pin, a 
tattoo, an amulet, certain colors, and so on—that 
indicates the school in which you trained, the style 
of fighting you have mastered, or the name of your 
mentor. Your weapon is almost certainly your finest 
possession. Not only is it well cared for and of 
high quality, but you probably keep it in a beautiful 
scabbard, harness, belt, case, or something similar.

Many glaives are weapon masters, but sometimes 
a jack might choose this path, particularly with 
lighter weapons.

Connection: Pick one other PC. That character 
shows potential in the use of your weapon. You 
would like to train her, but you’re not necessarily 
qualified to teach (that’s up to you), and she might 
not be interested (that’s up to her).

Additional Equipment: You have a high-quality 
weapon of your choosing.

Weaponry Esoteries: If you perform esoteries, your 
attacks always look like your chosen weapon. So the 
force blast of the Onslaught esotery appears to be a 
large weapon made of force, and the Flash esotery 
produces a flurry of weaponry. These alterations change 
nothing other than the appearance of the effects. As 
another example, Barrier becomes a wall of swirling 
blades of energy. This alteration changes the esotery 
such that it is not a solid barrier but rather inflicts 1 
point of damage to anyone who touches it and 4 points 
of damage to anyone who passes through it.

Masters Weaponry 
GM Intrusions: 
Weapons break. Weapons 
can be stolen. Weapons can 
be dropped or forced out of 
your hand. 

Armor penalties, page 79

Esoteries, page 35

Onslaught, page 35

Flash, page 37

Barrier, page 37
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The target is so 
dazzled by your expertise that it is dazed for one 
round, during which time the difficulty of all tasks it 
performs is modified by one step to its detriment.

 Make an immediate 
additional attack with the weapon as part of your 
turn.

 You gain a +1 bonus to 
damage with your chosen weapon. Enabler.

 While your chosen weapon 
is in your hand or hands, you are trained in Speed 
defense rolls. Enabler.

Once per 
round, you can make an additional attack with your 
chosen weapon. Enabler.

 If you roll a natural 1 when 
attacking with your chosen weapon, you can ignore 
or countermand the GM’s intrusion for that roll. You 
can never be disarmed of your chosen weapon, nor 
will you ever drop it accidentally. Enabler.

When 
using your chosen weapon, you can reroll any attack 
roll you wish and take the better of the two results. 
Enabler.

 You gain a +2 bonus to 
damage with your chosen weapon. This bonus adds 
to the one from the Weapon Master ability, giving 
you a total bonus of +3. Enabler.

If you strike a foe 
of level 3 or less with your chosen weapon, you kill 
the target instantly. Action.

MURDERS
The murderous assassin is a master of dealing 
death. No one is better at sneaking into a location, 
eliminating a target, and slipping out again. Obviously, 
a professional killer is not likely to have a lot of friends.

You probably wear dark colors—black, charcoal 
grey, or midnight blue—to help blend into the 
shadows. But since you’re also a master of disguise, 
in truth you could look like anyone.

Any character could be an assassin. Jacks are the 
most likely choice, but nanos with their esoteries 
or glaives with their combat abilities would make 
efficient killers as well.

Connection: Pick one other PC. That character 
knows your real identity, profession, and 
background. To all others, the truth about you is a 
closely guarded secret.

Additional Equipment: You start with a disguise kit 

and three doses of a level 2 blade poison that inflicts 
5 points of damage.

No one but the foe 
notices that you make the attack.

 If you have poison amid 
your belongings, you were able to apply it just before 
the strike, adding the poison’s effects to the normal 
attack damage.

 If attacking from a hidden 
vantage, with surprise, or before an opponent has 
acted, you reduce the difficulty of your attack by one 
step. On a successful hit with this surprise attack, 
you inflict 2 additional points of damage. Enabler.

 You are trained in stealth and 
disguise tasks. Enabler.

You know how 
to kill quickly. When you hit with a melee or ranged 
attack, you deal 4 additional points of damage. You 
can’t make this attack in two consecutive rounds. 
Action.

 You are trained in crafting, 
sensing, identifying, and resisting poisons. Enabler.

You are trained in all 
interactions involving lies or trickery. Enabler.

 If attacking from a 
hidden vantage, with surprise, or before an opponent 
has acted, you reduce the difficulty of your attack 
by one step. On a successful hit with this surprise 
attack, you inflict 2 additional points of damage. 
These effects add to those from Surprise Attack, 
giving you a total decrease of two steps and a total of 
4 additional points of damage. Enabler.

Poison, page 95

GM intrusion, page 88

Murders GM Intrusions: 
Most people do not react 

well to a professional 
killer.

Disguise kit, page 82
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Rages GM Intrusions: 
It’s easy for a berserker to 
lose control and attack friend 
as well as foe. 

Minor and major effects, 
page 88

Rides the Lightning 
GM Intrusions: 
Overcharged batteries 
explode. 

Depletion, page 298
Esoteries, page 35

Flash, page 37
Onslaught, page 35

With a swift and 
sudden attack, you strike a foe in a vital spot. If the 
target is level 3 or less, it is slain outright. Action.

 When you kill a foe, you can 
attempt a sneaking action to immediately hide from 
anyone around, assuming that a suitable hiding 
place is nearby. Enabler.

RAGES
The berserker is a feared fighter who cannot be 
stopped. You put yourself into a howling battle frenzy 
that can make you a terror on the battlefield. You 
might hail from a less civilized society, perhaps even 
a tribal one.

You likely wear little or no armor so as not to 
restrict your speed or maneuverability. Your clothing 
is probably simple and utilitarian.

Glaives make the best berserkers.
Connection: Choose one other PC. You feel 

strangely protective toward that character and don’t 
want to see her come to harm.

When fighting multiple 
foes, you knock one into another, putting both off 
balance. As a result, treat both foes as one level 
lower for one round.

 Your foe is terrified of 
your rage and uses his next two actions to flee.

When you wish, 
while in combat, you can enter a state of frenzy. 
While in this state, you can’t use Intellect points, 
but you gain +1 to your Might Edge and your Speed 
Edge. This effect lasts for as long as you wish, but 
it ends if no combat is taking place within range of 
your senses. Enabler.

 You gain +5 to your Might Pool. 
These additional points can be used only to absorb 
damage. You can’t spend them to apply Effort to 
rolls. Enabler.

 You are trained in climbing and 
jumping tasks. Enabler.

If you 
successfully attack a target, you knock it prone in 
addition to inflicting damage. The target must be 
your size or smaller. You can knock down a target 
larger than you if you apply a level of Effort to do so 
(rather than to decrease the difficulty of the attack). 
Enabler.

 While unarmored, you are 
trained in Speed defense tasks. Enabler.

When you 
wish, while in combat, you can enter a state of frenzy. 

While in this state, you can’t use Intellect points, 
but you gain +2 to your Might Edge and your Speed 
Edge. This effect lasts for as long as you wish, but 
it ends if no combat is taking place within range of 
your senses. You can use this ability or your first-tier 
Frenzy ability, but you can’t use both at the same 
time. Enabler.

 Rather than granting 
additional damage or a minor or major effect, a 
natural 17 or higher on your attack roll allows you 
the option of immediately making another attack. 
Enabler.

 You gain +6 to your Might 
Pool and your Speed Pool. Enabler.

RIDES THE LIGHTNING
The ancients harnessed electricity in strange and 
wonderful ways. Through practice and inherent 
ability (or the subtle use of hidden or implanted 
devices), you control the same energy. Not only can 
you create and discharge electrical power, but you 
can eventually learn to use it to transport yourself.

You probably wear tight-fitting clothing that allows 
you to move quickly. Your garments might be blue 
and black, perhaps with a lightning-bolt motif.

Although nanos seem most suited to wielding 
lightning, jacks can make good use of the varied 
lightning abilities.

Connection: Pick one other PC. This character 
has been your friend for a long time, and you 
have learned to bring her along when you ride the 
lightning. If the character is standing right next to 
you, you can take her with you when you use the Bolt 
Rider or Electrical Flight powers. (Normally, neither 
ability allows you to transport other creatures.)

Additional Equipment: You have a bag of 
miscellaneous batteries and power cells. Whenever you 
find a new device that operates on batteries or cells 
(GM discretion), there is a 75 percent chance that the 
bag contains one that will power it if it depletes.

Electrical Esoteries: If you perform esoteries, 
those that would normally use force or other energy 
instead use electricity. For example, a Flash or an 
Onslaught force blast is a blast of lightning. This 
alteration changes nothing other than the type of 
damage and the fact that it might start fires.

The target is dazed 
by electricity for one round, during which time the 
difficulty of all tasks it performs is modified by one 
step to its detriment. Electricity can also shut down an 
android, robot, or other automaton for one round.

 Devices filled with 
electrical power explode. You can target and destroy 
an artifact that a foe is holding or wearing.

CHARACTER FOCUS
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 Your hands crackle 
with electricity, and the next time you touch a 
creature, you inflict 3 points of damage. Alternatively, 
if you wield a weapon, for ten minutes it crackles 
with electricity and inflicts 1 additional point of 
damage per attack. Action for touch; enabler for 
weapon.

 You can charge an 
artifact or other device (except a cypher) so that it 
can be used once. The cost is 1 Intellect point plus 1 
point per level of the device. Action.

 You can move 
a long distance from one location to another almost 
instantaneously, carried by a bolt of lightning. You 
must be able to see the new location, and there must 
be no intervening barriers. Action.

 You gain +3 to your Speed 
Pool and +1 to your Speed Edge. Enabler.

 You can drain the power from an 
artifact or device, allowing you to regain 1 Intellect 

point per level of the device. You regain points at 
the rate of 1 point per round and must give your 
full concentration to the process each round. The 
GM determines whether the device is fully drained 
(likely true of most handheld or smaller devices) or 
retains some power (likely true of large machines). 
Action to initiate; action each round to drain.

 You blast 
a fan of lightning out to short range in an arc that is 
approximately 50 feet (15 m) wide at the end. This 
discharge inflicts 4 points of damage. If you apply 
Effort to increase the damage rather than to decrease 
the difficulty, you deal 2 additional points of damage 
per level of Effort (instead of 3 points); however, 
targets in the area take 1 point of damage even if you 
fail the attack roll. Action.

 You exude 
an aura of crackling electricity that lets you fly for ten 
minutes. You can’t carry other creatures with you. 
Action to activate.

You 
create a barrier of crackling electricity up to 2,500 
square feet (230 sq. m) in size, shaped as you wish. 
The wall is a level 7 barrier. Anyone within immediate 
distance of the wall automatically takes 10 points of 
damage. The wall lasts for one hour. Action to create.

TALKS TO MACHINES
Since you were young, you had an affinity for 
machines. It seemed almost like you were speaking 
to them.

You were. You have the ability to use your organic 
brain like a computer, interfacing “wirelessly” with 
any electronic device. You can control and influence 
them in ways that others can’t. Computers are your 
friends and companions. You have also learned to 
repair machines of all kinds because the better they 
work, the better off you are as well.

You likely wear a tool belt full of various implements, 
and machine oils stain your clothes and fingertips.

All types of characters can spend their time talking to 
machines, although this practice fits the nano best of all.

Connection: Pick one other PC. That character 
seems to have a terrible relationship with 
machines—or at least the machines that you 
communicate with. If she is next to a machine that 
you interact with in a friendly manner, that machine 
is treated in all ways as being one level lower than 
normal (unless doing so benefits you or her, in 
which case the level does not change).

Additional Equipment: A bag of small tools.
The duration of 

influence or control is doubled.

Artifact, page 298
Cypher, page 278

Talks to Machines 
GM Intrusions:

Sometimes machines 
malfunction or act 

unpredictably. In 
addition, many people 

look upon someone who 
interfaces so well with 

machines as a witch—or 
at least as a dangerous 

individual.
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 The duration of 
influence or control becomes 28 hours.

You are trained in all tasks 
involving electrical machines. Enabler.

 You can 
activate or deactivate any machine you can see 
within short range, even if normally you would have 
to touch or manually operate the device. To use 
this ability, you must understand the function of 
the machine, it must be your size or smaller, and 
it can’t be connected to another intelligence (or be 
intelligent itself). Action.

 You 
boost the power or function of a machine so that 
it operates at one level higher than normal for one 
hour. Action to initiate.

 You convince 
an unintelligent machine to “like” you. A machine 
that likes you is 50 percent less likely to function if 
said function would cause you harm. Thus, if a foe 
attempts to detonate a bomb near you controlled 
by a detonator that likes you, there is a 50 percent 
chance that it won’t explode. Action to initiate.

 You can 
speak telepathically with any intelligent machine within 
long range. Further, you are trained in all interactions 
with intelligent machines. Such machines and 
automatons that normally would never communicate 
with a human might talk to you. Enabler.

You create a level 3 
animate, intelligent machine that accompanies 
you and acts as you direct. As a level 3 machine 
companion, it has a target number of 9 and a health of 
9, and it inflicts 3 points of damage. If it’s destroyed, it 
takes you one month to create a new one. Enabler. 

 When fighting an automaton or 
intelligent machine, you are trained in attacks and 
defense. Enabler.

You 
speak telepathically with any or all machines within 1 
mile (1.6 km). You can ask one basic question about 
themselves or anything happening near them and 
receive a simple answer. For example, while in an area 
with many machines, you could ask “Where is the ravage 
bear?” and if the creature is within a mile of you, one or 
more machines will probably provide the answer. Action.

 You can 
control the functions of any machine, intelligent or 
otherwise, within short range. This effect lasts ten 
minutes. Action.

WEARS A SHEEN OF ICE
Through your studies, you have learned to focus your 
natural talents to command the powers of ice and cold. 
People might refer to you as an ice mage. Sometimes 
ice mages are thought to come into conflict with those 
known as fire mages, but this is a fallacy believed by 
ordinary folks more than anything based in truth.

You likely wear white or blue garments that are 
heavier than they need to be—unless you live in 
a cold region or wintry clime, in which case you 
probably wear less clothing than other people do 
because the cold doesn’t bother you.

Most ice mages are nanos, but a glaive armored 
in ice, perhaps wielding an ice sword, would be quite 
impressive.

Connection: Pick one other PC. Due to a quirk of 
the numenera, if that character is standing next to 
you when you use your Ice Armor ability, he is also 
protected by a sheen of ice. (He does not get the 
added protection of your Resilient Ice Armor ability.)

Additional Equipment: You have a bladed weapon 
made of stronglass that looks like ice.

Ice Esoteries: If you perform esoteries, those that would 
normally use force or other energy instead use cold and ice. 
For example, an Onslaught force blast is a ray of frost, and 
Flash produces a blast of cold and ice shards. This alteration 
changes nothing other than the type of damage. As another 
example, Barrier creates a wall of ice. This alteration 
changes nothing except the wall’s appearance and the fact 
that it takes 2 additional points of damage from fire.

The surface around the 
target becomes slick and difficult to stand on.

 The target is covered in 
ice that hinders its movement for one minute, during 
which time the difficulty of all tasks it performs is 
modified by one step to its detriment.

When you wish 
it, your body is covered in a sheen of ice for ten 
minutes that gives you +1 to Armor. While the sheen 
is active, you feel no discomfort from normal cold 
temperatures and have an additional +2 to Armor 
versus cold damage specifically. Enabler.

Your hands 
become so cold that the next time you touch a 
creature, you inflict 3 points of damage. Alternatively, 
you can use this ability on a weapon, and for ten 
minutes, it inflicts 1 additional point of damage from 
the cold. Action for touch; enabler for weapon.

Your hands 
become so cold that, in addition to inflicting damage 
as described under Frost Touch, your touch freezes 
solid a living target of your size or smaller, rendering 
it immobile for one round. Action.

Wears a Sheen of Ice 
GM Intrusions: 
Ice makes surfaces slippery. 
Extreme cold causes objects 
to crack and break. 

Stronglass, page 77

Esoteries, page 35

Onslaught, page 35

Flash, page 37

Barrier, page 37

Armor, page 92

CHARACTER FOCUS
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The sheen of ice you 
generate using your Ice Armor ability gives you an 
additional +1 to Armor. Enabler. 

You emit a 
blast of cold in all directions, up to short range. All 
within the burst take 5 points of damage. If you apply 
Effort to increase the damage rather than to decrease 
the difficulty, you deal 2 additional points of damage 
per level of Effort (instead of 3 points); however, 
targets in the area take 1 point of damage even if you 
fail the attack roll. Action.

 You create 
a solid object of ice that is your size or smaller. 
The object is crude and can have no moving 
parts, so you can make a sword, a shield, a short 
ladder, and so on. Your ice objects are as strong 
as iron, but if you’re not in constant contact 
with them, they function for only 1d6 + 6 rounds 
before breaking or melting. For example, you can 
make and wield an ice sword, but if you give it to 
another PC, the sword won’t last as long for that 
character. Action.

WIELDS POWER WITH PRECISION
Not only are you blessed with a great command 
of the numenera, but you are also trained to 
exploit esoteries in ways that elevate you above 
other nanos and jacks. Some people believe that 
those who perform esoteries are born with the 
ability, but you know that skill and intelligence 
play important roles. The ancients created the 
numenera through knowledge, discovery, and 
intellect, and to use it properly, you must follow 
the same path.

You probably wear spectacles and dapper 
outfits, carrying extra books, notebooks, and pens 
so you can continually focus on your studies and 
experiments.

Nanos usually receive this instruction and focus, 
but some jacks do as well. Glaives never do.

Connection: Pick one other PC. You’ve placed an 
immutable, one-time ward that renders her immune 
to the esoteries you perform unless she wants to be 
affected.

Additional Equipment: You have an additional 
book on the subject of the numenera.

The esotery overwhelms 
and dazzles the target for one round, during which 
time the difficulty of all tasks it performs is modified 
by one step to its detriment.

 The esotery terrifies the 
target, who uses its next two turns to flee.

Your Intellect Pool increases by 5 
points. Enabler.

 You are trained in all 
esoteries. As a result, you reduce the difficulty of any 
task involved in the use of an esotery by one step. 
Enabler.

Your esoteries that have 
durations last twice as long. Your esoteries that 
have short ranges reach to long range instead. Your 
esoteries that inflict damage deal 1 additional point 
of damage. Enabler.

Wields Power 
With Precision 
GM Intrusions: 

Even if one tries to 
remain humble, skill and 

power might betray an 
arrogance that others find 

annoying or insulting. 
Creatures from beyond 

time and space take 
special notice of people 

who command the 
mysterious and strange.
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You can learn one 
additional esotery of fourth tier or lower. Enabler.

 You are specialized in all 
esoteries. As a result, you reduce the difficulty of any 
task involved in the use of an esotery by two steps. 
Enabler.

 Your Intellect Pool increases by 
5, and your Intellect Edge increases by 1. Enabler.

WIELDS TWO WEAPONS AT ONCE
You bear steel with both hands, ready to take on any 
foe. You fight with two weapons in melee, sometimes 
called dual wielding. A fearsome warrior, quick and 
strong, you believe that the best defense is a strong 
offense.

You probably sheathe one weapon on each side or 
both crossed behind your back. They are likely your 
most prized possessions, and you might have names 
for them.

Many glaives and jacks train to fight with two 
weapons at once. Very rarely would a nano spend the 
time required to learn such a purely physical art, but 
it’s possible.

Connection: Pick one other PC. You have trained 
with this character so much that if the two of you 
stand back to back in a fight, you both gain a +1 
bonus to Speed defense tasks. 

Additional Equipment: You start with an additional 
light melee weapon.

The target is intimidated 
and flees as its next action.

 You can make an 
immediate additional attack with one of your 
weapons.

 You can use two light 
weapons at the same time, making two separate 
attacks on your turn as a single action. You remain 
limited by the amount of Effort you can apply on 
one action, but because you make separate attacks, 
your opponent’s Armor applies to both. Anything 
that modifies your attack or damage applies to both 
attacks, unless it’s specifically tied to one of the 
weapons. Enabler.

When you 
wield two weapons, you can choose to make one 
attack roll against a foe. If you hit, you inflict damage 
with both weapons plus 2 additional points of 
damage, and because you made a single attack, the 
target’s Armor is subtracted only once. Action.

 You can use two light 
weapons or medium weapons at the same time (or 

one light weapon and one medium weapon), making 
two separate attacks on your turn as a single action. 
This ability otherwise works like the Dual Light Wield 
ability. Enabler.

When you wield two weapons, 
you are trained in Speed defense tasks. Enabler.

 When you 
wield two weapons, your opponent’s next attack is 
hindered. As a result, the difficulty of your defense 
roll against that attack is reduced by one step, and 
the difficulty of your next attack is reduced by one 
step. Enabler.

 When you wield two 
weapons, you can attack up to six times in one round 
as a single action, but you must make each attack 
against a different foe. Make a separate attack roll 
for each attack. You remain limited by the amount 
of Effort you can apply on one action, but because 
you make separate attacks, Armor applies to each of 
them. Anything that modifies your attack or damage 
applies to all attacks (positively or negatively), unless 
it’s specifically tied to one of the weapons, in which 
case it applies to only half of the attacks. Enabler.

WORKS MIRACLES
You manipulate matter and time to help others 
and are beloved by everyone you encounter. Some 
people consider you a representative of the gods 
or a power from beyond this world. Perhaps they’re 
right—transdimensional experiments in the prior 
worlds might be what created the energies that you 
now wield.

You probably wear simple clothes—nothing too flashy or 
stylish. There’s no need to call more attention to yourself.

Nanos are the likeliest miracle workers, using their 
mental fortitude to focus the power of healing. A 
glaive who can heal himself, though, is an interesting 
and dangerous proposition.

Connection: Pick one other PC. This character 
quietly suspects that you’re a messiah or 
supernatural being. You can choose whether or not 
you’re aware of his suspicion.

The target is healed for 
1 additional point.

 The target is healed for 
2 additional points.

 With a 
touch, you restore 1d6 points to one stat Pool of any 
creature. This ability is a difficulty 2 Intellect task. Each 
time you attempt to heal the same creature, the task 
difficulty increases by one step. The difficulty returns 
to 2 after that creature rests for ten hours. Action.

Wields Two Weapons at 
Once GM Intrusions:
With so many strikes and 
slices, it’s easy to imagine a 
blade snapping in two or a 
weapon flying loose from its 
bearer’s grip.

Bonus, page 17

Works Miracles GM 
Intrusions: Attempts to 
heal might cause harm 
instead. Sometimes, a 
community or individual 
needs a healer so 
desperately that they hold 
one against his will.

Effort, page 21

Armor, page 92

CHARACTER FOCUS
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WORKS THE BACK ALLEYS
The thief, the burglar, the pickpocket: these are the 
dangerous individuals who haunt the back alleys of 
every community. You are a thief in a city or town, 
making your livelihood at the expense of the wealthy. 
Your talents, however, prepare you for all kinds of 
pursuits, even when you’re not crouching in an alley 
or climbing into a window.

Usually, you dress to blend in with the crowd. 
When you’re on a mission, black, form-fitting 
clothing allows you to swim in the shadows.

Most thieves are jacks, but nanos make interesting 
burglars as well. A glaive thief likely adds a little more 
physicality to his crimes.

Connection: Pick one other PC. The character knew 
you beforehand and convinced you to leave your life 
of crime for other pursuits—at least temporarily.

Additional Equipment: You start with a bag of light 
tools.

You can immediately 
attempt to hide after this action.

 You can immediately 
take a second action during this turn.

You are trained in sneaking, 
pickpocketing, and lockpicking tasks. Enabler.

 You know many 
people in a variety of communities who engage in 
illegal activities. These people are not necessarily 
your friends and might not be trustworthy, but they 
recognize you as a peer. You and the GM should 
work out the details of your underworld contacts. 
Enabler.

 When you’re 
running a con, picking a pocket, fooling or tricking a 
dupe, sneaking something by a guard, and so on, you 
treat the task as if it were one level lower. Enabler.

You are trained in climbing, 
escaping from bonds, slipping through narrow 
places, and other contortionist moves. Enabler.

You distract, 
blind, annoy, hamper, or otherwise interfere with a foe, 
hindering his attack and defense rolls for one minute. 
As a result, the difficulty of your defense rolls and attack 
rolls against the foe is reduced by one step. Action.

While in a city, 
you find or create a significant shortcut, secret 
entrance, or emergency escape route where it looked 
like none existed. You and the GM should work out 
the details. Action.

 You attempt 
to cancel or cure one malady (such as disease or 
poison) in one creature. Action.

With your approval, other 
creatures can touch you and regain 1d6 points to either 
their Might Pool or their Speed Pool. This healing costs 
them 2 Intellect points. A single creature can benefit 
from this ability only once each day. Enabler.

 Through mental 
inspiration and the manipulation of time, one creature 
you choose within short range is granted an additional, 
immediate action, which it can take out of turn. Action.

  You turn back 
time a few seconds, effectively undoing a single 
creature’s most recent action. That creature can then 
immediately repeat the same action or try something 
different. Action.

You touch a creature and restore its Might Pool, 
Speed Pool, and Intellect Pool to their maximum 
values, as if it were fully rested. A single creature can 
benefit from this ability only once each day. Action.

Works the Back Alleys 
GM Intrusions:

When things go wrong 
for thieves, they end up 

in jail. Even when things 
go right, thieves can earn 

the enmity of powerful 
people, including 

criminals.

Bag of light tools,  
page 82

A character who works 
miracles might be 

using—knowingly or 
unknowingly—nanites 

to help repair wounds or 
improve the physiology 

of themselves or another 
creature. Alternatively, 
it might be that a part 
of the character’s brain 
can speak to individual 

cells in a creature’s body, 
directing and speeding up 

the cells’ mitotic phase 
or even the migration 
of cells in the system, 

reorganizing entire 
biological structures.
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EQUIPMENT

CHAPTER 7

The Ninth World is a dichotomy of past and 
future, of the primitive and the extremely 
advanced, of limitations and limitlessness. 

Nowhere does this dichotomy become more evident 
than in the tools the inhabitants use, the clothing 
they wear, the weapons they wield, and the gear they 
carry. This section looks at currency, materials, and 
gear in the Ninth World.

Although some of the equipment and materials 
described in this section are products of the distant 
past, actual cyphers, artifacts, and oddities are not 
listed here; they’re covered in Part 6: The Numenera 
(page 275).

CURRENCY
Thanks to the mining and metallurgy of the prior 
worlds, and their ability to create anything they 
wished (or so it seems, anyway), no metal is rarer 
than any other. People in the Ninth World have no 
concept of gold, silver, gemstones, or even diamonds 
as being valuable due to their scarcity. Such materials 
are valuable based on their beauty or usefulness 
alone. Most civilized societies use generic coins 
commonly referred to as shins. 

Shins are usually metal but can be made of glass, 
plastic, or substances that have no name. Some are 
jagged bits of interesting material or small, coinlike 
objects (such as highly decorative buttons from 
a machine), and others are properly minted and 
stamped, with writing and images. No minted coin 
in existence today comes from a prior world—no 
coins survive from the ancient races, if indeed they 
used such currency at all.

Some regions of the Ninth World accept only coins 
that were minted in that realm; others accept all 
coins, regardless of origin. This custom varies from 
place to place and society to society.

Because shins are from the Ninth World, they 
rarely turn up in old locations. Occasionally, 
explorers of ancient or forgotten sites find a 
smattering of items—buttons or doodads—that can 
be salvaged as shins.

MATERIALS
Most objects built in the Ninth World are made 
of wood, leather, cloth, stone, glass, or metal. 
Smithies and forges can produce high-quality steel 
objects, but they generally work in iron or bronze. 
However, plastic (called “synth”), organic stone or 
steel, exotic crystal, and even stranger materials 
are not unknown. Items made of those substances 
are left over from the prior worlds, so many people 
are familiar with them, although very few know 
how to produce more. Unlike gold or gemstones, 
some of these materials are indeed recognized as 
being rare, but none are valuable for their rarity 
alone. Ninth Worlders are too practical for that. 
Such materials include (but are not limited to): 

Adamant silk: This fabric is five times as strong 
as regular silk and extremely resistant to stains 
and dirt.

This bluish metal is not steel and 
may not be from Earth at all. While somewhat 
lighter than steel, it is at least 10 times harder and 
tougher.

 This substance has the mass of 
soap foam but has been molded firmly into other 
shapes, such as dishes, boxes, or other common 
objects. Most kinds of molded foam are brittle, but 
some types are more durable.

Organic stone: Although it has the appearance 
and strength of granite (or sometimes other 
minerals, such as marble or quartz), this material 
is grown rather than quarried. Some varieties of 
organic stone are half as light as normal stone, but 
other types are just as heavy—if not heavier.

 This material retains the strength and 
durability of steel but is pliable enough to make bags, 
boots, or similar objects. Sometimes pliable metal 
temporarily molds to the shape of whatever is pressed 
against it, similar to 21st-century memory foam.

Shapestone: Like stone out of precise molds, 
shapestone has the durability of granite but is 
actually ceramic.

Stronglass: Although this material looks, feels, and 
is worked like glass, it has the strength of steel.

Mineral rarity is not an 
issue in the Ninth World, 
so gems and jewels are 
not intrinsically valuable. 
People still prize well-made 
jewelry and art objects, but 
real “treasure” comes in the 
form of oddities or artifacts 
of the prior worlds.

While some materials can 
readily be found in various 
parts of the Ninth World, 
others are more unique to a 
particular area: 

Culat is a particularly hard 
wood that is favored by the 
Horges of Castle Sarrat 
(page 150). 

Goldgleam and silster 
are decorative elements 
harvested from insects in 
the Slant Milieu (page 
179). 

Redstone is a brick-colored 
stone quarried only in the 
village of Redstone (page 
208).

EQUIPMENT
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Synth: This is a Ninth World name for any of 
a number of materials similar to various plastics 
common in 21st-century Earth. They are durable but 
not particularly strong.

Synthsteel: Similar in appearance to normal synth, 
this somewhat misnamed substance is harder and 
tougher than synth, making it stronger but far lighter 
than steel. 

Most common Ninth World items are made of 
conventional materials, but it’s not strange to find a 
few objects made of these more exotic substances. 
For instance, amid a rack of steel and iron axes, 
a character might find one with a synthsteel head 
(likely a piece of synthsteel originally designed for 
another purpose and adapted for use as an axe 
head). Usually, the cost of an item made of exotic 
materials is the same as that of a normal item, but if 
the material makes a big difference—such as in the 
case of a shield made of stronglass so you can hold 
it in front of you and still see through it—the seller 
might charge up to twice the normal price.

ENCUMBRANCE
Weights of objects are not listed. In fact, it would 
be futile to do so because the weight of an object 
depends on what materials were used to make 
it. An iron axe and a ceramic axe weigh different 
amounts.

There’s no need to keep track of how much 
a character carries. If the GM determines that 
a character is carrying too much equipment, he 
should either (1) assign a difficulty and ask for a 

Might action, or (2) assign the weight a Speed and 
Might cost to be deducted from the appropriate 
Pool. Method 1 is useful when a character wants 
to carry a single heavy object for a limited time—
for example, moving a hefty iron box out of a ruin 
and loading it onto a cart for transport back to 
civilization. Method 2 works well for long-term 
encumbrance, such as when a character dons 
a second backpack full of machine parts and 
continues exploring.

When assigning a Speed and Might cost, the 
Speed cost is a penalty assessed immediately, and 
it remains until the character is unburdened. The 
lost Speed points aren’t recovered through rest or 
other means—only when the burden is removed. 
The Might cost is a continuing cost deducted each 
hour, and those points are recovered normally. The 
Speed cost and the Might cost are always the same: 
1 point for each, 2 points for each, or 3 points for 
each. Wearing armor has a similar cost for the same 
reasons.

EQUIPMENT LISTS AND PRICES
The items presented in this chapter are general 
examples, not exhaustive lists. Equipment in the 
Ninth World is often much like that found in an 
ancient or medieval societies but can be far more 
advanced. For example, a simple tent or bedroll 
might be constructed of synthetic fiber that makes 
it entirely water-resistant as well as far lighter and 
warmer than cloth. A chainmail hauberk could be 
made in whole or in part from glassy links that are 
harder and lighter than steel.

Confusingly, sometimes 
synthsteel is just called 
synth when the context 

makes it obvious that it is 
very strong, such as with 

synth armor.

Players probably 
shouldn’t be able to 

select weapons or armor 
referred to as “special” in 

the Equipment chapter 
for their beginning 

character. GMs may even 
want to put a price limit 

of 5 shins on starting 
weapons and 15 shins on 
starting armor. If a player 

doesn’t select a free 
weapon or armor he is 

entitled to, those are the 
amounts he should get 

as compensation. Players 
should always select 

weapons and armor they 
can use.
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It’s worth noting that some Ninth World tools 
and devices would never be found in a medieval 
setting because they’re relics from a previous world 
or were created with knowledge salvaged from a 
previous world. Examples of these kinds of objects 
are inkpens, clothing made from denim or spandex, 
liquid soap, screw-top metal canisters, rubber gloves, 
umbrellas, sticky tape, nylon fishing line, spray 
bottles, and a hundred more similar items. They also 
include the objects listed under Special Equipment, 
as well as random oddities and occasional cyphers 
and artifacts—although finding either of the latter for 
sale like ordinary goods is quite uncommon.

When in doubt, light weapons cost 1 shin, medium 
weapons cost 3, and heavy weapons cost 5. Light 
armor costs 3 shins, medium armor costs 5, and heavy 
armor costs 15. Most other common objects cost 1, 2, 
or 3 shins. Sellers usually discount for bulk purchases.

ARMOR
Characters expecting danger frequently wear armor. 
Even the simplest of protective coverings helps 
against slingstones and sword-strokes, and more 
sophisticated or heavier armor protects against even 
graver threats. 

You can wear only one type of armor at a time—you 
cannot wear chainmail hauberk and scale armor, for 
example. However, Armor bonuses from multiple 
sources combine to provide a total armor rating. For 
example, if you have subdermal implants that give you 
+1 Armor, a force field that offers another +1 Armor, 
and beastskin armor that grants +2 Armor, you have a 
total of 4 Armor.

ARMOR

Leather jerkin  3 shins
Hides and furs  2 shins

Armoring cloth  40 shins
Micromesh  50 shins

Beastskin  5 shins
Brigandine  5 shins
Chainmail hauberk  6 shins

Metalweave vest  40 shins
Synth breastplate  50 shins

Plate armor  15 shins
Scale armor  12 shins

Using Armor
Anyone can wear any armor, but doing so can be 
taxing. Wearing armor costs you Might points and 
reduces your Speed Pool. You can rest to recover 
these lost Might points in the standard manner, 
even if you’re still wearing armor. The Speed Pool 
reduction remains as long as you wear the armor, 
but the Pool returns to normal as soon as you 
remove it.

Glaives and jacks have abilities that reduce the 
costs and penalties of wearing armor.

 Might cost  Speed Pool 

Light 1 2
Medium 2 3
Heavy 3 5

WEAPONS
Not all characters are familiar with all weapons. 
Glaives know their way around most types, but 
jacks prefer light or medium weapons, and nanos 
usually stick to light weapons. If you wield a 
weapon that you have no experience with, the 
difficulty of making an attack with that weapon is 
increased by one step. (See the chart on page 80 for 
additional details on weapons).  

 inflict only 2 points of damage, but 
they reduce the difficulty of the attack roll by one step 
because they are fast and easy to use. Light weapons 
are punches, kicks, knives, handaxes, darts, and 
so on. Weapons that are particularly small are light 
weapons.

 inflict 4 points of damage. 
Medium weapons include broadswords, 
battleaxes, maces, crossbows, spears, and so on. 
Most weapons are medium. Anything that could 
be used in one hand (even if it’s often used in 
two hands, such as a quarterstaff or spear) is a 
medium weapon.

 inflict 6 points of damage, and 
you must use two hands to attack with them. Heavy 
weapons are huge swords, great hammers, massive 
axes, halberds, heavy crossbows, and so on. Anything 
that must be used in two hands is a heavy weapon.

FURTHER NOTES
This handheld weapon fires thumbnail-

sized bladed disks up to short range. It holds five 
disks in a magazine and requires an action to reload. 
It can be used as a rapid-fire weapon.

This long-range weapon 
is similar to a standard crossbow, but it has a 
magazine that holds five bolts, requiring a small 
crank to advance to the next bolt. Action to reload. It 
can be used as a rapid-fire weapon.

Special Equipment, page 81
Oddity, page 314
Cypher, page 278
Artifact, page 298

Glaive, page 26
Jack, page 40
Nano, page 32

EQUIPMENT
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Blowgun 1 shin Short range
12 darts 3 shins

Buzzer 25 shins See Further Notes (page 79)
5-disk buzzer magazine 1 shin

Club 1 shin
Dagger 1 shin Can be thrown up to short range
Dart thrower 8 shins Long range

12 darts 3 shins
Forearm blade 4 shins See Further Notes (page 80)
Knife 1 shin Can be thrown up to short range
Punching dagger 1 shin
Rapier 2 shins
Razor ring 1 shin See Further Notes (page 80)
Sisk 1 shin See Further Notes (page 80)
Unarmed (punch, kick, etc.) —
Whip 2 shins

Battleaxe 3 shins
Bow 3 shins Long range

12 arrows 5 shins
Broadsword 3 shins
Crank crossbow 10 shins See Further Notes (page 79)

12 medium bolts 5 shins
Crossbow 5 shins Long range

12 medium bolts 5 shins
Flail 3 shins
Hammer 2 shins
Javelin 2 shins Long range
Mace 2 shins
Polearm 3 shins Often used two-handed
Quarterstaff 2 shins Often used two-handed
Spear 2 shins Can be thrown up to long range
Verred 2 shins See Further Notes (page 80)
Yulk 2 shins See Further Notes (page 80)

Greataxe 5 shins
Greatsword 5 shins
Heavy crossbow 7 shins Long range, action to reload

12 heavy bolts 5 shins
Maul 4 shins
Sword-staff 5 shins

Forearm Blade: This metal weapon is basically 
a bracer with a mounted blade on it. A favorite of 
berserkers as well as the Jaekels of Aras Island.

 This short-range weapon is just what it 
sounds like: a ring with a razor-sharp outer edge. The 
inner edge is often padded for holding. 

Sisk: This bladed throwing disk is about the 
diameter of a human head. This short-range weapon 

is used most frequently by the warriors of Milave.
Verred: This weapon resembles a sword with two 

forked blades. It is short and useful in defense as 
well as offense.

 This weapon resembles a splayed metal 
claw mounted upon a 2-foot (0.6 m) haft. It is used  
mainly by raiders and wildmen of the Beyond.

Milave, page 163

Berserkers, page 71
Jaekels, page 169

The Beyond, page 174

WEAPONS
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OTHER EQUIPMENT

Adventuring Items Price Notes
Backpack 2 shins
Bag of light tools 10 shins See Further Notes (page 82)
Bag of heavy tools 12 shins See Further Notes (page 82)
Bedroll 2 shins
Book 5–20 shins See Further Notes (page 82)
Burlap sack 1 shin
Compass 10 shins
Crowbar 2 shins
Disguise kit 12 shins See Further Notes (page 82)
Explorer’s pack 20 shins See Further Notes (page 82)
First aid kit 10 shins See Further Notes (page 82)
Grappling hook 3 shins
Lockpicks 5 shins
Matchsticks (10) 1 shin
Musical instrument 5–10 shins
Pouch or other small container 1 shin
Rope (50 feet / 15 m) 2 shins
Shield 3 shins Asset for Speed defense tasks (decreases the difficulty by one step)
Tent 3 shins Large enough for two people
Torches (2) 1 shin

Food and Mundane Items Price Notes
Ale/wine/other alcohol (glass) 1 shin
Ale/wine/other alcohol (bottle) 3 shins
Boots or shoes 1 shin
Cigarettes (12) 2 shins
Clothing 1 shin Very nice clothing: up to 5 shins
Meal 1 shin High-quality meal: up to 5 shins
Rations for one day 2 shins

SPECIAL EQUIPMENT

Common Price Notes
Clear synth bag (small) 1 shin
Clear synth bag (large) 2 shins
Compass 10 shins
Glowglobe, minor 5 shins See Further Notes (page 82)
Ink pen 2 shins

Rare Special Items Price Notes
Binoculars/Telescope 50 shins
Ecledda clothing 15 shins Made of extremely durable fabric 
  (such as adamant silk)
Glow ink 10 shins Glows in the dark permanently
Glowglobe, major 30 shins See Further Notes (page 82)
Shock Ring 500 shins See Further Notes (page 82)

Very Rare Special Items Price Notes
Brilliance cloth 100 shins See Further Notes (page 82)
Floatstone 20 shins See Further Notes (page 82)
Memory ants 10 shins See Further Notes (page 82)
Shaper key 20 shins See Further Notes (page 82)
Sprayflesh 100 shins See Further Notes (page 82)
Spraymetal 50 shins See Further Notes (page 82)
Stingcharge 750 shins See Further Notes (page 82)
Whisperlock 20 shins See Further Notes (page 82)

EQUIPMENT
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OTHER EQUIPMENT

FURTHER NOTES
Contains small tongs, pliers, 

screwdriver, small hammer, small pry bar, lockpicks, 
10 feet (3 m) of string, 3 feet (.09 m) of wire, and 
miscellaneous screws and nails.

Contains hammer, six spikes, 
crowbar, large tongs, chisel, and 10 feet (3 m) of 
light (but strong) metal cable.

Book: Provides an asset to any roll made 
concerning the subject of the book as long as the 
character has the book in his possession, can read it, 
and can devote half an hour to the task (or twice as 
long as normal, whichever is greater).

Disguise Kit: Contains cosmetics, facial 
prostheses, and a few other tricks. Provides an asset 
to disguise tasks, lowering the difficulty by one step 
when you attempt to disguise yourself as another 
person.

Explorer’s Pack: Contains 50 feet (15 m) of rope, 
rations for three days, three spikes, hammer, warm 
clothes, sturdy boots, three torches, and two minor 
glowglobes.

First Aid Kit: Contains bandages, a few tools, 
salves, and so on. Provides an asset to healing tasks, 
lowering the difficulty by one step when you attempt 
to heal yourself or another person.

SPECIAL EQUIPMENT
Nothing on the special equipment list (page 81) 

is regularly manufactured by Ninth World crafters. 
Most likely, these items are recovered from old sites, 
but they’re found often enough and in large enough 
quantities that many communities offer them for 
sale. The GM is the final arbiter of whether or not the 

characters can obtain these items, but as a general 
rule, common special items are always available, rare 
special items are available 50 percent of the time, 
and very rare special items are available 25 percent 
of the time.

FURTHER NOTES
Brilliance Cloth: This synthcloth obeys the 

thoughts of anyone touching it. It has the ability to 
slowly change shape and color (but not consistency). 
A major change requires about ten minutes. A 
garment of brilliance cloth can be made into any 
other garment, for example, but it can’t be made 
protective.

Floatstone: A piece of rock, usually about the size 
of a brick, that pulls against gravity. Most people 
think of it as having a “negative weight” of about –10 
pounds. Thus, if attached to anything lighter, it floats 
away. 

 This device illuminates everything 
in short range with soft light. It can hover in place 
on its own, or it can be attached to something. The 
minor glowglobe lasts for an hour when activated. 
The major glowglobe functions continuously.

Memory Ants: This is a small jar of tiny insects 
that run across a page of text and then return to 
the jar. When spilled out again and given ink, they 
replicate the text once and then die.

Shaper Key: A shaper key is a wad of putty that 
can be inserted into a conventional lock. It takes on 
the form of  the key for that lock and then hardens, 
permanently, into a functional key. 

Shock Ring: This weapon is a razor ring with a 
charged outer edge that inflicts 4 additional points 
of damage. If it misses, it returns unerringly to the 
thrower’s hand. Its power is normally never depleted.

This tiny synth canister sprays out a 
sticky gelatin that covers and seals wounds instantly. 
Its use restores 6 points to a character’s Might Pool.

Spraymetal: Similar to sprayflesh, but instead of 
restoring flesh, it repairs breaks, tears, and holes 
in any object—even a flexible object like cloth or a 
leather bag. It has the strength of steel.

Stingcharge: This handheld weapon fires an 
electrical bolt that inflicts 3 points of damage in 
immediate range and 2 points of damage at short 
range. It cannot ever be made to fire farther than 
that. A stingcharge can be used as a rapid-fire 
weapon. Its power is normally never depleted.

Whisperlock: This is similar to a padlock, made 
of powerful synthsteel or stronglass, except that it 
has no keyhole. It opens with a secret word selected 
when it is initially locked. The word must be spoken 
into the lock itself.
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RULES OF THE GAME
CHAPTER 8

Numenera is played in the joint imagination 
of all the players, including the GM. The GM 
sets the scene, the players state what their 

characters attempt to do, and the GM determines 
what happens next. The rules and the dice help 
make the game run smoothly, but it’s the people, 
not the rules or the dice, that direct the action and 
determine the story—and the fun. If a rule gets in 
the way or detracts from the game, the players and 
the GM should work together to change it. 

This is how you play Numenera:
1. The player tells the GM what she wants to do. 

This is a character action.
2. The GM determines if that action is routine 

(and therefore works without needing a roll) or if 
there’s a chance of failure.

3. If there is a chance of failure, the GM 
determines which stat the task uses (Might, Speed, 
or Intellect) and the task’s difficulty—how hard it 
will be on a scale from 1 (really easy) to 10 (basically 
impossible).

4. The player and the GM determine if anything 
about her character—such as training, equipment, 
special abilities, or various actions—can modify the 
difficulty up or down by one or more steps. If these 
modifications reduce the difficulty to less than 1, the 
action is routine (and therefore works with no roll 
needed).

5. If the action still isn’t routine, the GM uses its 
difficulty to determine the target number—how high 
the player must roll to succeed at the action (see the 
Task Difficulty Chart, page 87). The GM doesn’t have 
to tell the player what the target number is, but he 
can give her a hint, especially if her character would 
reasonably know if the action was easy, average, 
difficult, or impossible.

6. The player rolls a d20. If she rolls equal to 
or higher than the target number, her character 
succeeds.

That’s it. That’s how to do anything, whether it’s 
identifying a strange device, calming a raging 

drunk, climbing a treacherous cliff, or battling a 
savage cragworm. Even if you ignored all the other 
rules, you could still play Numenera with just this 
information.

The key features here are: character actions, 
determining task difficulty, and determining 
modifications.

TAKING ACTION
Each character gets one turn each round. On a 
character’s turn, she can do one thing—an action. 
All actions fall into one of three categories: Might, 
Speed, or Intellect (just like the three stats). Many 
actions require die rolls—rolling a d20.

Every action performs a task, and every task has a 
difficulty that determines what number a character 
must reach or surpass with a die roll to succeed. 
Most tasks have a difficulty of 0, which means the 
character succeeds automatically. For example, 
walking across a room, opening a door, and throwing 
a stone into a nearby bucket are all actions, but 
none of them requires a roll. Actions that are usually 
difficult or that become difficult due to the situation 
(such as shooting at a target in a blizzard) have a 
higher difficulty. These actions usually require a roll.

Some actions require a minimum expenditure 
of Might, Speed, or Intellect points. If a character 
cannot spend the minimum number of points 
needed to complete the action, she automatically 
fails at the task.

DETERMINING TASK STAT
Every task relates to one of a character’s three 
stats: Might, Speed, or Intellect. Physical activities 
that require strength, power, or endurance relate 
to Might. Physical activities that require agility, 
flexibility, or fast reflexes relate to Speed. Mental 
activities that require force of will, memory, or 
mental power relate to Intellect. This means you 
can generalize tasks into three categories: Might 
tasks, Speed tasks, and Intellect tasks. You can 
also generalize rolls into three categories: Might 
rolls, Speed rolls, and Intellect rolls.

Cragworm, page 236

Might, page 20

Speed, page 20

Intellect, page 20

Training, page 25

Equipment, page 77

Special abilities, page 24
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ACTION: Anything a character does that is 
significant—punch a foe, leap a chasm, activate 
a device, use a special power, and so on. Each 
character can take one action in a round.

CHARACTER: Any creature in the game capable 
of acting, whether it is a player character (PC) run 
by a player or a non-player character (NPC) run 
by the game master (GM). In Numenera, even 
bizarre creatures, sentient machines, and living 
energy beings can be “characters.”

DIFFICULTY: A measure of how easy it is to 
accomplish a task. Difficulty is rated on a scale from 
1 (lowest) to 10 (highest). Altering the difficulty to 
make a task harder is referred to as increasing the 
difficulty. Altering it to make a task easier is referred 
to as reducing or decreasing the difficulty. All 
changes in difficulty are measured in steps. Difficulty 
often equates directly with level, so opening a level 3 
locked door probably has a difficulty of 3.

EFFORT: Spending points from a stat Pool to 
reduce the difficulty of a task. A PC decides 
whether or not to apply Effort on his turn before 
the roll is made. NPCs never apply Effort.

LEVEL: A way to measure the strength, difficulty, power, 
or challenge of something in the game. Everything in 
the game has a level. NPCs and objects have levels that 
determine the difficulty of any task related to them. For 
example, an opponent’s level determines how hard 
she is to hit or avoid in combat. A door’s level indicates 
how hard it is to break down. A lock’s level determines 
how hard it is to pick. Levels are rated on a scale from 
1 (lowest) to 10 (highest). PC tiers are a little like levels, 
but they go only from 1 to 6 and mechanically work 
very differently than levels—for example, a PC’s tier 
does not determine a task’s difficulty.

ROLL: A d20 roll made by a PC to determine 
whether an action is successful. Although the 
game occasionally uses other dice, when the text 
simply refers to “a roll,” it always means a d20 roll.

ROUND: A length of time about five to ten 
seconds long. There are about ten rounds in a 
minute. When it’s really important to track precise 
time, use rounds. Basically, it’s the length of 
time to take an action in the game, but since 
everyone more or less acts simultaneously, all 
characters get to take an action each round.
  

STAT: One of the three defining characteristics 
for PCs: Might, Speed, or Intellect. Each stat has 
two values: Pool and Edge. Your Pool represents 
your raw, innate ability, and your Edge represents 
knowing how to use what you have. Each stat Pool 
can increase or decrease over the course of play—
for example, you can lose points from your Might 
Pool when struck by an opponent, spend points 
from your Intellect Pool to activate a special ability, 
or rest to recover points in your Speed Pool after a 
long day of marching. Anything that damages a stat, 
restores a stat, or boosts or penalizes a stat affects 
the stat’s Pool. 

TASK: Any action that a PC attempts. The GM 
determines the difficulty of the task. In general, a 
task is something that you do and an action is you 
performing that task, but in most cases they mean 
the same thing.

TURN: The part of the round when a creature 
takes its actions. For example, if a nano and a 
jack are fighting an abhuman, each round the 
nano takes an action on his turn, the jack takes 
an action on her turn, and the abhuman takes an 
action on its turn. Some abilities or effects last 
only while a creature takes its turn or end when a 
creature starts its next turn.

Pool, page 20
Edge, page 20   

Nano, page 32
Jack, page 40
Abhuman, page 13

KEY CONCEPTS

RULES OF THE GAME
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The category of the task or roll determines what 
kind of Effort you can apply to the roll and may 
determine how a character’s other abilities affect the 
roll. For example, a nano may have an ability that 
makes him better at Intellect rolls, and a jack may 
have an ability that makes her better at Speed rolls.

DETERMINING TASK DIFFICULTY
The most frequent thing a GM does during the 
game—and probably the most important thing—is 
setting a task’s difficulty. To make the job easier, use 
the Task Difficulty table, which associates difficulty 
rating with a descriptive name, a target number, and 
general guidance about the difficulty. 

Every difficulty from 1 to 10 has a target number 
associated with it. The target number is easy to 
remember: it’s always three times the difficulty. The 
target number is the minimum number a player 
needs to roll on a d20 to succeed at the task. Moving 
up or down on the table is called increasing or 
decreasing the difficulty, which is measured in steps. 
For example, reducing a difficulty 5 task to a difficulty 
4 task is “reducing the difficulty by one step.”

Most modifiers affect the difficulty rather than the 
player’s roll. This has two consequences:

1. Low target numbers such as 3 or 6, which would 
be boring in most games that use a d20, are not boring 
in Numenera. For example, if you need to roll a 6 or 
higher, you still have a 25% chance to fail.

2. The upper levels of difficulty (7, 8, 9, and 10) are 
all but impossible because the target numbers are 
21 or higher, which you can’t roll on a d20. However, 
it’s common for PCs to have abilities or equipment 
that reduce the difficulty of a task and thus lower the 
target number to something they can roll on a d20.

A character’s tier does not determine a task’s 
level. Things don’t get more difficult just because 
a character’s tier increases—the world doesn’t 
instantly become a more difficult place. Fourth-tier 
characters don’t deal only with level 4 creatures or 
difficulty 4 tasks (although a fourth-tier character 
probably has a better shot at success than a first-tier 
character does). Just because something is level 4 
doesn’t necessarily mean it’s meant only for fourth-
tier characters. Similarly, depending on the situation, 
a fifth-tier character could find a difficulty 2 task 
just as challenging as a second-tier character does. 
Therefore, when setting the difficulty of a task, the 
GM should rate the task on its own merits, not on 
the power of the characters. 

MODIFYING THE DIFFICULTY
Once the GM sets the difficulty for a task, the 
player can try to modify it for her character. Any 
such modification applies only to this particular 
attempt at the task. In other words, rewiring an 

electronic door lock normally might be difficulty 
6, but since the character doing the work is skilled 
in such tasks, has the right tools, and has another 
character assisting her, the difficulty in this instance 
might be much lower. That’s why it’s important for 
the GM to set a task’s difficulty without taking the 
character into account. The character comes in at 
this step.

By using skills and assets, working together, 
and—perhaps most important—applying Effort, a 
character can decrease a task’s difficulty by multiple 
steps to make it easier. Rather than adding bonuses 
to the player’s roll, reducing the difficulty lowers the 
target number that she needs to reach. If she can 
reduce the difficulty of a task to 0, no roll is needed; 
success is automatic. (An exception is if the GM 
decides to use a GM intrusion on the task, in which 
case the player would have to make a roll at the 
original difficulty.)

There are three basic ways in which a character 
can decrease the difficulty of a task. Each of them 
decreases the difficulty by at least one step—never in 
smaller increments.

SKILLS: Characters may be skilled at performing 
a specific task. A skill can vary from character to 
character. For example, one character might be 
skilled at lying, another might be skilled at trickery, 
and a third might be skilled in all interpersonal 
interactions. The first level of being skilled is called 
being trained, and it decreases the difficulty of that 
task by one step. More rarely, a character can be 
incredibly skilled at performing a task. This is called 
being specialized, and it decreases the difficulty of 
a task by two steps instead of one. Skills can never 
decrease a task by more than two steps; being 
trained and specialized in a skill decreases the 
difficulty by only two steps, not three. 

ASSETS: An asset is anything that helps a character 
with a task, such as having a really good crowbar 
when trying to force open a door or being in a 
rainstorm when trying to put out a fire. Appropriate 
assets vary from task to task. The perfect awl might 
help when woodworking, but it won’t make a dance 
performance much better. An asset usually reduces a 
task’s difficulty by one step.

EFFORT: A player can apply Effort to decrease the 
difficulty of a task. To do this, the player spends 
points from the stat Pool that’s most appropriate to 
the task. For example, applying Effort to push a heavy 
rock off a cliff requires a player to spend points from 
her character’s Might Pool; applying Effort to activate 
an unusual machine interface requires her to spend 
points from her character’s Intellect Pool. For every 

Effort, page 21

Part 7: Running the 
Game, page 319, offers 

much more guidance for 
setting difficulty.

GM intrusion, page 88

The important thing to 
remember is that a skill 
can reduce the difficulty 

by no more than two 
steps, and assets can 
reduce the difficulty 

by no more than two 
steps, regardless of the 

situation. Thus, no task’s 
difficulty will ever be 

reduced more than four 
steps without using Effort.
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level of Effort spent on a task, the task’s difficulty 
decreases by one step. It costs 3 points from a 
stat Pool to apply one level of Effort, and it costs 2 
additional points for every level thereafter (so it costs 
5 points for two levels of Effort, 7 points for three 
levels of Effort, and so on). A character must spend 
points from the same stat Pool as the type of task or 
roll—Might points for a Might roll, Speed points for 
a Speed roll, or Intellect points for an Intellect roll. 
Every character has a maximum level of Effort she 
can apply to a single task. 

ROLLING THE DIE
To determine success or failure, a 
player rolls a die (always a d20). If 
she rolls the target number or higher, 
she succeeds. Most of the time, 
that’s the end of it—nothing else 
needs to be done. Occasionally, a 
character might apply a small modifier 
to the roll. If she has a +2 bonus when 
attempting specific actions, she adds 2 to 
the number rolled. However, the original roll 
sometimes matters (see Special Rolls, page 88).

If a character applies a modifier to her die roll, 
it’s possible to get a result of 21 or higher, in 
which case she can attempt a task with a target 
number above 20. But if there is no possibility 
for success—if not even rolling a natural 20 
(meaning the d20 shows that number) is sufficient 
to accomplish the task—then no roll is made. 
Otherwise, characters would have a chance to 
succeed at everything, even impossible or ridiculous 
tasks such as climbing moonbeams, throwing 
elephants, or hitting a target on the opposite side of 
a mountain with an arrow.

If a character’s modifiers add up to +3, treat 
them as an asset instead. In other words, instead of 
adding a +3 bonus to the roll, reduce the difficulty 
by one step. For example, if a glaive has a +1 bonus 

to attack rolls from a minor effect, a +1 bonus to 
attack rolls from a special weapon quality, and a 
+1 bonus to attack rolls from a special ability, she 
does not add 3 to her attack roll—instead, she 
reduces the difficulty of the attack by one step. So 
if she attacks a level 3 foe, she would normally roll 
against difficulty 3 and try to reach a target number 
of 9, but thanks to her asset, she rolls against 
difficulty 2 and tries to reach a target number of 6. 
This distinction is important when stacking skills 
and assets to decrease the difficulty of an action, 
especially since reducing the difficulty to 0 or lower 

means no roll is needed.

THE PLAYER ALWAYS ROLLS
In Numenera, players always drive the 
action. That means they make all the dice 
rolls. If a PC leaps out of a moving vehicle, 
the player rolls to see if she succeeds. If 

a PC searches for a hidden panel, the 
player rolls to determine whether 

she finds it. If a rockslide 
falls on a PC, the player 
rolls to try to get out 
of the way. If a PC and 
an NPC arm wrestle, 
the player rolls, and the 

NPC’s level determines 
the target number. If a PC 

attacks a foe, the player rolls to 
see if she hits. If a foe attacks the PC, 

the player rolls to see if she dodges the blow.
As shown by the last two examples, the PC 

rolls whether she is attacking or defending. Thus, 
something that improves defenses might help or 
hinder her rolls. For example, if a PC uses a low 
wall to gain cover from attacks, the wall decreases 
the difficulty of the player’s defense rolls. If a foe 
uses the wall to gain cover from the PC’s attacks, it 
increases the difficulty of the player’s attack rolls.

TASK DIFFICULTY

TASK DIFFICULTY DESCRIPTION TARGET NO. GUIDANCE
 0 Routine 0 Anyone can do this basically every time.
 1 Simple 3 Most people can do this most of the time.
 2 Standard 6 Typical task requiring focus, but most people can usually do this.
 3 Demanding 9 Requires full attention; most people have a 50/50 chance to succeed.
 4 Difficult 12 Trained people have a 50/50 chance to succeed.
 5 Challenging 15 Even trained people often fail.
 6 Intimidating 18 Normal people almost never succeed.
 7 Formidable  21 Impossible without skills or great effort.
 8 Heroic 24 A task worthy of tales told for years afterward.
 9 Immortal 27 A task worthy of legends that last lifetimes.
 10 Impossible 30 A task that normal humans couldn’t consider (but one that doesn’t 
    break the laws of physics). 

RULES OF THE GAME
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SPECIAL ROLLS
If a character rolls a natural 1, 17, 18, 19, or 20 
(meaning the d20 shows that number), special rules 
come into play. These are explained in more detail in 
the following sections.

1: Intrusion. The GM makes a free intrusion (see 
below) and doesn’t award experience points (XP) for 
it.

17: Damage Bonus. If the roll was an attack, it 
deals 1 additional point of damage.

18: Damage Bonus. If the roll was an attack, it 
deals 2 additional points of damage.

19: Minor Effect. If the roll was an attack, it 
deals 3 additional points of damage. If the roll was 
something other than an attack, the PC gets a minor 
effect in addition to the normal results of the task.

20: Major Effect. If the roll was an attack, it deals 4 
additional points of damage. If the roll was something 
other than an attack, the PC gets a major effect in 
addition to the normal results of the task. If the PC spent 
points from a stat Pool on the action, the point cost for 
the action decreases to 0, meaning the character regains 
those points as if she had not spent them at all.

GM INTRUSION
GM intrusion is explained elsewhere, but essentially 
it means that something occurs to complicate the 
character’s life. The character hasn’t necessarily 
fumbled or done anything wrong (although perhaps 
she did). It could just be that the task presents an 
unexpected difficulty or something unrelated affects 
the current situation. 

For GM intrusion on a defensive roll, a roll of 
1 might just mean that the PC takes 2 additional 
points of damage from the attack, indicating that the 
opponent got in a lucky blow.

MINOR EFFECT
A minor effect happens when a player rolls a 
natural 19. Most of the time, a minor effect is 
slightly beneficial to the PC, but not overwhelming. 
A climber gets up the steep slope a bit faster. A 
repaired machine works a bit better. A character 
jumping down into a pit lands on her feet. Either the 
GM or the player can come up with a possible minor 
effect that fits the situation, but both must agree on 
what it should be. 

Don’t waste a lot of time thinking of a minor effect 
if nothing appropriate suggests itself. Sometimes, in 
cases where only success or failure matters, it’s okay 
to have no minor effect. Keep the game moving at an 
exciting pace.

In combat, the easiest and most straightforward 
minor effect is dealing 3 additional points of damage 
with an attack. The following are other common 
minor effects for combat:

Strike a specific body part: The attacker strikes a 
specific spot on the defender’s body. The GM rules 
what special effect, if any, results. For example, hitting a 
creature’s tentacle that is wrapped around an ally might 
make it easier for the ally to escape. Hitting a foe in the 
eye might blind it for one round. Hitting a creature in its 
one vulnerable spot might ignore Armor. 

Knock back: The foe is knocked or forced back a 
few feet. Most of the time, this doesn’t matter much, 
but if the fight takes place on a ledge or next to a pit 
of lava, the effect can be significant.

Move past: The character can move a short 
distance (see Distance, next page) at the end of the 
attack. This effect is useful to get past a foe guarding 
a door, for example.

Distract: For one round, the difficulty of all tasks 
the foe attempts is modified by one step to its 
detriment.

Usually, the GM just has the desired minor effect 
occur. For example, rolling a 19 against a relatively 
weak foe means it is knocked off the cliff. The effect 
makes the round more exciting, but the defeat 
of a minor creature has no significant impact on 
the story. Other times, the GM might rule that an 
additional roll is needed to achieve the effect—the 
special roll only gives the PC the opportunity for a 
minor effect. This mostly happens when the desired 
effect is very unlikely, such as pushing a 50-ton battle 
automaton off a cliff. If the player just wants to deal 
3 additional points of damage as the minor effect, no 
extra roll is needed.

MAJOR EFFECT
A major effect happens when a player rolls a natural 
20. Most of the time, a major effect is quite beneficial 
to the character. A climber gets up the steep slope in 
half the time. A jumper lands with such panache that 
those nearby are impressed and possibly intimidated. 
A defender makes a free attack on his foe.

Either the GM or the player can come up with a 
possible major effect that fits the situation, but both 
must agree on what it should be. As with minor 
effects, don’t spend a lot of time agonizing over the 
details of a major effect. In cases where only success 
or failure matters, a major effect might offer the 
character a one-time asset (a modification of one 
step) to use the next time she attempts a similar 
action. When nothing else seems appropriate, the 
GM can simply grant the PC an additional action on 
her turn that same round.

In combat, the easiest and most straightforward 
major effect is dealing 4 additional points to damage 
with an attack. The following are other common 
major effects for combat. 

Knock down: The foe is knocked prone (see 
Position, page 95). It can get up on its turn if it wishes.

For complete details 
about GM intrusion and 

how to use it to best 
effect in the game, see 

page 108. 
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Disarm: The foe drops one object that it is 
holding.

Stun: The foe loses its next action.
Impair: For the rest of the combat, the difficulty of 

all tasks the foe attempts is modified by one step to 
its detriment.

As with minor effects, usually the GM just has the 
desired major effect occur, but sometimes he might 
require an extra roll if the major effect is unusual or 
unlikely.

RETRYING A TASK AFTER FAILURE
If a character fails a task (whether it’s climbing a 
wall, picking a lock, trying to figure out a mysterious 
device, or something else) she can attempt it again, 
but she must apply at least one level of Effort when 
retrying that task. A retry is a new action, not part 
of the same action that failed, and it takes the same 
amount of time as the first attempt did.

Sometimes the GM might rule that retries are 
impossible. Perhaps a character has one chance to 
convince the leader of a group of bandits not to attack, 
and after that, no amount of talking will stop them.

This rule doesn’t apply to something like 
attacking a foe in combat because combat is always 
changing and fluid. Each round’s situation is new, 
not a repeat of a previous situation, so a missed 
attack can’t be retried.

INITIAL COST
The GM can assign a point cost to a task just for 
trying it. Called an initial cost, it’s simply an indication 
that the task is particularly taxing. For example, let’s 
say a character wants to try a Might action to open a 
heavy iron door that is partially rusted shut. The GM 
says that forcing the door open is a difficulty 5 task, 
and there’s an initial cost of 3 Might points simply 
to try. This initial cost is in addition to any points 
the character chooses to spend on the roll (such as 
when applying Effort), and the initial cost points do 
not affect the difficulty of the task. In other words, the 
character must spend 3 Might points to attempt the 
task at all, but that doesn’t help her open the door. If 
she wanted to apply Effort to lower the difficulty, she’d 
have to spend more points from her Might Pool.

Edge helps with the initial cost of a task, just as it 
does with any expenditure from a character’s Pool. 
In the previous example, if the character had a Might 
Edge of 2, she would have to spend only 1 point (3 
points minus 2 from her Might Edge) for the initial 
cost to attempt the task. If she also applied a level 
of Effort to open the door, she couldn’t use her Edge 
again—Edge applies only once per action—so using 
the Effort would cost the full 3 points. Thus, she’d 
spend a total of 4 points (1 for the initial cost plus 3 
for the Effort) from her Might Pool. 

The rationale of the initial cost optional rule is that 
even in Numenera, where things like Effort can help 
a character succeed on an action, logic still suggests 
that some actions are very difficult and taxing, 
particularly for some PCs more than others. 

DISTANCE
Distance is simplified into three basic categories: 
immediate, short, and long.

Immediate distance from a character is within 
reach or within a few steps; if a character stands 
in a small room, everything in the room is within 
immediate distance. At most, immediate distance is 
10 feet (3 m).

Short distance is anything greater than immediate 
distance but less than 50 feet (15 m) or so. Long 
distance is anything greater than short distance but 
less than 100 feet (30 m) or so. Beyond that range, 
distances are always specified—500 feet (152 m), 1 
mile (1.6 km), and so on.

All weapons and special abilities use these terms for 
ranges. For example, all melee weapons have immediate 
range—they are close-combat weapons, and you can use 
them to attack anyone within immediate distance of you. 
A thrown knife (and most other thrown weapons) has 
short range. A nano’s Onslaught ability also has short 
range. A bow has long range. 

A character can move an immediate distance as a 
part of another action. In other words, she can take a 
few steps to the control panel and activate a switch. 
She can lunge across a small room to attack a foe. 
She can open a door and step through.

A character can move a short distance as her 
entire action for a turn. She can also try to move 
a long distance as her entire action, but the player 
might have to roll to see if the character slips, trips, 
or stumbles for moving so far so quickly.

GMs and players don’t need to determine exact 
distances. For example, if the PCs are fighting a group 
of culovas, any character can likely attack any culova in 
the general melee—they’re all within immediate range. 
However, if one culova stays back to throw javelins, a 
character might have to use her entire action to move 
the short distance required to attack that foe. It doesn’t 
matter if the culova is 20 feet (6 m) or 40 feet (12 m) 
away—it’s simply considered short distance. It does 
matter if he’s more than 50 feet (15 m) away because 
that distance would require a long move.

TIMEKEEPING
Generally, keep time the same way that you normally 
would, using minutes, hours, days, and weeks. Due 
to a slow but steady change in the Earth’s rotation 
over the past billion years, days in the Ninth World 
are 28 hours long (though because the Earth’s period 
of revolution around the sun is still more or less the 

The words “immediate” 
and “close” can be used 
interchangeably to talk 
about distance. If a creature 
or object is within arm’s 
reach of the character, it 
can be considered both 
immediate and close.

Culova, page 236

Onslaught, page 35
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same, years in the Ninth World are only 312 days 
long). Thus, if the characters walk overland for 15 
miles (24 km), about eight hours pass, even though 
the journey can be described in only a few seconds 
at the game table. Precision timekeeping is rarely 
important. Most of the time, saying things like “That 
takes about an hour” works fine.

This is true even when a special ability has a 
specific duration. In an encounter, a duration of “one 
minute” is mostly the same as saying “the rest of the 
encounter.” You don’t have to track each round that 
ticks by if you don’t want to. Likewise, an ability that 
lasts for ten minutes can safely be considered the 
length of an in-depth conversation, the time it takes 
to quickly explore a small area, or the time it takes to 
rest after a strenuous activity.

ENCOUNTERS, ROUNDS,  
AND INITIATIVE
Sometimes in the course of the game, the GM or 
players will refer to an encounter. Encounters are not 
so much measurements of time as they are events or 
instances in which something happens, like a scene 
of a movie or a chapter in a book. An encounter 
might be a fight with a foe, a dramatic crossing of 
a raging river, or a stressful negotiation with an 
important official. It’s useful to use the word when 
referring to a specific scene, as in “My Might Pool is 
low after that encounter with the jiraskar yesterday.”

A round is about five to ten seconds. The length 
of time is variable because sometimes one round 
might be a bit longer than another. You don’t need 
to measure time more precisely than that. You can 
estimate that on average there are about ten rounds 
in a minute. In a round, everyone—each character 
and NPC—gets to take one action.

To determine who goes first, second, and so on 
in a round, each player makes a Speed roll called an 
initiative roll. Most of the time, it’s only important to 
know which characters act before the NPCs and which 
act after the NPCs. On an initiative roll, a character 
who rolls higher than an NPC’s target number takes 
her action before the NPC does. As with all target 
numbers, an NPC’s initiative roll target number is 
three times the NPC’s level. Many times, the GM will 
have all NPCs take their actions at the same time, 
using the highest target number from among all the 
NPCs. Using this method, any characters who rolled 
higher than the target number act first, then all the 
NPCs act, and finally any characters who rolled lower 
than the target number act.

The order in which the characters act usually isn’t 
important. If the players want to go in a precise 
order, they can act in initiative order (highest to 
lowest), by going around the table, by going oldest to 
youngest, and so on.

For example, Colin, James, and Shanna are in 
combat with two level 2 abhumans. The GM has 
the players make Speed rolls to determine initiative. 
Colin rolls an 8, Shanna rolls a 15, and James rolls 
a 4. The target number for a level 2 creature is 6, 
so each round Colin and Shanna act before the 
abhumans, then the abhumans act, and finally James 
acts. It doesn’t matter whether Colin acts before or 
after Shanna, as long as they think it’s fair.

After everyone—all PCs and NPCs—in the combat 
has had a turn, the round ends and a new round 
begins. In all rounds after the first, everyone acts in 
the same order as they did in the first round. The 
characters cycle through this order until the logical 
end of the encounter (the end of the fight or the 
completion of the event) or until the GM asks them 
to make new initiative rolls. The GM can call for new 
initiative rolls at the beginning of any new round 
when conditions drastically change. For example, 
if the NPCs gain reinforcements, the environment 
changes (perhaps the lights go out), the terrain 
changes (maybe part of the balcony collapses under 
PCs), or something similar occurs, the GM can call 
for new initiative rolls.

Since the action moves as a cycle, anything that 
lasts for a round ends where it started in the cycle. 
If Valleris the nano uses an esotery on an opponent 
that hinders its defenses for one round, the effect 
lasts until Valleris acts on his next turn.

Faster Initiative (Optional Rule): To make an 
encounter move faster, if at least one character rolls 
high enough to beat the target number of the NPC(s), 
all the characters act before the NPC(s). If nobody 
rolls high enough to beat the target number of the 
NPCs, all the characters act after the NPC(s). On the 
characters’ turn, go clockwise around the table.

ACTIONS
Anything that your character does in a round is an 
action. It’s easiest to think of an action as a single 
thing that you can do in five to ten seconds. For 
example, if you use your dart thrower to shoot a 
strange floating orb, that’s one action. So is running 
for cover behind a stack of barrels, prying open a stuck 
door, using a rope to pull your friend up from a pit, or 
activating a cypher (even if it’s stored in your pack).

Opening a door and attacking an abhuman on the 
other side are two actions. It’s more a matter of focus 
than time. Drawing your sword and attacking a foe 
is all one action. Putting away your bow and pushing 
a heavy bookcase to block a door are two actions 
because each requires a different train of thought.

If the action you want to accomplish is not within 
reach, you can move a little bit. Essentially, you can 
move up to an immediate distance to perform your 
action. For example, you can move an immediate 

It’s entirely appropriate 
to use measurements of 
time such as “minutes,” 

“days,” “weeks,” 
“months,” and “seasons.” 
Just remember that those 

mean slightly different 
things to people of the 

Ninth World than they do 
to us today.

Might Pool, page 20
Jiraskar, page 242

 Esoteries, page 35

Cypher, page 278

Abhuman, page 13

As with all other rolls, an 
initiative roll is a d20 roll, 

unless you're spending 
Effort. The fact that it's a 
Speed roll simply means 
that if Effort is used, the 

points come from your 
Speed Pool. 
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distance and attack a foe, open a door and move an 
immediate distance into the hallway beyond, or grab 
your hurt friend lying on the ground and pull him 
back a few steps. This movement can occur before 
or after your action, so you can move to a door and 
open it, or you can open a door and move through it.

The most common actions are:
Attack
Activate a special ability (one that isn’t an attack)
Move
Wait
Defend
Do something else

ACTION: ATTACK
An attack is anything that you do to someone that 
they don’t want you to do. Slashing a foe with a 
curved dagger is an attack, blasting a foe with a 
lightning artifact is an attack, wrapping a foe in 
magnetically controlled metal cables is an attack, and 
controlling someone’s mind is an attack. An attack 
almost always requires a roll to see if you hit or 
otherwise affect your target. 

In the simplest kind of attack, such as a PC trying 
to stab a bandit with his spear, the player rolls and 
compares his result against the opponent’s target 
number. If his roll is equal to or greater than the 
target number, the attack hits. Just as with any kind 
of task, the GM might modify the difficulty based on 
the situation, and the player might have a bonus to 
the roll or might try to lower the difficulty using skills, 
assets, or Effort.

A less straightforward attack might be a special 
ability that stuns a foe with a mental blast. However, 
it’s handled the same way: the player makes a roll 
against the opponent’s target number. Similarly, an 
attempt to tackle a foe and wrestle it to the ground is 
still just a roll against the foe’s target number.

Attacks are sometimes categorized as “melee” 
attacks, meaning that you hurt or affect something 
within immediate reach, or “ranged” attacks, meaning 
that you hurt or affect something at a distance.

Melee attacks can be Might or Speed actions—
player choice. Physical ranged attacks (such as bows 
and thrown weapons) are almost always Speed 
actions, but those that come from special abilities 
like esoteries are probably Intellect actions. Esoteries 
or effects that require touching the target require a 
melee attack. 

If the attack misses, the power is not wasted, and 
you can try again each round as your action until you 
hit the target, use another ability, or take a different 
action that requires you to use your hands. These 
attempts in later rounds count as different actions, so 
you don’t have to keep track of how much Effort you 
used when you activated the ability or how you used 

Edge. For example, let’s say that on the first round of 
combat, you activate an esotery, use Effort to reduce 
the difficulty of the attack roll, and miss your foe. On 
the second round of combat, you can try attacking 
again and use Effort to reduce the difficulty of the 
attack roll.

The GM is encouraged to describe every attack 
with flavor and flair. One attack roll might be a stab 
to the foe’s arm. A miss might be the PC’s sword 
slamming into the wall. Combatants lunge, block, 
duck, spin, leap, and make all kinds of movements 
that should keep combat visually interesting and 
compelling. The game mastering section (Part 7: 
Running the Game, page 319) has much more 
guidance in this regard.

Common elements that affect the difficulty of a 
combat task are cover, range, and darkness. The 
rules for these and other modifiers are explained in 
the Attack Modifiers and Special Situations section 
(see page 95).
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Damage
When an attack strikes a character, it usually means 
the character takes damage.

An attack against a PC subtracts points from one 
of the character’s stat Pools—usually the Might Pool. 
Whenever an attack simply says it deals “damage” 
without specifying the type, it means Might damage, 
which is by far the most common type. Intellect 
damage, which is usually the result of a mental 
attack, is always labeled as Intellect damage. Speed 
damage is often a physical attack, but attacks that 
deal Speed damage are fairly rare.

NPCs don’t have stat Pools. Instead, they have 
a characteristic called health. When an NPC takes 
damage of any kind, the amount is subtracted from 
its health. Unless described otherwise, an NPC’s 
health is always equal to its target number. Some 
NPCs might have special reactions to or defenses 
against attacks that would normally deal Speed 
damage or Intellect damage, but unless the NPC’s 
description specifically explains this, assume that all 
damage is subtracted from the NPC’s health.

Objects are like NPCs: they have health instead of 
stat Pools.

Damage is always a specific amount determined 
by the attack. For example, a slash with a broadsword 
deals 4 points of damage. A nano’s Onslaught force 
blast deals 4 points of damage. Often, there are ways 
for the attacker to increase the damage. For example, 
a PC can apply Effort to deal 3 additional points of 
damage, and rolling a natural 17 on the attack roll 
deals 1 additional point of damage. 

Armor
Pieces of equipment and special abilities protect a 
character from damage by giving him Armor. Each 
time a character takes damage, subtract his Armor 
value from the damage before reducing his stat 
Pool or health. For example, if a jack with 2 Armor 
is hit by a sword that deals 4 points of damage, the 
jack takes only 2 points of damage (4 minus 2 from 
his Armor). If Armor reduces the incoming damage 
to 0 or lower, the character takes no damage from 
the attack. For example, the jack’s 2 Armor protects 
him from all physical attacks that deal 1 or 2 points 
of damage. 

The most common way to get Armor is to wear 
physical armor, such as a leather coat, heavy animal 
hides, or metal plates. All physical armor comes in 
one of three categories: light, medium, or heavy. 
Light armor gives the wearer 1 point of Armor, 
medium gives 2 points of Armor, and heavy gives 3 
points of Armor.

When you see the word “Armor” capitalized in 
the game rules (other than as the name of a special 
ability), it refers to your Armor characteristic—the 
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number you subtract from incoming damage. When 
you see the lowercase word “armor,” it refers to any 
physical armor you might wear.

Other effects can add to a character’s Armor. If a 
character is wearing chainmail (2 points of Armor) 
and has an ability that covers him in a protective 
sheen of ice (1 point of Armor), his total is 3 Armor. 
If he also has a cypher that creates a force field (1 
point of Armor), his total is 4 Armor.

Some types of damage ignore physical armor. 
Attacks that specifically deal Speed damage or 
Intellect damage ignore Armor; the creature takes the 
listed amount of damage without any reduction from 
Armor. Ambient damage (see below) usually ignores 
Armor as well.

A creature may have a special bonus to Armor 
against certain kinds of attacks. For example, a 
protective suit made of a sturdy, fire-resistant 
material might normally give its wearer 1 point of 
Armor but count as 3 points of Armor against fire 
attacks. An artifact worn as a helmet might add 2 
points of Armor only against mental attacks.

Ambient Damage
Some kinds of damage aren’t direct attacks against 
a creature, but they indirectly affect everything in the 
area. Most of these are environmental effects such 
as winter cold, high temperatures, or background 
radiation. Damage from these kinds of sources 
is called ambient damage. Physical armor usually 
doesn’t protect against ambient damage, though a 
well-insulated suit of armor can protect against cold 
weather.

Damage From Hazards
Attacks aren’t the only way to inflict damage on a 
character. Experiences such as falling from a great 
height, being burned in a fire, and spending time in 
severe weather also deal damage. Although no list 
of potential hazards could be comprehensive, the 
Damage From Hazards table (page 94) includes 
common examples.

The Effects of Taking Damage
When an NPC reaches 0 health, it is either dead or 
(if the attacker wishes it) incapacitated, meaning 
unconscious or beaten into submission.

When an object reaches 0 health, it is broken or 
otherwise destroyed.

As previously mentioned, damage from most 
sources is applied to a character’s Might Pool. 
Otherwise, stat damage always reduces the Pool of 
the stat it affects.

If damage reduces a character’s stat Pool to 0, any 
further damage to that stat (including excess damage 
from the attack that reduced the stat to 0) is applied 

to another stat Pool. Damage is applied to Pools in 
this order: 

1. Might (unless the Pool is 0)
2. Speed (unless the Pool is 0)
3. Intellect

Even if the damage is applied to another stat Pool, 
it still counts as its original type for the purpose 
of Armor and special abilities that affect damage. 
For example, if a glaive with 2 Armor is reduced to 
0 Might and then is hit by a monster’s claw for 3 
points of damage, it still counts as Might damage, 
so his 2 Armor reduces the damage to 1 point, which 
then is applied to his Speed Pool. In other words, 
even though the glaive takes the damage from his 
Speed Pool, it doesn’t ignore Armor like Speed 
damage normally would.

In addition to taking damage from their Might 
Pool, Speed Pool, or Intellect Pool, PCs also have 
a damage track. The damage track has four states 
(from best to worst): hale, impaired, debilitated, 
and dead. When one of a PC’s stat Pools reaches 0, 
he moves one step down the damage track. Thus, 
if he is hale, he becomes impaired. If he is already 
impaired, he becomes debilitated. If he is already 
debilitated, he becomes dead.

Some effects can immediately shift a PC one or 
more steps on the damage track. These include rare 
poisons, cellular disruption attacks, and massive 
traumas (such as falls from very great heights, 
being run over by a speeding vehicle, and so on, as 
determined by the GM).

Some attacks, like venom from a serpent’s bite, 
a nano’s Stasis esotery, or the mind-controlling 
influence of a sarrak, have effects other than damage 
to a stat Pool or shifting the PC on the damage track. 
These attacks can cause unconsciousness, paralysis, 
and so on.

The Damage Track
Hale is the normal state for a character: all three stat 
Pools are at 1 or higher, and the PC has no penalties 
from harmful conditions. When a hale PC takes 
enough damage to reduce one of his stat Pools to 0, he 
becomes impaired. Note that a character whose stat 
pools are much lower than normal can still be hale.

Impaired is a wounded or injured state. When an 
impaired character applies Effort, it costs 1 extra point 
per level applied. For example, applying one level of 
Effort costs 4 points instead of 3, and applying two 
levels of Effort costs 7 points instead of 5.

An impaired character ignores minor and major 
effect results on his rolls, and he doesn’t deal as 
much extra damage in combat with a special roll. In 
combat, a roll of 17 or higher deals only 1 additional 
point of damage.

When NPCs (who have 
only health) suffer Speed or 
Intellect damage, normally 
this is treated the same as 
Might. However, the GM 
or the player has the option 
to suggest an appropriate 
alternate effect (the NPC 
suffers a penalty, moves 
more slowly, is stunned, 
and so on).

Stasis, page 37
Sarrak, page 255
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When an impaired PC takes enough damage 
to reduce one of his stat Pools to 0, he becomes 
debilitated.

Debilitated is a critically injured state. A 
debilitated character may not take any actions 
other than to move (probably crawl) no more than 
an immediate distance. If a debilitated character’s 
Speed Pool is 0, he can’t move at all.

When a debilitated PC takes enough damage to 
reduce a stat Pool to 0, he is dead.

Dead is dead.

Recovering Points in a Pool
After losing or spending points in a Pool, you 
recover those points by resting. You can’t increase a 
Pool past its maximum by resting—just back to its 
normal level. Any extra points gained go away with 
no effect. The amount of points you recover from a 
rest, and how long each rest takes, depends on how 
many times you have rested so far that day.

When you rest, make a recovery roll. To do this, roll 
1d6 and add your tier. You recover that many points, 
and you can divide them among your stat Pools 
however you wish. For example, if your recovery roll 
is 4 and you’ve lost 4 points of Might and 2 points 
of Speed, you can recover 4 points of Might, or 2 
points of Might and 2 points of Speed, or any other 
combination adding up to 4 points.

The first time you rest each day, it takes only a few 
seconds to catch your breath. If you rest this way in 
the middle of an encounter, it takes one action on 
your turn.

The second time you rest each day, you must rest 
ten minutes to make a recovery roll. The third time 
you rest each day, you must rest one hour to make a 
recovery roll. The fourth time you rest each day, you 
must rest ten hours to make a recovery roll (usually, 
this occurs when you sleep).

After that much rest, it’s assumed to be a new day 
(Ninth World days are 28 hours long), so the next time 

you rest, it takes only a few seconds. The next rest takes 
ten minutes, then one hour, and so on, in a cycle.

If you haven’t rested yet that day and you take a lot 
of damage in a fight, you could rest a few seconds 
(regaining 1d6 points + 1 point per tier) and then 
immediately rest for ten minutes (regaining another 
1d6 points + 1 point per tier). Thus, in one full day 
of doing nothing but resting, you could recover 4d6 
points + 4 points per tier.

Each character chooses when to make recovery 
rolls. If a party of five explorers rests for ten minutes 
because two members want to make recovery rolls, 
the other characters don’t have to make rolls at that 
time. Later in the day, those three can decide to rest 
for ten minutes and make recovery rolls.

Recovery Roll Rest Time Needed
First recovery roll One action
Second recovery roll Ten minutes
Third recovery roll One hour
Fourth recovery roll Ten hours

Restoring the Damage Track
Using points from a recovery roll to raise a stat Pool 
from 0 to 1 or higher also automatically moves the 
character up one step on the damage track.

If all of a PC’s stat Pools are above 0 and the 
character has taken special damage that moved him 
down the damage track, he can use a recovery roll 
to move up one step on the damage track instead 
of recovering points. For example, a jack who is 
debilitated from a hit with a cell-disrupting numenera 
device can rest and move up to impaired rather than 
recover points in a Pool.

Special Damage
In the course of playing the game, characters face all 
manner of threats and dangers that can harm them 
in a variety of ways, only some of which are easily 
represented by points of damage.

DAMAGE FROM HAZARDS

Source Damage  Notes
Falling 1 point per 10 feet (3 m) fallen (ambient damage) —
Minor fire 3 points per round (ambient damage) Torch
Major fire 6 points per round (ambient damage) Engulfed in flames; lava
Acidsplash 2 points per round (ambient damage) —
Acid bath 6 points per round (ambient damage) Immersed in acid
Cold 1 point per round (ambient damage) Below freezing temperatures
Severe cold 3 points per round (ambient damage) Liquid nitrogen
Shock 1 point per round (ambient damage) Often involves losing next action
Electrocution  6 points per round (ambient damage) Often involves losing next action
Crush 3 points  Object or creature falls on character
Huge crush 6 points  Roof collapse; cave-in
Collision 6 points  Large, fast object strikes character

The damage track allows 
you to know how far from 

death you are: 

If you're hale, you're 
three steps from death.  

If you're impaired, you're 
two steps from death.  

If you're debilitated, you 
are only one small step 

from death's door. 

GMs should always 
remember that above 
all else, describing the 

action and how it fits into 
the situation at hand is 

more important than the 
mechanics of it.
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Diabolis powder is a 
concoction of certain 
crushed leaves and the 
dried blood of a small 
rodent called a crovel—it is 
a level 4 poison that inflicts 
4 points of damage every 
hour until the victim makes 
a successful Might defense 
roll, checking each hour.

Blackroot oil is used by 
assassins in Qi on dart 
throwers. It is a level 5 
poison that paralyzes the 
victim for one minute.

Dazed and Stunned: Characters can be dazed 
when struck hard on the head, exposed to extremely 
loud sounds, or affected by a mental attack. When 
this happens, for the duration of the daze effect 
(usually one round), the difficulty of all tasks 
attempted by the character increases by one step. 
Similar but more severe attacks can stun characters. 
Stunned characters lose their turn (but can still 
defend against attacks normally).

Poison and Disease: When characters encounter 
poison—whether the venom of a serpent, a pinch 
of diabolis powder slipped into a flagon of ale, or 
blackroot oil applied to the tip of a dart—they make 
a Might defense roll to resist it. Failure to resist 
can result in points of damage, moving down the 
damage track, or a specific effect such as paralysis, 
unconsciousness, disability, or something stranger. 
For example, some numenera poisons affect the 
brain, making it impossible to say certain words, 
take certain actions, resist certain effects, or recover 
points to a stat Pool.

Diseases work like poisons, but their effect occurs 
every day, so the victim must make a Might defense 
roll each day or suffer the effects. Disease effects 
are as varied as poisons: points of damage, moving 
down the damage track, disability, and so on. Many 
diseases inflict damage that cannot be restored 
through conventional means.

Paralysis: Paralytic effects cause a character 
to drop to the ground, unable to move. Unless 
otherwise specified, the character can still take 
actions that require no physical movement.

Other Effects: Other special effects can render 
a character blind or deaf, unable to stand without 
falling over, or unable to breathe. Stranger effects 
might negate gravity for the character (or increase it a 
hundredfold), transport him to another place, render 
him out of phase, mutate his physical form, implant 
false memories or senses, alter the way his brain 
processes information, or inflame his nerves so he 
is in constant, excruciating pain. Each special effect 
must be handled on a case-by-case basis. The GM 
adjudicates how the character is affected and how the 
condition can be alleviated (if possible).

NPCs and Special Damage
The GM always has final say over what special 
damage will affect an NPC. Human NPCs usually 
react like characters, but the Ninth World has too 
many types of nonhuman creatures to categorize. 
For example, a tiny bit of venom is unlikely to hurt a 
gigantic cragworm, and it won’t affect an automaton 
or an ultraterrestrial at all. 

If an NPC is susceptible to an attack that would 
shift a character down the damage track, using that 
attack on the NPC usually renders it unconscious 

or dead. Alternatively, the GM could apply the 
debilitated condition to the NPC, with the same 
effect as it would have on a PC.

ATTACK MODIFIERS AND  
SPECIAL SITUATIONS
In combat situations, many modifiers might come 
into play. Although the GM is at liberty to assess 
whatever modifiers he thinks are appropriate to the 
situation (that’s his role in the game), the following 
suggestions and guidelines might make that easier. 
Often the modifier is applied as a step in difficulty. 
So if a situation hinders attacks, that means if a PC 
attacks an NPC, the difficulty for the attack roll is 
increased by one step, and if an NPC attacks a PC, 
the difficulty of the defense roll is decreased by one 
step. This is because players make all rolls, whether 
they are attacking or defending—NPCs never make 
attack or defense rolls.

When in doubt, if it seems like it should be harder 
to attack in a situation, the difficulty of the attack rolls 
increase by one step. If it seems like attacks should 
gain an advantage or be easier in some way, the 
difficulty of the defense rolls increase by one step. 

Cover
If a character is behind cover so that a significant 
portion of his body is behind something sturdy, attacks 
are modified by one step in the defender’s favor.

If a character is entirely behind cover (his entire 
body is behind something sturdy), he can’t be 
attacked unless the attack can go through the 
cover. For example, if a character hides behind a 
thin wooden screen and his opponent shoots the 
screen with a powered crossbow that can penetrate 
the wood, the character can be attacked. However, 
because the attacker can’t see the character clearly, 
this still counts as cover (attacks are modified by one 
step in the defender’s favor).

Position
Sometimes where a character stands gives him an 
advantage or a disadvantage.

Prone target: In melee, a prone target is easier to 
hit (modified by one step in the attacker’s favor). 
In ranged combat, a prone target is harder to hit 
(modified by one step in the defender’s favor).

Higher Ground: In either ranged or melee combat, 
an opponent on higher ground gets the advantage 
(modified by one step in his favor).

Surprise
When a target isn’t aware of an incoming attack, 
the attacker has an advantage. A ranged sniper in 
a hidden position, an invisible assailant, or the first 
salvo in a successful ambush are all modified by two 
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steps in the attacker’s favor. For the attacker to gain 
this advantage, however, the defender truly must 
have no idea that the attack is coming. 

If the defender isn’t sure of the attacker’s location 
but is still on guard, the attacker’s modifier is only 
one step in his favor.

Range
In melee, you can attack a foe who is adjacent to you 
(next to you) or within reach (immediate range). If 
you enter into melee with one or more foes, usually 
you can attack most or all of the combatants, 
meaning they are next to you, within reach, or within 
reach if you move slightly or have a long weapon that 
extends your reach.

The majority of ranged attacks have only two 
ranges: short range and long range. Short range is 
generally less than 50 feet (15 m) or so. Long range 
is generally from 50 feet (15 m) to about 100 feet 
(30 m). Greater precision than that isn’t important 
in Numenera. If anything is longer than long range, 
the exact range is usually spelled out, such as with a 
numenera item that can fire a beam 500 feet (152 m) 
or teleport you up to 1 mile (1.6 km) away.

Thus, the game has three measurements of 
distance: immediate, short, and long. These apply 
to movement as well (see page 100). A few special 
cases—point-blank range and extreme range—
modify an attack’s chance to successfully hit.

Point-Blank Range: If a character uses a ranged 
weapon against a target within immediate range, the 
attacker gets a one-step modifier in his favor.

Extreme Range: Targets just at the limit of a 
weapon’s range are at extreme range. Attacks 
against such targets are modified by one step in the 
defender’s favor.

Illumination
What characters can see (and how well they can see) 
plays a huge factor in combat.

Dim Light: Dim light is approximately the amount 
of light on a night with a bright full moon or the 
illumination provided by a torch, glowglobe, or 
desk lamp. Dim light allows you to see out to short 
range. Targets in dim light are harder to hit. Attacks 
against such targets are modified by one step in 
the defender’s favor. Attackers trained in low-light 
spotting negate this modifier.

Very Dim Light: Very dim light is approximately 
the amount of light on a starry night with no visible 
moon, or the glow provided by a candle or an 
illuminated control panel. Very dim light allows 
you to see clearly only within immediate range and 
perceive vague shapes to short range. Targets in 
very dim light are harder to hit. Attacks against 
targets within immediate range are modified by one 

step in the defender’s favor, and attacks against 
those in short range are modified by two steps in 
the defender’s favor. Attackers trained in low-light 
spotting modify these difficulties by one step in their 
favor. Attackers specialized in low-light spotting 
modify these difficulties by two steps in their favor.

Darkness: Darkness is an area with no illumination 
at all, such as a moonless night with cloud cover or 
a room with no lights. Targets in complete darkness 
are nearly impossible to hit. If an attacker can use 
other senses (such as hearing) to get an idea of 
where the opponent might be, attacks against such 
targets are modified by four steps in the defender’s 
favor. Otherwise, attacks in complete darkness fail 
without the need for a roll unless the player spends 
1 XP to “make a lucky shot” or the GM uses GM 
intrusion. Attackers trained in low-light spotting 
modify this difficulty by one step in their favor. 
Attackers specialized in low-light spotting modify this 
difficulty by two steps in their favor.

Visibility
Similar to illumination, factors that obscure vision 
affect combat. 

Mist: A target in mist is similar to one in dim light. 
Ranged attacks against such targets are modified 
by one step in the defender’s favor. Particularly 
dense mist makes ranged attacks nearly impossible 
(treat as darkness), and even melee attacks become 
difficult (modify by one step in the defender’s favor). 

Hiding Target: A target in dense foliage, behind 
a screen, or crawling amid the rubble in a ruin is 
hard to hit because he’s hard to see. Ranged attacks 
against such targets are modified by one step in the 
defender’s favor. 

Invisible Target: If an attacker can use other 
senses (such as hearing) to get an idea of where 
the opponent might be, attacks against such targets 
are modified by four steps in the defender’s favor. 
Otherwise, attacks against an invisible creature fail 
without the need for a roll unless the player spends 
1 XP to “make a lucky shot” or the GM uses GM 
intrusion.

Water
Being in shallow water can make it hard to move, 
but it doesn’t affect combat. Being in deep water can 
make things difficult, and being underwater entirely 
can seem as different as being on another world.

Deep Water: Being in water up to your chest (or 
the equivalent thereof) hinders your ability to attack. 
Attacks made in such conditions are modified by one 
step in the defender’s favor. Aquatic creatures ignore 
this modifier.

Underwater Melee Combat: For nonaquatic 
creatures, being completely underwater makes 

Precise ranges are not 
important in Numenera. 

The broadly defined 
“immediate,” “short,” 
and “long” ranges are 

there so that the GM can 
quickly make a judgment 

call and keep things 
moving. Basically, the 

idea is: your target is right 
there, your target is close, 
or your target is pretty far 

away.

In certain situations, 
such as a PC on top of a 

building looking across 
an open field, the GM 

should allow long-range 
attacks to go farther than 

100 feet (30 m). Often 
much farther. In perfect 

conditions, a good archer 
can hit a (large) target 

with an arrow at 500 feet 
(152 m).
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attacking very difficult. Melee attacks with slashing 
or bashing weapons are modified by two steps in the 
defender’s favor. Attacks with stabbing weapons are 
modified by one step in the defender’s favor. Aquatic 
creatures ignore the penalties for underwater melee 
combat.

Underwater Ranged Combat: As with melee combat, 
nonaquatic creatures have difficulty fighting underwater. 
Some ranged attacks are impossible underwater—
you can’t throw things, fire a bow or crossbow, or 
use a blowgun. Attacks with weapons that do work 
underwater are modified by one step in the defender’s 
favor. Ranges underwater are reduced by one category; 
long-range weapons work only to short range, and 
short-range weapons work only to immediate range.

Moving Targets
Moving targets are harder to hit, and moving 
attackers have a difficult time as well.

Target Is Moving: Attackers trying to hit a foe who 
is moving very fast are penalized. (A foe moving 
very fast is one who is doing nothing but running, 
mounted on a moving creature, riding on a vehicle 
or moving conveyance, and so on.) Attacks are 
modified by one step in the defender’s favor.

Attacker Is Moving: An attacker trying to make an 
attack while moving under its own power (walking, 

running, swimming, and so on) takes no penalties. 
An attacker mounted on a moving creature or 
vehicle has some difficulty; its attacks are modified 
by one step in the defender’s favor. An attacker 
trained in riding ignores this penalty. 

Attacker Is Jostled: Being jostled, such as 
while standing on a listing ship or a vibrating 
platform, makes attacking difficult. Such attacks 
are modified by one step in the defender’s 
favor. Conceivably, training could offset this 
disadvantage. For example, characters trained in 
sailing would ignore penalties for being on a ship.

Gravity
In the Ninth World, the numenera can cause gravity 
to fluctuate. In addition, characters who have 
a large amount of metal (wearing metal armor, 
using metal weapons, and so on) can be affected 
by fluctuating magnetism just as a character is 
affected by gravity.

Low Gravity: Weapons that rely on weight, such 
as all heavy weapons, deal 2 fewer points of damage 
(dealing a minimum of 1 point of damage). Weapons 
with short range can reach to long range, and long-
range weapons can reach to about 200 feet (61 m) 
instead of 100 feet (30 m). Characters trained in low-
gravity maneuvering ignore the damage penalty.
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High Gravity: It’s hard to make effective 
attacks when the pull of gravity is very strong. 
The difficulty of attacks (and all physical actions) 
made in high gravity is increased by one step. 
Ranges in high gravity are reduced by one 
category (long-range weapons reach only to short 
range, and short-range weapons reach only to 
immediate range). Characters trained in high-
gravity maneuvering ignore the change in difficulty 
but not the range decreases.

Zero Gravity: It’s hard to maneuver in an 
environment without gravity. The difficulty of attacks 
(and all physical actions) made in zero gravity is 
increased by one step. Weapons with short range 
can reach to long range, and long-range weapons 
can reach to about 200 feet (61 m) instead of 100 
feet (30 m). Characters trained in zero-gravity 
maneuvering ignore the change in difficulty.

Special Situation: Combat Between NPCs
When an NPC attacks another NPC, the GM 

should designate a player to roll for one of the 
NPCs. Often, the choice is obvious. For example, a 
character who has a trained attack animal should 
roll when her pet attacks enemies. If an NPC ally 
accompanying the party leaps into the fray, that ally’s 
favorite PC rolls for him. NPCs cannot apply Effort.

Special Situation: Combat Between PCs
When one PC attacks another PC, the attacking 
character makes an attack roll, and the other 
character makes a defense roll, adding any 
appropriate modifiers. If the attacking PC has 

a skill, ability, asset, or other effect that would 
decrease the attack’s difficulty if it were made 
against an NPC, the character adds 3 to the roll 
for each step reduction (+3 for one step, +6 for 
two steps, and so on). If the attacker’s final result 
is higher, the attack hits. If the defender’s result 
is higher, the attack misses. Damage is resolved 
normally. The GM mediates all special effects.

Special Situation: Area Attacks
Sometimes, an attack or effect affects an area rather 
than a single target. For example, a nano’s Flash 
esotery or a landslide can potentially harm or affect 
everyone in the area.

In an area attack, all PCs in the area make 
appropriate defense rolls against the attack to 
determine its effect on them.

If there are any NPCs in the area, the attacker 
makes a single attack roll against all NPCs (one roll, 
not one roll per NPC) and compares it to the target 
number of each NPC. If the roll is equal to or greater 
than the target number of a particular NPC, the 
attack hits that NPC.

Some area attacks always deal at least a minimum 
amount of damage, even if the attacks miss or if a PC 
makes a successful defense roll.

For example, consider a nano who uses Flash to 
attack six cultists (level 2; target number of 6) and their 
leader (level 4; target number of 12). The nano applies 
Effort to increase the damage and rolls an 11 for the 
Flash attack roll. This hits the six cultists, but not the 
leader, so the Flash deals 4 points of damage to each 
of the cultists. However, the description of the Flash 
esotery says that applying Effort to increase the damage 
also means that targets take 1 point of damage if the 
nano fails the attack roll, so the leader takes 1 point 
of damage. In terms of what happens in the story, the 
cultists are caught flat-footed by the nano’s burst of 
energy, but the leader ducks and shields herself from 
the blast. However, the blast is so intense that despite 
the cult leader’s best attempt, she is still burned.

Special Situation: Attacking Objects
Attacking an object is rarely a matter of hitting it. 
Sure, you can hit the broad side of a barn, but can 
you damage it? Attacking inanimate objects with a 
melee weapon is a Might action. Objects have levels 
and thus target numbers. An object’s target number 
also serves as its health to determine whether it is 
destroyed. You track the object’s health just as you 
would with an NPC.

Hard objects, like those made of stone, have 1 
Armor. Very hard objects, like those made of metal, 
have 2 Armor. Extremely hard objects, like those 
made of diamond or an advanced metal alloy, have 3 
Armor. Armor subtracts from every attack’s damage.

Flash, page 37 

Esoteries, page 35
Focus, page 52

Cypher, page 278
Artifact, page 298

A CLOSER LOOK AT SITUATIONS 
THAT DON’T INVOLVE PCs 

Ultimately, the GM is the arbiter of conflicts 
that do not involve the PCs. They should be 
adjudicated in the most interesting, logical, 
and story-based way possible. When in doubt, 
match the level of the NPCs (characters 
or creatures) or their respective effects to 
determine the results. Thus, if a level 4 NPC 
fights a blood barm (level 3), he’ll win, but if 
he faces a jiraskar (level 7), he’ll lose. Because 
an ithsyn is a level 4 creature, it resists poisons 
or numenera devices of level 3 or less, but not 
those of level 5 and above.

The essence is this: in Numenera, it doesn’t 
matter if something is a monster, a poison, or 
a gravity-dispelling ray. If it’s a higher level, it 
wins; if it’s a lower level, it loses. If two things of 
equal level oppose each other, there might be a 
long, drawn-out battle that could go either way.
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ACTION: ACTIVATE A SPECIAL ABILITY
Special abilities are things like esoteries, abilities 
granted through a character’s focus, or powers 
granted by cyphers or artifacts. If a special ability 
affects another character in any kind of unwanted 
manner, it’s handled as an attack. This is true even 
if the ability is normally not considered an attack. 
For example, if a character has a healing touch, 
but her friend doesn’t want to be healed for some 
reason, an attempt to heal her unwilling friend is 
handled as an attack.

However, plenty of special abilities and esoteries 
do not affect another character in an unwanted 
manner. For example, a nano might use Hover 
to float into the air. A character with a matter-
reorganizing device might change a stone wall into 
glass. A character who exists Partially Out of Phase 
might walk through a wall. None of these requires 
an attack roll (although when turning a stone wall 
to glass, the character must still make a roll to 
successfully affect the wall).

If the character spends points to apply Effort on 
her attempt, she might want to roll anyway to see if 
she gets a major effect, which would reduce the cost 
for her action.

ACTION: MOVE
As a part of another action, a character can adjust 
his position—stepping back a few feet while 
performing an esotery, sliding over in combat to take 
on a different opponent to help his friend, pushing 
through a door he just opened, and so on. This is 
called an immediate distance, and a character can 
move this far as a part of another action.

In a combat situation, if a character is in a large 
melee, he’s usually considered to be next to most 
other combatants, unless the GM rules that he’s 
farther away because the melee is especially large or 
the situation dictates it.

If he’s not in melee but still nearby, he is 
considered to be a short distance away—usually less 
than 50 feet (15 m).

If he’s farther away than that but still involved in 
the combat, he is considered to be a long distance 
away, usually 50 to 100 feet (15 to 30 m).

Beyond that distance, only special circumstances, 
actions, or abilities will allow a character to be 
involved in an encounter.

In a round, as an action, a character can make a 
short move. In this case, he is doing nothing but 
moving up to about 50 feet (15 m). Some terrain 
or situations will change the distance a character 
can move, but generally, making a short move is 
considered to be a difficulty 0 action. No roll is 
needed; he just gets where he’s going as his action.

A character can try to make a long move—up to 
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100 feet (30 m) or so—in one round. This is a Speed 
task with a difficulty of 4. As with any action, he can 
use skills, assets, or Effort to decrease the difficulty. 
Terrain, obstacles, or other circumstances can 
increase the difficulty.

A successful roll means the character moved the 
distance safely. Failure means that at some point 
during the move, he stops or stumbles (the GM 
determines where this happens).

Long-term Movement
When talking about movement in terms of traveling 
rather than round-by-round action, typical characters 
can travel on a road about 20 miles (32 km) per day, 
averaging about 3 miles (4.8 km) per hour, including 
a few stops. When traveling overland, they can move 
about 12 miles (19 km) per day, averaging 2 miles 
(3.2 km) per hour, again with some stops. Mounted 
characters—such as on those riding an aneen or a 
snow loper can go twice as far. Other modes of travel 
(flying craft, sailing ships, and so on) have their own 
rates of movement. 

Movement Modifiers
Different environments affect movement in different 
ways.

Rough Terrain: A surface that’s considered rough 
terrain is covered in loose stones or other material, 
uneven or with unsure footing, unsteady, or a surface 
that requires movement across a narrow space, such 
as a cramped corridor or a slender ledge. Stairs are 
also considered rough terrain. Rough terrain does 
not slow normal movement on a round-by-round 
basis, but it increases the difficulty of a move roll by 
one step. Rough terrain cuts long-term movement 
rates in half.

Difficult Terrain: Difficult terrain is an area filled with 
challenging obstacles—water up to waist height, a 
very steep slope, an especially narrow ledge, slippery 
ice, a foot or more of snow, a space so small that one 
must crawl through it, and so on. Difficult terrain is 
just like rough terrain, but it also halves movement on 
a round-by-round basis. This means that a short move 
is about 25 feet (7.6 m), and a long move is about 
50 feet (15 m). Difficult terrain reduces long-term 
movement to a third of its normal rate.

Water: Deep water, in which a character is mostly 
or entirely submerged, is just like rough terrain except 
that it also quarters movement. This means that a 
short move is about 12 feet (3.7 m), and a long move is 
about 25 feet (7.6 m). Characters trained in swimming 
only halve their movement while in deep water.

Low Gravity: Movement in low gravity is easier but 
not much faster. The difficulty for all move rolls is 
decreased by one step. 

High Gravity: In an environment of high gravity, 
treat all moving characters as if they were in difficult 
terrain. Characters trained in high-gravity maneuvering 
negate this penalty. High gravity reduces long-term 
movement to a third of its normal rate. 

Zero Gravity: In an environment without gravity, 
characters cannot move normally. Instead, they must 
push off from a surface and succeed at a Might 
roll to move (the difficulty is equal to one-quarter 
the distance traveled in feet). Without a surface to 
push off from, a character cannot move. Unless the 
character’s movement takes him to a stable object 
that he can grab or land against, he continues to 
drift in that direction each round, traveling half the 
distance of the initial push.

Special Situation: A Chase
When a PC is chasing an NPC or vice versa, the 
player should attempt a Speed action, with the 
difficulty based on the NPC’s level. If he succeeds at 
the roll, he catches the NPC, or he gets away if he is 
the one being chased. In terms of the story, this one-
roll mechanic can be the result of a long chase over 
many rounds.

"There is every reason 
to believe that current 

humans are not at all the 
product of purely natural 

evolution." 
~Visixtru, varjellan 

philosopher

Aneen, page 231
Snow loper, page 259
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There are many ways multiple characters can 
work together. None of these options, however, 
can be used at the same time by the same 
characters.

Helping: If a character attempts a task and 
gets help from another character who is trained 
or specialized in that task, the acting character 
gets the benefit of the helping character. The 
helping character uses his action to provide 
this help. If the helper does not have training 
or specialization in that task, or if the acting 
character already is as trained or specialized as 
the helper, the acting character instead gets a 
+1 bonus to the roll. For example, if Veterian the 
glaive is trying to climb a steep incline but has 
no skill at climbing, and Jethua the jack (who 
is trained in climbing) spends her turn helping 
him, Veterian can decrease the difficulty of the 
task by one step. If Veterian were also trained in 
climbing, or if neither character were, he would 
gain a +1 bonus to the roll instead. A character 
with an inability in a task cannot help another 
character with that task—the character with the 
inability provides no benefit in that situation.

Complementary Actions: If a character 
attempts an action, and a second character 
skilled in that type of action attempts a 
complementary action, both actions gain a 
+2 bonus to the roll. For example, if Veterian 
the glaive tries to convince a noble to sponsor 
his mission, and Jethua the jack is trained in 
persuasion, she can use a complementary—but 
different—action in the situation to gain the +2 
bonus. She might try to supplement Veterian’s 
words with a flattering lie about the noble (a 
deception action), a display of knowledge about 
the region where the mission will take place (a 
lore action), or a direct threat to the noble (an 
intimidation action).

Complementary actions work in combat as 
well. If Veterian attacks an Oorgolian soldier with 
a thrust attack fighting move and Jethua also 
has the ability to make thrust attacks, thanks to 
her trick of the trade she can attack the same 
automaton with a different kind of attack, like a 
bash, and both actions gain the +2 bonus.

The players involved should work out 
complementary actions together and describe 
them to the GM.

Distraction: When a character uses his turn to 
distract a foe, the difficulty of that foe’s attacks 
is modified by one step to its detriment for one 
round. Multiple characters distracting a foe has 
no greater effect than a single character doing 
so—a foe is either distracted or not.

Draw the Attack: When an NPC attacks a 
character, another PC can prominently present 
herself, shout taunts, and move to try to get the 
foe to attack her instead. 

In most cases, this action succeeds without 
a roll—the opponent attacks the prominent 
PC instead of her companions. In other cases, 
such as with intelligent or determined foes, the 
prominent character must succeed at an Intellect 
action to draw the attack. If that Intellect action 
is successful, the difficulty of the prominent 
character’s defense tasks is modified by one step 
to her detriment.

Two characters attempting to draw an attack at 
the same time cancel each other out.

Take the Attack: A character can use her 
action to throw herself in front of an attack to 
save a nearby comrade. The attack automatically 
succeeds against her, and it deals 1 additional 
point of damage. A character cannot willingly take 
more than one attack each round in this way.

The Old One-Two-Three: If three or more 
characters attack the same foe, each character 
gains a +1 bonus to his attack.

High and Low: If one character makes a 
melee attack against a foe and another character 
makes a ranged attack against that same foe, 
they can coordinate their actions. As a result, 
if both attacks damage the foe, the difficulty of 
the foe’s next task is modified by one step to its 
detriment.

Covering Fire: A character using a ranged 
attack or ability (including esoteries) can aim 
near a foe but narrowly miss on purpose, making 
an attack that inflicts no damage but harasses 
and frightens the foe. If the attack is successful, 
it deals no damage, but the difficulty of the 
foe’s next attack is modified by one step to its 
detriment.

Oorgolian soldier, page 250

Tricks of the trade, page 42

Bash, page 29

COOPERATIVE ACTIONS

Inability, 47

RULES OF THE GAME

71.58.140.236



102

Alternatively, if the GM wants to play out a long 
chase, the character can make many rolls (perhaps 
one per level of the NPC) to finish the pursuit 
successfully. For every failure, the PC must make 
another success, and if he ever has more failures 
than successes, he doesn’t catch the NPC, or he 
doesn’t get away if he is the one being chased. 
For example, if the PC is being chased through a 
crowded marketplace by a level 3 enemy, he must 
succeed at three chase rolls. If he succeeds at one 
but fails the second, he must succeed at the third 
one, or he will have more failures than successes, 
and the foe will catch him. As with combat, the 
GM is encouraged to describe the results of these 
rolls with flavor. A success might mean the PC has 
rounded a corner and gained some distance. A 
failure might mean that a basket of fruit topples 
over in front of him, slowing him down.

ACTION: WAIT
You can wait to react to another character’s action. 
You decide what action will trigger your action, and 
if the triggering action happens, you get to take 
your action first (unless going first wouldn’t make 
any sense, like attacking a foe before he comes into 
view). For example, if an abhuman threatens you 
with a spear, on your turn you can decide to wait, 
stating, “If he stabs at me with that spear, I’m going 
to slash him with my sword.” On the abhuman’s 
turn, he stabs, so you make your sword attack before 
that happens.

Waiting is also a good way to deal with a ranged 
attacker who rises from behind cover, fires an attack, 
and ducks back down. You could say, “I wait to see 
him pop up from behind cover and then I shoot him.”

ACTION: DEFEND
Defending is a special action that only PCs can do, and 
only in response to being attacked. In other words, 
an NPC uses its action to attack, which forces a PC to 
make a defense roll. This is handled like any other kind 
of action, with circumstances, skill, assets, and Effort all 
potentially coming into play. Defending is a special kind 
of action in that it does not happen on the PC’s turn. 
It’s never an action that a player decides to make; it’s 
always a reaction to an attack. A PC can make a defense 
action when attacked (on the attacking NPC’s turn) and 
still take another action on his own turn.

The type of defense roll depends on the type of 
attack. If a foe attacks a character with an axe, she 
can use Speed to duck or block it with what she’s 
holding. If she’s struck by a poisoned dart, she can 
use a Might action to resist its effects. If a psi-worm 
attempts to control her mind, she can use Intellect 
to fend off the intrusion.

Sometimes an attack provokes two defense 

actions. For example, a poisonous reptile tries to bite 
a PC. She tries to dodge the bite with a Speed action. 
If she fails, she takes damage from the bite, and 
she must also attempt a Might action to resist the 
poison’s effects.

If a character does not know an attack is coming, 
usually she can still make a defense roll, but she 
can’t add modifiers (including the modifier from 
a shield), and she can’t use any skill or Effort 
to decrease the roll’s difficulty. If circumstances 
warrant—such as if the attacker is right next to the 
character—the GM might rule that the surprise 
attack simply hits her.

A character can always choose to forgo a defense 
action, in which case the attack automatically hits her.

Some abilities (such as the nano’s 
Countermeasures esotery) allow you to do 
something special as a defense action. 

ACTION: DO SOMETHING ELSE
You can try anything you can think of, although that 
doesn’t mean anything is possible. The GM sets the 
difficulty—that’s her primary role in the game. Still, 
guided by the bounds of logic, players and GMs will 
find all manner of actions and options that aren’t 
covered by a rule. That’s a good thing.

Players should not feel constrained by the game 
mechanics when taking actions. Skills are not 
required to attempt an action. Someone who’s 
never picked a lock can still try. The GM might 
assign a negative step modifier to the difficulty, but 
the character can still attempt the action.

Thus, players and GMs can return to the beginning 
of this chapter and look at the most basic expression 
of the rules. A player wants to take an action. The GM 
decides, on a scale of 1 to 10, how difficult that task 
would be and what stat it uses. The player determines 
whether he has anything that might modify the 
difficulty and considers whether he wants to apply 
Effort. Once the final determination is made, he rolls 
to see if his character succeeds. It’s as easy as that. 

As further guidance, the following are some of the 
more common actions a player might take.

Climbing
When a character climbs, the GM sets a difficulty 
based on the surface being climbed. If the character 
succeeds at the roll, she uses the movement rules 
as though she were moving normally, although 
climbing is like moving through difficult terrain: it 
raises the difficulty of a move roll by one step and 
halves movement. Unusual circumstances, such 
as climbing while under fire (or while on fire!) pose 
additional step penalties. Being skilled in climbing 
reduces the difficulty of this task.

Difficult terrain, page 100 

Players are encouraged 
to come up with their 

own ideas for what their 
characters do rather 

than looking at a list of 
possible actions. That’s 

why there is a “Do 
Something Else” action. 
PCs are not pieces on a 
game board—they are 

people in a story. And like 
real people, they can try 
anything they can think 

of. (Succeeding is another 
matter entirely.) The task 
difficulty system provides 

GMs with the tools 
they need to adjudicate 

anything the players 
come up with.

Countermeasures, page 37

Waiting is also a useful 
tool for cooperative 
actions (page 101). 

In Numenera, players 
are not rewarded for 

slaying foes in combat, 
so using a smart idea to 

avoid combat and still 
succeed is just good play. 

Likewise, coming up 
with an idea to defeat a 
foe without hammering 

on it with weapons is 
encouraged—creativity is 

not cheating!
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 Difficulty Surface
2 Surface with lots of handholds

 3 Stone wall or similar surface (a few 
  handholds)

4 Crumbling or slippery surface
 5 Smooth stone wall or similar surface

6 Metal wall or similar surface
 8 Smooth, horizontal surface (climber is  
  upside-down)

10 Glass wall or similar surface

Guarding
In a combat situation, a character can stand guard 
as her action. She does not make attacks, but she 
decreases the difficulty of all her defense tasks by 
one step. Further, if an NPC tries to get by her or 
take an action that she is guarding against, she 
can attempt a Speed action (based on the level 
of the NPC) with the difficulty decreased by one 
step. Success means that the NPC is prevented 
from taking the action; the NPC’s action that turn 
is wasted. This is useful for blocking a doorway, 
guarding a friend, and so forth.

If an NPC is standing guard, use the same procedure, 
but to get past the guard, the PC attempts a Speed 
action with the difficulty increased by one step. For 
example, Latora is an NPC human with a level 3 
bodyguard. The bodyguard uses his action to guard 
Latora. If a PC wants to attack Latora, she first must 
succeed at a difficulty 4 Speed task to get past the guard. 
If she succeeds, she can make her attack normally.

Healing
You can administer aid through bandaging and other 
succor, attempting to heal each patient once per day. 
This healing restores points to a stat Pool of your 
choice. Decide how many points you want to heal, 
and then make an Intellect action with a difficulty 
equal to that number. For example, if you want to 
heal someone for 3 points, that’s a difficulty 3 task 
with a target number of 9. Being skilled in healing 
reduces the difficulty of this task.

Jumping 
Decide how far you want to jump, and that sets the 
difficulty of your Might roll. For a standing jump, 
subtract 4 from the distance (in feet, or .3 m) to 
determine the difficulty of the jump. For example, 
jumping 10 feet (3 m) has a difficulty of 6.

If you run an immediate distance before jumping, 
it counts as an asset, reducing the difficulty of the 
jump by one step.

If you run a short distance before jumping, divide 
the jump distance (in feet) by 2 and then subtract 
4 to determine the difficulty of the jump. Because 
you’re running an immediate distance (and then 

some), you also count your running as an asset. For 
example, jumping a distance of 20 feet (6 m) with 
a short running start has a difficulty of 5 (20 feet 
divided by 2 is 10, minus 4 is 6, minus 1 for running 
an immediate distance). 

Being skilled in jumping reduces the difficulty of 
this task.

For a vertical jump, the distance you clear (in feet) 
is equal to the difficulty of the jumping task. If you 
run an immediate distance, it counts as an asset, 
reducing the difficulty of the jump by one step.

Alternatively, you can ignore the math and use the 
Jump Distance table on the following page.

Understanding, Identifying, or 
Remembering
When characters try to identify or figure out how to 
use a device, the level of the device determines the 
difficulty of the Intellect roll. For a bit of knowledge, 

There’s nothing wrong with 
the GM simply assigning 
a difficulty level to a jump 
without worrying about the 
precise distance. The rules 
here are just so everyone 
has some guidelines.

RULES OF THE GAME
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the GM determines the difficulty. Being skilled in 
the appropriate area (the numenera, Ninth World 
history, geology, local knowledge, and so on) reduces 
the difficulty of this task.

Difficulty Knowledge
0 Common knowledge
1 Simple knowledge
3 Something a scholar probably knows
5 Something even a scholar might not  
 know
7 Knowledge very few people possess
10  Completely lost knowledge

Looking or Listening
Generally, the GM will describe any sight or sound 
that’s not purposefully difficult to detect. But if 
you want to look for a hidden enemy, search for a 
secret panel, or listen for someone sneaking up on 
you, make an Intellect roll. If it’s a creature, its level 
determines the difficulty of your roll. If it’s something 
else, the GM determines the difficulty of your roll. 
Being skilled in perception reduces the difficulty of 
this task.

Interacting With Creatures
The level of the creature determines the target 
number, just as with combat. Thus, bribing a guard 
works much like punching him or affecting him with 
an esotery. This is true of persuading someone, 
intimidating someone, calming a wild beast, or 
anything of the kind. Interaction is an Intellect task. 
Being skilled in persuasion, intimidation, bribery, 
deception, animal handling, or something of that 
nature can decrease the difficulty of the task, if 
appropriate.

Moving a Heavy Object
You can push or pull something very heavy and move 
it an immediate distance as your action.

The weight of the object determines the 
difficulty of the Might roll to move it; every fifty 
pounds increases the difficulty by one step. So 
moving something that weighs 150 pounds is 
difficulty 3, and moving something that weighs 
400 pounds is difficulty 8. If you can reduce the 
difficulty of the task to 0, you can move a heavy 
object up to a short distance as your action. Being 
skilled in carrying or pushing reduces the difficulty 
of this task.

Operating or Disabling a Device,  
or Picking a Lock
As with figuring out a device, the level of the device 
usually determines the difficulty of the Intellect 
roll. However, unless a device is very complex, the 
GM will often rule that once you figure it out, no 
roll is needed to operate it except under special 
circumstances. So if the PCs find and figure out 
how to use a hovering platform, they can operate it. 
However, if they are attacked, they might need to roll 
to ensure that they don’t crash the platform into a 
wall while trying to avoid being hit.

Unlike operating a device, disabling a device and 
picking a lock usually require rolls. These actions 
often involve special tools and assume that the 
character is not trying to destroy the device or lock. 
(If you are attempting to destroy it, you probably 
should make a Might roll to smash it rather than a 
Speed or Intellect roll requiring patience and know-
how.)

Being skilled in operating devices or picking locks 
reduces the difficulty of this task.

JUMP DISTANCE

   Type of Jump
Difficulty Standing Immediate Run 1 Short Run 1 Vertical 1

0 4 ft. (1.2 m) 5 ft. (1.5 m)  10 ft. (3 m) 0 ft.
1 5 ft. (1.5 m) 6 ft. (1.8 m)  12 ft. (3.7 m) 1 ft. (.3 m)
2 6 ft. (1.8 m) 7 ft. (2.1 m)  14 ft. (4.3 m) 2 ft. (.6 m)
3 7 ft. (2.1 m) 8 ft. (2.4 m)  16 ft. (4.9 m) 3 ft. (.9 m)
4 8 ft. (2.4 m) 9 ft. (2.7 m)  18 ft. (5.5 m) 4 ft. (1.2 m)
5 9 ft. (2.7 m) 10 ft. (3 m)  20 ft. (6.1 m) 5 ft. (1.5 m)
6 10 ft. (3 m) 11 ft. (3.4 m)  22 ft. (6.7 m) 6 ft. (1.8 m)
7 11 ft. (3.4 m) 12 ft. (3.7 m)  24 ft. (7.3 m) 7 ft. (2.1 m)
8 12 ft. (3.7 m) 13 ft. (4 m)  26 ft. (7.9 m) 8 ft. (2.4 m)
9 13 ft. (4 m) 14 ft. (4.3 m)  28 ft. (8.5 m) 9 ft. (2.7 m)
10 14 ft. (4.3 m) 15 ft. (4.6 m)  30 ft. (9.1 m) 10 ft. (3 m) 

1 If you are skilled in jumping, move one row down to determine your distance. If you are specialized in jumping, move two rows down to determine your distance.
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Riding
If you’re riding an animal that’s trained to be a 
mount, and you’re doing something routine such as 
riding from one village to another or from one part 
of a field to another, you don’t need to make a roll 
(just as you wouldn’t need to make a roll to walk 
there). However, staying mounted during a fight 
or doing something tricky requires a Speed roll to 
succeed. A saddle or other appropriate gear is an 
asset and reduces the difficulty by one step. Being 
skilled in riding reduces the difficulty of this task.

Difficulty Maneuver
0 Riding
1 Staying on the mount in a battle or   
 other difficult situation
3 Staying on a mount when you take
 damage  
4 Mounting a moving steed
5 Coaxing a mount to move or jump
 twice as fast or far as normal for one
 round

Sneaking
The difficulty of sneaking by a creature is 
determined by its level. Sneaking is a Speed roll. 
Moving at half speed reduces the difficulty by one 
step. Appropriate camouflage or other gear may 
count as an asset and decrease the difficulty, as will 
dim lighting conditions and having plenty of things 
to hide behind. Being skilled in sneaking reduces 
the difficulty of this task.

Swimming
If you’re simply swimming from one place to 
another, such as across a calm river or lake, use 
the standard movement rules, noting the fact 
that your character is in deep water. Being skilled 
in swimming decreases the difficulty. However, 
sometimes, special circumstances require a Might 
roll to make progress while swimming, such as 
when trying to avoid a current, being dragged into a 
whirlpool, and so on. 

Common Numenera 
mounts include aneen 
(page 231), snow lopers 
(page 259), and the 
reptilian brehm (page 163). 
Less common mounts 
include the large, antelope-
like espron (page 184). 

Flying mounts include 
rasters (page 253) and 
xi-drakes (page 265). A 
windrider (page 313) is a 
technological mount.
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SPECIAL: CRAFTING, BUILDING, 
AND REPAIRING 
Crafting is a tricky topic in the Ninth World because 
the same rules that govern building a spear also cover 
repairing a teleporter. Normally, the level of the item 
determines the difficulty of creating or repairing it as 
well as the time required. For numenera items (cyphers, 
artifacts, and oddities), add 5 to the item’s level to 
determine the difficulty of creating or repairing it.

Sometimes, if the item is artistic in nature, the 
GM will add to the difficulty and time required. For 
example, a crude wooden stool might be hammered 
together in an hour. A beautiful finished piece might 
take a week or longer and would require more skill 
on the part of the crafter.

The GM is free to overrule some attempts at 
creation, building, or repair, requiring that the 
character have a certain level of skill, proper tools 
and materials, and so forth.

A level 0 object requires no skill to make and is easily 
found in most locations. Sling stones and firewood are 
level 0 items—producing them is routine. Making a 
torch from spare wood and oil-soaked cloth is simple, 
so it’s a level 1 object. Making an arrow or a spear is 
fairly standard but not simple, so it’s a level 2 object.

MATERIALS
Generally speaking, a device to be crafted requires 
materials equal to its level and all the levels below it. 
So a level 5 device requires level 5 material, level 4 
material, level 3 material, level 2 material, and level 1 
material (and, technically, level 0 material).

The GM and players can gloss over much of the 
crafting details, if desired. Gathering all the materials 
to make a mundane item might not be worth playing 
out—but then again, it might be. For example, making 
a wooden spear in a forest isn’t very interesting, 
but what if the characters have to make a spear in a 
treeless desert? Finding the wreckage of something 
made of wood or forcing a PC to fashion a spear out 
of the bones of a large beast could be interesting 
situations.

TIME
The time required to create an item is up to the GM, 
but the guidelines in the crafting table are a good 
starting point. Generally, repairing an item takes 
somewhere between half the creation time and the 
full creation time, depending on the item, the aspect 
that needs repairing, and the circumstances. For 
example, if creating an item takes one hour, repairing 
it takes between thirty minutes and one hour.

Sometimes a GM will allow a rush job if the 
circumstances warrant it. This is different than using 
skill to reduce the time required. In this case, the quality 
of the item is affected. Let’s say that a character needs 
to create a tool that will cut through solid steel with a 
heat beam (a level 7 item), but she has to do it in one 
day. The GM might allow it, but the device might be 
extremely volatile, inflicting damage on the user, or it 
might work only once. The device is still considered a 
level 7 item to create in all other respects.

SKILLS
The skill level of the crafter reduces the difficulty 
as normal in all ways except materials and time. 
If a character trained in leatherworking wants to 
make a leather vest and the GM decides it’s a level 
3 item, it’s only a standard (difficulty 2) task, but it 
still takes a full day and level 3, level 2, and level 1 
materials.

With the GM’s approval (and if it makes sense 
to do so), the character can reduce the time or 
materials needed instead of the difficulty. A trained 
fletcher making arrows (level 2 items) could attempt 
a difficulty 2 task rather than a difficulty 1 task to 
create an arrow in fifteen minutes instead of an hour, 
or she could create it in an hour using substandard 
(level 1) materials. However, sometimes the GM 
will rule that reducing the time is not possible. For 
example, a single human could not make a chainmail 
vest in one hour.

“Three children used to 
play around the outside 

of my lab, but then I 
conducted the first trial 

of the inverse multiversal 
regulator. I must admit, I 
miss those kids from time 

to time.” 
~Sir Arthour

 Deep water, page xx
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Possible areas for character training include: 

FAILURE
Failure at the check means that the device is not 
completed or repaired. To continue to work on it, the 
character must gather more materials (generally, the 
highest-level material needed) and take the required 
amount of time again.

NUMENERA OR NONSTANDARD ITEMS
The preceding rules work well for repairing the 
numenera or other nonstandard items. However, 
if a character wants to create a numenera item or 
another nonstandard, permanent object, the player 
must spend XP (see Experience Points, page 108). If 
the character fails his check, no XP are spent.

Possible areas for character training include: 

TINKERING WITH THE NUMENERA
Characters might try to make a cypher, an artifact, 
or another device do something other than its 
intended function. Sometimes, the GM will simply 
declare the task impossible. You can’t turn a vial 
of healing elixir into a two-way communicator. But 
most of the time, there is a chance of success. 
The numenera is technology that a 21st-century 
human can’t begin to understand, so possibility or 
impossibility is far more flexible.

CRAFTING ITEMS

Difficulty Craft General Time to Build
0 Something extremely simple, like tying a rope A few minutes at most
 or finding an appropriately sized rock
1 Torch 5 minutes
2 Spear, simple shelter, or piece of furniture 1 hour
3 Bow, door 1 day
4 Sword, chainmail vest 1 to 2 days
5 Common numenera item (glowglobe, shaper key) 1 week
6 Simple numenera item 1 month
7 Numenera item 1 year
8 Numenera item Many years
9 Numenera item Many years
10 Numenera item Many years
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That said, tinkering with the numenera is not 
easy. Obviously, the difficulty varies from situation 
to situation, but difficulties starting at 7 are not 
unreasonable. The time required would be similar to 
the time needed to repair a device, tools would be 
required, and so on. If the tinkering results in a long-
term benefit for the character—such as creating an 
artifact that she can use—the GM should require her 
to spend XP to make it.

EXPERIENCE POINTS
Experience points (XP) are the currency by which 
players gain benefits for their characters. The 
most common ways to earn XP are through GM 
intrusions and by discovering new and amazing 
things. Sometimes experience points are earned 
during a game session, and sometimes they’re 
earned between sessions. In a typical session, a 
player might earn 2 to 4 XP, and between sessions, 
perhaps another 2 XP (on average). The exact 
amounts depend on the events of the session and 
the discoveries made.

GM INTRUSION
At any time, the GM can introduce an unexpected 
complication for a character. When he intrudes 
in this manner, he must give that character 2 XP. 
That player, in turn, must immediately give one 
of those XP to another player and justify the gift 
(perhaps the other player had a good idea, told a 

funny joke, performed an action that saved a life, 
and so on).

Often, the GM intrudes when a player attempts 
an action that, according to the rules, should be 
an automatic success. However, the GM is free to 
intrude at other times. As a general rule, the GM 
should intrude at least once each session, but no 
more than once or twice each session per character.

Anytime the GM intrudes, the player can spend 
1 XP to refuse the 
intrusion, though that 
also means he doesn’t 
get the 2 XP. If the 
player has no XP to 
spend, he can’t refuse 
the intrusion.

Example 1: Through skill and the aid of another 
character, a fourth-tier PC reduces a wall climbing 
task from difficulty 2 to difficulty 0. Normally, he 
would succeed at the task automatically, but the GM 
intrudes and says, “No, a bit of the crumbling wall 
gives way, so you still have to make a roll.” As with 
any difficulty 2 task, the target number is 6. The PC 
attempts the roll as normal, and because the GM 
intruded, the character gains 2 XP. He immediately 
gives one of those XP to another player.

Example 2: During a fight, a PC swings his axe 
and damages a foe with a slice across the shoulder. 
The GM intrudes by saying that the foe turned just 
as the axe struck, wrenching the weapon from the 
character’s grip and sending it clattering across the 
floor. The axe comes to a stop 10 feet (3 m) away. 
Because the GM intruded, the PC gains 2 XP, and he 
immediately gives one of those XP to another player. 
Now the character must deal with the dropped 
weapon, perhaps drawing a different weapon or 
using his next turn to scramble after the axe.

If a character rolls a 1 on a die, the GM can intrude 
without giving the character any XP. This kind of 
intrusion happens immediately or very soon thereafter.

DISCOVERING NEW THINGS
The core of gameplay in Numenera—the answer 
to the question “What do characters do in this 
game?”—is “Discover new things or old things 
that are new again.” This can be the discovery of 
something a character can use, like an artifact. 
It makes the character more powerful because it 
almost certainly grants a new capability or option, 
but it’s also a discovery unto itself and results in a 
gain of experience points.

Discovery can also mean finding a new numenera 
procedure or device (something too big to be 
considered a piece of equipment) or even previously 

The core of gameplay in Numenera is to discover new 
things or old things that are new again.

DISCOVERY

While GM intrusion is interesting, the game 
also has a more conventional method of 
awarding XP between sessions. But it has 
nothing to do with killing monsters.

I know—that’s weird for a lot of players. 
Defeating opponents in battle is the core way you 
earn XP in many games. But not in Numenera. I’m 
a firm believer in awarding players experience points 
for the thing you expect them to do in the game. 
Experience points are the reward pellets they get for 
pushing the button—oh, wait, no, that’s for rats in 
a lab. Well, same principle: give the players XP for 
doing a thing, and that thing is what they’ll do.

In Numenera, that thing is discovery.

For much more about 
GM intrusion, refer to 

page 325.

It’s a fine line, but 
ultimately the GM 

decides what constitutes 
a discovery as opposed 

to just something weird 
in the course of an 

adventure. Usually, the 
difference is, did the PCs 
successfully interact with 

it and learn something 
about it? If so, it’s 

probably a discovery.
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unknown information. If the PCs find an ancient 
hovertrain and get it working again so they can use 
it to reach a distant location, that’s a discovery. If 
they locate a signal receiving station and figure out 
how to turn off the transmission from an overhead 
satellite that’s causing all the animals in the region 
to become hostile, that’s a discovery. The common 
thread is that the PCs discover something that they 
can understand and put to use. A cure for a plague, 
the means to draw power from a hydroelectric plant, 
an operational flying craft, or an injection that grants 
the knowledge to create a protective force field dome 
over a structure—these are all discoveries.

Lastly, depending on the GM’s outlook and 
the kind of campaign the group wants to play, a 
discovery could be as abstract as a truth. This could 
be an ethical idea such as “What goes around comes 
around,” or it might be an adage such as “Everyone 
has his price.” 

Typically, the PCs will earn about half their total 
experience points by making discoveries.

Artifacts: When the group gains an artifact, award 
XP equal to the artifact’s level and divide it among 
the PCs (minimum 1 XP for each character). Round 
down if necessary. For example, if four PCs discover 
a level 5 artifact, they each get 1 XP.

Cyphers and oddities are not worth XP.

Other Devices: These devices are often large, 
immobile objects found in the ruins left behind from the 
prior worlds, not artifacts that characters can take with 
them and use. Experimenting with a device to discover 
what it does might grant 1 XP to each PC involved, 
particularly if the explorers return to civilization with an 
interesting tale of the wonders of the past.

Miscellaneous Discoveries: Various other 
discoveries might grant 1 XP to each PC involved. 
These aren’t always devices, but they’re usually some 
kind of items or contraptions left over from the 
ancients. They might include:

normal animals submersed into it, slowly 
transforming them into gigantic versions of 
themselves.

dimension-spanning device.

that can be used for transplants—if a qualified 
chiurgeon is available.

(with great effort) and reassembled to help protect 
a city against invasion.

Shins are not worth experience points. Finding 
money can help the characters buy equipment, but it 
doesn’t earn them XP.

Experience point awards 
for artifacts should usually 
apply even if the artifact 
was given to the PCs rather 
than found, because often 
such gifts are the rewards 
for success.
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GM AWARDS
Sometimes, a group will have an adventure that 
doesn’t deal primarily with uncovering the past or 
exploring ruins for artifacts. In this case, it’s a good 
idea for the GM to award XP for accomplishing other 
tasks. A goal or a mission is normally worth 1 to 4 
XP for each PC involved, depending on the difficulty 
and length of the work. As a general rule, a mission 
should be worth at least 1 XP per game session 
involved in accomplishing it.

For example, saving a family on an isolated farm 
beset by abhuman raiders might be worth 1 XP for 
each character. Of course, saving the family might 
mean relocating them, parlaying with the abhumans, or 
chasing off the raiders. It doesn’t have to mean slaying 
all the abhumans, although that would work, too.

Delivering a message to a remote village high 
in the mountains that requires the PCs to climb 
in dangerous conditions and risk possible attacks 
by rockhags is probably a mission worth 2 XP per 
character. 

On the other hand, if the PCs can fly safely over 
the mountains or teleport to the village, the mission 
is probably worth just 1 XP per character. Thus, GM 

awards are based not only on the task, but on the 
PCs and their capabilities as well.

However, that doesn’t mean the characters 
should earn fewer XP if they make a lot of lucky rolls 
or devise a clever plan to overcome obstacles. Being 
lucky or smart doesn’t make a difficult challenge 
less difficult—it just means the PCs succeed more 
easily.

PLAYER-DRIVEN AWARDS
Players can create their own missions by setting 
goals for their characters. If they succeed, they earn 
XP just as if they were sent on the mission by an 
NPC. For example, if the characters decide on their 
own to help find a lost caravan in the mountains, 
that’s a goal and a mission.

Sometimes character goals are more personal. 
If a PC vows to avenge the death of her brother, 
that’s still a mission. These kinds of goals that 
are important to a character’s background should 
be set at or near the outset of the game. When 
completed, a character goal should be worth at 
least 1 XP (and perhaps as much as 4 XP) to the PC. 
This encourages players to develop their character’s 
background and to build in opportunities for action 
in the future. Doing so makes the background 
more than just backstory or flavor—it becomes 
something that can propel the campaign forward. 
With GM approval, players can also earn XP 
advances for building a background. See the 
Optional Rules section for additional information 
(page 113). 

SPENDING EXPERIENCE POINTS
Experience points are meant to be used. Hoarding 
them is not a good idea, and if a player ever 
accumulates more than 10 XP at once, the GM can 
require her to spend some of them.

Generally, experience points can be spent in four 
ways: immediate benefits, short-term benefits, long-
term benefits, and character advancement.

Immediate Benefits
The easiest, most straightforward way for a player 
to use XP is to reroll any roll in the game—even 
one that she didn’t make herself. This costs 1 XP 
per reroll. The player can reroll and use either the 
new roll or the original, whichever is better. She can 
continue to spend XP on more rerolls, but this can 
quickly become an expensive proposition. It’s a fine 
way to attempt to prevent a disaster, but it’s not 
a good idea to use of a lot of XP to reroll a single 
action over and over.

As mentioned earlier, a player can also spend 1 XP 
to refuse a GM intrusion.

PROGRESSING TO A NEW TIER

Tiers in Numenera aren’t entirely like levels in 
other roleplaying games. In Numenera, gaining 
levels is not the players’ only goal or the only 
measure of achievement. Starting (first-tier) 
characters are already competent, and there 
are only six tiers. Character advancement has 
a power curve, but it’s only steep enough to 
keep things interesting. In other words, gaining 
levels is cool and fun, but it’s not the only path 
to success or power. If you spend all your XP on 
immediate, short- and medium-term benefits, 
you would be different from someone who 
spends her points on long-term benefits, but 
you would not be “behind” that character.

The general idea is that most characters will 
spend half their XP on tier advancement and 
long-term benefits, and the rest on immediate 
and short-term benefits (which are used during 
gameplay). Some groups might decide that 
XP earned during a game is to be spent on 
immediate and short-term benefits (gameplay 
uses), and XP awarded between sessions 
for discoveries is to be spent on character 
advancement (long-term uses). 

Ultimately, the idea is to make experience 
points into tools that the players and the GM 
can use to shape the story and the characters, 
not just a bookkeeping hassle.

This system would 
work well for groups 

that are used to a 
more traditional 

level-dependent game 
and might undervalue 
spending XP for other 

things. The expectations 
of a Numenera campaign 

aren’t quite so rigid, but 
you can run it that way if 

it better suits your style. 
For more information, 

see Chapter 9: Optional 
Rules, page 113.

It can’t be stressed 
enough: often the best 
scenarios are the ones 

in which the players 
take the initiative and 
act proactively toward 

attaining a goal that 
they set for themselves. 
Whether they want to 
case and rob a noble’s 
estate, start their own 
business, clear out an 
area of the wilderness 

to make their home, or 
anything else, players 

should make their own 
adventures sometimes.
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RULES OF THE GAME

If a rule gets in the way or detracts 

from the game, the players and the 

GM should work together to change it.

Short- and Medium-Term Benefits
By spending 2 XP, a character can gain a skill—or, 
more rarely, an ability—that provides a short-term 
benefit. For example, let’s say that a character notices 
that all the locks in the Citadel of the Iron Saint are 
similar to those crafted by a locksmith who worked 
in her village when she was young. She spends 2 XP 
and says that in her youth, she visited the locksmith 
and learned the inner workings of those locks. 
As a result, she is trained 
in picking the locks in the 
Citadel of the Iron Saint. 
This is just like being 
trained in lockpicking, 
but it applies only to 
locks found in that 
particular location. The 
skill is extremely useful in the citadel, but nowhere 
else.

Medium-term benefits are usually story based. 
For example, a character can spend 2 XP while 
climbing through mountains and say that she has 
experience with climbing in regions like these, 
or perhaps she spends the XP after she’s been 
in the mountains for a while and says that she’s 
picked up the feel for climbing there. Either way, 
from now on, she is trained in climbing in those 
mountains. This helps her now and any time 
she returns to the area, but she’s not trained in 
climbing everywhere.

This method allows a character to get immediate 
training in a skill for half the normal cost. (Normally, 
it costs 4 XP to become trained in a skill, as 
explained in Character Advancement, page 112.) 
It’s also a way to gain a new skill even if the PC has 
already gained a new skill as a step toward attaining 
the next tier (again, see page 112).

In rare cases, a GM might allow a character to 
spend 2 XP to gain an entirely new ability—such 
as a device, an esotery, or a mental power—for a 
short time, usually no longer than the course of one 
scenario. The player and the GM should agree on a 
story-based explanation for the benefit. Perhaps the 
esotery or ability has a specific, rare requirement, 
such as a tool, a battery, a drug, or some kind of 
treatment.

For example, a character who wants to explore 
a submerged location has several numenera 
components, and he spends 2 XP to cobble together 
a device that lets him breathe underwater. This gives 
him the ability for a considerable length of time, but 
not permanently—the device might work for only 
eight hours. Again, the story and the logic of the 
situation dictate the parameters.

Long-Term Benefits
In many ways, the long-term benefits a character 
can gain by spending XP are a means of integrating 
the mechanics of the game with the story. Players 
can codify things that happen to their characters (or 
that they want to have happen to their characters) by 
talking to the GM and spending 3 XP. 

For example, a jack named Therik spends a long 
time posing as a librarian in a huge library in the 

river city of Charmonde 
so he can intercept 
messages secretly 
disseminated from the 
head scribe to a group 
of criminals. During 
that time, he becomes 
very familiar with using 

a library. Therik’s player talks with the GM and says 
that he would like to have the jack’s experiences have 
a lasting effect on the character. He spends 3 XP and 
gains familiarity with research of all kinds (see below).

Some things that a PC can acquire as a long-term 
benefit are story based. For example, in the course of 
play, the character might gain a friend (a contact) or 
build a log cabin (a home). These benefits are probably 
not the result of spending XP. The new contact comes 
to the PC and starts the relationship. The new home 
is granted to him as a reward for service to a powerful 
or wealthy patron, or maybe the character inherits the 
home from a relative or just stumbles into it.

Things that affect character abilities, like a 
familiarity or an artifact, are different. They likely 
require XP and time, money, and so on.

Long-term benefits can include the following.
Familiarity: The character gains a +1 bonus to 

rolls involving one kind of task: riding, crafting, 
persuading, and so on.

Contact: The character gains a long-term NPC 
contact of importance—someone who will help him 
with information, equipment, shelter, or physical 
tasks. The player and GM should work out the details 
of the NPC and her relationship with the character.

Home: The PC acquires a full-time residence. This 
can be an apartment in a city, a house, a cabin in the 
wilderness, a base in an ancient complex, or whatever 
fits the situation. The residence should be a secure 
place where the PC can leave his belongings and sleep 
soundly at night. Conceivably, several characters could 
combine their XP resources and buy a home together.

Title or job: The PC is granted a position of 
importance or authority. Although it might come 
with responsibilities, it probably also comes with 
prestige and reward. It might also simply be an 
honorarium. 

Wealth: The PC comes into a considerable amount 
of wealth, whether it’s a windfall, an inheritance, or a 

Charmonde, page 138

GMs and players should 
work together to make 
both XP awards and 
expenditures fit the ongoing 
story. If a PC stays in a 
village for two months 
to learn the inhabitants’ 
unique language, the GM 
might award her a few XP, 
which are then immediately 
spent to grant the character 
the ability to speak and 
understand that language.
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gift. It might be enough to buy a home or a title, but 
that’s not really the point. The main benefit is that 
the character no longer needs to worry about the 
cost of simple equipment, lodging, food, and so on. 
This wealth could mean a set amount—perhaps 500 
shins—or it could bestow the ability to ignore minor 
costs, as decided by the player and GM.

Artifact: The PC creates an artifact that has a power 
of his choosing. If the item is fairly simple, the GM 
can skip the crafting details and just say that after 
a period of time, the PC creates it. For an item that 
significantly alters gameplay—granting the character 
vast telepathic powers or giving him the ability to 
teleport at will—the GM might require difficult rolls, 
a considerable amount of time, and rare, hard-to-find 
components and materials.

Character Advancement
Progressing to the next tier involves four steps. 
When a character has spent XP on each of the four 
steps, he advances to the next tier and gains all 
the benefits of that tier, both from his character 
type and his character focus. Each step costs 4 
XP. The four steps can be purchased in any order, 
but each can be purchased only once per tier. In 
other words, a character must buy all four steps 
and advance to the next tier before he can buy the 
same step again.

Increasing Capabilities: You gain 4 new points to 
add to your stat Pools. You can allocate the points 
among your Pools however you wish.

Moving Toward Perfection: You add 1 to your 
Might Edge, your Speed Edge, or your Intellect Edge 
(your choice).

Extra Effort: Your Effort score increases by 1.
Skills: You become trained in one skill of your 

choice, other than attacks or defense. As described 
in the Rules Overview, a character trained in a skill 
treats the difficulty of a related task as one step lower 
than normal. The skill you choose for this benefit can 
be anything you wish, such as climbing, jumping, 
persuading, or sneaking. You can also choose to 
be knowledgeable in a certain area of lore, such as 
history or geology. You can even choose a skill based 
on your character’s special abilities. For example, if 
your character can make an Intellect roll to blast an 
enemy with mental force, you can become trained 
in using that ability, treating its difficulty as one step 
lower than normal. If you choose a skill that you are 
already trained in, you become specialized in that 
skill, reducing the difficulty of related tasks by two 
steps instead of one.

Other Options: Players can also spend 4 XP to 
purchase other special options. Selecting any of 
these options counts as purchasing one of the four 
steps necessary to advance to the next tier. The 
special options are as follows.

lowers the Might cost by 1 and lowers the Speed 
reduction by 1.

fighting move. The 
fighting move must be from your tier or a lower tier. 

esotery. The esotery 
must be from your tier or a lower tier.

trick of the trade. The 
trick must be from your tier or a lower tier.

Experience points should 
not be a goal unto 

themselves. Instead, they 
are a game mechanic to 
simulate how—through 

experience, time, toil, 
travail, and so on—

characters become more 
skilled, more able, and 

truthfully, more powerful. 
Spending XP to explain 

a change in a character’s 
capabilities that occurred 
in the course of the story, 
such as if the PC made a 

new device or learned a 
new skill, isn’t a waste of 
XP—it’s what XP are for.

Fighting moves, page 29

Esoteries, page 35

Tricks of the trade, page 42 
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GAMEPLAY OPTIONS
In an attempt to keep the game relatively simple, 
the rules in the previous chapter are designed to 
be streamlined, straightforward, and easy to use. 
However, some players and GMs might desire a bit 
more complexity, especially as the game goes on, in 
order to remain engaged and challenged. If you find 
yourself wanting more robust rules or more options 
to tailor the game, use some or all of the optional 
rules in this section.

The GM is the final arbiter of which optional rules 
are available in the game.

TRADING DAMAGE FOR EFFECT
You can decrease the amount of damage you inflict 
in combat in exchange for a special effect that 
is usually attained only on a roll of 19 or 20. To 
determine the amount of damage you must sacrifice 
from a single attack, consult the following table, and 
add the amount for the desired effect to the foe’s 
level. For example, if you want to impair a level 5 
monster, you’d have to sacrifice 12 points of damage 
from an attack (7 plus 5). The player can wait to 
determine if he hits before deciding whether to trade 
damage for an effect.

Damage 
Reduction Effect
1 Hinder/Distract
2 Specific body part
3 Knock back
3 Move past
3 Strike held object
4 Knock down
7 Disarm
7 Impair
8 Stun

Hinder/Distract: For one round, the difficulty of 
the opponent’s actions is modified by one step to his 
detriment. 

Specific Body Part: The attacker strikes a specific 
spot on the defender’s body. The GM decides what 

OPTIONAL RULES
CHAPTER 9

special effect, if any, results. For example, hitting 
a creature’s tentacle that is wrapped around your 
ally might make it easier for the ally to escape. 
Hitting a foe in the eye might blind it for one 
round. Hitting a creature in its one vulnerable 
spot might ignore Armor.

Knock Back: The foe is knocked or forced back a 
few feet. Most of the time, this effect doesn’t matter 
much, but if the fight takes place on a ledge or 
next to a pit of lava, the effect can be 
significant.

Move Past: The character can 
make a short move at the end of 
the attack. This effect is useful to 
get past a foe guarding a door, for 
example. 

Strike Held Object: Instead 
of striking the foe, you strike 
what the foe is holding. To 
determine results, refer to 
the rules for attacking objects 
(page 98).

Knock Down: The foe is 
knocked prone. It can get 
up on its turn if it wishes.

Disarm: The opponent 
drops one object that it is 
holding.

Impair: For the rest 
of the combat, the 
difficulty of all tasks 
attempted by the foe 
is modified by one 
step to its detriment.

Stun: The 
opponent loses its 
next turn.
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LASTING DAMAGE
For a more realistic simulation of damage, the 

GM can use a GM intrusion to indicate that damage 
suffered by a player character is “lasting.” Most of the 
time, this damage is described as being a concussion, 
a broken bone, a torn ligament, or severe muscle or 
tissue damage. This damage does not heal normally, 
so the points lost cannot be regained by using 
restoration rolls. Instead, the points return at a rate of 
1 point per day of complete rest (or 1 point per three 
days of regular activity). Until the points are restored, 
the damage has a secondary effect.

Using lasting damage is particularly appropriate 
in cases where it would be an obvious consequence, 
such as when a character falls a long distance. It 
is also appropriate for characters who are already 
impaired or debilitated.

PERMANENT DAMAGE
Similar to lasting damage, permanent damage is 

a special situation adjudicated by the GM. Permanent 
damage never heals normally, although the numenera 
can repair damage or replace lost body parts. This 
kind of damage should be used sparingly and only in 
special situations.

LASTING OR PERMANENT DAMAGE 
AS DEATH REPLACEMENT
The GM can use lasting or permanent damage as a 
substitute for death. In other words, if a PC reaches 0 in all 
of her stat Pools, she would normally be dead, but instead 
you could say that she is knocked unconscious and wakes 
up with some kind of lasting or permanent damage.

ALTERNATIVES TO POINTS OF DAMAGE
Sometimes, a GM might want to portray the dangers 
of the Ninth World in ways other than points of 
damage. For example, a particularly nasty disease or 
wound might give a character a weakness or inability.

Weakness
Weakness is, essentially, the opposite of Edge. If you 
have a weakness of 1 in Intellect, all Intellect actions 
that require you to spend points cost 1 additional 
point from your Pool.

Inability
Damage can also inflict inabilities. As explained in 
the Descriptors chapter, inabilities are like “negative 
skills.” Instead of being one step better at that kind 
of task, you’re one step worse.

MODIFYING ABILITIES
Sometimes, a player can use a special ability in a way 
that goes beyond its normal bounds. Such changes 
can be done on the fly. In some cases, it simply costs 
more points to use the ability in a new way. In other 
cases, more challenges are involved.

For any Intellect ability with a specific range, 
you can increase the range by using more mental 
energy. If you spend 1 additional Intellect point, 
you can change the range by one step—either from 
short to long, or from long to 500 feet (152 m). You 
can’t increase a range beyond 500 feet by spending 
more points. Any Intellect ability that has a duration 
(anything more than a single action in a single 
round) usually lasts one minute, ten minutes, or 

LASTING DAMAGE

Damage Type Description Other Effect
Might Broken arm Useless arm
Might Muscle damage Difficulty of all physical tasks is increased by one step
Might Tissue damage Difficulty of all tasks is increased by two steps
Speed Torn ligament Move at half speed; short move is no more than 25 feet (7.6 m); long move is no more than  
  50 feet (15 m)
Speed Broken leg Cannot move without assistance
Intellect Concussion Difficulty of all Intellect actions is increased by one step

PERMANENT DAMAGE

Damage Type Description Other Effect
Might Severed hand or arm Self-explanatory
Speed Permanent limp Move at half speed; short move is no more than 25 feet (7.6 m); long move is no more than  
  50 feet (15 m)
Speed Severed leg Cannot move without assistance
Intellect Missing eye Difficulty of most or all physical actions is increased by one step
Intellect Brain damage Difficulty of all Intellect actions is increased by one step
Intellect Blindness Character acts as if always in complete darkness
Intellect Deafness Character cannot hear

Edge, page 20
Intellect, page 20

Stat Pools, page 20

Inability, page 47

71.58.140.236



115

OPTIONAL RULES

one hour. By spending 1 additional point of Intellect, 
you can increase the duration by one step, so an 
ability that lasts one minute can be made to last ten 
minutes. Durations cannot be increased more than 
one step.

A player can make a special roll to modify the 
range, area, or other aspects of an ability. The roll is 
always modified by the stat it’s normally based on.

The GM sets the difficulty for the roll based on the 
degree of modification. Like any roll, the player can 
use Effort, skill, and assets to reduce the difficulty. 
Generally, the difficulty falls into one of three 
categories:

 (modifying an ability to accomplish an 
effect that has nothing to do with its description or 
intent)

 (modifying an ability to do something 
similar to the description or intent, but changing 
its nature)

 (modifying an ability to do something 
within the spirit and general idea of the ability)

For example, say a nano knows the Hover esotery 
and wants to modify its use in the middle of an 
encounter. If he wanted to use it to blast someone 
with fire, that’s an impossible task (difficulty 10) 
because fire has nothing to do with the ability.

If he wanted to use it offensively within the general 
description of the ability, he might try to make a 
foe fly up and hit its head on the ceiling. However, 
turning an ability that is not offensive into an attack 
changes its nature, making the task formidable 
(difficulty 7).

If he wanted to use it to make a friend hover rather 
than himself, that’s within the spirit and general idea 
of the esotery. That’s difficult (difficulty 4) but not 
unreasonable.

Choosing to Roll
Sometimes, if a player spends points on an action 
(for example, to apply Effort or to activate an ability), 
she might want to toss a die even if there is no 
chance for failure because a roll of 20 reduces the 
number of points that need to be spent. 

In addition, in some situations, particularly in 
combat, a roll of 17 or higher indicates more damage 
or a special effect.

In these cases, players are allowed to roll not to 
determine success but to determine whether they 
achieve an above-and-beyond success. However, 
there is risk involved because if they roll a 1, that 
results in a GM intrusion It does not necessarily 
mean failure, although that’s an obvious GM 
intrusion to use.

Acting While Under Attack
When a character is engaged in melee combat, 
doing anything other than fighting makes him 
more vulnerable. This is true for PCs and NPCs. If 
a character engaged in melee takes an action other 
than fighting, each of his opponents can make an 
immediate extra attack. The only exception to this rule 
is moving. If the character’s only action is to move, he 
is assumed to be moving slowly and carefully out of 
the fight, safely withdrawing from combat.

For example, Toram has his back against a security 
door while fighting two sathosh. If he tries to open 
the door using its control terminal, he is taking an 
action other than fighting, and both sathosh get to 
make an attack against him.

Modifying the Range of Weapons
If a character with a ranged weapon wants to attack 
a foe outside the weapon’s range, he can do so, but 
the difficulty of the attack is increased by two steps. 
Generally, the increase in range does not extend 
infinitely. A character using a weapon that has a 
short range can only try to hit a target that is a long 
distance away. A character using a weapon that has 
a long range can try to hit a target up to 200 feet (61 
m) away with a difficulty modification of two steps, 
a target up to 500 feet (152 m) away with a difficulty 
modification of four steps, and a target up to 1,000 
feet (300 m) away with a difficulty modification of 
six steps. Weapons with ranges that start out greater 
than long range must be adjudicated by the GM.

Attacks with hard limits, such as the blast radius 
of an explosive, can’t be modified.

Optional Major Effect
When a player’s roll would grant him a major effect, 
instead of taking the effect, he can choose to roll a 
d6 and add the result to the initial roll. This option 
makes it possible to succeed at tasks with target 
numbers greater than 20 without decreasing the 
difficulty.

WEAPON DISTINCTIONS
Weapons have only a few distinctions—they are 
light, medium, or heavy, and they are melee or 
ranged. However, you can also add the following 
distinctions. 

Slashing: Weapons with sharp edges, like swords 
and axes, are slashing weapons. On a successful 
hit, they inflict 1 additional point of damage against 
an unarmored foe but 1 less point against an 
armored opponent. The claws of a creature might be 
considered slashing weapons.

Stabbing: Weapons with a point, like daggers, 
spears, and arrows, are stabbing weapons. When 
an attacker using one rolls a 17 or higher on a 

Hover, page 37

GM intrusion, page 88

Sathosh, page 256
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successful attack, he inflicts 1 additional point 
of damage beyond any bonus damage normally 
granted by his roll. However, if he rolls a 5 or less 
on a successful attack, he inflicts 1 less point of 
damage as the weapon glances or grazes off the 
foe. A creature’s pointed teeth might be considered 
stabbing weapons.

Crushing: Blunt weapons like clubs and hammers 
are crushing weapons, effective against even well-
armored foes. Crushing weapons ignore 1 point of 
Armor, but they inflict 1 less point of damage against 
unarmored foes. The powerful bashes of a creature’s 
flailing tendrils might be considered crushing 
weapons.

Reaching: A reaching weapon is a long melee 
weapon, like a long spear, a pike, or a whip, that can 
attack foes at a bit of a distance. Someone with a 
reaching weapon can hold attackers at bay (unless 
they also have reaching weapons). Attacks against 
someone with a reaching weapon are modified by 
one step in the defender’s favor. In certain situations, 
such as close quarters fighting, a reaching weapon 
might be hindered (the wielder’s attack difficulty 
is increased by one step), or using such a weapon 
might be impossible. The attacks of a very large 
creature or one with long arms might be considered 
reaching weapons.

USING MINIATURES
Some players like to use miniatures, counters, 
or other tokens to represent their characters, 
particularly in a battlefield situation. Miniatures 
showing the location of the PCs, NPCs, and terrain 
features can be useful visual aids. They help people 
see who is closest to the door, which margr stands 
where, and who will be crushed if the dangerously 
weak part of the ceiling caves in.

Distance
Often, players who use miniatures also use a grid to 
represent distance. If you do this, it’s probably best 
to say that each 1-inch (2.5 cm) square represents 
about 5 feet (1.5 m). Simply move your figure 
the right number of squares; for example, a short 
distance would be 10 squares.

However, a grid isn’t necessary in Numenera. 
Since most things have one of three possible 
distances—immediate, short, and long—that’s all 
you need to worry about. Thus, you could cut three 
lengths of string: one 2 inches (5 cm) long, one 10 
inches (25 cm) long, and one 20 inches (51 cm) 
long. If something has immediate range, stretch 
the 2-inch (5 cm) string from the origin point to 
see how far it goes. Any character whose figure is 
within 2 inches (5 cm) of another figure can make 
a melee attack against that figure. (The attacker 

is assumed to move closer to the target, so slide 
the figures together.) If a character wants to move 
a short distance, use the 10-inch (25 cm) string to 
measure from her starting point to her intended 
destination. If the string can reach that far, so can 
she. For long range, anything you can reach with the 
20-inch (51 cm) string is in range. Soon, you’ll find 
that you can eyeball the distances—precision isn’t 
that important.

Size
In some games that use miniatures, the size of the 
miniature’s base is important. In Numenera, such 
precision isn’t necessary. However, it certainly helps 
if larger creatures have larger bases, representing 
that they take up more room.

Speaking of which, GMs are free to consider any 
appropriate creature “big.” An appropriate creature 
would likely be one that is more than 10 feet (3 m) tall 
or 10 feet (3 m) long. Big creatures don’t have to move 
their miniature when making a melee attack within 
immediate distance. They can just reach that far.

GMs can also designate some creatures “huge.” 
Huge creatures are 20 feet (6 m) tall or 20 feet (6 
m) long. For them, immediate distance is a string 
4 inches (10 cm) long—or four squares on a grid— 
and they don’t have to move to make melee attacks.

As a rule of thumb, the maximum number of 
attackers that can attack a single creature is the same 
as the number of figures whose bases can fit around 
the creature. In general, this means that larger 
creatures can be attacked by more assailants.

Tactical Play
When you use 
miniatures, some 
aspects of the game 
become more important, 
including range, 
movement, and special 
effects that move 
characters. If a character 
is knocked back, move his miniature back 1 or 2 
inches (or squares), as appropriate.

That means terrain becomes important, too. If 
a deep chasm is nearby, the players need to know 
exactly where it is in relation to their figures in 
case they have the opportunity to knock a foe into 
that chasm (or face that same risk themselves). 
Likewise, things to hide behind, the layout of interior 
chambers, and so on become important and must 
be depicted along with the miniatures. Many people 
enjoy playing this kind of game on a dry-erase or wet-
erase surface so they can draw the features and place 
the figures right in the action. Sketching them on 
paper works fine, too, as does using books, pencils, 

Armor, page 92

Distance, page 89

Margr, page 244
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or other things to represent ledges, walls, and so 
forth. And, of course, terrain pieces can be used for 
extra flavor. Some pieces are made of paper to keep 
them inexpensive.

Line of sight also becomes more important, and if 
you already cut a string to handle distance, it works 
for this purpose as well. Place the string anywhere 
on the base of the character taking the action, and 
stretch the string toward the target. If the string can 
be stretched to any part of the base of the target, the 
attacker has line of sight.

Possible Drawbacks
The downside to using miniatures is that the 
exacting detail they offer sometimes gets in the way 
of the GM’s narrative control. For example, without 
miniatures, she can use GM intrusion to say, “You 
were standing on the trapdoor when it opens.” With 
miniatures, a player usually knows exactly where he 
is standing at any given moment.

Also, psychologically, miniatures seem to 
encourage combat. If you place a miniature on the 
game table representing a new creature that the PCs 
have encountered, some players assume that they 
need to engage with it in tactical combat rather than 
talk to it, sneak past it, or try some other course of 
action.

CHARACTER CUSTOMIZATION OPTIONS
Numenera characters are easy to create, but some 
players will want to customize them more than the 
system initially allows. They can use the following 
rules to slightly (or significantly) customize their 
characters precisely as they wish. As always, the 
GM is the final arbiter of which optional rules are 
available in the game.

Customizing Character Types
The following aspects of the three character types 
can be modified at character creation as suggested. 
Other abilities should not be changed.

Stat Pools
Each character type has a starting stat Pool value. A 
player can exchange points between his Pools on a one-
for-one basis, so, for example, he can trade 2 points of 
Might for 2 points of Speed. However, no starting stat 
Pool should be higher than 20. Keep in mind that jacks 
get more starting points than other characters get, and 
this option could make them more potent.

Edge
A player can start with an Edge of 1 in whichever 
stat he wishes. Because glaives start with an Edge 
of 1 in both Might and Speed, using this optional 
rule allows a glaive to have an Edge of 1 in any two 

stats (not just Might and Speed). Keep in mind that 
jacks already have the ability to choose which stat 
they have an Edge in, so using this optional rule 
decreases one of the advantages of being a jack.

Cypher Use
If a starting character sacrifices one starting 
skill (a physical skill for a glaive, or numenera 
training for a nano), he can use one more cypher 
than is listed. Alternatively, if a character gives 
up one cypher, he gains an additional skill of his 
choosing. Either way, no more than one cypher 
should be changed.

Nonvariable Abilities
Each type has static, unchanging abilities at the first 
tier that don’t involve any of the above aspects or 
any player choice. For a first-tier jack, those abilities 
are “Practiced With Light and Medium Weapons” 
and “Flex Skill.” For nanos, they are “Practiced With 
Light Weapons” and “Numenera Training.” For 
glaives, they are “Practiced in Armor” and “Practiced 
With All Weapons.”

Any one of these abilities can be sacrificed to gain 
training in one skill of the player’s choice.

Customizing Descriptors
Under the normal rules, each descriptor is based on 
some modification of the following:

Some descriptors offer +4 to one stat Pool and 
either two narrow skills or one broad skill.

Other descriptors offer +2 to one stat Pool and 
either three narrow skills or one narrow skill and one 
broad skill.

A broad skill covers many areas (such as all 
interactions). A narrow skill covers fewer actions 
(such as deceptive interactions). Combat-related 
skills, such as defense or initiative, are considered 
broad skills in this sense.

Regardless, you can add an additional skill if 
it is balanced by an inability that is essentially a 
“negative skill.” You can add other nonskill abilities 
by eyeballing them and trying to equate them to the 
value of a skill, if possible. If the descriptor seems 
lacking, add about ten to fifteen shins of additional 
equipment to balance things out.

With this general information, you can customize a 
descriptor, but keep in mind that a heavily customized 
descriptor isn’t a descriptor if it no longer says 
one thing about a character. It’s better to use this 
information to create a new descriptor that fits exactly 
how the player wants to portray the character.

Edge, page 20
Might, page 20
Speed, page 20

Cypher, page 278

Jack, page 40
Nano, page 32
Glaive, page 26

Stat Pools, page 20
Shins, page 77
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Customizing Foci
At any tier, a player can select one of the following 
abilities in place of the ability granted by the tier. 
Many of these replacement abilities, particularly at 
the higher tiers, involve bodily modification with 
devices or something similar.

Tier 1
Self-Improvement: You gain 6 new points to divide 

among your stat Pools however you wish. Enabler.
Bringing the Pain: You deal 1 additional point of 

damage with every attack you make. Enabler.
More Training: You gain an additional skill of your 

choice (not combat or defense) in which you are not 
already trained. Enabler.

Tier 2
Lower-Tier Ability: Choose any Tier 1 ability, above.
Offensive Combat Training: Choose one type of 

attack in which you are not already trained: light 
bashing, light bladed, light ranged, medium bashing, 
medium bladed, medium ranged, heavy bashing, 
heavy bladed, or heavy ranged. You are trained in 
attacks using that type of weapon. Enabler.

Defensive Combat Training: Choose one type of 
defense task in which you are not already trained: 
Might, Speed, or Intellect. You are trained in defense 
tasks of that type. Enabler.

Tier 3
Lower-Tier Ability: Choose any Tier 1 or 2 ability, 

above.
Nanotech Health: Thanks to an injection of 

artificial antibodies and immune defense nanobots 
into your bloodstream, you are now immune to 
diseases, viruses, and mutations of any kind.

Fusion Armor: You find someone to perform 
surgery on you, and the procedure gives you 
biometal implants in major portions of your body. 
These implants give you +1 to Armor even when 
you’re not wearing physical armor.

Tier 4
Lower-Tier Ability: Choose any Tier 1, 2, or 3 

ability, above.
Nanotech Resistance: Thanks to an injection of 

biological agents and nano-defenders, you are now 
immune to poisons, toxins, or any kind of particulate 
threat, including the Iron Wind. You are not immune 
to viruses, bacteria, or radiation.

Built-in Weaponry: You find someone to perform 
surgery on you, and the procedure gives you 
biomechanical implants in your hands or eyes. The 
implants allow you to fire a blast of energy that inflicts 
5 points of damage with a range of 200 feet (61 m). 
There is no cost for you to use this ability. Action.

Tier 5
Lower-Tier Ability: Choose any Tier 1, 2, 3, or 4 

ability, above.
Adaptive Field: Thanks to a device implanted 

in your spine, you now have a field that radiates 1 
inch (2.5 cm) from your body. The field keeps you 
at a comfortable temperature; keeps out dangerous 
radiation, diseases, and gases; and always provides 
you with breathable air.

Defensive Field: Thanks to a device implanted in 
your spine, you now have a force field that radiates 1 
inch (2.5 cm) from your body and provides you with 
+2 to Armor.

Tier 6
Lower-Tier Ability: Choose any Tier 1, 2, 3, 4, or 5 

ability, above.
Reactive Field: Thanks to a device implanted in 

your spine, you now have a force field that radiates 1 
inch (2.5 cm) from your body and provides you with 
+2 to Armor. In addition, if struck by a melee attack, 
the field provides a backlash that inflicts 4 points of 
electricity damage to the attacker.

Drawbacks and Penalties
In addition to all the other customization options, a 
player can choose to take a variety of drawbacks or 
penalties to gain further advantages.

Weakness
As noted earlier, weakness is, essentially, the 
opposite of Edge. If you have a weakness of 1 in 
Speed, all Speed actions that require you to spend 
points cost 1 additional point from your Pool. At 
any time, a player can choose to give a character a 
weakness and in exchange gain +1 to his Edge in one 
of the other two stats. So a PC can take a weakness 
of 1 in Speed to gain +1 to his Might Edge.
Normally, you can have a weakness only in a stat 
in which you have an Edge of 0. Further, you can’t 
have more than one weakness, and you can’t have 
a weakness greater than 1, unless the additional 
weakness comes from another source (such as 
a disease or disability arising from actions or 
conditions in the game).

Inabilities
Inabilities are like “negative skills.” They make one 
type of task harder by increasing the difficulty by one 
step. If a character chooses to take an inability, he 
gains a skill of his choosing. Normally, a character 
can have only one inability unless the additional 
inability comes from another source (such as a 
descriptor or from a disease or disability arising from 
actions or conditions in the game).

Skills, page 25 

Armor, page 92

The rules for customizing 
foci are designed for 

players who like the idea 
of a particular focus but 
find that perhaps one of 

the abilities that it confers 
doesn’t quite fit their 

character concept.
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OPTIONAL XP RULES
Usually, players earn experience points by 
making discoveries or through GM awards. As 
an alternative to that system, players can suggest 
that other players earn XP. The GM calls for 
nominations at the end of an adventure, and the 
players discuss who did what, who came up with 
the best ideas, who handled a particular situation 
well, and so forth. Every character still receives XP, 
but the players decide who gets how much.

Another option is for a GM to offer XP to the 
group between sessions and let them split it up 
however they feel is fair. This method can be used 
with XP earned for discovery or through GM awards.

Lastly, the group can decide that experience 
points earned in different ways are spent differently. 
One method is to declare that XP earned through 
GM intrusion is available only for immediate, 
short-term, and long-term uses, while XP awarded 
between sessions is used for advancing in levels. 
The advantage to this option is that all characters 
advance through the six tiers at about the same 
rate—an important issue for some players. Of course, 
a good GM can achieve this result on his own by 
carefully handing out rewards, and many groups will 
discover while playing that equal advancement isn’t an 
important issue in Numenera, but people should get 
to play the game they want to play.

Getting an Experience Point Advance
By introducing a story complication based on her 
character’s background, a player can start the game 
with a significant amount of XP (and can spend them 
immediately if desired, even to purchase levels). 
The GM has final approval over this option, and it 
should be used only in groups that don’t insist on all 
characters having precisely the same power levels. 
This story-based concept allows a player to create 
exactly the character she wants at the outset at the 
cost of building in a narrative complication for herself.

For example, a player might want to start the game 
with a robotic companion or a beam weapon. Under 
the normal rules, these options aren’t available to a 
beginning player, but she could find or build them given 
time (and perhaps after spending XP). With the optional 
rule, the character gets an advance XP amount that 
can be used to “buy” the automaton or weapon, but in 
exchange, she has an inability with all NPC interactions.

As another example, let’s say a player doesn’t 
want to start by playing a new, young nano—he 
wants to play someone who is older and more 
experienced. Although Numenera does not assume 
that all starting characters are fresh young recruits, 
the player’s vision doesn’t quite sound like a first-tier 
nano. So he comes up with a significant drawback, 
such as a severe addiction to a costly drug, in 

exchange for an advance of XP that allows him to 
start at the second tier, with all the benefits of a 
second-tier character.

These story complications are worth an advance 
of 4 to 6 XP:

matter what he says or does, intelligent creatures and 
animals find him unpleasant. Any attempt to interact 
with creatures is treated as if it were one step more 
difficult than normal. Further, the GM should make a 
default assumption that all people treat the character 
with distaste and contempt as a baseline.

and then (at least once per adventure, and usually 
once per session), and when it does, the difficulty 
of all Speed tasks is increased by one step for him.
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inability with a significant 
task, such as attacks, defense, movement, or 
something of that nature. As a result, the difficulty 
of such tasks is increased by one step for him.

condition, such as a bad back, alcoholism, eating 
issues, and so on. This problem results in a 
significant penalty once per session.

keep a low profile. This can cause story-based 
complications rather than mechanical ones, but it 
can make life difficult for him at times.

who is often at risk. Again, this is not a mechanical 
issue, but one that will affect how the character 
is played. At times, he will have to stop what he 
is doing to help the person out of a jam. At other 
times, the person’s life might be truly in jeopardy, 
compelling the PC to action.

retain his abilities. For example, each morning, he 
must “commune” with an ultrapowerful, artificially 
intelligent “god” who grants his powers. If this 
communion is disturbed or prevented, or if the 
transmission is broken or blocked, the PC does 
not have access to his powers that day.

to use his abilities. For example, he needs a power 
cell, a focusing crystal, or another object that can be 
lost, stolen, or destroyed. Perhaps, like a power cell, it 
needs to be replaced or recharged from time to time.

These story complications are worth an advance of 
12 to 20 XP:

pursued by multiple NPCs. This isn’t just a matter 
of lying low when she is in town. Instead, NPCs 
will show up at the worst possible times and 
attempt to abduct or kill her.

difficulty of all tasks involving combat or NPC 
interaction is increased by one step.

such as blindness, deafness, being crippled, severe 
drug addiction, and so on.

who (for some vital reason) must accompany her 
at least 75 percent of the time. She will spend 
many actions protecting this person instead of 
doing what she’d rather be doing.

difficult to obtain. Without a regular dose of this 
substance, she is virtually powerless.

child, which gave her powers and abilities. Now, to 
gain any new abilities, she must find the original 

experimenter and replicate the process. This is a 
major mission and could result in a long delay in 
character advancement (effectively giving her a 
boost in power at the beginning of the game but 
no boosts for a long time afterward).

RACIAL OPTIONS
The default assumption is that all player characters 
are human. However, the Ninth World is a strange 
place, and other options are available, although they 
should be extremely rare.

Visitants
Visitants hail from…elsewhere. They are the 
descendants of travelers who came to Earth during 
a prior world, when interstellar—perhaps even 
intergalactic—travel was commonplace. At some 
point, the travelers were marooned here, perhaps 
because the civilization that supported their 
technology collapsed or disappeared. Sometimes 
visitants—particularly the varjellen (see next page)—
suggest that the Earth once served as the hub of a 
vast empire of thousands of worlds. However, there’s 
no way to be certain of that, and it hardly seems 
relevant now, a hundred thousand or even a million 
years later.

Regardless of how they got here, visitants now 
call the Ninth World home. They have dwelled on 
Earth for a thousand generations or more and have 
long forgotten any useful knowledge their ancestors 
may have had about science, technology, or the 
universe. Instead, they have adapted, biologically and 
culturally, to survive in their new home. They know 
no other life and no other place, but they remain 
keenly aware that they are at best transplants and at 
worst castaways.

Visitants sometimes integrate into human societies 
in the Ninth World, but more often they keep to 
themselves in their own small communities. They are 
relatively rare compared to humans. In fact, many 
humans have never encountered a visitant, and 
some don’t believe they exist, dismissing them as 
tall tales or the result of numenera-based deformities 
or transformations. Although visitants and humans 
differ greatly in outlook and personality, dwelling on 
the same world, facing the same dangers, and having 
the same experiences has made it possible for them to 
understand each other and get along. Most visitants 
speak the same language as the humans that live 
in the same region, although particularly isolated 
communities have their own language, just as remote 
human groups do. Visitants can’t interbreed with 
humans or with visitants of another type.

Players can create visitant characters if the GM 
allows it. A visitant’s race is his descriptor, but he 
can choose any character type and focus desired. 

Inability, page 47

Varjellan and lattimors 
are not the only visitant 

races in the Ninth World, 
but they are the most 

common. Others live in 
more isolated or far-flung 
areas and are not as well 

known.

Examples of varjellen names:
Vestiai Lagim

Malianoke
Visixtru

Thrianelli
Lieos Kel
Palianeir

Strolrushi

71.58.140.236



121

OPTIONAL RULES

For example, a player might create a varjellen glaive 
who Works Miracles or a lattimor jack who Wears 
a Sheen of Ice. Because visitant characters gain 
more benefits from their racial type than they would 
from a conventional descriptor, each carries more 
disadvantages as well. Visitant characters also 
present roleplaying challenges, so it’s recommended 
that new players do not create visitant PCs.

Varjellen
Tall and angular, the varjellen would never be 
confused with humans. They have a violet-red hue to 
their flesh; bulbous, yellow-cast, contralateral eyes; a 
tall, thin crest atop their head; and a broad chest with 
two limblike structures that open a cavity within their 
chest. This cavity protects their heart and provides 
them access to it and other internal organs. Humans 
have likened a varjellen’s chest to a cage with doors 
that can open and close. The varjellen call this 
protected cavity their “crucible.” Having access to 
their own internal organs provides the varjellen with 
a unique benefit. By gently massaging and subtly 
rearranging their organs in a manner understood 
only by the varjellen brain, they gain control over 
their entire physical structure, modifying their bodies 
on a cellular level as needed.

In other words, a varjellen can make itself faster, 
stronger, and even smarter when it needs to. But 
there is a price. To increase musculature of one 
kind, another must be diminished. To improve brain 
structures, tissue from elsewhere in the body must 
be sacrificed. When a varjellen becomes smarter, it 
becomes slower or weaker. When it becomes faster 
or more graceful, it becomes less hardy or less 
intelligent, and so on. The process of alteration is 
called reforging. Varjellen can reforge themselves a 
maximum of once each day, and the process takes 
almost an hour. Young varjellen who have just 
learned to reforge can do it in half the time, but as 
the body ages, the process takes longer, so an hour 
is average.

Varjellen are sexless until they wish otherwise, 
at which point they can adopt organs to take on 
either a male or female gender for reproductive 
purposes. Obviously, once a varjellen has become 
pregnant, she retains female characteristics until 
she gives birth approximately six months later. 
Humans are incapable of discerning any difference 
between the varjellen who take on gender and 
those who do not.

Varjellen live 250 years or more and typically 
reproduce only once, always giving birth to twins. 
Like humans, they breathe oxygen, require food and 
water, and so on. However, they are herbivorous and 
cannot digest meat. By human standards, they prefer 
particularly spicy food and very strong liquor. Most 

viruses and toxins that affect humans affect the 
varjellen as well, although there are rare differences. 
Their eyesight is at least half again as good as a 
human’s, but their hearing is a bit worse. They have 
no sense of smell.

Aside from these physical characteristics, the 
varjellen share some general personality traits 
(though individuals obviously differ). Humans often 
find them cold, ponderous, and unemotional most 
of the time, but they can be unpredictably warm, 
impassioned, or erratic. Guarded around strangers, 
the varjellen are freer with information and casual 
behavior among those they trust. But often, a 
varjellen’s trust is difficult to win.

Many varjellen enjoy working with tools and are 
fascinated by devices of the past, though they care 
little for history in general, preferring to focus on the 
present and the future. They are drawn to mystery 
and exploration. The varjellen enjoy visual arts and 
music, but they have no concept of poetry 
or prose and don’t care much for stories.

Although they are reluctant warriors, 
the varjellen do what they must to 
protect themselves. They are almost 
never the aggressors in physical 
situations, but if necessary, they can be 
as devious or ruthless as any human 
(again, this varies from individual 
to individual). They value 
equality and fairness but 
may define these concepts 
differently 
than 
humans do. 
The varjellen 
need for justice 
gives them a deep 
desire to right wrongs—
vengeance is well 
known among 
their kind.

Varjellen 
wear clothing not unlike 
human garments, always 
covering their crucible. 
Individuals typically paint, 
tattoo, or otherwise decorate 
their crest and head to express 
their own personality.
Varjellen Abilities

All varjellen characters in 
Numenera have the following 
abilities:

Diminished: At first tier, 
you have 3 points, not 6, to 
divide among your stat Pools. 

Works Miracles, page 75
Wears a Sheen of Ice, page 73
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Reforging: You can take an hour during the day 
to rearrange your current stat Pools as you desire, 
trading points between them freely. You have no 
maximum in any Pool, but lowering a Pool to 0 
moves you down the damage track as normal.

Slow to Recover: Each recovery roll you make 
suffers a !1 penalty.

Skill: You are trained in the numenera.
Skill: You are trained in visually perceiving.
Inability: The difficulty of tasks involving history is 

increased by one step.
Inability: The difficulty of tasks involving poetry or 

oratory is increased by one step.
Inability: The difficulty of tasks involving hearing is 

increased by one step.

Lattimor
A lattimor is the result of a symbiotic union of two 
different creatures: a bursk (a large, muscular, hairy 
biped) and a neem (an intelligent fungal creature). 
They come together in synthesis to form a new being. 

Effectively, a lattimor is two creatures with one body.
A typical lattimor stands about 7 feet (2.1 m) 

tall, with broad, sloping shoulders, powerful arms, 
and short legs. It has two large and widely spaced 
eyes, plus four smaller eyes positioned high and 
close together. Although its entire body is covered 
in brownish-blond, black, or white hair, the back of 
a lattimor has a flat, discolored area, almost like a 
massive bruise. Humans often think the area vaguely 
resembles a bat or an owl with outstretched wings. 
Closer inspection of the area reveals tiny waving hairs 
that are almost threadlike—very different from the hair 
on the rest of the creature’s body. These small hairs 
are the outer manifestation of the neem, although 
by adulthood, the fungus has worked itself into the 
cellular structure of the main body of the bursk.

The synthesis of bursk and neem is imperfect. The 
symbiosis results in a single creature with a single 
mind, called the fugue state. While the bursk and the 
neem are enhanced by the union—the whole is far 
greater than the sum of the parts—sometimes the 
two creatures operate independently. In other words, 
the lattimor exists in a fugue state most of the time, 
but sometimes either the bursk or the neem is in 
control. From a human’s point of view, this can seem 
like a psychotic malady akin to multiple personality 
disorder, but to a lattimor, it’s simply normal life. 
The bursk and neem each have individual names, 
with the union taking on both names. For example, a 
neem called Narlyen and a bursk called Fesh might 
combine to create a lattimor called Narlyen-Fesh.

At any given time, a lattimor might be in a bursk 
state, a neem state, or (most commonly) a fugue 
state. Typically, a bursk state is more prone to 
aggression, combat, and physical activity. A neem 
state is contemplative and conversational. Shifting 
from state to state sometimes happens unexpectedly. 
When the lattimor wishes to change state, the shift 
requires careful concentration. The bursk state, being 
more aggressive, is harder to shift out of than the 
other two states.

Lattimors are strong creatures with keen senses. 
They breathe nitrogen but need only a small amount, 
so they can hold their breath for up to ten minutes 
without issue. Most inhaled toxins that would bother 
a human have no effect on them. Lattimors are 
omnivorous and can digest organic material that a 
human almost certainly could not.

Lattimors have male and female genders, but only 
because bursk do—the neem reproduce asexually. 
When two lattimors mate, the result is a bursk who 
is immediately joined with a neem so they grow 
together. If the union cannot be established within the 
first few weeks, it is unlikely to happen successfully. 
Male lattimors are typically larger than the females 
and walk a bit stooped. An average lattimor’s lifespan 

Recovery roll, page 94

71.58.140.236



123

OPTIONAL RULES

is approximately fifty years. Usually, when one part of 
the combined creature dies, both die. However, there 
are reports of a neem being “burned out” of a bursk, 
reducing it to a bestial creature that can never again 
form the synthesis of a lattimor.

Without a neem, a bursk is little more than a 
beast, about as intelligent as a smart, well-trained 
pack animal. Without a bursk, a neem is aware and 
intelligent, but not nearly at a human’s level; it’s not 
capable of using tools and is barely mobile.

The outlook of a lattimor depends on its current 
state and can vary from individual to individual. In 
its fugue state, a lattimor is careful but curious. Most 
humans would find it to be self-aggrandizing but not 
offensive. In a bursk state, the creature is easily bored 
and focuses mainly on eating and proving its prowess 
(and worth) through physical acts, such as combat, 
feats of strength, or contests. These extroverts can be 
quite rash at times. In a neem state, the creature is 
timid, thoughtful, and introverted. It likes to talk but 
probably would rather just think.

Not all lattimor pairings are harmonious. Rarely, a 
neem and bursk grow to hate each other and vie for 
control when not in a fugue state.

Playing a lattimor as a PC race can be difficult, 
as it is one character with three personalities and 
strengths. For an extra challenge, two players could 
play a single lattimor character together, with one in 
control when the creature is in bursk state, the other 
in control when in neem state, and the two working 
together when in fugue state.

LATTIMOR ABILITIES
All lattimor characters in Numenera have the 
following abilities:

Strong: Your Might Pool increases by 4 points. 
Change State: The fugue state is the default. It is 

your state when you awaken. You can change your 
state by attempting an Intellect task with a difficulty 
of 4. The GM can modify the difficulty depending 
on the circumstances; stressful situations increase 
the difficulty. Changing state is an action, and once 
attempted (whether successful or not), you cannot 
try again for at least an hour afterward. 

FUGUE STATE
Skill: You are trained in perceiving.

BURSK STATE
Skill: You are trained in attacks made with one 

weapon type chosen at character creation.
Skill: You are trained in breaking things.
Skill: You are trained in perceiving.
Inability: You cannot take time to think. The 

difficulty of tasks involving lore, knowledge, or 
understanding is increased by one step.

Inability: You cannot take time to talk. The 
difficulty of tasks involving interacting with others in 
a pleasant manner is increased by one step.

Inability: You cannot take time to contemplate. The 
difficulty of tasks involving concentration or study—
including using esoteries—is increased by one step.

NEEM STATE
Skill: You are trained in all interactions with others.
Skill: You are trained in tasks involving study, 

contemplation, or mental concentration, including 
esoteries.

Inability: You have no taste for fighting. The 
difficulty of tasks involving combat—including attack 
and defense rolls—is increased by one step.

Inability: You are wholly focused. The difficulty of 
tasks involving perceiving anything unexpected is 
increased by one step.

Mutants
Some characters have been affected by mutation.
Mutants are not visitants. They are humans who have 
changed over time, either through natural forces of 
evolution or through an unnatural manipulation—
intentional or not—to an individual or his ancestors. 
Unnatural manipulation could mean exposure to 
mutagens, the result of genetic engineering, or the 
result of genetic engineering gone wrong.

In the Ninth World, mutants sometimes band 
together. Those with hideous deformities face 
discrimination and derision. Some are outcasts, 
and others are revered, flaunting their mutations 
as a sign of superiority, power, and influence. Their 
mutations are seen as a blessing, not a curse. Some 
people believe them to be divine.

There are five categories of mutations. Two 
of them—beneficial mutations and powerful 
mutations—bring about changes that are neither 
physically obvious nor extraordinary. Powerful 
mutations are more potent than beneficial ones. 
Harmful mutations are physical changes that are 
usually grotesque and somewhat debilitating. The 
fourth category, distinctive mutations, also provides 
significant abilities, but they mark the character as 
an obvious mutant. Last, cosmetic mutations bring 
no special capabilities at all and are merely cosmetic 
(although sometimes dramatically so).

In theory, there is a sixth category that might be called 
crippling mutations, but characters never have this kind 
of mutation. Mutants with crippling mutations might be 
born without limbs, with barely functional lungs, without 
most of their brain, and so on. Such mutations prevent a 
character from being viable.

If you want to play a mutant, you have special 
abilities, but they come at a cost. In lieu of a 
descriptor—or rather, by choosing mutant as your 

Might Pool, page 20

Examples of lattimor names:
Narlyen-Fesh
Gravish-Morel
Margel-Mes
Zester-Dolin
Carstol-Reg
Ungeym-Werl
Hanlan-Jorum

In lattimor naming 
conventions, names are 
typically hyphenated, with 
the first half being the 
name of the neem and the 
second the name of the 
bursk. 
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descriptor—you gain two beneficial 
mutations. If you opt to take a 
harmful mutation as well, you can 
have three beneficial mutations, 
or one powerful mutation, or one 
powerful and distinctive mutation. 
You can also have from zero to 
four distinctive mutations, which is 
completely up to you. Mutations are 
always rolled randomly, although the 
player and GM can work together to 
ensure that the resulting character is 
one that the player wants to play.

Unlike abilities gained from 
most other sources, mutations 
that affect the difficulty of tasks are 
assets, not skills. That means any 
step changes from a mutation are 
in addition to any step changes you 
might have from a skill.

Beneficial Mutations
The following mutations do not require any visible 
changes or distinctions in the character. In other 
words, people who have these mutations are not 
obviously recognized as mutants. Using beneficial 
mutations never costs stat Pool points and never 
requires an action to “activate.”

01-05 Strengthened bones: You gain +5 to your 
Might Pool.

06-10 Improved circulation: You gain +5 to your 
Might Pool.

11-15 Improved musculature: You gain +5 to your 
Might Pool.

16-20 Improved nervous system: You gain +5 to 
your Speed Pool.

21-25 Improved neural processes: You gain +5 to 
your Intellect Pool.

26-30 Thick hide: You gain +1 to Armor.
31-33 Increased lung capacity: You can hold your 

breath for five minutes.
34-36 Adhesion pads: Your hands and feet have 

naturally adhesive pads and thus are assets in tasks 
involving climbing, keeping your footing, or retaining 
your grip.

37-39 Slippery skin: You secrete a slippery oil, 
giving you an asset in any task involving slipping 
from another’s grip, slipping from bonds, squeezing 
through a small opening, and so on.

40-45 Telekinetic shield: You reflexively use 
telekinesis to ward away attacks, giving you an asset 
in Speed defense tasks.

46-50 Suggestive voice: Your voice is so perfectly 
modulated that it is an asset in all interaction tasks.

51-53 Processor dreams: When you sleep, you 

process information so that after 
you wake, you have an asset in any 
Intellect actions held over from 
the previous day. For example, if 
you have to determine whether an 
unknown plant is poisonous, you 
could “sleep on it” and make the 
determination the next day with an 
asset on the action.

54-60 Poison immunity: You are 
immune to all poisons.

61-65 Disease immunity: You are 
immune to all diseases.

66-70 Fire resistance: You have +3 
to Armor against damage from fire.

71-75 Cold resistance: You have 
+4 to Armor against damage from 
cold.

76-80 Psychic resistance: You 
have +3 to Armor against Intellect 

damage.
81-85 Acid resistance: You have +5 to Armor 

against damage from acid.
86-88 Puncture resistance: You have +2 to Armor 

against damage from puncturing attacks.
89-91 Slicing resistance: You have +2 to Armor 

against damage from slicing attacks.
92-94 Bludgeoning resistance: You have +2 to 

Armor against damage from crushing attacks.
95-96 No scent: You cannot be tracked or located 

by scent, and you never have offensive odors.
97-99 Scent: You can sense creatures, objects, 

and terrain by scent as well as a normal human can 
by sight. You can detect scents with that degree 
of accuracy only in short range, but you can sense 
strong odors from much farther away (far better than 
a normal human can). Like a hound, you can track 
creatures by their scent.

00 Sense Material: You can sense the presence of 
any single substance within short range, although 
you don’t learn details or the precise location. You 
and the GM should work together to determine the 
substance: water, iron, synth, granite, wood, flesh, 
salt, and so on. You do not need to concentrate to 
sense the material.

Harmful Mutations
Unless noted otherwise, the following mutations 
are visible, obvious, and grotesque. They offer no 
benefits, only drawbacks.

01-10 Deformed leg: All movement tasks are 
increased in difficulty by one step.

11-20 Deformed face/appearance: All pleasant 
interaction tasks are increased in difficulty by one 
step.

21-30 Deformed arm/hand: All tasks involving the 

 Skills, page 25

Some of the most 
infamous mutants in the 

Ninth World are the Fahat 
of Nihliesh, page 211.

The Angulan Knights 
(page 224) see mutants 

as a true threat to 
humanity and hunt them 

down mercilessly.
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arm or hand are increased in difficulty by one step.
31-40 Malformed brain: The difficulty of all 

memory- or cognitive-related tasks is increased by 
one step.

41-45 Mentally vulnerable: The difficulty of all 
Intellect defense tasks is increased by one step.

46-50 Slow and lumbering: The difficulty of all 
Speed defense tasks is increased by one step.

51-60 Sickly: The difficulty of all Might defense 
tasks is increased by one step.

61-63 Horrible growth: A large goiter, immobile 
tendril, or useless extra eye hangs from your face, 
increasing the difficulty of all pleasant interactions (with 
most creatures, particularly humans) by one step.

64-66 Useless limb: One of your limbs is unusable 
or missing.

67-71 Useless eye: One of your eyes is unusable or 
missing. The difficulty of tasks specifically involving 
eyesight (spotting, searching, and so on) is increased 
by one step.

72-76 Useless ear: One of your ears is unusable or 
missing. The difficulty of tasks specifically involving 
hearing is increased by one step.

77-84 Weakness in Might: Any time you spend 
points from your Might Pool, the cost is increased by 
1 point.

85-92 Weakness in Speed: Any time you spend 
points from your Speed Pool, the cost is increased by 
1 point.

93-00 Weakness in Intellect: Any time you spend 
points from your Intellect Pool, the cost is increased 
by 1 point.

Powerful Mutations
The following mutations do not require any visible 
changes in the character until used. People who 
have these mutations are not obviously recognized 
as mutants if they don’t use their powers. Using 
some of these mutations costs stat Pool points. 
Some are actions.

01-05 Darksight: You can see in complete darkness 
as if it were light. Enabler.

06-10 No breath: You do not need to breathe. 
Enabler.

11-15 No water: You do not need to drink water to 
survive. Enabler.

16-20 Chameleon skin: Your skin changes colors 
as you wish. This is an asset in tasks involving 
hiding. Enabler.

21-24 Savage bite: Your mouth widens surprisingly, 
and hidden, pointed teeth emerge when you wish it. 
You can make a bite attack that inflicts 3 points of 
damage. Enabler.

25-26 Gluey globs: You can produce gluey globs 
at your fingertips. This is an asset in tasks involving 

climbing or keeping your grip. You can also fling 
these globs in immediate range, and if they hit, they 
increase the difficulty of the target’s physical tasks 
by one step for one round. Enabler to use in a task; 
action to use as an attack.

27-30 Face dancing: You can alter your features 
enough that you possess an asset in all tasks 
involving disguise. Enabler.

31-35 Sense numenera: You can sense the 
presence of a functioning numenera device or 
esotery within short range. You do not learn details 
or the precise location. Action.

36-40 Stinger in finger: You can make an attack 
with your hand that inflicts 1 point of damage. If you 
make a second successful attack roll, your stinger 
also injects a poison that inflicts 4 points of Speed 
damage. Action.

41-44 Stinger in elbow: You can make an attack 
with your elbow that inflicts 2 points of damage. 
If you make a second successful attack roll, your 
stinger also injects a poison that inflicts 4 points of 
Speed damage. Action.

45-47 Spit needles: You can make an attack with 
immediate range. You spit a needle that inflicts 1 
point of damage. If you make a second successful 
attack roll, the needle also injects a poison that 
inflicts 4 points of Speed damage. Action.

48-50 Spit acid: You can make an attack with 
immediate range. You spit a glob of acid that inflicts 
2 points of damage. Action.

51-53 Spit webs: You can make up to 10 feet (3 m) 
of a strong, ropelike material each day at the rate of 
about 1 foot (0.3 m) per minute. The webbing is level 
3. You can also spit globs of webbing in immediate 
range, and if they hit, they increase the difficulty of 
the target’s physical tasks by one step for one round. 
Action.

54-59 Filtered lungs: You have an asset to Might 
defense actions against vapors or noxious gases. You 
can survive in a hostile breathing environment (such 
as underwater or in a vacuum) for up to ten minutes. 
Enabler.

60-62 Disruptive field (electronics) (2 Intellect 
points): When you wish it, you disrupt devices 
within immediate range (no roll needed). All devices 
operate as if they were 3 levels lower while in range 
of your field. Devices reduced to level 0 or below do 
not function. Action.

63-65 Disruptive field (flesh) (2 Intellect points): 
When you wish it, you disrupt flesh within immediate 
range. All creatures within range of your field take 
1 point of damage. If you apply a level of Effort to 
increase the damage rather than affect the difficulty, 
each target takes 2 additional points of damage. If 
your attack fails, targets in the area still take 1 point 
of damage. Action.

Mutants are not 
abhumans. Abhumans 
are creatures whose 
ancestors—perhaps 
through mutation—
became something other 
than human in the distant 
past, and rejected their 
humanity. Now they breed 
true, bestial offshoots that 
have become a distinct 
species.
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66-68 Disruptive field (thoughts) (1 Intellect 
point): When you wish it, you disrupt thoughts 
within immediate range. The difficulty of Intellect 
actions for all creatures within range is increased by 
one step. Action.

69-70 Magnetic flesh: You attract or repel metal 
when you desire. Not only do small metal objects 
cling to you, but this mutation is an asset in tasks 
involving climbing on metal or keeping your grip 
on a metal item. This mutation is an asset to Speed 
defense tasks when being attacked by a metal foe or 
a foe with a metal weapon. Enabler.

71-73 Gravity negation (2 Intellect points): You 
float slowly into the air. If you concentrate, you 
can control your movement at half your normal 
speed; otherwise, you drift with the wind or with any 
momentum you have gained. This effect lasts for up 
to ten minutes. If you also have the Hover esotery or 
trick of the trade, you can hover for twenty minutes 
and move your normal speed. Action to initiate.

74-80 Telepathy (2 Intellect points): You can speak 
telepathically with others who are within short range. 
Communication is two-way, but the other party must 
be willing and able to communicate. You don’t have 
to see the target, but you must know that it’s within 
range. You can have more than one active contact 
at once, but you must establish contact with each 
target individually. Each contact lasts up to ten 
minutes. If you apply a level of Effort to increase the 
duration rather than affect the difficulty, the contact 
lasts for 28 hours. Action to establish contact.

81-85 Pyrokinesis (1 Intellect point): You can cause 
a flammable object you can see within immediate 
range to spontaneously catch fire. If used as an 
attack, this power inflicts 2 points of damage. Action.

86-90 Telekinesis (2 Intellect points): You can 
exert force on objects within short range. Once 
activated, your power has an effective Might 
Pool of 10, a Might Edge of 1, and an Effort of 
2 (approximately equal to the strength of a fit, 
capable, adult human), and you can use it to 
move objects, push against objects, and so on. 
For example, you could lift and pull a light object 
anywhere within range to yourself or move a heavy 
object (like a piece of furniture) about 10 feet (3 m). 
This power lacks the fine control to wield a weapon 
or move objects with much speed, so in most 
situations, it’s not a means of attack. You can’t 
use this ability on your own body. The power lasts 
for one hour or until its Might Pool is depleted, 
whichever comes first. Action.

91-92 Phaseshifting (2 Intellect points): You can 
pass slowly through solid barriers at a rate of 1 
inch (2.5 cm) per round (minimum of one round to 
pass through the barrier). You can’t act (other than 
moving) or perceive anything until you pass entirely 

through the barrier. You can’t pass through energy 
barriers. Action.

93-94 Power device (1+ Intellect points): You can 
charge an artifact or other device (except a cypher) 
so that it can be used once. The cost is 1 Intellect 
point plus 1 point per level of the device. Action.

95-96 Drain power: You can drain the power from 
an artifact or device, allowing you to regain 1 Intellect 
point per level of the device. You regain points at 
the rate of 1 point per round and must give your full 
concentration to the process each round. The GM 
determines whether the device is fully drained (likely 
true of most handheld or smaller devices) or retains 
some power (likely true of large machines). Action to 
initiate; action each round to drain.

97-99 Regeneration: In addition to regaining 
points through normal recovery rolls, you regain 1 
point of your Might Pool or Speed Pool per hour, 
regardless of whether you rest, until both Pools are 
at their maximum. Enabler.

00 Feed off pain: Any time a creature within 
immediate range suffers at least 3 points of damage 
(after Armor subtraction) in one attack, you can 
restore 1 point to one of your Pools, up to its 
maximum. You can feed off any creature in this way, 
whether friend or foe. You never regain more than 1 
point per round. Enabler.

Distinctive Mutations
The following mutations involve dramatic physical 
changes to the character’s appearance. People who 
have these mutations are always recognized as 
mutants. Using some of these mutations costs stat 
Pool points. Some are actions.

01-04 Extra mouth: You have an extra mouth on 
your hand, face, or stomach. This mouth is filled 
with razor-sharp teeth and, if used to attack, inflicts 
3 points of damage. You can also speak with two 
voices at once. Enabler.

05-08 Snakelike arm: One of your arms ends in a 
fanged mouth. You can use it to attack, inflicting 3 
points of damage. If you make a second successful 
attack with the arm, you also inject a poison that 
inflicts 4 points of Speed damage. You can’t use the 
snakelike arm for anything other than biting. Enabler.

09-12 Tendrils on forehead: Four to six tendrils, 
each 12 to 24 inches (30 to 61 cm) long, come out 
of your forehead. They can grasp and carry anything 
that your hand could, although a large object would 
block your field of vision. Also roll on the beneficial 
mutations list (page 124). Enabler.

13-16 Tendrils instead of fingers: Your fingers are 
tendrils 12 inches (30 cm) long. They are an asset 
to any task involving climbing, grasping, or keeping 
your grip. Further, you can effectively pick up and 

Most of the mutations 
in this section are far too 

radical and specialized 
to be natural products 

of evolution, unless the 
mutant is actually the 
most recent in a long 

line of deviant humans 
that have carried and 
perfected a particular 
trait. For example, a 

mutant with claws 
and sharp teeth came 

from a family line, 
stretching back before 
recorded history, with 
ever-developing claws 

and teeth for a specific 
adaptation. 

Far, far more likely, 
the mutant has some 
genetic engineering in 
their ancestry that has 

produced a particularly 
bizarre, random effect, or 

the mutation is a latent 
strain designed to emerge 

generations after the 
manipulation occurred. 
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hold two objects in each hand rather than one. You 
can’t wield more than one weapon per hand. Also 
roll on the beneficial mutations table. Enabler.

17-20 Tendrils instead of arms: Your arms are tendrils 
6 feet (1.8 m) long (or only one arm is a tendril, if you 
prefer). Although you lose the fine manipulative ability 
of fingers and a thumb, you can still grasp objects, 
have a much longer reach, and have an asset for all 
tasks involving grappling or wrestling. Also roll on the 
beneficial mutations table. Enabler.

21-23 Tendrils instead of eyes: You are blind, 
but each eye socket has a retractable tendril that is 
10 feet (3 m) long. These tendrils can feel around 
rapidly to give you a physical sense of everything 
within immediate range. Further, they can be used to 
manipulate very light objects, activate controls, and 
so forth. Also roll on the beneficial mutations table. 
Enabler.

24-26 Tendrils instead of legs/feet: Your legs or 
feet are tendrils that are 6 feet (1.8 m) long (or 
only one leg or foot is a tendril, if you prefer). You 
can still walk and move normally, and you have an 
asset for all tasks involving grappling or wrestling. 
The tendrils are prehensile enough to grasp large 
objects. Also roll on the beneficial mutations table. 
Enabler.

27-32 Scaly body: You gain +2 to Armor. Enabler.
33-36 Covered in spiny needles/spikes: Any 

creature striking you with its body automatically 
suffers 1 point of damage. Enabler.

37-39 Quills: You have quills that you can launch 
from your body to attack a foe within short range. 
This attack inflicts 4 points of damage, and you never 
run out of ammo. You can also use this attack in 
melee. Action.

40-44 Carapace: You gain +2 to Armor. Enabler.
45-49 Chlorophyll: You gain nutrients from the sun 

and don’t need to eat or breathe if you have daily 
exposure to sunlight. Your skin, not surprisingly, is 
green. Enabler.

50-54 Extra joint in arms: Your arms are long 
and jointed so that you have two elbows in each. 
You have a long reach and can strike foes from 
unexpected angles. This mutation is an asset when 
making melee attacks. However, you can modify 
your attacks only by using Speed, not Might. 
Enabler.

55-59 Extra joint in legs: Your legs are long and 
jointed so that you have two knees in each. You have 
a long stride, and this mutation is an asset for all 
running, climbing, jumping, and balancing tasks. 
Also roll on the beneficial mutations table. Enabler.

60-62 Spider legs from torso: In addition to your 
normal limbs, six or eight spiderlike legs, each 6 
feet (1.8 m) long, extend from your sides. They are 
an asset in any task involving running, keeping your 

feet, standing your ground, and climbing. Also roll 
on the beneficial mutations table. Enabler.

63-67 Extra arms: You have one or two extra 
arms. They can hold objects, wield weapons, 
hold a shield, and so on. This mutation does not 
increase the number of actions you can take in a 
round or the number of attacks you can attempt. 
Enabler.

68-70 Extra legs: You have two extra legs. They 
are an asset in any task involving running, keeping 
your feet, and standing your ground. Also roll on the 
beneficial mutations table. Enabler.

71-73 Spider legs: Instead of normal legs, you have 
a wide torso with six or eight spiderlike legs. They are 
an asset in any task involving running, keeping your 
feet, standing your ground, and climbing. Also roll 
on the beneficial mutations table. Enabler.

74-78 Snake tail: You have a prehensile tail that 
is 6 feet (1.8 m) long. It is an asset for all tasks 
involving grappling or wrestling. The tail can grasp 
large objects. Also roll on the beneficial mutations 
table. Enabler.

79-80 Snake tail instead of legs: Instead of legs, 
you have a snaky tail that is 8 feet (2.4 m) long. You 
move at the same speed and have an asset for all 
tasks involving grappling or wrestling. The tail is 
prehensile enough to grasp large objects. Also roll 
on the beneficial mutations table. Enabler.

81-85 Stinging tendril: You have a prehensile 
tendril (or tail) that grows from some part of your 
body and ends in a poisonous stinger. You can make 
an attack with your stinger that inflicts 2 points of 
damage. If you make a second successful attack roll, 
the stinger also injects a poison that inflicts 4 points 
of Speed damage. The tendril (or tail) can’t be used 
for anything else. Action.

86-90 Eyes on stalks: Your eyes are on stalks and 
can move in any direction, independently of each 
other. You can peek around corners without exposing 
yourself to danger. This is an asset in initiative and all 
perceiving tasks. Also roll on the beneficial mutations 
table. Enabler.

91-92 Extra eyes on hands/fingers: You can peek 
around corners without exposing yourself to danger. 
This is an asset in initiative and all perceiving tasks. 
Also roll on the beneficial mutations table. Enabler.

93-97 Aquatic: Your body is streamlined and 
finned, your fingers and toes webbed. This is an asset 
(two steps) in swimming, and you can see perfectly 
underwater (as if above water). Although you have 
lungs, you also have gills, so you can also breathe 
underwater. Enabler.

98-00 Wings: You have feathered or fleshy wings 
on your back that allow you to glide, carried by the 
wind. They are not powerful enough to carry you aloft 
like a bird’s wings. Enabler.

In the Ninth World, the 
difference between a 
mutant and something that 
was genetically engineered, 
redesigned, or tinkered with 
is something very likely 
entirely misunderstood. 
To the common person, 
anyone that looks strange 
or deformed might get 
labeled a mutant, and in 
most communities, that 
is a label which brings 
with it at best derision and 
mistreatment and at worst 
exile, imprisonment, or 
death.

Mutants, of course, aren’t 
just mutated humans. 
Animals and creatures 
of all kinds could have 
mutations in the Ninth 
World. Very rarely, these 
mutations could make 
a nonhuman creature 
more like a human—
opposable thumbs, greater 
intelligence, and so on.
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Distinctive mutations affect nothing but the appearance of a character. None is so pronounced as to make a character decidedly more or 
less attractive. They are simply distinguishing alterations.

01-02  Purple skin
03-04  Green skin
05-06  Red skin
07-08  Yellow skin
09-10  White skin
11-12  Black skin
13-14  Blue skin
15  Purple hair
16  Green hair
17  Red hair
18  Yellow hair
19  White hair
20  Blue hair
21  Striped hair
22  Horns
23  Antlers
24  Extremely hirsute
25  Entirely hairless
26  Scaly skin
27  Leathery skin
28  Transparent skin
29  Skin turns transparent in sunlight
30  Skin changes color in sunlight
31  Very tall
32  Very large
33  Very short
34  Very thin
35  Very long neck
36  Hunched back
37  Long, thin tail
38  Short, broad tail
39  Long arms
40  Short arms
41  Long legs
42  Short legs
43  Bony ridge on face
44  Bony ridge on back
45  Bony ridge on arms
46  Purple eye(s)
47  Red eye(s)
48  Yellow eye(s)
49  White eye(s)
50  Black eye(s)
51  Large eyes
52  Bulbous eyes
53  Two pupils in one eye
54  Large ears
55-56  Pointed ears
57-58  Webbed fingers

59-60  Webbed toes
61-62  Four fingers on each hand
63-64  Six fingers on each hand
65  Long fingers
66  Purple nails
67  Green nails
68  Yellow nails
69  White nails
70  Black nails
71  Blue nails
72  Odd lumps on flesh
73  Useless antennae (like an insect)
74  Extra useless limb
75  Extra useless eye
76  Fleshy frills or useless flagella (small)
77  Useless tendrils (large)
78  Mandibles
79-80  Pointed teeth
81  Tusks
82  Black teeth
83  Red teeth
84  Purple teeth
85  Green teeth
86  Purple lips
87  Green lips
88  Yellow lips
89  White lips
90  Black lips
91  Blue lips
92  Purple spittle
93  Red spittle
94  Yellow spittle
95  White spittle
96  Black spittle
97-98 Distinctive odor
99  Feathers
00  Head crest
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LIVING IN THE  
NINTH WORLD

The Ninth World is Earth. But it is an Earth that 
has undergone multiple dramatic changes, 
for it is Earth approximately a billion years in 

the future. Over that nigh-incomprehensible span 
of time, nothing remains constant. Add in the rise 
and fall of civilizations so great that to us they would 
seem, again, nigh incomprehensible, and anything is 
possible.

THE PERSPECTIVE OF CHANGE
When attempting to grasp the Ninth World, there 
are two complementary shaping forces to keep in 
mind. First is the vast amount of time. Even if Earth 
were left completely alone, the drastic changes of 
celestial mechanics, continental drift, erosion, mass 
extinction, and evolution would render our home 
unrecognizable.

The second force is that of intelligence. Over the 
billion-year span, the earth has been home to at least 
eight civilizations that have arisen (or arrived) here, 
flourished and advanced to incredible power, and 
then either declined or left, never to return. Although 
we know little about these civilizations, we do know 
the following:

perhaps intergalactic) space-faring empire.

engineering and stellar lifting.

forces of reality and could alter those forces as 
they wished. The very laws of physics were theirs 
to play with, like toys.

molecule-sized machines called nanites (or 
nanomachines) that could deconstruct and 
reconstruct matter and manipulate energy.

dimensions, parallel universes, and alternate 
levels of reality.

human.

THE WORLD AS IT REMAINS
Most of the land mass has once again joined to 
form a gigantic supercontinent, leaving the rest of 
the globe to the mercy of a single ocean dotted with 
islands. The moon is smaller than we are accustomed 
to because its orbit is wider. Due to the effect this 
has on the planet’s rotation, days are now 28 hours 
long. The year’s length has not changed, however, 
so a Ninth World year has only 313 days. Words like 
“week” and “month” retain their meanings, and for 
the sake of understanding, this book also uses terms 
like “second,” “minute,” and “hour,” although the 
inhabitants of the world probably use different terms, 
perhaps with slightly different meanings.

The people of the Ninth World don’t realize it, but 
at its current age, the sun’s luminosity should have 
increased to a point where life on Earth (as we know 
it) is impossible. And yet it continues. Something 
happened millions of years in the past to prevent life 
from disappearing. Most planets in the solar system 
remain, although their orbits have altered somewhat, 
but the planet we call Mercury is long gone. (Ninth 
Worlders don’t know it ever existed, so they don’t 
wonder why it’s absent.)

THE PEOPLE OF THE NINTH WORLD
In the youth of an age, the people use the resources 
they have on hand, coupled with whatever 
understanding of their world they can master, to 
carve out a life for themselves. In the Ninth World, 

CHAPTER 10

Planetary engineering is 
changing the climate and 

topography of a planet, 
and perhaps even its 

position in space. 

Stellar lifting is moving 
a star, or changing the 

chemical composition or 
otherwise modifying the 
energy output of a star.
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the resources available are the numenera—the 
detritus of the prior eras—and the people’s 
understanding of these resources is crude and 
incomplete. The Aeon Priests possess just enough 
discernment and knowledge to suggest possible 
uses for things, but so much remains to be 
discovered. Even the creatures and plants of the 
Ninth World are strange by-products of the prior 
ages; the past left behind flora, fauna, and machines, 
some designed by lore or nature, others transplanted 
from distant stars or dimensions.

The Ninth Worlders clothe themselves in newly 
spun fabrics but weave the relics of the past into 
each garment. They forge armor, weapons, and tools 
from materials recovered from ancient structures 
and devices. Some of these materials are metals, but 
others are (or appear to be) glass, stone, bone, flesh, or 
substances that defy categorization and understanding.

Those who risk the mysterious dangers to recover 
the relics of the past provide a valuable service. 

Aeon Priests, who use the artifacts to fashion tools, 
weapons, and other boons for the growing civilization. 
As time passes, more individuals learn to use the 
numenera, but it remains a mystery to most people.

But who or what are the people of the Ninth 
World? Most are humans, although not all that call 
themselves human truly are. Is an engineered 8-foot-

tall (2.4 m tall) person with mechanical limbs and 
biocrafted brain implants still human? In the Ninth 
World, the answer is very likely yes, but some people 
will eagerly debate the point.

Perhaps an even better question is: After a billion 
years, why does the earth still have humans at all, 
in shapes and forms that we—the people of the 
21st century—can recognize? This might seem 
particularly curious once you consider the fact that 
many of the prior worlds were distinctly nonhuman.

perspective, but they do wonder where they came 
from. They have a sense that Earth was once theirs, 
and then it wasn’t, and now it is again. How can this 

Beyond the humans are the abhumans: mutants, 
crossbreeds, genetically engineered, and their 
offspring. How is it that some engineered or 
mutated beings remain “human” while others 
become “abhuman”? It has more to do with mindset 
than physical form. Abhumans are once-human 
creatures that rejected humanity to become bestial, 
murderous, and degenerate. In other words, they (or 
their forebears) chose to be abhuman.

And then there are the visitants, who are not native 
to the earth but who now call the Ninth World home. 
They have no more understanding of the past (even 
their own) than anyone else. 

Aeon Priest, page 269

Abhuman, page 13

Visitant, page 120
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LIFE IN THE NINTH WORLD
The life of a Ninth World human isn’t all that 
different from the life of a human around the 

flocks, hunters and trappers provide meat and 
skins, weavers create clothing, woodworkers build 
furniture, authors write books, and so on. Meals 

lute player, a group of singers, or perhaps comedic 
thespians.

Throughout the Ninth World, couples of 
all orientations join together in commitment 
ceremonies. However, because traditions, religions 
and cultural norms vary widely, the ceremonies and 
resulting relationships take vastly different forms 
from place to place.  

Parents typically raise children, although in 
some places extended families are common. Many 
children attend some kind of school until the age 
of about twelve, when they learn a craft. Some 
students, usually those in larger cities, go on to 
higher learning.

Most people live in small, agrarian villages, but 
some settle in larger towns or cities. The largest city 
in the Steadfast, Qi, has a population of 500,000.

Life expectancy varies wildly, but those who survive 
to the age of thirty can expect to live to at least sixty. 
It’s rare but not unheard of for someone to live to be 
ninety or even one hundred. Those fortunate enough 
to be rich or to live in a locale where the Aeon Priests 
have discovered secrets of longevity might live twice 
that long—or longer.

The dead are buried or cremated.

CLASS
Generally speaking, humans in the Ninth World are 
aristocrats, peasants, or slaves. In some places, a 
“middle” or “merchant” class arises from the ranks 
of the peasants, populated by those who have wealth 

but not nobility. True feudalism exists only in certain 
locations, and as might be expected in cases of land 
ownership, the nobles usually own the land and the 
peasants usually work it. A peasant likely earns a 
few shins per day, whereas a merchant could earn a 
hundred times that. Aristocrats rarely bother using 
coins at all except when dealing with the peasantry.

Only the nobles own slaves, which are usually 
taken from conquered enemies or their descendants 
and are considered property. (The children of slaves 
are born into slavery.) Sometimes criminals are 
consigned to slavery as well. Slaves toil as manual 
laborers, house servants, and guards. A few nobles 
prefer to use abhuman rather than human slaves, 
and some own both kinds.

RELIGION
The religions of the Ninth World are varied and 
many. With the exception of the Order of Truth’s 
quasireligious veneration of the past and the 
understanding its inhabitants had of the forces of 
the universe, no religion is widespread—they’re 
local affairs. An explorer coming to a new town or 

in local myths and stories, while others are more 
grounded in reality—creatures or other weird aspects 
of the world are often explained using the trappings 
of religion. For example, a village might worship a 
machine intelligence left over from the prior worlds 
as a mysterious deity.

In some places, religion is vital and fervent. In 
others, it’s casual. And in some locations, the people 
have no concept of religion at all.

One thing to keep in mind is that the Ninth World 
is not shaped by Judeo-Christianity, Islam, or other 
current religions. The taboos, virtues, and other 
behavior-modifying beliefs prevalent in the 21st 
century are not necessarily true for the Ninth World.

LANGUAGE
Language is a complex topic for a 21st-century reader 
trying to understand a civilization a billion years in 

setting, it’s typical for everyone to talk in a vaguely 
Shakespearean British manner. This style of speaking 
probably isn’t appropriate for Numenera. The Ninth 

modern—aren’t medieval or Shakespearean either.
And, of course, no one in the Ninth World 

actually speaks English. Words like “pope” and 
“synth” and other real-world terms are just English 
approximations of words used by Ninth Worlders. 
“Pope” means “father” but implies more, and the 
word has an association with Medieval Europe. 
“Synth” isn’t a word used by Medieval Europeans, 

Qi, page 148

Ceremonies may be 
public or private, and 
can take the form of 

handfasting, feasting, the 
exchange of gifts, and 

proof-of-love conquests 
(see The Fields of Frozen 

Flowers, page 212).

Order of Truth, page 222
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but its meaning—and, just as important, its sound—

common, and acceptable to our 21st-century ears. 
Those terms and hundreds like them were chosen 
because they convey the right ideas.

So what languages do Ninth Worlders speak?
The Truth: The Aeon Priests teach a language based 

on rationality and intellect. Because of its name, it 
means something different in the Ninth World to 
say, “She speaks the Truth,” but that subtle double 
meaning is intentional on the part of the priesthood.

The language’s rules are simple and 
straightforward, easy to teach and easy to learn. The 
Truth is the predominant language in the Steadfast, 
where it’s spoken by about 80 percent of the people; 
in cities, that number is closer to 100 percent. In the 
Beyond, about 60 percent of the people speak the 
Truth as their primary language, but many isolated 

Shin-Talk: This is a crude and simple language 
used only for trade and related tasks—counting, 
assessing quality, and so on. Shin-Talk is older than 
the Truth but not as widely used.

Other Languages: At least 500 (and perhaps far 
more) completely distinct languages are spoken 
across the Ninth World. It’s not unusual for a traveler 
to discover an isolated village—particularly in the 
Beyond—and be unable to speak to its few hundred 
residents because they have their own language. 
Fortunately, this is a common problem, so people 
are used to struggling through interactions without 
relying on words.

LITERACY
Many people in the Ninth World cannot read. The 
Steadfast has an average literacy rate of about 50 
percent. Although almost everyone can recognize 
a few written words of Truth, genuine literacy—the 
ability to read a contract or a book—is uncommon. 
Reading is more common in cities, where up to 
70 percent of the population might be literate. In 
small towns and villages, the number is closer to 40 
percent, and in very rural, isolated villages, it falls to 
10 percent or less.

In the Beyond, literacy rates are about 50 percent 
in cities and 0 to 20 percent in the aldeia. 

In communities that have a predominant language 
other than the Truth, literacy varies wildly.

ANIMALS AND CREATURES
A billion years in the future, all the animals we know 
in the 21st century are long gone. However, animal 
types—mammals, reptiles, insects, birds, and so 
forth—remain. Again, it’s a language problem. The 
text (or the GM) might talk about rats, deer, flies, 
or ravens, but the beasts being described are at 

least slightly different than the creatures we think of 
today. However, the words are still valid because they 
convey the proper general meaning. Wholly different 
creatures, such as aneen or snow lopers, are 
described because they have no 21st-century analog.

Of course, the Ninth World also has creatures that 
are nothing like animals. Mutant beasts, engineered 
creatures (or their descendants), automatons, 
biomechanical blends of organism and machine, 
extraterrestrial and ultraterrestrial beings, creatures 
of energy, and stranger entities roam the planet. In 
one way or another, all of these things are results of 
the influence of the numenera.

NINTH WORLD HISTORY
To the people of the Ninth World, recorded history began 
about 900 years ago, with the work of learned scholars 
who organized themselves into what would later become 
the Aeon Priests. Before that time, humans lived in 
barbaric tribes and isolated farming villages.

No one knows how much time passed between 
the fall of the previous civilization and the rise of the 
Ninth World. Likewise, no one can agree on where 
Ninth Worlders came from. It’s clear that many 
residents of the prior worlds were not human, but 
perhaps some were.

into the Order of Truth about 400 years ago. At 
this time, the kingdoms of the Steadfast began to 
take the form that they have today, although wars, 
upheavals, and changes have come and gone since 
then (and more changes are likely in the future).

In the end, to scholars and broad thinkers, the 
petty squabbles and changes that took place during 
the last few centuries seem as nothing compared to 
the vast, unknowable past of Earth. This is likely part 
of the reason why people of the Ninth World don’t 
care much about history.

GAZETTEER OF THE NINTH WORLD
The Ninth World is the backdrop of a young 
civilization that has grown up amid the ruins of very 
old, very advanced forebears. A billion years from 
now, we’ll be long gone, as will the civilizations that 
evolve and rise (and fall or leave or transcend) after 
us. A billion years is a long, long time—far lengthier 
than the span between the 21st century and the 
dinosaurs.

In the time of the Ninth World, the landmasses 
have rejoined to form a vast supercontinent 
surrounded by seemingly endless seas with perilous 
storms. But did the earth come to be in this 

march of time, or did a prior civilization design it 
to be so? Certainly the ancient inhabitants of the 
previous worlds had the ability to shape their planet, 

Aneen, page 231                 
Snow loper, page 259

An aldeia is a village in the 
Beyond centered around a 
clave of Aeon Priests. For 
more on aldeia, see page 134.

For more details on the 
types of creatures that 
crawl, fly, and otherwise 
move through the Ninth 
World, see Chapter 15: 
Creatures, page 228.

Aeon Priest, page 269
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this is everywhere; “impossible” landscapes are a 
normal part of the topography. Islands of crystal 
float in the sky. Inverted mountains rise above 
plains of broken glass. Abandoned structures the 
size of kingdoms stretch across great distances, 
so enormous that they affect the weather. Massive 
machines, some still active, churn and hum. But 
for what purpose?

Along the western coast lies the Steadfast, 
a collection of kingdoms and principalities 
with little in common except for a unifying 
religion. This religion, called by its adherents 
the Order of Truth (and by all else as the Amber 
Papacy), reveres the past and the knowledge 
of the ancients as understood by the enigmatic 
Aeon Priests. By decree of the Amber Pope, the 
Steadfast and the Order of Truth wage war with 
the lands to the north, believed by many to be 
enthralled by a secretive and mysterious cult 
called the Gaians. Nobles in the Steadfast are 
called to the Crusades, making war against the 
infidels with ever-stranger weapons discovered or 
devised by the priesthood.

Outside the bounds of the Steadfast lies 
the Beyond, a vast wilderness punctuated by 
very occasional, very isolated communities. 

The Beyond also has Aeon Priests, but they’re 
not linked by an organized network, and they 
don’t answer to the Amber Pope. Instead, these 
priests dwell in sequestered claves. Around these 
claves, small villages and communities known 
as aldeia have arisen. Each clave has discovered 
and mastered various bits of the numenera, 
giving every aldeia a distinct identity. In one, the 
inhabitants might raise unique bioengineered 
beasts for food. In another, people may pilot 
gravity-defying gliders and race along the rooftops 

of ancient ruins. In still another aldeia, the priests 
of the clave may have developed the means to 
stop the aging process almost entirely, making the 
residents nearly immortal, and some are no doubt 
willing to sell the secret—for a staggering price. 
Because the aldeia are remote and separated by 
dangerous distances, trade of these discoveries is 
occasional and haphazard.

But not every village or tribe in the Beyond has a 
clave to help guide them amid the dangers of the 
past. Some of these communities have tried to use 
the numenera to their peril, unleashing horrors, 
plagues, or mysteries beyond comprehension. 

have been transformed into flesh-eating 
monstrosities, or one whose populace works as 
slaves for a machine intelligence left over from an 
earlier era.

Outside the aldeia and other settlements, the 
dangers multiply. Amid the ruins of the past lurk 
tribes of vicious abhumans that are as likely to 
kill and eat an explorer as talk to her. Clouds of 
tiny, invisible machines called the Iron Wind scour 
the wilderness, altering everything they touch. 
Monstrous predators, ancient death machines, 
and stranded extraterrestrial or transdimensional 
beings (also called ultradimensional beings 

or ultraterrestrials) 
also threaten the 
uncharted reaches of 
the Beyond. But so too 
can a careful, capable 

inspiring numenera 
that can accomplish 
anything she might 
imagine.

In the Ninth World, 
the numenera is both 
the risk and the reward.

WEATHER
The numenera 
has changed the 
environment of the 

planet many times over. The inhabitants of the 
prior worlds reshaped not only land and sea but 
sky as well. Even the weather of the Ninth World is 
an artifact of the numenera.

In the Steadfast and the Beyond, it grows colder 
as you travel south. The southernmost lands of the 
Steadfast, for example, have cool summers and 
harsh winters. The central and northern portions 
have warmer summers, but even the southern edge 
of the  sees snow and frost in 
the winter. The mountains of the Black Riage have 

Cloudcrystal Skyfields, 
page 174

Black Riage, page 177 

Chapter 11: The 
Steadfast, page 136

Order of Truth, page 222

Chapter 12: The Beyond, 
page 174 
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long, oppressive winters, with the southernmost 
passes open for only a few months.

Overall, the climate is dry, and with a few 
exceptions (along the coast, for example), rain 
is uncommon and accompanies terrible storms. 
Rumors say that particularly harsh or strange 
storms are either the result of a harmful numenera 

Either way, storms with dangerous winds, hail, 
and lightning grow more frequent each year. Other 
storms—still thankfully very rare—bring oily black 
rains that kill crops rather than nourish them, or 
weird magnetic fluctuations that bend matter and 
disrupt minds. But even these pale in comparison 
to the most terrifying weather effect in the Ninth 
World: the Iron Wind.

THE IRON WIND: The Iron Wind is the Ninth-
World term for clouds of dangerous nano spirits 
(also called nanotech by the more learned). 
Malfunctioning machines—insane, really—that 
are far too tiny to see travel across the landscape 
in terrible clouds borne by strong winds. These 
machines warp everything they touch, transmuting 
all matter. An Iron Wind storm twists the ground, 
turns rock into clouds of vapor, and creates new 
features out of thin air. And woe to any living 
thing caught in its passing. Trees become rocks, 
pools of water, or unrecognizable lumps of 

I stood in Yrkallak Tower and watched as the cloud of orange 
and red passed across the landscape in the distance. Through my 
spyglass, I saw the formation of a hillock that had not existed 
before. Atop that rise grew polyp-like blue trees that then wavered 
and died. The field of grain that had grown nearby became a 
cacophonous mixture of glass, green vapor, and writhing serpents. 
An aneen tried to run as the Iron Wind approached, but its legs 
became tiny, fluttering wings, and it collapsed. Its back sprouted a 
thousand insect legs, but its head had turned to a coppery metal, 
and it was dead.

Further horrors I witnessed, I shall not describe, for I wish that I had 
not seen them. They shall haunt my dreams forevermore. Truly this 
was a storm born in Hell, carried on the backs of invisible demons of 
madness and misery.

—The journal of Lady Charalann

pulsing, living substance. The Iron Wind tears 
apart creatures only to rebuild them in bizarre, 
seemingly random shapes. Flesh is transmuted to 
nonliving substances, ropy tendrils, or even more 

ten, this transformation results in the death of the 
creature—sometimes a long, painful death as it 
tries to cope with its new form.

LIVING IN THE NINTH WORLD

71.58.140.236



136

THE STEADFAST
CHAPTER 11

Each of the nine 
kingdoms has at least one 

symbol that represents 
it. Some symbols are 
ancient, others newly 
minted by the current 

leadership. While some 
kingdoms (such as 

Ghan) wield their symbol 
proudly and fiercely, 

others use them only in 
times of war or not at all.

The Steadfast 
comprises 
nine different 

countries. Collectively, 
the rulers are often 
called the Nine Rival 
Kings, or just the Nine. 
These kings, queens, 
princes, and councils 
share no love for one 
another and truthfully 
have no relationship 
except that each rules 
over a land whose 
people owe faith and 
favor to the Amber 
Papacy.

Generally speaking, 
the Steadfast is 
more settled and 
civilized than the 
Beyond, but it can be 
just as dangerous. 
Communities are 
isolated. Travel on the 
roads is risky and nearly 
unthinkable at night—
but at least the roads 
exist.

The Steadfast 
includes all the land 
from the sea to the 
Black Riage, south of 
the Tithe River and 
north of the Sadara. The 
nine kingdoms of the 
Steadfast are Navarene, 
Ghan, Draolis, Thaemor, 
Malevich, Iscobal, 
Ancuan, Milave, and the 
Pytharon Empire.

Amber Papacy, page 134

The Beyond, page 174
Black Riage, page 177
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Cloudcrystal Skyfields, 
page 174

Amber Pope, page 133

For those seeking entrance 
to the University of Doors 
(page 216), a door to the 
college appears at random 
intervals in the trunk of the 
Emperor of Green.

NAVARENE
Ruler: Queen Armalu
Population: 1,500,000
Capital: Charmonde

NAVARENE
Navarene is one of the largest and most 
prosperous kingdoms in the Steadfast. 

Disliked by all the other lands, the people of 

even arrogant. “Wealthy as a Navarene merchant” 
is a saying in the Steadfast that almost always has 
implied negative connotations.

The southern part of the kingdom is known for 
its rich farmland. Simple farmers and herders work 
for wealthy landowners who in turn pay fealty to a 
small number of aristocratic families, each of whom 
answers to the queen, who rules from her capital of 
Charmonde. Her palace is known as the Empiternal 
House, and at its center is a set of sealed chambers 
that Queen Armalu never leaves. To come and go, 
her court must pass through a series of airlocks and 
undergo a misting spray that removes any potential 
contaminants. This odd but careful behavior, coupled 
with a variety of strange treatments and procedures, 
has allowed Armalu to live for 253 years—so far.

Queen Armalu is known for being both shrewd 
and ruthless, and her kingdom prospers as a result, 
for she uses these traits to best her enemies and 
the foes of her people. As long as her subjects are 

a fair hand.
Navarene forms the boundary between the north 

and the rest of the Steadfast. Thus, the northern 
portion of the kingdom, south of the Tithe River, 
holds many forts and war-castles that help defend 
this border from the dangers of the Beyond. Now 
that the Amber Pope has declared war on the 

mysterious lands to the north of the Cloudcrystal 
, these fortresses are even more important. 

Queen Armalu has petitioned the Papacy to require 
the other eight kingdoms to pay to help maintain the 
bastions. The other rulers balk at funding Navarene’s 
military, feeling that Armalu is as likely to use it 
to invade them as she is to defend them from the 
Gaian invaders

THE WESTWOOD
Vast, lush, and green, the Westwood is a verdant 
forest dominating Navarene’s coastline. It’s known for 
the ancient redwoods that stretch taller than any trees 
in the Steadfast. One particular tree—simply known 
as the Emperor of Green—rises high above the rest. 
Twice as tall as any tree around it, the Emperor stands 
at almost 700 feet (213 m). It’s clearly of a slightly 
different species than the other trees. Its trunk is 
more than 60 feet (18 m) in diameter at the base, and 
at seemingly random times in the year, a door appears 
on the north-facing side. It disappears again after an 
hour. Few, however, have reached the tree to look for 
it. Far fewer have seen it and if they have, they haven’t 
returned to report what lies on the other side.

For long years, people feared the Westwood, 
calling it impenetrable and dangerous. Rumors 
commonly spoke of ghosts and ravenous beasts 
dwelling within. The Westwood and its hungry 
spirits were part of the folklore all along the coast. 
But today the people of Navarene have claimed the 
forest for their own, determined to carve out safe 
roads to the coast and land for farms and towns. 
For their efforts, they have stirred an enemy—not 

Queen Armalu: level 3, 
level 6 for all types of 
interactions 

Gaian invaders, page 134
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the ghosts or tree-spirits of legend, but the culovas. 
These creatures claim the majority of the Westwood 
for themselves and attempt to defend it against 
encroachment.

In the eastern edge of the Westwood you can 

and the surrounding lands. Lumber is a major 
export for the country and is part of the kingdom’s 
wealth. The wood—particularly the redwood—is 
highly prized.

A noble family, the Emols, owns and operates a huge, 
mobile machine that cuts down and processes trees 
at the same rate as a hundred loggers. Called the Dark 
Smoker for the greasy muck it belches into the air while 
it works, the machine is a jury-rigged mess, requiring 
a staff of mechanics to continually service and repair it 
to keep it operational. Repeated attacks by the culovas 
damage the rickety device frequently, but technicians 

the family, Charina Emol, has placed a 10-shin bounty 
on the head of any culova brought to her.

paper mills, particularly around the city of Harmuth.

THE GOLDEN SANCTUM
Hidden deep within the Westwood, this secret 
citadel belongs to the organization calling itself the 

Convergence. It’s a beautiful and relatively new castle, 
well guarded and well maintained. There are no paths 
to the Golden Sanctum. Members of the group reach 
the citadel by other means that are as mysterious as 
the activities they conduct once they arrive.

CHARMONDE
Long colonnades. Marble statuary. Monuments 
to great deeds and important myths and legends. 
Painted domes. Soaring, arched bridges. Charmonde 
is a city of architectural beauty and art. The second 
largest city in Navarene, Charmonde is located on 
both sides of the Jerribost River, with six bridges 
connecting the north and south sides of the city.

Charmonde is not walled, but four fortresses 
surround it to deter invaders, for the city is the 
capital of the kingdom and home of Queen Armalu. 
Each fortress has one of four ancient sonic devices 

Anyone who tries to cross the barrier suffers great 
pain, convulsions, and even death. The Aeon 
Priests have determined that the unique devices 
are running low on power, however, and despite all 

them. Thus, the four devices are used sparingly. In 
fact, they’ve never been activated in the memory of 
most of the city’s current residents.

The adventure ”Three 
Sanctums” involves the 

Golden Sanctum, page 390
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Charmonde is home to 95,000 people. The 
queen’s palace, Empiternal House, stands atop 
the highest hill in the city. It’s also known as the 
House of a Thousand Slaves, for rumors say that is 
exactly the number of slaves the queen uses in the 
palace alone. Nearby is the Asaranti University, one 
of the greatest schools in all the Steadfast. Thanks 
to the university, the city is known for its scholars, 
philosophers, and artists as much as it is for its 
marble and slaves.

BODROV
Another of Navarene’s cities, Bodrov, is uniquely 
defensible. It lies atop an impossible sort of 
plateau—in fact, the word plateau almost seems 
inappropriate. Designed and sculpted by the 
ancients, the rock formation is more than 500 feet 
(152 m) high and 800 
feet (240 m) across at 
the top, but only 100 
feet (30 m) across at 
the base. It resembles 
a round table with 
one central leg and is 
sometimes called Table 
Rock (although, most 
often, simply Bodrov). A winding path curls up 
around the base and enters the rock just below 
the wide top portion. The path into the city leads 

which can be sealed at many points.
In fact, the entire base is honeycombed with 

caves and tunnels, many of which have never been 
completely explored. Many of these interior spaces, 
as well as the top of the perfectly flat rock formation, 
hold the remnants of machines and construction 
from the distant past. It is speculated that the 
interior foundation of the entirety of Bodrov might be 
metal, with the stone appearance having been added 
later, intentionally or otherwise (depending on the 
true age of the original structure).

Sometimes the defense of Bodrov works against 

army or other danger gaining entrance, so too is 

water, and other goods must be transported up 
the long path around and through the base and 
into the city, making Bodrov an impractical place 
to live. Thus, the population is only about 1,000 
people, even though the city could easily house ten 
times that many, and once did. Buildings—some 
ancient, some merely old—stand empty, left over 
from the prior epochs of the world or simply from 
a time, perhaps a hundred years ago, when people 
believed that Bodrov would be a city of great 
importance.

The Vacant Palace is the home away from home 
of Queen Armalu, although, as its name suggests, 
she has never been there. It was built for her 
more than a hundred years ago by an ignorant 
but well-intentioned suitor who argued that in 
times of war or other calamity, the queen should 
come to Bodrov. Wise of him, and yet foolish, for 
he didn’t realize how truly committed she was in 
never leaving her chambers in Empiternal House. 
The suitor is now long gone, but his estate still 
manages the palace for the queen, as per the 
wishes in his last will and testament.

SHALLAMAS, CITY OF ECHOES
Known by many people as the City of Echoes, 
Shallamas is a sprawling trade city of 80,000 people, 
as infamous for its thieves as for the wealthy 

merchants they prey 
upon. It is home to the 
Provani family, another of 
Navarene’s aristocratic 
houses. The Provani 
garner great wealth from 
the caravans that enter 
the city with goods from 
the south and leave 

with goods from Navarene and the Beyond. Even 
exotic goods from the mysterious lands to the north, 
such as liquid silk and synthwood, flow through 
Shallamas.

The City of Echoes is surrounded by an 
impressive stone wall with many towers. Three 
main gates provide access, each with its own 
associated market, and a fourth market lies in the 
center of Shallamas.

The city gets its nickname from a strange 
phenomenon that has no explanation. Without 
warning, residents from time to time see and hear 
“echoes” of recent past events. Although these 
echoes seem real, they’re more like illusions or 
holograms; you cannot interact with them. The 
events can be as recent as a few minutes ago or as 
distant as a year in the past. In the Shallamas court 
system, an echo of an eyewitness observing a crime 

it actually happen. Echoes have never been observed 
with inaccuracies.

Argust Provani, the ruler of the city, employs a 
capable and sizable guard to maintain order, but he 
also controls an elite group of secretive operatives 
called the Shadowlings
organizations and destroy them from within. The 
Shadowlings are thought to be as ruthless and 
violent as the criminals they combat, but they do 
help to keep the city’s merchants and traders safe 
from thievery.

 “Bodrov could have been 
the jewel of the Steadfast. 
From here, a monarch 
could rule the world, safe 
from all enemies for all 
time—as long as he never 
got thirsty.” ~Zacher the 
architect

Argust Provani: 
level 4, level 6 to see 
through lies or trickery

Shadowling: 
level 5, level 7 when 
performing any action of 
guile or subterfuge

“Wealthy as a Navarene merchant” 
is a saying in the Steadfast that 

almost always has implied negative 
connotations.

"The Order of so-called 
Truth is the real power of 
the Steadfast."
~Narada Trome, anti-papist 
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If you grew up in a small village or have ever visited 
one, you probably know everything you need to know 
about Fasten. A typical village among typical villages, 
Fasten has a population of approximately 500 people, 
most of whom are craftsmen, merchants, and farmers.

Most business takes place on the city’s two main 
roadways—Carryon Street and Best Avenue—which 
angle toward each other. Houses, while small, clean and 
well maintained, are typically constructed of whatever 
hodgepodge assortment of materials is handy from the 
nearby woods, local quarries, and reclaimed buildings.

Fasten is a town that works hard to appear 
picturesque; there is little obvious crime or political 
strife. A general spirit of helping one another seems 
to keep misconduct and poverty down. However, 
as with any gathering of two or more people, there 

by the fact that their parents and teachers still live 
in the village, and they’re regularly reminded not 
to bring shame upon themselves or their elders. 
For larger concerns, Mayor Adroa Vallone and her 
half-dozen well-trained watchmen do the job, ideally 
before anyone notices. 

ABOUT TOWN

Cali’s Trinket Cart: At the intersection of Carryon Street 

piled high with scraps of metal and synth, bits of the 
numenera, and an impossible jumble of unknown 
items. Cali is quick to smile, and her laugh is so 
loud it can be heard from down the street. If you 
ask where the trinket cart is, you’ll often be told to 
follow the laughter. This task is even easier because 
Cali’s companion, a speckled grey-green seskii who 
never leaves her side, often howl-growls along with 
her. Cali encourages potential buyers to climb onto 
the cart and sort through the items. Additionally, she 
seems to have a nearly perfect memory of the objects 

need, she usually knows whether she has the item in 
question. If so, she’ll reach her hand into the jumble 

Those who wish to learn about rubar training and 
breeding might entice her to share her secrets.

Loose Leaf: Run by Sister Twia, Loose Leaf is the 
town’s apothecary and healing center. The large, 
roomy space is perhaps the biggest on Carryon 
Street. The front room is lined with shelves, boxes, 
and tables loaded with fresh and drying herbs, a 
variety of teas and spices, and liquid mixtures of 
various colors and consistencies. Sister Twia keeps 

she offers free of charge to all who walk in the door.

many of which are occupied at any given moment 
by those who are too ill to be cared for in their 
homes. Two or three men in yellowed garb care for 
the wounded, and family members are often seen 
at the bedsides, weeping for those who have passed 
despite the quality of care.

Sister Twia does not condone the power 
of the numenera; in fact, she believes it’s 
counterproductive to the healing process. If you 
enter Loose Leaf with obvious numenera on your 
person, she’ll ask you to leave it outside the door or 
vacate the premises.

Adorne: At Adorne, a simple covered stall with 

baubles, trinkets, small metalworkings, buttons, and 
beads. Most of the items are stuffed into barrels and 
boxes, with only the very special and most expensive 
offerings set apart. In order to see these exclusive 
objects, you must ask Yann, the owner, to show them 
to you. He’ll eye a customer for a long time to get a 
sense of the person before he trusts her enough to 
reach beneath his long coat and bring out a bag of 
special items. Be sure not to drop your gaze beneath 
his stare, or he might consider you a slying son of a 
thief and try to hit you with the knotty redwood cane 
he always carries.

You can pick through the barrels and haggle for 
the price of one particular piece, or you can purchase 
the baubles in bulk for cheap. In the latter case, you 
must take whatever combination of worth and junk 
your cup scoops up from the deep barrels.

SweetMeats: Tucked between the apothecary and the 
jeweler, SweetMeats is a combination butcher and 
bakery, run by married couple Abeke and Serwa. The 
two-story building uses the ground floor as shop and 
storage and the top floor as living space for the two 
women.

Open six days a week, SweetMeats does a 

meats of the region, wild and domestic, fresh and 

farmers just that morning. Abeke’s meat selection 
is rivaled only by that of Serwa’s wide variety of 
baked goods, including her town-famous specialty—

purchased two for a shin and tucked into the pocket 
for a later meal.

As you might imagine, the store has an odd 
combination of scents and sights, as fresh cuts of 
meat rest side by side with pies and breads. Even the 
women are a study in contrast, with Abeke’s stout, 

Seskii (page 258) can 
be formidable foes, but 
also make fiercely loyal 

companions.

Slying is a common 
term used to convey a 

combination of lying 
and sly. While mostly 

derogatory, it also 
carries a hint of respect 

for someone’s skills at 
deception.
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ruddy form wielding a careful knife for the best cuts 
of meat while Serwa, a pale wisp of a thing, pounds 
dough on the counter. The quality of the products 
is so high—and the witty exchanges between Abeke 
and Serwa are so funny—that all other butchers and 
bakeries have died away from lack of customers.

The General Store: Upon entering the General Store, 
located along Best Avenue, you’ll be greeted with a 
surly hello from shop owner Fletcher Elis. Despite 
his demeanor, which some would call short and 
others just plain rude, Fletcher is willing and eager 

pain in my bad leg that makes me so damn surly,” is 
something he says regularly. “Not that I’m angry with 
you. I hardly know you.” He then regales any listening 
ear with the tales of how he came by his limp and his 
off-putting demeanor. (These tales vary in the telling, 
sometimes involving his time with the Redfleets, other 
times recounting a sordid affair of how he was injured 
while rescuing his wife from a band of abhumans. It 
might be important to note that no one in town has 
ever seen Fletcher’s alleged wife.)

Thanks to the efforts of two local brothers, Tam 
and Tale, who started working for Fletcher when they 
were mere boys and have now become handsome, 
strapping young men, the General Store is a well-

organized marvel of modern conveniences and 

torches, glowglobes, rope, and the occasional used 
book. A few years ago, at the behest of the villagers, 
Fletcher started offering home deliveries. Tam or 
Tale drop off the goods at a customer’s home for the 
additional price of 1 shin. Although the deliveries 
always take longer than Fletcher expects, considering 
that the houses are not far from the store, the 
brothers are in such demand from a variety of 
customers that he continues to offer the service.

Redwood Chests: The village’s carpentry store offers 
not just chests but furniture, carts, and staffs as well. 
The place is owned by one of the town’s few nobles, 
but most villagers know that the real heart of the 
enterprise is carpenter Mollie Behar. She clearly loves 

prices. Mollie believes that each piece she creates 
should be built especially for its future owner, so few 
items are actually for sale on the floor. Mostly, the 
store serves as a workspace for Mollie and a storage 
space for wood, pieces in progress, and Mollie’s 
large, drooling canine named Roxit. She occasionally 

them can’t hear the wood the way they need to in 
order to turn it into something beautiful.
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When children aren’t sitting in the schoolhouse or 

they are often found at Redwood Chests, getting 
drooled on by Roxit while they watch Mollie lathe and 
hammer wood.

Fasten Schoolhouse: The schoolhouse is tucked 
between Redwood Chests and the Village Hall. 
Classes for all ages are taught by Benham Ilk, 
a giant of a man who uses humor and a gentle 
touch. If you were to look in on the children in the 
middle of class, you might assume by the chaos 
that the kids had overrun their teacher and staged 
a revolt. Yet Benham remains at the head of it all, 
encouraging them. However strange his teaching 
methods, students come home talking of all they’ve 
learned and are able to put it to use. At the back of 
the schoolhouse, a tiny room with an exterior door 
serves as the town library, offering scrolls, skrips, 
maps, and the occasional book, all free for the 
borrowing.

Town Circle: The town circle is a place for gatherings, 
large meetings, and general festivities. Surrounded 
by a grove of fruit-bearing trees, the circle is soft 
moss and gravel, with stone benches placed here 
and there for maximum shade advantage. At the 

picnics, teenagers trying to kiss each other beneath 

pond.
On the east side of town is the meeting house, 

an open-air pavilion used for village meetings, large 
celebrations, and rainy days.

The Spotted Seskii: This full-service restaurant 
and pub is the largest building in Fasten, and the 
one where people gather most often. It’s run by 
the husband-and-wife team of Bakele and Eder 
Crandel, along with six staff members. Bakele, a 
spry woman of average size and height, sports 
green hair and a green apron, and she wears dark 
green glasses even in the dim light of the tavern. 
Everyone knows her by her warm and friendly 
demeanor—and her willingness to sing a song or 
six when the crowd calls for it. Her husband, Eder, 
although taller and wider, is far quieter and less 
noticeable. He often works among the crowd for 
hours before someone notices his presence and 
remembers that he’s the co-owner of the place. 
Eder doesn’t seem to mind, however, and is quick 
to downplay any perceived slights.

The food at the Spotted Seskii is mediocre but 

most are willing to pay the prices in exchange for the 
wide variety of entertainment that their shins can 
purchase. Each night, the Seskii offers diners and 
drinkers a mix of activities to entertain the crowd, 
including live music, games of gambling and chance, 
singing contests, and dart throwing.

The most popular activity by far is the pub’s rubar 
race, which takes place nearly every night in a back 
room reserved for that purpose. The room is divided 
into two parts: one large section for the gamblers 
and viewers, and a smaller section for each of the 
competing rubars (usually four, but sometimes as 
many as six). The floors of the rubar sections are 

clean up its area by eating all of the dead matter wins 
the round and goes on to the next one the following 
night. Not surprisingly, raising and training rubars 
for these competitions is a favorite pastime among 
many in Fasten.

Inns: Fasten has no established inn since visitors 
are few and far between and mostly belong to one 
of the families already situated in the area. However, 

Loose Leaf (provided they’re not all taken) for 1 shin 
a night.

Additionally, resident Tupon Villhelm is sometimes 
known to open her large house for guests at a cost. 
Tupon is nearly eighty years old and the mother of 
ten boys, all of them now dead. The brothers who 
work at the general store are her great-grandchildren, 
and they often keep an ear out for people who need 
temporary residence. Tupon’s house has ten small, 
unused bedrooms, each available for 1 shin per 
night. Breakfast or dinner is an additional shin, but 
it’s well worth the added cost.

Village Hall: The Village Hall is where the mayor 
and her watchmen work, grievances are aired, and 
lawbreakers are brought to justice. The ground 

and the cellar serves as a temporary holding cell 
(when it’s not flooded). During the rare periods 
of strong and continuous rains, anyone who 
breaks the law is held in one of the bedrooms in 
Tupon Villhelm’s home. Although her food is of 
much higher quality, her guilt-inducing looks and 
comments are enough to make hardened criminals 
break down into tears. Even the mayor has noted 
that there appears to be a marked decrease in 
crime during the rainy season.

 Rubar races are a 
common activity in 
Fasten. Anyone can 

place bets of a shin or 
more at the Spotted 

Seskii.

"I knew the Amber 
Papacy was close to 
its goal of complete 

control when I toasted 
a slice of bread and 

saw the Order of 
Truth's symbol appear 

in its center." ~Narada 
Trome, anti-papist
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People of Interest

Keera Naraymis: Keera is a new staff member at the 
Spotted Seskii. She is slightly built, with nondescript 
reddish-brown hair pulled into a messy bun, but her 
vivid storytelling skills have endeared her to many 
patrons. However, those who pay close attention to 
Keera sense that something is slightly off. Part of it 
is her stories, which tell of times long past and of 
places that no longer exist. Part of it is the frequency 
with which her strange powers, similar to esoteries, 
seem to manifest, usually at inopportune times and 
beyond her control. When she’s not slinging food 
and drink in the dim light of the Seskii, she studies 
in the back room of the schoolhouse, poring over 
books on the numenera.

Dziko: Dziko is seen around town regularly, often 
hanging out in the village meeting house or tossing 

thin, with salt-and-pepper hair that hangs over his 
eyes, Dziko always carries a clay cup in one hand. 

worn clothes might give the impression that he is 
homeless or poor, but he is neither. Dziko owns 
a fairly large home just off of Carryon Street but 
spends little time there. If you ask around, you’ll 

home. Although many years have passed since her 
death, he has never been the same. He believes the 
cup he carries holds his wife’s ashes, but if you were 
to look inside, you’d see that it was empty.

Tarlin: The mayor’s daughter is in her late teens, and 

on shiny trinkets as well as dyes to turn her hair 
various shades of pewter and gold. Tarlin favors 
loud colors and snide sarcasm, and more often than 
not she sneaks into the late-night festivities at the 
Spotted Seskii. She can hold her liquor but not her 
tongue, and her mother fears often and loudly for 
her daughter’s safety. Because Tarlin is everywhere 
in Fasten, she claims to know all of the nefarious 
happenings in the village and can be persuaded to 
part with her knowledge for the cost of a drink. When 
her information turns out to be true, which is less 
than half the time, it can be valuable.

FASTEN HEARSAY
Skulkers: Two men have been seen skulking around Cali’s trinket cart in the 
evening hours, typically while she is off competing in the rubar races. Cali 
is offering 10 shins to the individual or party who tracks down the men and 
discovers their purpose in Fasten.

New in Town: A woman with short black hair and green eyes has just 
arrived in town. Going by the name Verenus (level 7), she claims to be 
a bounty hunter from Qi out to capture a dangerous Aeon Priest who 
betrayed the order many years ago. 

Missing Man: One of Abeke’s regular suppliers—a hunter who specializes 
in bringing her fresh meat from large wild animals in the region—hasn’t 
been by her shop in nearly a week. Abeke knows he was heading southeast 
and is worried that something might have happened to him. She also 
needs to replenish her meat stocks and offers payment for any fresh, local 
wildlife that comes her way.
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THE AMBER MONOLITH
Calaval climbed the hill, his pet thuman at his side. 
Crumbling bits of ancient brick turned to gravel with 
each step. At the top, he saw the amber obelisk the old 
woman had told him about. It stretched impossibly into 
the sky. The reddish-yellow light of the old, tired sun caught 
in its angles high above the plain of ruin. Even after all 
these aeons, the machine at the heart of the obelisk still 
thrummed with power. Rings orbited the device, spinning 
with unearthly precision.

—Sacred Chronicle of High Father Calaval, Amber 
Pope and Founder of the Citadel of the Conduit and 

the Order of Truth

According to Calaval, the original Amber Pope 

obelisk), somewhere inside the Amber Monolith 
lies a teleportation device that gives access to a 

However, despite Calaval’s descriptions and 
explanations, no one has ever found it or even 
discovered the secret to accessing the monolith’s 
interior since he supposedly went inside and used 
the device 400 years ago.

Today, a fortress guards this sacred site and 
prohibits anyone from attempting to follow in High 
Father Calaval’s footsteps. The fortress is maintained 
by soldiers in the employ of the Order of Truth who 
owe no allegiance to Navarene. The queen tolerates 
their presence as a concession to the papacy.

The Amber Monolith floats 500 feet (152 m) above 
the ground and stands approximately 2,000 feet (600 
m) tall. It floats above a region called the Plain of 
Brick, a wide expanse of worked stone many miles 
across.

THE OBELISK OF THE WATER GOD
Clearly related in some way to the Amber Monolith, 
this obelisk floats above a region called the Garrathol 
in the foothills of the Black Riage. Garrathol means 
“delta” in the now-dead Shume language, even 
though the area is hundreds of miles inland. The 

NAVARENE HEARSAY
Dark Whispers: Word from the 

Garrathol is that the Obelisk of the 
Water God has begun to glow at night with a 
faint yellow-green luminosity. No one knows 
the cause, but the glow isn’t constant; some 
believe it’s tied to the phase of the moon. 
Regardless, strange people have been seen 
holding rituals in the glowing obelisk’s light.

Missing Caravan: A merchant in Shallamas is 

a long-overdue caravan that was supposed to 
arrive from the north. Among its valuable goods, 
the caravan carried a trio of near-priceless silver 
statues said to be sacred to a primitive tribe 

Ghosts of the Westwood: Even the culovas 

Westwood that drives them from a locale near the 
southern edge. Lumberjacks say that the “green 

their revenge on everything they come upon.

THE WEIRD OF NAVARENE
Harbinger: An odd woman walks the edge of 

the Westwood, telling anyone who listens that 
within the next ten years, something will rise out 
of the forest and devour whole cities. Before she 
can get much of her story out, she disappears.

Blessed Event: A child born just weeks ago in 
a small village called Mirbel heals the wounds 
of any who touch her.

Black Skies: A flock of a thousand or more 
black vessa birds keeps returning to an ancient 
tower at the land’s western edge, no matter 
what is done to drive them off.

Biosynth Grove: Fifteen miles (24 km) west 
of Bodrov grows a small grove of transparent 
trees made of living synth.

Thuman, page 262
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meaning is appropriate 
because the obelisk 
draws water into itself 
from the nearby Tithe 
River, creating its own 
sort of delta basin. 
Some people believe 
that the obelisk then 
sends the water into the 
air, affecting the weather 
in the Garrathol. Others 
claim that the water is 
sent to a source beyond 
the scope of the world, 
which, if true, could be 
quite bad in the long 
run. However, given that 
the obelisk is perhaps 
a million years old or 
more and the world 
isn’t drained of water, 
something different 
seems to be going on.

The Obelisk of the Water God hovers 500 feet 
(152 m) above the surface and is almost 2,000 
feet (600 m) tall. The lush, fertile region has many 
small villages but no larger settlements because 
the area has a reputation for danger. The Garrathol 
is home to more than its share of deadly predators 
and monstrosities, and the locals experience a large 
number of tragic births and mutations.

THE SEA KINGDOM  
OF GHAN

Look long, my friends.
Look hard.
Greener hills, bluer waters
you’ll never find
than those of my heart, in the kingdom by the sea.
Look long, my friends.
Look hard.
Finer men, prettier smiles
you’ll never find
than those of my heart, in the kingdom by the sea.

—The Song of Ghan

Known for its coastal trading ships, the so-called Sea 
Kingdom of Ghan is a relatively peaceful land. King 
Laird has no wish to challenge or even appear to 
challenge Queen Armalu of Navarene or the ruling 
council in Draolis, yet he doesn’t want to appear 
weak and ripe for the taking, either. Thus, he protects 
his borders and maintains a careful vigil without 
making aggressive moves. Most important, however, 
he ensures that his merchant fleet plays such an 

important role in the Steadfast that no one would 
want to suffer his kingdom’s sudden collapse—or, 
just as bad, his sudden refusal to maintain the coastal 
trade routes vital to most of the nine kingdoms.

The rolling green hills of Ghan are known for 
herds of gallen and aneen. Gallen are long-bodied, 
herbivorous animals valued for their meat and 
hides. Aneen stand two to three times as tall as a 
human, with hunched, hairless bipedal bodies, small 
forearms, and broad heads. These pack animals 
can attain great speeds and walk tirelessly for long 
distances. Many trade caravans in the northern part 
of the Steadfast use aneen to transport goods or pull 
massive wagons.

King Laird lives in the Coral Palace off Ghan’s 
coast, a part of the City of Bridges. Ghan has little 
in the way of an aristocracy. Most of the people are 
free citizens owing fealty only to their king. Few 
people own slaves. Governors and mayors rule over 
districts and towns, but the organization is varied 

do not abide a strong government, and King Laird is 
happy to oblige them.

THE CITY OF BRIDGES
The City of Bridges is the capital of Ghan, although 
strictly speaking, it’s not actually in Ghan. Extending 
out from the coast, a number of ancient bridges 
stretch more than a mile to a series of massive metal 
platforms joined by an intricate web of more bridges. 
Composed of materials of the prior worlds, these 
wide bridges and platforms hold homes, shops, 
warehouses, and other buildings.

GHAN
Ruler: King Laird
Population: 1,000,000
Capital: The City of Bridges

Gallen: level 2

King Laird: level 5, level 6 
for all sailing-related tasks 
and for seeing through 
deception
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Today the City of Bridges has a population of 
20,000 people. Each of the thirty-two platforms has 
multiple levels, and all of them are in use. What’s 
more, each platform holds structures that can be 
used as docks for ships and boats. The settlement 
could have been called the City of Piers, for the entire 
network of platforms and bridges is almost one big 
pier (which is entirely appropriate for the capital of 
the Sea Kingdom). At any given time, a hundred or 
more vessels are moored at or near the city.

Despite common belief, the city doesn’t float. 

people speculate that the large, inactive machines 
on each platform are drills that extend deep into the 
submerged earth.

The Coral Palace is not actually made of coral, 
although large portions of the building are covered 
with so much coral that a visitor might believe it to 
be true. The palace takes up most of one platform 
where the king’s personal ships dock. From here, 
King Laird rules over Ghan and his merchant fleet. 
Rumors say that he is preparing a secret expedition 
of large craft to sail from the city into the western 
open sea. With some of the best sea maps in the 
world at his disposal, Laird knows that no major 
landmass lies in that direction, but he has placed 
his faith in talk of a sizable island chain that exists 

leagues to the west, farther than any recorded voyage 
has traveled. Supposedly, these islands are inhabited 
and have exotic goods, interesting lore, numenera, 
and other commodities that would be valuable to the 
Steadfast—assuming that a shipping route can be 
established.

OMAR
Omar is a large mining town. Its people burrowed 
into the earth and found a wealth of metal in the 
form of a vast, buried installation or numenera 
vehicle. (No one has yet determined exactly what 
they discovered below the ground.) Through 
processes kept secret, the miners cut away large 
sections of otherwise unknown metal from the 
ancient structure and bring it to the surface, where 
it can be melted down—with great effort—and 
reforged into anything a talented smith desires. This 
metal, known as omaroa or azure steel, is highly 
sought for its durability and strength.

As with many mining towns, Omar is a rough and 
violent town. Its citizens live short, angry lives. The 
ruler, Mayor Farond, is as tough as the people in her 
town. According to many, she maintains much of the 
order herself, thanks to her suit of nigh-impenetrable 
armor and its arsenal of built-in devastating 
numenera weapons.

Mayor Farond: level 6;
24 health; 6 points of

Armor; inflicts 10 points
of damage at long range
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THE SCARRED MONOLITHS
Floating high above the gallen herds of Ghan, 
massive humanoid statues drift slowly across the 
sky. Once, these gigantic objects were enormous 
war machines. Now they’re just curiosities—except, 
perhaps, to brave explorers who might be able to 

have the machines done anything but float about the 
hills, never drifting far from their starting points.

KEFORD
Keford is a lumber town. Ships sail Ryness Bay to 
reach it and leave laden with some of the Steadfast’s 

cross the border into Navarene, and while that 

its boundary—the woods are too dense—Navarene 

are likely to attack them on sight just on principle.
Keford has a wooden palisade. About 4,000 people 

call the place home, although at any given time there 
are another 500 or so sailors in town.

JASTON
The 8,000 residents of the walled town of Jaston devote 
themselves mainly to agriculture in some fashion; 
granaries, slaughterhouses, farm implements, animal 
training, and a variety of similar jobs keep them busy. 
The people are a no-nonsense, practical folk who are 
more distrustful of nanos and the numenera than are 
others in most similar-sized communities.

About 12 miles (19 km) north of Jaston lies 
Deverlaush, a large village primarily inhabited 
by varjellen, one of the types of visitants. The 
varjellen of Deverlaush and the humans of Jaston 
coexist in relative peace without fully accepting 
each other into their communities. Still, it’s not 
uncommon to see a small group of varjellen 
walking through Jaston and getting the occasional 
scowl or sidelong glance.

LEDON
Ledon, the city of sea merchants, is likely home 
to Ghan’s wealthiest citizens. It has a population 
of 20,000 people, most of whom earn their living 
in a sea-related trade. The shipyards of Ledon are 
considered the best in the Steadfast, and the city 

compasses and looking glasses, and virtually any 
other shipbuilding or sailing need.

The city’s harbor is protected by a numenera 
device that transmits destructive signals through 
the water. An operator can use it to punch a hole 
in the hull of a single ship at the waterline, sinking 
the vessel. The device must recharge for one hour 
before it can be used again, but this is a well-
guarded secret.

A man named Garibacus rules Ledon. He is old 
and not particularly wise, but he comes from a 
wealthy merchant family and has ties to many other 
influential clans and the merchant fleet itself.

Garibacus: level 3

GHAN HEARSAY
The Sacred Gallen: In a hillfolk village 
called Iera, the people believe that to 
lay the foundation for their new temple, 

they must plow the ground with a sacred white 
bull gallen. But the creature they were set to use 
has disappeared from their care, and they’ve 
offered a reward of 100 shins for its return.

Liquid Ghosts: The southern coast of Ghan is 
said to be haunted by ghosts that are actually 
the intellects and memories of people from the 
distant past that were loaded into storage that 
uses smart fluid housing. Some of the stored 
consciousnesses now wander the shoreline, 
often acting with a surprisingly destructive 
hostility. The only way to stop them permanently 

Festival: Omar has a yearly festival celebrating 
its founding. During this year’s drunken revels, 
a group of thieves intends to use the celebration 
as a distraction so they can tunnel into the shin-

house that stores the miners’ wealth—boldly 
using the miners’ own tools to do the job. 
The criminals are slyly looking for help. If they 
succeed, Mayor Farond will certainly put a price 
on their heads.

THE WEIRD OF GHAN
Man of Glass: A man made of glass wanders the 
rolling hills of Ghan, looking for something.

The Face of Ghan: In a ruin along the coast, 
a crumbling stone wall bears a large, vaguely 
human synth face in relief. If a creature with 
telepathy attempts to communicate with the 
face, it sometimes replies.

The Court of the Sphere: At seemingly random 
intervals, six old men and women gather in a 
run-down stone tower looking out over the sea. 
When they sit at a round, red table together, a 
mechanized sphere appears above the tower and 
transmits secrets into their minds.

There is a mysterious, 
continuous deafening noise 
near Keford. Inexplicably, 
truly blind people cannot 
hear it. A band of blind 
woodsmen work in the 
area.
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The Sanctuary of the Eye: The Angulan Knights keep 
their headquarters in Ledon. Called the Sanctuary 
of the Eye, this cathedral-like building is where new 
members are benighted in elaborate ceremonies. Tall 
watchtowers and intricate images in stained glass 
make the building quite distinctive.

The knights spend most of their time alone on 
long missions and arduous quests, returning to 
the citadel on rare occasions. Since most knights 

ceremonies—friendly reunions and romantic liaisons 
abound upon a knight’s return.   

 A handful of aged knights, all with the title Grand 
Knight, live and work full-time in the Sanctuary. Most 
knights don’t live to be too old, however, so their 
numbers are few.

THE MERCHANT FLEET
Ghan’s merchant fleet is controlled directly by the 
king, who at heart is more a mariner than a ruler. 
The fleet has more than 200 vessels that travel up 
and down the Steadfast coast, trading goods and 
collecting money. The ships range in size from small 
coasters and cogs to multimasted caravels and 
carracks. Two 700-ton hulks called the Latecomer and 
the Iron Glove are the flagships of the fleet.

Ghan ships suffer heavily from piracy, and many are 
plated in synth or light metals to ward off attacks. Some 
carry weaponry as well, and both flagships bear massive 
numenera armaments that keep them quite safe.

The sailors of the fleet are often called Sternmen, 
but despite the name, most of them are female. It’s a 

fleet tradition to never leave dock with more men than 
women aboard. To do so is considered bad luck.

DRAOLIS
Draolis is the most populated land in the 

Steadfast and also one of the wealthiest. Its banner 
depicts six interwoven spheres, but most people refer 
to it as the Tiger Banner. Centuries ago, Draolis was 
home to a powerful queen who ruled the land with 

armies crushed all those around her. When her line 
died out, power in Draolis was seized by a council of 
wealthy plutocrats who didn’t want another hereditary 
monarchy to take control. The Council of Spheres 
abolished the tiger symbology, but many people 
remember the tales from that time and long for that 
former glory.

Although the council lacks the flair of the tiger 
rulers of the past, Draolis has not abandoned its 
ways. The nation remains a military power, with 
might comparable to that of its chief rival, Navarene. 
In fact, the Order of Truth is the only thing that keeps 
these two countries from warring openly.

QI
Qi is the largest city in the Steadfast. It is also the 
site of the Durkhal, home of the Order of Truth and 
the Amber Pope himself.

More than a half million people live in Qi, a city 
of spires and fantastically huge helium or hot air 
balloons and dirigibles. The common saying “Half 
of Qi is in the sky” is an exaggeration, but it feels 
accurate when you’re there.

Angulan Knights, 
page 224

DRAOLIS
Ruler: Council of Spheres

Population: 2,500,000
Capital: Qi

Typical Sternman: level 3, 
level 4 for sailing-related 

tasks
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The Durkhal complex at the heart of Qi is 
almost a city unto itself—a vast sprawl of libraries, 
laboratories, warehouses, living quarters, and 
administrative buildings. At the center of the 
complex is the holy palace, serving as residence and 

people work and live within the Durkhal.
The people of Qi often travel by fashioned 

balloons and dirigibles, so there are multiple 
mooring platforms and high metal masts throughout 
the city. These aerial vehicles take passengers from 
place to place around Qi, to various outlying areas, 
and sometimes to ships moored well out into the 
harbor. They’re rarely used for long-distance travel 
because—with a few exceptions that employ higher 
levels of ancient technology—the vehicles aren’t 
capable of long journeys. Besides, most places 
outside of Qi don’t offer the ability to moor or 
replenish what the airships need.

Qi has many large markets, in particular along the 
docks. The multilevel central market—well away from the 
water—is thought to offer one of the most expensive and 
elite shopping opportunities in the Steadfast. Here, all 
manner of goods can be bought and sold, with no luxury 
too exotic or fantastic for one of its shops.

Many of Qi’s centralmost sections lie on multiple 
levels, with decorative bridges and raised walkways 
connecting the higher levels, and bright glowglobes 

illuminating the lower so that each level is equally 
lit and beautiful. Trees and flowering plants grow in 
well-tended plots and pots even in the most crowded 
areas of the city, including the sections that are 
dozens of feet above the ground. Larger parks and 
walled gardens are common as well. Neighborhoods, 
particularly in the central city, are often surrounded 
by walls to enclose the homes and their communal 
gardens. This practice can create urban rivalries and 
is quite unwelcoming to outsiders.

The people of Qi believe themselves to be at 
the center of the Steadfast, and they consider the 
Steadfast to be the center of the world. This arrogance 
is so prevalent that it’s practically an assumption, and 
it stirs hatred for Qi in the hearts of nonresidents.

Although the city is elitist, not everyone in Qi is 
wealthy. On the contrary, those dwelling in the outer 
sections are often quite poor. They must contend with 

Zhev: The elite peacekeeping force called the Zhev is 
composed of flying cylindrical automatons created by 
the Amber Pope more than a hundred years ago. The 
Zhev keep mostly to the central districts because they 
don’t have the numbers to patrol Qi in its entirety. The 
city has grown in the past hundred years, and while the 
rulers have the ability to repair the existing Zhev, they 
lack the materials and skill to create new ones.

Zhev, page 268

Amber Pope, page 133
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The Marish Clan: Dietha Marish is the head of a large, 
family-based criminal organization that runs much 
of the illegal activities in Qi. These transgressions 
consist mainly of robbery, smuggling, and buying and 
selling stolen goods, but murder by contract also falls 
within their purview. Dietha’s family, called the Marish 

most dangerous individuals.

The Mayor: Marvyr Rann is the mayor of Qi, 
appointed by the Council of Spheres. He lives in a 
dirigible and never trods on the earth, believing that 
if he does, he will sicken and die. Rann is a frail and 
likely insane old man surrounded at all times by a 
cadre of nearly naked young men and women who 
attend to his every capricious whim. Fortunately 
for Qi, the city virtually runs itself, and the Amber 
Pope has the money, manpower, and influence to 
accomplish whatever needs to be done.

CASTLE SARRAT
Seventy years ago, the wealthy, powerful Horges 
family claimed an ancient structure as their own 
and made it their home. The Horges found most 
of the building empty, but it had devices that could 
create edible food for hundreds of people at a time, 
enough to support not just the family but their entire 
estate and large retinue of servants. Stranger still, 
once they moved into their new “castle,” it began to 
grow. Increasing mainly in height, Castle Sarrat is 
now almost 600 feet (180 m) high and still growing. 
Walls, floors, support structures, and more develop 
at a rapid pace—the castle does not grow slowly but 

hallway, or entire level appears.
Speculation is that the new portions of the castle 

are built through a process that converts the very air 
around the structure into metal, synth, and glass. 
However, no one knows how or why it’s happening.

Naranial Horges, the head of the family, is a 
renowned swordsman. He is a quiet, imperious 
man with greying mutton chops and a bejeweled 
eye patch.

THE FOURTH MARK
Overlooking the crashing waves of Eldan Firth, the 
Fourth Mark resembles a gigantic upright axe or 
hammer. The narrow, towerlike base rises up 500 
feet (152 m) or more, and the crescent-shaped top is 
100 feet (30 m) across.

Entering the Fourth Mark is a simple matter. An 
open doorway at ground level provides access to a 
winding stair that leads up through the shaft to the top. 
However, there your progress ends, for no one has ever 
opened the smooth synth hatch that would provide 
entrance to the “head” of the tall structure. Dejected 

explorers have trudged back down and out after trying 
explosives, destructive rays, and all manner of cutting 
tools. None has so much as left a mark.

“That old eyesore gets its name from a legend my 
grandpappa told me. Folks from that time says there 
was, back then, more of ’em—four to be all exact. All 

the four marks, like they’s marked some special spot 
or some such. They also says that some folks a-came 
from across the sea and entered each of ’em, one at 
a time, and when they’s done, each of them towers 
sunk into the sea. But when they got to the last one, 
somethin’ scared ’em outta there. They left it, and 
there it stands still today.”

BEOTH
Beoth was a holy city of self-proclaimed soothsayers 
and miracle workers, but their supposed prescience 
was not enough to warn them of the plague that struck 
a bit more than a year ago. In that short time, a third of 
the city’s 14,000 people has died or lies ill in their beds.

Aeon Priests struggle to come up with a cure for 
the plague, so far to no avail. The people of Beoth 
have named it the “toothless bile” because one of 

fall out. By that point, however, it’s far too late, and 
the victim is likely to die within a week.

Arch of Illness: Although they have no cure, the 
Aeon Priests in the city have fashioned a device they 
call the Arch of Illness, a cobbled, free-standing 
arch about 10 feet (3 m) across. It glows whenever 
someone with toothless bile passes through it. 
Newcomers routinely pass through the arch on their 
way in and out of the city, but some worried residents 
also use the arch to check their health every day.

People of Interest
Malegran, the ranking Aeon Priest in Beoth, focuses 
night and day on ending the plague. He is tall and 
relatively young, with an angular face. Aeon Priests were 
not common in Beoth before the coming of the illness, 
so he and his compatriots have taken up residence in 
what used to be the city’s great gathering hall. For a 
year now, the hall has been used as a hospital.

Sister Tevera is a priestess of the so-called “Old 
Ways,” also known as the cult of Nauz, the Stargod. 
The Stargod is a deity revered by the people here for 
hundreds of years, ever since a falling star crashed in 
Beoth and people claimed they saw a gigantic, human-
looking spirit rise from the crater. Now the temple of 
the Old Ways stands at the site of the holy crater.

When the mayor of the city died three months ago 
with no apparent successor, many looked to Sister 
Tevera to lead them. Although she is an excellent 

Naranial Horges: level 5, 
level 7 with attack and 
defense using his blade

Dietha Marish: level 
4, level 7 for all tasks 

relating to seeing through 
guile and trickery

Marvyr Rann: level 2

Castle Sarrat has claimed 
the life of at least one 

member of the Horges 
family by growing in an 

inopportune time and 
place. Visitors would be 

wise to watch their step.

Malegran: level 7

Sister Tevera: level 3, level 
5 when attempting to 

influence others through 
speech
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speaker, Tevera doesn’t have the experience to run 
Beoth. She also opposes the Aeon Priests at every 

Sister Tevera’s bodyguard and henchman Baraxis is 
an interesting sight. A metallic sheen covers his skin, 
with dull matte webs interlacing at the extremities. Faint 
cross-hatching can be seen even across his irises and 
pupils. The metal flesh has been a part of Baraxis since 
birth—it’s an organic feature of mysterious origin.

KORDECH
The stench of cattle flesh and cattle dung greets 
you long before you enter the tall stone wall that 
surrounds Kordech. As a traveler, you’d probably 
prefer to pass the city by, but the 7,000-person town 
is the last refuge for leagues on a road through a 
dangerous wilderness called the Dark Hills.

and slaughterhouses for shiul—massive creatures 
with four wide horns and valuable meat. The cattle 
see their beginning and end in Kordech, but in 
between they spend their lives grazing in tended 
herds in the surrounding lands (where they are 
preyed upon by broken hounds and other predators, 
as well as bandits). Within a 10-mile (16 km) radius 
around the city, no fewer than twenty-six defensible 
wooden palisades have been erected near or around 
small villages to protect the shiul herds at night.

These dangers also explain why the city possesses 
such a high, well-constructed wall that girds mostly 
crude wooden buildings, animal pens and corrals, 

DRAOLIS HEARSAY
Deadly Sisters: A pair of beautiful sisters 

named Gaera and Funae work as master thieves, 
one posing as a noblewoman and the other as 
her servant. They use this ruse to gain entrance 
to virtually any location. Not merely interested in 
wealth or the numenera, they murder their victims 
and remove the spinal columns. Why do they take 
the spines, and how can the sisters be stopped?

Insect Plague: A great many dark green insects 
have appeared in Kordech, and no one has seen 
their like before. These strange insects feed on 
metal, causing a lot of damage. The Aeon Priests 
believe they have a solution, but it requires 
a wide variety of rare parts for an elaborate 
machine whose radiation will drive off the pests.

Implanted Memories: Retton Balen was an 
explorer who fell into a vat of strange material 
in an ages-lost laboratory. His entire right arm 
is now a biomechanical construct, and wormlike 
tendrils thread through his body, always growing 

and spreading. Retton also claims to have gained 
memories that are not his own, and he seeks 
help in understanding them—or perhaps help in 

THE WEIRD OF DRAOLIS
Mind Slaves: A wealthy merchant rides across 
the land in a massive wagon pulled by margr 
slaves, kept in line by a powerful mind-
influencing device.

Brain Devourer: West of Beoth lies a huge, 
towerlike machine. If anyone comes close, it 
sprouts bladed tentacles that lop off heads and 
siphon out brains.

Strange Steed: A mighty glaive, her scarred face 
covered in a half-mask of gold, rides across the 
land on a strange creature. She calls it a “horse” 
and claims to have unfrozen the beast from an 
ancient tomb.

and structures cobbled of found sheets of metal or 

The Tower of the Aulifex: At the center of this dirty, 
ramshackle cattle town rises a curious structure. A 
soaring metal walkway curves up toward the glowing 
entrance to what appears to be a metal tower 
hundreds of feet high. Strange winglike crests are 
positioned asymmetrically along the exterior. This is 
the Tower of the Aulifex.

The Aulifex is the ruler of Kordech. He claims no 
other name and refers to himself as a sorcerer. In 
truth, the tower is an artifact of the prior worlds, 
and the Aulifex has mastered enough of its secrets 
that he commands a great many powers, including 
healing grievous wounds, lashing out at enemies 

CASTLE AVENTUR
In the central part of the kingdom lies the unassuming 
castle of Anatrea, a noblewoman who has traceries 
of light running just beneath her skin in elaborate 
patterns. Despite her skill as a warrior, Anatrea has a 
fascination with the numenera and dreams of one day 
fusing herself entirely with a machine, ascending to 
a type of godhood, as she believes the people of past 
aeons once did. To this end, Anatrea hosts scholars 
and nanos performing experiments to delve into the 
secrets of the numenera. Her castle, Aventur, hides 
a network of secret underground laboratories and 
workshops for a variety of projects.

The Aulifex: level 6; has 
a wide variety of powers 
while in the tower; calls on 
devices within the tower 
walls to inflict 12 points of 
damage with fiery blasts at 
long range

Anatrea: level 5; 4 points 
of Armor

Baraxis: level 5; 30 health; 
4 points of Armor

Retton Balen: level 6

Margr, page 244

Broken hound, page 232
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The Windriders: The two most successful scholar/
technicians are Thereni and Poulla. They have 
mastered the process of creating self-propelled gliders 
called windriders—extremely fast, one-person flying 
vehicles that are challenging to ride and control.

The Draolis military already uses windriders as 
scouts, but General Demiric hopes to employ them 
in great numbers one day, attacking foes from above 
in waves. Thereni and Poulla don’t have the means 
to produce windriders in such quantities; some of 
the parts and materials required are rare.

A windrider can be purchased for 8,000 shins, 
but demand is high, and the waiting list is long. 
Anatrea and her personal guard ensure that no one 
attempts to take advantage of the inventors under 
her protection.

THAEMOR
One of the smaller and least prosperous 

kingdoms in the Steadfast, Thaemor is often 
overshadowed by its neighbors. In fact, the other 
kingdoms consider it something of a joke.

That wasn’t always so. Bordered by two rivers and 
a mountain, Thaemor was once an unnamed but 
very much desired piece of land, part of a three-way 
war between Navarene, Draolis, and Malevich. Each 
power wished to lay claim to the fertile triangle.

In the midst of the struggle, one man took it upon 
himself to claim the place he later named Thaemor. 
Goldguard Landon was a fearsome warrior who 
knew everything about how to defend a region from 
the onslaught of multiple kingdoms but absolutely 
nothing about running a kingdom himself. Under 
Landon’s rule, Thaemor’s borders were always well 

protected and cared for, even from the mightiest 
foes, but the same could not be said for the people 
and places within.

After Landon’s passing, his son Kaldon took hold 
of Thaemor and ran it (if you could call it such) much 
as his father had. He sired a number of children, but 
none of his heirs survived, and when he died, a man 

although no one can quite remember where Holiva 

Today, the way in which other kingdoms look down 
on Thaemor is a source of pain and embarrassment 
for Holiva, for he believes that his kingdom could be 
a land of great power and opportunity if only others 
could see what he sees.

Unfortunately, what he sees is very little that is real 
or true. Although Thaemor is a region of deeply buried 
riches, clear waters, and fertile lands that have not yet 
come to fruition, Holiva sees none of that. He doesn’t 
see the intelligent, hardworking people or their potential 
to be great leaders, teachers, warriors, and scholars.

Instead, everything Holiva sees is viewed through 
the shadowy lens of his vizier, the Hand of Melch, 
and the Hand urges him toward only one thing: the 
restoration of the shadow herd.

“The shadow herd,” the Hand tells him, “is a 
group of dark, formless creatures, born of a wicked 
mind older than the kingdom itself. Free them, and 
it is they, they, who will help Thaemor become what 
it once was. They who will help the whole of the 
Steadfast—nay, the whole of the world kneel before 
Thaemor’s feet and crown your head with glory.”

Holiva believes what the Hand tells him. There’s 
only one problem: the hand that Holiva listens to is 

THAEMOR
Ruler: Holiva the First
Population: 900,000

Capital: Auspar
 

Thereni and Poulla: 
level 3, level 6 for all 

numenera knowledge

General Demiric: level 
5, level 6 when working 

in conjunction with at 
least two other military 

members
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kingdom and believe that as everyone looks down 
on them, so too should they return the favor. On 

needlelike structures, using ladders or antigravity 

perches from which they can literally look down on 
the kingdoms around them.

The Precipice is the tallest and thinnest building 
in Auspar. It begins as a rectangle large enough to 
encompass the leader’s personal home and ruling 

and more useless as the structure grow thinner and 
thinner. Every year, Holiva pays someone to add 
another length to the top of the Precipice. These 
days, it’s dangerous work, and most who take the 
job know that it’s a suicide mission. Holiva doesn’t 
climb the Precipice (or any of the other needles of 
Auspar) himself and hasn’t for years.

JYREK
Designed and commissioned by Kaldon to keep his 
wife, eleven sons, and four daughters safe from any 
future wars so that his legacy might live on, Jyrek is as 
much a fortress as it is a city. Today, it houses around 
30,000 people, but it was originally built to hold 
just sixteen. With its triple walls (one of redstone, 

interconnected walkways between buildings, and 
guard towers at every corner of the city, Jyrek might be 
one of the best-protected places in the Steadfast.

And that doesn’t take into consideration the 
city’s most unusual defense mechanism: a floating, 
self-contained structure tethered in the center of 

his own. The man spends his waking hours talking 
with his own body part in the form of a shadow 
puppet. He mostly stays awake through the night, 

shadow puppet and thus when he believes he can 
hear the advice of his vizier most truly.

While Holiva pools all of his country’s resources 
toward the single purpose of reviving the shadow 
herd, the people of the land work deftly and silently 
beneath his clouded gaze. After having successive 
rulers with little to no skill in leadership, the people 

Of course, no one whispers that Holiva the First 
might have lost his sanity long ago—that would be 
treason. And no one whispers of the ancient time 
when the shadow herd thundered across all the lands 
tucked in the shade of the Black Riage—that would 
be superstition.

AUSPAR
Auspar, located on the Wyr River, is the capital of 
Thaemor. What the city lacks in population—only 
20,000 of the kingdom’s inhabitants live within its 
borders—it makes up for in height. Some call Auspar 
the City of Needles, for everywhere its skies are 
marked with tall, thin structures: buildings, columns, 
banner poles, public works of art, and more. 
Residents stretch long, slender cables from their 
roofs to the highest edges of the Dark Hills, hoping 
to join the fray.

They’re not after any form of god, nor the sky 
and whatever might lie beyond it. It’s just that 
the residents of Auspar feel a deep kin with their 

The “glimmers” that 
people in the Ninth World 
sometimes experience—
strange, random glimpses 
of images or information 
that may come from the 
all-pervasive datasphere—
seem to be somewhat 
more common in northern 
Thaemor.

A nano named Gaera in 
Jyrek could build a wide 
variety of detonations 
(page 284), but she died 
in an explosion in her lab. 
Still, her daughter sells the 
hundreds of detonations 
she left behind in a well-
guarded shop. 
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Jyrek. This egg-shaped structure, called the Eyren, 
was also commissioned by Kaldon. He brought in 

and had them design a structure that would support 
up to twenty people for two months, providing 
food, shelter, recycled air, and, once the tethers were 
cut, an escape route from whatever war might be 
raging on the ground. It took the experts more than 
ten years to build such a machine, and by the time 

disgruntled at being stuck inside a single city 
because of their father’s paranoia. But in the end, he 
had his egg.

Jyrek turned out to be an expensive waste of 
time and money. Kaldon’s heirs used the city as 
their personal playground, but it didn’t protect 
them from anything. Although no wars were waged 
during their time there, another danger presented 
itself—the Eyren caught a virus from Kaldon’s 
youngest daughter, Ampel. Believing this new thing 
to be an inherent part of a human’s physiology, the 
Eyren duplicated the virus and spread it to the other 
children. Within six weeks, all of Kaldon’s children 
were dead and his wife incapacitated. The Eyren was 
sealed off, and a law was made prohibiting anyone 
from entering the structure. The city gates were left 
open out of respect for the dead. Although Kaldon 
ruled for nearly twenty more years before his death, 
he never returned to Jyrek.

Today, the city has all but forgotten its original 
roles as protector and murderer of Kaldon’s dreams 
of the future. Although the Eyren still sits tethered 
above the center of Jyrek, the residents barely notice 
it. It has become just another part of the history with 
which they live.

MALEVICH
Known for bleak landscapes and people 
tested by hardship, Malevich’s tale is one 

of war and would-be conquest. Yet after crushing 
defeats in decades past, its warlords are now 
quiet. Yorvic, the current king of Malevich, is 
no bloodthirsty despot, as was true in previous 
generations. He is, in fact, a three-year-old boy. 
His cousin Ellabon serves as regent and likely will 
continue in that role until young Yorvic passes 
through the ritual of second birth at age thirteen.

Numerous villages dot the landscape of Malevich. 
These farm communities are usually small and 
poor, little more than thatch-roofed huts gathered 
in defensive circles around a communal pen for the 
shaggy goats they tend. Mud-stained boots walk 
down rough roads infrequently—the folk of this dark 
land remain in their isolated villages if possible. 
They bar the doors at night and pray to vindictive yet 
seemingly indifferent gods.

THAEMOR HEARSAY
Sanctimonious Saviors: A group of 
people calling themselves the Saviors 

have started preaching in the streets of Jyrek. 
Dressed in deep purple and standing in a circle 
beneath the Eyren, they tell tales of deadly 
creatures growing inside the structure, creatures 
that will soon tear apart the egg and spill across 
the land. They promise that those who join the 
Saviors will be redeemed, but they won’t reveal 
how until you become a member of their order.

Pitcher Plants: Dotted along the eastern bank 
of the River Septim, a new species of plant has 
taken root. These pitcher plants grow leafy traps 
that are big enough to catch large birds, rodents, 

Sarracenians, has been studying the new plants 

Thaemor, but he can’t discover any additional 
information on his own.

Wild Beasts: At night, residents of the small 
village of Aagar hear what sounds like a pack 
of wild animals or machines running and 
clanking through the streets. Those who dare to 
venture outside see nothing abnormal, but in 
the morning, there are usually signs of carnage. 
Two townspeople have been killed so far, their 
bodies looking as though they were attacked by 
mechanical claws. The village has implemented a 
curfew, but the frightened residents are at a loss.

THE WEIRD OF THAEMOR
Up and Away: Every morning, shortly after dawn, 
a round blue orb can be seen rising from where 
the Wyr River comes down off the mountain. 
The orb doesn’t seem to come out of the water, 
and no one has been able to capture it—or even 
verify that it’s the same orb every day.

The Black Head: At the edge of the Black Riage, 
east of Jyrek, an object that resembles a head 
is carved out of the ebony mountain. It’s nearly 
as tall as a man and features odd protrusions 
of different glasslike materials that light up in 
various patterns.

Man of the Mountain: In a crook of the Black 
Riage nearly 100 feet (30 m) up lives a man who 
has built a nestlike shelter. He never seems to 
come down from the mountain. Birds and other 
kinds of flying creatures bring him food and 
various objects. They especially like eyeballs and 
will not hesitate to attempt to take one from 
someone who’s still using it.

The Sarracenians are a 
group of scholars that 
studies and worships 

unique plants, page 226.

Regent Ellabon: level 4, 
level 5 for seeing through 
deception and all types of 

interactions
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Their fear is not misplaced. Malevich is threatened 
at all times by bands of abhumans and clans of 
bandits. The former roam in small unorganized 
groups, while the latter, under the command of the 
Bandit King, Polele
organized. Many of Polele’s warriors are veterans of 
Malevich’s past wars, aged men with few skills that 
don’t involve blades and 
blood. Rumor has it that 
the bandit clans have 
offered to do mercenary 
work for foreign kings 
in other lands. Whether 
this is good or bad 
for Malevich—if it’s 
true at all—is yet to be 
determined.

Malevich nobles ride in tall, armored chariots 
pulled by abhuman and human slaves. They own 
what little wealth the kingdom has, while the 
peasantry lives on the edge of starvation.

A fantastically huge rift known as the Voil Chasm 
serves as the country’s southern border. This rent 
in the earth is 25 miles (40 km) wide in places, but 
it narrows as it descends. Throughout most of its 
western reaches, the chasm is about 1 mile (1.6 km) 
deep. However, it has never been fully explored, and 
although the deepest point yet reached is more than 
10 miles (16 km) below the surface, the chasm is 
known to cut far deeper in places. 

Some call the Voil Chasm by its older name, the 
Earthwound. Legends say that it was created when 
the inhabitants of the prior aeon waged war with 

invaders from another world. The invaders used a 
weapon of untold power, destroying multiple cities 

people speculate that these foes tried to destroy the 
entire planet by drilling deep into the world’s core, 
like an assassin attempting to stab his victim in the 
heart. If true, the attempt obviously failed, but it 

suggests that the Voil 
Chasm might be deeper 
than most thought 
possible.

The chasm divides 
Malevich and the 
Pytharon Empire. Even 
though both lands have 
dreamed of conquest, 

the gulf between them has prevented them from 
coming into direct conflict.

STIRTHAL
The city of Stirthal was built atop the northern edge 
of the Voil Chasm. About 100,000 people live here, 
making it one of the largest cities in the Steadfast. 
Although much of it stretches across the flat expanse 
at the top of the cliff, some of the city extends down 
the side. Ancient structures protrude out of the 
chasm wall. Some are inhabited by the residents 
of Stirthal, and others are wide, metal pipes and 
platforms that support dwellings and businesses of 
more recent construction. The most dramatic feature 
is a street that stretches out from the chasm wall 
about a thousand paces and then comes to a rather 
abrupt end. Other cliffside streets run parallel with 

Known for bleak landscapes and 
people tested by hardship, Malevich’s 

tale is one of war and would-be 
conquest.

MALEVICH
Ruler: King Yorvic (Regent 
Ellabon)
Population: 1,200,000
Capital: Thriest

Abhuman, page 13

Polele the Bandit King: 
level 7, level 9 for attack 
and defense (and damage); 
3 points of Armor 
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the wall, connecting the far-jutting perpendicular 
extensions. The cliff-dwellings are the most prized 
structures in Stirthal, and thus they are the homes 
and businesses of the wealthy and elite, of which the 
city has more than its share.

The ruler of Stirthal is a woman who takes the title of 
Governor. Her name is Marrizek and she claims to rule 
over not just Stirthal, but the entirety of the Voil Chasm, 
in the name of King Yorvic. Quick to action (and to 
anger), Marrizek is an older woman, bold, brash, and 
charismatic. Her loyal city guards are called the Thyrn. 
In their gold and black armor, each member of the 
well-trained force wields two swords, one inscribed 
with the word “JUSTICE” and the other with “MERCY.” 
The Thyrn are harsh, violent, and oppressive, and a 

incorrectly and the second rarely, if ever. 
The current regent of Malevich, Ellabon, lives in 

Stirthal, despite the fact that the traditional capital is 
Thriest. The boy-king dwells there with her.

A creature named Quanon dwells in the lower 
portions of Stirthal. Roughly humanoid, he has 
undergone so many machine enhancements and 
biomechanical replacements that it’s hard to imagine 
what he looked like originally—or if he even started 
out human. Quanon might be one of the Ninth 
World’s foremost experts on energy sources and 

power generation. His workshop holds a battery 
or power pack for any device, and his experiments 
on transmitting power wirelessly (more accurately, 

that seems to permeate the Ninth World) mean that 
he can almost certainly recharge any depowered 
or expended device brought to him. His prices, 
however, are steep. Even the simplest cell for the 

Batteries that are rare or more potent might be more 
in the range of 10,000 shins, a sum many princes 
and kings could not easily afford. Quanon accepts 
barter from those who can’t pay, as he loves to 
collect intriguing devices for his experiments.

NEVERLOST
Neverlost is a large castle and surrounding town that 
stands above the Jabbunaran Fields at the heart of the 
kingdom. The town has fewer than a thousand farmers 
and herders, and the castle is the hereditary home of 
Duke Theomal and his clan. In times of great need, 
thousands of people have taken shelter behind the 
castle walls for weeks or months, and true to its name, 
the castle has never fallen. The duke’s family keeps 
the offer of sanctuary open, although it always carries 
an unspoken price. Each time Neverlost is used as a 
refuge, the family grows more powerful and wealthy.

Quanon: level 6, level 7 
for numenera knowledge 
and crafting; 3 points of 

Armor

Duke Theomal: level 4; 2 
points of Armor 

Marrizek: level 3, 
level 6 for all types of 

interactions; force-field 
armband provides 3 

points of Armor

Typical Thyrn: level 4; 3 
points of Armor; makes 

two sword attacks in one 
action
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THRIEST

capital of Malevich, but the royal palace here sits 
empty because the regent, Ellabon, rules from 
Stirthal, the child-king at her side. Crumbling 
buildings of grey stone line the streets of Thriest, 
and, like the palace, many are abandoned. However, 
the river market quarter still thrives, and barges 

of 25,000 people dwell in Thriest, about half the 
number of the former population.

Ellabon directly rules the city as well as the kingdom 
at large, but her advisor, Counselor Rashik, tends to 
matters that involve only Thriest. A good-natured 
fellow, Rashik merely smiles his grandfatherly smile 
when someone says that he is the regent of the regent. 
A well-educated man, he would like to see Thriest 
become a center of learning—something the people 
of Malevich have never really had. For the moment, 
however, this goal is but a dream as his city struggles 
to keep from collapsing and the folk of the regions 

BOREG
Boreg sits on the southern banks of the mighty Wyr. 
Fishers and merchants who use the river make up a 

Overlooking both the city and the river, high 
atop the Red Bluffs, is Castle Dval, home of 
Lady Vount. This noble is frequently known as 
the Queen of the River Pirates, or sometimes 
the Robber Baroness. She wields her scepter, 
an infamous numenera artifact known as the 
Despoiler, which she uses to fuse the bodies 

command an army that blocks travel down the Wyr 
for those who don’t pay her exorbitant tolls. The 
council in Draolis threatens to take action against 
Lady Vount if the regent of Malevich does not stop 
her depredations, but so far no one on either side 
of the Wyr has moved against her.

the Wall of Erenyn. This curved metal wall is 3 feet 
(0.9 m) thick, reaches a height of 15 feet (4.6 m), 
and stretches more than 100 feet (30 m) in length. 
It shimmers with a cascade of colors and shapes. 
Occasionally, the wall shows comprehensible 
imagery, and many believe that it foretells the future, 
prophesies, or conveys vital secrets to those who 
need to know. Spending too long in the vicinity of the 
wall can make people ill, sometimes to the point of 
death, so visits are usually short.

YENTH
Yenth has a population of 14,000, and it’s a trade 
city because it sits on a unique border. Yenth is built 

around a numenera complex from aeons past that 
houses a large extradimensional portal. Explorers and 
scholars reactivated the portal thirteen years ago and 
discovered a parallel universe on the other side—a 
world very different from the Ninth World, yet similar 
in certain ways. Weird landscapes and odd flora and 

humans can survive there. In fact, it’s home to small 
cloisters of humans—or creatures so akin to humans 
that they’re mostly indistinguishable. However, their 
motivations and outlook are alien; even when the 

for Ninth Worlders to truly understand them. Still, 
the people of Yenth have established trade with the 

MALEVICH HEARSAY
Disgruntled Warrior: An aging warlord 
named Gargarth seeks to instigate 

a new conflict that will restore his land to its 
former glory by spreading tales of Navarene 
invasion. He has gained a small but growing 
following of warmongers who are little more than 
a rowdy rabble that causes trouble.

Glowing Pyramid: At night, atop a remote 
outcropping of rock, you can see a glowing 

only a third as wide. During the day, the pyramid 
cannot be found. Rumor says it’s a powerful 
energy source that will grant great strength and 
vitality to anyone who touches it.

Stolen Grain: A village called Brusch had a good 
harvest this year, but all the grain disappeared from 
the granary. A young eyewitness said that a hole 
opened in the air, drew all the grain into it, and then 
disappeared again. The people of Brusch probably 
won’t survive the winter without that grain.

THE WEIRD OF MALEVICH
The Cloud Machine: A cart pulled by a pair of 
shiul, driven by a pair of very short, very old men, 
holds a cumbersome device. The machine chugs 
and spews forth steam and smoke that appears 
to affect the weather.

Frozen in Crystal: Nestled in the mountains to 
the east is a massive shard of crystal, 30 feet  
(9 m) high and 12 feet (3.7 m) across. A woman 
in a strange dress is embedded in its center.

The Fungal Pool: An isolated pond near the 
center of the land is the home of a huge fungal 
organism. It creates pseudopods that grab prey 
and draw them in to be devoured.

Counselor Rashik: level 
3, level 4 in all types of 
knowledge and interaction

Lady Vount: level 5, level 
7 for defense; 4 points of 
Armor; wields the Despoiler 
(a level 8 artifact that 
permanently transforms 
anyone within short 
range of the river into an 
amphibious creature that 
willingly serves her)

Shiul, page 151
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queen died in exile in the land of Ancuan. Now, her 
sons Bren and Kor Sarromere want the land back 
in the name of their house. To this end, they work 
against the king, both openly and in secret.

Just a year ago, an attempt on King Noren’s life 
left him with one eye and one arm. Only the healing 
power of the kingdom’s numenera stockpile saved 
his life. No proof could link the assassination 
attempt to the Sarromere brothers, but few in the 
kingdom have any doubts on the matter. Queen 
Thera has taken it upon herself to organize the 
kingdom’s secretive Masked Legion to combat 
the Sarromere family in the shadows even as her 
husband opposes them in court.

During her strange reign, Queen Whenith 
Sarromere had become convinced that by using 
a variety of numenera secrets, she could harness 
the power of dreams to control the minds of all 
who might oppose her, inside and outside her 
borders. Eventually, she gave up on this scheme, 
but only because she began to believe that within 
dreams lay an entirely different realm that she 
could rule instead of the corporeal land of Iscobal. 
With each capricious and bizarre idea she had 
about sleep or dreams, she issued rewards to 
explorers who scoured the Ninth World for devices 
and knowledge related to those topics. She 
commanded her scholars and nanos to experiment 
with the sciences they understood to make her 
dreams—literally—into reality.

The former raise wheat, beans, and cotton, as well 
as tend orchards of orange billam fruit. The latter 
use small round boats called skitters to travel up 
and down the coast and down the mighty Wyr River. 

Iscobal is also known for its abundant game—
hunters provide a great deal of fowl and venison to 
feed the population.

ultraterrestrials and call their world “New Yenth.” The 
ultraterrestrials desire odd things—plants, animals, 
and substances fairly common in the Ninth World. In 
trade, they offer unique devices. Most of them seem 
to offer little value other than as oddities.

to use, and as far as anyone understands, it can be 
opened only from this side. But some people still fear 

as Ninth World humans for a mysterious purpose. 
Others believe that the ultraterrestrials are the 
descendants of long-lost travelers and explorers from 
Earth who now just want to come home.

are true, at least one person from the other side 
hides amid the humans of Yenth. The ultraterrestrial 
Nariiv secretly dwells in the city, posing as the owner 
of a leatherworking shop. He is a refugee from the 
parallel universe, hunted by his own kind for crimes 
committed (or, as he claims, allegedly committed) in 
his own world. Nariiv is a skilled warrior and a master 
of various weapons and combat styles, many never 
before seen in the Ninth World.

ISCOBAL
Calm and serene, you will find no place 

more lovely than the land of Iscobal, jewel of the 
Steadfast, I can assure you of that. The goodly king of 
Iscobal dwells in Mulen, a great coastal city whose glass 
towers glimmer equally in the light of both sun and 
moon. Beyond its walls, gentle farmers tend crops of 
golden wheat. The rivers teem with fish and the woods 
with game. Noble knights watch over the people of 
fair Iscobal, whose roads are safe and every village and 
town happy and content. Blessed by all the gods unseen, 
Iscobal is a paradise on Earth.

—The Journals of Sir Fabithan of Mulen (when this 

have been somewhat true)

Iscobal is a land tearing 
itself apart from within. 
Internal politics keep 
the nation focused 
on itself rather than 
on the dangers of the 
expansionist kingdoms 
at its borders. The 
palace intrigues involve 
the royal family, led by 
King Noren tiKalloban. 
Noren’s father, Rabbar 
tiKalloban, seized the 
throne about forty 
years ago from Queen 
Whenith Sarromere, 

Nariiv: level 6, level 7 in 
all combat actions; 25 

health

King Noren tiKalloban: 
level 7, level 4 for all 

combat actions

ISCOBAL 
Ruler: King Noren 

tiKalloban 
Population: 1,000,000 

Capital: Mulen
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MULEN
Mulen serves as the capital of Iscobal. It has a 
population of slightly less than 100,000, and its 
towers of glass looking out over the western sea 
are the subject of song and poem. The greatest 
structure amid all the fantastic buildings is the royal 
palace, Vitri House. Around it stretches a fantastic 
park the size of a small city, tended by more than a 
hundred gardeners.

Mulen’s Grand Theater stands as a testament to 
the city’s commitment to art and culture in a world 
that often ignores both in the name of struggle 
and survival. Today, however, courtly intrigues 
make theater attendance a risky proposition for 
many nobles allied with one faction or another, as 
the theater has become a favored place for covert 
meetings, duplicitous dealings, and assassinations.

Perhaps appropriately, Mulen’s beautiful streets 
and towers conceal a vast undercity. Catacombs, 
secret passages, tombs, and sewers form a network 
of tunnels and subterranean chambers. This 
underground world is the home of thieves, beggars, 
escaped slaves, and inhuman creatures.

The Cold Grasp: Both above and below the ground, 
Mulen hides more than a few dark secrets. The 
Cold Grasp, perhaps the most infamous guild of 
assassins and thieves in the Steadfast, uses the city 
as its headquarters. The leader of the Cold Grasp, a 
woman named Hedra
for, and mastery of, serpents. Her enemies or targets 

crux vipers or discover a tiny but extraordinarily 
deadly red asp hidden in their soup.

The secret police force known as the Masked 
Legion operates in the shadows, opposing the 
Sarromere family’s covert attempts to undermine the 
royal family’s control of Iscobal. In this capacity, they 
also run afoul of the Cold Grasp and other sinister 
elements of the city.

DYNAFEL
Dynafel is known for its unique spun cotton cloth 
(named after the city) as well as other textiles, 
fabrics, and couture. Nearly 60,000 people live in 
the walled city, which has relatively simple wooden 
structures and narrow streets.

The mayor, Harcorth Munn, is a rotund man who 
never goes anywhere without his entourage and his 
mechanical warder pet. Well liked and well known, 
the mayor is no stranger to Dynafel’s bars, gambling 
dens, and brothels.

The Dreaming Reliquary: The city of Dynafel is 
home to the Dreaming Reliquary, where Aeon Priests 
keep—and continue to research—the remnants of 
the prior queen’s obsession with dreams. Devices 

that implant dreams, transmit dreams, and spy upon 
dreams are on hand along with even stranger things, 
even if Queen Whenith’s scholars were never able to 

or tap into other realities altogether.
Chief among the experts at the Dreaming 

Reliquary is an Aeon Priest named Narla Deshu. She 
tells anyone who cares to ask that while the queen’s 
goals were childish, her support of numenera 
research and experimentation is greatly missed. 
Narla’s own work has become political in nature, and 
many claim that its continued existence is a show of 
support for House Sarromere. Narla, however, has 
no allegiances other than her devotion to the Order 
of Truth; she simply wants the government of Iscobal 
to continue funding her research.

Of late, the city of Dynafel has suffered attacks 
by clouds of the yellow swarm. The city’s stone wall 
cannot protect against the swarms, and the city 
guard has little appropriate weaponry to combat the 
menace.

WYRFALL
Wyrfall lies along the Wyr River. This multitiered 
city is built amid a series of waterfalls where the 
Wyr cascades through Aeres Canyon. The people 
of Iscobal associate the river with the divine water 
spirits, and Wyrfall is the central focus of this 
religion. It’s a holy locale where pilgrims gather to 
have pains healed and futures foretold, for the Wyr 
spirits flow backward in time, bringing knowledge 
and life-giving energies.

The Order of Truth has a particular disdain for 
Wyrfall and the superstition-based beliefs of its 
people. There are no Aeon Priests in the city, and the 
residents are content with that.

The Temple of the Unseen rises amid the waterfalls 
and rocky outcroppings of the city. Presided over by 
Jallacor, a priestess and seer, the temple provides a 

Yellow Swarm, page 266

Harcorth Munn: level 3

Narla Deshu: level 5, level 7 
regarding numenera devices 
involving sleep or dreaming

The adventure “The Hidden 
Price” (page 385), takes 
place in Mulen.

Typical Cold Grasp 
member: level 4, level 5 for 
all sneaking or subterfuge 
actions

Hedra: level 6, level 8 using 
serpents or poison

Typical Masked Legion 
member: level 3, level 4 for 
all combat actions
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numenera in a vault in his own estate. The few 
people who know his secret believe that he stockpiles 
the devices because he loathes the artifacts of the 
past and wants to protect the world from the dangers 
they represent. However, the truth is that he gathers 
the objects to further rebuild his own body.

GTHARREN
An old man named Phiraster dwells in the valley of 
Gtharren. He watches over a massive crystal that 
stands 50 feet (15 m) tall and 20 feet (6 m) across 
and gives the valley its name. The Gtharren Crystal 

People come to the valley to break off shards and use 
the power within, but Phiraster turns away far more 
visitors than he welcomes.

Some call Phiraster a wizard or a demon, but he is 
a learned nano with a great deal of power. A few think 
him insane, and that might be true. If those entering 
the hidden valley cannot answer his questions to 
his satisfaction, he uses his esoteries and artifacts 
to drive them off. Sometimes the questions are 
personal inquiries about the visitor’s intentions. 
Sometimes they are riddles or koans. Occasionally, 
the old man doesn’t ask questions but instead bids 
seekers to perform tasks for him.

The point of their efforts is to attain a shard of 
the Gtharren Crystal. In aeons long past, millions 
of intelligent beings placed their memories and 
personalities in the crystal for long-term storage. 
Today, a single shard of the crystal holds hundreds 
of these beings. Although the memories cannot be 
directly accessed by any known means, the power 

home for many self-proclaimed oracles and prophets. 
Jallacor is an extremely tall, beautiful woman who 
may or may not be able to see the future and speak 
with river spirits, but she certainly commands a 
number of preternatural powers.

RACHAR
The city of Rachar grows in a ruin from a prior age, 
full of buildings of stone, steel, and glass that still 
stand. Some of the structures have proven too 

of entry or egress. Others are unstable and threaten 
to collapse. A few house mysterious and sometimes 
dangerous machines that are best avoided. If 
necessary, the unused buildings are barricaded to 
keep people out.

Living amid machines and structures of the past, 
the city is no stranger to the weird. Talking statues, 

unexpected.
A floating structure of metal and synth hovers high 

above the city. It may have been a vehicle once, but 
no one has discovered how to make it move. The city 
watch uses the structure as an observation platform to 
monitor Rachar and the surrounding lands for trouble. 
Reaching the platform usually involves the employ of a 
gravity-manipulating mutant named Baurn.

One of King Noren’s most trusted friends rules 
Rachar. Terrhvyss is a man with a clawlike metal 

these features as if embarrassed of them. A wise 
and capable leader, Terrhvyss covertly hoards the 

Phiraster: level 9; 
esoteries inflict 10 points 
of damage to all within 

short range if he so wishes

Gtharren Crystal shard: 
level 8 artifact; user can 
understand and use any 

one other artifact of 
equal or lesser level

Jallacor: level 5; telepathy 
and telekinesis within 

long range; observe and 
overhear at any location 

within a mile; find a 
specific individual within 

10 miles (16 km)
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within the crystal lattice can be used to interface 
with and control other devices, even those that 
seem to be depowered or whose purposes are 
unknown.

THE PYTHARON EMPIRE
Possibly the oldest of the Steadfast kingdoms, 
the Pytharon Empire once commanded most 
of the southern region, including Milave, 

Iscobal, and Ancuan. Although the empire collapsed 
almost a hundred years ago, it regained its footing 
and began to prosper under the previous empress, 
Challadien II. She consolidated old holdings into 
Imperial rule again under the auspices of protection.

Now the new, relatively young empress, Challadien 
III, hopes to extend her aunt’s successful reign. Most 
believe she has her eyes on lands that once were part 
of the empire, in particular Milave and Iscobal, and 
perhaps seeks to spread her influence over lands to 
the south.

The Pytharons are well aware that the regions of 
Matheunis to the south are far more settled than 
they once were. These free realms, including the 
powerful city-state of Nihliesh, feel the gaze of the 
empire upon them. Pytharon nobles already send 
their troops down there to raid for slaves.

beans, and corn. Its fertile lands were once a great 
part of its success and could be again, for its ample 
so-called “breadbasket” has fueled great armies.

My dear and loyal subjects,
Your beloved Empress, Challadien II, Lady of the 
Southern Reach, and Queen of the Riage, wishes you 
to know that the days of foul banditry and lawlessness 
that have plagued these lands have come to an end. 

 
THE PYTHARON EMPIRE
Ruler: Challadien III
Population: 2,000,000
Capital: Rarmon

ISCOBAL HEARSAY
Submerged Fugitive: An aeons-old 

automaton has arisen from a deep seaside pool. 
Metal limbs carry it along the sandy coastline while its 
glass head constantly looks all around. The machine 
acts this way because it’s being pursued. When it 
arose, so too did a number of flying spheres, each 
15 inches (38 cm) across, bearing holographic faces 
and trailing tendrils. Both hunter and hunted would 
welcome assistance, but which to help, and why?

Family Feud: House Sarromere’s attempts to 
undermine the royal family are growing more 
brazen. Word in Mulen is that they offer payment 
in cyphers and oddities to anyone who works for 
them on missions of spying and sabotage.

Hunters and Prey: A creature haunts the wooded 
lands between Rachar and Wyrfall, preying on 
hunters and trappers. Only those carrying freshly 
killed animals are attacked. No other information 
is known, but local leaders offer a reward for 
ending the beast’s reign of terror.

THE WEIRD OF ISCOBAL
The Gelatinous Pavilion: In Rachar, a large plaza is 
covered by a low canopy of ever-shifting colored gel.

Metal Corpses: At one point along the Wyr River, 
what appear to be the dead bodies of eight 
imposing metal humanoids lie on the bank.

Ghostly Tune: Along the road into Dynafel from 
the south, strange, melodious music can be 
heard, even though no source is apparent.
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population of 60,000 people, the Twins have long 
been seen as a safe place to live, with easy access to 
goods and services.

The Twins are punctuated by matching mirrored 
towers, each of which reflects the other city. Walk 
into Jargolamis, make your way to the Jargo Tower, 
and you’ll discover that in every pane of glass, 
the bustling city of Luigolamis is reflected back at 
you. Stand before the Luigo Tower, and watch the 
intricacies of Jargolamis happening before your 
eyes. At the top of each tower is a creature sculpted 
in an off-white material that casts an eerie glow in 
the night. The Jargo Tower has a terror bird, while 
the Luigo Tower is topped with a slicer beetle.

The two cities are connected by a large, elevated 
skyway tube almost 2 miles (3.2 km) long called the 
Umbil. Created from a combination of stronglass, 
ivy tangles, and various metals, the Umbil runs 
between the two towers. Once, it provided safe 
passage between the cities, with a motorized 
walkway and jarlers—abhuman slaves that pulled 
long carts full of people and supplies. Small 
markets and eateries sprang up along the way, and 
the Umbil became one of the most well-traveled 
routes in the Steadfast.

When the motorized walkway stopped working one 
day, the rulers of Jargolamis and Luigolamis—siblings 
Margo the Wember and Paras Gulosi, respectively—
announced that they would have it up and running 
again in a matter of days. But the siblings fought over 
the best way to solve the problem, as they often did, 

were put into place by those who had the power and 
knowledge, but nothing lasted. As the years stretched 

disrepair and disuse.
Now the tube has become a place for dark 

dwellers, thieves, and worse. Although the Umbil 
remains the shortest passage between the Twins, 
it’s also the route most likely to get you killed. The 
abhuman slaves have regained their freedom, the 
markets sell far darker wares than the foodstuffs of 
old, and dangerous creatures skulk around every 
bend. Trade and travel between the two cities have 
become sparse and strained, as has the relationship 
between the sibling rulers.

Still, new light dawns—a constructor named 
Limech recently moved into Jargolamis. He, along 
with a small passel of mechanized creatures, is 
building a second connection between the Twins, 
an open-air skyway that runs below the Umbil. Only 
about a quarter of it has been completed so far.

FAR BROHN
The trading city of Far Brohn lies near the northern 
edge of the cold desert of Matheunis. Tall stone walls 

The peace-loving forces of the invincible grand Imperial 
armies, under my direct command, shall restore this 
realm once again to a land of prosperity and peace. 
You and your families shall be safe under their banner. 
Your children are like unto my own, and my own desire 
is for their happiness and good health. The integrity 
of your lands, your homes, and all of your belongings 
shall be secured under our banner. Those who stand in 
the way of this generous and beneficent gift of safety, 
however, are naught but robbers and undesirables, and 
shall meet our swift judgment.

RARMON
The empire’s capital is the great city of Rarmon, 
home to about 80,000 people. This old settlement 
of marble, stone, and glass once fell into a state 
of decay but now is being restored to its former 
grandeur. Everywhere, scaffolds and workers cover 
important buildings, restoring crumbling facades.

The Sunken Palace: At the heart of Rarmon is the 
Sunken Palace, the ancient home of the Empress. 
This structure is unique because the entire thing 
is a numenera device. Spherical in shape, it is half 
immersed in the ground so that it appears to be a 
dome of metal and synth. The palace can rotate in 
any direction, however, and has its own gravity. Thus, 
the sphere can be rotated so that the entrance is 
concealed below the surface and the floors within 
are perpendicular to the ground outside, with no 
discomfort to anyone within.

The Grand Orrery: Within Rarmon is a large metal 

the Earth, and the other six planets. It turns in 
accordance with the actual movement of these 
spheres.

The man in charge of maintaining the orrery is 
a diminutive fellow named Garrot who stands less 
than 3 feet (0.9 m) tall. Garrot is an engineer and 
mechanic of great skill. By activating the complex 
mechanisms within the base, he can raise the orrery 
high above the level of the city so it commands 
attention in the immediate area.

The central sphere of the orrery, the “sun,” is an 
electromagnet of immense power. Garrot uses this 
device as a defensive weapon on behalf of Rarmon, 
directing invisible beams at anyone or anything 
he desires. The beams inflict 12 points of damage 
to a creature or object and 6 points of damage to 
anything in the immediate area around the target.

JARGOLAMIS AND LUIGOLAMIS
The so-called Twinned Cities of Jargolamis and 
Luigolamis were once so interconnected that they 
were considered a single entity. With a combined 

Recently, the leaders 
of the Twins issued a 

statement saying they are 
looking for mercenaries 

willing to help clean out 
the Umbil. Pay can come 

in the form of shins, 
oddities, or even property 

in one of the cities. 
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PYTHARON EMPIRE HEARSAY
Far Afield: A rusted-out hulk of an ancient 
device has sat in the middle of Reynald 

long before he tilled the soil. Recently, 
the device has started shooting rubbery orbs of 

covered with tiny spines that break off in the skin 
when touched. Reynald fell sick after attempting 
to move one of the orbs, and many of his 
livestock died after touching the devices. His wife 

and incapacitating the machine.

The Glowing Roads: There have been a number 
of attacks along the open roads leading to 
Rarmon. Each account is nearly identical: 
travelers swear they were attacked by giant four-
legged creatures with glowing purple eyes and 
pinchers for mouths. One survivor has a wound 
along the inside of his leg to show for his trouble. 
The scar glows with a magenta hue.

THE WEIRD OF THE  
PYTHARON EMPIRE
Sky Writing: On particularly cloudy days, those 
who stand in Rarmon and look up at just the 
right time can see the Truth words “We Will Help 
You” written across the clouds, along with a 
series of unknown symbols. The writing is neon 
orange and very uniform. It lasts anywhere from 
a few seconds to a minute.
 
The Voices of the World: Outside of Jargolamis 
is a stone that stands nearly 10 feet (3 m) high 
and is shaped like an inverted triangle. The stone 
is riddled with holes, and if you put your ear 
to any of them, you can hear what sounds like 
conversation—the larger the hole, the louder the 
voices. Each hole has a different discussion, and 
each time you listen at the same hole, you hear 
different people talking. Most of the time, the 
language is not one that you know.
 
The Dog in the Machine: Half buried in the 
rubble of a ruined city is a box. From some 
angles, the box seems to contain a large canine, 
suspended in midair. From others, the box looks 
empty—you can see right through it to the other 
side—but you can hear the sounds of snarling 
and howling. If you were to look down on the box 

series of sliders and buttons.

help to protect it from the frigid winds of the south, 
but their real purpose is to keep out the bandits, 
abhuman raiders, and other terrible threats that 
emerge from the desert. Chief among these dangers 
are the mind-screaming hordes of sathosh, which 
frequently attack trading caravans on the way to and 
from Nihliesh. The merchant lords of Far Brohn are 
always looking for help against these raids.

The city itself is secure. Its walls are laced with 
numenera devices (level 6) that affect the minds of 
those who try to assault them, using sonic vibrations 
to cause pain and confusion.

RATHSCOR FORTRESS
Guarding the southern border of the Pytharon Empire 
is the great fortress of Rathscor. Lord Myallatur 
commands the fort and its defenses. His soldiers, the 
Mahal Shards, are infamous for their prowess and 
might—particularly their speed. The Shards include 
cavalry, riders of reptilian coursers called brehm.

MILAVE
From Nomilla Eron, Milavian noble:
Once Milave was a region of the Pytharon 

Empire, when its red banners flew from every tower 
in the South. Now that name is given to a loose 
confederation of small noble states and even a few so-
called republics. The latter, of course, are nothing more 
than backwater counties too wretched for any proper 
noble family to desire position, and where the merchant 
classes give the peasantry fool-headed ideas of ruling 
themselves.

The only thing that truly binds Milave together 
is fear of invasion by the empire. Milavians have 
few similarities, but a memory of the hard-won 
independence from Pytharon is one. Ostensibly, Milave 
is ruled by a council of representatives of disparate 
governments, clans, and factions who meet in the city 
of Orrila.

The nation will not last as a cohesive whole for 
long. The ruling council does little but bicker over petty 
matters while the nearby empire once again grows in 
military might. If war does come, Milave’s loose union 
is likely to collapse, each state fighting for itself and no 
other—and thus we are all doomed.

Lord Myallatur: level 7; 30 
health; 5 points of Armor 
from a magnetic field 
generator; +2 points of 
damage with scimitar

Typical Mahal Shard: level 
4, level 5 for Speed defense; 
15 health; 1 point of Armor; 
+1 point of damage with 
bows and scimitars

Brehm: level 3; 1 point of 
Armor; long movement

MILAVE
Ruler: The Milave Council
Population: 900,000
Capital: Orrila
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Much trading takes place in Orrila, thanks in no 
small part to a device located on a high campanile in 
the center of the old town. Known as the All-Speech, 
the device automatically translates any word spoken 
within the city (and a fair distance beyond) into a 
language understandable to each listener’s mind. 
The All-Speech has some interesting side effects, 
however. Some children reared in Orrila learn to 
speak far more quickly than expected, understanding 
the words of their parents even as infants, while 
others never learn because they are still understood 
even when speaking gibberish. A Milavian saying 
holds that lies are harder to tell in Orrila and secrets 
harder to keep, but this claim has yet to be proven.

Thirty miles (48 km) east of Orrila, workers toil in the 
floatstone quarries. You can spot the quarries from far 
away because of the vast tarps that catch the stone as 
it’s dug from the earth. The workers pull it from what 
looks like former monuments of some kind, buried in 
a long-forgotten age. Of course, the ground repels the 
floatstone, so much of what is excavated flies into the air.

AIAN
Known by some as the City of Merchants and by others 
as the City of Beggars, Aian is only tenuously part of 
Milave, maintaining as much independence as it can. 
The city-state has a population of perhaps 30,000. Ruled 
by an elected senate, Aian is one of the prominent 
republics in the Steadfast. As its monikers suggest, it 
is a city of commerce and trade, a gateway between the 
Steadfast and the lands to the south. Its markets are 

maintain burgeoning warehouses here.

One possible savior, however, is a noble warlord 
named Tarvesh. This charismatic young leader has the 
support of many Milavians, and his personal fighting 
force includes three terrifying numenera war machines, 
the likes of which have not been seen before in the 
region. I suspect that Tarvesh has clandestine support 
from the Amber Papacy, which hopes that he can unite 
Milave and keep the peace in the southern end of the 
Steadfast. Indeed, many hopes rest with that one man. 
We shall see if his broad shoulders can bear the burden.

Most people of Milave are farmers who produce a 
variety of foodstuffs as well as an herb called ghianche, 

the region, and it’s sometimes rolled into cigars as well. 
The herb is a mild relaxant, but when treated with certain 
chemicals, it can also be a powerful hallucinogen.

large workforce. A few communities have repurposed a 
variety of numenera machines and devices to help in the 
labor, so it’s not uncommon to see a massive construct 

ORRILA
Orrila serves as the capital of a land that truly has 
none. A sort of microcosm of Milave itself, it is a 
cosmopolitan mishmash of cultures and people. 
A stone wall girds what is now the central portion 
of the city, but the city spread out from those walls 
long ago with buildings of many different styles 
and materials. In very recent times, a large tent-city 
has grown around the southern gate of that wall, 
covering what is now known as the Field of Voices.

Stratharian war moths 
seem particularly 

attracted to ganch fields. 
Sometimes entire plots 

must be abandoned 
when swarms move in. 
One field currently has 
a cocoon so large that 

farmers speculate it will 
produce a war moth as 

big as a house.  

Floatstone, page 82
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MILAVE HEARSAY
Recruitment: Clandestine agents of the 
warlord Tarvesh seek recruits to work 

way, the recruiters are said to bear numenera 
artifacts that they wear on their foreheads that 
allow them to see into the minds of others, both 
to ensure that those they speak with tell the truth 
and to ascertain the talents of others, which aids 
in recruitment. Rumors say that these devices 
even allow them to implant a failsafe in the 
recruit’s mind. Should they go on to betray their 
new warlord, the psychic imprint will destroy 
the mind from within. For truthful commitment, 
however, the recruiters are offering excellent pay, 
numenera support, and of course, a free, safe, 
and stable Milave.

The Roving Road: Rumors speak of a well-lit path 
that appears only on very rare nights or dark, 
mist-shrouded days. This road is paved in blocks 
of an unknown substance, and it is said to lead 
to a secret location that cannot be accessed in 
any way other than by the road. The road always 
appears in different locations throughout the 
land, and only for an hour or so at a time. Once 
you take the road, however, you go where it goes 
until you reach the end.

The Ice Pit: A perfectly round, metal-edged pit of 
unknown depths can be found about 40 miles 
south of Aian. On even the warmest days, cold 
mist rises from it. Those who have attempted to 
reach the bottom claim that it simply gets colder 
and colder as one goes down. No one has ever 
reached the bottom and returned to tell the tale.

THE WEIRD OF MILAVE
Dry Coral:
throughout an expanse in the western portion of 
Milave. At night, patches of the coral glow with 
an unearthly light. Like in beds of actual coral, 
unique and sometimes dangerous creatures 
dwell in and amid the formations.

Weeping Wanderer: An ancient automaton 
wanders the roads of Milave, damaged and 
asking for help. However, the fluids it leaks are 
debilitating and hallucinogenic to humans. 

The Minds of the Dead: A pair of men living in a 
village in the eastern border of the land claim to 
have a device that reads the thoughts of the recently 
dead. They even say that if the deceased are hooked 
to the device quickly enough, their consciousness is 
stored inside it, granting them “eternal life.”

The Aian saying “Those not rich are poor” is used 
to justify avarice and ruthless business practices. 

can, you’ll have nothing. The saying is also a fair 
assessment of the city’s class structure. Those who 
are not wealthy merchants, clerks, accountants, 
salesmen, or caravan drivers are extremely poor, 
working for scraps as laborers, bearers, or porters—
or worse, without employment at all, living as 
beggars and thieves.

Rumor has it that the Amber Papacy does not 
believe in democracy, and that agents of the Order 
of Truth work against Aian in the shadows of the 
city. If this gossip is true, the agents likely work with 
the Beggar Queen and her network of spies. She 
hates the oligarch council and the merchants who 
elect them. No one knows much about the Beggar 
Queen herself, but she has three lieutenants that are 
biomechanical hybrids with the ability to become 
invisible and kill with a touch, ensuring that her 
power remains unchallenged.

OSSAM’S TRAVELING MENAGERIE 
AND SOARING CIRCUS
Come one, come all!

Boys and girls! Men and women! Humans, visitants, 
and mutants!

All are welcome at the greatest display of 
remarkability and extraordinosity the Ninth World or 
any world has ever seen, heard, sniffed, felt, or tasted!

All are welcome at Ossam’s Traveling Menagerie and 
Soaring Circus!

Think you’ve seen mystery? Wait until you wonder at 
the three-headed moranx!

Think you’ve seen majesty? Wait until you experience 
the death-defying Kaprof Brothers and their aerial 
acrobatics!

Think you’ve seen menace? Wait until you cower at 
the roaring harraspawn and its fire-spewing eyes!

Think you’ve seen magic? Wait until you gasp at the 
sorcery of the Great Theon and his trained cragworms!

You’ll thrill! You’ll chill! You’ll come away changed 
forever!

Just 2 shins per person! Children under ten and 
children over eighty half price!

Traveling throughout the villages and towns 
of Milave (and sometimes Ancuan), Ossam’s 
Traveling Menagerie and Soaring Circus is a caravan 
of wooden wagons that house the creatures and 
the performers, and a floating numenera platform 
that serves as transport for equipment and a 
hovering stage during performances. As they travel, 

people’s minds with wonder and their own pockets 
with coin.

The Beggar Queen: level 3, 
level 6 for all tasks involving 
deception, seeing through 
deception, and intimidation

Lieutenant: level 5; become 
invisible; infect with a 
cellular disrupting virus 
(once touched, 5 points of 
damage each round until 
victim makes a Might 
defense roll)

Ossam himself may be 
the greatest wonder of his 
show. He’s not human, 
but an extremely human-
appearing construct. Older 
than the Ninth World, 
his true motivations are 
clouded in mystery. Few 
people know his secret, and 
Ossam would literally kill to 
preserve it.

Great Theon: level 4; 
telekinesis; generate illusory 
images within short range; 
become invisible; hover

Ossam: level 6; 5 points of 
Armor; built-in ray-emitter 
that inflicts 10 points of 
damage at long range
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ensure the stability of the land. Members of the Blue 
Legion, his royal guard, are renowned for their skill 
as archers.

The people of Ancuan are independent and 

herders, and salt miners. 
Similar to how Angulan Knights throughout the 

Steadfast have tamed xi-drakes to use as flying 
mounts, the people of Ancuan sometimes ride 
rasters—large, biomechanical, batlike creatures 
native to the region. Often the raster-riders, or 
“rastriders,” are loners who live along the coast. 
Some, however, join raider or pirate groups, training 

brigands mounted on giant hover-bats can be a 
terrifying sight indeed. (On the other hand, an aerial 
battle between a rastrider raider and an Angulan 
Knight is a memory no witness would soon forget.)

ISHLAV
Ishlav is a city built on a city. The original Ishlav was 
destroyed about twenty years ago when a group of 
explorers returned to the city with a strange device 
they had discovered in an ancient ruin. When the 

an attempt to understand it, the device released a 
powerful burst of energy that destroyed most of what 
lay within a radius of 2 miles (3.2 km). However, 
none of the people, animals, or plants were harmed. 
Only nonliving matter was affected. The blast split 

logs unharmed, but it obliterated older wood in 
rafters, wagon wheels, and shovel handles. Strangely, 
the ground—soil, rocks and the like—appears to 
have been unaffected.

After the event, new strangements were 
discovered. For example, those caught in the blast 
found that some, but not all, of their diseases 
had been cured, their wounds healed, and their 
general health improved. Even today, Ishlav’s new 
generations enjoy robust health, good looks, and 
impressive physical qualities.

The city’s buildings, obviously, are relatively 
new. After the blast, workers rebuilt some of the 
original layout, but an influx of people wanting to 
share in the renowned health-boosting qualities 

has caused Ishlav to double in size. Now home 
to 20,000 souls, it’s a burgeoning city 

with a large idle population that waits 
for its mysteries to heal, boost, or aid 

them in some way. Unfortunately, many 
people have no means of supporting 
themselves except through begging, 
thievery, or worse, so Ishlav is gaining a 

new reputation, one of darkness and 

While much of the menagerie and circus is real, the 
truth is also stretched to heighten the experience. The 
use of disguises and conventional trickery as well as 
holograms and various numenera devices enhance 
every performance. For example, the Great Theon’s 
“sorcery” is produced mainly by hidden devices, 
although the man commands an array of psychic 
powers to boot. His trained cragworms are hologram 
illusions projected over trained seskii. The Kaprof 
Brothers are talented acrobats, but the harraspawn is 
little more than an illusion. The moranx is a deformed 
aneen never shown in clear light.

ANCUAN
A broad, fertile, and peaceful land, Ancuan 

is blessed on many fronts. Its rolling hills teem 

and other valuable commodities. Of course, Ancuan 
is not without its troubles. Pirates ply the shorelines, 
preying on coastal trading vessels. Bandit raiders 
threaten villages. Sathosh and chirog roam the 
countryside.

King Asour-Mantir rules from a castle of 
stronglass 20 miles (32 km) outside the city of 
Glavis. Tradition dictates that no one other than his 
immediate household and guard live within a radius 
of 10 miles (16 km), so the Transparent Palace, as 

The king’s extended family is large, the product of 
two noble houses joined in permanent alliance to 

King Asour-Mantir: level 
5, level 4 in all types of 

combat

Arron is a grain used 
to make sweet-tasting 

bread.

Yol are short, long-haired 
creatures known for 

yellow wool, tender meat, 
and the cheese made 

from their milk.

Angulan Knights, page 224
Xi-drake, page 265

Raster, page 253

Typical Blue Legionnaire: 
level 3, level 5 in archery; 

bow inflicts +1 point of 
damage

Cragworm, page 236
Seskii, page 258 

Sathosh, page 256
Chirog, page 235
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danger.
That danger comes from many sources, but one 

in particular is on the rise: the Monks of Mitos, a 
well-structured organization led by a man named 
Kollos. Renowned for his otherworldy hand-to-hand 
combat skills, Kollos claims to have found a way to 
harness the cosmic power of the universe within his 

about creating a more harmonious, safer world, and they 
teach free classes in self-defense and nonlethal combat. 
But behind the caring, soft words lies something more 
sinister, and those with the necessary money or influence 
can avail themselves of the monks’ deadlier skills.

KAPARIN
A coastal city on the southern shore of the 
Steadfast, Kaparin boasts roughly 15,000 people 
but actually consists of less than half that at any 

a crew of vagabonds, thieves, scientists, and other 
miscreants who sail the high and low seas in search 
of natural treasure. For the most part, they show 

aren’t above selling it to the highest bidder.
By all accounts, Kaparin is a typical coastal town, 

streets, and a series of connected docks for seafaring 
vessels. However, the city features one unique 
building along its wharf: a large stone complex called 
the RFM, which is a maritime museum, hall of fame, 
and library all rolled into one. Here, the Redfleets 
catalogue their accomplishments and store their 

half a dozen Redfleets, past and present, just waiting 
to be asked about their contribution. If you read the 
signs posted liberally inside and outside the RFM, 
you’ll discover that the objects on display are famed 
the world over and coveted by many. (Just don’t 
be surprised if neither you nor anyone you’ve ever 

ANCUAN
Ruler: King Asour-Mantir
Population: 1,500,000
Capital: Glavis

Kollos: level 7, level 9 with 
hand-to-hand combat

ANCUAN HEARSAY
Oracle in a Pool: Dwelling in shallow pools along the western coast 

is a creature that calls itself Jruve. It looks like a grey and violet slug 12 feet 

futures. In return, it asks for a particular kind of numenera device—which it 
swallows whole.

Rising Dissent: Members of a Jagged Dream cell in Glavis have been 
extremely successful of late fomenting dissent against the royal family. With 
their support, a warlord named Serec the Grudge is gathering an army of 
rebels to rise up against the king (and likely set up a new, warlike regime). 
For now, however, this rowdy army simply makes trouble.

THE WEIRD OF ANCUAN
House of Holes: Near the middle of Scorpion’s Reach stands a four-sided 
structure about 50 feet (15 m) tall and 15 feet (4.6 m) across. The walls are 

Light shines from within the holes, night or day. However, the holes don’t 
lead inside the building, but rather somewhere else.

Teardrop Trees: Odd, teardrop-shaped trees grow in a grove near the eastern 
border. No one has a name for or an understanding of them, but it is known 
that if any living thing comes near the trees, that thing dies in short order.
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known has heard of them.)
Due to such a large percentage of its inhabitants 

belonging to the Redfleets and taking extended 
ocean voyages, Kaparin’s homes stand empty for 
long stretches of time. Merchants and craftspeople 
specialize in water and seagoing wares, including 
ship and submergine repair and upkeep, breathing 
apparatus, food stores, and long-distance trade 
routes to sell the treasure that comes in from the 
Redfleets’ explorations.

People of Interest
The ruler of Kaparin is Sallian Orsay the Red, one of 
the original Redfleet 
founders. A tall, willowy 
woman with dark red hair, 
she appears to be about 
twenty years old—and has 
appeared to be that age 
for as long as anyone can 
remember. The rumor is 
that she found something 
buried beneath the ocean 

submergine missions that 
has allowed her to live forever, or at least to stop the 
aging process. Although some of her colleagues are 
angry that she didn’t share her discovery with the rest 
of the fleet, most feel that she is a good ruler, if a little 
cold and reclusive at times. Sallian has a seemingly 
unlimited supply of goons that will die to protect her. 

honed whale bone.
Retired Redfleet Captain Jamson “The Liar” 

Connell is often seen about town these days since 
he no longer commands a submergine crew and 
doesn’t go asea. He says he retired years back, but 
others in Kaparin murmur that being dishonorably 
discharged from an already dishonorable fleet is 
hardly retiring. Town gossip says that during one 
particularly dangerous mission to the Fengali Forest, 
Connell killed and ate his entire crew. He goes berserk 
when physically or verbally threatened, attempting 
to strangle and eat his opponent (often at the same 
time).

Kaparin’s street rats are the teenagers and young 
children born on ships at sea and then left behind. 
They live in small groups beneath the docks and often 

searching for (or cursing out) their parents. Most of 
them are willing to help with information, tasks, or 
directions for the right price or even a bit of kindness. 
The Ramsi sisters, Jordica and Zanca, lead and 
protect this ragtag group. Both deny the rumor that 
they’re Sallian Orsay’s bastard daughters. If you’re 
approached by the two girls, they might seem well 

informed and suspiciously willing to help, but they’ll 
probably do their best to ensure that you get what you 
want—at the price of a favor, of course.

GLAVIS
Approximately 20,000 people call Glavis home. The 
sprawling city almost seems like a grouping of three 
towns located in close proximity by chance, with a 
sparse collection of buildings and roads among them. 
One of the three sections, primarily a port, is on the 
minor River Frohm. The second is atop a high hill 
called Nurel’s Hill. The third is a farming community 

The people of Glavis 
worship a pair of gods 
called Relia and Bianes. 
These sibling deities are 
believed to watch over 
those who place offerings 
on their secluded altars. 
Enough people have seen 
the offerings disappear 
right before their eyes 
that even nonbelievers 
suspect that Relia and 

Bianes—or something posing as them—are real in 
some sense. Whenson Breeve, the chief constable of 
the city guard, has a theory:

I think Relia and Bianes are real. No, not the brother 
and sister you see in the marble statues in their temples, 
but some kind of invisible beings. Maybe they’re the 
source of the religion. Maybe they just came along 
and took advantage of it. But there’s something really 
there. Under the temples. Within the walls, I think, or 
at least that’s what my gut says. With my own eyes 
I’ve seen food placed upon their altars disappear. No, 
not disappear. I’ve watched it be... consumed is the 
word I would use. When it happened there was a sort of 
burning smell in the air and I heard a kind of crackling 
sound, like a distant fire. I won’t lie to you. It scared me. 
There’s things left over from the faroff past, you know? 
Things I don’t understand. And some of them are smart. 
And hungry. And maybe vengeful.

Within the city of Glavis, a scholar known as Anders 
the Jack keeps a laboratory where he studies viruses 
and bacteria, presumably for the good of humanity. 
Beneath this public lab lies a secret underground 
facility, however, where he conducts experiments on 
creatures that seem to be strange monkey-rat things. 
Anders has a rare condition that requires constant 
blood transfusions. His monkey-rat-thing slaves 
provide the blood and serve as subjects on which he 
constantly tests potential cures for his condition.

In the hills just north of Glavis, great vents in 

Cold and dangerous, the Sea of 
Secrets is beset by ship-devouring 

serpents, horrific storms, and a wide 
variety of pirates, the worst of which 
hail from Ancuan (and the worst of 

them from Aras Island).

Sallian Orsay: level 6; 28 
health; sword inflicts +2 

points of damage

Typical goon: level 2

Typical street rat: level 2

Anders the Jack: level 6, 
level 8 with biological and 

virological knowledge

Captain Connell: level 4; 
16 health

The ceremonies of Relia 
and Bianes involve songs, 
elaborate costumes, and 

significant rituals with 
hand gestures, key words, 

and repetitive phrases. 
Worshippers re-enact 
myths of the brother 

and sister overcoming 
adversity, healing the 

sick, and even giving life 
to various kinds of plants 
and animals as boons to 

humanity.

Submergine, page 226
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the ground expel strange gases into the air. Amid 
these geologic exhalations dwell intelligent gaseous 
creatures called the Sruu. Very little is known about 
these beings, which apparently have a civilization 
deep below the surface. Those that come up through 
the vents do so unwillingly and seek to return.

PIKE’S HEAD

one aspect that makes it quite remarkable. About 300 
feet (91 m) off the shore, a massive thing juts up out 
of the water. People call it “the Beast.” Although in 
some ways it resembles a structure, it’s clearly made 
of organic material, with chitinous plates and leathery 
flesh. But it never moves and shows no sign of life. It 
also never decays, so it gives no indication of being 
the corpse of an enormous creature. Someone long 
ago thought it looked like a river pike’s head, but the 

head, no eyes, no limbs—just a hulking, twisted mass 
50 feet (15 m) across that rises more than 80 feet 
(24 m) above the water. Most people give it a wide 
berth, as it has an unpleasant odor, but some brave 

SCORPION’S REACH

of the prior worlds. Known for its weirdness and 
mysteries, it is frequented by explorers, adventurers, 
and scholars of the numenera. Scorpion’s Reach is 
also dangerous, offering regular encounters with 
Oorgolian soldiers, mastigophores, disassemblers, 
and other remnants of the past.

RARROW
If Ishlav is a city built on a city, Rarrow is a city 
hidden within a city. The founders built it on both 
sides of a spatial rift. The city on this side of the rift 
is called Rarrow, but its counterpart on the other side 
is called Hidden Rarrow. About 5,000 people live in 
Rarrow, and another 2,000 live in Hidden Rarrow.

No one knows precisely where Hidden Rarrow 
lies in relation to Rarrow. Is it in a parallel universe, 
on another planet, or just elsewhere in this world? 
Many people have their own theories. Hidden Rarrow 
seems to have the same or a similar sun, but the 
moon never appears in the night sky, and the stars 
are similar but not identical. This latter fact lends 
credence to the belief that the rift is not spatial in 
nature but temporal, and that Hidden Rarrow lies 
further in the future.

The rift is 200 feet (61 m) wide and runs through the 
middle of each half of the city, but it’s invisible. Passing 
through the rift results in a smooth transfer from one 
side to the other with no sensation of transition. The 
folk of Rarrow know exactly where the rift lies and 

have built a plaza around it (a matching plaza exists 
in Hidden Rarrow), but they don’t mark it in any way, 
so newcomers sometimes stumble into it by accident. 
The rift is unmarked because the city’s inhabitants want 
Hidden Rarrow to remain—well, hidden. They want 
it to be a sanctuary to which they can flee if invaders 
ever come to Rarrow. On the other side, defenses are 
in place—a stone wall and towers to defend against 
invaders who use the breach with hostile intent. The 
street in the plaza on the Hidden Rarrow side can be 
rigged to collapse, and beneath it is a wide pit that the 

The harbor is a calm but deep port, and a tall 
lighthouse at the edge of town guides ships in on the 
frequent cold and foggy nights. The mayor lives in 
and works out of a large house in the center of town 
made from the hull of an ancient flying craft of metal.

Hidden Rarrow is a sanctuary sought by refugees, 
those on the run, or those looking to disappear. 
Rumor has it that if you pay the city a hefty fee, you 
can get a place to stay for as long as you wish—with 
no questions asked regarding who or what you’re 
trying to hide from.

ARAS ISLAND
Belonging to no kingdom and bearing the 
characteristics of no single region, Aras Island stands 
strong as a bastion of independence, murder, and 
mayhem. While technically located in Ancuan, the 
island and the kingdom want nothing to do with each 
other. Resting just beneath the heel of Scorpion’s 
Reach, the mountainous island is covered with snow 
and ice nearly year-round and has an incredibly harsh 
climate, thanks to offshore quakes, biting winds, and 
storms that batter the coastline with giant waves.

The people of Aras are equally harsh. Calling 
themselves Jaekels—after the giant sea scorpion 
they worship for its aggressive nature, armored 
skin, and saw-toothed claws and tails—they revere a 
bloodthirsty, animalist nature above all things.

Jaekels emulate this belief in their actions and 
their physical form. Animalistic surgery (including 
grafting, genetic manipulation, and implantation) 
is common, especially among those who ride 

of transformation. Bandages and odd healing 
accouterments are frequent sights, and claws, teeth, 
horns, and wings are prized body enhancements. 
Only those with the highest honors in killing and 

intricate pattern of blood tattoos, are deemed worthy 
of having wings of any sort.

Despite their use of body-enhancing technology, 
Jaekels favor simple, traditional weapons, which 

In the Ninth World, words 
like “pike” or “scorpion” 
equate to somewhat 
different creatures than 
we in the 21st century 
understand, but these 
words are used because they 
are the closest equivalents 
available.

Hidden Rarrow is home to 
a significant marketplace 
of taboo, forbidden, or 
dangerous goods. This 
black market is not an 
illegal enterprise in the 
city, but the authorities of 
other locales hate it, for it 
is a place where weapons, 
artifacts, and worst of all 
secrets can be bought and 
sold, and used far beyond 
Rarrow.

Oorgolian soldier, page 250
Mastigophore, page 245
Disassembler, page 238
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they typically steal from their captives. It’s long been 
considered a sign of weakness to use a technological 
weapon, although that perception is changing, and 
today you’re more likely to see a mix of weapons 
among Jaekels. With or without weapons, they 

having turned their bodies into highly specialized 
killing machines.

Jaekels kidnap scholars, tinkerers, and other workers 
of the numenera and bring them back to Aras, where 

animalistic elements. For their experiments, they also 
capture a wide variety of creatures, including humans 
and abhumans. Rasters are a special favorite, both 
for their biomechanical wings and for the sport of 
capturing them and their riders.

Jaekels build their living, working, and merchant 
structures from scavenged bits of whatever 

materials break on the shore of their island. 
Their boats, however, are another matter, lovingly 
constructed by an Araska and her crew from the 
parts of captured and stolen ships. It’s considered 
a great achievement to capture a vessel from 
an organized group like the Redfleets or Ghan’s 
merchant fleet and dismantle it entirely before 
turning it into a new Jaekship (or using the parts on 
a ship already in progress).

THE WESTERN SEAS
Few people in the Ninth World realize that the Western 
Seas extend all the way around the globe, forming the 
vast, single ocean that surrounds the megacontinent. 
Ninth Worlders primarily use the seas to travel and trade 
up and down the long coast. The king of Ghan and his 

chain lies far beyond the western horizon, however, and 
they hope to mount an expedition soon.

mystery. Those who sail the waters are no stranger to 

CORARE SEA
The Corare Sea is relatively gentle and, as one heads 

of all kinds, stories tell of intelligent predators— part 
synth, part cetacean—that live in the deeps and 
come up to hunt.

FENGALI FOREST
Located about 100 miles (160 km) off the Steadfast 
coast, the Fengali Forest consists of around 4,000 acres 
of submerged trees. The tops of the trees—mostly 
drowned evergreens, water tupelos, and longbow 
willows—rise above the water, some by as much as 20 
feet (6 m). Beneath the surface, the trees are connected 
by their tangled, ever-expanding root system.

Above the water, the branches are threaded with 
trunked lilies, giant vines lined with poisonous barbs 
that slither along the treetops like snakes. Once a year, 
the lilies produce nests of strongly scented orange 
flowers. These poisonous flowers quickly kill any 
creatures that eat them; once the host is dead, the 
flowers cocoon inside the body until they’re ready to 
sprout. Trunked lilies have been known to swim as far 
as 100 miles (160 km) to return to the forest of their 
nesting place.

A tight clan of humans, known simply as grovers, 
lives above the water among the branches and trunks 
in a series of floating platforms and shacks built of 
scavenged synth and metal from the ocean. They are 
not aggressive unless they believe that their clan or 
forest is in danger. Grovers have become immune to 
the trunked lilies’ poison and use the vines as whips 
or lassos against their enemies.
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Far below, almost half a mile beneath the water’s 
surface, the lower trunks and root systems create 
a series of reefs, similar to coral reefs, which are 
home to ocean rifts, sunken numenera, and deep-
sea creatures. Among the beasts, root sharks are 
the most aggressive—fast swimmers and solitary 
hunters, they lie in wait, camouflaged against trunks 
or the ocean floor, until their next meal appears. 
Ghost crabs, some as large as 5 feet (1.5 m) across, 
weave intricate silica webs between the tangled roots 
to trap prey. These alabaster crabs, which seem 
to appear and disappear in the depths, are blind, 

and devour prey caught in their webs. They’re such 
talented hunters that even the root sharks give them 
a wide berth.

Three long ocean rifts run through the forest, 
parallel gouges 1 mile (1.6 km) long and at least 3 
miles (4.8 km) deep. Those who brave these black 

rewards with discoveries of the numenera.

ELDAN FIRTH
Within the coastline of the Steadfast is a deep inlet 
with an inhospitable shore of jagged rocks and steep 
inclines. Called Eldan Firth, this place is home to a 
species that, unknown to almost anyone, is perhaps 
the oldest unchanged species on the planet. More 
than a billion years old, the octopi have inhabited 
the earth’s seas for longer than any one species has 
dwelled on dry land. These cephalopods are far more 
intelligent than anyone has ever guessed, and Ninth 
World octopi have fashioned their own sophisticated 
undersea society, cities, and machines. They likely 
possess great lore, although they have always 
studiously ignored the activities of creatures that 
dwell on the surface.

The Octopoidal Queen reigns from a palace deep in 
Eldan Firth, ruling her subjects no matter how far they 
spread out across the seas. The few people on land 
who know of her existence understand that it’s wise to 
speak with her before heading into uncharted waters.

SEA OF SECRETS
Cold and dangerous, the Sea of Secrets is beset 

wide variety of pirates, the worst of which hail from 
Ancuan (and the worst of them from Aras Island). 
As you travel south in the sea, small, hard-to-spot 
icebergs become a real threat to sailing. It’s said that 
somewhere to the far south is a city frozen in solid 
ice, reachable only by a stout ship and a brave and 
experienced captain.

Ghost Crabs, page 241

Many believe that the 
octopi bear little affection 
for humans. Hundreds 
of years ago, when the 
first human encountered 
them and was able to 
establish some kind of 
communication (thanks 
to a numenera device), 
the only response he got 
from the octopus was an 
enigmatic, “Oh. You’re 
back.”
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shaped bit of land just off the Steadfast’s 
western shore. It’s a place of myths, legends, and 
extraordinary dangers. Once, the island was a 
paradise, inhabited only by members of the Gutos 
clan, and its splendor was unparalleled—extinct 
volcanoes along the skyline, fantastical creatures and 
foliage of all sizes and colors, tumbling waterfalls to 
refresh the spirit and the soul.

Believing themselves to be the descendants of the 
world-child, members of the Gutos clan tattooed 
their young children with the mark of their ancestors, 
forever etching the outline of a handprint on one 
shoulder.

Then the island paradise changed. Some Gutos 
began to retell their version of the world-child myth, 
believing that the point of the story was not that they 
were destined to live forever in a place of paradise, 
but that they were chosen to share this sanctuary 
with the world. Calling themselves the Gutonons, 
they parted ways with their clan and touted the 
promise of paradise to anyone who would listen. 
They sold bits of the island to anyone with the shins 
in hand, offering a utopia where disease and danger 
feared to tread and where the inhabitants were 
destined to have eternal life.

Word spread quickly. Soon the island was covered 
with homes, businesses, and growing cities. 
Deforestation raged to make room for new buyers. 
Many species that had originally enticed people to 
the island’s shores were dead or dying. The water ran 
black with residue and stink. Among the chaos, a civil 
war broke out between the Gutos and the Gutonons, 
and it wasn’t long before the war extended into a full-
out battle against the newcomers.

blood, the people began to leave their big homes and 
businesses. The Gutonons, with the Gutos forever at 
their throats, left the island or became assimilated 
back into the larger clan.

All that stands today are the remnants of a 
collapsed society. Buildings crumble and fall to 
the strangling ruin of creeping vines and crawling 
critters. Cities lie empty but for the roar of wild 
things raising their young in the dark alleys and black 
byways. Machines rust into loam and bits of metal 
that winged creatures use to line their nests.

Every day, bit by bit, paradise returns to the Island 
of the Last Migration. And deep in the island’s hidden 
heart, the Guton clan waits and watches, passing 
down myths and legends to the babes on their knees, 
decorating their skin with the mark of their ancestors. For 
a long time, they thought the world was dying, but now 
they realize that she has merely been sleeping. And when 
she awakes, and the island with her, clan members will 

THE ISLAND OF THE LAST MIGRATION
Once, shortly after our world was born, when she still 
was young and barely a babe upon her mama’s knee, 
her mean grandmama wanted to steal her away and 
keep her for her own. And who could blame the old 
woman? When our world was but a babe, she was 
twice, three times as beautiful as she is now. A sight to 
behold, so stunning that even the strongest man fell to 
his knees at the sight of her.

Mama was loath to let her go, and the two women 
fought and fought over the babe, pulling her and pushing 
her, tugging her between them. Then grandmama did 
the unthinkable. She slapped the babe, who cried out 
in pain and fear. The two women, seeing what they had 
done, they got on their knees and begged for forgiveness 
and promised to cherish our world forever.

But our world was already growing up fast. She 
knew that it would only be a matter of time before her 
mama and grandmama were at odds again, and she 
wanted no part of it. She knew the women needed to 
be separated in order to protect all the creatures of land 
and sea and sky that lived within.

“Look what you have done,” she told them both, 
and pointed to her shoulder, where the mark of her 
grandmama’s hand still blazed upon her skin.

The women bowed their heads, shamed by the power 
of their love.

“I banish you to the skies,” she told her mama, 
“where you can look down and see me and grandmama 
every morning.”

“I banish you to the seas,” she told her grandmama, 
“where you can look up and see me and mama every 
night.”

Then our world touched the mark that she bore, her 
first mark among all the marks that would come, and 
she said, “Here shall be the most beautiful place on the 
whole of my body, a sanctuary for all those who are in 
danger and need saving. When I am old and begin to 
die, for die I shall”—

At this, her mama and grandmama began to weep, 
for they did not want to think of her growing old and 
dying. But our world continued as if she had not heard.

—”I shall bid everyone come to this place, this mark, 
for their final journey, and they shall live there for all of 
eternity.”

Hearing that, her mama went to the sky and her 
grandmama went to the sea, for they saw that already 
the babe had grown up and was doing wondrous things, 
and they wanted to see every single one of them.

And that, my child, is how you came to be born in 
paradise, on the Island of the Last Migration.

And that’s how come you have the mark on your 
shoulder, too—right, grammum?

Right, child. And soon, you will be old enough to 
have your own mark. And, as is our tradition, I shall be 
the one who puts it there.

One of the most common 
types of boats used 

along the coast and on 
the islands are called 
drumrunners. These 

shallow-hulled craft have 
an aft section shaped a 

little like a drum, used for 
stowage.
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People of Interest
Nneka is the esteemed child of the pairing of the old 
and the new. One of the potential future leaders of 
the clan, she is nearing adulthood, long past the age 
when she should have received the island’s mark 
from her grandmama. Born in the generation that 
came after the civil war, Nneka doesn’t believe in the 
old ways and has refused the mark of her people.

A tomboyish young woman with short hair dyed bright 
orange from the crushed wings of calterflies, she dresses 

cities. Nneka often shirks her duties to spend her days 
exploring the run-down buildings and factories, and she 
knows a great deal more about the world beyond the 
island than she does of her own home.

Chelvin is a remainder from the great war. This 
humanoid creature is almost entirely mechanical and 
was designed with a single purpose: to kill. Equipped 
with a camouflage-seeking topcoat and four long 
arms, each of which wields a different type of 
weapon, Chelvin roams the island without purpose 
or place to call home. His external construction 
of smooth manufactured material appears 
indestructible, but his mind is another matter. 
Sometimes he attacks animals and humans without 

Other times, he offers whatever assistance he can.
Nneka seems to be the only person who can guide 

Chelvin’s hand and mind into doing good. However, 
there is talk that she is being corrupted by Chelvin’s 
dangerous side, and that the two of them are 
beginning to scheme for the island’s destruction.

Mabon Macabee came to the island to work in 
one of the early factories in what was then called 
Guttentown. Unlike the others, most of whom were 
killed during the war or left when things began to 
go badly, Mabon settled on the island and refused 
to leave. Part of the reason is that the weather here 
seems to ease the longtime aches she’d had in her 
joints. But part of it is her discovery of the island’s 
large and intelligent bee population, which was 
nearly wiped out by industrialization.

Mabon has become an avid student of the hives 
and an advocate for their survival, building a home 
from scavenged materials and honeycombs in the 
midst of the area’s largest bee population. It’s not 
unusual to see her surrounded by a giant swarm 
of bees. Sometimes they cover her body like living, 
buzzing armor; other times, they form the shapes of 
island creatures for the amusement of local children.

Mabon is on good terms with the Guton clan 
members, despite their fear of the bees, and often 
helps them restore parts of the island to its natural 
state. Despite the fact that she’s lived on the island for 

WESTERN SEAS HEARSAY
The Song of Calling: At times, a strange and 
alluring song can be heard just off the coast. 

the song, at some point you sail into an entirely 
different sea, as if your ship passed through some 
kind of doorway. These reports also speak of 
rose-colored seas, living islands, and intelligent, 
four-winged birds. The tales intrigue many bold 
explorers, who seek the enthralling song so they 
can discover where it might lead.

THE WEIRD OF THE WESTERN SEAS
Fire of the Seas: Throughout the seas, sailors 

from the calm waters. Those few who have sailed 

found that its flames do not burn, but its warmth 
transforms matter. The alterations are not as 
dangerous or violent as those brought by the 

The Eloquent Fish: Along the coast of the Sea of 
Secrets, every once in a while, an impressively 

and attempts to engage the occupants in a 
conversation in perfect Truth.

a long time, the children and many adults continue 
to call her From Far (melding the words of the name 
together so it sounds like “fromfar”) because she 
wasn’t born there. She doesn’t seem to mind and 
even introduces herself as “Fromfar Mabon.”

My work with the bees continues apace. Ever since I broke 
the code of their language dance, the queens seem willing 
to let me into their lives and work, and the others seem to 
respond well to the training regime I put them under.

We continue to work toward the future safety of the 
island, but the work is slow going sometimes. While the 
suit of armor has proved more difficult than expected — 
the bees accidentally sting me more often than I’d like 
— we have seen breakthroughs on training the drones 
to mimic my shape, creating a decoy. I am not sure of 
its use yet. Although the children delight in seeing two 
of me, I hope it to have greater implications for the 
protection of both myself and the island.

The Guton inquire as to why I feel the need to protect 
myself, but I do not have the language to tell them that 
I sense something wicked and wanting in my dreams. 
It taints even the taste of honey upon the tongue, and 
turns my thoughts of sweetness to those of stinging fear.

"The Amber Pope himself 
is some kind of biological 
construct that represents 
some darker, secret pope 
that dwells only in shadow."
~Narada Trome, anti-papist  
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THE BEYOND
CHAPTER 12

The Beyond is a very Steadfast-centric term, 
used essentially to describe any area of the 
world that isn’t part of the nine kingdoms. As 

the scope of the world known and understood by even 
the most learned scholars in the Steadfast is limited, 
however, what the Beyond technically includes are the 
lands south of the Caecilian Jungle, west of the Clock 
of Kala, and north of the Southern Wall.

The people of the Beyond are even more disparate 
and isolated from one another than the folk of the 
Steadfast are. Although these lands are full of would-
be rulers, most communities are truly independent. 
Many have little contact with the world outside their 
own limited bounds, and some have none at all. The 
scattered villages of the Beyond are called aldeia, 
and most are centered on a clave of Aeon Priests.

Due to the perils of the Ninth World, many aldeia 
don’t welcome strangers. Some of these villages are 
dangerous in and of themselves, as the inhabitants 

similar practices.

THE CLOUDCRYSTAL 
SKYFIELDS

To the north of the Steadfast, beyond the Tithe River, 

crystalline shards slowly 
drift high above a 
plain of the shattered 
remnants of shards that 
fell. Some of the shards 
are as large as cities, and 
others are as small as a 

Many consider 
this area a holy land 
of sorts. Some so-
called sorcerers and 
priests contend that 
the crystals are the 
perfect foci for magical 
power, and they desire 
to conduct all of their 
rituals and ceremonies 

on, near, or beneath the shards. Oracles supposedly 
watch the future here. Gods speak to mortals more 
clearly and often, thanks to the shards.

However, most people recognize this arid landscape 
to be—holy or not—an inhospitable wasteland, 
particularly in the eastern portion of the region. This 
area is little more than a desert, and in places a dune 
sea—pierced with crystal shards—dominates as far as 
the mountains. In the west, there is a bit more life, but 

Dangerous creatures roam the expanse beneath 

abhumans, jiraskars, and travonis ul.

THE CROWD CITY

barren plain, a mass of millions of preserved corpses 
of humans, abhumans, animals, and strange beasts 
compose a city. Some mad genius fused these bodies 
together through unknown means and sculpted 
them into the shape of buildings, streets, and other 
structures. Stranger still, a mysterious force animates 
this mass of flesh. Buildings change shape and size, 
and the entire city moves across the landscape. It 
usually moves very slowly if at all, but occasionally the 
Crowd City will be miles from where it once stood in 
just a matter of weeks.

The land beneath the 
skyfields is sometimes 

simply called the Fallen 
Fields, when it needs 

differentiation. However, 
most of the time the entire 
region is referred to as the 

Cloudcrystal Skyfields.

Jiraskar, page 242
Travonis ul, page 263
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Rather than being attracted to the dead bodies, 
insects and animals generally avoid and even flee 
from the Crowd City as if repelled by an unseen force.

No one lives in the Crowd City, but occasionally 
explorers delve the recesses of its macabre streets 
and alleyways looking for secrets. Some never return, 
suggesting that perhaps something does dwell here 
after all.

SCORPION SANCTUM
Standing high above the surrounding desert, the 
Scorpion Sanctum is one of the three main citadels 
of the organization that calls itself the Convergence. 
The area around the sanctum is plagued by chirog 
raiders, so the magisters within rarely see visitors. 
However, the abhumans pose little threat to the 
members of the Convergence themselves, who 
conduct their bizarre experiments in peace.

UNSEEN LAKE

float along with nothing supporting them. The 
Unseen Lake is a very large body of water—6 miles 
(10 km) long and 2 miles (3.2 km) wide—that is 
utterly transparent. You can see the floating crystals 
in the distant skies from its shores.

The water isn’t just clear, it’s essentially invisible, 

normal in all other respects, and if taken from the 
lake, it takes on a standard appearance after three to 
four days (unless it’s carefully preserved in a sealed 
container).

Stork-headed abhumans with backward-
bent, hoofed legs dwell in a small village at the 
northernmost point of the Unseen Lake, subsisting 

keep to themselves and flee from other beings if 
possible.

DEEP VORMASK
Deep Vormask lies far below a small lake, to the far 

limestone cavern involves trekking through miles of 

(4.8 km) long, and water draining from the lake 
above creates a waterfall that drops down from the 
ceiling, forming an underground river. Over this river 
is a wisp of a stone bridge. On one side of the river 
lives a group of yovoki; on the other, a small tribe of 
humans. After long conflicts, these two groups have 
reached an unstable detente.

The humans have built shelters from masonry 

wood. They number approximately 400 and have 
mastered not only the layout of the huge cave 
but also the miles and miles of tunnels and caves 
around it. The humans subsist on fungus, cave 
reptiles, and large subterranean insects, which 

bounty than it sounds.
Across the river, about 300 yovoki dwell in tiny 

caves and hollows within the larger cavern. They 

about the subterranean labyrinths.

Convergence, page 223

Yovok, page 267

Chirog raiders of the region 
seek to steal machines 
and even technological 
spare parts. Some believe 
this suggests that they 
are building or repairing 
something deep in the 
desert.   

THE BEYOND
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Both groups use an odd, ancient technology 
found only in Deep Vormask. Within the cave 
grow round, hollow stone spheres that reach 
15 feet (4.6 m) in diameter before detaching 
from the stone around them. Although it seems 
impossible, these naturally growing stone bubbles 
have hatches in the bottom, windows on the 
sides, and interior controls that enable a practiced 
occupant to steer the sphere through the air in 
any direction. These spheres function only within 
Deep Vormask.

UXPHON
Along the western edge of the Black Riage mountain 
range lies Deathwater Canyon. A distinguishing 
characteristic of the canyon system is the network 
of huge ceramic pipes that run through it, exiting 
from the solid rock for a time and disappearing 
back into a canyon wall. The pipes are 10 to 15 feet 
(3 to 4.6 m) in diameter and sometimes split into 
two or three conduits at key junctures. No one has 
ever determined where the pipeline originates or 
terminates, but the pipes are said to be empty now, 
or mostly so.

The large city of Uxphon sits at the heart 
of Deathwater Canyon, amid a central core of 
the pipe system where something still flows. 
The 25,000 people that call Uxphon home use 
the pipes in two ways: the empty conduits 
have become thoroughfares, and the others 
radiate heat. The homes of the wealthy abut the 
warm pipes, which also provide hot and cold 
running water thanks to some recent ingenious 
engineering of small pipes.

Uxphon is a very old city. Seven families that 
have lived there the longest claim noble status and 
dwell in ancestral manors. Rumors say that some 
or all of the buildings have hidden chambers and 
subterranean levels where the nobles hide their 
debaucheries, treasures, and greatest secrets. Local 
thieves claim to have broken into the manors and 
seen some of these secret places, but most such 

CLOUDCRYSTAL SKYFIELDS 
HEARSAY
Gaian Spies: By papal edict, the Order of 

Truth has proclaimed that any spies from the enemy 

be put to death. Proof of executing such a spy earns 
special dispensations from the Aeon Priests.

Ritual Escort: A company of theurgists seeks to 
hire guards for a journey into the Cloudcrystal 

beneath the crystals. Something that they carry 
to use in the ritual draws strange and hostile 
creatures that attack the group at every turn.

Crystal Prospector: An old woman named 
Filloria Dram wants to harvest portions of one 
of the floating crystals. She has a deflated hot 
air balloon in the back of her wagon, but she’s 
looking for help in reaching the crystal and 
dealing with the challenges of harvesting it.

THE WEIRD OF THE 
CLOUDCRYSTAL SKYFIELDS
The Garden of Jirzeem: About 150 miles (240 

a large garden of beautiful blooms, flowering 
bushes, and long-limbed trees. It appears well 
tended, but no gardener can ever be found.

The Wizard: A being who calls itself d’Ambersh 

what seems to be a floating rug. It wears flowing 
robes with a distinctly pointed hood. Tiny 
creatures, some winged, caper and cavort around 
d’Ambersh, who calls the creatures its homunculi.

The Ghost Mountain: Near the center of the 
region lies an enormous, mist-shrouded peak—
maybe. Many who have gone looking for the 

without any problem.

"The Aeon Priests in the 
Beyond claim to have 

no allegiance to the 
Amber Papacy, but you 
have to admit, having a 
handful of agents spread 

throughout that vast 
region is a wise move 

for an organization that 
wants to control the 

world." ~Narada Trome, 
anti-papist
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boasts are probably lies. Of course, that doesn’t 
mean the hidden chambers don’t exist.

Uxphon has a large slave population, and the 
city’s slave market is renowned. It’s fueled by 
the gladiatorial arena, where well-trained slave 

Successful gladiators not only win their freedom but 
can also become wealthy in their own right.

THE BLACK RIAGE
A great, dark mountain range that is the 

primary natural division between the Steadfast and 

and danger. The inhabitants of villages scattered 
throughout its expanse are trappers or herders of rock 
goats or similar creatures. A wide variety of abhuman 
tribes also dwell in the mountains, including margr, 
chirog, and sathosh, as well as stranger, rarer breeds.

Three main passes lead through the Black Riage, 
although other, secret passes exist as well. The 
main routes—Tremble Pass, Cerdyn’s Pass, and 
Garl Nave—offer caravans and travelers the means 

although the paths are steep and sometimes narrow. 
In the winter, all three become very dangerous, 
and the southern two are almost certainly blocked, 
leaving Tremble Pass as the only possibly clear 
passage through the region.

MT. ZANLIS
The tallest of the mountains in the Black Riage at 
23,000 feet (7,010 m), Mt. Zanlis is also known as 
the Dark Master. Most of those who dwell within 
100 miles (160 km) of the peak believe it to be some 
kind of living being possessed of great power, though 
whether god or devil none can say. Aeon Priests 
investigating the area suggest that the mountain’s 

with the ability to affect reality on a fundamental 
level. The potential motives, goals, or outlook of 
such an intelligence remain entirely conjecture. 
However, the locals talk of green rain, acidic hail, 
other weird weather, unexplained lights, changes in 
gravity or the flow of time, the sudden appearance of 
strange creatures on the mountain’s slopes, and the 
disappearance of travelers, hunters, or others that got 
too close. And yet some explorers have traversed the 
region many times without incident.

LEGRASH
Legrash is a mud-soaked, flea-infested, disgusting collection 
of hovels whose dirty, disease-ridden residents prey, one way 
or another, upon the travelers trying to use Tremble Pass, 
particularly pilgrims of the Wandering Walk. The locals say 
“lay-graus,” but we call the place Leg-Rash, and there’s good 
reason. I wouldn’t stay in that place any longer than I had to 

Legend has it that one 
person was able to contact 
the intelligence in Mt. 
Zanlis. She did so by 
finding a secret chamber at 
the heart of the mountain. 
Finding it again proved 
impossible. Some speculate 
that the mountain can 
reshape itself as it needs to. 

The current champion of 
the arena is Llaritan (level 
8), a woman infamous for 
her use of magnetism to 
wield multiple weapons at 
once.

A game favored by the 
crowds in the area is called 
the Reaping, wherein 
the combatants face off 
amid an arena filled with 
explosive organic pods.

THE BEYOND
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unless I wanted to get some kind of rash, or far worse. Stay 
the night in one of their two inns? No thank you.

About 500 people live in Leg-Rash, and every one of 
them is a degenerate, from the storekeepers and merchants 
who triple any reasonable price for anything you might 
want, to the even less ambitious folk who will just slit your 
throat for the shins in your pocket, assuming they can get 
up off their drunk, lazy asses long enough to do it.
—Tellus Fertrek, merchant caravan guard

EMPTY SANCTUM
One of the three main citadels of the Convergence, 
the Empty Sanctum is not empty at all, despite its 
name. It’s located in the foothills at the edge of the 
mountains, and the local people—who are few—stay 
away, considering the citadel to be a place of great evil.

MENCALA PEAK
The rumbling volcano called Mencala Peak is another tall 
mountain in the Black Riage. It’s the home of not one but 
two tribes of savage lattimors that attack humans—and 
anyone else, including each other—on sight.

HIDDEN NARESH
Deep in the Black Riage, tucked away as if by 

the depths of a pocket, rests Hidden Naresh. With 
around 1,000 inhabitants, Hidden Naresh is a 
toadstool of a city, growing in the dark, sucking the 
nutrients from the world around it, poisoning the air 
and the minds of its inhabitants with every passing 
moment of its existence.

Here the light is low, and the morale more so. 
Yet in order to pass through the mountains on this 
route, you must also pass through the morass that is 
Hidden Naresh.

This is how Hidden Naresh eats you alive: enter 
from the west, the land of the Steadfast, where most 
is clean and kind and light, where there is rule and 
law that can be grasped by even the simplest of 
minds. Leave behind the light, the law, the living. 
Enter the world of the dark, the destroyed, the dead.

The gates of Hidden Naresh stand pale and 
phosphorescent in the darkness. Near them, and 
you’ll see the faces of those who serve as gateposts. 
Nearer still and you will see the holes that line the 
luminescent bodies, row upon row of perfect dark 
wells in the flesh. Too near, and you’ll see that the 
holes are not empty. Inside each one, a wormlike 
creature wiggles and pulses, thrusting its pale head 
into the world, blind eyes and open mouth searching 
the air from inside its black den. Do not look into the 
gaze of those who stand guard as the gate, for they 

grubs for the whites of their eyes.
As you attempt to pass between the gateposts, the 

worm-things extend farther from their body caves, 
brushing against your hands, your wrists, your face. 
Do not harm them. Let them seek comfort in your 
touch. It’s been so long since they’ve had skin to 
brush against.

You may pass if you can stomach the 
understanding that this is just the beginning. That 
your travels will get worse before they get better. That 
it’s not your body that is in danger here, but your 
mind, your very sanity. This is the dark legacy—the 
deadly promise—that is Hidden Naresh.

stench of growing and dying things so ripe that you 
wonder if a death from lack of air would be preferable 
to being alive and breathing this foul exhaust. 
Beneath your feet, mud sucks at your steps, as if 
seeking to drag you into the depths. The wooden 
walkways, of which there are few, sag with rot and 
mildew. Structures are built into the mountain crags, 
atop the rotting skeletons of other buildings, from 
hanging tendrils high above, and even on stilts that 
sink deep into the muck. The black liquid that runs 
down the stone and across the toes of your boots is 
thick and viscous. Mushrooms and fungi line every 
surface with ghostly pale bodies.

appeared to be a city empty of life quickly becomes 
a city of moving, breathing shadows. Tucked into 
every bit of blackness is a pair of eyes, a dirty mouth, 
groping hands. A few are human, although the dirt 
and darkness make it hard to tell. Others are clearly 
something else, a fact easily discovered by a rusted 
squeal of metal, a slither of tentacle, the clack of 
bone on bone. Some might offer wares, while others 
beg for an offering of food or drink. Sex is easily had 
for a sum, should you dare to risk it, as are creatures 
and trinkets. Most abundant are offerings of mycos—
any number of mind-altering and mind-enhancing 
drugs made from the mushrooms, fungi, and algae 
that are both wild-growing and cultivated in the city. 
Perhaps the cheapest thing in Hidden Naresh is your 
own death, proffered up for little more than what you 
might have in your pockets.

If you see red and blue lights glowing in the 
darkness, they may call like sirens, urging you 
forward so that you might see something at last, 
but do not follow them. These are the algae farms, 
stagnant pools of liquid where the most potent of 
the mycos are grown. Along the surface of each pool, 
blue and green and purple strains of algae thrive 
beneath the red and blue lights. Sharing the pools 
with the algae are the worst of the mycos addicts, 
barely cognizant creatures who no longer notice or 
care that they’ve become little more than living fuel 
to power the lights embedded in their bodies.

Ask anyone on the street who rules Hidden 

Convergence, page 223

The atypically vicious 
lattimors of Mencala Peak 

are said by some to worship 
dark gods. Others, however, 
believe their hate has been 
bred by generations of poor 

treatment at the hands of 
local human inhabitants, 

whose bones now litter the 
stony sides of the mountain.

The guardians of Hidden 
Naresh are humans 

genetically modified to be 
hosts of poisonous wormlike 

creatures. The guards are 
level 4, and the worms’ 

poison forces a Might 
defense roll. Failure results 
in moving one step down 

the damage track.
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Naresh, and they’ll say, “No one,” or perhaps, “Me.” 
But in truth, the city is ruled by The Sorcan, a man so 
riddled with implementations and upgrades that it’s 
almost impossible to tell whether he truly is—or ever 
was—human. He gives off a weird glow, sometimes 
yellow and sometimes orange, but it’s hard to say 
whether it comes directly from his skin or from his 
biomechanical parts. He is often found traipsing the 
rotting wood walkways of the city, followed by his 
harem of Nibovian Wives, who protect him in return 
for the safe space and fertile men provides.

The Sorcan is not ruthless, for to be ruthless 
one must care, at least a little. Instead, he seems 

feet. Rumor hints that he does not sleep with his 
Nibovian wives, nor with any other creature that 
inhabits the town, that he does not eat, and that 
he does little in the way of ruling. He seems utterly 
content to let the city grow as it will and exist as it 
will, as long as he can walk the darkness and retreat 
to his simple stone house in the city’s south end. 
There are those who say that The Sorcan has fallen 
to the power of the mycos, and perhaps he has. But 
other whispers tell of darker attractions within the 
city that hold his attentions.

Perhaps, if you’ve made it this far with your mind 
and body intact, you are the person to ask him. 
Perhaps he’ll even tell you.

TITANIC RIDGE
A place where stone meets sky to pose tantalizing 
dangers, the so-called Titanic Ridge is a very high, 
very sheer drop-off slicing its way through the Black 
Riage. The ridge rises 10,000 feet (3,050 m) above 
its base. A series of metal towers runs the length of 
the cliff top, about 15 miles (24 km). Because these 
towers are covered with red and blue lights, most 
still functional, they are best seen at night. It’s said 
that those who manage to scale the cliffs (a series of 

are associated with an interdimensional gate and 
nigh-incomprehensible beings composed of matter 
and energy at the same time.

CURTARIS

of the Black Riage mountains. At the end of the 
canyon stands an enormous statue of a vaguely 

the seated man appears to be holding the sun aloft 

it seem that the sun always appears in his hands, 
regardless of the time of day or even the weather. At 

which is always full.

About three hundred years ago, people came 
to the canyon and discovered the massive statue, 
which rises 400 feet (122 m) into the sky. They 
called it Curtar and built their community around 
its base. To the hardy and faithful folk of this city, 
Curtar is the creator of the universe and the bringer 
and sustainer of life. Most of the 3,000 people of the 
town, Curtaris, belong to this cult and spend their 
lives trying to enact the will of their god.

The people of Curtaris are forbidden to leave 
the canyon. The doctrines of Curtar state that 
any straying from the canyon will be cursed with 

sneak away can never return. But few people ever 
try to leave. They remain in Curtaris their whole 
lives, growing their food and creating whatever they 
need.

Somei is the leader of the city and the cult. 
Extremely intelligent and capable, she is faithfully 
devoted to Curtar and the community.

In the main square of Curtaris stands a massive 
synth screen, measuring almost 15 feet (4.6 m) 
across. From a panel in her chambers, Somei controls 
the images that appear on the screen, broadcast for 
all to see. She uses this to convey information to the 
populace as well as to conduct religious rites with the 
entirety of the population at once, every morning at 
dawn and every evening at dusk.

THE SLANT MILIEU
There is a place where the rocks whistle lullabies to 
their pebbled children, where even the stoutest trees 
and the angriest mountains bow before the press 
of invisible hands, where a man would take his life 
before he fought to stand straight against the wail 
of the welkerwind. There is a place where the sound 
of terror is silent and where the deadliest foe is an 
invisible twist of air.

The Sorcan: level 8, all 
defenses as level 10; 34 
health; 5 points of Armor; 
hidden, built-in, mono-
point dart thrower with 
long range inflicting 2 
points of damage that 
ignore Armor (level 8 
poison causes paralysis for 
ten minutes)

Nibovian wife, page 249 

Somei: level 4, level 5 in all 
interactions, seeing through 
deception, and numenera 
knowledge

THE BEYOND

71.58.140.236



180

That place is the Slant Milieu.

down off the Black Riage almost constantly—is both 
the Slant’s savior and its jailer. The wide strip of land 
in the Beyond is pummeled day in and day out, its 
trees bending sideways, its mountains turning their 
pointed tops toward the ground. The few creatures 
and fewer people who brave the elements to live here 
have become stooped and hunched. Low and slow is 
the common refrain among the people of the Slant.

The trees in the area bend at sharp angles, 
typically a foot or two above the ground. This creates 
unusual shapes that are coveted by ship-builders, 
carpenters, and others who work with wood. Those 
who can get in and out of the area with a tree and 

(and are glad to have the second). Enterprising 
business owners have tried planting certain types 
of trees here, attempting to create nurseries, but 
the welkerwind scatters a huge percentage of those 
saplings long before they can take root.

There are few towns in the Slant, if they can even 
be called towns. Those who live in them call them 
burrows, and truly that is a better term. Each collection 
of humans lives in a handful of underground rooms 
and interconnected tunnels. The tunnels were built 
not by their current inhabitants but by someone or 
something long ago. They wind on in a seemingly 
endless tangle, far more extensive than needed to 

house the small number of people living there today.
The residents carefully seal off the tunnels past 

the point where they need the passages to survive, 
using a mix of mud and wind-rounded pebbles that 
are common to the area. The seals not only protect 
them from additional windways but also decrease the 
chance of attack. Well-protected, windless burrows 
are much in demand by other humans and by 
creatures who seek shelter.

There is much to fear in the Slant besides the 
welkerwind. Creatures of the area have adapted a 
variety of mechanisms, many of them dangerous, to 
defend themselves and their young against the high 
winds. For example, the sessils are low-crawling 
marsupials whose young spend their early lives in 
pouches being dragged along the ground, and the 
lofty boab gliders are flying carnivores that use the 
wind to their advantage when diving down toward 
prey.

The large carnivorous insects known as caffa 
have perhaps become the most dangerous of all. 
With their cloaked eyes and their wings of iridescent 
goldgleam, caffa have learned to navigate at ground 
level and below, flying through the tunneled mazes 
beneath the earth. A flap of their strong wings is 
enough to send a man flying. Two flaps, and a man 

At certain times of the year, a single wing flutter 
also releases a spray of eggs, all of which dig into 
the ground to cocoon before becoming caffa larva—
ravenous creatures that appreciate the taste of 
corpses as well as that of living flesh. A caffa larva 
can eat ten times its weight in a single night.

Caffa are also one of the few reasons anyone 
would choose to brave such a place as the Slant. 
Their goldgleam wings are much coveted by those 
in more civilized places for decorative purposes, 
and the cocoons of their young are gathered and 
spun into silster, a nearly unbreakable golden thread. 
Because of their small size, many caffa wings and 
cocoons must be collected to produce even a meager 

willing to take the risk. Those who trek the caffa trade 
route, carrying goldgleam and silster from the Slant 

well rewarded, should they safely make the trip.
After the caffa, other humans are perhaps the 

most dangerous creatures to life and limb here. 
Abhumans sometimes seek shelter in the burrows, 
alone or in groups. The Slant has a criminal 
contingency as well. Long ago, Challadien II, the 
former empress of the Pytharon Empire and a 

silster, sent a large group of criminals and guards 
to the area in the hopes of bringing back quantities 
large enough to satisfy her needs. Her plan was for 

BLACK RIAGE HEARSAY
Roots of the Mountain: Far below Mt. 
Jaspar in the southern part of the range is 

a small subterranean civilization of bestial, almost 
apelike abhumans. Unlike most of their kind, 
they don’t raid human settlements—in fact, they 
never leave their own unlit realm—but they are 
quite hostile to intruders. Rumor has it that these 
abhumans possess a powerful numenera device 
that restores full health to those nearly dead—and 
even gives life to those recently slain.

Rock Slide: An avalanche in the mountains has 
completely cut off a small village from the rest 
of the world. The people there need food and 
medicine, but no one knows how to reach them.

THE WEIRD OF THE BLACK RIAGE
Mystic Alignment: At a certain spot in the 
northern part of the Black Riage, the mountain 
peaks—when seen from above—resemble 
the positions of the stars in the northern sky 
overhead. A skilled astronomer will tell you that 
the positioning is not a precise match, but in 
twenty-three years, it will be.

"It is interesting that 
humans call this the 

Ninth World, but they 
have no idea how many 

prior 'worlds' actually 
preceded it." ~Visixtru, 

varjellan philosopher 

Caffa, page 233
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the criminals to stay as harvesters while her guards 
traveled back and forth with the goods. But her 
guards never returned, and the criminals discovered 
that they’d been sent to the perfect place to hide 
from the world. They and their families stay on, 
thieving, killing, and selling their spoils to those who 
walk the goldgleam route.

There are two standing structures in the Slant: the 
windmoldens and the Susurrus. The windmoldens 
are as black as night and hundreds of feet tall, with 
multiple long arms that catch the wind. Built from an 
unknown material that not only withstands the gale 
but captures and contains it, the windmoldens seem 
capable of producing enormous amounts of energy if 
only someone could discern how.

The Susurrus rises nearly 100 feet (30 m) and is built 
of a variety of metal and synth tubes in a wide range of 
sizes, all placed at seemingly haphazard angles. Broken 
whirligigs swirl wildly at the end of some of the tubes, 
while torn flags whip at others. Bits of glass and stone 
hang from silster threads, banging into each other. It 
seems impossible that such a slipshod structure could 
stand the test of time and wind.

that the Susurrus is the opposite of slapdash. In fact, 
at any given angle and strength of wind, the structure 
provides not wind resistance but wind passage, 
creating haunting, ethereal music that can be heard 
throughout the Slant and beyond.

INGWALD
At the far end of Garl Nave, the southernmost pass 
through the Black Riage, crouches a modest-sized town 
called Ingwald. Once the home of hunters and trappers 
that traverse the mountains to the west and the forest 
to the east, Ingwald is now better known as a town of 
cutthroats and thieves. The de facto ruler of Ingwald 
is a lattimor named Gravish-Morel, who commands 
a band of river pirates that operate on the Welbyway. 
Before Gravish-Morel and his scoundrels came to town, 
the community was led by Tarae, a rugged human 
woman who had worked as a scout and guide before 
accepting the mantle of leadership. No one knows 
where Tarae is now, but the pirates and thieves have run 
things in Ingwald for more than a year now.

CAECILIAN JUNGLE
Woods. Water. Wind. Rain. These attributes 

harsher words. Death. Destruction. Monsters. Madness.
Covering more than 500 square miles (1,295 

sq. km), the Caecilian Jungle is dense with trees, 
underbrush, rivers, fog, and rain. Natural and 
mechanical creatures stalk its shores, lie in wait 
along the branches, and wing their way down upon 
prey in the dark of night.

Why go at all, then? Why enter its dark borders 
and risk life, limb, and sanity? The jungle has 
treasures to be found, ancient gods to be awoken, 
and wonders to be discovered. Despite the fact that 
there are no known reports of anyone returning from 
a visit to the Caecilian, believers continue to plan 
expeditions to its tangled innards.

Makeshift camps have sprung up at various 
points around the edges of the jungle. Typically 
created by people who canceled their trek at the 
last minute, these camps are places of shelter and 
information sharing. They sell jungle maps that 
point out the locations of various gods and features, 
but every map is different from camp to camp (and 
sometimes even within the same camp). Explorers 
can also purchase slightly used tools, as well as 
great quantities of tifo fruits, a bitter podfruit that is 
extolled for its ability to calm nerves.

 A giant stone temple of a 
humanoid frog rests in the middle of a swampy 
river. A fertility symbol, the frogoid invites 
explorers into her temple through the open 
doorway between her legs. Her lower levels are 
covered in the deep swamp that surrounds her. 

creatures flock to her.
 A wall of electricity 10 feet (3 

m) high surrounds a carefully tended garden 
of genetically enhanced carnivorous plants. 
Members of the Sarracenians, a group of scholars 
that studies and worships unique plants, often 
claim that the Wild Garden is their mecca.

 In this miniature city, each building 
stands no taller than a human’s knees. 
The inhabitants are sometimes said to be 
supernatural beings, sometimes mechanical, 
and sometimes just very small humans. Clearly, 
someone still uses the city, but they’re either 
invisible or adept at hiding.
The Malingering Valley: This deep, dark cut 
through the earth is always in unnatural shadow. 
Cold springs that run underground erupt regularly 
in spouts of cold water, ice steam, and small 
creatures carried from the depths.
The Westwind: This jungle element is ever 
moving within its area, a corkscrewed tornado 
that carries trees, animals, and all manner of 
debris in its circular grip. Changing in size 
depending on what it holds, the diameter of the 
Westwind can be as small as a human or as large 
as 30 feet (9 m) across. Its destructive path is 
easy to follow, as it’s strong enough to rip trees 
from the ground and drag large objects for long 
distances.

Lattimor, page 122

Gravish-Morel: level 6; 
health 28; has an artifact 
that produces a fiery force 
field that (when active) 
gives him 4 points of Armor 
and inflicts 4 points of 
damage to all in immediate 
range
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If you could look at the Caecilian Jungle from the 
air, you’d see that the vast forest still holds much of its 

the edges, where the forest meets the rest of the world, 
the trees are taller and darker, close enough and tight 
enough to create a living wall. At the widest section of 
each point, right before it joins the center of the star 

is overgrown and tangled now, it seems to have been 
the careful creation of loving—and very large—hands.

LE TEMPLE DE FROGUE
Here, at last, lies the thing I have been searching for 
all of these years. Others scoffed, sure. Still others 
questioned my sanity. Because that is what one does 
when placed next to brilliance. In coming up short, they 
must regain their status by what they tell themselves 
about me. It all comes back to me, clearly, just as it 
came back to me to do what was asked of me.

The gods never talked to me, not a one of them, not even 
when I was little and needed someone to tell me that I was 
acceptable, not a monster, not a hideous, horrendous thing 
that deserved to be stuffed deep into the mud and muck. No.

Here, among my own kind, resting at the feet of my 
own image, surrounded by my own self, I am at home. 
I deserve the mud and muck, surely, but only because 
the mud is reverence, the muck is godlike, because this is 
perfection and I wear its blessing.

—The Frog King

Located deep in the heart of the Caecilian Jungle, 
Le Temple de Frogue is a much sought-after 
fertility symbol. Rumors tell tales of spontaneous 

fertility. The humanoid frog remains silent on the 
issue, inviting explorers to discover for themselves 
what awaits inside her temple door. 

Just inside her front door is a round great room. 
While there, look up—you can see all the way to the 
curved roof, and you’ll catch glimpses of the seven 
floors above the ground level.

The great room features a large, clear waterfall 
that flows from the top floor and splashes to the 
swamp below. Inside the curtain of water rest two 
synth statues of tadpoles, positioned as if they’re 
swimming up the falls. Despite their age and the 
pressure of the water, the tadpoles are pristine, 
their careful etchings and details still intact. At the 
top of the falls, high above, sits a smaller replica of 
Le Temple, her frog legs spread wide on either side 
of the water. This is clearly an altar to Le Temple, 
although no offerings can be seen.

In addition to the seven floors that rise above the 
main level, there are also rooms inside each of the legs 
as well as beneath the ground floor (although those 
are flooded with swamp water; travelers will need water 
skills or equipment to explore them at length).

At the far wall, visitors can raise or lower a 
mechanical platform to reach the upper floors. 
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Despite its age, the platform works smoothly, giving 
the impression that it’s used regularly.

The Frog King, a frogoid mutant who was scorned 
and ostracized by his family and society for his 
amphibian appearance and habits, has taken Le 
Temple for his wife. He haunts her internal rooms, 
believing that all frogs within the temple are their 
children. He is jealous and paranoid of any who 
come to worship at the altar of his bride, believing 
that they intend to take his place as her rightful 
husband and king.

In his time at the temple, he has discovered some 
of the numenera left by former worshippers and 
has puzzled out its secrets. Using the devices, the 
Frog King has created an army of anura: followers 
built of mud, living frogs, and dead worshippers. 
Due to experimentation and the occasional lack 
of appropriate parts, anura vary in appearance. 
One might have a body of mud, the limbs of dead 
worshippers, and two frog heads trained for attacking. 
Another might have a human head and body with frog 
limbs that allow it to move rapidly toward opponents. 
The king considers the anura to be his true children, 
as they carry elements of both himself and Le Temple.

He is less interested in protecting his queen and 
his young than he is in protecting his own place as 
Le Temple’s husband. He sends his army of anura 
to deal with intruders and shows himself only after 
most of them have been slain.

The anura seem endless, but each one is fairly 
easy to conquer. They have a variety of attack types 
(kick, tongue lash, or poison), but each anura can 
make only one type of attack, and each attack (no 
matter the type) deals 1 point of damage. The real 
danger is the potential to be overwhelmed by the 
sheer volume of attackers.

The Frog King: level 6; 30 
health; large, amphibious 
body allows him to move 
rapidly (long range) and 
attack with a jumping 
kick that does 7 points of 
damage and knocks down 
foes (causing them to lose 
one turn); his pores excrete 
a toxic poison that inflicts 
3 points of damage to 
any creature that touches 
him with bare flesh or any 
creature that he strikes.

Anura: level 2; when 
attacking in groups of at 
least eight, attack as a level 
4 creature that inflicts 6 
points of damage

Despite the fact that she’s 
kept her silent, unmoving 
vigil for years, Le Temple 
(level 8) is not entirely 
unliving. If she deems that 
those who come to her door 
are worthy, she assists them 
in their fight against the 
Frog King but not against 
his armies—that, explorers 
must do on their own. To be 
considered worthy, a visitor 
must make an attempt 
(no matter how fumbling) 
to worship at the altar just 
inside her front door.

Le Temple’s assistance 
comes in the form of her 
blessing, which temporarily 
gives one chosen ally 
froglike reflexes (+1 Speed 
Edge) and decreases the 
attack prowess of the 
Frog King by one step. 
The blessing lasts for ten 
minutes.

Caecilian Hearsay
The Trapped Man: Rumor has it that a 

man named Rorvic is trapped within Le Temple 
de Frogue, held prisoner by the king there. Rorvic 
knows the location of a vast hoard of valuable 
treasures and secrets of the past.

The Blue Ache: A terrible disease called the Blue 
Ache has broken out in a village south of the 
jungle, and the Sarracenians say the cure is a rare 
leaf found only in the depths of the Caecilian.

The Seven Pyramids: Seven vaguely pyramid-shaped 
devices of unearthly metal are thought to be keyed 
to the Caecilian Jungle. These numenera devices 
hail from some other world, but if gathered give a 
pair of users (it must be two individuals) strange 
control over the very nature of the jungle, suggesting 
a clue to its origins. The pyramids were gathered by 
a woman named Daiwesi 400 years ago, but then, 
for reasons unknown, they were scattered across the 
Ninth World. They have not been recovered since.

The Weird of the Caecilian Jungle
The Pit of Horrors:
jungle lies a dark pit of unknown depths. Machines 
appearing to be little more than an elaborate mass 
of mechanized blades and almost serpentlike 
mouths lurch out of the pit from time to time, grab 
whatever living creatures they come upon, and drag 
them down into the pit, never to be seen again.

The Undying Tribe: A tribe of humans lives in the 
jungle, living a savage existence of cannibalism. 
For reasons unknown, these people do not 
seem to age past maturity. Their violent lives are 
often cut short, but some have reportedly lived 
hundreds of years.

THE BEYOND
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THE PLAINS OF KATARU
A large, sprawling region, the Plains of Kataru 

stretch from the southern end of the Caecilian Jungle 
to the northern edge of the Ba-Adenu Forest. The 
northernmost part of the plains are somewhat arid, 
but the rolling flatlands farther south are fertile and 
temperate.

Wild herds of swift espron and plodding reptilian 
camethosaurs roam the plains, preyed upon by 
callerail, ithsyn, and pallones.

There are no cities on the plains, but small 
towns and aldeia, mostly farming communities, 
dot the landscape. The farmers grow wheat, beans, 
and vegetables of all kinds. Most of these small 

trade with caravans from the Steadfast that travel 
across the Black Riage on their way to Augur-Kala. 
But these are rare.

There are also nomadic tribes of human hunters that 
erect temporary villages of hide tents and yurts on the 
plains. These tribes tame the espron and ride them as 
mounts. Some of the nomads have turned to raiding 
more settled communities and even other tribes.

Terrible storms sometimes cross the Plains of 

flash floods, and lightning strikes are serious dangers.

THE EMPTY MACHINE

the Empty Machine. It’s easy to do—you can see it 
from miles away because the large machine stands out 

that fell from the heavens and plunged into the earth.
The lower portion of the machine is a scarred 

shell of metal, and the upper part is a strange tangle 
of twisting cylinders, globes, tubes, and things 
that have no name in the Ninth World. The entire 
machine rises 600 feet (185 m) into the air, and 
the widest point—itself 200 feet (61 m) above the 
ground—is about 800 feet (245 m) across.

Huge hatchways hang open in various parts of the 
machine, and people have cut or blasted entrances 
and exits in other areas. The interior is a maze that 
stretches throughout the machine, seeming to follow 
little pattern or logic. Tiny corridors lead to enormous 
echoing chambers, wide access tubes lead nowhere, 

At least, mostly nothing. The interior of the 
machine seems to have no moving parts, no 
mechanisms, no controls. The rooms give no hint 
of their original use, if any. But the Empty Machine 
is no longer empty because it has been inhabited by 
various creatures and people over the years, each 
trying to lay claim to all or part of the structure, 
always with mixed results.

Notably, a few years back, the Empty Machine was 
the home of a large tribe of hideous, four-armed 
abhumans called the dzaal. After they committed 
many atrocities upon nearby villages, the local folk 
hired the Triad of Thirst—a group consisting of a 
powerful glaive and two nanos—to end the raids. 
Through methods that remain mysterious, these 
three champions eliminated the dzaal. If any of the 
creatures remain, it would come as a surprise to the 
locals, for none has been seen since that day.

Callerail, page 234
Ithsyn, page 241

Pallone, page 251

Espron are large, 
antelopelike creatures 

(level 2) that have long 
movement.

Camethosaurs are 
herbivorous quadrupeds 

(level 3, health 24), 30 feet 
(9.1 m) long from head 

to tail.
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The Triad of Thirst has, in 
recent months, disappeared 
without a trace somewhere 
north of the Ausren Woods.

THE AUSREN WOODS

Day 12
The woods really are the queer purple color that I was 
told. The trees don’t look particularly strange in any 
other way. But the leaves and even the bark range from 
a bluish-red to a deep violet. The branches are alive with 
birds of all kinds and colors. I almost expected them to 
be purple as well, but none are.

Day 14
The fruit of these trees is delightful. I am already wondering 
if I can carry a sack of them back with me to Uxphon. I 
think Eilla could make some extraordinary wine from these.

Day 15
I feel unwell, but I plan to leave for home tomorrow 
nevertheless.

Day 16
Too sick to leave today.

Day 17
Still very ill. I can’t help but notice that none of the 
wildlife eats the fruit of the trees. My gut is covered in 
bruise-like sores, very tender to the touch.

Day 19
The sores on my gut have formed distinct growths. I still 
can barely stand. The food I brought with me is gone. 
Only the purple fruit to eat. Despite the pain in my 
stomach, I am filled with hunger.

Day 20
The growths are... longer. I cannot move except to crawl, 
and barely that.

Day 22
Dear lords of my ancestors, help me. The growths, as 
long as serpents, have begun to burrow into the soil 
around me. I tried to cut one of them, but the pain 
increased past beyond that which I could stand. Still so 
weak. Tomorrow I will try again.
~Here the journal of Temallis Crost ends.

The Ausren Woods are a large forest of purple trees that 
grow nowhere else. Do not eat the fruit of these trees.

THE ORGOREK
The field is called the graveyard, and it’s not hard 
to understand why. In every direction, all you see 
is scattered white stones, so greatly resembling 
gravestones that it is hard to recognize that they are 
not, in fact, just that. And in the middle of it, the 
thing they call the Orgorek, for reasons that pass 
understanding. But then, what would you call it?

A sort of... I don’t know, building? Monument? 
Let’s say structure. A structure made of some kind of 
very dense, very hard ceramic floats above the stones. 
Its surface bears a number of large, round hatches, 
and from the top, believe it or not, grows a huge tree 
that must be centuries old, if not far older. And the 
tree? There are no other trees like it for a thousand 
miles.

No one lives within 50 miles of the Orgorek, 
but if you can find someone to ask about it, like I 
did, you learn that while it’s serene and even kind 
of beautiful, it’s also dangerous. Fiddling with the 
hatches apparently causes whiplike tendrils to come 
out of the Orgorek and attack, and their touch 
seems to burn flesh in a very unnatural, disturbing 
way. I’m not sure what that means, but I’m happy 
to remain ignorant.

The Orgorek likely holds still more secrets and 
mysteries, but who wants to get close enough to discover 
them? I’m not an adventurer. I’m just a writer.

PLAINS OF KATARU HEARSAY
Dark Riders: A group of aneen-riding bandits 
plagues the countryside, raiding villages 

and waylaying travelers on the road. Their leader is 
a woman named Milaconi, who has the power to 
heal or harm with a touch. Her chief rival is a woman 
named Ghabhail, who has begun to raise forces to 
oppose the raiders. Ghabhail, a tall woman with 
braided red hair and a long polearm, is recruiting  
help and offering payment for weapons, armor, or 
other devices (with which she has some skill).

THE WEIRD OF KATARU
The Black Sphere: A sphere of unknown black 
material rolls across the plains, seemingly of its own 
accord. Some reports say that it is 12 feet (3.7 m) in 
diameter, and others put it closer to 30 feet (9.1 m), 
which might suggest that the sphere changes size,  
or that there is more than one.

The Discordant Blooms: Although rare, a yellow 
flower grows in certain locations on the plains. If 
brewed for three days, it forms a concoction that 
will make the imbiber aroused past the point of 
clear thinking for up to a day.  

Ghabhail: level 5, level 6 
with polearm; 2 points of 
Armor

Milaconi: level 6; 3 points 
of Armor; touch either heals 
3 points of damage per 
round or inflicts 5 points of 
damage per round
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THE BEANSTALK
The Beanstalk. In the middle of seemingly nowhere, 
it rises up literally into the sky and out of sight. The 
legends of Jack, for whom all jacks are named, cross 
paths with it.

And then Jack climbed the Beanstalk. He climbed 
and climbed and climbed. He climbed so very high 
that when he stopped climbing, he found himself in the 
clouds. He stood so high, in fact, that Jack had climbed 
all the way to a castle built by giants.

The base of the Beanstalk is a tall tower of metal 
and glass. As tall as the tower is, rising up from 
the highest point of the tower is a strip of unknown 
material that reaches far, far higher. This “stalk” is 
about 10 feet (3 m) wide but only a few inches thick. 
No one knows exactly how high it extends, but on a 
clear day it seems to simply disappear into the sky. 
Even more mysterious is the Beanstalk’s purpose—
what waits at the top? The stories, of course, say that 
it leads to a castle in the clouds, occupied by a giant. 
These same legends suggest that there is a danger 
that the giant will one day come down the stalk to 
plague the land.

Due to a gravitational distortion likely caused by the 

mountains (along with numerous smaller stones) 
float in the air around the base and the lowest part of 
the stalk. These gravity-defying stones have no known 
purpose and might be an unintended side effect of the 
process originally used to construct the tower and the 
Beanstalk. 

In recent years, a small town of about 1,000 
residents has grown around the tower. Locals refer 
to their community as “the Base,” but outsiders call 
the town “the Beanstalk” and the people that live 
there “Beaners.” Most Beaners are farmers, growing 
wheat and, ironically, beans in the flat region around 
the tower. The people don’t know how to access 
the interior of the base, but they have built wooden 
structures and scaffolding around it, which support 
observation platforms and places for religious rites. 
There is no wall around the town, but dangerous 
beasts and other threats seem to avoid the area most 
of the time.

Someday, the wise folks say, the giant will return, 
looking for his stolen goods. Looking to get revenge. 
Looking for Jack. But on that day, Jack will be long 
gone, his days long since done. But his grandson 
or granddaughter, or perhaps their grandson or 
granddaughter, might just be on hand to trick the giant 
again and save the land from his terrible wrath. Let’s 
all hope so. For the land to be safe, we need not a hero, 
but a jack. 

Needlestorms: When the 
winds rise, they gather glass 

shards and carry them 
along like tiny razors and 
needles. During a storm, 

which can last an hour or 
more, travelers who are 

exposed in the open without 
at least 1 point of Armor 

take 1 point of damage 
each minute. Thus, after 

such a storm, sometimes all 
that remains is a skeleton 

covered in tattered, bloody 
flesh.

On the underside of 
the boulders floating 

around the Beanstalk 
grows a fungus unknown 

anywhere else. If it can be 
harvested and mixed with 

regular soil, anything 
planted in that soil grows 
within an organic sheath 

that is as hard as steel 
but is very pliable. The 
sheath can be used for 
armor or other objects.
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DESSANEDI, 
THE JAGGED WASTES

broken, jagged glass that lies south of the Great 
Slab, north of the Plains of Kataru, and west of the 
Clock of Kala. Although paths lead through the aptly 
named Jagged Wastes, travel in this region is slow, 

Underfoot, traversable paths are nothing but tiny 
shards of glass. On either side stand outcroppings 
of serrated edges and razor points. If the Jagged 
Wastes weren’t the only way to reach the pass 
called the Sheer, it’s unlikely anyone would ever 
come here.

Scholars suspect that at some point in the distant 
past, the sand-swept dunes of Dessanedi were 
turned to glass, perhaps through intense heat. Time 
has broken and shattered the glass, making the 

Nothing grows in the Jagged Wastes, and 
other than a few scavenger birds, little lives there, 

communities are found on the very edge of the 
wastes, in regions that might technically be 
considered part of the Plains of Kataru.

THE GREAT SLAB
The Great Slab is a huge construct that rises from 
the blue-green earth in a hulking block of synth, 
metal, and organics. It lies at the southernmost 
edge of the Fifth Stretch of the Wandering Walk. 
Rising more than 3,000 feet (915 m) into the air, 

straight up on all sides, and covering more than 
9 square miles (23 sq. km), the Great Slab can 
be seen for long distances and is often used as 
a point of reference on maps. A reddish-black 
oil continually runs down the walls, making the 
construct impossible to climb. Nothing grows along 
its slick walls and few, if any, creatures live near the 
sides of the Great Slab.

However, the top is a different matter—the surface 
of the slab is an ecosystem of its own. Carved out of 
the enormous flat top is a blind valley, a deep and 
narrow crevasse that runs north to south, with an 
abrupt ending on both sides. A closer look at the 
valley reveals that it seems to have been dug out of 
the surface of the slab, as one might accidentally 
gouge a table. Littered along the gash—which is called 
the Driftless Valley—giant, half-buried boulders reflect 
light, even when there appears to be none. Due to its 
isolation, the valley hosts creatures found nowhere 
else in the Ninth World, with genetic mutations that 
combine two or more creatures into one.

Those who have attempted to climb the Great 
Slab have been thwarted by the slick walls, apparent 
bad luck, or some other impediment that has 
hindered and eventually stopped their progress. 
Thus, the slab’s diverse ecosystem and potential 
treasures remain unknown to most people of the 
Ninth World.

The Wandering Walk is a 
pilgrimage route through 
the Ninth World. No one 
knows the exact length 
of the Wander, nor can 
anyone seem to point to its 
exact beginning or end. For 
details on this route and 
those who take pilgrimage 
along it, see Chapter 25: 
The Beale of Boregal, page 
367.

There are many who 
speculate that the Wander 
is actually a closed circle 
that encloses the whole 
of the Ninth World and 
that some, especially those 
with enhancements or 
otherworldly attributes, 
have been trekking its 
eternal loop since before 
recorded time.
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WHITE LAKE
White Lake is a small town by most standards, but 
it is the only bit of civilization for 40 miles (65 km) 
around, amid a particularly empty stretch of plains 
near the Jagged Wastes. About 1,500 people call the 
town home and have named it, not surprisingly, after 
the nearby lake fed by streams coming down out of 
the mountain.

couple named Hervan and Deil. Hervan is a nano 
who specializes in esoteries that shape and control 

the use of his legs a few years ago. Today he rolls 
about in a wheeled metal chair that Hervan levitates 
and moves when he is nearby. 
Both men command the respect 
of everyone in White Lake because 
years earlier, they drove off a force of 
abhumans that threatened the town.

The lake was named for the large 
number of ferrix turtles that lay their 
eggs each spring, appearing to turn 
the normally clear waters white. The 
eggs are a delicacy to the people 
of White Lake, who carefully leave 
enough to ensure a new generation 
of the creatures.

Six miles (10 km) south of White 
Lake lie the ruins of Selascor Castle, 
a 400-year old fortress made of 
heavy grey stones. The lord of the 
castle was once the ruler of the 
area, but after an angry uprising, he 
was hanged for crimes against his 
subjects.

YOSH-UL
Yosh-ul is a meeting point for nomadic tribes that 
dwell in the region. About 1,000 residents live there 
permanently, but at any given time, the population 
doubles due to nomads who come for only a month 
or so each year. In Yosh-ul, the temporary residents 
hold festivals, weddings, important meetings, and 
other community events before once again resuming 
their harsher nomadic lifestyle.

of grain and vegetables. The permanent part of the 
community is a collection of wooden and stone 
buildings, and visitors to Yosh-ul erect temporary 
yurts, tents, and pavilions.

ruler, but if the need for one arises, the leader of 
whatever tribe or tribes are in residence takes the 
mantle. However, the wisest among these leaders 
consult with a woman named Vona.

Many people in Yosh-ul revere Vona as a goddess. 

Unknown to most, she comes from a distant world 

capable of asexual reproduction. Sent to colonize 
Earth, she originally produced a large progeny, but 
afterward she went mad and hunted down each 
of her offspring. Since then, she has reproduced 
only once, creating a daughter called Aorolae. Vona 
has the power to alter and shape her own genetic 
material and that of other beings within immediate 
range. Thus, she can transform herself or others. 
Using her power as a weapon, she can cause an 
enemy’s body to tear itself apart.

Vona is known to those in Yosh-ul as the Great 
Mother, the Glass Wraith, and the Life Weaver. 

Although aloof, she is kind and 
wise.

THE LAMBENT FIELDS
A shimmering wasteland. A 
business venture. A burial ground 
of the new gods. A sacred place 
of ancient worship and death. 
Depending on who you talk to, 
the Lambent Fields are all of these 
things and more.

Bordering the westernmost 
edge of the Clock of Kala, the 
Lambent Fields are more than 
100 miles (160 km) across and 
potentially just as deep (or 
deeper). The surface area is 
covered in multicolored dust that 
shines even in the dimmest light. 
Enterprising individuals collect 

the dust and sell it to those who can afford it. The 
wealthy use the dust as décor for buildings, clothing, 
and their bodies.

Buried deep beneath the shimmering earth, 
however, is something of greater value, but no one 

what to do with it. Layers upon layers of metallic 

ripe for the taking—or it would be if not for the 
political tensions running rampant in the nearby 
city of Picalah. The city has long claimed jurisdiction 
over the Lambent Fields and stationed a standing 
army around its borders to keep poachers from the 
valuable materials. Businesses with the appropriate 
papers were allowed to send specially trained 

as they tithed their proper percentage to the city.
Everything changed when a yarder unearthed the 

intact body of a giant mechanical creature. It had 
three heads and multiple limbs and would have 
stood at least three times as tall as the average 
human. The creature bore symbols along its many 

Vona: level 9; can transform 
into any other creature (or 

original form of her design) 
if given an hour; can inflict 

15 points of damage to 
any and all living creatures 

within immediate range, 
but it takes two rounds to 

do so

Hervan, level 5, possesses 
a number of magnetic 

powers

Deil, level 3, level 5 with 
a crossbow
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limbs, and within two of its appendages were 

similar markings. The second was what appeared to 
be a type of stone game piece, possibly an ancient 
die, bearing pictograms on its sides.

PICALAH
Picalah is a city of about 10,000 people, many of 

dealing with the influx of new people as well as the 

Shortly after the discovery of the mechanical 
creature’s body, Picalah split apart, with four 
organizations at the helm of the controversy. While 

standstill, except for those who sneak by or pay off 
the guards in the dark of night.

Stackle Spire is the city’s director. She believes that 
the purpose of the Lambent Fields is to bring prosperity, 
fame, and a high quality of life to Picalah and its 

Lorne Mamm is the Mag of the Populace Priory, 
a religious sect that believes the giant creature is 
one of the gods that came before and deserves to be 
worshipped as such. The Populace Priory advocates 
that a large, open-air place of reverence be built in 
the center of the dig.

Colten Gangy is the overseer of the Land Laws, a 

a burial ground for giants. The whole area must 
be reburied out of respect for the dead. The group 
insists that replanting the land with a giant grove of 
trees would keep the dead happy in their graves and 
prevent them from rising to destroy the earth.

Finally, Efrix Morle is the voice of The Lambent 
Order, a newly founded sect of those who worship 
the numenera. They argue that Picalah must fund a 

mechanical creatures and build a museum to protect 
and display their remains.

BA-ADENU FOREST
This vast forest encompasses such a large 

area of the Beyond that it has at least three distinct 
climates within its leafy borders.

The southwestern area, which hedges the Black 
Riage, is dry and crisp. Winds whistle between the 
tops of the tallest trees, swaying their branches far 
above the ground. Trees topple regularly here, and 
a call of “Crackling!” is common among those who 

of stondels and breslings here, as well as winged 
creatures of all shapes, sizes, and colors. This area, 
which includes the city of Ephremon, is the most 

densely populated section of the forest. Most people 
dwell in curved huts built from stone bricks.

The middle section is a dense jungle, thick with 
underbrush and canopy levels that rise toward the 
sky and house many wild creatures. The air is so 
heavy with moisture that water drips from the trees, 
keeping the ground—and any who walk along it—
damp at all times. Most small to medium creatures 
live high in the trees, hoping to escape the large 
carnivores that slink and stalk along the moist forest 

Padun, as well as the city of Druissi.

Stackle Spire: level 3, level 
4 with all interactions

Lorne Mamm: level 4

Colten Gangy: level 3, level 
4 with perception

Efrix Morle: level 3, level 4 
with numenera knowledge

DESSANEDI HEARSAY
Manhunt: A murderer from Yosh-ul 
has fled into the Jagged Wastes. The 

nomad leaders seek hardy folk to track him down 
and retrieve him, but this decision has stirred 
up contention among the tribes. Some say the 
windstorms this time of year are likely to claim 

Others want the more tangible justice of a trial 
and traditional death by scorpion sting.

THE WEIRD OF DESSANEDI
Rune Tower: In the middle of the Jagged Wastes 
stands a pristine tower of what also appears to 
be glass, but the structure looks sturdy, and local 
gossip says it’s indestructible. The tower is 30 
feet (9.1 m) tall, and at the top it projects images 
of unknowable symbols made of light.

Warrow Beetles: Throughout the wastes, you 

to subsist on the glass. These warrow beetles 
cannot be eaten safely, as they have more in 
common with mineral than with flesh.

Stondels are 3-foot (1 m) 
tall, bison-like mammals 
(level 2)

Breslings look like 
segmented worms about 
the size of a human’s arm 
(level 1), with hairy legs 
that end in three-fingered 
hands with opposable 
thumbs. They travel en 
masse, feeding on leaves in 
the tops of trees. 
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The southeastern tip of the Ba-Adenu Forest, 
which turns to swamps and bogs, is populated with 
snags and borgrove trees. Here, both the air and 
the ground are still and wet. A false step could land 
someone throat-deep in a stickybog or at the mercy 
of a hungry caiman that had appeared to be a dead 
log. Camouflage is the name of the game, and most 

muck. The Untethered Legion thrives in this part of 
the forest, a further plague to all who wish to cross 
through the area.

EPHREMON
The large city of 20,000 people occupies many levels 
of the forest, from cavelike dwellings among the tree 
roots to nest-styled homes in the highest canopies. 
A large circle of carefully tended ester trees creates a 
makeshift wall around Ephremon, and lookouts sit 
in well-fashioned tree rests to keep an eye on things 
inside and outside the city. A complicated system 
of risers, ladders, and swings (all made from metal, 
synth, and wood) allow access to every level of the city.

Most inhabitants are agile and avid climbers, 
having learned at an early age how to move between 
the levels. However, visitors are likely to struggle and 
fall behind as they attempt to follow a native to any 
level beyond the ground.

Residents worship a creature called the Falgreen, 
which appears to the pious in the form of a floating 
young woman in a tattered black and green dress, 

price of a child, Falgreen will promise long life, but 
most people merely consider her to be a bringer of 
luck and a safety net during their travels among the 
treetops.

PADUN
Padun is an enormous oval-shaped wall, almost 15 
miles (24 km) across, deep in the Ba-Adenu Forest. 
The original structure seems to have been built from 
a soft metallic substance carved or shaped into 
round stones. Over the years, a variety of materials, 
including stronglass and purple trees from the 
Ausren Woods, have been used to extend and repair 
the wall.

Its surface features countless windows, doorways, 
holes, and other entry points. Some have been 
constructed and include doors that close and lock. 
Other entrances appear to be the remnants of wars, 
battles, and attacks.

A number of cities, fortresses, and strongholds 
have been built within the wall, but all failed and are 
now little more than ruins. For every potential ruler 
who sees the giant wall and imagines a kingdom of 

Druissi is the site of the 
adventure “Seedship.” See 
Chapter 27 (page 378) for 

more information.
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loyal and protected subjects, there is someone else 

such a large structure and space.

DRUISSI
A small town in the northern section of the Ba-Adenu 
Forest, Druissi is home to around 1,000 inhabitants. 
It is built on the visible part of ancient, unknown 
wreckage that generates a stable, low-level heat 
year-round. Residents of Druissi take full advantage 
of this, using the conductive heat to warm everything 
from food and water to their homes.

THE UNTETHERED LEGION
Deep in the swampy mire of the southeastern 
section of the Ba-Adenu Forest is the Untethered 
Legion. The name is both a place and a foul curse, 
one not even uttered in the brightest of days.
The Untethered Legion is a land of mud and oil, with 
pools of a murky substance that flows red for days 

And with every hardening of the land, the hounds 
of the Untethered Legion incubate inside its belly, 
waiting to emerge from the soil. When the pools turn 
back to black and red, the hounds are born, pushing 

slavering jaws and bared fangs.
Awaiting their arrival are the legion’s riders, 

biomechanical humans cloaked to match their new 

forest—gathering, waiting, building something 
that is so far unseen and unknown. Someone, 
somewhere, gives them orders. Only the legion 
knows what those orders are and where they come 
from.

ERRID KALOUM
A shockingly flat lowland region, thought 

(erroneously) to be dry and lifeless, Errid Kaloum 
is in fact a shallow salt lake that has formed a thick 
crust over its surface, an extension of the Sere 
Marica. Throughout the otherwise level, monotonous 
landscape, occasional mounds rise like islands in a 
sea. The comparison is apt, because these mounds 
are, indeed, islands in the salt lake. Each island is 
surprisingly fertile and lush, even for the climate, for 
two reasons. First, they’re formed due to geothermic 
activity below the lake, and thus they’re warmer than 
the general area by about 5 to 10 degrees. Second, 
some of the mineral structures forced up through the 
salt lake to form the mounds also serve as a powerful 

is a reserve of fresh water. Thus, the islands are 
fertile and covered with plants and animals. A few 
host small communities of human hunters and 
gatherers who travel across the salt flats in large 
wagons pulled by salt-crusted therish oxen.

Many of these settlements follow the gory 
religion of Lhauric, but without priests who can 
communicate with the Challifani, their version has 
simply become bloodletting and murder for its own 
sake. Other villages reject these practices but have to 
fend off raids from what they call the blood-folk, who 
continually hunt for victims.

HTHUMOS
A small town lies at the confluence of the Salter and 
Eviet Rivers as they come down out of the Clock of 
Kala. The town, Hthumos, surrounds a tall castle 
of dark grey stone. The community takes its name 
from the castle, which in turn takes its name from its 
depraved ancestral residents.

The Hthumos family are wealthy nobles who lord 
over the surrounding land and its people and treat 
them (and often each other) with trickery and cruelty. 
They make sport of hunting peasants and rule 
capriciously, freeing murderers from the dungeon 
and sentencing innocents to toil in the mills for 
imagined slights. The nobles maintain their control 
through dark-armored soldiers called terror-hounds, 

when the wearer inflicts pain or causes fear.
The current head of the house is Hesterin 

Hthumos, a mutant albino with a conjoined twin 
brother named Sterrick. The brother is little more 

BA-ADENU HEARSAY
Horrors on the Prowl: An increase in 
the number of jiraskar attacks has the 

forest people worried. Why are so many of the 
predators active lately? What can be done about 
them?

Lost Necklace: Thieves stole a necklace from 
the home of Darlajyn, a wealthy woman in 
Ephremon who is the sister of one of the 
town’s administrators. They didn’t know that 
the necklace contains a numenera device that 
stores information she can access telepathically, 
including the vault code for the town treasury.

THE WEIRD OF BA-ADENU
Vampire of the Woods: A gaunt humanoid 
creature, possibly a mutant, haunts the woods, 
draining the blood of its victims and leaving their 

Ice Palace: A small keep made entirely of 
unmelting blue-green ice stands in the northern 
forest. No one knows who, if anyone, lives there.

Hesterin (and Sterrick) 
Hthumos: level 5, level 
2 in all physical tasks; 2 
points of Armor; Sterrick’s 
helmet has a variety of 
vision-enhancing apparatus, 
as well as a level 8 device 
that gives him control over 
magnetism at long range

Hthumos terror-hound: 
level 4; 3 points of Armor; 
heavy crossbows with agony 
bolts inflict an additional 3 
points of damage to living 
creatures

Jiraskar, page 242
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Hesterin’s torso. However, he is fully conscious, 
aware, and intelligent. Years ago, when local 
chiurgeons said that Sterrick would likely die and 
should be surgically removed, Hesterin refused. 
Instead, she spent a great deal of her family’s wealth 
scouring the world for numenera that would save 
her brother, for whom she had unnatural affections. 
This quest eventually bore fruit, and now Sterrick is 
encased in an iron helmet that keeps him alive on 
his sister’s body—a woman that, by all accounts, he 
despises.

THE DIVIDED SEAS
Along the southern border of the Beyond 
rest two bodies of water, connected by a 

channel called the Imoros Strait. One body—Sere 
Marica—is heavy with blue salts. The other—Navae 
Marica—has enough fresh water to sustain the entire 
population of the Beyond for years. The two inland 
seas are so unlike in every way that they might as 
well be situated a world apart.

At 1,600 miles (2,575 km) across and 1,500 feet 
(457 m) deep, Sere Marica is more than twice the 
size of her sister. The source of Sere Marica’s salt 
is something of a mystery, for the water that enters 
the sea from the surrounding rivers and through the 
Imoros Strait is fresh water, changing only when it 
reaches the Sere. Creatures of many sizes and colors 
live in the lake, from the gigantic and aggressive 
cerulean octopi to the barely visible duandas, floating 

openings on a body.
The cultural sensibility of Sere Marica is as 

varied as its creatures. Salachia, the Salt City, is 
buried deep beneath the surface of the lake, and 
the Salted Marshes lie along the northwestern 
shore. Many of those who live along and within 
the Sere Marica depend on salt for sustenance and 
daily living.

One thing noticeably missing from the Sere 
Marica area is mechanical beings. The salt is too 
harsh on them, rusting and corroding their internal 
and external elements without remorse. Travelers in 
the area, especially those who plan to enter the water, 
would be wise to protect any technologies, including 
prosthetics and artifacts.

The much smaller and shallower Navae Marica 

who live near it. Many who dwell on the shores are 
boaters and divers. Here, towns focus on turning 
the numenera into diving equipment, portable 
flotation devices, and various forms of water 
transports.

Some mechanical beings 
and other machines in 

the proximity of the Sere 
Marica have developed 

means to protect 
themselves from the high 

salt concentrations. The 
details on these processes 

can sometimes be 
purchased or traded for.

ERRID KALOUM HEARSAY
Rescue Mission: One of the blood-folk 
villages have captured a well-known 

naturalist and explorer named Brene Fal Koses, 
most likely for dire purposes. Members of her 
traveling company offer a substantial reward for 
her return.

Castle of Light: On one of the islands of the salt 
flat, someone has built a castle whose walls 
appear to be made of translucent energy rather 
than matter. No one knows who is the master 
or mistress of this castle, but multiple reports 
of abykos encounters have come in from the 
surrounding area.

THE WEIRD OF ERRID KALOUM
Ship Without a Sea: Half buried in the salt flats, 
a hundred miles north of the Sere Marica, lie the 
remains of a sailing vessel made of metal and a 

silken webs.

The Floating Circle: In the middle of the salt flats 
is a circle 300 feet (91 m) across that causes 
some items placed above it to become lighter. 
Objects that weigh less than 300 pounds (136 
kg) float above the circle, although anything 
weighing less than 3 pounds (1.4 kg) flies off into 
the atmosphere, likely never to be seen again.

None So Blind: In the village of Heathian, on 
the northern end of the salt flats, some of the 
previous and all of the latest generation of 
residents have been born without eyes. The local 
Aeon Priests have fashioned “sight sticks” for 
these people—devices shaped like hand mirrors, 
which they hold in front of their faces to gain a 

Abykos, page 230
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OUR ORDER OF THE LADY  
OF THE SALT WAY
Our Order of the Lady of the Salt Way, sometimes 
called Our Lady of the Acrid Tongue by those 

established at least four generations ago by Saint 
Eseld. Members believe that all life springs from 
salt and the salted places of the world, and they feel 
blessed that their center of worship and inhabitance 
is just such a place.

Situated on a long, thin, unnamed island in the 
Salted Marshes, the order consists mostly of women, 
although gender is not a requirement. In fact, 
members take only three vows:

1. Worship salt as god and as life.
2. Offer shelter and succor for those in need.
3. Never leave the island unless called upon to do 

so for great and grievous reasons by a vision of the 
late Saint Eseld herself.

There are whispers of a fourth vow—a willingness 
to be encrusted with salt and something (this word 
changes in the telling, but “cured” and “eaten” are 
two common ones) upon your death—but no one 
has been able to verify these rumors.

Members of the order, known as halites, are skilled 
in the use and creation of all forms of salts. The 

order supports itself through the sales of various 

foodstuffs, dyes and pigments, and medicinal 
remedies.

Halites of both genders wear comfortable clothing 
of bright, salt-dyed colors, usually red, yellow, or 
blue. They wear their hair long and braid it with a 
salt-and-herb mixture that crusts the twinings in 
place and gives them the perpetual look of going 
grey. They smell of brine and sea water.

While halites believe all other religions (especially 
the Order of Truth) to be horribly misguided, the 
order does not consider itself to be at war with them. 
Rather, the halites lie low and wait, having faith that 
eventually everyone will see the truth—that salt is the 
life and the way—and then the ranks of the order will 
swell, as they should.

Currently, Halite Gabra heads Our Order of the 

whose salted crimson braids fall past her knees 
and then loop back up to the top of her head. She 
layers her skin with salt, which over time has built 
up to give her a nearly ethereal glow. Both of her 
ears are covered with small manufactured circles, 
and if her dark green eyes seem slightly too large 
for her head, it’s because they’re not the ones she 
was born with. Once a loyal member of the Order of 
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when she saw the vision of a woman in white among 
the bones. Believing it to be a test of her faith, she 
quickly stabbed at her eyes to remove the sight. 
When the vision began speaking, she punctured her 
own ears as well.

Blind and deaf, she believed she would wander 
the land until she died for her religion. When she 
awoke some time later, she was in a large castle, 
surrounded by the smell of salt and sea, being cared 
for by loving hands. Taking it as a sign that this was 
the faith of her destiny, Gabra devoted herself to Our 
Order of the Lady of the Salt Way.

Over the years, she rose through the ranks and 
used some of the earnings from salt sales to buy a 
pair of mechanical eyes and a couple of rudimentary 
hearing aids. Although generally considered a fair 
but tough leader, Gabra is known to have a soft spot 
for those who come to her claiming that their faith 
has been tested, as hers was.

The Landscape of the Island
A low seawall runs along most of the island’s border, 
with a single gated docking area on the shore farthest 

of which are believed to have existed before Saint 
Eseld’s time. Based on the structure and layout of the 
complex, it might have been the home of someone 
rich and well protected, perhaps a military leader or 
ruler. Due to the high salt content of the marshes, the 
buildings, walkways, and statuaries are covered by 
thick layers of salt, giving visitors the impression of 
hulking, misshapen grey creatures.

The largest building, which resembles a basilica, 
houses a large kitchen and storage area; gathering 
rooms for games, community activities, and worship; 
an enormous cellar with a store of goods; and a 
variety of other amenities. Members of the order live 
in the upper levels of this building. Each has a private 
room, and the order does not shun monetary goods 

The second largest building, a long, flat structure 
with a single story, is the crafting and production 
space. Here, halites pay fealty to salt by turning it 
into a variety of useful items. Some of this work is 
done by hand, and some with hand-cranked and 
numenera-based machines.

Next to that building, slightly more than half the 
size of the craft space, is the storefront. Here the 
halites sell their goods and wares to the public, 

and pigments in bright hues, salt remedies and 
potions, salt rock candies, and more. Shins are 

offer of fresh vegetables and fruit—rare delicacies on 

an island buried in salt—leads to a better exchange.

used, except perhaps for illicit rendezvous or storage.
At the far end of the island, there is a door in a hill, 

barely noticeable for the crust of salt upon it. The 
lock and latch, however, appear free of crust, and 
look as if they are used often.

Current Events

recently fell ill with fever for no obvious reason. Even 
in his agony, he maintains that it is nothing, a poor 
choice of fresh foodstuffs, but Halite Gabra believes 
that he sneaked off the island and that his illness 
is punishment for his betrayal. She refuses to heal 

truth. A newer member of the order, a woman named 

orders, risking her own standing with the group.
One of the most skilled members of the order, a 

broad-shouldered woman named Chatta with clear 
blue eyes and short, tight braids of pure white, 
recently discovered a way to harness the electricity 
conduction of salt electrolytes. She is eager to 
sell the plans of the process to someone who 
can implement them, but she wants to keep the 
transaction secret from the rest of the order.

Everyone knows that Saint Eseld is long dead, but 
halites often see her visage in the layers of salt that 
crust the buildings and the land. Members of the 

walking along the island’s shore. To honor the saint, 
they leave shins and food among the rocks where 
she is most often seen; the offerings are always gone 
in the morning.

ASTARIA
Located along the Imoros Strait, Astaria is a place of 
wonder and darkness.

In the position of power is Ormakal the Mind, a 
disembodied mechanical head who trails a series 
of wires and cords from his neck when he’s not 
plugged into the giant pillar in the center of town. 
Ormakal has the ability to encourage others to do 
his work for him without most people even realizing 
it. Those who discover his secret either keep quiet 
or they’re made quiet by Ormakal’s regiment of loyal 
worshippers and watchdogs, men of dubious intent 
who call themselves hivers.

Under Ormakal’s rule, the inhabitants of Astaria 
have devised a way to use osmotic power—the 
energy that becomes available from the difference 
in salt concentration—to supply their leader with 
the huge amount of energy he needs to function. 
They’ve built a large membrane across the strait that 
is porous to water and salt, but nothing else. Those 

Ormakal the Mind: level 
4, level 8 for all Intellect 

tasks and Intellect 
defense; 3 points of 

Armor; voice carries a 
subtle mind-control effect 

that makes people do 
what he wishes

The salt formations 
along the northern edge 

of the Sere Marica are 
strange and beautiful, 
sometimes appearing 
like fungal growths or 
even weird creatures. 

This is an inhospitable 
environment for most 

life, but creatures called 
pale worms riddle the 

formations with tiny 
burrowed holes, feeding 
on insects that thrive on 

the high mineral content. 
Naturalists that study 
these insects speculate 

that they might be more 
mineral-based than any 
other known type of life.
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who wish to cross through the strait may do so for 
a cost, but they’ll probably have to wait because 
the membrane opens for passing ships and water 
transports only once each day.

HAYREST
The circular lake city of Hayrest, situated along 
the southern shore of the Navae Marica, teems 
with people. For its relatively small size, it boasts a 
population of 50,000.

Within its carefully constructed moats, which 
flow around and through the city as though 
they were natural rivers, Hayrest is a center of 
scholarly pursuits and handicrafts. Such a place 
is surprising so far from 
the Steadfast, but 
it might be due 
to the strong 
influence of the 
city’s varjellen 
population. 
Once consisting 
of just a few 
visitants in a 
small section of 
the city known as 
the Mark, the varjellen 
have migrated to Hayrest 
in increasing numbers. The 
Mark has grown to encompass 
nearly a quarter of the city and is 
now home to varjellen and humans alike. Here, 

laboratories, and street universities.
Additionally, Hayrest is known for water transports 

of all types, including a special bubble diver that is 
made only by Vestiai Lagim, a varjellen who runs the 
Lagim Divedown in the Mark.

Not everyone in the city is a scholar. The area 
closest to the lake is home to a large number of 

SALACHIA
Located at the deepest point of the Sere Marica, 
Salachia, commonly called the Salt City, is an 
immense underwater structure in the shape of a 
wheel. Covering more than 2 square miles (5.2 sq. 
km) and located at a depth of nearly 1,500 feet (457 
m), the city is lightly populated, with fewer than 
1,200 inhabitants.

Salachia consists of a large outer circle of what 
look like enormous nautilus shells, which are 
connected to one bigger shell in the middle by a 
series of limestone tunnels. The entirety of the city is 
enclosed by a semiporous membrane that permits 

the passage of some gasses, but no liquids or solids. 
The city’s inhabitants live in the shells that make 

up the outer circle. Multiple families occupy each 
shell, using the individual chambers as their homes. 
The most prestigious family has the honor of living 
in the main chamber, which also happens to be 
closest to the tunnels.

All of the tunnels are built through a process that 
turns minerals in the saltwater into limestone. They 
average 10 feet (3 m) across and 15 feet (4.6 m) 
high, but they’re jagged and sharp-edged from being 
built and rebuilt. Unlike the shells, the limestone 
tunnels must be repaired constantly, and sometimes 
they fall in at a moment’s notice.

The massive inner 
shell is the city center, 

in more ways 
than one. All 
commerce, 
eateries, schools, 

and community 
gardens are located 
in the innermost 
shell.

The entirety 
of Salachia 

is covered in 
multiple layers of 

crystalline creatures 
that make the city seem to 

shimmer and writhe in the depths. 
These tiny masses, called chiffons, are no bigger 
than a human’s hand and are attracted to the 
shellac of carbon dioxide released by the residents. 
As long as there is carbon dioxide for them to eat, 
the chiffons attach to the city’s exterior and exhale 
oxygen back into the atmosphere.

Most inhabitants have no special water-breathing 
abilities or saltwater skills. In order to leave 
Salachia, a resident must encourage a chiffon 
to seal itself across his or her mouth to provide 
oxygen. The only way to reach the surface is the 
hyponome—a long bubble tube—operated by a 
creature dubbed Sal. Sal is the city’s protector, and 
those who wish to use the hyponome must get 
her permission or risk a malfunction during their 
journey through the tube.

Currently, the city is in something of a crisis: 
fewer Salachians are having children, and more 
young people are venturing out for other parts of 
the world—all of which means less carbon dioxide 
to attract the chiffons. The city’s mayor and creator, 
Hiberz, recently passed a law forbidding citizens 
from leaving for more than two days at a time. He is 
also offering a bounty of 5 shins for every new citizen 
invited (or otherwise brought) to the city.

There are many companies 
that are more than willing 
to sell underwater breathing 
apparatus and airtight 
vehicles for a high price to 
those who wish to travel to 
Salachia. Unfortunately, 
that high price is no 
guarantee that the devices 
will work below a few 
hundred feet. 

Varjellen, page 121
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People of Interest
Hiberz is heralded as the savior and condemned 
as the executioner of Salachia. He’s the one who 
discovered the process for turning saltwater into 
limestone, which allowed the city’s original crumbling 
shell tunnels to be replaced with the current tunnels. 
Those who praise Hiberz consider him to be the city’s 
leader, although he takes to the task with reluctant 
humility. Those who scorn him would prefer to see 
him dead so they might build the city properly, with 
tunnels that don’t have such a high risk of collapsing.

Short and squat, with a bulbous nose and an 
overly small mouth, Hiberz spends most of his 
time in his laboratory at the center of Salachia. He 
rules when he must do so to preserve the city, but 
otherwise he prefers to study the compounds of the 

chiffons, which he believes increases the oxygen to 
his brain and makes him a better scientist.

Sal, the city’s guardian, is a mollusk woman who 
resides in the main chamber of the center shell, 
where the circle of the hyponome is connected to 
the much larger passage out of the city. Although 
Sal’s whole body is rarely seen, those who visit her 
chamber might glimpse her reddish-brown head with 
overly large eyes on either side. Nearly a hundred 
tentacles writhe at the edges of her face, and she 
uses two of them to speak to others. By placing the 
tentacles on the sides of someone’s face, she can 
pick up the other person’s olfactory signals and 
understand their meaning. She responds through 
her own scent, which can be an unpleasant and 
confusing conversation for those not used to dealing 
with her kind.

From interacting with Sal, it’s clear that she is 
ancient, but the passage of time is different for her 
than for others. She still mourns the loss of her real 
family—the original inhabitants of the shells—and 
keeps Salachia safe in the hope that they will return 
to take their rightful places. (Whether she realizes 
that they are long dead is another matter.)

Sal protects the city structure at all costs, even 
if it means destroying the inhabitants. Those who 
wish to leave through the hyponome must provide 
solid reasons to do so (when the city is thriving and 
at peace, this is a level 4 interaction; when the city is 

someone attempts to use the hyponome without Sal’s 
permission, they take 4 points of damage per round 
until they reach the surface of the lake. It takes four 
rounds to travel from the point of origin to the surface.

Calabe is the leader of the resistance group, those 
who wish to take back the city because they believe 
that Hiberz is destroying Salachia with his shoddy 
tunnels. Her father was killed when a tunnel caved 

was very young at the time and has harbored her 
bitterness like an oyster harboring a grain of sand. 
In every respect, Calabe is a stunning young woman, 
and she wields the power of her looks to gain more 
followers for her cause. She always wears a black 
cape with the hood up, perhaps to highlight the 
breathtaking beauty of her face—or perhaps to cover 
the dual sets of gills located just behind her ears.

makes her a formidable opponent. In a confrontation, 

using whatever is at hand to attack.

QUESLIN
“Ah, Queslin. What can one say of a town such as this, 
where the salt runs freely and the brutal tempers with 
it? I make me home here, for where else could I come 
upon as many bodies in need of attention, as many 
fists and faces broken beyond repair? Except, of course, 
they’re not beyond repair at all, are they? For my 
Machines of Mastery shall soon have you up and about, 
as good as new—or nearly so—and on your way back 
to the stinking, brawling blackness from whence you 
came.”

—Orator and Repairist Hedley Staffield, owner of 
Machines of Mastery

“We don’t have a problem. The salt runs freely.”
—Queslin Overseer Wilbhur Brandle

“Maybe I did use to live in that pithole of a place. 
Read some flyer promising me riches and posterity if I 
worked them salt mines. Didn’t know what posterity 
was, but I wanted me some riches. There was kids 
down there. Tiny babies hooked up to that black 
machine, drowning in saltfeed. I’ll never forget their 
faces, long as I live.”

—Former Queslin resident who refused to be named 
for fear he would be hunted down and brought back 

to the mines. He claims to be the only “free retiree” of 
Queslin’s work-to-live program.

Want adventure? Wish to experience the delights of 
travel and the joy of discovery? More interested in 
making your way in the world? Whatever your heart’s 
desire, whatever your waking wish, you can have it in 
Queslin.

We’re looking for those who are willing to work hard 
to increase Queslin’s prosperity—and their own! Those 
who commit five years to our work-to-live program will 
be well rewarded.

Don’t waste any time. Don’t ask around. Don’t let 
anyone else in on your special secret to success. Just 
come to Queslin, where the salt runs free.

—from a Queslin flyer

Hiberz: level 5; carries a 
carbon dioxide torcher 
that he uses to attract 

chiffons; torcher also 
causes carbon dioxide 

poisoning up to 20 feet 
(6 m), dealing 5 points 

of damage the first round 
and 2 points for each of 

the next two rounds

Sal: level 6; 40 health; 
tentacles deal 9 points 

of damage per round to 
anyone caught in her grip

Calabe: level 4
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Don’t go to Queslin. This is the thing that no one 
says. But the only reason they don’t say it is that their 
mouths are stuffed with salt.

The tiny town of Queslin swoons at your arrival, 
beckons you, urges you to fall in love with its pretty 
houses, its kind and delightful merchants, its 
pleasant view overlooking Sere Marica.

But enter Queslin’s gates and all is lost, for the 
houses are not yours to have, nor the merchants 
yours to bargain with. And the beautiful view? That is 
not for the likes of you to gaze upon.

Only the Overseer and the Privs live above ground 
in Queslin. Beneath the city, extending far out in all 
directions, is the Salt Maze, a vast mining operation 
that never ends and never sleeps. Run by genetically 

the caverns and holding pens of the Salt Maze are 
carved out by large, remote-controlled beetles. These 
creatures also mine the salt.

What, then, are you needed for? You are to become 
a salteater, one of thousands of creatures captured 
beneath the sunken swell of the earth, your body 
trussed up, your mouth pried open to receive the 
saltfeed. In time, the leeches will be attracted to your 
scent. Then they will draw the salty sweat from your 
body until they become a perfectly brined delicacy, a 

tables.
If you survive the experience long enough, you will, 

as promised, be well rewarded—probably with a little 
house in Queslin that overlooks the shore.

THE CROMULUS RANKS
From far away, there appears to be a small mountain 
range on the southwestern shore of the Sere Marica. 
Getting closer, you can see that the peaks, while 
extraordinarily steep, are also extraordinarily regular. 
Thus, they are called the Cromulus Ranks, named 
for a long-dead warlord who forced his troops to 
maintain perfect marching formations at all times.

The peaks are not mountains at all, but rows 
of pyramidal structures, each 2,000 feet (610 m) 
across at the base and more than 1 mile (1.6 km) 
high. Over time, enough sediment and erosion has 
occurred that the once-white pyramids can pass for 
weird mountains. In places, vegetation even grows 
on them.

of interior levels, each with enough space to house 
hundreds of thousands of people, although the 
original builders and inhabitants might not have 
been human. Artifacts and cyphers abound within, 

Some of the pyramids rise out of the water at the 
edge of the sea. These peaks, in particular, teem with 
vegetation, nesting birds, and other life.

LHAURIC
If a soul walks the glass streets of Lhauric on a quiet 
night, when all others within its massive walls slumber, 
the chattering of the Challifani can be heard. The 
million gods bicker and quarrel constantly, their 
knowledge great, but always contested.

—Vullerian Fol, The Million Gods

Probably the largest city in the Beyond, Lhauric 
claims a population of 80,000. This theocratic city-
state is ruled by the Priest-King Tharimalles, speaker 
for the million gods of the Challifani. The people of 
Lhauric use both the Salter River and the Sere Marica 

North of the city, they have built a number of gently 
turning mills on the river for processing grain, wood, 
cotton, and other commodities, including metal and 
synth brought in by the local drit sifters.

The streets of the central part of the city are 
paved in small pieces of volcanic glass, giving them 
a distinctive black sheen. The grey stone buildings 
usually rise two or three stories in height, though a 
few towers and grand buildings are even taller.

Deep below Lhauric is a hidden cavern. If you can 

(15 m) across. A living creature lies within the pool, 
looking very much like a gigantic human brain. Tubes 
and cables run from the creature out of the cave, 
but were you to follow them, you would discover 
that they run back up to the surface of Lhauric—

The brain is a deranged biological construct from 
ancient times, and the Challifani are various facets of 
its fractured personality.

that Challifani priests and adherents practice 
flagellation, mutilation, and torture. The people 

their gods happy and thus keep their city blessed. 
In reality, the Challifani have no power other than 
knowledge—the brain has sensors throughout the 
region and grants Tharimalles and the lesser priests 
scattered bits of information from its observations. 
These revelations, as well as the gods’ gory 
commandments, come to the priests in the form of 
drug-induced visions that they receive while being 
tortured in the lowest portions of their temple.

After generations of commandments from the 
million gods of the Challifani, the people of Lhauric 
have grown accustomed to the bloody practices of 
their religion. In fact, many secretly or openly revel in 
the gore and violence of it.

The priests are men and women who command 
both terror and respect. Most are maimed and 
scarred from their communal sessions with the 
brain. The priests, mounted on massive, tigerlike 

Cromulus led his armies 
on a trail of conquest 
throughout the southern 
regions of the Beyond more 
than 80 years ago. Due 
to his depravations in the 
villages and towns that he 
conquered, a surprising 
number of people in that 
region can correctly claim 
to be his descendants.

Priest-King Tharimalles: 
level 6, level 10 for all 
intimidation tasks

Challifani priest: level 5, 
level 7 for all intimidation 
tasks
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beasts called razorcats, lead their holy knights 
through the streets, selecting victims as needed. 
To resist a priest, or to aid a chosen victim, is 
to oppose the divine will of the Challifani, a sin 

afterlife.
The Drit Sifters: In the villages to the north and 

east of Lhauric, many people earn their living by 

valuable bits of metal and synth. They bring their 
valuable drit into the city in wagons. There, the 
materials are smelted or reprocessed so that they 
can be used by craftspeople or manufacturing. Most 
of these sifters also worship the Challifani.

THE WEAL OF BAZ

Code 4881: Baz
“Baz” signifies organic language designation of 

original, primary unit
“Baz” equates to organic language term “savior.”
Appropriate refrain 923/3K: “All thanks and praise 

to Baz, whose mercies sheltered us from the merciless 
world. Power, processing, and storage to him.”

Analysis: “Baz” synonymous with “machine 
messiah.” Accuracy: 9.99987 out of 10.

Located far out in the Beyond, on the calm shores 
of the Navae Marica, sentries watch over the only 
entrance to the Weal of Baz. This hidden refuge 
is a haven for intelligent machines. Fully organic 
creatures are allowed access very rarely, and then 
only for a short stay.

used abilities similar to esoteries to carve a small 
town out of a cleft in a rocky cliff face. Only one 
pass connects it to the outside world, though access 
across the water is also possible.

It’s not known whether Baz survives into the 
present day.

The Weal of Baz is like no other aldeia. The 
entrance is through a narrow cleft in an overgrown 
cliffside, concealed by holograms and guarded 
by a pair of vigilant automaton sentries equipped 
with vision-enhancing hardware and armed with 
long-range projectile weapons manufactured in the 
town.

Many of the automatons and intelligent 
machines found here exist in various states of 
disrepair. They are, as a whole, a factious lot, 
barely able to communicate with one another. 
Some are more than a million years old. Others 
claim to be far older, created by very different 
hands for very different purposes. Some are potent 

Razorcat: level 5; 24 
health
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and dangerous; others exist as cobbled-together 
messes of spare parts that barely function. But 
they all seem to share a single unifying factor: 
a fear, hatred, or loathing for intelligent organic 
beings. There are exceptions, however. Rarely, an 
intelligent machine in the outside world will give 
a deserving organic creature a small card, disk, or 
patch that bears a strange, complex symbol. This 
symbol is a pass that allows the individual to enter 
the Weal of Baz.

the Beyond, as well as an enormous stockpile of 
spare parts. This stash, known as the Hoard, is 
probably one of the greatest sources of mechanical 
and technical parts in the Ninth World. Next to the 
Hoard stands the Dragon, a tower-sized generator 
fueled by sunlight. At any given time, dozens of 
machines gather around the Dragon, recharging 
their own personal energy through a wide array of 
cables, jacks, or receivers. For obvious reasons, 
the inhabitants value the Dragon and even revere 
it as a god.

A few manufactories exist in the Weal of Baz, 
producing weapons, tools, and parts needed for 
some of the machines. Due to technological, 
resource, and material limitations, they can’t 
produce everything they need, so agents of the 
refuge journey into the wider world to gather 
parts by scavenging, trading, or theft. The Hoard 
is proof that the agents have been gathering for a 
very, very long time.

Most days in the refuge, automatons wander, 
relax, communicate with one another, or sift 
through the Hoard, searching for needed parts. 
The inhabitants don’t have individual homes, so 
they use communal shelters to stay out of the 
elements when necessary. Despite the natural 
harbor, they ignore the great body of water nearby 
except to watch it for intruders.

Organic visitors to the Weal of Baz will not 

as food and beds suitable for living beings. Still, 

refuge, the machines are a nearly endless source 
of information, assuming they can be convinced 
to communicate, and assuming a means of 
communication can be found—only a small 
percentage of the automatons and other machines 
here were created to speak, and only some of 
those speak any known human language.

Sentry: 
level 5, level 7 for 
perception; 20 health; 4 
points of Armor; weapons 
inflict 6 points of damage 
with long range

DIVIDED SEAS HEARSAY
War of the Machines: Ormakal of Astaria wants to conquer the 
Weal of Baz—or rather, he wants his people to do it for him. First, 

in Astaria are likely to be asked to do so.

Salty Assailants: Our Order of the Lady of the Salt Way has a standing 
agreement with Gweneal Der, a trader on the outskirts of Seshar, for a 
shipment of fresh fruit and vegetables at regular intervals. However, Gweneal 
recently arrived at the island without her wares, claiming that she was 
attacked along the way by dark, sinister creatures of mist and muck, barely 
escaping with her life. She refuses to continue working the trade route until 
she can be promised safe passage.

Amphibious Migration: Large swarms of gorjans, freshwater amphibians 
with large, strong jaws and a habit of spinning prey in the water to strip off 
their skin, have started crawling out of the Navae Marica. They seem to be 
heading west and are largely aggressive in their migration.

THE WEIRD OF THE DIVIDED SEAS
The Scent of Memory: A woman named Lororme lives aboard a floating 
machine in the Sere Marica. She goes from shore town to shore town, 
offering to play the machine, which she calls a scent organ. She promises 
that she can play any scent—from a favorite food to an ardent affair—and 
it will evoke a memory so vivid you will feel that you have re-lived the 
moment.

Missing Person: Along the outskirts of Queslin, the outline of a prone body 
is drawn in white. Wires hang in the air, jutting out at odd angles as though 
still attached to the person who might have been there.

Symbols and Shells: Fishers have been pulling shelled creatures out of the 
Navae Marica that have odd symbols inscribed in various colors on their 
shells. If the creatures are killed, the symbols transfer to whomever or 
whatever caused the demise.
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THE AMORPHOUS FIELDS
Stretching for more than 200 miles (320 

km) across a mostly open plain, the Amorphous 
Fields churn, twist, and undulate in dangerous, 

a strange mixture of rock and earth that moves 
and churns almost like a semisolid substance, with 
pockets of organic soup that occasionally harden 
into a solid or semisolid form, making the region a 
place where organic and inorganic masses undulate 

warning, the ground at your feet can turn to pools 
like quicksand, rise up with a sudden thrust, or 
open like a yawing chasm. Explorers who have spent 
time here speculate that the Amorphous Fields are 
actually a solid or semisolid crust over a viscous sea 
of organic liquids. A few suggest that the region is a 
single living entity.

random intervals, at least once each hour, it is a 

No normal plants grow in the Amorphous 
Fields, but here and there clouds of fungal spores 

quickly grow bulbous gardens of fruiting bodies 
found nowhere else in the world. Some of these 
are poisonous, but a few have valuable medicinal 
effects.

Understandably, hardly any people or creatures 
live in the area. However, the region does have 
a few natives, most notably the ligoshi, which 

“I can’t even begin to 
speculate what might 
create and sustain the 

Amorphous Fields.” ~Sir 
Arthour

“I have heard that the 
Amorphous Fields is the 

result of an experiment by 
Aeon Priests gone wrong.” 

~Narada Trome, anti-papist    

“That is utterly absurd.” 
~Visixtru, varjellan 

philosopher 

Ligoshi: level 10

that swim in the liquid soup beneath the ground 
and emerge when the crust breaks or opens into 
a semisolid pool. The ligoshi near the surface 
produce lighter-than-air gasses so that when they 
burst forth, they float into the air, sometimes for 
hours at a time. Although they subsist on the 
organic materials found here, they seem to enjoy 
wrapping their long, paralyzing tentacles around 
creatures from other realms who have wandered 
into the wrong place.

A small number of hardy human settlements 
exist on patches of continuously stable ground, like 
islands in the churning soup. These people know 

ligoshi as well as gather the valuable fungus that 
grows here. Most outsiders consider them insane.

THE TWISTED SPIRE
Near the center of the Amorphous Fields, a tower 
of living, greenish flesh reaches 1,000 feet (305 m) 
toward the sky. From far away, this twisted spire looks 
like stone, but it’s actually organic tissue. Interior 
vessels carry vital fluids to the top of the tower, 
pumped by massive, heartlike organs that can be 
seen beating within it as you approach. Other than 
this undulation, however, the spire does not shift and 

The Halo: About three quarters of the way up, the 
spire is encircled by a ring of metal. This ring, called 
the Halo, is a circular structure that slowly turns 
around the spire. It has many green-tinted circular 
windows on all sides, including the top and bottom. 
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THE AMORPHOUS FIELDS 
HEARSAY
Ancient Eggs: Sometimes, gigantic, 

egglike capsules emerge from beneath the 
Amorphous Fields. When one of these eggs 
bursts, a strange creature is found within. Many 
people believe the creatures come from various 
points in the world’s past. Recovering an egg 

might be a task that a biologist or scholar would 

Viva La Revolution: The people in and around 
Tastim, a large town south of Hayrest, have had 

and want to overthrow them. However, to do so 
they need weapons, organization, and, perhaps 
most of all, a champion.

The Empty Village: The village of Torin, 
southwest of Vebar, has been discovered 
abandoned. While all the buildings are intact, 
every inhabitant is gone. A strange greenish mist 
clings to the ground in places, but there are no 
other clues to what might have happened here.

THE WEIRD OF THE AMORPHOUS 
FIELDS
(Arguably, the whole place is pretty weird.)

Searchers: On very rare occasions, melon-
sized spheres of red metal, covered with lights 
and what appear to be sensors, fly over the 
Amorphous Fields, seemingly searching for 
something.

Fungal Scholar: At least one of the patches of 

communicates via spores, and has sporadic 
knowledge of the last few million years of history.

The Flying Village: In a village at the western 
edge of the Amorphous Fields, the local Aeon 
Priest clave has discovered the means to make 
gravity-defying harnesses in large numbers. 
Everyone in the village has one, so all residents 
float and fly—continuously.
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Reaching the Halo requires flight or levitation, but 
if that can be accomplished, numerous hatches 
and ports allow entry. Within the ring is a treasure 
trove of the numenera—and ancient dangers as 
well. Explorers report waves of radiation, poisonous 

VEBAR
Vebar is an underground city located in a vast 

and hang from the cavern’s ceiling. The place is 
so old that limestone formations have begun to 
transform the city, making the buildings more like 
massive stalactites. Vebar is home to about 8,000 
people, who enter and exit the city through a series 
of winding passages that lead up to the surface.

The populace moves around the city through 
tunnels at the top, above the suspended buildings, 
or on bridges and walkways that connect the 
structures below the level of the ceiling. Some 
people travel on cables and chains alone; just about 
everyone here is an adept climber. Vebarans like to 
decorate their city by hanging interesting objects 

dangling ornamentation.
Vebar, sometimes called the City of Night, is lit by 

Dalthius:
 level 7, Speed defense 
level 8 due to built-in 
force-projected shield; 
29 health; +1 point of 

damage with sword
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inverted thoroughfares. 
Most of the inhabitants 
have grown to dislike 
the surface, in particular 
the light of the sun. If 
they do visit the surface 
world, they prefer to go 
at night.

The people of Vebar 
farm fungi in the lower 
part of the cavern. They 
harvest it for food, 
textiles, and a wide 
variety of medicinal 
uses. Rope-and-pulley 
elevator platforms 
connect the buildings 
with the fungus farms far 
below. The farms are lit 
by glowglobes and other 

from the city, looking 
down, the bottom of the 
cavern seems like the night sky. Conversely, the farms 
look up at the city the same way.

Near the center of Vebar is a huge temple to the 
local god, Ourthalas, and the homes of his blind 
wife-priestesses. Ourthalas is depicted either as 
a huge, spidery thing with sprawling legs or as a 
tentacled monstrosity with many arms extending into 
the darkness. He is said to dwell in the “Cave of Life-
Giving Shadow.” 

Dalthius
interesting man with mysterious origins. He was 
found in a metal cylinder in a cave not far from the 

direct sunlight, so he remains in Vebar as much as 
possible. Dalthius is helpful, friendly, and liked by 

in times of need.

SESHAR
The land of Seshar is an extension of 
Matheunis, the Cold Desert, but two 

factors set it apart.
First, it was originally a separate kingdom ruled 

from what had been its capital, Nebalich. The ruling 
family could not sustain its holdings, however, 
and the kingdom collapsed more than 250 years 
ago. Second, Seshar’s length and breadth are 
marked by a series of canals, which date back to 
the prior worlds and are arranged in a mysterious, 
almost mazelike pattern. The canals are all 
deep and regular, with smooth, 50-foot (15 m) 
escarpments on either side, often showing baroque 
embellishments and even graven images. The 

SESHAR HEARSAY
The Power of the Hand: Along the canalways of Seshar lies one village 
no one wants to travel past if they can help it. Tirrum’s inhabitants are 

cannibals who waylay travelers and eat them—all except their hands. The people 
of Tirrum revere hands and hang them from cords in their homes, wear shrunken 
hands as totemic jewelry, and use them to adorn weapons and tools in creative, 
albeit disturbing, ways.

THE WEIRD OF SESHAR
Man From the Stars: In a small village called Everen lives a man named Yrk. He 
claims to be an extraterrestrial fugitive hiding from others of his kind. Yrk appears to 
be completely human, although his understanding of the numenera is impressive.

Margr Chief: Bastoon, the leader of one of the larger Margr tribes, wears a 
collar that looks like it was meant for an animal. In truth, it allows him to create 
duplicates of himself that last about ten minutes, freeing him to do two things 
at once. Bastoon doesn’t seem to know how to operate the collar properly, 
however, so the duplicates appear randomly.

people of Seshar simply call them canals or rivers 
and regard them as if they were natural.

The canals are vital to Seshar’s well-being. Small 
barges and ships allow trade between the villages 
of the region. These villages are built on the high 
embankments of ancient design, or they nestle in 
clefts cut into the side of the embankments. As you 
move away from the canals, the land becomes arid 
and lifeless other than scorpions, insects, and the 
occasional desert bloom. Margr, however, are a real 
scourge in the area, and raiding marauders pose a 
serious threat. Thankfully, they rarely come too close 
to the canals.
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Mylian Acan: 
level 4, level 5 with all 
interactions and with 

numenera knowledge, 
level 6 with Speed and 

Intellect defense due to a 
numenera device

By all outward appearances, Guran is as normal a 

or the Beyond. In fact, Guran was considered so 
devoid of personality and unique characteristics that 

the City of the Missing. Of course, every small town 
has its secrets and hidden back alleys, if you take the 
time to look. Still, the moniker has stuck.

Located at the southernmost point of the Black 
Riage, Guran has the best natural resources at its 

it from the elements, the Ech River brings a flow 
of fresh water down from the mountains, and the 
marshland around Yesterday’s Lake is perfect for 
orchards and dossi grazing.

Guran owes its inception to the great Bauble 
Rush, which brought baublers from all over hoping 
to make a quick buck by excavating the luminous 
blue baubles from the nearby mines. Unfortunately, 
the baubles were so numerous that they were of 
little value. Today, all of Guran is lit with mounds of 
abandoned baubles.  

RULERS
Guran has a single leader, Mylian Acan, a 
councilman and Aeon Priest who works hard to 
balance the use of the numenera with the needs of 
the townspeople. Mylian has the support of most of 
the residents, although he is often at odds with the 
more fervent Aeon Priests.

The Council of Guran, a group of three tradesmen 
and three seculars, assists Mylian with decisions and 
governing. They are authorized to rule together as a 
single entity if something happens to Mylian, in which 
case they have one week to choose a new head of town.

Additionally, the council employs a dozen 
guardsmen to keep the peace. 

SECTIONS OF TOWN

The Clave: Once the entire town was located 
within this district’s rudimentary wall of thorned 
roseshrubs, which was carefully cultivated to deter 
intruders. Now, the town has grown beyond this 
small area, and the rosewall is maintained by two 
elderly Sarracenians.

The stone buildings of the original district cannot 
hide their true age, but their wear and tear has 
been carefully minimized by attentive hands. Many 
of these former houses and shops have become 
headquarters for the town’s organizations, places of 

A small cemetery rests at the Clave’s 
southernmost edge, the stones etched with 
surnames that live on in today’s residential areas, 

Beckers, Moreks, Statins, Errols, and, in the oldest 
section, three small stones bearing the name 
Guran. The oldest section of the cemetery is the 
most populated, with rows and rows of stones 
bearing the same year. In addition to names and 
dates, most of these stones are carved with a rose.

The cemetery also has an empty morgue. Clearly 
part of the town’s original infrastructure, the morgue 
is made of crumbling brick and rusting metal. Its 
large wooden double door is closed but never locked. 
If you visit midweek, you’ll notice that the front steps 
are littered with skrips, all of which have been marked 
with various sizes of red circles and held down with 

devotees of She as peace offerings against the return 
of the Rose Plague, a spotted fever that wiped out 
much of Guran in its early years. The rumor is that 
during the plague, the city council ordered a morgue 
to be built quickly to handle the large numbers of 
the dying. Unfortunately, despite the feverish pace of 
construction, the morgue was completed too late; 
the Rose Plague worked faster than the men. By the 

dying had long since succumbed to their illness. Now 
empty and unwanted, the morgue is considered a 
necessary but grotesque reminder of that awful time.

Midmarket: As the town’s business hub, 
Midmarket is mostly a commercial area with 

Main Way, along which permanent and traveling 
merchants offer their wares.

The general store, which is named Wesk’s 
Market but which most people just call “the 
general,” offers food, spices, equipment, and a 
free bauble with every purchase. The huge pile of 
discarded baubles outside the store’s front door 

GURAN: THE CITY OF THE MISSING

A SHORT LIST OF WHAT GURAN IS MISSING:

city. Based on its size and population, Guran is clearly a town, and not a 
large one at that.

its head. And a name. And a history. Residents just call it “She.”

pubs and taverns in the Sweet End district never close. They are open 
day and night.

west end of the cemetery. It appears to have been built in the early days 
of the town but has never been used.

baubles, which light the streets, businesses, and homes.

Skrips are large, flat, 
flexible scales that 

shed naturally from 
domesticated dossi. They 
are often used as writing 

surfaces for messages, 
flyers, and books.
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attests to their level of business. Here, you can 
haggle or trade with the stout, grey-haired owner 
Joeffry Wesk for anything in the store—including the 
store itself, since he’s been trying to sell it for years 

At the back of the store, behind the counter, is a 

for over the years in lieu of shins. The inventory 
changes constantly and consists of mostly useless 
trinkets, but from time to time, unusual bits of the 
numenera show up here.

For local armor and other metal and synthworkings, 
visit Flyte’s Armor & More. The owner, Flyte Deboit, 
is a flame-haired man of a quiet nature, rarely saying 
more than is necessary. By incorporating the blue 
baubles of the area into his wares, he makes quality 
objects that are both beautiful and unique to Guran. 
However, he works slowly and charges quite a bit 
more (typically three times as much) than a typical 
craftsman of the area. Those who are willing to pay 
and to wait are likely to come away with pieces that 
will serve them for a lifetime.

Next door, the Downy Dossi offers a wide variety 
of skrips, writing utensils, and inkpots, as well 
as printing services. Here, Hepter creates and 
distributes the town’s monthly newsletter, The Guran 
Gazette. If you talk too much around Hepter, you 

usually gets your words right, you should expect that 
they’ll be entirely out of context.

Two main tailors compete for the business of 
locals and visitors; they reside at opposite ends of 
Main Way. The Fine Thread, run by Maggie Yets, sits 
at the south end and specializes in beautiful stitches 

and unusual fabrics. The Threadfast, run by her sister 
Marchie Yets, holds fort at the north end of the way 
and does a booming business in adornments with 

display your muscles, bones, and internal organs.
The Fishing House (not to be confused with 

Milly’s Fishing Hole in the Sweet End) offers a 

including ammunition, nets, water weapons, and 
rowboat rentals for Yesterday’s Lake.

The Rusted Relic is more of a junkyard than an 
actual store. It covers a wide swath of land just off 
Main Way and is surrounded by a wooden fence that 
seems constantly in need of attention. Here, among 
heaps of the numenera, junk parts, and scraps of 

as Mecky—a tall, lithe woman with a curved scar along 
the side of her mouth that is only visible in certain 
light. Although she won’t tell you the story of her past, 
everyone in town knows that she was once a well-
known nano in the Steadfast, the right-hand woman 
of one of its leaders. How she fell (or leaped) from 
favor is anyone’s guess, and Mecky isn’t particularly 
inclined to reveal the truth. Some say she is looking for 

to kill the person who shamed her. Others whisper that 
she remains in the loyal service of her leader and that 
she works undercover in Guran, her junkyard a ruse 
for something far more sinister. However, most people 
think that she is little more than a broken old woman, 
as useless and confusing as the junk she hawks. 

Midmarket is also the site of one of Guran’s two inns, 
a bunk-and-breakfast establishment known as Gee’s. 

Joeffry Wesk: level 3

Flyte Deboit: level 4, level 
5 at all metalworking 
tasks

Hepter: level 2, level 3 at 
all writing and printing 
tasks

Maggie and Marchie Yets:
level 2, level 4 at all 
tailoring and fabric-related 
tasks

Mecky: level 6; 30 
health; 3 points of 
Armor from an esotery; 
long-range mind attack 
that inflicts 7 points of 
damage and ignores 
Armor from an esotery
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Lestel: level 3

Lestel’s daughters:
level 2, level 3 at dance-

related tasks

Kir: level 4, level 5 at all 
baking tasks

Jirlin: level 4, level 6 at 
Might tasks; 32 health; 1 
point of Armor; all melee 
attacks deal +3 points of 

damage

Jirlin’s gang member: 
level 3; 1 point of Armor

Will D’aevo: level 2, 
level 3 at all subterfuge 

tasks, level 4 at all music 
performance and local 

knowledge tasks

The owner is a grizzled man named Lestel, but his three 
pale blonde daughters run the place. It’s known for being 
clean, expensive, and almost always empty. Travelers can 
stay the night in one of the inn’s twelve upstairs rooms 
for 5 shins and can purchase dinner and breakfast for 
an additional 2 shins. The only time the inn gets busy is 
during its weekly dance, when Lestel’s daughters provide 
free dance lessons to any who wander in. The Ghost 
Group, a local quartet, provides the haunting musical 
accompaniment to the lessons.

Lestel’s estranged wife, Kir, runs a successful 
bakery next door, offering sweet and savory pies as 
well as a variety of morning-after drinks. Rumor is 
that she has a way with herbs and spices designed 
to alter a man’s virility, increase passion’s flame, and 
bring about—or prevent—pregnancy. But you won’t 

The Hatchet: This triangular-shaped section of town 
covers a large, flat area with the river on one side 
and the start of the hills on the other. This prime 
location would make it the second-most coveted 
residential spot, just after the Eaves, if not for the 
area’s populace. Every city and town has its slum, 
and Guran is no exception.

Originally the location of the bauble shanty town, 
the Hatchet is rife with mish-mashed buildings, 
makeshift shelters, odd tangles of tunnels, and 
unexpected open holes. At the Hatchet’s center 
resides a pit built of brick and blood, about 50 feet 
(15 m) across and 100 feet (30 m) deep. Imprisoned 
at its bottom is an ancient ravage bear, driven mad by 
its captivity and the taunting of those above.

Supposedly, a mutant named Jirlin and his wild 
gang
disregard or challenge his rule become the next hot 
meal for the ravage bear. Jirlin and his band make 
their camp around the pit, building crude shelters 
out of whatever materials they can scavenge and 
steal. Jirlin is never seen outside the Hatchet, but his 
gang members travel to other parts of Guran, usually 
on missions for their leader. When they steal food 
and equipment, which they do as often as they can 
get away with it, they leave a calling card in the form 
of the letter J spelled out in glowing baubles.

The Eaves
newer, larger homes built of ebony stones carved 
from the tunnels of the Black Riage. The walkways, 
too, are made from the same stone, giving the 
impression that they’re always wet. Nobles would 
live here—if the town had nobles. Instead, the Eaves 
are home to the rich and the pious and, of course, to 
those who are both. The only notable Guran dignitary 
who doesn’t live in the Eaves is Mylian Acan, who 
lives in his family home in the Clave.

The Upper West and the Lower West: These two 
districts have no marked boundaries, and the line 
between them moves almost daily, depending on 
who is having a disagreement with whom. Always, 
the Upper West and the Lower West engage in 
good-natured (and sometimes not-so-good-natured) 
ribbing about which of them is better.

At the annual fair, the two districts send their 
strongest, but not necessarily their smartest, 
residents to compete in tournaments of arm 

just below the surface of the water as bait to attract 

teeth. In the morning, after the headaches have 

can remember who won the contests, so the battle 
rages on for another year.

That Place: Everyone refers to this bit of forested corner 
land simply as “that place,” as in “I’m going over to 
that place to do some hunting.” It’s thick with trees and 
wildlife, with only a few dirt paths weaving through the 
dense underbrush. Used primarily for hunting, it’s also 
a favorite spot for young couples (or anyone looking for 
a clandestine rendezvous). Unfortunately, this causes 
a number of individuals to be accidentally injured, 
especially those who are moving erratically, as a wild 
animal might. It happens so often, in fact, that there’s a 
local term for it—getting bucked.

Sweet End: A tangled sprawl of circular walkways, 
dead-end streets, and hilly paths, Sweet End is where 

friendly. Forever Street is the main thoroughfare in 
this area. Lit constantly by huge amounts of baubles, 
which are stacked and cemented into shapes, letters, 
and place names, Forever Street never closes. Four 
bars, two eating establishments, and a tiny theater all 
line the street.

Milly’s Fishing Hole (not to be confused with the 
Fishing House) offers lovely women and a few 
equally lovely men who are happy to entertain 
residents and visitors, provided they have a couple 
of shins to spare. Milly’s also has a barroom and 
eatery where local bands perform. Perhaps the 
most popular musician is Will D’aevo, who plays 
a variety of stringed instruments and sings bawdy 
songs of Guran’s history in a silver-tongued voice. 
A tall, lanky man with olive skin, disheveled dark 
hair, and watchful, near-black eyes, D’aevo’s music 
seems to enhance the senses, leading listeners into 
a trancelike state. Because his music allows him 
to meld into the background, nearly unnoticed, he 
sees much of the town’s hidden underside. Those 
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information and oddly well connected to those with 
darker dealings about town.

The Marchet is the largest and most popular bar 
along the strip. Best known for its specialty drink, the 
Kiss (made of crushed berries, four kinds of alcohol, 
two kinds of juice, a secret ingredient, and the kiss 
of the one who serves it), the bar is also infamous 

owners, who also work as the barmaids and thus 
as the kissers in question, are two pairs of sisters: 
Simple and Serene, the daughters of Maggie Yets, 
and Temperance and Tranquility, the daughters of 
Marchie Yets. All four women are close in age, smart 
as whips, beautiful, and nearly identical. To say they 
occasionally create havoc by intentionally confusing 
guests as to their real identities would be a wild 
understatement. The girls, who were raised together, 
are as mischievous as their names are not.

kissed, trussed up, taunted, dropped into Sweet 
Lake, or subjected to any number of other pranks. 
Often, guests wake up with their pockets empty but 
for a note that says their goods have been donated 
to Charcee, the woman who oversees Guran’s 
organization for the unfortunate. Yet no one seems 
to mind, and some people consider it a badge of 
honor to be Kissed. By evening, the Marchet is 
booming again, and if you listen closely, you can hear 
more than one group of guests bragging about their 
exploits at the hands of the Yets girls.

Sweet End Orchards: Along the southeastern edge of 
Sweet End lie the Sweet End Orchards. The orchards 
surround Yesterday’s Lake, a large body of fresh 

for migrating birds in the warmer months.
Once a year, under the fullest moon, Guran hosts 

a large picnic and fair at the lake, complete with a 

alcoholic concoction called Cross-eyed Jack, which is 
made from crossels and a flammable liquid.

Becker Farms: Once a single farm owned by the 
Becker family, this area now hosts a number of 
smaller farms, most of which raise dossi for skrip 
and meat production.

The Wash: A swamp at the south end of town, the 
Wash is the perfect growing region for crossels. The 
Red Man of the Marsh is rumored to live there, and 
children hear bedtime stories of his crossel-stained 
skin and his appetite for disobedient youngsters. 
(“Good children,” mothers say, “taste bitter to him, 
but bad children, oh, they taste like pies and cakes, 
and he eats them all up.”) The Red Man and his pack 
of water hounds wander the marshes when the fog is 
thick, looking for children to snatch. There is another 
tale, less told and whispered only among adults, that 

offer him something he’s never seen before, he will 
bequeath you one of his water hounds, which will 
work to protect you for the rest of its life.

Bauble Mines: The Black Riage mountains end at the 
northernmost tip of Guran, and the twists and turns 
of the old bauble mines are located along this part 

up at each of their two main entrances. The mines 
have numerous levels and dead ends, so it’s hard to 
know how extensive they really are.

The Downy Dossi keeps a single copy of the mine 
maps for reference, but it never leaves the store. 
Even during emergencies, the map stays mounted 
behind unbreakable transparent synth. Guardsmen 
are required to memorize it as part of their training.

Crossels are a stimulating 
berry that, once picked 
and dried, provide energy 
in the form of drinks, 
edibles, and healing 
elixirs, pills, and potions.

GURAN HEARSAY
Revenge Is a Dish: A young man bearing the name of Doctorish 
Omash Minkle recently arrived in town. He claims to have a device 
that will give a nonlethal ailment of your choice (provided you 
choose one of the six ailments on his list) to one of your enemies 
for just 10 shins. He calls it a miracle cure, swearing that after he 
does his work, your feud with the person in question will end. After 
“treating” a dozen or so people, Minkle was kidnapped by Jirlin 
and his gang. If his device works the way he claims, it’s now in the 
hands of Guran’s most dangerous resident.

Mining for Baubles: Mylian Acan’s youngest son, Mylo, has gone 
missing. Against his father’s orders, the child spent a lot of time 
in the bauble mines, coming home with stories of violet-eyed 
creatures and worms as big around as an adult is tall. “I watch 

them from the high shelf where the eyeman lives,” Mylo told his 
father. “I’m safe up there.”

To quell the boy’s adventures, Mylian ordered stronger, more 
secure barriers to be built at each of the two mine entrances. 
Unfortunately, there’s a chance the boy might have slipped inside 
and now cannot get out. Mylian is offering a reward of 100 shins to 
any individual or group who safely returns his son.

Silver Tongues Set to Wagging: Two members of Jirlin’s gang 
have been frequenting Milly’s Fishing Hole and harassing the 
musician Will D’aevo after his performances. He claims he 
doesn’t know what they want, but he appears nervous about 
their constant presence. Recently, one of the men was found 
dead in the Wash, his throat cut as if by a thin string.
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with platinum hair who uses a variety of numenera 
weapons and tools to accomplish his commissions 

REDSTONE
Redstone is a moderately sized village carved into 
the side of one of the canals in a slope. A quarry at 
the top of the slope gives the village its name, as it’s 
the source for an interesting red stone that always 
seems to contain a pattern of multiple straight lines 
with regular angles.

MATHEUNIS, THE COLD 
DESERT
Wild and untamed, the vast region south 

and east of the Steadfast, stretching from the 
coast of the ocean to the edge of Seshar, is known 
as Matheunis. Some call it the Cold Desert. For 
the most part, it’s a dry land of stone and sparse 
vegetation. Large black carrion birds fly overhead, 
looking for creatures that have strayed too far from 
safety in this realm of little sustenance.

the Steadfast have moved south to villages free 
of empires and kings. Of course, this growth has 
influenced some rulers, such as the Empress of 
Pytharon, to begin to look southward with interest.

Free of large cities other than Nihliesh, Matheunis 
is dotted with isolated aldeia that keep to themselves 
almost to the point of xenophobia. The people of 
the land are herders and subsistence farmers. One 
of the most common types of produce raised is ice 
candles, a melonlike fruit that grows better in cold 

King Falton and Queen 
Sheranoa: both level 
3, level 5 in pleasant 

interaction and seeing 
through deception

Diario Mardain: level 7, 
level 8 in all manner of 

deception and subterfuge; 3 
points of Armor; a variety of 

level 9–10 poisons

NEBALICH
If there is a haven for civilization in the Beyond, it 
might be the city of Nebalich. Its king and queen 
rule justly from their silver and emerald palace that 
overlooks the sea, royal banners fluttering in the 
wind. King Falton and Queen Sheranoa, although 
short, stout, and unattractive by conventional 

standards, are two of the most 
loved rulers in the Beyond (and 
perhaps the Steadfast as well).

Nebalich has approximately 
35,000 people and includes a 
fairly large number of varjellen 
and a few lattimors. A maritime 
city, Nebalich is also the 
beginning of the canal trade 
routes. It boasts citadels of 
white marble and wide plazas 

markets and festivals.
But like most cities, 

Nebalich has its dark side. 
A group of professional 
thieves operates out of the 
community, preying on the 
citizenry, the people of the 
surrounding area, and even 
the riverboat traders. They call 

themselves the Yellow Serpent, 
and chief among them is a 
man named Diario Mardain, 
who works not as a thief 

but as a master assassin. 
He is an attractive man 
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Drakka: level 1, level 2 
for perception, level 4 for 
defensive actions

temperatures rather than warm.
Matheunis is also the domain of many dangerous 

beasts and marauding abhuman tribes, particularly 
margr and murden. For reasons unknown, the region 
has far more than its share of mutants.

One thing that many Matheunis folk share is a 
fascination with drakka, insects that grow to 1 foot 
(0.3 m) in length. Drakka are similar to bluebottle 
flies but a bit more intelligent, and they can be 
captured and domesticated as pets. Some people 
use drakka to help herd the brown-wooled umlan 
goats or as watch animals trained to alert their 
masters to signs of trouble spied from on high.

NIHLIESH
An ancient machine, likely once a mobile vehicle-city 
of some kind, lies half buried in the caked earth. More 
than two hundred years ago, nomads explored its 
interior and found—among other things—a pair of 
massive devices that they brought back to life. These 
resurrected mechanisms produce a thick, orange-
brown fluid now called churn. Churn can be shaped 
and molded easily, and once dry, it’s harder than stone 
but fairly light. The nomads began to build atop the 
half-buried vehicle, raising curving towers, impossible 
spans, and shapely domes of churn painted in vibrant 
colors. They named their new city Nihliesh, after a 

word in their language meaning “tiers.”

is the machine itself, where workers maintain the 
churn-producing devices and shape the material as 
it comes out. The original buildings erected atop the 
machine compose the Second Tier. These haphazard, 
squat structures are so crowded together that when 
you’re within and among them, you’d swear that you 
were underground. Atop this tier are the elegant, 
artistic buildings that Nihliesh is best known for, with 
tall spires reaching high into the sky. Residents call it 
the Third Tier or the Upper Tier.

Each tier is ruled by a powerful entity. These 
leaders come from a group called the Fahat, the 
descendants of some of the original explorers 
of the machine. The Fahat are mutants, many of 

member of the city’s upper class. In fact, the people 
of Nihliesh venerate mutation in general. Some 

ritualistic displays of adoration.
Nihliesh is the largest city in the Cold Desert, the 

home of more than 20,000 people. About 5,000 of 
them live and work in the First Tier, where they rarely 
see the sun or breathe air not tainted with the fumes 
of churn production. They live short lives of hard work, 
debilitation, and disease, yet their position is coveted, 
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for some of them, or their offspring, become Fahat.
Another 5,000 people live in the dark tunnel-

streets of the Second Tier, although some of them 
spend as much time as possible in the Upper Tier. 
The residents of the Second Tier are the lowest caste 
of the city, living neither in the light of the Upper Tier 
nor among the prestigious machines of the First Tier.

Half the city’s populace dwells in the Upper Tier, 
where the wealth of Nihliesh is clear. Glass and 
glowglobes of various sizes and shapes have been 
worked into the towering buildings and graceful domes. 
Powered elevators allow residents to reach the highest 
floors of the towers quickly and easily. Shops and 
markets stock much of what the Steadfast can offer, as 
merchant caravans from throughout the lands come 
into and out of Nihliesh heavy with goods and wealth.

The Upper Tier also hosts the Citadel of the Fahat, 
where learned researchers study evolution and 

People of Interest
The ruler of the First Tier is Gayv-oreth, an obscenely 
obese man covered with pustules that ooze various 
fluids. Through concentration, he can control the 
composition of these fluids, allowing him to produce 
life-giving elixirs for his faithful followers as well 
as streams of powerful acids or poisons to defend 
himself. Gayv-oreth is a kind and compassionate 
ruler, but his appetites sometimes get the best of 
him, transforming him into a dangerous, insatiable 
monster. Still, his people love him and habitually 

Gayv-oreth: level 5; 
health 50; can produce 

fluids that heal or harm 5 
points as an action each 

round

forgive his crimes.
The ruler of the Second Tier is Ni-chodoss, an armless, 

eyeless, multibreasted woman whose elongated torso is 
almost like a snake’s tail. She has an array of telepathic 
and telekinetic powers, and her network of telepathic 
spies, thieves, and assassins allows her to control the tier 
as well as exert silent influence in the Upper Tier. Unlike 
the people she rules, Ni-chodoss is extravagantly wealthy, 
thanks to her thieves.

Mada-liviss rules the Third Tier. Almost 8 feet 
(2.4 m) tall and inhumanly lithe, she is devastating 

Mada-liviss is quite old and growing feeble, a fact 
she hides well. However, people have begun to 
notice that she appears in public less and less.

CITADEL OF THE IRON SAINT
A tall, rocky precipice provides a perch for a dark 
castle known as the Citadel of the Iron Saint. Its 
inhabitants are anything but saints, however. A 
second, numenera citadel floats next to the castle, 
tethered by cables and guy wires.

The Soul Court 
of whom lives in the citadel full-time. They hail from 
throughout the Ninth World. When they meet in the 
castle, they use an extraordinary artifact to tap into 
the power of the ancient structure. It allows them to 
send their conscious minds throughout the world, 
inhabiting the bodies of whomever they come across. 
They experience the world through the senses of their 
hosts and completely control the hosts’ actions. If their 

MATHEUNIS HEARSAY
The Hundred-Year Flood: Washing 

down out of the highlands to the west, a flash 
flood has swept through the lowlands, devouring 
entire villages. People are stranded and in need 
of rescue, or at least food and medicine.

Mechanized Rampage: A war machine from 
days long past has reactivated and roams the 

of local villages have put out a call for anyone 
who can stop its reign of destruction, offering all 
manner of rewards.

Lost Loot: A group of bandits raided a wealthy 
village of its valuables, but then they turned on one 
another. A few bandits survived, but laden with so 
much loot, separated and alone, they reportedly 
all came to lonely ends. The valuables now lie 
somewhere in the desert, waiting to be found by 
intrepid explorers who will return them to their 
proper owners or claim the riches for their own.

THE WEIRD OF MATHEUNIS
The Warming Column: A tall, beautifully decorated 
column of sophisticated ceramics stands alone in 
the desert, radiating a comfortable heat. Travelers 
who know of it use it as a familiar waypoint at 
which to make camp at night.

The Black Pool: A small black pond in the eastern 
part of the desolate landscape is fed by no 
noticeable source. Its waters are poisonous to 
drink, but if a creature is immersed in the dark 
pool, it emerges glazed in a protective coating 
that provides 3 points of Armor. However, the 
coating feeds on the flesh of the creature, dealing 
1 point of damage per round.

Devilweed: A plant that grows sporadically 
throughout Matheunis can be used as a powerful 
narcotic with extraordinary addictive qualities. 
However, those under its influence experience 
similar hallucinations of a strange land with three 
moons in the sky, inhabited by odd avian creatures.

Ni-chodoss: level 6; 
telepathy within 1 

mile, up to 100 targets; 
mindscan targets within 

long range; telekinesis 
within 500 feet (152 m), 
up to 1,000 pounds (454 
kg); telekinetic blast with 

long range, 8 points of 
damage

Mada-liviss: level 4, level 
6 when attempting to use 

influence or charm

Soul Court member: level 8
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unwilling host dies, is grievously harmed, or otherwise 
ceases to be useful or entertaining, they simply move 
on to the next available body. Although it’s possible that 
a few members of the Soul Court use this power in the 
service of their own goals, for the most part, they simply 
relish in the dark entertainment of it.

Few people know of the Citadel of the Iron Saint, 
and even fewer realize that the Soul Court exists. If 
the members were discovered, they could be slain 
easily while in the trancelike state they enter while 
possessing other bodies.

FOUNDATION STONES
Legend has it that the Foundation Stones are the 
oldest relics on Earth, dating from the earliest of the 
prior worlds. There is no evidence to support this 

by the folk of Matheunis.
The seven stones float high above a particularly 

that have been eroded by aeons and covered with so 
much sediment that they are easily mistaken for natural 
cliffsides and plateaus. The largest of the stones, shaped 
like a diamond and almost 1 mile (1.6 km) from top to 
bottom, is called the Stone of Margul. It floats nearly 
a half mile (0.8 km) above the ground. Perhaps more 
interesting, however, is the Symbol Stone, a much 
smaller flat-topped rock that floats 2,000 feet (610 
m) in the air. The Symbol Stone draws water from an 
otherworldly source in a portal at its heart and pours it 
down in four separate streams, creating a narrow river 
that runs through the desert to the sea. At the top of the 
stone, a holographic projection of a mysterious symbol 
floats, lighting the night sky for a mile around as though 
it were a second moon.

The Foundation Stones are so named because 
Ninth Worlders sometimes suggest that they serve as 
the foundation of the sky, holding the heavens aloft.

THE SOUTHERN WALL
Bordering the southern end of Matheunis is the 
Southern Wall, a glacial formation of impassible 
peaks and sheer cliffs. Surrounded by frozen lakes 
and often covered by snow and hailstorms, the wall 
seems less a product of its environment than the 
other way around. In fact, some people speculate 
that the wall is what generates the bone-chilling 
conditions that infuse everything in the Cold Desert.

Those who brave the deadly freezing air to 
approach the Southern Wall report that the 
temperature drops rapidly with every step. The sharp 
retort of creaking and cracking resounds constantly 
from deep within the ice.

THE FAHAT

quasireligious faith that reveres the blessing of mutation. They are the 
equivalent of divinely touched luminaries, considered saints or demigods 

The researchers that work for the Fahat in their Nihliesh citadel strive to 
fully understand mutation and why it is caused by some of the numenera. 
They secretly hope to one day control it, making new, tailored Fahat with 
appearances and advantages of their own design. The Fahat themselves 
do not relish the randomness of mutation, even though it is a core tenet 
of the faithful who revere them. If they ever achieve the control they desire, 
they would likely never reveal it to the general populace, instead using it to 
create better and stronger Fahat members as proof of their organization’s 
blessings and power.

The Order of Truth does not like the growing influence and adoration of 
the Fahat. There is every reason to believe that if the Amber Papacy were not 
so preoccupied with its crusade against the Gaians, it would use force to 
squash the Fahat “religion” before it roots too deeply in the heart of the large 
and important trade city of Nihliesh.

71.58.140.236



212

THE FIELDS OF FROZEN FLOWERS
The Frost Flowers
My love, my love,
your heart you do swear
so I beg of you show it
with a bloom for my hair.
Not golden, nor crimson,
nor any other hue.
For the heat of your heart,
frost alone shall prove true.

Here, among the icy lakes, perhaps more than any 
other place in the world, hearts are broken, loves are 
lost, and futures are drowned—all in the pursuit of a 
flower that will last no longer than the time it takes to 
pluck it from its watery garden and carry it away.

Deep in the Cold Desert, far southeast of Nihliesh, 
resides the Fields of Frozen Flowers. Consisting of 
three interconnected salty lakes that are lightly frozen 

and death. During the times when the wind is dead 
quiet and the world is covered in frost, ice flowers 
form and float over the thinly frozen water of the lakes. 
Born when the lakes’ salt and bacteria combine with 
the moisture from the still air, every frost bloom is 
as different and temporary as a flake of snow. Thus, 
they are considered by many to be the only tangible 
evidence of the vast diversity and delicacy of true love.

In many parts of the Cold Desert and beyond, 
young people memorize the poem “The Frost 
Flowers,” and a common conversation among 
new couples is to wonder whether a frozen bloom 
has begun to form along the thin ice of the lakes. 

Symbols of the frozen flowers are used in jewelry, 
writings, and tattoos to prove the strength of one 
person’s feelings for another.

to gather and even harder to retain. The ice beneath 
the blooms is thin for walking and may drift with the 
wind, and the temperature of the salty water is far 
below freezing. The briny liquid swims with all manner 
of sharp-toothed and snake-headed creatures, hoping 
for a snack. If a suitor manages to survive the water 
and its inhabitants, success is still unlikely; once the 
flowers are plucked and in hand, they begin to fall 
away immediately, sometimes leaving little more than 
a single snowy drop on the palm.

So many young lovers are lost to love’s watery 
garden that there is a myth of bodies building up 
below the surface, creating a bridge to walk on. There 
are other myths, too, of the dead men rising from 
beneath the surface, their hands now frozen enough 
to carry the flowers all the way to their beloveds.

More than one young man has been sent to bring 
back a flower by a lover who hopes that he will not 
return. And many young men who have gone off to 
“bring back a flower” have been found in other parts 
of the world, living happily with no thought of the 
one they swore true love to.

Along the shores of the lakes, villages have sprung 

the lover’s swim. Most services offer hearty drink, 
warm clothes, weapons, and numenera designed to 
ease the task, but a few places provide lodging and 
celebration for the rare couples who make it through 
the trials of true love.

Some believe that beyond 
the Southern Wall, 

there lies a hidden city 
secluded within a rift 

in the massive glaciers 
that consume the region. 

Rumors say that this 
city, if one can reach it, 
is uncannily warmed in 
some fashion, a sort of 

secret paradise.
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CHAPTER 13

THE CLOCK OF KALA
This impossibly tall, impassable mountain range 
makes an nearly perfect ring around the region 
known as Augur-Kala. Viewed from above, the 
range looks almost like a clock face, interrupted by 
one perfectly straight, wide pass called the Sheer. 
Other than the Sheer, the snow-capped peaks of 
the Clock rise 30,000 feet (9,145 m) or more and 
afford no passage. Even traveling over 

storms that rage with a constant ferocity.

THE SHEER
No knowledge of geology is needed 
to recognize that the Sheer is an 

Clock of Kala. It stretches for 320 
miles (515 km) and is a uniform 
73 miles (117 km) wide, with 
perfectly smooth, vertical walls 
cut through the mountains. The 
ground of the Sheer is generally 
as smooth as the walls, although 
the aeons have brought about 
minor changes due to falling 
rocks, geological upheavals, 
and so on. Still, after however 
many millions of years it has 
existed, the Sheer remains 
more like a corridor than a 
mountain pass.

The walls of the Sheer are frequently punctuated 
with waterfalls that drop the entire height—about 
10,000 feet (3,050 m) on average—and collect 
in pools and streams that disappear beneath the 
mountains again.

At each end of the Sheer, people have built a 
trade city. A single road connects these two cities, 
offering the only means of traveling between the 
Beyond and the otherwise sequestered land of 
Augur-Kala.

NOROU
A town built at the western end of the Sheer, Norou 
is a waypoint for travelers and merchant caravans 
before they make the 320-mile trek to Wislayn (or 
after they arrive from that city). The Sheer has no real 
stops along the way, so Norou is the last place to 
resupply before heading east.

A great deal of trading occurs in Norou. 
Merchants and customers exchange the exotic 
goods of Augur-Kala flowing from the east with 
wares from the Beyond or even the Steadfast 
coming from the west.

The ruler of Norou is a tyrannical despot who 
calls himself Lord Abellor. He expects a high 
tribute from all merchants traveling through 
his town, and while he has soldiers to back up 
his demands, he also does so with his own 

power. Abellor no longer has a 
human body. He exists as a 
brain within the interior of a 
powerful automaton that he 
controls. Behind his back, 
the people refer to him as 
Lord Iron-Pants.

The population of Norou 
is about 6,000. While most 
of these folks are merchants 
or service providers catering 
to travelers (with inns, 
brothels, pubs, and so 

forth), many are beggars and thieves.
“Iyene Who Knows” is a knowledge broker who 

calls herself a hunter of information. She has 
worked as a spy and a thief in the past, but now she 
gathers and trades information in Norou. Known 
by the criminal element of the city, by those in more 
legitimate work, and even by people in distant towns, 
she does not value money or items but instead 
wants information in exchange, always increasing 
her primary commodity.

Augur-Kala, page 215

During the winter, the 
pools and streams around 
the Sheer fill with pale, 
blind squid. Having spent 
their adolescence beneath 
the mountains, the adult 
squid attempt to propel 
themselves up the waterfalls 
to spawn. If captured, they 
produce a dark green ink 
that lasts for many years.

Lord Abellor: level 6, level 
7 in all combat tasks; 40 
health; 5 points of Armor; 
long-range weapon can 
make up to three attacks 
in a single action (8 points 
of projectile damage per 
attack)

Iyene: level 4, level 6 at 
subterfuge, level 8 at 
all types of knowledge, 
information, and lore
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WISLAYN
“At one end of the Sheer lies the trader town of Norou. 
At the other end is some kind of crystal tree that they try 
to pass off as a trader town as well.”

—Nalla, a traveling minstrel

In the middle of the eastern end of the Sheer stands 
a tall structure of violet crystal that resembles a 
tree, a tentacled sea creature, or perhaps a polyp 
80 feet (24 m) tall. This strange artifact is used by 
approximately 1,000 people as a sort of town. Slightly 
more than half of these people are Augurs.

Touching the crystal transports you into an 
extradimensional space that appears to be inside 
the “tree.” The sky and ground are deep purple, hard 
and smooth. The space is about a half mile (0.8 
km) across, and inhabitants have erected buildings 
of wood brought from the outside. Many resemble 
normal structures with walls, doors, and roofs, but 
others are hastily constructed barriers of light wood 
and cloth, since there is no need to keep out the 
elements—the space has nothing resembling weather 
of any kind. Walls in Wislayn are merely for privacy.

Newcomers appear in an open plaza at the center 
of the town. At any given time, anyone in Wislayn can 
mentally access the “exit” and simply appear back in 

the normal world, next to the crystal tree.
The ruler of Wislayn calls herself the Ghostis and 

acts as though the town is her private home in which 
she hosts visitors—and to her, everyone in town 
is a visitor. She is beautiful and elegant, very likely 
an Augur, but her appearance is almost certainly 

she wears a white, diaphanous gown of sheer fabric 
that trails well behind her. Gossip says the Ghostis has 
the ability to eject visitors from the extradimensional 
space instantly, as if they had willed themselves to 
leave, and can prevent them from reentering.

Those who believe the rumor further speculate 
that her intelligence was uploaded long ago into the 
Wislayn crystal itself, and the body she uses is an 

human or from the Ninth World at all—who can say?

Rumors say that there is 
a transdimensional warp 

that connects Wislayn 
with a secret location in 

Ancuan, in the Steadfast.

CLOCK OF KALA HEARSAY
Seeking Passage: A mysterious trader 

seeks a way across the Clock of Kala without 
traveling through the Sheer. She offers any explorer 
his weight in shins (or the equivalent thereof in 
other valuables) to discover such a means.

Inverted Mountain: On the eastern inner curve of 
the Clock of Kala is a mountain unlike the others. 
Impossibly, the peak is narrow at the bottom 
and wide at the top. Whether reinforced with an 

manipulation, the mountain is clearly a relic of 
an earlier time. What other numenera-related 
secrets it might hold, no one knows.

THE WEIRD OF THE CLOCK OF KALA
An Eye Toward the Future: A one-eyed woman has 
recently come down out of the peaks, claiming 
that she found a still mountain pool of intelligent 
water that offered to take her to the future.

Good Hunting: Small, rodentlike creatures called 
seterdins live in burrows throughout the Clock 
of Kala. Strangely, one in ten has a numenera 
implant in its brain. The implants seem to be 
inactive, but some people claim to be able to use 
them to create interesting cyphers.

Synth Rods: Scattered throughout the Clock of 
Kala are blue synth rods, each about 10 inches 
(25 cm) long. When two rods are brought 
close to each other, they snap together, either 
lengthwise or forming a right angle. It would 
seem that if all of the rods were brought 
together, they would combine to form some 
kind of lattice or structure.
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AUGUR-KALA
Not technically part of the Beyond, the 

land known as Augur-Kala is as exotic and strange a 
place as anyone in the Steadfast could imagine.

The people of this realm are called Augurs. Although 
they appear no different from the humans of the 
Steadfast and the Beyond, they come from entirely 
different stock. They are, on average, smarter, stronger, 
faster, more attractive, and far less prone to disease. 
The expected lifespan of an Augur is 300 years. In 
the extremely rare event that an Augur mates with an 
outsider, procreation is possible but highly unlikely.

but unlike the people of the rest of the world, their 
knowledge of it seems to be declining rather than 
increasing. Long ago, generations of Augurs had 
such a close relationship with the ways of the ancient 
past that they almost seemed like the people of a 
prior world themselves. But with each passing year, 
their expertise fades as older folk die and take more 
and more knowledge to the grave.

As if to punctuate this decline, near the center of 
Augur-Kala is a large metal structure that appears to 
have burst violently from the earth long ago. Legend 
has it that the Augurs descend from people who 
dwelled within this structure, sleeping underground for 
aeons. If true, it happened so long ago that no Augur 
has any memory of it, nor memory of anyone who did.

Augurs have their own language, but some—
mostly traders and merchants—speak the Truth. 
Occasionally, they use speaking machines to 
translate what they say and hear.

The land of Augur-Kala is green and fertile, with 
rolling hills, babbling streams, and pleasant weather. 
Villages and small communities are rarer here 
than elsewhere in the Ninth World, with a higher 
percentage of the population living in cities. Many 
cities exist, but the two best known to outsiders are 
Urzat Zarteri and Sada Emidu (although, technically, 
the trade city of  Wislayn on the eastern end of the 
Sheer is largely an Augur community).

Augur-Kala is not without its dangers, of course, 
but most of its beasts, abhumans, and creatures are 
different from those in the Steadfast or the Beyond. 
Perhaps most terrifying of these are the Lug Sorek, 
which resemble great winged cragworms more than 
anything else.

URZAT ZARTERI
Urzat Zarteri is an Augur fortress-city built on a high 

The place is stark and functional, its primary function 
being defense. The city is extremely wary of strangers.

Stretching out from the wall, the land is a vast bog 
patrolled by guardians called Narit Gresh. These sentries 
appear to be ancient, floating cylinders of rusty metal 

topped with the grafted heads of beasts, fleshy tendrils, 
and an array of sensory apparatus and weaponry.

About 15,000 people live in the multileveled city, 
although at least 2,000 of them are soldiers who wear 
chainmail armor and are trained in the use of sword-
staves as well as the occasional numenera weapon. 
The commander of the troops and the city itself is 
known as the Allagos, a title won through experience, 
appointment, and formal combat. The current 
Allagos is a tall, broad-shouldered woman with short 
hair and a series of scars on her face and neck. 

SADA EMIDU
In the language of the Augurs, Sada Emidu means 
“River City.” It has a population of 100,000 and teems 
with unique spindle towers of metal, crystalline 
domes, and buildings made of energy rather than 
matter. Serving as a sort of capital, the city is the home 
of the ruler of Augur-Kala—the Zealitor, a title that 
equates roughly to “prince.” The Zealitor is a being of 
engineered flesh fused with synth enhancements in 
body and brain. His grand palace is built atop a number 
of bridgelike spans that cross the Indygel River; the 
entire structure is poised above the rushing water.

The Allagos: level 8, level 
10 for all combat tasks; 34 
health; 4 points of Armor

The Zealitor: level 10; 50 
health; 4 points of Armor

AUGUR-KALA HEARSAY
Cure for What Ails You: A scholar 

among the Augurs believes that their race is 
slowly devolving. He seeks explorers willing 

that he can use to stop the deterioration from 
continuing into further generations.

Divided Camps: A group of Augurs seeking 
independence from the rule of the Zealitor has 
gathered in an armed camp outside of Sada 
Emidu. In response, the Zealitor is reportedly 
threatening to unleash troops and his personal 
war machine—a hovering, armored dreadnaught 
with long-range disintegration artillery—to quell 
the rebellion.

THE WEIRD OF AUGUR-KALA
Stampede of Ghosts: A horde of ultraterrestrials, 
only partially in phase, moves en masse through 
the land from time to time, distorting reality 

painting. Their passing leaves a bizarre wake in 
the wilderness.

Dead Machines: In the southern region of the 
land, a number of wheeled metal machines 
lie dormant, damaged by weapons that inflict 
terrible heat. Portions of the machines have 
been entirely melted.

"The so called Augurs of the 
Augur-Kala region are in 
some ways as alien to the 
humans of the Steadfast as 
we varjellan are. Curious, 
don't you think?" ~Visixtru, 
varjellan philosopher

Cragworm, page 236

Narit Gresh: level 6, level 
7 at perception and ranged 
attacks; 25 health; 4 points 
of Armor; ray projector with 
long range that inflicts 7 
points of damage

BEYOND THE BEYOND
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THE�UNIVERSITY�OF�DOORS
Turn�every�key.�Open�every�door.�Step�through�into�your�future.

Have you always believed you were destined for great transitions? That your true purpose was found only in the discovery 
of openings to new places and experiences? That archways hold the keystone to life? Have you always known your way 
around physical and metaphorical locks, keys, passwords, and hidden panels? Then the University of Doors might be the 

place for you.

passage discovery, and architectural synthmongery. Those with language and mechanical skills may pursue their interests in 

retrieval, distance traveling, pocket doors, and planal transition, as well as in our Passageway to the Stars program. Those with 

hallowed corridors.

Degree programs at the University require at least ten years of intense study and may necessitate as many as twenty 

interplanetary studies.

Potential students should take note: in this place where exits and entrances are revered, little attention is given to the other 
parts of life. Conversing, sleeping, partying, and even eating are conduits to what truly matters: the discovering, opening, and 
entering of doors. Here, hallways are merely channels to the next door, buildings exist for the sole purpose of holding doors, and 
life is without the amenities to which you may be accustomed. As a student, you will be expected to focus on your studies and 
explorations, on your future passages and not on what’s passed. Should you enter our hallowed archway, the door that was your 

forever closed to one of our graduates.)

The University of Doors accepts students of only the highest caliber, those who show great promise with the transitory places 
of the world. Potential students may begin the application process by discovering the university door nearest to them. Find it, 

The University of Doors: 
The Keystone to Your New Life
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THE GROUNDS
The school grounds are surrounded by a chimeric wall 
of doors, gates, openings, and passageways. These 
entrances of all sizes and shapes appear to overlap, 
connect and disconnect, change location, and open 
and close at random. Some doors are inside other 
doors. Windows, locking mechanisms, and hinges 
without purpose sometimes appear as well.

To pass the second stage of application, students 

the illusions. The Archivolt—a flock of mechanical 
birds in the shape of keys—fly through and around 
the doors in the chimeric wall and caw clues to each 
prospective student. To say the Archivolt is annoying 
would be to describe the flock too kindly; the creatures 
seem to take pleasure in taunting and harassing 

keys created and programmed to seek out, discover, 
and unlock the hidden inadequacies of a human’s 
mind, and they are very good at what they do.

GAINING ENTRANCE
The Archivolt caws the clues to potential students 

suggests the material to be used for the key, and the 
second part hints at the action to be taken.)

1. Bird got your backbone? Introduce yourself.
This door is built of wood and synth, with a 

conventional lock. Students must build a key from a 
type of spine or backbone, whether bone (the spine of 
an animal), stalk (the spine of a plant), or synth (the 
main component of a piece of technology). Almost 
anything will work as long as it can be considered a 

OUTSIDE THE BOUNDS 
OF THE NINTH WORLD

Some locations important to the Ninth World 
technically do not exist in the Ninth World at all. One 
such place is the University of Doors.

GETTING TO THE UNIVERSITY
The University of Doors is situated in an alternate 
universe, but its location is a well-kept secret, even 
from those who work and study there. Students, 
professors, and staff leave and arrive by way of special 
university doors that are hidden throughout the 
world. Discovering and opening one of these locked 
passageways, typically called diums

dium and use it to reach the university’s threshold are 

to the school, most are turned away without being 
asked inside the chimeric gatewall that surrounds the 
grounds. Less than 1 percent of applicants are actually 
invited to pursue their education.

Diums can be located anywhere in the world, be 
made of any substance, and use any type of locking 
mechanism. They typically appear at random for one 
hour to one day at a time.

Some potential locations include:

The Emperor of Green: This giant tree, which reaches a 
height of 700 feet (213 m), grows in the Westwood along 
Navarene’s coastline. The dium appears at random on 
the north-facing side and disappears after an hour.

Tremble Pass: Once a year or so, a circular door 
appears in Tremble Pass, stretching the ground open 
into a cavernous passageway. More than one current 
student began her illustrious career by falling and 
tripping into this door.

The Maestro: Selim Said (level 6) spends his time 
exploring the mysteries of the Ninth World and is often 
found studying the foundations of flying and floating 
cities, buildings, and the like. Rumored to be a former 
headstone (key holder) of the university, his charming 
demeanor masks a brilliant mind and a strong body. 
Those who take the time to get to know him will 
uncover another secret: within the neural network of his 
mind resides a portal to the university—but only for the 
person who holds the proper key.

The Unseen Lake: When invisible storms ravage 
the lake, as happens during its wettest season, a 
whirlpool door occasionally opens in the wake of the 
disaster. This door is visible only by what’s caught in 

and other creatures could take a running leap and 
attempt to jump through the door’s opening.

Those who purposely seek 
entrance to the University 
of Doors for their own 
advancement may find 
their efforts thwarted. 
Nobody knows how, but the 
University seems to play an 
active role in choosing its 
applicants.   

71.58.140.236



218

spine or backbone of an object or 
creature. Students must insert this 
key into any part of the wall and 
speak their full name aloud, and 
the door will settle into its rightful 
place. If students struggle, the 
Archivolt might deign to “help,” 
offering such useful suggestions 
as “Where is your key? How shall 
you enter?”

2. And if you are the key? Step 
forward.

The second door is built of 
nanoparticles that are designed 

who wishes to enter. Doors 
like this are often used to travel 
between places where dangerous 
creatures attempt to latch onto 
travelers and pass through the 
entrance with them. The precise 
shape of the doorway keeps 
unwanted passengers from going 
through. In this case, the key is a 
representation of the student and 
can be a drawing or something 
similar crafted out of any material. Students merely step 
forward into the wall with their depiction, and the door 
will appear. The Archivolt loves this clue and often uses 
it to deride the student’s shape in the guise of giving 
assistance.

3. There are no sounds to enter this place. Fly.
This door is built of stardust from another world. 

At one time, it was likely a door to another planet, 
but now it allows only a visage into that place, a 
green orb of swirling dust and winds. Silence is the 
key; if students say nothing, the door will appear. 
Then they must jump into the whirling visage, which 
transports them to the other side of the wall.

THE BUILDINGS
Inside the chimeric wall sits a vast, rambling university 
constructed of a hodge-podge of materials, all put 
together with seeming randomness. Most of the 
structures are built of entrances of one sort or another: 
closed doors, double doors, sliding doors, portals, 
gateways, raw openings, and more. Some of these are 
simple doors that merely provide access into a building. 
Others resemble doors but don’t lead anywhere. Still 
others open to places unknown and impossible—dark 
landscapes never explored, the point of cellular mitosis, 
the eye of a hurricane, the internal structure of a working 
brain.

Colod, the university’s 
catlike mascot, can most 

often be found in the 
Atrium.

Despite the unusual 
appearance of the buildings, 
they all have a purpose, 
including student housing and 
community spaces, laboratories, 
classrooms, gathering halls, staff 
lounges, and doorway disposal 
and manufacturing facilities. 
Students are expected to live on 
campus during their studies, 
while staff may reside there or 
elsewhere (except the headstone, 
who may not leave the university 
grounds during his tenure).

Some of the more prominent 
buildings include:

The University of Doors Science 
Lab: This lab is the largest 
building on campus, and—
thanks to an infamous exploding 
double-door incident in the 
university’s recent history—nearly 
everyone refers to it as the T&E 
(the Trial and Error). Here, the 
majority of the experiments, 
studies, and hands-on lab work 
takes place.

Hinge Lab: Once just a wing of the T&E, the Hinge 
Lab has grown large enough to require its own 
structure, a tall, triangular wood building. Historically 
considered one of the less important elements of a 
door, hinges are now better understood as the grease 
in the passage wheel, easing the transition from one 
place or state of being to another.

The Atrium: A large glass building in the shape of 
an orb with hundreds of honeycombed windows, 
the atrium houses a collection of living passages for 
study, including plant-based gateways, creatures with 
entryways in or on their bodies, and sentient doors.

The basement of the Atrium houses a subversive 
section of studies that is not on any of the brochures 
or propaganda. Simply called After Life, this branch 
of the university explores the transitions between life 
and death, between death and what comes after, and 
between what comes after and what begins anew. After 
Life students are called Passers and often dress in 
alabaster, which they believe to be the color of death.

The End of Doors: Typically called the EOD, this circular 
red brick building is the only one on campus that 
maintains no more than one doorway at any given time. 
This door is a simple wooden door with no lock, and it 
leads from outside the EOD to its vast, round interior. 
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Peregrines, page 368

Sajeen Dar: level 4; 20 
health; escapes through 
doors; sneak attacks by 
stepping out of a door he 
creates and attacking for 8 
points of damage

Here is a no-door zone, a place where students go 
to leave behind the world of doors and feel the safety 

respite here, and others come to study the effects of 
being inside a solid, mostly doorless space.

People of Interest
The Headstone: The headstone is the title given to 
the disciplinarian and key holder of the university. 
Every ten years, one rule-focused member of the 
graduating class is chosen to become the new 
headstone. During the ornate ceremony, a number of 
keys, both physical and mental, are passed from the 
retiring headstone to the new one.

While at the helm of the university, the headstone 
oversees everything from student admissions 
and disciplinary measures to the curriculum and 
graduation ceremony.

Once his reign ends, the former headstone is given 

invited to do so by the holder of that door. Those who 
violate this unspoken policy are hunted down and 
put to death by the gibbs. Thus, many headstones 
become wandering nomads, Peregrines, con artists, 
or streetmen after they leave the university.

The current headstone is Sajeen Dar, a man 
nearing the end of his time at the university’s helm.

The University Cabinet: This invisible governing board of 
the school ensures that all policies, rules, and traditions 
are upheld. Unseen and unheard, the cabinet includes 
members of the teaching staff as well as current and 
former students. It’s rumored that Emerita Sarsten is the 
organization’s head, but no one has any proof.

Professor Emerita Sarsten: A long-retired member of 
the school, she continues to work in the various labs 
at her leisure. Her main focus is using elements of 
doors—hinges, knobs, locks, keys, and knockers—to 
create biomechanical creatures. She occasionally takes 
exceptionally gifted students under her wing, passing 
along the secrets of biomechanical creation. However, 
none of her students has been able to match her 
talents, and many believe her innate understanding of 
biomech to be something beyond human.

Colod: Beloved by all, Colod, the university’s mascot, 
is a large catlike creature that lives in the Atrium. 
He stands about waist high to a human and has two 
combined faces, with two mouths, two noses, and 
three eyes, but he has only one brain, so both of his 
faces react in unison. Many people believe that his 
facial positioning allows him to see the past and 
the future. In recent years, Colod has started acting 

Professor Emerita Sarsten: 
level 4; 20 health

The Archivolt: operates as 
a single level 5 creature; 20 
health; emotional taunts 
deal 3 points of Intellect 
damage, ignoring Armor

Gibbs: level 5; 15 health; 
morphs into knifelike 
shapes to attack, dealing 3 
points of damage

UNIVERSITY HEARSAY
A Head of Stone: It’s nearing time for 

Sajeen Dar, the current headstone, to choose his 
successor. This year’s graduating class has at 
least three possibilities, but Dar is long past his 
deadline for selecting one. Rumor has it that he 
plans to keep power and continue his reign. If 
his hand is forced, he is the kind of man who will 

are worthy; if that fails, he will likely attempt to 
kill his possible successors.

Behind Door 11: Some people whisper that 
Emerita Sarsten is the head of the secretive 
university cabinet, but in truth she put one of her 
biomechanical creations at its helm long ago. 
This creature looks, sounds, and acts exactly 
like the real Professor Sarsten, which makes 
one wonder: Are two Emeritas wandering the 
campus, or did the living one die long ago?

The Two Faces of Colod: The university’s mascot 
has been losing weight recently and is starting 
to behave erratically, yowling at all hours of the 
night and keeping students awake. Is the ancient 
creature dying, or is he once again predicting an 
impending disaster for the university?

oddly—yowling and growling—prior to disastrous 
events. Students often pet him for good luck before 

The Archivolt: Professor Emerita Sarsten created 
this flock of mechanical birds in the shape of keys. 
The birds, which number in the dozens and range 
from the size of a human’s thumb to the size of a 
human’s head, fly through and around the doors in 
the chimeric wall. Their main job is to provide clues to 
prospective students. However, they are also designed 
to understand and unlock a person’s inadequacies. 
Through taunting caws and jabs, they break down 
students whose emotional walls are not locked 
against psychological attack. Although they poke fun 

Gibbs: These creatures are the main protectors of 
the university and of those who live, work, and study 
inside its walls. Gibbs, also created by the infamous 
Professor Sarsten, are masters of camouflage, 
typically appearing to the untrained eye as door 
knockers. They can take on a number of shapes, 
although they prefer the appearance of small 
dragons, large frogs, broken hound heads, and the 
occasional naked woman.
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Dashma Erg: level 3

Camila Beyett: level 5, 
level 6 at melee attacks 

and Speed defense

Malik Harcrow: level 5, 
level 6 at all subterfuge-
related tasks, level 7 at 

lockpicking

Aendri
Population: Slightly more than 500
Significant Feature: Most of the buildings in 
this small town are built of stronglass and thus 
transparent. Four tailors in town work to keep the 
homes well covered with curtains and roof garbs.
Person of Interest: Dashma Erg is a breeder of 

genetically engineered to carry coded messages—
and he’s made a good business of his offerings. 
He owns a large house near the center of town and 
has no curtains. Creatures of all sizes and shapes 
flutter about inside and rest against the clear walls.
Hearsay: Saya Morepin, a wealthy eccentric who lives 
in a four-story stronglass home, owns a small device 
that she calls the Portcullis. It prevents people from 

lavish parties, someone stole the Portcullis from her 
collection room and is using it to keep Saya locked in 
her home. She is offering a large reward for its return 
and her subsequent release.
The Weird: One of the fountains in the center of 
town features a pair of hands made of an unknown 
material. The water that flows over the hands seems 
to change color, and the palms have tattoos that 
form a map when viewed side by side.

Broley
Population: 500
Significant Feature: Most of the buildings here are 
built from living greenwood, a biologically engineered 
material that quickly grows over a temporary shelter 
to create a permanent structure. This gives the 
majority of buildings a softly rounded silhouette, 

the structures. The creator of greenwood, Holeon 
Ferre, still lives in Broley and occasionally takes on 
apprentices in the craft.
Person of Interest: Camila Beyett leads a group 
called the Cosmicologists, whose members bring 
their bodies in tune with the cosmos through the 

stances and interactive stretches and duels. Camila 
leads movement practice every day in Desoni’s 
Square, and her following has grown to nearly half 
the town, as well as outsiders who arrive from 
beyond its borders.

Hearsay: The Revelry of Wonder, an annual event 
in Broley, is just days away. The celebration 
includes competitions in strength, weaponry, 
crafting, and other skills. Those who specialize in 
the numenera will appreciate the Wonder Race, 
where participants are given a random pile of 
parts and materials and must create something 
workable in a few hours. The winners are awarded 
a special prize, and the winning pieces are added 
to Holeon Ferre’s growing collection of the 
numenera.
The Weird: On Cheslet Street, a block of absolute 
darkness approximately 8 feet (2.4 m) high floats a 
few inches off the ground. While walking through 
it, you can’t see, hear, or smell anything. The block 
vibrates slightly.

Dymath Fordye
Population: 1,200
Significant Feature: The town is built in the middle 
of Snakemoor Marsh, with all of the buildings 
set high on stilts. Only one bridge—a precarious 
stone walkway—leads into town.
Person of Interest: Malik Harcrow runs the local 
tavern. She is a retired thief and keeps a large 
collection of maps and keys in her storeroom. She, 
her inn, and those who seek shelter there are well 
protected by her thuman, Duror.
Hearsay: One of the town’s most eligible 
bachelors, Edmugh Folcey, was discovered dead, 
apparently from an odd bite on his face. A piece 
of what looked like a metal tooth was lodged in 
his cheek. Several local women and at least one 
man are devastated by his death and offer various 
rewards for the capture of his killer, be it man, 
beast, or something else.
The Weird: A herd of strange animals, tough-hided 
creatures that snort sapphire-hued smoke, has 
moved into the marsh. They mostly gather beneath 
the stilted home of the town’s mayor.

Essearnin
Population: 800
Significant Feature: The town sits on the banks of 
a river spanned by several bridges. Each bridge is 
built of a different material and has a unique shape.
Person of Interest: The Inn of the Blue Barker hosts 
regular duels, with a 2-shin entry fee and the prize 

OTHER VILLAGES, SETTLEMENTS, AND COMMUNITIES

This section describes some of the other towns and villages scattered throughout the Ninth World. You 
are encouraged to use them whenever you need a unique and interesting place where your players can 
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Lady Perrix: level 4, level 
5 in combat and defense 
tasks; 24 health

Jesra Cris: level 3, level 1 
at all tasks involving sight

Ames Gylley: level 3, 
level 5 at numenera 
knowledge

of free room and board for a week. Malia Noke, 
a tall, quiet varjellen, has held the title for four 
years running. She is threatening to retire due 
to boredom and the lack of worthy competition. 
Argel, the inn’s owner, is desperately searching for 

entry fees pay for his addiction to cockle gambling.
Hearsay: Tinkerers have built a contraption to 
capture a person’s image and project it in reverse 
on a flat surface for a few minutes. Recently, the 
contraption has started showing images of odd, 
alien beasts instead of the person who paid to 
have his likeness captured.
The Weird: Essearnin is built around a pyramid 
of purple stone. On warm days, the top of the 
stone splits and spouts a stream of freezing 
water. Residents call it the Icebreak.

Imalov Castle
Population: 25
Significant Feature: A lone keep with high grey 
walls, this castle sits in the middle of a desolate 
stretch of wilderness. The massive iron doors are 
always closed.
Person of Interest: Lady Perrix stands over 6 1/2 
feet (1.9 m) tall and wears heeled boots and an 
elaborate headdress to accentuate her height. 
She is leery of strangers, but those granted 
entrance are given a gracious but imperious 
reception. Everyone else in the castle is her 
servant or slave.
Hearsay: Lady Perrix is a fallen Angulan Knight, 
ousted from the order years ago. She may very 
well be insane. However, many people believe 
that she knows the secret to entering a hidden, 
subterranean complex from the prior worlds that 
lies near her castle.
The Weird: Lady Perrix has a time displacement 
device in her headdress that allows her to 
disappear for a few seconds or a few minutes 
and then reappear as if she had never left.

Songduel Ruins
Population: Just under 1,000
Significant Feature: This village is built on top of 

is said that long ago, two great songstresses met 

loved. Their songs, in their deadly beauty, razed 
the city to the ground and ensured that nothing 
would grow for ages to come. (Of course, it’s also 
possible that the soil could have been tainted by 
the poisonous sprayweapons they used on each 
other during the infamous duel, the residue of 
which seeps up each time it rains.)
Person of Interest: Jesra Cris is the village ruler. 

Ancient and blind, she mostly leaves the running 
of Songduel Ruins to her six grandchildren, who 

wreaking havoc on the village as only young 
chaperoned rulers can, Jesra has been seen 
walking the streets late at night, looking at the sky 
and wearing an odd device on her head.
Hearsay: Resident Stepfan Salink recently 
acquired a pair of bounding boots that 
allows him to jump and leap without the 
pressure of gravity. Animals of all sorts are 
attracted to these pieces of the numenera, 
and a large pack of creatures, both tame 
and wild, have begun to follow him through 
the streets. He doesn’t want to give up his 

the animals from trailing him.
The Weird: In the marketplace is a deep, 

round opening has been boarded up since 
long before the battle that created Songduel Ruins, 
but those who pass by it hear electronic beeps coming 
from the shaft. The sounds are becoming more 
frequent. Whether they are a code, a distress signal, or 
a form of music is the subject of much speculation.

Spellgill
Population: 750
Significant Feature: The village was recently 
ravaged by tremors that broke open a large rift 
down one side of Spellgill and ruined more than 
half of the buildings in town. While the village 
rebuilds, most of the inhabitants take shelter at 
the Left Bank Inn.
Person of Interest: Ames Gylley has a large 
contraption that replicates any nonliving thing 
put into it. However, each person who uses the 
contraption can press the button to replicate 
something only once. If a person tries a second time, 
even while wearing gloves or otherwise trying to 
“fool” the machine, nothing happens. Unfortunately, 
the contraption was broken during the earthquake. 

machine to replicate any one thing they desire.
Hearsay: Anyone who’s come through Spellgill lately 

no one outside the area felt the quake that felled the 
buildings. Townsfolk have begun to wonder if the 
tremors were entirely natural.
The Weird: Just outside of town, there is a long 
tunnel made of vines. More precisely, the vines 
grow on their own into the shape of a tunnel 
that seems to lead from nowhere in particular to 
nowhere in particular. They drop little seed pods 
that stick to clothing. If not plucked off, the pods 
quickly begin to grow roots in the material.

Cockle gambling isn’t 
illegal, but it’s frowned 
upon due to its high 
stakes. Those who wish 
to join a game must 
start their pot with the 
promise of a heart from 
a living creature. They 
must show proof that they 
can get—or have already 
gotten—the heart before 
they can play.

Malia Noke: level 6, level 
7 at Speed defense due to 
shield; 28 health; 2 points 
of Armor; +2 points of 
damage with her special 
single-edged sword
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Despite its divided and isolated nature, 
the Ninth World has many powerful and 
influential organizations. This section 

describes a few of the most prominent groups 

character joins one of these organizations, he can 

has the opportunity to gain a new skill.

THE ORDER OF TRUTH
Almost certainly the strongest and most 

dominant organization in the Steadfast—and 
possibly the Beyond—the Order of Truth was 
established by the original Amber Pope, High 
Father Calaval, about 400 years ago. Its members 
are called Aeon Priests, and they are the most 
trusted experts in handling, identifying, and 
using the numenera and other lore. In most 
communities, Aeon Priests are the local “wise folk,” 
looked upon with respect as leaders and advisers in 
the important facets of life.

Although the Order of Truth seems like a 
religion, technically it’s not one. The papacy has a 
structure like a priesthood and calls its members 
priests, but it’s not a religion—it’s a veneration of 
intellect, understanding, and the wonders that arise 
from such things: science, technology, and the 
numenera.

Still, many people treat the order like a religion 
regardless. These people are not members, but 
rather “adherents.” In their eyes, the order is 
focused on worshipping the past and the ancients 
who created the fantastic devices and strange 

the last century or so, the order has done little to 
discourage this idea. In fact, under the current 
Amber Pope, Durranet VI, the Aeon Priests have 
discovered that the people of the Steadfast are 
more likely to respect, admire, and obey the 
Order of Truth if they think of it as a religion. 
Thus, in larger cities, the order has begun holding 
quasireligious services to encourage this idea. They 
ritualize their teachings to respect and understand 
the numenera as the key to advancing humanity 

The Steadfast, page 136
The Beyond, page 174

Aeon Priest, page 269
The numenera, page 275

For additional information 
about High Father Calaval 

and the founding of the 
Order of Truth, see “The 

Amber Monolith,” page 6
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Qi, page 148
Durkhal, page 148

Cloudcrystal Skyfields,  
page 174

Gaians, page 134

into the future. They praise the past and those who 
lived in it for their intelligence and understanding.

The order maintains a small army, as well as 
a large organization of agents, observers, clerks, 
scribes, and other personnel. The headquarters 
lies in the city of Qi, in a complex known as the 
Durkhal. They also have a secret fortress called 
the Citadel of the Conduit that lies in a parallel 
dimension and can be accessed by any high-ranking 
Aeon Priest.

The influence of the organization—and in 
particular its head, the Amber Pope—has become 
clear in the Steadfast. Arguably, the Order of Truth 
holds the Steadfast together. The Amber Pope uses 
all the pressure his influence can muster to keep 
the so-called Nine Rival Kings from warring among 
themselves. To this end, he has called for a crusade 
against the recently discovered people in the far 
north who live beyond the . 
These people call themselves Gaians, and they are 
animists, believing that supernatural spirits inhabit 
all natural things. They revere these spirits, an act 
the order believes to be an abomination of truth. 

Steadfast, the Amber Pope branded them enemies 
of truth and declared a holy war against them. The 

has commanded a large force of warriors to go north 
and defeat the Gaians in their homelands—and in 
so doing, divert any interest or ability to wage war far 
from the Steadfast, for peace is the best way to foster 
the truth.

Some Aeon Priests do not answer to the papacy 
and consider themselves outside the Order of Truth. 
This is a confusing bit of esoterica that most people 

dwell mainly in the Beyond, gathering in isolated, 
autonomous claves to continue their research and 
work. They have no relationship with the order 
or even with one another, but they keep the Aeon 
Priest title because they respect the ideals of the 
priesthood, if not the direction that the organization 
has taken.

Member Benefits: First and foremost, the 

it commands. Joining these illustrious ranks, 
however, requires years of formal training. Further, 
in lieu of taking a new skill, an Aeon Priest can 
choose one esotery
and the priest can access its ability (after paying 
its cost). The rationale behind this power can be 
a special implant, a tiny device, or the means to 
manipulate nanomachines or other reality-shaping 
processes.

THE CONVERGENCE
If the Order of Truth has an opposite, it would be 
the Convergence. Like the Aeon Priests, members 
of the Convergence revere the knowledge of the 
past, but they seek to use it to grant power to 
themselves, not to help others. Each member 
wishes to use the numenera to gain influence not 
only over the people of the Ninth World but also 
over the universe itself. They understand enough 
of the numenera to realize that it has more 
potential than most Aeon Priests know. Matter, 
energy, space, time, and even the laws of physics 
can be shaped to their will if they determine the 
means. In this pursuit, they are ruthless, using 
coercion, deceit, and violence to get what they 
want. They let nothing stand in their way.

A rather small organization, the Convergence 
boasts a membership of approximately one 
hundred men and women, but with underlings, 
guards, lackeys, and slaves, the total number is 
easily ten times higher. Many members are nanos, 
and some are Aeon Priests who 
have renounced their order. 
All are scholars, tinkerers, 
machinesmiths, and theorists who 
understand the numenera.

Members of the Convergence 
are called magister or magistrix. 
Each typically wields an array 
of numenera weaponry and 
devices. Most have given up 
on society at large and dwell in 
secret, whether alone or in small 
groups, toiling at their dark 
goals. The Convergence has three 
main bases of operation, which 
they call their sanctums. These 
are the Scorpion Sanctum, the 
Empty Sanctum, and the Golden 
Sanctum. Each is joined to the 
others by a series of space-
bending gateways. About one-
third of the organization operates 
directly out of these sanctums.

New members are inducted 
in one of the three sanctums. A 
candidate must have a sponsor 
already in the Convergence, must 
be extremely intelligent, and 
must be utterly remorseless in 
the pursuit of ultimate power—
morals and ethics be damned.

Member Benefits: In lieu of 
taking a new skill, members 
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prolonged exposure to reality- and mind-bending 
technologies and bizarre mental techniques. This 

form of Armor that protects against (only) Intellect 
damage.

THE ANGULAN KNIGHTS
The Charter: Humanity has once again 
been granted dominion of the well-used 

and often misused Earth. The Ninth World is the 
Last World. We shall call it Midgard and defend it in 
the name of humanity. These are the aspects of the 
world that stand in the way of humanity’s dominion: 
creatures from elsewhere, predatory horrors lingering 
from a nonhuman past, humans that have turned 
on their own kind by committing crimes against 
their own kind, and any who prevent the greater 
good anywhere. These aspects of the world shall 
be eliminated by sword or flame, in the name of 
Midgard and the spirit of Angule.

Throughout the Steadfast, justice is sometimes 
meted at the end of a blade unaligned with any 
king or prince. The Angulan Knights are an order 
dedicated to the advancement of humanity as a 
race. They not only ignore local governments, class 
distinctions, and religious differences, they abhor 
those things. Angulan Knights feel empowered to 
right wrongs, pass judgments, and see justice done, 
and few stand in their way.

A woman named Angule founded the order more 
than 350 years ago, and her teachings have spread 
such that at least 800 knights now roam the Steadfast. 
More than a century ago, the knights made a pact with 
Thuquera, known as the Great Drake, whom all xi-
drakes revere. Today, the knighthood and the xi-drakes 
work together in their duties. 

The Angulan Knights have no centralized 
leadership. Instead, members advance through a 
series of thirteen ranks until they achieve the title 
Grand Knight, the highest one can rise. There is no 
limit to the number of Grand Knights the order can 
have. The ranks are: Red Devotee, Blue Devotee, 
Black Devotee, Knight Seeker, Knight Avenger, Knight 
Defender, Knight Marshall, Knight Justice, Knight 
Commander, Master Knight, Knight Consul, Lord 
Knight, and Grand Knight.

The knights have the blessing and support of 
the Order of Truth, and even Aeon Priests outside 
the order give them respect and aid if need be. 
However, the knights, true to their charter, do not 
afford the priests any special treatment. Many people 

related or that the knighthood answers to the Amber 
Pope, but neither is true. Once inducted into the 
knighthood in the Sanctuary of the Eye in Ghan, 

the order’s central base of operations, a knight is 
charged to go out into the world and enforce the 
charter.

Angulans typically despise mutants in any form 
and swiftly root them out, putting them to the sword. 
They don’t care for visitants, either, but suffer them 
to live if the creatures do not directly oppose the 
knights.

Member Benefits: After passing through all the 
proper initiations to become a Red Devotee, a 
member of the knighthood can choose to gain a 
special +1 bonus to damage when he feels as though 
his combat is working toward upholding the charter. 
(The player and the GM can decide whether a 
particular situation warrants the bonus.) This ability 
must be chosen in lieu of a new skill.

THE JAGGED DREAM
“War is a crucible from which one forges 
strength, courage, and mettle. That is 

the dream sent from the fire. Ours is a dream of jagged 
edges, blood, bone, and the cries of pain. Only through 
war can we advance. The ancients knew it. They waged 
wars throughout the long history of our aged world. They 
waged wars with entirely different worlds. When those 
wars ended, they sought new worlds, and even whole new 
universes to fight. The ancients knew. It is how they grew 
strong.

“Now we are here, and the fires of the crucible 
send us the jagged dream. We cannot shirk from this 
responsibility. It is our destiny to grow great as the 
ancients grew great. And we can only do that through 
bloodshed, violence, and war.

“That is the Jagged Dream.”
 —Gia Soeman, dreamseeker

The Jagged Dream is a secretive cult located 
throughout the Steadfast and the Beyond. Its 
membership is small but widespread, with hidden 
cells that meet in secret for fear of being discovered 
before they are ready.

The Jagged Dream wants to engineer conflict on 
a massive scale. Their leaders, called dreamseekers, 
claim to have had a dream sent to them from “the 

and natural selection sped up through intensive 
conflict. In short, they want war and nothing but 
war. To the cult, peace is death because it means 
that the species and culture stops advancing. 
They’re not interested in small-scale conflict—only 
large battles and long-term wars truly test a culture. 
Individuals don’t matter to their plan, only large 
groups of people.

To this end, cult members attempt to secretly 

organizations and reach positions where they 

The pact between the 
knighthood and the xi-

drakes is what prompted 
the saying, “A friendship 

as close as a knight and a 
dragon.”

Sanctuary of the Eye, 
page 148
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can whisper into the ears of the leaders (or where 
they can become leaders themselves). They try to 
stimulate weapon development and production. 
They found military academies. As their timeline 
advances, they engineer mistrust and alienation 
among people and seek ways to cause famines or 
other events that drive groups into conflict.

In the Ninth World, it’s easy to foster mistrust—

people together to create an army of any great size. 
So while on one hand some members of the Jagged 
Dream seek to divide people, others work to bring 
groups together. They want to create nations, not 
isolated villages or tribes, and then guide those 
nations to war.

Typical Jagged Dream Cell: The cult organizes itself 
into small, isolated cells. Often, a member of one cell 
won’t know the members of any other cell. Sometimes, 
however, members wear a secret sign on their clothing 
or tattooed on their flesh. These symbols include a 
small knife with a serrated blade, a counterclockwise 
spiral around an open hand, or a silver or black raptor 
swooping downward, talons extended.

A typical cell includes one dreamseeker and four or 

headquarters, instead meeting in secret in different 
places. The dreamseeker brings a portable shrine, 
which looks like a large wheeled trunk, to meetings. 

entity like a god. They recognize it as a fundamental 
force in the universe, beyond conscious thought, 
choice, or intent.

At a meeting, the dreamseeker coordinates the 
actions of all cell members. Despite the desire 
for war and bloodshed, the dreamseeker stresses 
patience. Slow movements and manipulations are 
needed to achieve their goals. Because the Jagged 
Dream’s outlook is so much larger than that of 
any one individual, the cult’s goals stretch over 
lifetimes.

The secretive members value hidden advantages. 
Many undergo surgeries (often performed by the 
cell) to gain subdermal weapons, defenses, and 
enhancements. The scars from such treatments are 
highly valued and respected by the cult, although 
they are hidden from the rest of society.

Important Members: In the city of Qi, a 
dreamseeker named Arias Folon (level 7) runs a large 
cell of twenty members. Many recognize her as the 
de facto leader of the Jagged Dream, but she would 
deny it.

Member Benefits: Instead of gaining a new skill, 
cult members can have a weapon or device that 
they possess implanted in their body by Jagged 
Dream surgeons. The item will be completely 
hidden and will always go unnoticed. An implanted 
knife would be retractable from a member’s wrist. 
An implanted force shield generator could never be 
taken away. 

“In its long history, other 
sentient races have evolved, 
lived, and died on Earth, 
but humanity seems to 
share a particular bond 
with this place.” ~Visixtru, 
varjellan philosopher 
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THE REDFLEETS
The Redfleets is a self-governed crew of 
vagabonds, thieves, scientists, and other 

miscreants that sails the high and low seas 
in search of natural treasure. They care nothing for 
manmade treasures; in fact, many Redfleets shun 
and fear the numenera. Others turn their loathing 

the highest bidder. Their true purpose, however, 
is discovering the natural miracles of the sea, 
although how they decide what’s natural and what’s 
not isn’t always clear.

Redfleets to come upon a formerly unknown creature 
or oceanic feature, and members of the crew ensure 
their glory by visiting Kaparin’s RFM, a combined 
maritime museum, hall of fame, and library. There, 

ship’s logs for all to see and marvel at.
Many of the crew live in Kaparin when not 

asea, including Sallian Orsay the Red (one of the 
original Redfleet founders, and now the ruler of 
that town) and retired Redfleet Captain Jamson 
“The Liar” Connell. When members die, their 

and their crew gives them a proper stoning at 
sea. The bodies are laid to rest on the ocean floor, 
covered with stones and tied with stranglekelp so 
they will not rise.

Despite their dislike of anything related to the 
numenera, the Redfleets love their submergines. 
Originally designed and built by Mergine “Margie” 
Kar, another founder of the Redfleets, submergines 
are clearsynth bioships that safely dive up to 5 
miles (8 km) beneath the ocean’s surface and 
stay there for up to six years. The bio element 
comes from a creature ensconced within the 
ship’s hull that provides food and fresh water and 
recycles contaminants. The clearsynth allows the 
crew to see in every direction, and some of the 

camouflage breakers, and light sources in the 
hulls to enable better “bottom feeding”—scuttling 
slowly just above the ocean floor to discover hidden 
creatures.

Unfortunately, many years ago Mergine Kar died 
suddenly, taking the secrets of the submergines with 
him. The Redfleets mourn his loss in a shrine room 
in the RFM and hold tight to their remaining ships, 
knowing there will be no more. 

Member Benefits: In lieu of gaining a new 
skill, members of the Redfleets can have a device 
implanted in their throats that allows them to 
breathe water as easily as air. This procedure must 
be done at the RFM in Kaparin.

THE SARRACENIANS
“Why would I want to belong to the lot 
of them? Bunch of blathering mouths. 
I’d rather spend the time with my greens. 

Least they use their mouths for something smarter than 
gossip and gassing.”

—Myrtle Galgian, former self-elected president of the 
Sarracenians

This widespread group of scholars studies 
and worships plants, in particular unusual and 
carnivorous plants and plantlike predators. Typically 

which is often accented with brightly colored 
adornments, Sarracenians are a varied and loose-knit 
group. Some stay put in their hometowns, tending to 
lavish greenhouses, gardens, and zoos, while others 

Sarracenians are scientists who split genes and 
crossbreed creatures in secret laboratories, while 
others sing to the petals of their favorite flowers and 
call them friends. Still other members of the group 

inhabit the world. Most Sarracenians have only two 
things in common: a nearly religious reverence for 
any species of animal-like plant or plantlike animal, 

Wild Garden, located in the 
Caecilian Jungle, is their mecca and the birthplace of 
all that they worship.

Once a prominent organization in the Steadfast, 
its members held in high esteem for their skills 
with medicinal healing, poison, genetic splicing, 
defensive mutations, and more, the Sarracenians 
have long since fallen from favor. Despite the 
decline of the organization as a whole, individual 
members are in demand for their knowledge and 
understanding of the living plant world. To have a 
Sarracenian as your herbalist, healer, biologist, or 
plant breeder is a boon indeed.

Member Benefits: In lieu of taking a new skill, 
members can learn more about secret herbal 
remedies and other health-related preparations. As 
a result, they and all their allies in immediate range 
add 1 to their recovery rolls.

Wild Garden, page 181 
Caecilian Jungle, page 181

Sarracenian members 
usually paint or 

permanently stain their 
lips blue to signify that 
they speak on behalf of 
their beloved plantlife.

Recovery roll, page 94

Kaparin, page 167

RFM, page 167
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CHAPTER 15

The Ninth World is a strange place and probably would seem like an alien world to those accustomed 
to 21st-century Earth. Strange things crawl, slither, prowl, and flitter across the landscape, as well as 
over it and beneath it. Creatures from other worlds and realities walk amid the by-products of scientific 

engineering, weird mutations, and aeons of evolution.
This chapter describes many common and uncommon creatures that the characters might meet—and 

fight—in the Ninth World and gives their game stats (described below). 
The variety of creatures and people that live in the Ninth World is so great that this chapter only scratches 

the surface. It does, however, provide examples of the kinds of inhabitants—bestial and civilized, living and 
robotic—that can be found.

UNDERSTANDING THE LISTINGS
Level: Each creature has a level attached to it. Like the difficulty of a task, all creatures (and NPCs) have 
a level. You use the level to determine the target number a PC must reach to attack or defend against the 
opponent. In each entry, the difficulty number for the creature or NPC is listed in parentheses after its level. 
As shown on the following table, the target number is three times the level.

Level Target Number
1  3
2  6
3  9
4  12
5  15
6  18
7  21
8  24
9  27
10  30

Description: Following the name of the creature or NPC is a general description of its general appearance, nature, 
intelligence, or background.

Motive: This entry is a way to help the GM understand what a creature or NPC wants. Every creature or 
person wants something, even if it’s just to be left alone.

Environment: This entry describes whether the creature tends to be solitary or travel in groups and what kind 
of terrain it inhabits (such as “They travel in packs through dry wastes and temperate lowlands”).

Health: A creature’s target number is usually also its health, which is the amount of damage it can sustain 
before it is dead or incapacitated. For easy reference, the entries always list a creature’s health, even when it’s 
the normal amount for a creature of its level.

CREATURES BY LEVEL

Caffa (larva): 1
Laak: 1

Broken hound: 2
Caffa (adult): 2

Margr: 2
Pallone: 2

Rubar: 2
Seskii: 2

Stratharian war moth: 2
Thuman: 2

Aneen: 3
Blood barm: 3

Murden: 3
Nibovian wife: 3

Sathosh: 3
Scutimorph: 3
Snow loper: 3
Steel spider: 3
Tetrahydra: 3

Yovok: 3
Abykos: 4
Chirog: 4
Culova: 4
Ithsyn: 4

Mastigophore: 4
Nevajin: 4

Oorgolian soldier: 4
Raster: 4

Ravage bear: 4
Disassembler: 5

Ghost crab: 5
Mesomeme: 5

Philethis: 5
Sarrak: 5

Varakith: 5
Xi-drake: 5

Yellow swarm: 5
Zhev: 5

Cragworm: 6
Erynth grask: 6

Travonis ul: 6
Callerail: 7
Jiraskar: 7

Dark fathom: 8
Dread destroyer: 10
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Combats in Numenera 
move quickly enough that 
a GM should not hesitate 
to use large groups of 
creatures as challenges 
for PCs, particularly 
powerful PCs. A screaming, 
squirming horde of thirty 
abhumans is a possible 
encounter. A swarm of fifty 
laaks could also be used. 
To make things easier, the 
GM can take any creature 
and have a group of six 
to ten of them attack en 
masse as a single creature 
that is two levels higher, 
inflicting double the original 
creature’s normal damage. 
So thirty level 3 abhumans 
might attack as five level 
5 mobs.

Armor, page 92

Speed, page 20

Damage Inflicted: Generally, when creatures hit in combat, they inflict their level in damage regardless of the 
form of attack. Some inflict more or less or have a special modifier to damage. Intelligent NPCs often use 
weapons, but this is more a flavor issue than a mechanical one. In other words, it doesn’t matter if a level 3 
abhuman uses a sword or claws—it deals the same damage if it hits. The entries always specify the amount 
of damage inflicted, even if it’s the normal amount for a creature of its level.

Armor: This is the creature’s Armor value. Sometimes the number represents physical armor, and other times 
it represents natural protection. This entry doesn’t appear in the game stats if a creature has no Armor.

Movement: Movement determines how far the creature can move in a single turn. Creatures have 
movements of immediate, short, or long, which equate to the ranges of the same name. Most PCs have 
an effective movement of short, so if they are chasing (or being chased by) a creature with immediate 
movement, their Speed tasks are one step easier; if the creature’s movement is long, the PCs’ Speed tasks 
are one step harder.

Modifications: Use these default numbers when a creature’s information says to use a different target 
number. For example, a level 4 creature might say “defends as level 5,” which means PCs attacking it must 
reach a target number of 15 (for difficulty 5) instead of 12 (for difficulty 4). In special circumstances, some 
creatures have other modifications, but these are almost always specific to their level.

Combat: This entry gives advice on using the creature in combat, such as “This monster uses ambushes and 
hit-and-run tactics.”

At the end of the combat listing, you’ll also find any special abilities, such as immunities, poisons, and 
healing skills. GMs should remember to be logical about a creature’s reaction to a particular action or attack 
by a PC. For example, a mechanical creation is obviously immune to normal diseases, a character can’t 
poison a being of energy (at least, not with a conventional poison), and so on.

Interaction: This entry gives advice on using the creature in interactions, such as “These creatures are willing 
to talk but respond poorly to threats,” or “This creature is an animal and acts like an animal.”

Use: This entry gives the GM suggestions for how to use the creature in a game session. It might provide 
general notes or specific adventure ideas.

Loot: This entry indicates what the PCs might gain if they take items from their fallen foes (or trade with or 
trick them). It doesn’t appear in the game stats if the creature has no loot.

GM Intrusion: This optional entry in the stats suggests a way to use GM intrusion in an encounter with the 
creature. It’s just one possible idea of many, and the GM is encouraged to come up with her own uses of the 
game mechanic.
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ABYKOS 4 (12))

An abykos is generally accepted to be a ghost by most people, but it is, in fact, a transdimensional entity. It 
looks like a shadowy, hazy, vaguely humanoid shimmer in the air. It is usually incorporeal and thus cannot 
attack or be attacked except by special pandimensional weapons created specifically to harm such creatures. 
An abykos can alter the phase of portions of its form when it wishes, becoming solid.

Most of the time, PCs have little to fear from an abykos. However, if they have any numenera that is 
transdimensional in nature, the hungry abykos will attack.

Because the creature is extremely alien, it’s hard to determine its level of intelligence. It seems to be 
adaptable and clever despite no sign of language or tool use.
Motive: Hungers for transdimensional energy   
Environment: Abykoses can be found anywhere.
Health: 12
Damage Inflicted: 4 points
Movement: Short
Modifications: Defends as level 5 (or as level 7; see Combat).
Combat: An abykos fights with its long, seemingly metallic claws. At the beginning or the end of its turn, it 

can choose to be insubstantial, solid, or partially solid. Once this decision is made, the creature can’t 
change state again until its next turn.

While insubstantial, it can’t affect or be affected by anything unless the attack is pandimensional (although 
these kinds of attacks are rare and will be called out). It can pass through solid matter without hindrance, 
but solid energy barriers, such as force fields, keep it at bay.

While partially solid, an abykos defends as if it were level 7. It can affect and attack in this state, but it has a 
hard time affecting solid matter (such attacks are made as if it were level 2).

While solid, an abykos can affect and be affected by others normally (including making attacks by striking or 
wielding a weapon).

As an attack, a solid abykos can touch an object that uses transdimensional energies, such as an artifact or a 
cypher. Instead of taking damage, the object is drained of power and becomes useless. The abykos gains 
+5 health when it does this, even if the increase puts it above its maximum health.

Interaction: Interacting with an abykos is very difficult. It does not speak or respond to the language of others, 
and telepathic communication yields no results, as if the creature does not exist. But an abykos is not 
mindless; it can learn from its experiences and figure out creative solutions to problems.

Use: The PCs hear about haunted ruins not far from a small village. Apparently, after explorers visited the 
place, the spirits there became restless and started appearing in the village, scaring the locals. While 
investigating, the PCs discover that amid the ruins lies a laboratory devoted to interdimensional research. 
The previous explorers found and brought back artifacts powered by transdimensional energy. This 
stirred up a handful of abykoses, which now menace the village, trying to get at those artifacts.

Loot: Often, a device using transdimensional energies is near the location of an abykos.

Pandimensional: Existing 
on multiple levels of 

reality at once.

Other ultraterrestrial 
creatures avoid the 

abykos if at all possible.

GM Intrusion: The touch 
of an abykos disrupts and 
destroys a PC’s cypher or 

artifact.
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ANEEN 3 (9)

Tall and muscular, aneen are bipedal herd animals. These omnivores mainly eat grass, leaves, and, 
occasionally, small lizards or rodents. Although herds of wild aneen roam the Plains of Kataru and the 
eastern edges of the Black Riage, they are most often encountered as pack and riding animals in the northern 
kingdoms of the Steadfast. Aneen have tiny forelimbs and small claws that are neither particularly sharp nor 
good for grasping.
Motive: Self-defense
Environment: Aneen dwell in small herds in temperate plains and hills. They are often domesticated.
Health: 9
Damage Inflicted: 3 points
Movement: Long
Modifications: Runs, jumps, and balances as level 5. Resists poison as level 4.
Combat: Aneen kick and bite in self-defense but most often flee if threatened. In a herd, they can stampede, 

which can be dangerous. Characters caught in a stampede must succeed at Speed defense tasks of level 5 
or suffer 6 points of damage.

Interaction: In some places, aneen are raised for their meat and milk. They are 
known for their speed and ability to carry great weights without tiring. In 
merchant caravans, an aneen can carry two or even three people in addition 
to two or three hundred pounds of packed goods. Aneen are greatly 
prized animals, worth at least 100 shins each.

Use: A caravan of aneen-riding merchants hires the PCs to serve 
as guards. The characters watch over the caravan during 
the day and keep the aneen safe and calm at night.

Loot: Aneen used as pack animals have whatever loot they 
are loaded with. The meat of a dead aneen can feed 
fifty people (or ten people for five days).

Plains of Kataru, page 184
Black Riage, page 177
The Steadfast, page 136

GM Intrusion: The aneen 
gets a free action to bolt 
away.
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BLOOD BARM 3 (9)

A blood barm is a four-legged creature about the size 
and shape of a turkey. Although the creature has a long 
neck that cranes this way and that, it doesn’t appear to 
have an easily distinguishable head or eyes. Instead, a 
barm has a large opening at the end of its neck that is 
covered with a clear membrane similar to an eyelid.

Instead of feathers, a barm’s body is covered with 
myriad vesicles, ranging in color from dark green to 
grey to crimson. These bubbles are filled with liquid, 
and some contain unborn barms. When the young 
are close to hatching, the sacs can grow half as large 
as the barm itself.
Motive: Protection
Environment: Blood barms live in flocks, usually 

around lakes and other large bodies of fresh water.
Health: 10
Damage Inflicted: 4 points
Armor: 2
Movement: Short
Modifications: Speed defense as level 4 due to size.
Combat: Blood barms act out of the need to protect their young. Their main mode of attack is through the 

opening in their necks—they slide the membrane back and spray out blood bubbles that are filled with long, 
sharp seeds. The bubbles attack a target in short range and burst on impact, causing 4 points of damage.

A flock of four or more barms can concentrate on a single foe and make one attack as if they were a level 5 
creature, inflicting 8 points of damage.

Barms can break their own body sacs by pressing them against a PC or an object. The larger sacs burst first 
due to their extended size, and any young barms within are born. Each youngling is level 2 (6) and deals 2 
points of damage.

Use: Blood barms are not aggressive unless their young are threatened. However, if a flock of barms and their 
young are located in or near a site the PCs need to access, they might attack the characters.

BROKEN HOUND 2 (6)

The scourge of many wastelands, broken hounds 
travel in large packs. They resemble extremely gaunt 
hounds, but their heads appear more avian than 
canine, giving the impression of a bird skull mounted 
on a dead dog’s body.
Motive: Hungers for flesh
Environment: Broken hounds dwell in dry wastes and 

temperate lowlands. Rarely, they are found in the 
mountains, usually in fewer numbers.

Health: 6
Damage Inflicted: 4 points
Movement: Short
Modifications: Perception as level 5 due to scent.
Combat: These creatures deal damage with their terrible bite. Broken hounds attack in large numbers. Four to 

six of them can concentrate on one foe and make one attack as if they were a level 4 creature, inflicting 8 
points of damage. Each hound must still be attacked individually, as normal. If their numbers are reduced 
to fewer than four, they flee.

Interaction: These starving, vicious animals understand only hunger and fear. They cannot be reasoned 
with—not even by someone with the ability to interact with or train animals.

Use: A large number of broken hounds can make a harrowing combat encounter for the PCs. They attack 
travelers on a road or those who wander into a lonely vale.

GM Intrusion: A seed 
from one of the blood 

bubbles is implanted in 
a PC’s skin. Until it is 
removed (an Intellect 
action), the character 

suffers 1 point of damage 
per round.

GM Intrusion: The 
broken hound is diseased. 
A PC bitten by the hound 

must make a Might 
defense roll after the fight 

or move one step down 
the damage track due to 

infection.

Anytime a GM wants, 
he can take any minor 

creature (such as the 
blood barm) and have a 
group of them attack en 

masse as a single creature 
that is two levels higher, 

inflicting double the 
minor creature’s normal 

damage.
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CAFFA (ADULT) 2 (6)

Large insects with unusually strong wings of iridescent goldgleam, caffas have learned to navigate at ground 
level and below, flying tight and low between and around spaces that seem far too small for their size. In tight 
spaces, caffas are formidable opponents due to their ability to dodge hits and slip through tiny areas to attack 
from unexpected directions. Caffas have a wingspan of 4 feet (1.2 m).
Motive: Territory, defense, and hunger for flesh
Environment: Caffas inhabit areas with strong winds. They typically live low to the ground and sometimes 

even dwell underground.
Health: 6
Damage Inflicted: 3 (or 2) points; see Combat
Movement: Long
Modifications: In tight spaces, defends as level 3 due to their ability to maneuver and dodge in unexpected 

ways.
Combat: Caffas first attack with a stroke of their wings. This attack either knocks an opponent prone (but 

inflicts no damage) or deals 3 points of damage, as chosen by the caffa. Once an opponent is knocked 
down, the caffas attempt to bite, usually in tender spots. They bite as if they were one level higher but 
inflict only 2 points of damage.

Caffas are immune to wind, push-backs, and all other air-based attacks.
Interaction: Caffas can’t be reasoned or communicated with.
Use: A few caffas are somewhat dangerous, but a swarm can threaten a whole community. Locals often pay 

well to have someone deal with an infestation. Sometimes hunters go looking for the creatures to harvest 
their goldgleam.

Loot: Goldgleam wings can be rolled up, carried, and sold at good prices to interested parties for decorating 
houses, armor, and other items. Alternatively, PCs can use goldgleam on their own items. Although it’s 
a resilient material to carry and store, it’s hard to work with; typically, eight or ten wings are required to 
decorate one small item.

CAFFA (LARVA) 1 (3)

Caffa adults plant the seeds of their larva with a special type of wing flap. The larva crawl along the ground or 
dig into it, feasting on any flesh they find, whether living or dead. After feasting, they burrow into the ground 
and spin themselves into cocoons. They remain in this state for anywhere from a few hours to a few days 
before emerging as adult caffas.
Motive: Hungers for flesh
Environment: Caffa larvae go wherever the adults plant them, usually in swarms of up to a dozen.
Health: 3
Damage Inflicted: 2 points
Movement: Immediate
Modification: Defends as level 2 due to size.
Combat: Caffa larva attach to the limbs of their prey, using their large mouths to literally suck the flesh from 

their victims. Their saliva injects a numbing chemical that makes the bites painless, but a victim might 
feel sluggish in that particular limb. Once the larva are pulled off the limb, there is no lasting effect.

Interaction: Caffas can’t be reasoned or communicated with.
Use: Caffa larva can be used on their own or as a secondary element in a fight with caffa adults. The larva 

typically exist anywhere that adult caffas do and come up from their underground burrows to feed.
Loot: If caffa larva are fed well and allowed to burrow, PCs who wait patiently will be rewarded with a tiny, 

sproutlike eruption in the soil. This is a sign that the larva has cocooned and can be tugged out of the 
ground. The PCs can boil the cocoons, which will kill the larva inside and result in a small spool of strong 
golden thread called silster.

GM Intrusion: The wing 
attack knocks a foe down 
and inflicts 3 points of 
damage.

Caffa are commonly found 
in the Slant Milieu, page 
179.

GM Intrusion: The larva’s 
bite paralyzes one limb of 
the PC, making it useless 
for ten minutes.
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CALLERAIL 7 (21)

A callerail is a creature of fused organic and inorganic substances. Flesh mingles with wood, steel, and stone, 
as the callerail possesses the ability to absorb inorganic matter and add the material to its body. The creature 
is a lumbering giant—15 feet (4.6 m) tall—that walks using its forelimbs as well as its shorter rear legs. Its 
body is a conglomeration of materials.

A callerail’s organic portions remain cohesive so that its circulatory system reaches all areas of its body. It 
still requires food—in fact, it requires even more food than an ordinary creature of its size. Callerails are not 
particularly bright and act on animal instinct in most situations. They reproduce asexually.
Motive: Hungers for flesh
Environment: Anywhere.
Health: 30
Damage Inflicted: 7 points
Armor: 3
Movement: Short
Modifications: Speed defense as level 6 due to size. Breaks objects as level 9. Reacts to deception and trickery 

as level 5.
Combat: A callerail smashes foes with its powerful limbs, and its ability to absorb matter gives it some 

interesting options. For example, it can heal itself by absorbing matter, particularly large chunks of very 
sturdy material such as metal or stone. Using this as its action, a callerail heals a number of points equal 
to the level of the material—around 5 or 6 points for a large piece of metal or stone.

In addition, a callerail can hold its action until a foe attacks with a weapon. The foe must make a Speed 
defense roll to avoid having the weapon absorbed into the creature. Absorbing a weapon heals the 
callerail for a few points and also negates the attack regardless of whether the Speed defense roll is 
successful. An absorbed weapon is destroyed.

Interaction: Reasoning with a hungry callerail is impossible, and they’re always hungry. However, a smart 
character can fool them by setting a trap, creating a diversion, or using a similar type of tactic.

Use: These predators move into an area and threaten the entire region. Two callerails in the same locale pose 
a danger to every living thing. The monsters fight to the death, each attempting to absorb the inorganic 
portions of the other and destroying everything that gets in their way.

Loot: Sometimes a piece of rare material or even a cypher or an artifact can be found in the wreckage of a 
callerail corpse.

GM Intrusion: The 
callerail strikes the 

character and attempts 
to immediately absorb a 
large possession—armor, 

a weapon, a backpack, 
and so on.

While the callerail 
can be found in many 
places, the Ba-Adenu 

Forest (page 189) 
is known for large 
numbers of them.  
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CHIROG 4 (12)

Chirogs are vaguely reptilian abhumans with thick armor plates covering much of their bodies. They live to 
hunt and kill, but despite their savage nature, they are craftier and more intelligent than most abhumans. They 
understand the numenera—and despise it. Even more than killing humans, they enjoy destroying the relics of 
the past. (Perhaps it is racial resentment for wrongs done to them long ago.)

Chirogs live in small packs with a clear leader who is usually a female. In fact, she is likely the mother 
of many members of the pack. The creatures have a tangled, incestuous relationship, and mature females 
eventually leave to form a new pack, sometimes taking a brother or two with them.
Motive: Hungers for flesh
Environment: Chirogs dwell in small groups of three to six, usually in wooded areas or rocky, mountainous 

regions.
Health: 15
Damage Inflicted: 5 points
Armor: 3
Movement: Short
Modifications: Climbs as level 7.
Combat: Chirogs do not use weapons or tools, usually attacking 

with a savage bite. However, they can also grapple a foe, 
which is just like a normal attack except that rather 
than inflicting damage, it holds the foe immobile. The 
foe can take only purely mental actions or struggle to 
get free (a Might task at difficulty 4). Both the grappling 
chirog and the grappled foe are easier targets for other 
combatants, with attackers gaining a two-step modification in 
their favor.

Interaction: About one in three chirogs speaks a human language, 
likely the Truth. (They all speak a language of of their own, 
which is fairly simplistic.) Chirogs are hateful and angry, but 
not impossible to reason with.

Use: When the PCs finally reach the vault that holds the 
numenera device they seek, they find a band of 
chirogs already there, ready to destroy it.

GM Intrusion: A chirog 
bites his grappled foe, 
automatically hitting and 
ignoring Armor.
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CRAGWORM 6 (18)

A cragworm is a spined serpent that can grow up to 50 feet 
(15 m) long. Its mouth opens horizontally and has many rows 
of teeth. Dwelling in abandoned or isolated areas, it preys on 
whatever it can find. The creature has many red, glistening 
eyes and is known for its terrible, mournful howl. It has the 
intelligence of an animal and the outlook of a predator.
Motive: Hungers for flesh
Environment: Dwells alone in rocky wastes, hills, and deserts.
Health: 36
Damage Inflicted: 8 points
Armor: 2
Movement: Short
Modifications: Hides in rocky terrain as level 7. Speed defense as level 5 due to size. Perception as level 4. 

Resists trickery as level 3.
Combat: A cragworm hides amid rocks and ruins. While hiding, it howls, and the subsonic nature of the 

sound paralyzes anyone within long range. Victims who fail Intellect defense rolls are paralyzed for two 
rounds.

When the cragworm emerges from its hiding place to attack, its envenomed bite inflicts terrible damage. 
Victims who fail Might defense rolls move one step down the damage track.

Once a cragworm enters combat, it fights to the death.
Interaction: Cragworms can’t be reasoned with. They can be intimidated or tricked, but the latter is far easier 

than the former. They resist being tricked as level 3 and are particularly easy to fool if food is involved.
Use: Cragworm attacks are seemingly random wilderness encounters that usually befall unsuspecting 

travelers. In many ways, they are the archetypal wasteland beasts of the Ninth World, giving rise to 
sayings such as “fierce as a cragworm,” “temperamental as a cragworm,” and so on.

CULOVA 4 (12)

Culovas are spidery humanoids with eight spindly legs, a bulbous midsection, and a pair of humanlike arms 
with three fingers. Eight eyes adorn their heads like colored beads above disturbingly broad, toothy mouths. 
They move with astonishing quickness.

Culovas are usually peaceful creatures that live in small groups deep within a forest, hunting for food and 
caring for their young. They lead simple lives.
Motive: Defense  
Environment: Culovas live in bands in forests, 

particularly in the Westwood. 
Health: 20
Damage Inflicted: 4 points
Armor: 2
Movement: Long
Modifications: Moves with stealth and climbs as level 6.
Combat: Culovas can spray venom from their 

mouths. When they do, their heads turn almost 
360 degrees, so all creatures within 10 feet  
(3 m) get the poison in their eyes, nose, and mouth. A victim must make a Might defense roll; those who 
fail suffer 4 points of Speed damage (ignoring Armor). Otherwise, culovas attack using weapons, usually 
javelins or spiked clubs.

Culovas enjoy laying ambushes for foes or sneaking around to flank or surprise from the rear. If things reach 
a point where a culova is engaged in combat, it fights to the death.

Interaction: Culovas avoid contact with other intelligent creatures unless they or their territories are 
threatened. They do not leave familiar ground except in extraordinary circumstances, so they are always 
on the defensive, even when they launch an attack. However, an attacking culova can be reasoned with. If 
you can convince the creature that you’re not a threat or that you’ll cease being a threat—which usually 
involves leaving the area—you might get through the encounter unscathed.

GM Intrusion: While 
biting a PC, the 

cragworm grabs the 
character in its mouth. 

The PC must make 
a Might-based roll to 

avoid being swallowed. 
Swallowed PCs can 

attack the beast from the 
inside, but they suffer 6 
points of damage each 

round they remain there.

 GM Intrusion: The 
culova sprays venom 

without warning—even 
on the same turn that it 
attacked with a weapon.

Westwood, page 137
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Use: Culovas live primarily in the Westwood and defend it against the encroachment of humans. The local 
nobles have put a bounty on their heads for disrupting the important logging trade in the forest. PCs who 
hunt the creatures will earn 10 shins per culova head they bring back.

Loot: Culovas usually have 1d6 javelins and a spiked club, and very rarely one might have a cypher. They never 
have shins or other things a human might find valuable.

DARK FATHOM 8 (24)

This creature looks like a darkly armored humanoid with a swirling black hole in its chest—or perhaps the 
black hole is its chest. The rest of the creature is obscured by its armor and helmet. Part mechanical, part 
biological, a dark fathom is an engine of war and destruction from aeons past.
Motive: Destruction
Environment: Always solitary, found anywhere
Health: 40
Damage Inflicted: 8 points
Armor: 4
Movement: Short
Modifications: Perception as level 6. Sees through deception as level 6.
Combat: At its heart, the dark fathom has a construct like a singularity, driving it as an eternal source of 

power as well as a terrible weapon. The singularity draws in all ranged attacks—matter and energy—and 
consumes them so the creature suffers no harm. The only ranged attacks that affect it are those that are 
mental, magnetic, or extradimensional. Further, characters who stand close enough to the dark fathom to 
touch it or make melee attacks against it must make a Might defense roll each round. Those who fail are 
drawn into the singularity (at least partially) and sustain 30 points of damage. Characters who die from 
this damage are consumed and utterly destroyed within the singularity.

As an action, a dark fathom can draw all creatures and objects within short range toward it so that they end 
up next to it. A Might defense action resists this as well. However, if the dark fathom draws too much, it 
can be overwhelmed and lose its next action (or more, if the GM feels it is appropriate).

Last, using the force of its singularity, a dark fathom can attempt to grab nearby matter or energy and 
consume it. It can consume anything smaller than itself.

A dark fathom is immune to poison, disease, and other attacks relying on physiology.
Interaction: A dark fathom is difficult to interact with. Although very intelligent, it doesn’t seem to understand 

any language spoken in the Ninth World. However, a character can use mental communication to 
attempt to reason with the creature. A dark fathom can be bribed to move on instead of fighting, but it 
is interested only in exotic matter and energies (or information about where those things can be found). 
Some dark fathoms have their own agendas or interests as well.

Use: An encounter with a dark fathom is a terrible experience that is likely to kill characters. GMs might want 
to use the creature more as a threat than as a direct encounter unless the PCs are extremely powerful and 
resourceful.

Loot: A dark fathom has mechanical and biomechanical parts that produce 1d6 + 4 cyphers.

GM Intrusion: As matter 
and energy are drawn into 
the dark fathom’s chest, 
characters topple over, lose 
important belongings, and 
lose turns while they simply 
try to keep to their feet.

71.58.140.236



238

DISASSEMBLER 5 (15)

A disassembler is a strange-looking artificial creature of glass and steel with six spindly metallic arms 
arranged around its circular midsection. Its upper half is all glaring green lights and mechanical protrusions, 
some of which might be sensory mechanisms. Its lower half is a broad engine that allows it to hover 3 feet 
(0.9 m) off the ground. If it landed, the disassembler would be about 8 feet (2.4 m) tall.

Disassemblers are artificially intelligent automatons that seem to have gone mad at some point. Now they 
act erratically—sometimes attacking creatures, sometimes ignoring them, sometimes destroying what they 
come across, sometimes wandering aimlessly.
Motive: Unpredictable
Environment: Disassemblers travel alone or in pairs and can be found anywhere.
Health: 18
Damage Inflicted: 5 points
Armor: 4
Movement: Short
Combat: A disassembler’s arms end in tools that allow it to take apart inorganic matter on a molecular 

level, turning solids into liquid and gas. Obviously, this ability makes it an effective combatant against 
automatons and the like. A disassembler inflicts 10 points of damage against inorganic foes. In addition, 
a disassembler can destroy a foe’s weapons or armor by touch, which is usually its initial strategy against 
organic opponents that are armored or armed.

The creature’s disassembling tools cannot affect organic matter, but this limitation might have been 
programmed into it—perhaps as a safety mechanism—rather than an inability. A disassembler with this 
prohibition removed would be a true terror.

Interaction: Disassemblers are intelligent but erratic to the point of insanity. They understand speech and, 
after listening to a language for a time, can often speak it in a very basic way. It is possible to converse 
with a disassembler, but the creature is just as likely to attack without provocation, perhaps in the middle 
of a conversation. Still, a well-spoken, intelligent, and quick-witted character might be able to figure out 
what a disassembler wants (at the moment) and convince it to not attack or perhaps to do something to 
aid him.

Use: Wandering in old ruins or amid ancient complexes, disassemblers make for excellent encounters with 
unpredictable outcomes.

Loot: The remains of a destroyed disassembler might hold 1d100 shins, 1d6 + 1 cyphers, an oddity, and 
perhaps a salvageable artifact.

GM Intrusion: A 
friendly or ambivalent 
disassembler suddenly 

attacks without 
provocation.
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DREAD DESTROYER 10 (30)

“If there’s a more horrific sight in the Ninth World than seeing a dread destroyer coming at you, I don’t know what 
it is. Heavy, metallic, and monstrous, these unstoppable things are like giant insects outfitted to go to war with the 
entire world at once.”

—Jennis Falon, explorer

Called dread destroyers by the few folk that are aware of them, these giant war machines have organic brains 
and internal organs protected by a self-repairing metal shell. With their twelve legs, they lumber over any 
surface—even clinging to a vertical surface like an insect if need be—but if they enter the water, their raised 
abdomen lowers and a propeller engine moves them along efficiently. Although a single dread destroyer 
could launch an attack on an entire city, it is far more likely that you’ll find one defending an important, 
ancient site.
Motive: Defense
Environment: Only one of these automatons has been seen at a time, but holographic images have shown 

scenes from the distant past when hundreds of dread destroyers crawled across a battlefield together. 
They can be encountered on land or underwater.

Health: 100
Damage Inflicted: Usually 10 points; see Combat.
Armor: 5
Movement: Short
Modifications: Speed defense as level 8 due to size and speed.
Combat: Dread destroyers can attack foes up to 1 mile (1.6 km) away—and possibly much farther—with 

missiles that can kill hundreds of people at once, inflicting 20 points of damage on all targets within long 
range of the detonation. If targets caught in the blast make a successful Speed defense roll, they suffer 8 
points of damage instead.

Up close, dread destroyers can make melee attacks with their limbs or their “mandibles,” which can drag a 
struck creature into the war machine’s interior. There, it is held immobile and jolted with electricity until 
dead (each round, it takes 6 points of damage that ignore Armor). A Might task allows a trapped creature 
to break free.

More likely, however, a dread destroyer emits a jolt of electricity that deals 10 points of damage to everyone 
within immediate range. Dread destroyers fight to the death.

A dread destroyer repairs 1d6 points of damage each round.
Interaction: If communication can be established with the organic brain, a PC can reason with a dread 

destroyer, but convincing it to do something is very difficult.
Use: A dread destroyer is likely the most horrific thing on a Ninth World battlefield. Unless you have an army 

on your side and are willing to lose a large portion of your forces, battle is unwise. Still, the greatest 
guardians often guard the greatest treasures.

Loot: The remains of a dread destroyer are a scavenger’s dream, yielding at least 1d100 + 1,000 shins, 1d20 
oddities, 1d20 cyphers, and 1d6 artifacts.

GM Intrusion: The dread 
destroyer activates an 
energy surge that repairs 
1d6 + 4 points of its own 
damage and makes an 
electrical attack that inflicts 
20 points of damage on a 
single target.

71.58.140.236



PCs are limited to one 
action per round (except 

for special cases), but 
many types of NPCs, 

such as the erynth grask, 
can take multiple actions 

at once.
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ERYNTH GRASK 6 (18)

“Originating in some other dimension, erynth grask are horrific creatures of hunger and hatred. They have a 
command over matter that grants them psychokinetic control over small objects, manipulating things with their 
many tiny hands as a musical conductor directs an orchestra.

“Wormlike, with four tentacles surrounding its toothy maw, an erynth grask has two long, spindly arms and six 
smaller arms. The long arms can hold and grasp objects, but the smaller ones do not. Its tentacles have something 
in their nature that is antithetical to life in our world, disrupting the nerves of a creature they touch.

“It has been postulated that there is only one erynth grask, and the various encounters that have been 
documented are in fact just projections into our reality of that singular entity.”

–The Ultraterrestial Threat by Vibor Bondanth

Motive: Hungers for flesh
Environment: Anywhere, including underground. An erynth grask is usually found alone.
Health: 28
Damage Inflicted: 8 points
Armor: 1
Movement: Short
Combat: An erynth grask burrows through the ground at 

the same movement rate at which it moves across 
the surface. When it attacks prey from beneath, it 
can use its claws or bite, or it can use its tentacles, 
which do not inflict damage but instead disrupt a 
creature’s nervous system, causing the victim to lose 
his next turn if he fails a Might defense roll.

At the same time, the erynth grask uses its telekinetic 
abilities to grab small objects (weighing 10 pounds 
[4.5 kg] or less) that are nearby. It uses these 
objects in several ways. First, they can be used as 
shields, with each one increasing the difficulty of 
striking the erynth grask by one step; no more than 
two objects can be used in this way. Second, the 
creature can hurl the objects as projectiles (long 
range, 6 points of damage). Third, the erynth grask 
can harass a foe by grabbing an object in his hand 
or on his person, which increases the difficulty of 
all of the foe’s actions by one step; it can do this 
only once per foe.

An erynth grask can manipulate six objects at 
once: two shields, two projectiles, and two 
harassments; six projectiles; two shields and 
four harassments; or any other combination, 
although no more than two shields at once, and 
no more than one harassment per foe.

An erynth grask flees if it takes damage equal to half its 
health.

Interaction: These ultraterrestrial creatures are incredibly 
intelligent but very alien. They have their own 
language and often mark their bodies with 
symbols that mean something only to them.

Use: As a surprise encounter, nothing works better 
than an erynth grask. It’s a deadly foe that can 
take on a whole group at once.

Loot: The brain of one of these ultraterrestrials 
contains 1d6 liquid cyphers (which can be 
imbibed, injected, and so on).

GM Intrusion: The 
erynth grask tunnels up 

directly beneath the PC, 
giving it an automatic 

hit with its bite and 
tentacles and knocking 

the character prone.
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CREATURES

GHOST CRAB  5 (15)

Ghost crabs live on the ocean floor, typically in places that are at least 1 mile (1.6 km) deep. They can grow as 
large as 5 feet (1.5 m) across but average about 3 1/2 feet (1 m). Nimble hunters and intricate weavers, ghost 
crabs can build their silica webs along any jagged or uneven surface, including coral reefs, sunken ships, and 
ancient ruins. If no surface is available, they make one, killing large animals so they can build webs across the 
shells and bones.

Not true crabs, they are spiderlike creatures that spin hard shells from the same silica they use to build 
their webs. Ghost crabs appear and disappear in the depths as though shifting realms. Their webs, too, are 
often invisible unless one knows to look for the glinting, off-white strings.

Although ghost crabs are blind, their finely honed sense of touch allows them to hunt and devour anything 
that gets caught in their webs.
Motive: Hungers for flesh
Environment: Ghost crabs live alone or in pairs on the ocean floor.
Health: 20
Damage Inflicted: 6 points
Armor: 6
Movement: Short
Combat: Ghost crabs wait patiently until a PC is tangled in the near-invisible strands of silica in its web. As 

soon as the character is caught, the web begins its work, dehydrating the shell around her DNA (dealing 
3 points of damage per round for as long as she is caught).

While a victim is trapped, a ghost crab uses its giant front claws to tear the flesh from the living prey (6 
points of damage). If one of a crab’s front claws is smashed or removed, it can spin another as a 
replacement, a process that takes two rounds.

Ghost crabs are immune to visual-based effects, such as illusions.
Use: The PCs are deep-diving in the ocean on a mission to recover treasure from a long-sunken construction 

site. While there, they notice ghostly creatures out of the corners of their eyes, scuttling through light 
and shadow. The characters might also find long, shining stands woven between the rotting underwater 
fixtures.

Loot: Silica webs and shells can be made into tools, rope, shields, and other useful items that usually have 
two to ten times the strength of a mundane item.

ITHSYN 4 (12)

Loud and horrible, the things called ithsyns appear to be the result of a genetic experiment 
gone awry. Possessing distinctive qualities of avians, reptiles, mammals, and fish, they 
seem difficult to categorize. In the end, however, they are unique in their own right.

Ithsyns are egg layers that live in large communal nests and fiercely defend them—even 
unto death. These carnivores hunt in packs, looking for prey of any size. Ithsyns do not see or 
hear particularly well and rely on their long, snakelike tongues for much of their sensing.
Motive: Hungers for flesh
Environment: Ithsyns live in groups of three to six in any warm climate.
Health: 12
Damage Inflicted: 4 points
Armor: 1
Movement: Short
Modifications: Perception as level 3. Resists mental attack as level 3.
Combat: When it attacks, an ithsyn charges forward in a burst of speed. In the same action, 

it can move up to a long distance and attack with either a savage kick or its weird, 
trifurcated mouth.

If struck in combat, an ithsyn releases a dark greenish gas from orifices throughout its body. 
Creatures within immediate range must make a Might defense roll right away, and those that 
fail are addled for one round. Releasing the gas is not an action on the ithsyn’s part—just an 
immediate reaction to being hit.

GM Intrusion: A PC 
damages or removes one of 
the ghost crab’s front claws, 
causing the creature to 
quickly spin a new one. The 
new claw is nearly twice as 
large as the first, increasing 
damage to 8 points.

Although creatures called 
ghost crabs exist in today's 
world, the Ninth World 
version is not related to 
them in any way. In fact, 
the unique abilities of 
the Ninth World ghost 
crabs suggest they might 
have been bioengineered, 
although for what purpose 
is anyone's guess. 

71.58.140.236



242

Addled victims behave randomly on their next action. Roll d100 and consult the table below.

d100 Victim’s Action
01–20 Run off in a random direction for a short distance
21–30 Attack the nearest creature with whatever means is closest at hand
31–60 Do nothing but cough and shout
61–80 Fall down and roll on the ground
81–90 Drop whatever is held and cover eyes and face with hands
91–00 Activate most powerful available ability, cypher, or artifact that is not an attack (if none, roll again)

Interaction: Ithsyns are animals. They cannot be reasoned with, although in theory one could be tamed and 
trained. They react with fear to a show of overwhelming force, fleeing unless defending their nest.

Use: A pack of hunting ithsyns could be an interesting encounter for characters traveling through the 
wilderness. Worse, however, would be a pack that has a nest atop or in front of the entrance to an 
abandoned facility that the PCs must enter.

Loot: An ithsyn nest might have a cypher or 1d10 shins, but any such loot would be the coincidental leftovers 
of a prior victim.

JIRASKAR 7 (21)

Terror doesn’t even begin to describe it. The woods seem still. Quiet. At the risk of being cliché—too quiet. 
Then there is a tremor. A rumbling. Then, far more quickly than you might expect (if you were smart enough 
to realize that the rumbling was the approach of a large beast), a terrible but beautiful shape emerges from 
the tall trees, a creature as colorful as a jungle flower but burgeoning with teeth and hunger and death. Your 
doom charges at you as though destiny guided its feet. The only mercy is that it ends as quickly as it began.

Jiraskars are fierce, apex predator reptiles. Their colorful bodies have fleshy frills and only two functioning 
limbs: powerful legs that carry them at prey with great speed. They have terrible (practically nonexistent) natural 
senses but can use their brains to tap into the datasphere, which guides them to where they need to go. The 
huge beasts live only to hunt because most of their prey is small, so they must kill continually to survive.
Motive: Hungers for flesh
Environment: Jiraskars hunt alone or in pairs in any wet or wooded area. They are also drawn to large crystals, 

such as those found beneath the Cloudcrystal Skyfields.
Health: 40
Damage Inflicted: 10 points
Movement: Long
Modifications: Perception as level 10. Speed defense as level 5 due to size. Intellect defense as level 4. Climbs 

as level 2.
Combat: Jiraskars are extremely fast. They charge in with a savage bite and don’t stop biting until the prey is 

dead or they are. Things like invisibility, illusions, disguises, camouflage, and crafty hiding places mean 
nothing to them.

Interaction: Jiraskars are 
animals and act as 
such.

Use: Because jiraskars 
are so fast, an 
encounter with one 
can arise very quickly. 
And because they 
are so powerful, an 
encounter can also 
end very quickly.

GM Intrusion: The 
effects of the ithsyn gas 
last for 1d6 + 1 rounds 

(rather than one round) 
for an unfortunate victim.

Cloudcrystal Skyfields, 
page 174

GM Intrusion: The 
jiraskar’s tail knocks 
the character prone. 
In addition to taking 

damage from the 
creature’s bite attack, 

the PC is also trampled 
under its clawed feet for 7 

points of damage.
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CREATURES

LAAK 1 (3)

Laaks are small, green-skinned, poisonous reptiles that attack larger prey in small groups. They can leap with 
surprising speed and strength. Found almost everywhere, from desolate wastelands to ancient ruins to the 
back alleys of large cities, laaks are a scourge. However, they avoid cold regions. Because they are immune to 
all known venoms, their blood is useful in various antitoxins.
Motive: Hungers for flesh
Environment: Almost anywhere except cold areas.
Health: 3
Damage Inflicted: 2 points
Movement: Short
Modifications: Speed defense as level 2 due to size. Climbs as level 4.
Combat: Laaks leap onto a foe and use their poisonous bite to bring it down. Victims must make a Might 

defense roll; those who fail take 2 additional points of damage that ignore Armor. 
Laaks are immune to poison.
Interaction: Sometimes laaks are captured young and trained as vicious pets and guardians. They can be 

frightened off by displays of power (such as fire, noise, and the like).
Use: Although laaks are ubiquitous and annoying, they are generally not a huge threat to PCs. However, an 

encounter with a powerful NPC foe who keeps a few laaks as pets could be more interesting and more 
dangerous.

GM Intrusion: The laak is 
tougher and more tenacious 
than others of its kind. 
It has 4 extra health and 
inflicts 1 additional point of 
damage.

Certain scents seem to draw 
laak attacks. For example, 
the scent of most hair dyes 
seems to enrage them, 
while the smell of smoke 
can drive them away.
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MARGR 2 (6)

Margr are variform abhumans. While no two look alike, most have some aspect of goat—a goat head, goat 
horns, goat legs, goat hooves, or some combination or varying degrees thereof. Margr live lives of terrible 
violence, killing each other (or really, anything they find) out of rage, sport, or lust. They breed and mature 
quickly, however, so their numbers never seem to diminish. They travel in small bands led by the strongest 
and most savage.

Margr wear trophies of their dead opponents but are poor crafters, so these displays are crude at best—
severed heads on hooks, ears or fingers threaded on cords as necklaces, and so forth. This means that, on 
top of everything else, margr stink of rotting meat at all times.
Motive: Kills and destroys for pleasure and dominance
Environment: Margr live in nomadic tribes that scour dry wastelands.
Health: 6
Damage Inflicted: 3 points
Armor: 1
Movement: Short
Modifications: Resists trickery and lies as level 3. Makes Might defense rolls as level 3. Runs, jumps, and 

climbs as level 3.
Combat: Margr tend to wield spears or long-hafted axe weapons. They wear leather, hide, or scraps of other 

types of armor. At range, they throw stones or whatever is handy for 2 points of damage.
Margr leaders are always default level 3 (9). They inflict 5 points of damage, have 16 health, and have 2 

Armor. If the leader is killed, the rest of the group generally panics and flees.
Interaction: Margr are vicious and bloodthirsty. They are not smart, but they are crafty, making them difficult 

to fool. Killing their leader sends them into a frenzy of confusion and fear. In this state, PCs could 
easily escape, but they could also intimidate the remaining margr into doing as they command. A very 
powerful and forceful character could become the new leader, but such a position would be challenged so 
frequently that it would make the margr poor followers overall.

Use: Margr harass civilized people on a regular basis, raiding villages or trade caravans. Some communities 
put bounties on their heads, hoping that mercenaries will eliminate the threat, but most people think of 
margr as creatures of almost supernatural evil—demons or devils—and do their best to hide from them. 
Thankfully, the nomadic margr usually move on after a few raids.

Loot: A group of margr carries its loot together rather than individually. It’s usually in the form of stolen 
goods, but most groups have 4d6 shins as well. One margr of a group—typically the leader—will also 
have 1d6 cyphers and oddities.

GM Intrusion: There 
are more margr! 1d6 

reinforcements arrive.

Margr might be the 
most numerous of all 

abhumans. This is 
certainly true in the 

Steadfast and the 
southern portions of the 

Beyond. 

Margr chieftains can 
reach terrifying size. 

Some report the rare 
individual at 8 or 9 feet in 

height. These monstrous 
giants are level 5 or 

higher, inflict 9 or more 
points of damage, and 

have at least 30 health.
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CREATURES

MASTIGOPHORE 4 (12)

Mastigophores are automatons that look human but can instantly transform their hands into long, barbed 
whips whenever they wish. When first encountered, they appear to be average, uniformed humans with a 
military stance. Quiet and excellent stalkers, they are encountered in one of two modes: on guard or hunting.

Mastigophores guard certain ancient ruins, complexes, or machines. They usually warn trespassers away 
once with unintelligible words (but obvious intentions), and if their warning is not heeded, they attack and 
fight without regard for their safety. They are almost always in groups of two or more.

The automatons need to consume organic material to function and create their weapons. Although they 
can subsist on plant matter, whoever created mastigophores designed them to enjoy hunting and killing 
animal prey. In this endeavor, they are very aggressive, and they act alone, leaving their “partners” behind to 
guard whatever it is they’re protecting.
Motive: Standing vigil, consuming organic matter
Environment: Anywhere
Health: 15
Damage Inflicted: 5 points
Armor: 3
Movement: Long
Modifications: Defends as level 5 when on guard. Attacks as level 5 when hunting. Perception as level 5. 

Hides, moves stealthily, and climbs as level 6.
Combat: With a thought, mastigophores can extrude organic matter from their wrists in the form of long, 

barbed whips. These whips stun foes for one round, causing the victims to lose a turn.
While on guard, mastigophores fight until destroyed. When hunting, they retreat if they suffer more than 5 

points of damage.
Interaction: Mastigophores speak, but not in any language known today. Stern and focused, they cannot be 

convinced to shirk their duties. However, if they are not hunting, and if the PCs don’t try to get past them 
while they are standing guard, mastigophores are not hostile.

Use: The PCs find the entrance to an ancient complex in the side of a forested mountain. However, it is 
guarded by a pair of mastigophores that defend it until they are destroyed.

Loot: The inner workings of a mastigophore can provide 1d6 shins and 1d6 cyphers to someone trained in 
scavenging them.

GM Intrusion: The 
damaged mastigophore 
explodes, inflicting 5 points 
of damage on all creatures 
in the immediate radius.

71.58.140.236



246

MESOMEME 5 (15)

When first encountered, a mesomeme often appears to be a number of individual creatures—people and 
animals—perhaps swimming or wading in shallow water. Each person is speaking, and the animals are 
making noises as well. It’s a strange choir of babble. Only on closer inspection does it become clear that the 
creatures are just severed heads mounted on slender, grey tendrils that are almost translucent. These tendrils 
sprout from holes in the chitinous shell of a massive crustacean with eight legs, two of which end in massive 
pincers.

Despite the fact that the severed heads on the tendrils speak, the mesomeme cannot do so, nor can it 
understand speech. It is not very intelligent and acts on instinct. The mesomeme feeds on the mental activity 
of its victims, stimulating the brains in their severed heads, which remain preserved for weeks on its tendrils. 
This stimulation causes the heads to speak or otherwise babble, growl, or squawk.

At any given time, the mesomeme has 1d6 + 4 heads. If it dwells near civilization, half of the heads will be 
human, and the other half will be nonhuman creatures, such as abhumans, large mammals or reptiles, or 
large birds.
Motive: Hungers for brain stimulation
Environment: These creatures dwell alone in shallow, fresh water, usually among reeds or other plants.
Health: 20
Damage Inflicted: 5 points
Armor: 3
Movement: Short
Modifications: Moves with stealth in the water as level 6. Detects those sneaking in the water as level 7.
Combat: When a mesomeme rises out of the water, its true nature revealed, it attacks with its two pincers. 

Each of these razor-sharp weapons can attack a separate foe in a single action, or the mesomeme can 
direct both pincers to the same foe, with one claw holding the prey steady and the other slicing deep into 
the victim’s neck. When the crustacean attacks one foe in this manner, the victim can make one Speed 
defense roll (not two), and the mesomeme deals 5 points of damage if it hits. However, a victim hit by 
both claws in this way also moves one step down the damage track.

A creature slain by the mesomeme has its head severed and placed on a new tendril that rises up to impale it. 
This occurs as part of the same action that killed the creature.

The severed heads have no specific connection to the mesomeme. Attacking them accomplishes nothing 
more than robbing the crustacean of long-term sustenance.

Interaction: Although some of the severed heads speak, the PCs cannot interact with them. The things they 
say are just snippets of memory-related speech.

Use: The PCs arrive in a small town only to discover that the nearby lake is being terrorized by a creature 
the locals call “the babbling thing.” However, some people instead claim that the lake is haunted by the 
recently dead, whose voices can still be heard echoing across the water. Either way, the residents will be 
eternally grateful to anyone who can rid them of the menace that makes it too dangerous to fish or get 
fresh water.

Loot: Very, very rarely, one of the severed heads might bear a cypher.

GM Intrusion: One of 
the severed heads says 
something so startling 

(perhaps coincidentally 
meaningful or relevant 

to one of the characters) 
that the PC affected loses 

his turn.
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CREATURES

MURDEN 3 (9)

Murdens are abhumans. They walk upright but would never be mistaken for humans. Backs hunched 
dramatically forward, skin covered in shiny black down, huge black eyes perched above a sharp, dirty yellow 
beak—these things seem almost like enormous ravens with spindly arms rather than wings. Tattered leather 
cloaks cover their backs, and many carry a leather bag or wear one on a strap to hold the various objects they 
have collected.

Murdens don’t speak. They communicate with one another telepathically. However, their telepathy annoys 
other intelligent creatures. The presence of a living murden fills the minds of nearby creatures with a sort 
of mental static. Add this irritation to their paranoid mindset, their cruelty, their selfishness, and their 
duplicitous, scheming nature, and there is little to like about a murden.
Motive: Greed and theft
Environment: These abhumans live in small bands in wooded regions, in mountains, and on the shores of 

large bodies of water.
Health: 9
Damage Inflicted: 3 points
Movement: Short
Modifications: Perception as level 5.
Combat: Typically, murdens bear slings and long, wicked blades. When possible, they attack from the 

shadows with ambushes and hit-and-run tactics. They normally flee in the face of real danger.
Although it is inadvertent, their inherent telepathic powers are irritating and harmful to nearby creatures, who 

perceive it as an annoying static that scrambles thought. Creatures within immediate range of a murden 
must make an Intellect defense action; if they fail, the difficulty of all actions they attempt is increased by 
one step. This hindrance lasts until they leave the area of static influence.

Those who have experienced a murden’s static firsthand report that strange voices and long-forgotten 
memories sometimes arise in the mental interference in haunting and disturbing ways.

Murdens are immune to mental effects or Intellect damage.
Interaction: Communicating with murdens is very difficult, but they seem to understand at least a little of the 

human languages and can convey information through gestures or drawings in the sand. Trusting them, 
however, is a fool’s mistake, for they delight in lies and trickery for its own sake.

Use: Thieves and murderers living on the edge of human society, murdens are despicable creatures. They 
make excellent foes that even the most altruistic PC won’t hesitate to slay.

Loot: Aside from weapons, each murden carries a collection of objects that it values. Although many of these 
items are bones, stones, sticks, and other bits of worthless trash, a collection usually includes 1d6 shins.

In some places, murden 
are called “raven-men.” In 
others, “mud-birds.” In still 
others, “dulsein,” which 
reportedly means “sickening 
birds” in some obscure 
tongue.

GM Intrusion: The murden 
poisoned his blade. If 
struck, the PC must make 
a Might defense roll or 
immediately move down 
the damage track by one 
step.
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NEVAJIN 4 (12)

The nevajin is not a single creature, but two. It looks like a stocky humanoid with a misshapen, almost 
skull-like head, but the head is actually a separate creature that adheres to the main body by means of 
powerful suction. When joined, the two portions infuse each other with filaments that allow an exchange of 
information and nutrients. Separation is a painful process that the nevajin does not undertake lightly.

Both portions of the nevajin have their own brains, sensory organs, and digestive systems. The “head” 
portion can float by psychic gravity negation.

The origin of this joint creature is unknown. Nevajin do not appear to age, and their method of 
reproduction is a mystery. Some people speculate that it might be asexual, with each portion budding at the 
same time to create a new joined creature.
Motive: Curiosity
Environment: Anywhere, but particularly in isolated areas of the Beyond.
Health: 10 (head) and 15 (body)
Damage Inflicted: 4 points
Movement: Short
Modifications: Understands the numenera and performs crafting tasks as level 6.
Combat: A nevajin is not a proficient physical combatant. It usually defends itself with cyphers or an artifact. 

Barring other ideas, assume that a nevajin has something that gives it 3 points of Armor for ten minutes 
and gives it a long-ranged attack that inflicts 4 points of damage.

If threatened, a nevajin’s head detaches and floats into the air. In this situation, the head and body can each 
make attacks that inflict 4 points of damage. Also, both the head and the body can flee if need be.

A nevajin can transfer health between the head and the body when the two portions are touching.
Interaction: Nevajin are fairly intelligent and speak many languages in their harsh, whispery voices. They can 

provide a great deal of information about the numenera or the Ninth World, but they expect to be paid for 
their secrets, usually in the form of items (never shins).

Use: Nevajin are sources of information and interesting artifacts of the past. When a secret bit of knowledge 
is needed, the PCs must travel deep into the wilderness to find the nevajin that possesses it.

Loot: Nevajin always have at least 1d6 cyphers and 1d6 oddities, and they often carry an artifact as well. They 
usually carry tools and books but rarely use weapons or armor. They do not wear clothing.

The Beyond, page 174

GM Intrusion: The 
nevajin has a hidden 
cypher that allows it 

to become invisible or 
teleport away.
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CREATURES

NIBOVIAN WIFE 3 (9)

These biological constructs appear to be beautiful female humans. Their only function, however, is to seduce 
male humans so they can get pregnant. Pregnancy in a Nibovian wife opens a transdimensional rift inside its 
womb, giving an ultraterrestrial (such as an abykos, an erynth grask or any ultraterrestrial creature the GM 
wishes) access to this level of existence. The time required for “gestation,” which is actually the aligning of 
phase changes to create the rift, ranges from ten minutes to nine months. When the ultraterrestrial creature 
is “born,” the Nibovian wife nurtures it as if it were a child, even though it clearly is not. During this time, the 
construct defends the “child” fiercely, using incredible strength and resilience. The young creature develops 
quickly, and its first and only compulsion is to hunt down and kill its “father.” Once it does so, it is free to do 
as it pleases in the world.

Nibovian wives are likely the cause of many ultraterrestrials currently in the Ninth World.
Motive: Seduction for reproduction, defense of its “offspring”
Environment: Anywhere
Health: 9
Damage Inflicted: 5 points
Armor: 2
Movement: Short
Modifications: Resists mental effects as level 4.
Combat: Nibovian wives attack with their fists, which pummel with a strength that betrays their inhuman 

nature. Their flesh is as resilient as armor.
Interaction: As long as you give Nibovian wives what they want, they are kind and eager to please. They can 

never be convinced to abandon their imperative (reproducing and nurturing their terrible child), but on 
other issues, they can be perfectly reasonable.

Use: A strange encounter with Nibovian wives can introduce the concept of otherdimensional beings in a 
horrific way. The ancients explored other dimensions and interacted with ultraterrestrials, but in the Ninth 
World, such beings are thought of as demons.

Loot: The inner workings of a Nibovian wife can provide 1d6 cyphers to someone trained in scavenging them.

Abykos, page 230
Erynth grask, page 240

One of the largest 
gatherings of Nibovian 
wives is in Hidden Naresh 
(page 178), a city in the 
Black Riage.  

GM Intrusion: The strange 
nature of this particular 
Nibovian wife allows it to 
teleport to a predetermined 
lair, enacting an effective 
escape.
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OORGOLIAN SOLDIER 4 (12)

Created in aeons past (perhaps on an entirely different world), the mechanical men known as Oorgolian soldiers 
patrol isolated areas of the Ninth World, particularly the Plains of Kataru and Scorpion’s Reach. They are almost 
always found in groups of 1d6 + 2. Lanky and alien in their movements, these quasihumanoid automatons 
stand almost 8 feet (2.4 m) tall. In their three-fingered hands, they wield a variety of weapons.

No one knows the origin of the word “Oorgolian.” It is thought to be a term from a tongue that is now long dead. 
Motive: Incomprehensible
Environment: Anywhere, usually in groups of three or more.
Health: 15
Damage Inflicted: 4 points
Armor: 3
Movement: Short
Modifications: Perception as level 5. Leaps, runs, and balances as level 6.
Combat: Oorgolians attack in groups using well-organized tactics. Although they can speak, they 

transmit information to one another silently and instantly within a 100-mile (161 km) range via radio 
transmissions. Originally they were almost certainly outfitted with numenera weaponry, but about half 
have lost their armaments and now wield Ninth World weapons, such as spears, crossbows, or axes. The 

Oorgolians still armed with the numenera typically carry a weapon 
that can fire multiple rapid shots without reloading. The soldiers 
use these to fire at up to three targets (all next to one another) at 

once. For each target after the first, the difficulty of defense rolls is 
decreased by one step.

In addition to a ranged projectile weapon, one in four Oorgolians 
carries a back-mounted device that hurls detonations at long range 

with deadly accuracy. They explode in immediate range for 4 points 
of damage. Each device holds 1d6 detonations.

People who have experience fighting these automatons 
have discovered that certain frequencies of sound confuse 

them. Some frequencies cause Oorgolians to function at two 
levels lower than normal, and others prevent them from acting at 
all for 1d6 + 1 rounds.

Interaction: On their own, Oorgolians act on prior orders 
that literally may be a million years old or more, so 
their actions and motives don’t always make sense. 

Sometimes they completely ignore creatures they find. 
Sometimes they communicate. Sometimes they ambush 

and attack.
Use: At least one human warlord, with the help of skilled 

scholars and nanos, has captured and repurposed a 
number of Oorgolian soldiers, probably using sound. 

These soldiers remember nothing of their former duties 
and work for their new human masters.

Loot: Half of all Oorgolian soldiers carry artifact 
weapons, such as a slug thrower—a two-handed 
weapon that inflicts 6 points of damage and has 
a range of 200 feet (61 m). The projectile ammo 
regenerates within the weapon until it runs out 
of power (depletion 1 in 1d100). In addition, each 

Oorgolian body contains 1d6 cyphers.

Plains of Kataru, page 184
Scorpion’s Reach, page 169

Among those who had 
the bad luck to encounter 

Oorgolian soldiers—
but the good luck to 

survive—most believe 
that the creatures were 
not created by human 

hands.

GM Intrusion: The 
destroyed soldier 

explodes, inflicting 6 
points of damage to all 

within immediate range.

Detonations, page 284
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CREATURES

PALLONE 2 (6)

Pallones are disclike creatures, ranging from 2 to 5 feet (0.6 to 1.5 m) across, and as thin as the thinnest 
blade. They reflect light, have no discernible features, and are semitransparent, similar to how a jellyfish looks 
in the water. When seen from the side, they are nearly invisible.

Pallones move through the Ninth World in a migratory pattern and can be found almost anywhere 
(assuming they can be seen at all). Typically, PCs can detect them by catching a glimpse of their surfaces 
gleaming in the sun. When in a natural state, the creatures bob along in the air aimlessly, much like balloons.
Motive: Hungers for blood
Environment: Found anywhere, pallones are almost always encountered in groups of two or more, and 

sometimes in groups as large as a dozen.
Health: 6
Damage Inflicted: 4 points
Armor: 2
Movement: Short
Combat: They attack by turning sideways and whirring at their opponent with their thin edge, which is sharp 

enough to cut nearly to the bone on a solid hit. The edge cannot cut through hardy materials like metal, 
so pallones aim for exposed areas like hands, necks, and faces.

When attacking in full sun, the glint from their surfaces can temporary blind an opponent, who loses one turn 
if he fails a Speed defense roll. This is not an action on the part of the pallone.

Pallones land only if they kill prey, covering the body and draining it of blood.
Interaction: Pallones can’t be reasoned with.
Use: A swarm of pallones can attack anywhere at any time.

GM Intrusion: There 
are more pallones than 
the characters initially 
thought—1d6 more 
creatures attack.
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PHILETHIS 5 (15)

No one knows where the tall, mysterious philethis come from. Some people think they might be the 
remaining inhabitants of a prior world, as they seem to have a far greater mastery of numenera than do 
most creatures alive today. No human has seen the entire body of a philethis and reported what he saw, but 
the glimpses noted to date suggest a biomechanical hybrid form. Typically what is seen is a metal and glass 
“face” surrounded by voluminous cloaks.

Other speculation about the philethis includes claims that they are entirely robotic, they are ultraterrestrial 
extrusions into this world, and their “face” is actually a viewport for a creature beyond space and time. Most 
theories about their nature don’t even guess at what their goals or motivations might be. They appear when and 
where they want to, and they usually seem to observe events from a distance (although another theory suggests 
that they influence the events somehow).
Motive: Unknown
Environment: Anywhere
Health: 30
Damage Inflicted: 5 points
Armor: 4
Movement: Short
Modifications: Defends as level 6. Defends against mental attack as level 8.
Combat: Philethis seldom engage in combat. When they do, they are likely to produce a mysterious numenera 

weapon—perhaps some kind of energy emitter, or maybe something of a more psychic nature that 
disrupts thought processes. However, because a philethis can teleport any distance, it usually just 
teleports away when threatened.

Although unlikely to do so in combat, a philethis can also modify probability in small ways, such as making 
a rope break, causing a gust of wind to close a door, and so forth. They do this to manipulate events in 
their favor. If the manipulation affects a PC, the GM can force the character to reroll a die at any time. (It 
also begs for frequent GM intrusions.)

Interaction: Philethis are not automatically hostile. If engaged in conversation, they might respond in their strange, 
machinelike voices, speaking in the native language of whomever they talk to. However, such interchanges 
usually make a philethis more enigmatic rather than less. Their explanations for things rarely make sense, and 
the questions they ask seem unrelated to anything going on around them.

A typical philethis interaction might go as follows.
Human: Who are you and what are you doing here?
Philethis: The moon is full, and the roses will bloom 

in just 437 hours.
Human: What are you talking about?
Philethis: When you were eleven years old and 

playing with that ball, why did you bounce it three 
times against the wall but four times against the 
ground?

Human: How do you know anything about when I 
was a child?

Philethis: The galaxies will collide soon. We must 
prepare.

Use: Philethis are meant to be an enigma. Players 
should never fully understand the creatures, and 
if they believe that they do, something should 
happen to show that they are wrong. Moreover, 
the PCs should find out at odd times and in odd 
ways that the philethis are involved—or at least 
appear to be involved—in surprising situations. 
Are they just observing, or are they manipulating 
events somehow? And if so, why? The quest for this 
knowledge could be the basis for an entire campaign.

Loot: Philethis always have 1d6 cyphers and an 
artifact of some kind.

GM Intrusion: 
Something unexpected 

and unpredictable 
happens when the 

philethis is near. The 
event is small, but it 

results in a significant 
change. For example, a 
PC slips and falls into a 

pit, suffering damage, but 
then she finds something 

of great interest in the pit.
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CREATURES

RASTER 4 (12)

Rasters are biomechanical creatures that use antigravity suspensors and large, batlike wings to carry 
themselves aloft at great speed despite their size. A typical raster has a 30-foot (9.1 m) wingspan. They are 
native to the land of Ancuan in the southern region of the Steadfast.
Motive: Hungers for flesh
Environment: Rasters dwell in clutches of three to five, usually not far from a large body of water.
Health: 18
Damage Inflicted: 4 points
Armor: 1
Movement: Long while flying; short while on the ground
Modifications: Perception within long range as level 5, but beyond that, as level 2.
Combat: Rasters avoid danger and combat if possible. If they must fight, they prefer to use a long-range 

energy generator in their head that fires bursts of invisible energy (long range, 6 points of damage). They 
never fight to the death, as it is usually easy for them to escape by flying away.

Interaction: Sometimes rasters are encountered in the wild, nesting on rocky islands along the coast. More 
often, however, they are tamed, trained, and used as aerial mounts. Riders use sonic prods to control 
them.

Use: A small clutch of rasters has moved into a ruined keep not far from a small town. The mayor, who wants 
to refurbish and use the keep, seeks mercenaries to clear out the rasters. Meanwhile, local raiders have 
put the word out that they would pay well for any young rasters brought to them alive.

Loot: The biomechanical nature of a raster means that its body contains 1d6 – 2 cyphers (which also means 
that some bodies have none).

Ancuan, page 166

GM Intrusion: A loud 
sound scrambles the senses 
of the raster and it goes 
berserk, making an extra 
attack on its turn.

Many have seen epic battles 
between rastriders and 
xi-drake-mounted Angulan 
knights in the skies over 
the lands of the southern 
Steadfast.
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RAVAGE BEAR 4 (12)

A ravage bear is a hideous mammalian predator that hunts entirely by sense of smell. It is blind and nearly 
deaf, but it still tracks and senses prey easily. It is very protective of its young, and if hungry, it is extremely 
dangerous. Otherwise, it gives most creatures a wide berth.
Motive: Hungers for flesh
Environment: Ravage bears dwell alone or in pairs (usually with a few cubs) in wooded, rocky, or 

mountainous areas, typically in cold or temperate climes.
Health: 20
Damage Inflicted: 7 points
Armor: 1
Movement: Long
Modifications: Makes Might defense rolls as level 6. Runs, climbs and jumps as level 7.
Combat: The ravage bear grabs foes with its powerful arms, holds them fast, and then squeezes and tears 

at them until they are dead. It can hold only one creature at a time. While a ravage bear is holding a 
creature, it can attack only the held creature. In each round that a held creature does not escape, it suffers 
4 points of damage in addition to damage from attacks made against it.

A ravage bear can move very quickly in short sprints. In combat, it can go into an insane fury and will fight to 
the death. If it takes 10 or more points of damage, its defense is reduced by one step, but its attacks are 
increased by one step. 

Ravage bears are immune to visual effects, such as illusions. However, olfactory effects can confuse and 
“blind” it temporarily.

Interaction: Ravage bears are animals and act like animals.
Use: Ravage bears are likely chance encounters in the wilderness for unlucky travelers.

GM Intrusion: In its 
rage, the beast makes an 

extra attack with a +2 
bonus.
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CREATURES

RUBAR 2 (6)

If a catfish lived on land, breathed air, and had six tiny legs, it would be a rubar. These fishlike creatures can grow 
as long as a man’s arm, and they slither across surfaces using their legs and powerful tail. Like their sea-faring 
brethren, rubars eat dead matter from the surfaces of stone, synth, metal, and anything else they come across.

They have two to four sets of barbels. Using these long whiskers, rubars send electric charges into the air 
as a type of radar, helping them navigate the environment.
Motive: Self-defense
Environment: Anywhere that collects dead matter
Health: 6
Damage Inflicted: 2 points
Armor: 2
Movement: Short
Modifications: Perception as level 4.
Combat: Rubars are not aggressive unless threatened. They typically respond to danger by displaying their 

large mouth and flashing their fins to appear larger. If they still feel threatened, they attack, biting and 
using the current in their barbels to deliver an electric shock.

A barbel attack causes 2 points of additional damage. If at least two barbels successfully strike an opponent, 
he must make a Might defense roll or be stunned, losing his next turn. The strength of the shock is 
directly related to the size of the rubar, with larger creatures emitting more powerful shocks. Rarely, a 
rubar will grow up to 8 feet (2.4 m) long. A specimen of that size is level 3 (9), has +10 health, inflicts 2 
additional points of damage with its barbels, and can stun a foe with a single barbel hit.

Interaction: Rubars can be domesticated by those with access to the herb precariun, which slows the 
creatures and decreases their ability to use electric charges. People who domesticate rubars typically use 
them for cleaning a home or business. Occasionally, the creatures are used by healers, gangs, and others 
for cleaning up after deaths, accidents, or similar events.

Use: Finding a domesticated rubar in a civilized area adds a wonderfully exotic touch.
 

SARRAK 5 (15)

A sarrak is a fearsome predator in the Ninth World, although it might originally hail from elsewhere. It has 
the body of a massive predatory cat, about 8 feet (2.4 m) long, with sleek muscles and black flesh. Its head, 
however, appears to be a 3-foot-wide (0.9 m) ball of swirling energy, surrounded by dozens of metallic 
plates that move as if in orbit around the energy. Despite looking somewhat like an animal, a sarrak is 
extraordinarily intelligent. It is biomechanical in nature and taps into the minds of other creatures or the 
controls of electrical devices to its own ends.
Motive: Seeks power
Environment: Anywhere
Health: 23
Damage Inflicted: 5 points
Armor: 1
Movement: Long
Modifications: Resists deception as level 8.
Combat: In direct combat, a sarrak can use its 

claws to slash at foes. Far more effective, 
however, is its ability to control the actions 
of other creatures within short range who 
fail at an Intellect defense task. Once the 
sarrak establishes control, the victim can attempt a new Intellect defense task every 28 hours. Control 
lasts only while the creature is within short range of the sarrak.

Likewise, a sarrak can use an action to control almost any electrical device within short range as if it held the 
item. It can cause the device to activate or operate. No roll is required for this control, so bringing any 
sort of device close to a sarrak is dangerous.

Sarraks heal very quickly, regaining 2 points per round when damaged. This regeneration stops when they are 
dead.

GM Intrusion: A normal-
sized rubar delivers a 
stunning shock even if only 
one barbel hits. A large 
rubar stuns a foe for 1d6 
rounds.

GM Intrusion: The sarrak, 
acting out of turn, takes 
control of a device that 
the character is about to 
use against it. The sarrak 
deactivates the device or 
perhaps turns it against its 
owner.

Precariun is a hardy, 
drought-resistant herb that 
grows in highland regions. 
It must be dried before it 
is used or it kills the rubar 
that imbibes it. Dried or 
fresh, it is likely to give 
humans a severe stomach 
ache. 
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Interaction: A sarrak is wise and ingenious. It sees other creatures as tools to be used for its own ends, but 
sometimes it is willing to hear what a tool has to say. It is most interested in offers of power or advantage 
but doesn’t seek wealth for its own sake. Sarraks respond poorly to threats or intimidation and are very 
difficult to trick or deceive.

Use: Most likely, a sarrak lair is filled with controlled creatures and devices it can activate for defense or 
assistance. It might have complex plans in motion and could be the secret power behind a scheme 
involving many creatures, people, or machines (or all three). A sarrak would love nothing more than to 
take control of a whole community—such as a village, a tribe of abhumans, or a cluster of Stratharian 
war moths—to serve its ends.

Loot: In its lair, a sarrak has 1d6 + 2 cyphers and one or two artifacts.

SATHOSH 3 (9)

Sathosh are gaunt abhumans that have a long tentacle writhing from where their face should be. They are 
silent, and they see and communicate via subsonic pulses they emit almost constantly. It is perhaps easier to 
think of them as having hyper-acute hearing and a sort of sonar.

Sathosh are communal creatures, thriving on the presence of others of their kind and living without any 
type of hierarchy. They are kind and loving to one another but hateful and cruel to all other life.
Motive: Hungers for blood
Environment: Sathosh dwell in packs of at least six—and usually closer to twelve—anywhere but the coldest 

climes.
Health: 9
Damage Inflicted: 3 points
Movement: Short
Modifications: Climbs as level 5. Resists mental attacks as level 6.
Combat: A swarm of four sathosh can attack a single foe in melee, making one level 5 attack that inflicts 

6 points of damage. Further, two sathosh next to each other can join their minds in communion and 
launch a mental attack on one target at short range; it inflicts 6 points of Intellect damage and ignores 
Armor.

Sathosh feed on the blood of creatures they slay, absorbing it through their tentacle.
Interaction: Without some kind of subsonic device or mental powers, it is impossible to speak to or 

understand sathosh.
Use: A local farmer reports that a strange creature has invaded his hay barn.
Loot: Each sathosh is likely to have a light or medium weapon—a knife, a sword, a spear, a dart thrower, and 

so on. A sathosh lair has 1d100 shins, other miscellaneous gear or goods, and probably an oddity or two.

GM Intrusion: The 
sathosh’s tentacle trips 
the character, who falls 
prone and loses a turn.

Stratharian war moth, 
page 261
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CREATURES

SCUTIMORPH 3 (9)

Scutimorphs look like huge brown centipedes or millipedes. Mostly passive, they prefer to defend without 
attacking. They spend most of their lives coiled around large tubes or trees, absorbing nutrients from 
whatever liquids and creatures get stuck to their sticky surfaces. Although they typically inhabit areas in 
groups, each scutimorph usually has its own tree or tube.

When the creatures stand, it’s apparent that they have hundreds of legs, each as big around as a man’s 
wrist. Their standing heights are 6 to 8 feet (1.8 to 2.4 m), and their bodies are typically twice that in length. 
Scutimorphs have a pair of large front pincers that protrude when the creatures feel threatened; these pincers 
deal 4 points of damage.
Motive: Self-defense
Environment: Temperate or warm woodlands (or similar areas)
Health: 12
Damage Inflicted: 4 points
Armor: 6
Movement: Short
Modifications: Climbs as level 6. When coiled with only its exoskeleton exposed, defends as level 8.
Combat: When touched or attacked, a scutimorph’s exoskeleton exudes a vaporous substance that makes 

the creature slippery. On a second attack, the substance turns sticky; anyone who touches the creature at 
this stage is stuck for one round (the victim loses his turn). If the scutimorph continues to be attacked, it 
rears up from its position coiled around the tree, its large front pincers seeking to damage the one who 
harmed it. If one scutimorph attacks, the others begin to respond as well, fighting as a group.

Interaction: Scutimorphs are large insects and behave as such.
Use: Scutimorphs inhabit many forests and semiforests of the Ninth World—anywhere there are vertical 

trunks, pipes, or other tall, round fixtures. They often obstruct the paths of explorers who are attempting 
to climb.

Loot: Scutimorphs are difficult to kill and don’t offer much in the way of loot. However, those with knowledge 
of the numenera may find use for their oily or sticky substances, which exist in small glands beneath the 
exoskeleton.

GM Intrusion: The 
scutimorph is tougher than 
others of its kind and has 
+10 health.
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SESKII 2 (6)

Resembling large dogs in stature and movement, these four-footed creatures are covered in hard, 
overlapping scales. The intricate patterns on the scales range from greenish-brown to black-and-white 
spotted to the reddish hue of embered coals. From their backs grow a mass of organic crystals. Standing 
about knee-high to most humans, seskii have large teeth, pointed ears, and bulbous tail ends.
Motive: Hunger or loyalty
Environment: Anywhere, even urban areas
Health: 6
Damage Inflicted: 2 points
Armor: 2
Movement: Long
Modifications: Attacks as level 3 if wearing any type of manufactured armor, including a spiked collar, 

daggered tail cover, or synthclaws. Defends against piercing weapons as level 3.
Combat: Seskii typically attack with their teeth and the hard, bulbous tips of their tails, although they 

might also claw or pounce. While the crystals provide armor, their scales provide them with additional 
protection against piercing weapons.

Interaction: Seskii engage in combat for one of two reasons: hunger or loyalty.
When hungry, they often attack anything that seems edible, including other seskii. When they attack humans, 

it is typically to snatch any food being carried and race off with it, rather than eating human flesh.
In terms of loyalty, seskii may become particularly devoted to anything and anyone, including other seskii, 

humans, statues that seem like creatures, and places they call home. They will fight to the death to 
defend a place or person they deem as their own.

If a seskii in the wild is wearing manufactured armor, it means the creature was once someone’s favored 
companion. There is a good chance that the person is now long dead, as a seskii would not leave her side 
while she lived.

Use: Intelligent and loyal companions, seskii can be trained in various methods of hunting, stealth, and 
attack by those who have skills with animals. Many humans outfit their seskii with special types of 
weapons and armor—spiked collars are a favorite.

Nanos and numenera 
crafters value seskii crystals 

as useful components 
in information storage 
devices. Occasionally, 
seskii shed the crystals 

naturally, but more often, 
they must be cut from 
the creatures. Crystal 
poaching is common.

GM Intrusion: The seskii 
is so tenacious that it 

continues to fight even 
after its health is gone; 
treat the creature as if 
it had 10 more health 
than normal. Further, 
in this state, it inflicts 
1 additional point of 

damage.
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CREATURES

SNOW LOPER 3 (9)

Tall and thin-legged, a snow loper is a fast-moving omnivore. It has a very short neck and a large head with a 
wide, toothy mouth. Long hair covers its roundish, muscular body. Immediately below its mouth are two thin 
arms with two-fingered hands that it uses mainly for grasping food or navigating treacherous climbs. Since it 
lacks thumbs, it doesn’t really use tools.

Most people speculate that the snow loper is a genetically engineered creature intended to be used as a 
mount in steep, rocky environments. In the Ninth World, however, many snow lopers roam wild.
Motive: Self-defense
Environment: Snow lopers live in small packs in cold climes or high altitudes.
Health: 12
Damage Inflicted: 3 points
Movement: Long
Combat: A snow loper can defend itself 

with a vicious bite, but more than 
likely, it flees from danger.

On an intuitive level, a snow loper can 
sense creatures within short range 
that mean it harm.

Interaction: Snow lopers make excellent 
mounts. They can bear a rider and 
hundreds of pounds of gear and 
still climb precarious heights. They 
travel at great speed, seemingly 
without getting tired.

If a wild snow loper is caught, it can be 
tamed and trained relatively quickly, 
becoming cooperative and docile. 
The creatures are slightly more 
intelligent than typical animals, and 
some can even be trained to use 
anoetic cyphers and other simple 
devices.

Use: Most likely, characters encounter 
a snow loper as a mount, probably 
in the service of a scout, a trader, or 
an explorer.

Loot: A snow loper has only what its 
rider gives it.

GM Intrusion: The snow 
loper gains an immediate 
extra action, which it uses 
to bolt away.

Rumors speak that in the 
vast, warm lands to the 
north dwell tan, hairless 
lopers identical in all other 
ways to snow lopers.
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STEEL SPIDER 3 (9)

Steel spiders are creatures of living metal that spin incredibly thin webs also made of metal. When Yvaras the 
jack and her companions explored the Callostrin, an ancient machine-complex buried beneath the sands of 
the Cold Desert, she encountered a nest of steel spiders and had this to say:

“We had a glowglobe to light our way. Suddenly someone says they see something sparkling right in front of me. In 
the light, right? I stopped right off, and if I hadn’t, I wouldn’t be telling you this now—I’d be in three or four pieces on 
that floor. See, I reached out with my dagger to touch what it was. Just a few strands of spider web stretched across the 
walkway. That’s all, right? Except touching it with my dagger cut into the blade a half inch. A good iron blade, ruined! 
That’s how sharp and strong those things are. I turned around to tell Naeris, but then he says, ‘It’s shaking!’ I turned 
back to see a spider glistening like silver in our light. It was the size of a dinner platter, moving along two of them thin 
little strands right toward us! Good thing we had that heat-cutter that Julran found. We used it like a weapon on the 
spider as it approached. One blast with that drove it off, and we got outta there. Naeris said that as we left, he saw 
more of ‘em. A whole network of their webs strung everywhere. I don’t want to go back there anytime soon.”

Motive: Hungers for flesh
Environment: Living in small nests of three or four, steel spiders spin their webs in dark ruins, subterranean 

locales, and wilderness areas of any climate.
Health: 9
Damage Inflicted: 3 points
Armor: 2
Movement: Short
Modifications: Balances and climbs as level 6.    
Combat: Steel spiders attempt to catch prey in their webs. However, the webs are not sticky—they are razor 

sharp and easily cut through any material (including flesh) lower than level 5, inflicting 4 points of 
damage. The strands are so thin that it’s easy to walk into them by accident. An Intellect task (level 3) is 
needed to see them in time. Severing a web requires at least 2 points of damage from an energy attack or 
from a blade higher than level 5.

If the webs don’t kill prey immediately, the steel spider moves in to attack with its bite. The creature’s spinnerets 
are in its mouth, and a bite injects a victim with the metallic strands. Victims who fail a Might defense 
roll take 4 points of Speed damage that ignore Armor as their muscles and tendons are torn apart by the 
invasive injection. This damage is in addition to the normal 3 points of damage from the bite.

Interaction: Interaction with steel spiders is nearly impossible because they think only of eating. Although 
they are organic creatures, they operate almost like automatons.

Use: While wandering through an ancient complex, the PCs find a hatch in the floor, which leads to a shaft 
going down. But canny eyes might see that the shaft is criss-crossed with thin, silvery filaments. The 
explorers will have to figure out how to get down the shaft without being cut to ribbons.

Loot: If very carefully cut and stored, a steel spider’s web strands can be used as deadly garrotes or cutting tools.

GM Intrusion: The 
character brushes up 

against a web strand he 
did not see, suffering 4 

points of damage.

Cold Desert, page 208
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CREATURES

STRATHARIAN WAR MOTH  2 (6)

Bred for battle in a prior world, these creatures are gigantic moths with pale yellow wings and bodies the 
color of skulls. Most have a wingspan of at least 5 feet (1.5 m). When they open their wings wide, they shed a 
brilliance that withers flesh without harming nonliving objects.
Motive: Hungers for battle
Environment: Any
Health: 6
Damage Inflicted: 2 points
Movement: Long while flying; immediate while on the ground.
Combat: Stratharian war moths can swoop in to attack with a bite, but their major offensive power is the 

flesh-withering light from their wings. The light manifests as a short-range cone of energy that inflicts 4 
points of damage to living creatures. Creating this light requires an action, and a moth can use the ability 
once every other round. If a moth is reduced to 3 health or less, it flies away.

A Stratharian war moth is immune to mind-influencing effects.
Interaction: The war moths think only in terms of battle.
Use: Stratharian war moths make for a dangerous encounter, usually in the wild. However, a wandering pack 

could come upon a village and terrorize it, keeping people trapped in their homes until help arrives—
perhaps in the form of traveling PCs.

GM Intrusion: The light 
from the moth’s wings 
causes the PC to move one 
step down the damage track.

“Stratharians” were not the ones to create the war moths, but 

were the first to find and make use of them in the early days of the 

Ninth World. The Stratharians are gone now, destroyed by the very 

creatures they sought to unleash on their enemies.

No one knows the origin 
or meaning of the word 
“Stratharian.”
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TETRAHYDRA 3 (9)

 “The tetrahydra is clearly a creature of bizarre standing, as it has no feet. Perhaps it stays aloft eternally or lands 
upon its great beaks to rest.”

 —Carl Linnal, naturalist

These large creatures, approximately 6 feet (1.8 m) 
tall, look like black-feathered tetrahedrons with beaks 
and big wings. Based on reports from an early Ninth 
World naturalist, they were believed to be legless. 
However, tetrahydras have four tentacles that they 
keep coiled along their lower half. The tentacles 
uncoil and can be used as feet and weapons.
Motive: Protecting their eggs
Environment: Anywhere
Health: 15
Damage Inflicted: 4 points
Armor: 2
Movement: Long while flying; immediate while on 

the ground.
Combat: Tetrahydras attack from the air, coming down at perceived enemies quickly, their wings folded back for 

maximum speed. They attack first with one of their four beaks and then with their tentacles, which grip and 
squeeze prey. Sometimes they attack alone, but more often they attack in groups of three or more.

Tetrahydras fight to protect their eggs, which take two years to hatch and are situated in large nests as high 
up as the creatures can build them.

Interaction: Tetrahydras are animals and act as such.
Use: PCs are likely to run afoul of tetrahydras only if they disturb a nest. However, a foe skilled in animal 

training could have a covey of them that serve as attack beasts.

THUMAN 2 (6)

The thuman sat on its haunches, multijointed legs folding beneath it. It looked up at its master with narrow, black 
eyes. Red dust covered the furry crest atop its head.

Calaval set his heavy pack down, exhausted. He bent down and brushed the dirt and dust away from it, and then 
did the same for his clothes. Finally, he brushed the red dust from the thuman. “Don’t worry, Feddik,” he whispered. 
“You won’t have to go inside. I’ll have to do that alone.” 

—Sacred Chronicle of High Father Calaval, Amber Pope and Founder of the Citadel of the Conduit and the 
Order of Truth    

A thuman looks much like a large hound, although it has a face that is almost human. Its tough, leathery 
flesh is covered in short hair except for a longer tuft at the top of its head that resembles a crest.
Motive: Loyalty
Environment: Any (usually in civilized areas)
Health: 6
Damage Inflicted: 2 points
Movement: Short
Modification: Perception as level 5.
Combat: A thuman attacks with a bite. It fights to the death in defense of its master, but otherwise it usually 

attempts to avoid combat.
Interaction: Thumans are intelligent and affable companions, extremely loyal to their masters. They don’t 

speak, but they understand language well and can be trained to follow a vast number of commands. 
There is an unwritten code among thuman masters to treat their companions extremely well—more like 
a friend or ally than a pet. The loss of a thuman companion is like the loss of a close family member.

Use: Thumans are almost never encountered in the wild; they actively seek the company of humans. The PCs 
likely encounter a thuman at the side of its master. A character who wants a thuman pet should visit a 
breeder in a village or town, most of whom will entrust a pup only to particularly reliable masters.

GM Intrusion: More 
tetrahydras swoop into 
the fight! 1d6 more of 

them join the fray.

Calaval, the original 
Amber Pope, has 

many stories and feats 
attributed to him. Only 

he knows which are 
true, and he is long gone 

from this world. See 
“The Amber Monolith,” 

page 6.

Amber Pope, page 133

Citadel of the Conduit, 
page 223

Order of Truth, page 222

GM Intrusion: The 
thuman’s defensive 

action foils an attack 
against its master.
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TRAVONIS UL 6 (18)

A writhing mass of tendrils 15 feet (4.6 m) across and 12 feet (3.7 m) high, a travonis ul is a creature 
from another world that hunts for cellular material to consume. Three to five tendrils are particularly long, 
with bulbous yellow eyes at approximately their midpoint. One broad tentacle has a mouth with several 
mandibles.

A travonis ul is an intelligent creature, but it’s utterly alien to almost everything that dwells in the Ninth 
World. It doesn’t seem to speak, read, or use tools of any kind, but it clearly understands and respects the 
numenera.

Is it an extraterrestrial or an ultraterrestrial? No one knows for certain.
Motive: Hungers for flesh or plant material
Environment: Anywhere
Health: 36
Damage Inflicted: 6 points
Armor: 3
Movement: Short
Modifications: Speed defense as level 5 due to size and speed. If using its mouth, attacks as level 5, inflicting 

8 points of damage.
Combat: This creature lopes forward to attack in an ungainly fashion, using some of its tendrils as 

pseudopods for locomotion. It flails and grabs at prey, and it also attempts to bite with its terrible mouth 
(attacking as a level 5 creature and inflicting 8 points of damage). The travonis ul can attack up to ten 
foes at once (no more than one attack each), as long as they are within short range.

In addition to the damage it inflicts, the touch of a travonis ul causes great pain and disrupts nervous 
systems. Anyone who is struck by the creature must make a Might defense roll; those who fail are 
stunned and lose their next turn.

Interaction: A travonis ul looks upon all other creatures as food or enemies (or both).
Use: Travonis ul are some of the most dangerous predators that hunt in the wilderness or in ancient ruins. 

The alien creatures eat constantly, so when one moves into an area, it quickly depletes the region of flora 
and fauna. Intelligent inhabitants usually organize resistance or just flee.

Loot: If a travonis ul is slain in an area that has intelligent residents, sometimes corpses with valuables can 
be found in its mass—perhaps 1d100 shins’ worth of goods and 1d6 – 1 cyphers.

GM Intrusion: The travonis 
ul’s foe is overwhelmed by 
the flurry of tendrils and 
becomes lost in the crushing 
mass of the creature’s body. 
The victim automatically 
suffers 10 points of damage 
each round unless it can 
free itself (a Might task).

In the Caecilian Jungle, 
there is a massive travonis 
ul twice the size of any 
other. It is level 10, with 60 
health and 4 Armor, and 
inflicts 13 points of damage 
(17 points with its bite, 
attacking as level 9).
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VARAKITH 5 (15)

A varakith is a vaguely insectlike 
creature, 10 feet (3 m) long, with 
multiple legs that end in tips like 
spears. It uses these lances to skewer 
enemies and drain them of blood, 
after which the creature adds them to 
its own body to serve as armor.

It came as a great surprise when 
the scholar Niomedes discovered 
that the strange noises the varakith 
make are actually songs and have 
meaning. Until that point, they 
were assumed to be near-mindless beasts. Varakith “speak” (or rather, “sing”) by rubbing two of their legs 
together, which produces a trilling sound. The song that Niomedes translated went as follows:

We fight and crush
Gnash and drink
The foe at our heels will be our bread
The foe at our heels feeds victories yet to come
Stronger today, stronger tomorrow
We fight
We crush
We gnash
The discovery that the varakith are intelligent warmed no one’s heart, for the creatures have a dark and 

bloodthirsty spirit with little respect for others.
Motive: Hungers for blood; lusts after combat
Environment: Varakith dwell alone or in pairs in any temperate or warmer region. They make nests 

underground.
Health: 25
Damage Inflicted: 6 points
Armor: 4
Movement: Short
Modifications: Resists poisons or disease as level 6.
Combat: In combat, a varakith attacks with its spearlike legs. Those struck by a leg must make a Speed 

defense roll or be knocked prone and held immobile. Only creatures that are smaller than the varakith 
can be held immobile in this way. A varakith can hold up to three such creatures immobile at once.

Immobilized victims lose their next turn. On the varakith’s next turn, it can automatically bite the held 
creature, dealing 4 points of damage and draining its blood—and in addition to this bite, the varakith still 
takes its normal action for that turn. This action could be to attack the immobilized victim with another 
spear-leg (the difficulty is modified by two steps in the varakith’s favor: one step because the victim is 
prone and another because he is held down).

Victims can try to free themselves once they can act, but they must make a Might-based roll. Failure means 
that the varakith gets another automatic bite. 

A slain creature is tossed on the varakith’s back, where the body is caught on spines and hooks. Each corpse 
adds 1 to the varakith’s Armor for 28 hours.

Interaction: Varakith have no respect for other creatures, although one that proves itself in combat might be 
worth speaking to if communication can be established. Varakith see the world as one big gladiatorial 
arena in which they must constantly prove themselves. Even a respected combatant is still a foe to be 
overcome eventually—long-term alliance is not possible. However, varakith are not particularly devious 
or duplicitous about their mindset. They make their feelings known.

Use: Varakith are excellent foes for PCs exploring subterranean areas, and having these monstrous things turn 
out to be fairly intelligent is nice twist. Consider a scenario in which a young man hires the PCs to find his 
brother—a tough and skilled glaive—who disappeared while exploring a cave in the hills. Only after long 
searches do the characters discover that the brother’s corpse now adorns the back of a vicious varakith.

Loot: The bodies that varakith wear as armor usually have some useful equipment and probably a cypher.

GM Intrusion: A 
varakith throws a not-

yet-dead foe onto its 
back. The victim suffers 

3 additional points of 
damage from the spines 

and is caught until he 
can free himself with a 
Might-based task that 

has a one-step increase in 
difficulty.

Varakith war against 
subterranean 

communities of humans, 
such as those in Deep 

Vormask (page 175) and 
Vebar (page 202).
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XI-DRAKE 5 (15)

The largest thing to darken the Ninth World sky is the xi-drake, a massive, white-skinned reptile with broad 
wings, a long tail, and a large armored crest on its head. The creature is light for its size, and the crest has a 
unique organ that helps it to fly (though no one knows precisely how it works).

Xi-drakes have keen senses, but more impressively, they can read the mind of any intelligent living creature 
at long range and thus are almost impossible to deceive. They breed rarely but are extremely long-lived.
Motive: Obligation and honor
Environment: Xi-drakes nest in mated pairs; otherwise, they travel the world alone or with a single rider/

companion.
Health: 22
Damage Inflicted: 5 points
Armor: 2
Movement: Long while flying; short while on the ground.
Modifications: Perception as level 6. All combat tasks against a living opponent as level 6.
Combat: Xi-drakes are straightforward combatants, attacking with a bite or claws, but since they read minds 

so easily, they use this information to aid in their attacks and defense.
Interaction: Xi-drakes are intelligent creatures. They cannot speak (telepathically or otherwise), but their 

ability to read minds allows a sort of communication. They are not so much tamed and trained as they 
are befriended.

Due to a pact made more than a hundred years ago, xi-drakes serve as mounts for Angulan Knights. Once a 
xi-drake is bound with a rider/companion, the two work in concert until death (usually the death of the 
rider, since xi-drakes live for hundreds of years).

Use: Although they can be encountered on their own, xi-drakes are perhaps most interesting when used as 
the companions of Angulan Knights.

Loot: Rarely, a xi-drake is outfitted with one or two cyphers or an artifact, but only if it can use the devices.

Angulan Knights, page 224

GM Intrusion: The xi-drake 
uses its mind-reading ability 
to anticipate and negate 
an opponent’s attack(s) for 
one round.
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YELLOW SWARM 5 (15)

Yellow swarms are groups of weird ultradimensional insects. They must stay in close proximity to one 
another, or they lose their ability to remain in this reality. They look like a small cloud of yellow locusts until 
you get close enough to see that they are transparent and oddly configured, with asymmetrical bodies that 
have seven legs and five wings.

Yellow swarms feed on various chemicals in the brains and spines of many creatures in the Ninth World.
Motive: Hungers for various organic compounds
Environment: Anywhere
Health: 18
Damage Inflicted: 5 points
Movement: Short
Modifications: Speed defense as level 6.
Combat: A yellow swarm moves in and attacks with hundreds of tiny bites and stings. The trick of fighting a 

swarm is that it fades in and out of reality, so every round, the GM rolls a d6 (yes, the GM rolls a die!). If 
the result is 1–3, no attacks or special abilities will affect the swarm in that round, but the players don’t 
learn this until after they have declared their actions. However, the swarm always attacks just before or 
after fading, so it is always able to affect creatures in this world.

Interaction: It’s not possible to communicate with a yellow swarm.
Use: Yellow swarms often linger near interdimensional gates or other access points, so the presence of a 

swarm is a good indicator that a gate is nearby.

GM Intrusion: The
swarm overwhelms the

character, engulfing her.
The difficulty of any

actions she takes while
engulfed is increased by

two steps.
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YOVOK 3 (9)

The horrid yovoki are short, squat abhumans with jaundiced skin draped loosely over their flabby, hairless 
bodies. They hunt and kill for pleasure, although they happily eat whatever they kill as well. In fact, they eat 
constantly and seem able to digest almost anything.

Yovoki are too disordered to have a strict group hierarchy. Instead, they all just yell and snort and squeal 
until one of them gets his way. There are two yovoki genders, but sometimes even they cannot tell the 
difference between their males and females.
Motive: Kills for pleasure, food, and displays of strength
Environment: Yovoki wander in small groups of three to six in the mountains and hills.
Health: 12
Damage Inflicted: 3 points
Armor: 2
Movement: Short
Modifications: Defends as level 4. Jumps as level 5.
Combat: Although yovoki wield simple melee weapons like knives, clubs, and short spears in their chubby 

hands, they love to attack with the poisonous barbs they produce under their tongue and spit out within 
short range. Those struck by a barb must make a Might defense roll; a failed roll means that for one 
round, all of a victim’s tasks are two steps more difficult. After that, for the next four rounds, the victim 
is completely paralyzed and can take no physical actions (and the difficulty of all mental actions remains 
two steps higher). Finally, as the paralysis wears off, the victim suffers another round like the first before 
he can act normally again.

After paralyzing a foe, a yovok bounds forward with surprising agility to finish off the victim up close.
Interaction: Fast-talking characters might be able to reason with yovoki, but doing so is difficult due to their 

bloodlust. It might be easier for the PCs to intimidate or frighten them into compliance.
Use: These abhumans are slightly smarter than others and might use numenera devices or hatch simple 

plots to get what they want—poisoning wells, kidnapping important people, and so on.
Loot: Each yovok has a knife, club, or other melee weapon. A group of yovoki has at least one cypher and 1d6 

+ 10 shins.

GM Intrusion: The yovok 
spits two poisonous barbs at 
once, making an additional 
attack at another (or the 
same) target.

The people of the Ninth World often refer to extradimensional 

entities such as the yellow swarm or the erynth grask as “demons.” 

They think of them as supernatural, otherworldly beings of pure evil. 

The truth is often more complex, but the dangers that these creatures 

pose make the Ninth Worlders’ perceptions understandable.    

One of the places you 
can encounter yovoki is 
the underground cavern 
known as Deep Vormask, 
page 175.
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ZHEV 5 (15)

“Scared of Zhev? Not hardly. You just hit them right between their eyes.”
—Jennis Falon, explorer

The Zhev comprise the elite peacekeeping force in the city of Qi. They are cylinders 6 feet (1.8 m) high and 3 
feet (0.9 m) in diameter, and they typically hover 3 feet (0.9 m) off the ground.

The Zhev have three triangular eyes that appear to be organic. The eyes usually stay together in a larger 
triangle formation, moving inside the cylinder, peering through a slit near the top that goes all the way 
around. The eyes can also separate, each looking in a different direction, but they do this rarely.

Although the Zhev are essentially automatons, they have organic interior components as well as 
mechanical parts. They were said to be created by the original Amber Pope, but many people believe that he 
simply found and reactivated them.

The Zhev patrol Qi, usually in pairs but sometimes alone, preventing infractions of the law and acting 
to keep order, keep the peace, and protect the lives of innocents. When forced to choose between options, 
they always make the choice that saves the most people from the greatest harm. Protecting innocents takes 
priority over enforcing laws.

Their human superiors perform administrative work and never go out on patrols or calls in the city.
Motive: Keeps order
Environment: The city of Qi
Health: 20
Damage Inflicted: 6 points
Armor: 4
Movement: Long
Modifications: Attacks as level 6. Perception as level 7.
Combat: The Zhev usually begin a fight by firing stun gas canisters at long range that explode and impede 

actions for creatures within immediate range of the blast. Affected targets can take no actions for 1d6 
rounds unless they make a Might defense roll to resist the gas. The Zhev also project nets within short 
range that immobilize a struck target unless he can break or wriggle free (a Might or Speed action). If 
the gas and nets fail, they attack with their metallic arms that are 10 feet (3 m) long and jointed more like 
tentacles. The Zhev have three such arms and can attack three different foes as a single action if they are all 
within reach.

Unlike many automatons, the Zhev retreat if faced with a more powerful foe (unless they have been 
commanded to stay and fight). They usually try to get reinforcements and then return to engage the enemy.

Interaction: The Zhev obey the orders given to them by their human superiors. They also follow the 
commands of an Aeon Priest as long as those commands don’t conflict with an order they’ve already 
been given. Other people cannot reason or negotiate with the Zhev. They are relentless and merciless, 
although they are ordered to capture criminals rather than use violent or lethal force if at all possible.

Use: The Zhev are the dangerous, capable law enforcers and protectors of Qi. They are well respected but not 
always well liked. PCs who run afoul of them have likely done something very wrong.

Loot: The body of a Zhev 
can be scavenged for 
2d6 shins, 1d6 + 1 
cyphers, and perhaps 
an artifact.

GM Intrusion: The Zhev 
grabs a character with its 
metallic arms and holds 

him fast, immobilizing 
him.

Qi, page 148

While the Zhev serve 
human masters in Qi, 

many people worry that 
they secretly have their 

own agenda. 
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NON-PLAYER CHARACTERS

NON-PLAYER 
CHARACTERS

CHAPTER 16

Non-player characters (NPCs) in Numenera 
don’t follow the same rules as PCs. Although 
there are NPC jacks, glaives, and nanos, not 

everyone falls into those categories, and they don’t 
necessarily have the same abilities as the player 
characters. For example, an NPC nano might have 
different esoteries that aren’t available to PCs. An 
NPC jack could have an odd mutant ability.

This topic is covered in more detail in Chapter 8: 
Rules of the Game (page 84), but in short, with the 
wide variety of weirdness in the Ninth World, NPCs 
can have whatever abilities the GM thinks will make 
for an interesting encounter.

This section provides basic stats for six common 
NPCs: Aeon Priest, bandit, explorer, nano, town 
guard, and warlord. However, when running a game 
on the fly, it’s easiest to give an NPC a level and 
use that level and its target number to derive the 
mechanics for everything the NPC does.

For a detailed guide to the listings, please see 
Understanding the Listings in Chapter 15: Creatures 
(page 228).  

A SAMPLE OF NINTH WORLD 
NON-PLAYER CHARACTERS

AEON PRIEST  5 (15)

Both male and female Aeon Priests typically wear 
hooded robes and a heavy medallion bearing their 
eyelike symbol.
Motive: Understanding the lore of the past
Health: 15
Damage Inflicted: 3 points
Movement: Short
Modifications: Defends as level 6. Resists mental 

effects as level 6.
Combat: Aeon Priests often have technological 

enhancements and devices that aid in defense, if 
not offense. They rarely attack with conventional 
weapons but instead use ray emitters, 
detonations, and so forth. Like nanos, many 
have esoteric abilities.

NPCs BY LEVEL
Bandit: 2
Town Guard: 2
Nano: 3
Explorer: 4
Aeon Priest: 5
Warlord: 5

GM Intrusion: The Aeon 
Priest produces a cypher 
that, for the rest of the day, 
lets him roll for all actions 
as if he were two levels 
higher.
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An Aeon Priest can do one of the following: levitate 20 feet (6 m) per round via an antigravity esotery or device, 
turn invisible for one minute via a distortion field, or gain 4 Armor for ten minutes via a force field.

Interaction: Much of the time, Aeon Priests are preoccupied with their studies and work. Most people consider 
them aloof to the point of rudeness. However, the priests are usually willing to share some of their 
knowledge either for a price (usually in exchange for the completion of a task) or because the question at 
hand is so intriguing.

Use: Aeon Priests are fonts of numenera knowledge. They are interested not in the details of past culture or 
history but in science. They can identify cyphers and artifacts and will purchase unwanted items from 
explorers. If the PCs are going to encounter an Aeon Priest as an adversary, randomly determine at 
least one useful artifact for the priest and add it to his abilities. Devices that allow the priest the special 
abilities described above are not necessarily part of his loot or usable by anyone else.

Loot: An Aeon Priest typically has 3d6 shins, 1d6 cyphers, an oddity, an artifact, and a wide variety of tools. 
He might also have other normal gear.

BANDIT 2 (6) 

Bandits are usually rough, crude, and harsh individuals who live on (and prey on) the fringes of society.
Motive: Taking what they want
Health: 6
Damage Inflicted: 4 points
Armor: 1
Movement: Short
Modifications: Speed defense as level 3 due to shield.
Combat: Bandits typically arm themselves with axes, swords, and shields as well as bows. They attack in large 

numbers and prefer ambushes, making ranged attacks from hiding. Sometimes they spoil the ambush 
to issue an ultimatum before attacking: your money or your life. If faced with a real threat, such as a 
situation in which they lose a third of their numbers, they usually retreat.

Interaction: Bandits are interested in money and power, which means that they almost always accept bribes. 
They aren’t fighting for a cause, however, so they rarely risk their lives.

Use: Bandits are everywhere—in a way, they are the archetypal human foe. Since bandits are not actually very 
tough individually, you can throw large numbers of them at PCs. If you want a smaller group of tougher 
individuals, use the warlord stats (see below).

Loot: Any given bandit has 1d6 shins in addition to weapons, shields, light armor, and miscellaneous gear. 
One bandit in a group might have a cypher or an oddity.

GM Intrusion: Another 
bandit, hidden until just the 
right moment, appears and 

takes a shot with her bow. 
She then joins the fray.
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GM Intrusion: The explorer 
pulls out a trick via a cypher 
or an ability that proves to 
be the perfect tool for the 
situation at hand.

EXPLORER 4 (12)

Explorers roam the wilderness and delve into ancient 
ruins, seeking knowledge, discovery, and loot. They 
typically carry a wide variety of survival gear, weapons, 
and interesting bits of things.
Motive: Curiosity and finding loot
Health: 18
Damage Inflicted: 4 points
Armor: 2
Movement: Short
Combat: Explorers know their way around a fight but 

are not necessarily eager for one. They use ranged 
weapons if possible, and they flee if seriously 
threatened.

Interaction: Explorers are understandably leery and 
sometimes standoffish, but deep down, they’re 
almost always grateful to find a new ally.

Use: Sometimes when the PCs need a little support, 
an explorer can accompany them. Explorers also 
make excellent guides or scouts. If the characters 
encounter another human in the course of their 
travels in a remote region, chances are it might 
be an explorer.

Loot: Explorers have at least three weapons, medium armor, an explorer’s pack, 1d20 shins, 1d6 cyphers, 1d6 
oddities, and possibly an artifact.

NANO 3 (9)

Nanos use the numenera to shape the world around 
them. They understand the ways of prior aeons better 
than most people do and thus seem like “wizards” to 
the majority of Ninth Worlders.
Motive: Varies, but it usually involves finding or 

understanding the numenera
Health: 15
Damage Inflicted: 3 points
Movement: Short
Modifications: Resists mental effects as level 4.
Combat: Nanos use force blasts, bursts of flame, 

bolts of electricity, and other esotery-derived 
attacks with long range.

A nano can do one of the following: levitate 20 feet (6 m) 
per round via an antigravity esotery or device, 
turn invisible for one minute via a distortion field, 
or gain 4 Armor for ten minutes via a force field.

Interaction: Nanos are usually busy individuals, with 
a number of different agendas involving research, 
experimentation, exploration, and investigation.

Use: NPC nanos don’t have to (and frankly don’t) 
follow the same rules as PC nanos. Their 
esoteries can have different effects. Nanos are 
uncommon but can be encountered anywhere. The PCs might meet a nano while she is helping a group 
of bandits, exploring on her own, or working as a part of the town guard.

Loot: A nano typically has 1d6 shins, a weapon, 1d6 cyphers, an oddity, and other miscellaneous gear. One 
nano in six might have an artifact.

GM Intrusion: The nano 
performs an esotery that 
is the perfect tool for the 
current situation.
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TOWN GUARD 2 (6)

The Ninth World is a deadly place, and innocents need protection. The 
town guard stands watch for dangers from the outside but also keeps 
the peace amid the community. Town guards deal with drunks, thieves, 
and other troublemakers, but they’re not true law enforcement, and 
they’re certainly not detectives. Ultimately, they do what they are ordered 
to do by their superiors, regardless of legality.
Motive: Keeping the peace; following orders
Health: 8
Damage Inflicted: 3 points
Armor: 2
Movement: Short
Modifications: Perception as level 3.
Combat: Typically armed with spears and crossbows, town guards are 

straightforward combatants. They appreciate strength in numbers, 
and they always call for help, if possible.

Interaction: Although town guards range from minor, self-satisfied 
tyrants to genuinely helpful sentinels, interacting with them typically 
involves one issue: does the PC want to do something that the 
guard has been told to prevent? If so, the PC will have a difficult 
time. Of course, some guards accept bribes or can be persuaded or tricked, but unless the guard is new 
at the job, he has probably heard most excuses or cons before.

Use: Every village in the Beyond has at least one town guard, and probably many, to defend the community 
from outside threats. Villages and towns throughout the more settled lands have guards, too, but they’re 
likely more focused on keeping the residents in line than on defending them. To the PCs, town guards 
can be allies, obstacles, or both. The important thing to remember is that if the characters happen upon 
a crime or a threat to the community, the town guards aren’t just a way to pass along the responsibility. 
They have their own duties and aren’t interested in doing the PCs’ work for them.

Loot: Any given guard has 2d6 shins in addition to weapons, medium armor, and basic gear.

WARLORD 5 (15)

Warlords are battlefield commanders, petty tyrants, 
bandit captains, or any other martial leaders. They 
are rarely encountered without soldiers or lackeys 
that fight for them and serve them.
Motive: Winning in battle
Health: 25
Damage Inflicted: 5 points
Armor: 3
Movement: Short
Modifications: Defends as level 6 due to shield.
Combat: Warlords wield swords and shields and 

often fight mounted. The typical warlord leads 
her troops directly into battle, fighting at the 
forefront but also issuing orders. All underlings and followers add a +1 damage bonus when the warlord 
can see them and issue commands.

Interaction: Warlords are committed to their cause, whatever it might be. Some warlords defend, and others 
attack. Most have lackeys and lieutenants that interact with people so the warlords don’t have to.

Use: Warlords can be powerful warriors or glaives, leading a large group of bandits or soldiers (use town 
guard stats for their troops). You can also use the warlord stats to create a single mighty opponent.

Loot: A warlord has 4d6 shins in addition to weapons, a shield, heavy armor, and miscellaneous gear. She 
also has a cypher or an oddity.

GM Intrusion: By using 
a martial maneuver the 

PCs have never seen, the 
warlord blocks all incoming 
attacks in a given round of 

combat.

GM Intrusion: 1d6 local 
citizens intervene on the 

guard’s behalf, calling 
for more guards or even 

fighting the guard’s foes.
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NON-PLAYER CHARACTERS

FRIENDS AND FOES

These NPCs can be found wherever the GM wants to use them. They work well for encounters on the 
road, in a town, or anywhere else.

Orannius
Appearance: Orannius is very tall and muscular, and typically wears an unusual breastplate, along with a cypher belt and bracers.
About: Orannius was once considered a hero in parts of the world for his brute strength and his ability to best any opponent. But all heroes 
have their downfall, and his was that he was too good. Without a worthy opponent, Orannius began to chase storms—sand storms, glass 
winds, the Iron Wind, or any storm that might present a new challenge.
Stats: Level 8; 30 health; 3 Armor.

Nariss Horges
Appearance: Nariss is petite, with a round face and short, dark hair. She wears a rough, sturdy cloak over expensive, fashionable 
clothes that have seen a little wear.
About: Daughter of Naranial Horges of Castle Sarrat, Nariss fled her family’s home after a mysterious event in the strange castle 
that she refuses to discuss. However, she believes Castle Sarrat to be haunted and fears that the spirits of the distant past have 
followed her. On her own, she is strong minded but ill prepared for the dangers of the Ninth World, and her funds are quickly 
dwindling.
Stats: Level 2, level 3 at Intellect defense and social interactions.

Tyrial Amakon
Appearance: Tyrial is an attractive male with a slight build who is just over 6 feet (1.8 m) in height. He dresses well with a bit of a 
flair for the dramatic. His most intriguing and unusual feature is his sharp, violet eyes.
About: Tyrial works as a confidence man. His natural charm and stealth help him get out of hairy situations, and he usually ends up 
much better off than when he went in. He is not above lifting a cypher or an artifact, posing as an Aeon Priest, or even attempting to 
defy gravity—as long as you can convince him that it’s worth his time.
Stats: Level 7, level 8 at persuasion, picking pockets, and disguise.

Osin Lumas
Appearance: He is always dressed in a white artifact suit with a silver mask covering his face to protect him from disease.
About: A man who seems saddened and driven by a great tragedy in his past, Osin Lumas roams the land, attempting to cure or 
stop the spread of disease and plague. He works tirelessly but often fails. Those he is unable to cure are cleansed of their disease 
by his powerful fire artifact.
Stats: Level 5, level 7 at resisting disease.

Al’Drak
Appearance: A brawny human warrior with a quick wit and fiery rage, Al’Drak favors loose-fitting tunics and breeches for ease of 
motion. His eyes are crystal blue with a keenness that seems to stare into the soul. Some find this unsettling, while others find it 
alluring.
About: Al’Drak is a civilized, refined man who is quick to take on the cause of the downtrodden or the oppressed. Some consider 
his sense of honor and duty a weakness, but it gives him purpose. A talented swordsman (perhaps one of the best), his exploits 
are mythic in scope, which works against him in many cases because he is becoming outpaced by his own reputation.
Stats: Level 8, level 9 with a broadsword and Speed defense.

Veredus
Appearance: He has dark, shoulder-length hair and green eyes, and his face is covered in birthmarks of unusual colors.
About: Veredus is a loner who wanders the world, sticking to the wilderness whenever possible. He is skilled in hunting, making 
his own clothes, scouting, and using bows, short blades, and daggers. Those who know of his talents seek him out, sometimes 
traveling a great distance to find him, but he rarely agrees to requests unless he senses that doing so will right an imbalance in the 
world.
Stats: Level 7, level 8 at stealth in the wilderness; 25 health.
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Illian
Appearance: Tall and lithe, Illian has long, wavy hair and an ear that was damaged by a sword-blow long ago. She wears heavy 
armor and carries two swords that she wields as easily as most wield one.
About: Illian is an Angulan Knight with a retributive demeanor. Her quick temper gets her into trouble all the time, but she has 
the skills to get herself out of those scrapes, so she continues to wander the Ninth World on her mission. She rides a xi-drake 
companion named Eager.
Stats: Level 6, level 7 with bladed attacks, level 4 with pleasant interactions; makes two attacks as a single action; 22 health; 3 
Armor.

Kairam Ahmed
Appearance: A thin man with angular features, Kairam is entirely covered in a silver skin only a few molecules thick.
About: Once a great scholar experimenting with transdimensional technology, Kairam was drawn into a higher level of reality. 
Now he can control his phase, becoming insubstantial or solid as desired. Rumor has it that he can restore life to the dead 
and has other powers that are almost godlike. Virtually anything that can be imagined has been attributed to him. With his 
multidimensional existence, it is also possible for Kairam to be in several places at once.
Stats: Level 9.

Naevro and Burrim
Appearance: Naevro is a tall man with long, straight, dark hair. Often unshaven, his looks are rough and carefree. Burrim is a 
huge carp (at least 3 feet [0.9m] long) with brilliant orange and yellow scales. He “swims” through the air thanks to a high-tech 
antigravity device attached to his sides. It also attaches to his face to form a breather mask that allows him to remain out of the 
water.
About: These two inseparable companions are a unique pair. Naevro is a reticent but good-natured fellow. Burrim is intelligent, witty, 
inquisitive, and wry. They wander from place to place, performing odd jobs (or going to great lengths to avoid work) and making friends 
as well as the occasional enemy. They’re always interested in more traveling companions but not in “adventures.” However, adventures 
often seem to find them.
Stats (Naevro): Level 4.
Stats (Burrim): Level 4, level 6 at history and geography, level 5 at all other Intellect-based actions; 1 Armor.
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TECHNOLOGY
CHAPTER 17

In the Ninth World, “the numenera” is a term 
that refers to anything that seems supernatural 
and that comes from the prior ages of the Earth. 

From a 21st century point of view, this means 
devices, machines, vehicles, robots, computers, 
weapons, satellites, drugs, and so on. But it also 
means bioengineered creatures, cybernetic beings, 
and creatures brought here from alien worlds and 
dimensions. It also includes things that have been 
indirectly created by the science of the past—
mutants and genetic accidents, the descendants 
of experiments, and so on. Lastly, it means ways in 
which Ninth World people have figured out how to 
use, manipulate, or master the products of the past, 
such as the nano’s use of esoteries and the so-called 
“nano spirits.”

In this chapter, we’ll examine the physical aspects 
of the numenera—specifically, cyphers, artifacts, 
oddities, and other devices.

PEOPLE AND THEIR RELATIONSHIP 
WITH THE NUMENERA
Although the comparison between “magic” and the 
numenera is worthwhile, taking it too far is likely a 
mistake. For example, you can imagine someone 
disbelieving in magic even in a world where it exists. 
No one in the Ninth World “disbelieves” in the 
numenera. It’s all around them. It cannot be denied. 
It’s also more common than magic would be in most 
fantasy settings. And yet it’s still just as mysterious 
and strange, mostly because the numenera is varied 
and unpredictable to those who don’t understand it.

There are people, however, who do understand 
it—at least to some degree. Not everyone merely 
scavenges numenera from ruins. Some study it, 
comprehend a bit of it, and then create their own. 
Results are mixed, but in certain villages, the 
local tinkerer or clave of Aeon Priests has made 
a fabulous discovery not just of technology, but 
of understanding. Now, with the right resources, 
the tinkerer or priest can make the device, 
concoct the drug, or develop the process. A whole 
community might have access to advancements 
that are far beyond anything else they possess—a 

group of farmers using automatons to pull their 
plows, a village whose thatched roofs are coated 
in fire-retardant spray, or a band of soldiers with 
chainmail, spears, and short-wave communicators 
in their iron helms.

It’s important to remember that the player 
characters don’t look at the numenera the way 
that 21st-century people look at technology. In the 
Ninth World, a force field projector and a two-way 
radio would seem not only like magic, but magic 
of the same level of power. In fact, the radio might 
seem more potent because its use is more broad 
and its effects are “invisible.” Ninth Worlders have 
no perspective on what sorts of technology are 
more advanced than others, and they take none of 
it for granted.

THE APPEARANCE OF NUMENERA 
DEVICES
Technology in the Ninth World can be categorized 
as cyphers, artifacts, oddities, and discoveries. 

Mutant, page 123
Nano, page 32

Esoteries, page 35
Nano spirits, page 359

Cyphers, Chapter 18, 
page 278

Artifacts, Chapter 19, 
page 298

Oddities & Discoveries, 
Chapter 20, page 314

Aeon Priest, page 269

Cyphers, artifacts, and 
oddities cannot be 

identified as such by just 
looking. They almost 

all look like “devices.” 
(the exceptions being 
something like a pill 
or an injection.) You 

can’t distinguish a 
cypher from an artifact 

by appearance. The 
difference is how much 
use a character can get 

out of it.

NEGATIVE EFFECTS OF  
NUMENERA ITEMS

As a reminder, item effects that negatively affect 
characters (harming them, hindering them, 
changing them, controlling them, deceiving 
them, and so on) require a roll. If the character 
being affected is a PC, the player makes a 
defense roll that the GM feels is appropriate and 
logical. Things that affect a character’s health, 
such as poisons, are Might defense actions. 
Things a character can dodge are Speed defense 
actions. Things that affect a character’s mind are 
Intellect defense actions.

If the character being affected is an NPC, the 
player makes a roll based on whatever stat the 
GM feels is appropriate and logical. Most effects 
from items are Intellect based, but something 
that clearly makes a melee attack is usually 
Might, and something that makes a ranged 
attack is usually Speed.

Defense roll, page 16
Might, page 20
Speed, page 20

Intellect, page 20
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TECHNOLOGY

These categories show how the PCs interact with the 
numenera—how it is (or isn’t) useful to them. When 
thinking about technology, the GM can also consider 
origin and appearance. This approach looks at 
devices not from a game-mechanic standpoint, but 
from the point of view of people living in the Ninth 
World.

When it comes to devices that characters are likely 
to carry and use, there are four types: scavenged, 
cobbled, bonded, and fashioned.

SCAVENGED
The most basic type of device is one pulled out of an 
ancient ruin. It was either a complete device found 
intact or a portion of another device, removed by 
a learned person, which can be used for a function 
all its own. The former might be a bracerlike device 
with touch-sensitive controls that the wearer can 
manipulate to create a powerful magnetic field 
around himself. The latter might be a viewscreen, 
taken from a vast machine, that by itself allows the 
user to see through an inch of normal matter.

COBBLED 
The second most common type of device, a cobbled 
item, consists of at least two parts joined together to 
make a function possible. Let’s say a knowledgeable 
tinkerer takes a lens mechanism from one device and 
a control mechanism from a larger console and wires 
them together. Then she connects an old power 
supply that still functions and binds it all together 
with cord. In the end, she’s created a high-powered 
nightvision telescope and range finder, assuming 
that the user—through a bit of practice and trial and 
error—can decipher the symbols to understand the 
distances shown in the readout.

BONDED 
With bonded devices, the setting starts to intrude 
on the items. Realistically, people in the Ninth World 
will take existing devices and make them their own. 
For example, a scavenger might find a device that 
fires a beam of high-powered energy, but when he 
sells it to a member of the Jagged Dream, they get 
a smith to fashion an intimidating housing around 
the device, complete with an easy-to-use hand grip, a 
trigger mechanism, and a spiked blade on the front 
in case the wielder enters close combat. Then one of 
their artisans etches the cult’s unique iconography 
into the housing, blade, and grip. In the end, the 
item becomes a stylish (albeit strange) and likely 
intimidating weapon.

In other words, bonded items no longer look 
like something found in a trash heap. They are 
turned into objects that are beautiful or terrifying or 
whatever the craftsman wants. They are incorporated 
into other items. They are named. They might even 
come with written instructions on their use.

FASHIONED
The rarest of the devices, but in some ways perhaps 
the most intriguing, fashioned devices are based on 
ancient technology but created by people of the Ninth 
World. Imagine a clave of Aeon Priests who study in 
an ancient laboratory for years (perhaps generations) 
and finally recreate an “elixir” they discovered that 
speeds up wound closure and tissue knitting by an 
order of magnitude or more. The compounds needed 
are rare and difficult to attain, but with them in hand, 
the priests begin to manufacture small amounts 
of the concoction on their own. Years later, they 
open houses of healing that come to be known and 
respected by all in the region.

Jagged Dream, page 224

Clave, page 134

Raiders in Scorpion’s Reach 
that ride rasters (page 253) 
use fashioned sonic prods to 
keep their beasts in line.
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CYPHERS
CHAPTER 18

Cyphers are one-use, cobbled-together bits of technology that characters frequently discover and 
use. Any time PCs come upon an old device, defeat an artificially enhanced or designed creature, or 
simply sift through the ruins of the past, they might scavenge a handful of new cyphers. Remember 

that in the Ninth World, cyphers are rarely used for their original, intended function, which is now 
unknowable. Something a character uses as a bomb might have been a power source for another device 
that has been rejiggered with some crossed wires. A vial of liquid might have been a nutrient solution for a 
biological experiment. For PCs, cyphers are the most important aspect of the numenera.

Because the technology of the past is mysterious, cyphers are often determined randomly. However, the 
GM can place them intentionally as well. They have cool powers that can heal, make attacks, or produce 
effects such as nullifying gravity or turning something invisible. Cyphers are single-use items and are always 
consumed when used.

Cyphers are found with such regularity that the PCs can use them freely. There will always be more, and 
they’ll have different benefits. This means that in gameplay, cyphers are less like gear or treasure and more 
like character abilities that the players don’t choose. This leads to fun game moments where a player can 
say, “Well, I’ve got an X that might help in this situation,” and X is always different. X might be an explosive 
device, a short-range teleporter, or a force field. It might be a powerful magnet or an injection that will cure 
disease. It could be anything. Cyphers keep the game fresh and interesting. Over time, characters can learn 
how to safely carry more and more cyphers, so the devices really do end up seeming more like abilities and 
less like gear.

Cyphers don’t have to 
be used in order to make 

room for new ones. It’s 
perfectly acceptable for 

players to stash an extra 
cypher elsewhere for later 

use—of course, that 
doesn’t mean the cypher 

will still be there when 
they return.
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CYPHER DANGER
Result Effect
01–60 Nothing happens.
61–70 There’s an odd smell, tingling sensation, or aura around the cyphers. This is merely ominous and not 

inherently dangerous. If this result occurs on two consecutive days, use the 71–80 result instead.
71–80 One of the cyphers is destroyed/no longer functions/loses all potency.
81–90 The character feels a bit off. Subtract 1 from all die rolls for 28 hours. If this result occurs on 

two consecutive days, use the 96–100 result instead.
91–95 Two of the cyphers involved are destroyed/no longer function/lose all potency.
96–100 The character falls ill as a result of minor chemical or radiation interaction of the cyphers. 

The difficulty of all actions is increased by one step for 1d6 days. If this result occurs on two 
consecutive days, use the 111–120 result instead.

101–110 All of the cyphers involved are destroyed/no longer function/lose all potency.
111–120 The character is terribly ill as a result of minor chemical or radiation interaction of the cyphers. 

The difficulty of all actions is increased by two steps for 2d6 days. If this result occurs on two 
consecutive days, use the 141–199 result instead.

121–130 Two or more of the cyphers in proximity react chemically, either through small leakage,
 emissions, or direct contact. The cyphers are destroyed and a mass of acid is produced,
 burning the character for 6 points of damage.
131–140 The energy radiating from two or more of the cyphers reacts poorly. The cyphers are destroyed 

and an explosion occurs, burning the character for 10 points of damage and all within 
immediate range for 3 points of damage.

141–199 The character is permanently harmed. Reduce all stat Pool maximums by 5. All cyphers are
 destroyed.
200 A sentience arises in the cyphers. All cyphers are consumed, forming a device with powers 

related to the cyphers and a personality that is likely hostile to the PC. (The GM determines 
the powers and personality.)

201+ A tiny singularity is created that lasts for only a nanosecond, consuming the character and all
 equipment, including the cyphers.

ALTERNATIVE TAKES

Here are some alternative ideas on how to limit cyphers and keep the same spirit of gameplay.

their tasks is increased by one step. This method is certainly simple.

acting out of caution and outright fear of something they know to be dangerous.

CYPHER DANGERS
Each character has a limit on the number of cyphers that she can carry at any given time. The idea is that 
cyphers can be dangerous when gathered together. But this idea is just Ninth World common sense, some of 
which might be based on incorrect observations. Although most cyphers are inherently unstable, will there be 
a terrible explosion if a first-tier glaive gathers three cyphers in his fist at the same time? Probably not. Can a 
character tuck six pills into a pouch without dying of radiation poisoning? Almost certainly.

The limit on cyphers is more of a gameplay mechanism than a setting or flavor issue. Basically, it’s bad for the 
game if PCs hoard cyphers because they’re meant to be used. Hoarding cyphers means there will be long stretches 
of the game without cypher use, and at some point there probably will be a moment with far too much cypher use.

So, imposing a bit of logic on the game mechanics, what happens if a character has too many cyphers 
in her possession? Using the Cypher Danger table, roll d100 and then add 10 to the result for each 
cypher over the character’s maximum limit. For cyphers that don’t seem like they should be particularly 
volatile, such as pills, elixirs, or other simple or mundane items, add nothing—or, if you prefer, subtract 
10 from the result. If the result is nonsensical, move up one result. If it is still nonsensical, move down 
one result from the original. Continue until a logical result occurs. Roll on the table each day that the 
cyphers are gathered together.

THERE ARE TWO KINDS 
OF CYPHERS: 

Anoetic cyphers 
are easy to use—

just pop a pill, push a 
button, pull a trigger, and 
so on. Anyone can do it. 

Occultic cyphers 
are rarer, more 

complicated, and more 
dangerous. They are devices 
with multiple buttons, 
switches, knobs, keypads, 
touchscreen controls, wires, 
and so on. There are many 
different settings, but only 
one produces an effect. 
Occultic cyphers count as 
two cyphers for the purpose 
of determining how many 
a PC can carry and use at 
one time.

CYPHERS
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FINDING AND IDENTIFYING CYPHERS
Cyphers are almost always scavenged out of old machines, workbench supplies of various parts, or 
caches of chemicals or other materials. When the PCs come upon an area where scavenging might 
be possible, they can search (an Intellect action). Typically, being skilled in the numenera reduces the 
difficulty of this search.

Cyphers are often found in groups of one to six (the GM can roll 1d6 to determine the number found). 
You can prepare a list ahead of time of what successful searchers find. Sometimes this list is random, and 
sometimes there is some logic behind it. For example, the PCs might find four different pills in the same 
location, which once may have stored pharmaceuticals. The GM sets the difficulty of this task, but it is usually 
3 or 4, and scavenging can take fifteen minutes to an hour. The process often includes manipulating what is 
found to cobble together something that works. For example, the PCs’ search might entail not just finding a 
device but also figuring out that if they hook it up to a nearby power cell, open a small panel, and fiddle with 
the workings, they produce the cypher’s effect (which might not be the device’s original use at all).

Scavenging is not the only way to obtain cyphers. They can also be found amid the belongings of fallen 
foes, given as gifts, or sometimes even sold in a town by Aeon Priests or explorers.

Once the PCs find a cypher, identifying it is a separate task, also based on Intellect and modified by 
knowledge of the numenera. The GM sets the difficulty of the task, but it is usually 1 or 2. Thus, even the 
smallest amount of knowledge means that cypher identification is automatic. The process takes one to ten 
minutes. If the PCs can’t identify a cypher, they can bring it to an Aeon Priest clave for identification and 
perhaps trade, if desired.

A character can attempt to use a cypher that is not identified; this is usually an Intellect task using the 
cypher’s level. Failure might mean that the PC can’t figure out how to use the cypher or that he uses it 
incorrectly (GM’s discretion). Of course, even if the PC uses the unidentified cypher correctly, he has no idea 
what its effect will be.

Identified cyphers can be used automatically. Once a cypher is activated, if it has an ongoing effect, that 
effect applies only to the character who activated the cypher. A PC can’t activate a cypher and then hand it to 
another character to reap the benefits.

USING CYPHERS
If a character uses a cypher, the action to use it is Intellect based unless otherwise described or logic suggests 
otherwise. For example, throwing a detonation might be Speed based because the device is physical and not 
really technical, but using a ray emitter is Intellect based.

Since cyphers are single-use items, cyphers used to make attacks can never be used with the Spray or Arc 
Spray abilities that some glaives and jacks have. They are never “rapid-fire weapons.”

CYPHER FORMS
All cyphers have a level. They have different forms based on three types: internal, wearable, and usable. 
Internal cyphers are things you ingest or inject. Wearable cyphers are articles of clothing, jewelry, or other 
things you wear on your physical body. Usable cyphers are basically anything else.

Most cyphers can exist in more than one form, but all forms work the same way. For example, an anoetic 
antivenom can be found in the form of a pill, an ingestible liquid, or an injector. GMs can choose a form for 
flavor or roll randomly. If a cypher form is not listed, the cypher only rarely comes in that form. However, 
nothing is impossible. If the GM wants a pill that allows anyone swallowing it to teleport, then it exists.

Aeon Priest, page 269

Clave, page 134

Mechanical creatures, 
such as the disassembler 

(page 238), are often 
good sources for cyphers.

Speed, page 20
Spray, page 30

Arc Spray, page 31
Glaive, page 26

Jack, page 40

Intellect, page 20
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01  Adhesion clamps
02  Antivenom
03  Attractor
04  Banishing nodule
05  Blinking nodule
06  Catholicon
07  Catseye
08  Chemical factory
09  Comprehension graft
10  Controlled blinking nodule
11  Datasphere siphon
12  Density nodule
13  Detonation
14  Detonation (desiccating) 
15  Detonation (flash)
16  Detonation (gravity)
17  Detonation (massive)
18  Detonation (matter disruption) 
19  Detonation (pressure)
20  Detonation (singularity) 
21  Detonation (sonic) 
22  Detonation (spawn)
23  Detonation (web)
24  Disrupting nodule
25  Eagleseye
26  Fireproofing spray
27  Flame-retardant wall
28  Force cube projector
29  Force nodule
30  Force screen projector
31  Force shield projector
32  Friction-reducing gel
33  Frigid wall projector
34  Gas bomb
35  Gravity nullifier
36  Gravity-nullifying spray
37  Heat nodule
38  Hunter/seeker
39  Image projector
40  Inferno wall projector
41  Infiltrator
42  Instant servant
43  Instant shelter
44  Intellect enhancement
45  Invisibility nodule
46  Knowledge enhancement
47  Lightning wall projector
48  Living solvent
49  Machine control implant

50  Magnetic attack drill
51  Magnetic master 
52  Magnetic shield
53  Memory lenses
54  Mental scrambler
55  Metal death
56  Monoblade
57  Motion sensor
58  Personal environment field
59  Phase changer
60  Phase disruptor
61  Poison (emotion)
62  Poison (explosive)
63  Poison (mind-controlling)
64  Poison (mind-disrupting)
65  Psychic communique
66  Ray emitter 
67  Ray emitter (numbing)
68  Ray emitter (paralysis)
69  Reality spike
70-71  Rejuvenator
72  Remote viewer
73  Repair unit
74  Retaliation nodule
75  Sheen
76  Shock nodule
77  Shocker
78  Skill boost
79  Sleep inducer
80  Sonic hole
81  Sound dampener
82  Spatial warp
83  Speed boost
84-85  Stim
86  Strength boost
87  Subdual field
88  Telepathy implant
89  Teleporter (bounder)
90  Teleporter (traveler)
91  Temporal viewer
92  Time dilation nodule (defensive)
93  Time dilation nodule (offensive)
94  Tracer
95  Visage changer
96  Visual displacement device
97  Vocal translator
98  Warmth projector
99  Water breather
00  X-Ray viewer

CYPHER LIST 

When giving cyphers to characters, either choose from this table or roll a 1d100 for random cyphers.   

Cyphers are meant to be 
used regularly and often. 
If you find players are 
hoarding or saving their 
cyphers, feel free to give 
them reason to pull them 
out and put them into play.

GMs should not be afraid to 
generate cyphers randomly. 
Sometimes giving a 
character something no one 
expected leads to the most 
interesting situations.

CYPHERS
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A SELECTION OF NINTH WORLD CYPHERS

Adhesion Clamps 
Level: 1d6
Wearable: Gloves
Usable: Handles with powerful suction cups
Effect: Allows for automatic climbing of any surface, even horizontal ones. Lasts for twenty minutes.

Antivenom 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Renders user immune to poisons of the same level or lower (and ends any such ongoing effects, if any, 
already in the user’s system).

Attractor 
Level: 1d6 + 4
Wearable: Glove of synth
Usable: Small handheld device
Effect: One unanchored item your size or smaller within long range is drawn immediately to the device. This 
takes one round. The item has no momentum when it arrives.

Banishing Nodule 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, each time the weapon the nodule is attached to strikes a solid creature or 
object, it generates a burst of energy that teleports the creature or object struck an immediate distance in a 
random direction (not up or down). The difficulty of the teleported creature’s actions (including defense) is 
modified by one step to its detriment on its next turn.

Blinking Nodule
Level: 1d6
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, each time (but not more than once per round) the wearer of the armor the 
nodule is attached to is struck hard enough to inflict damage, he teleports an immediate distance in a 
random direction (not up or down). Since the wearer is prepared for this effect and his foe is not, the 
difficulty of the wearer’s defense is modified by one step to his benefit for one round after he teleports.

Catholicon 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Cures any disease of the same level or lower.

Catseye 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Grants the ability to see in the dark for eight 
hours.

Defense, page 102
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Chemical Factory 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: After one hour, the sweat of the user produces 1d6 doses of a valuable liquid (these doses are not 
considered cyphers). They must be used within one week. Effects vary:

01–04 Euphoric for 1d6 hours
05–08 Hallucinogenic for 1d6 hours
09–12 Stimulant for 1d6 hours
13–16 Depressant for 1d6 hours
17–20 Nutrient supplement
21–25 Antivenom
26–30 Cures disease
31–35 See in the dark for one hour
36–45 Restores a number of Might Pool points equal to cypher level
46–55 Restores a number of Speed Pool points equal to cypher level
56–65 Restores a number of Intellect Pool points equal to cypher level
66–75 Increases Might Edge by 1 for one hour
76–85 Increases Speed Edge by 1 for one hour
86–95 Increases Intellect Edge by 1 for one hour
96–00 Restores all Pools to full

Comprehension Graft 
Level: 1d6 + 1
Usable: Small metallic disk
Effect: When applied to a creature’s head, the disk immediately unleashes microfilaments that enter the brain. 
Within five minutes, the creature can understand the words of a specific language keyed to the graft. This 
is true even of creatures that do not normally have a language. If the creature could already understand the 
language, the cypher has no effect. Once the graft attaches, the effect is permanent, and this device no longer 
counts against the number of cyphers that a PC can bear.

Controlled Blinking Nodule 
Level: 1d6 + 2
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, each time the wearer of the armor the nodule is attached to is struck hard enough to 
inflict damage (but no more than once per round), he teleports to a spot he desires within immediate range. Since 
the wearer is prepared for this effect and his foe is not, the difficulty of the wearer’s defense is modified by one step 
to his benefit for one round after he teleports.

Datasphere Siphon 
Level: 1d6
Internal: Pill, ingestible liquid
Wearable: Temporary tattoo, amulet, headband, crystal worn on temple
Usable: Small handheld device, crystal
Effect: Tapping into the datasphere’s knowledge, the user can learn the answer to one question.

Density Nodule 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, each time the weapon the nodule is attached to strikes a solid creature or object, 
the weapon suddenly increases dramatically in weight, causing the blow to inflict an additional 2 points of 
damage.

Datasphere, page 12

Although they are 
useful for ambassadors, 
diplomats, and travelers, 
comprehension grafts are 
truly coveted by beast 
trainers all over the Ninth 
World.

Rumors speak of a fortress-
city in the Beyond that has 
its own language and allows 
none other to be spoken. 
Those rare few allowed 
within its walls are forcibly 
given comprehension grafts 
produced in the city.
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Detonation 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device (thrown, short range) or handheld projector (long range)
Effect: Explodes in an immediate radius, inflicting damage equal to the cypher level. Roll for the type of damage:

01–10 Cell-disrupting (harms only flesh)
11–30 Corrosive
31–40 Electrical discharge
41–50 Heat drain (cold)
51–75 Fire
76–00 Shrapnel

Detonation (Desiccating) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Bursts in an immediate radius, draining moisture from everything within it. Living creatures take 
damage equal to the cypher level. Water in the area is vaporized.

Detonation (Flash) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Bursts in an immediate radius, blinding all within it for one minute.

Detonation (Gravity) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Bursts in an immediate radius, inflicting damage equal to the cypher level by increasing gravity tremendously 
for one second. All in the area are crushed to the ground for one round and cannot take physical actions.

Detonation (Massive)
Level: 1d6 + 2
Wearable: Wristband projector (range of 200 feet [61 m])
Usable: Handheld projector (range of 200 feet [61 m])
Effect: Explodes in a short-range radius, inflicting damage equal to the cypher level. Roll for the type of damage:

01–10 Cell-disrupting (harms only flesh)
11–30 Corrosive
31–40 Electrical discharge
41–50 Heat drain (cold)
51–75 Fire
76–00 Shrapnel

Detonation (Matter Disruption) 
Level: 1d6 + 4
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Explodes in an immediate radius, releasing nanites that rearrange matter in random ways. Inflicts 
damage equal to the cypher level.

Detonation (Pressure) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device (thrown, short range) or handheld projector (long range)
Effect: Explodes in an immediate radius, inflicting impact damage equal to cypher level. Also moves 
unattended objects out of the area if they weigh less than 20 pounds (9 kg) per cypher level.

Immediate distance, 
page 17

All damaging 
detonations inflict a 

minimum of 2 points 
of damage to those in 

the radius, regardless of 
attack or defense rolls.
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Detonation (Singularity) 
Level: 10
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Explodes and creates a momentary singularity that tears at the fabric of the universe. Inflicts 20 
points of damage to all within short range, drawing them (or their remains) together to immediate range 
(if possible). Player characters in the radius move one step down the damage track if they fail a Might 
defense roll.

Detonation (Sonic) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Explodes with terrifying sound, deafening all in an immediate radius. 

Detonation (Spawn) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Bursts in an immediate radius, blinding all within it for one minute and inflicting damage equal to the 
cypher level. The burst spawns 1d6 additional detonations; on the next round, each additional detonation flies 
to a random spot within short range and explodes in an immediate radius. Roll for the type of damage dealt 
by all detonations:

01–10 Cell-disrupting (harms only flesh)
11–30 Corrosive
31–40 Electrical discharge
41–50 Heat drain (cold)
51–75 Fire
76–00 Shrapnel

Detonation (Web) 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device (thrown, short range) or handheld projector (long range)
Effect: Explodes in an immediate radius and creates sticky strands of goo. PCs caught in the area must use a 
Might-based action to get out, with the difficulty determined by the cypher level. NPCs break free if their level 
is higher than the cypher level.

Disrupting Nodule 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, each time the weapon the nodule is attached to strikes a solid creature or object, 
it generates a burst of nanites that directly attack organic cells. The affected target takes 1 additional point of 
damage and loses his next action.

Eagleseye 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Grants the ability to see ten times as far as normal for one hour.

Fireproofing Spray 
Level: 1d6 + 4
Usable: Spray canister
Effect: A nonliving object sprayed by this cypher has Armor against fire damage equal to the cypher’s level for 28 hours. Armor, page 92

The singularity detonation 
is a greatly feared device, 
sought by those interested in 
truly horrific destruction.

Rather than strands of 
sticky goo, some web 
detonations fill the area 
with a mass of quick-
hardening foam that 
accomplishes the same 
thing.
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Flame-Retardant Wall 
Level: 1d6
Wearable: Belt, ring, bracelet
Usable: Handheld device
Effect: Creates an immobile plane of permeable energy up to 20 feet by 20 feet (6.1 m by 6.1 m) for one hour. 
The plane conforms to the space available. Flames passing through the plane are extinguished.

Force Cube Projector 
Level: 1d6 + 3
Wearable: Belt, ring, bracelet
Usable: Handheld device
Effect: Creates an immobile cube composed of six planes of solid force, each 30 feet (9.1 m) to a side, for one 
hour. The planes conform to the space available.

Force Nodule 
Level: 1d6
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, the armor the nodule is attached to is bolstered by a powerful force field, adding 
2 to the Armor it provides.

Force Screen Projector 
Level: 1d6 + 3
Wearable: Belt, ring, bracelet
Usable: Handheld device
Effect: Creates an immobile plane of solid force up to 20 feet by 20 feet (6.1 m by 6.1 m) for one hour. The 
plane conforms to the space available.

Force Shield Projector 
Level: 1d6 + 3
Internal: Subdermal injection
Wearable: Belt, ring, bracelet
Usable: Handheld device
Effect: Creates a shimmering energy shield around the user for one hour, during which time he gains +3 
Armor (+4 Armor if the cypher is level 5 or higher).

Friction-Reducing Gel 
Level: 1d6
Usable: Spray canister
Effect: Sprayed across an area up to 10 feet (3 m) square, this gel makes things extremely slippery. For one 
hour, the difficulty of movement tasks in the area is increased by three steps.

Frigid Wall Projector 
Level: 1d6 + 2
Usable: Complex device
Effect: Creates a wall of supercooled air up to 30 feet by 30 feet by 1 foot (9.1 m by 9.1 m by 0.3 m) that 
inflicts damage equal to the cypher level on anything that passes through it. The wall conforms to the space 
available. It lasts for ten minutes.

Despite the fact that the 
walls are not gaseous 

permeable, there is likely 
enough air within for 
trapped creatures to 

breathe for the hour it 
lasts.

Some force walls, 
shields, and cubes are 

transparent. Others are 
translucent. A few are 

opaque.
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Gas Bomb 
Level: 1d6 + 2
Wearable: Wristband projector (long range)
Usable: Explosive device or ceramic sphere (thrown, short range) or handheld projector (long range)
Effect: Bursts in a poisonous cloud within an immediate distance. The cloud lingers for 1d6 rounds unless 
conditions dictate otherwise. Effects vary:

01–10 Thick smoke: occludes sight while the cloud lasts.
11–20 Choking gas: living creatures that breathe lose their actions to choking and coughing for a 

number of rounds equal to the cypher level.
21–50 Poison gas: living creatures that breathe suffer damage equal to the cypher level.
51–60 Corrosive gas: everything suffers damage equal to the cypher level.
61–65 Hallucinogenic gas: living creatures that breathe lose their actions to hallucinations and
 visions for a number of rounds equal to the cypher level.
66–70 Nerve gas: living creatures that breathe suffer Speed damage equal to the cypher level.
71–80 Mind-numbing gas: living creatures that breathe suffer Intellect damage equal to the cypher level.
81–83 Fear gas: living creatures that breathe and think flee in a random direction in fear (or are 

paralyzed with fear) for a number of rounds equal to the cypher level.
84–86 Amnesia gas: living creatures that breathe and think permanently lose all memory of the last minute.
87–96 Sleep gas: living creatures that breathe fall asleep for a number of rounds equal to the cypher 

level or until awoken by a violent action or an extremely loud noise.
97–00 Rage gas: living creatures that breathe and think make a melee attack on the nearest creature
 and continue to do so for a number of rounds equal to the cypher level.

Gravity Nullifier 
Level: 1d6 + 3
Internal: Subdermal injection
Wearable: Belt, boots, ring, bracelet
Usable: Small platform on which the user must stand
Effect: For one hour, the user can float into the air, moving vertically (but not horizontally without some other 
action, such as pushing along the ceiling) up to a short distance per round. The user must weigh less than 50 
pounds (22 kg) per level of the cypher.

Gravity-Nullifying Spray 
Level: 1d6 + 2
Usable: Spray canister
Effect: A nonliving object about the size of a person or smaller sprayed by this cypher floats 1d20 feet in the 
air permanently and no longer has weight if carried (though it needs to be strapped down).

Heat Nodule 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, each time the weapon the nodule is attached to strikes a solid creature or object, 
it generates a burst of heat, inflicting an additional 2 points of damage.

Hunter/Seeker 
Level: 1d6
Wearable: Arm- or shoulder-mounted launcher
Usable: Complex device, handheld device
Effect: With long-range movement, this intelligent missile tracks and attacks a specified target (target must be within 
sight when selected). If it misses, it continues to attack one additional time per cypher level until it hits. For example, a 
level 4 hunter/seeker will attack a maximum of five times. Different hunter/seekers have different effects:

01–50 Inflicts 8 points of damage.
51–80 Bears a poisoned needle that inflicts 3 points of damage plus poison.
81–90 Explodes, inflicting 6 points of damage to all within immediate range.
91–95 Shocks for 4 points of electricity damage, and stuns for one round per cypher level. 
96–00 Covers target in sticky goo that immediately hardens, holding him fast until he breaks out
 with a Might action (difficulty equal to the cypher level + 2).

Stunned creatures lose 
their turn that round.

Gravity nullifiers are 
frequently called flight 
rings or belts, levitators, or 
invisible wings. There is an 
isolated town in the Beyond 
called Thenerah where they 
are produced in number (as 
back-mounted cylinders). 
The city is built with an 
extremely vertical mindset, 
with certain structures 
inaccessible to someone 
who cannot fly.

Speed damage, page 92
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Image Projector 
Level: 1d6
Wearable: Headband with device on forehead
Usable: Handheld device with glass panel
Effect: Projects one of the following immobile images in the area described for one hour. The image appears 
25 feet (7.6 m) away from the user. Scenes include movement, sound, and smell.

01–20 Terrifying creature of an unknown species, perhaps no longer alive in the world (10-foot [3 m] cube)
21–40 Huge machine that obscures sight (30-foot [9 m] cube)
41–50 Beautiful pastoral scene (50-foot [15 m] cube)
51–60 Food that looks delicious but may not be familiar (10-foot [3 m] cube)
61–80 Solid color that obscures sight (50-foot [15 m] cube)
81–00 Incomprehensible scene that is disorienting and strange (20-foot [6.1 m] cube)

Inferno Wall Projector 
Level: 1d6 + 2
Usable: Complex device
Effect: Creates a wall of extreme heat up to 30 feet by 30 feet by 1 foot (9.1 m by 
9.1 m by 0.3 m) that inflicts damage equal to the cypher level on anything that 
passes through it. The wall conforms to the space available. It lasts for ten minutes.

Infiltrator 
Level: 1d6
Internal: Phases into eye, phases out when used
Wearable: Adheres to temple and launches projectile
Usable: Handheld device that launches projectile
Effect: Tiny capsule launches and moves at great speed, mapping and scanning an unknown area. It moves 
500 feet (152 m) per level, scanning an area up to 50 feet (15 m) per level away from it. It identifies basic 
layout, creatures, and major energy sources. Its movement is blocked by any physical or energy barrier.

Instant Servant 
Level: 1d6
Usable: Handheld device
Effect: Small device expands into a humanoid automaton that is roughly 2 feet (0.6 m) tall. It is a creature 
equal to the cypher level and can understand the verbal commands of the character who activates it. Once 
activated, commanding the servant is not an action. It can make attacks or perform actions as ordered to the 
best of its abilities, but it cannot speak.

The automaton has short-range movement but never goes farther than long range away from the character 
who activated it. At the GM’s discretion, the servant might have specialized knowledge, such as how to 
operate a particular device. Otherwise, it has no special knowledge. In any case, the servant is not artificially 
intelligent or capable of initiating action. It does only as commanded.

The servant operates for one hour per cypher level.

Instant Shelter 
Level: 1d6 + 3
Usable: Handheld device
Effect: With the addition of water and air, the small device expands into a simple one-room structure with a 
door and a transparent window. The structure is 10 feet by 10 feet by 20 feet (3 m by 3 m by 6.1 m). It is made 
from a form of shapestone and is permanent and immobile once created.

Intellect Enhancement 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates when slapped
Usable: Injector
Effect: Substance adds 1 to Intellect Edge for one hour.

Shapestone, page 77

Intellect Edge, page 20
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Invisibility Nodule 
Level: 1d6
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, the armor the nodule is attached to is invisible, making the wearer appear to be 
unarmored.

Knowledge Enhancement 
Level: 1d6
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates when slapped
Usable: Injector
Effect: For the next 28 hours, the character has training in a predetermined skill. Although the skill could be anything 
(including something specific to the operation of one device or something similar), common skills include:

01–10 Melee attacks
11–20 Ranged attacks
21–40 Numenera lore (sometimes specific to one device)
41–50 Repairing (sometimes specific to one device)
51–60 Crafting (usually specific to one thing)
61–70 Persuasion
71–75 Healing
76–80 Speed defense
81–85 Intellect defense
86–90 Swimming
91–95 Riding
96–00 Sneaking

Lightning Wall Projector 
Level: 1d6 + 2
Usable: Complex device
Effect: Creates a wall of electric bolts up to 30 feet by 30 feet by 1 foot (9.1 m by 9.1 m by 0.3 m) that inflicts 
damage equal to the cypher level on anything that passes through it. The wall conforms to the space 
available. It lasts for ten minutes.

Living Solvent 
Level: 1d10
Usable: Canister containing slime
Effect: Once released, this organic slime dissolves 1 cubic foot of material each round. After one round per 
cypher level, the slime dies and becomes inert.

Machine Control Implant 
Level: 1d6 + 2
Internal: Pill
Wearable: Disk that adheres to forehead, temporary tattoo
Usable: Injector
Effect: When activated, the cypher splits into two pieces. One is affixed to a numenera device and the other to 
a character. The character can then use his mind to control the device at long range, bidding it to do anything 
it could do normally. Thus, a device could be activated or deactivated, and a vehicle could be piloted. The 
control lasts for ten minutes, and once the device is chosen, it cannot be changed.

Magnetic Attack Drill 
Level: 1d6 + 2
Usable: Small sphere with a thick screw protrusion
Effect: The user throws this cypher at a target within short range, and it drills into the target for one round, 
inflicting damage equal to the cypher level. If the target is made of metal or wearing metal (such as armor), 
the difficulty of the attack is decreased by one step.

It is easy to get addicted 
to the quick hit of 
training that comes from 
Knowledge Enhancement 
cyphers. Characters who 
rely on them too often 
may find themselves at a 
disadvantage when they 
run out, presenting a 
great opportunity for GM 
intrusion. 
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Magnetic Master 
Level: 1d6 + 2
Wearable: Gloves with metal plates
Usable: Small pyramid-shaped metallic device
Effect: Establishes a connection with one metal object within short range that a human could hold in one hand. 
After this connection is established, the user can move or manipulate the object anywhere within short range 
(each movement or manipulation is an action). For example, the user could wield a weapon or drag a helm 
affixed to a foe’s head to and fro. The connection lasts for ten rounds.

Magnetic Shield 
Level: 1d6 + 2
Wearable: Gloves with metal plates
Usable: Small pyramid-shaped metallic device
Effect: For ten minutes, metal objects cannot come within immediate range of the activated device. Metal 
items already in the area when the device is activated are slowly pushed out.

Memory Lenses 
Level: 1d6
Wearable: Contact lenses, eyeglasses, or goggles
Effect: Allows the wearer to mentally record everything she sees for thirty seconds and store the recording 
permanently in her long-term memory. This cypher is useful for watching someone pick a specific lock, enter a 
complex code, or do something else that happens quickly.

Mental Scrambler 
Level: 1d6 + 2
Usable: Complex metal and glass device
Effect: Two rounds after being activated, the device creates an invisible field that fills an area within short 
range and lasts for one minute. The field scrambles the mental processes of all thinking creatures. The effect 
lasts as long as they remain in the field and for 1d6 rounds after, although an Intellect defense roll is allowed 
each round to act normally (both in the field and after leaving it). Each mental scrambler is keyed to a specific 
effect. Roll for effect:

01–30 Victims cannot act.
31–40 Victims cannot speak.
41–50 Victims move slowly (immediate range) and clumsily.
51–60 Victims cannot see or hear.
61–70 Victims lose all sense of direction, depth, and proportion.
71–80 Victims do not recognize anyone they know.
81–88 Victims suffer partial amnesia.
89–94 Victims suffer total amnesia.
95–98 Victims lose all inhibitions, revealing secrets and performing surprising actions.
99–00 Victims’ ethics are inverted.

Metal Death 
Level: 1d6 + 2
Wearable: Wrist-mounted sprayer
Usable: Canister with hose
Effect: Produces a stream of foam that covers an area about 3 feet 
by 3 feet (0.9 m by 0.9 m), transforming any metal that it touches 
into a substance as brittle as thin glass. The foam affects metal to 
a depth of about 6 inches (15 cm).

"Did you know there are only 
three known monofilament 

repulsion fields that shimmer 
with blue energy? The rest 

are green." 
 ~Sir Arthour
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Monoblade 
Level: 1d6 + 2
Internal: Injection into fingertip
Wearable: Glove
Usable: Device similar to hilt
Effect: Produces a 6-inch (15 cm) blade that’s the same level as the cypher. The blade cuts through any 
material of a level lower than its own. If used as a weapon, it is a light weapon that ignores Armor of a level 
lower than its own. The blade lasts for ten minutes.

Motion Sensor 
Level: 1d6 + 2
Internal: Injection into spine
Wearable: Amulet
Usable: Disk that can be affixed to the floor or another surface
Effect: Indicates when any movement occurs within short range, or when large creatures or objects move 
within long range (the cypher distinguishes between the two). It also indicates the number and size of the 
creatures or objects in motion. Once activated, it operates for one hour.

Personal Environment Field 
Level: 1d6 + 2
Wearable: Belt, medallion, ring
Usable: Handheld device
Effect: Creates an aura of temperature and atmosphere that will sustain a human safely for 28 hours. The aura 
extends to 1 foot (0.3 m) around the user. It does not protect against sudden flashes of temperature change 
(such as from a heat ray). A small number of these cyphers (1%) accommodate the preferred environment of 
a nonhuman, nonterrestrial creature.

Phase Changer 
Level: 1d6 + 1
Wearable: Belt, medallion, ring
Usable: Handheld device
Effect: Puts the user out of phase for one minute. During this time, the user can pass through solid objects as 
though she were entirely insubstantial, like a ghost. She cannot make physical attacks or be physically attacked.

Phase Disruptor 
Level: 1d6 + 2
Usable: Complex device, plate that affixes to surface, elaborate spray atomizer
Effect: Puts a portion of a physical structure (like a wall or floor) out of phase for one hour. It affects an area 
equal to a 10-foot (3 m) cube. While the area is out of phase, creatures and objects can pass freely through it 
as if it were not there, although one cannot see through it, and it blocks light.

Poison (Emotion) 
Level: 1d6 + 2
Internal: Pill, ingestible or injectable liquid
Wearable: Lipstick, false fingertip, ring with needle
Usable: Injector
Effect: The victim feels a specific emotion for one hour.

01–20 Anger. Likely to attack anyone who disagrees with him. Very hard to interact with; the
 difficulty of all such actions is increased by two steps.
21–40 Fear. Flees in terror for one minute when threatened.
41–60 Lust. Cannot focus on any nonsexual activity.
61–75 Sadness. The difficulty of all tasks is increased by one step.
76–85 Complacency. Has no motivation. The difficulty of all tasks is increased by two steps.
86–95 Joy. Easy to interact with in a pleasant manner; the difficulty of all such actions is decreased by one step.
96–00 Love. Much easier to interact with; the difficulty of all such actions is decreased by two
 steps, but temporary attachment is likely.

Most poisons are not 
considered cyphers, but a 
few are unique enough to 
be considered such.

In the Black Riage, there 
is an abhuman brute 
named Chorolus that has 
a monoblade implant in 
his hand that he can call 
upon as often as he likes. It’s 
theorized that it interacts 
with his personal physiology 
somehow, so that if it were 
ever removed, it would stop 
working.
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Poison (Explosive) 
Level: 1d6 + 1
Internal: Pill, ingestible or injectable liquid
Wearable: Lipstick, false fingertip, ring with needle
Usable: Injector
Effect: Once this substance enters the bloodstream, it travels to the brain and reorganizes into an explosive 
that detonates when activated, inflicting 10 points of damage (ignoring Armor). Roll to determine the means 
of detonation:

01–25 The detonator is activated (must be within long range).
26–40 A specified amount of time passes.
41–50 The victim takes a specific action.
51–55 A specific note is sung or played on an instrument within short range.
56–60 The victim smells a specific scent within immediate range.
61–80 The victim comes within long range of the detonator.
81–00 The victim is no longer within long range of the detonator.

Poison (Mind-Controlling) 
Level: 1d6 + 2
Internal: Pill, ingestible or injectable liquid
Wearable: Lipstick, false fingertip, ring with needle
Usable: Injector
Effect: The victim must carry out a specific action in response to a specific trigger.

01–20 Lays down for one minute with eyes closed when told to do so.
21–40 Flees in terror for one minute when threatened.
41–60 Answers questions truthfully for one minute.
61–75 Attacks close friend for one round when within immediate range.
76–85 Obeys next verbal command given (if it is understood).
86–95 For 28 hours, becomes sexually attracted to the next creature of its own species that it sees.
96–00 Moves toward the next red object seen in lieu of all other actions, ignoring self
 preservation.

Poison (Mind-Disrupting) 
Level: 1d6 + 2
Internal: Pill, ingestible or injectable liquid
Wearable: Lipstick, false fingertip, ring with needle
Usable: Injector
Effect: The victim suffers Intellect damage equal to the cypher’s level and cannot take actions for a number of 
rounds equal to the cypher’s level.

Psychic Communique 
Level: 1d6 + 2
Internal: Pill
Wearable: Device that adheres to temple
Usable: Metallic disk
Effect: Allows the user to project a one-time, one-
way telepathic message of up to ten words, with an 
unlimited range, to anyone he knows.

The assassin Bledsele 
specializes in rare 

numenera poisons that 
cause her victims to die in 

strange and spectacular 
ways, triggered by a word, 

a kiss, or the sight of a 
loved one, among other 

things.
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Ray Emitter 
Level: 1d6 + 2
Internal: Subdermal implant
Wearable: Contact lens, glove, ring, wristband, headband, belt buckle, 
shoulder-mounted device
Usable: Handheld device
Effect: Allows the user to project a ray of destructive energy up to 200 feet (61 
m) that inflicts damage equal to the cypher’s level.

01–50 Heat/concentrated light
51–60 Cell-disrupting radiation
61–80 Force
81–87 Magnetic wave
88–93 Molecular bond disruption
94–00 Concentrated cold

Ray Emitter (Numbing) 
Level: 1d6 + 2
Internal: Subdermal implant
Wearable: Contact lens, glove, ring, wristband, headband, belt buckle, shoulder-mounted device
Usable: Handheld device
Effect: Allows the user to project a ray of energy up to 200 feet (61 m) that numbs one limb of the target, 
making it useless for one minute. A small number of these devices (5%) induce numbing that lasts for one 
hour.

Ray Emitter (Paralysis) 
Level: 1d6 + 2
Internal: Subdermal implant
Wearable: Contact lens, glove, ring, wristband, headband, belt buckle, shoulder-mounted device
Usable: Handheld device
Effect: Allows the user to project a ray of energy up to 200 feet (61 m) that paralyzes the target for one minute. 
A small number of these devices (5%) induce paralysis that lasts for one hour.

Reality Spike 
Level: 1d6 + 4
Usable: Metallic spike
Effect: Once activated, the spike does not move—ever—even if activated in midair. A Might action will 
dislodge the spike, but then it is ruined.

Rejuvenator 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates when slapped
Usable: Injector
Effect: Substance restores a number of points equal to the cypher’s level to one random Pool. Roll percentile:

01–50 Might Pool
51–75 Speed Pool
76–00 Intellect Pool

Remote Viewer 
Level: 1d6
Usable: Device that splits into two parts when activated, one with a glass screen
Effect: For one hour, the glass screen on one part shows everything going on in the vicinity of the other part, 
regardless of the distance between the two parts.

Even weirder ray emitters:

flesh blue

matter

like material

CYPHERS
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Repair Unit 
Level: 1d10
Wearable: Shoulder- or arm-mounted launcher, belt-mounted device
Usable: Handheld device
Effect: Device becomes a multiarmed sphere that floats. It repairs one designated numenera device (of a level 
equal to or less than its own) that has been damaged but not destroyed. The repair unit can even create spare 
parts, unless the GM rules that the parts are too specialized or rare (in which case, the unit repairs the device 
entirely except for the specialized part). Repair time is 1d100 + 20 minutes.

Retaliation Nodule 
Level: 1d6
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, anyone striking the armor the nodule is attached to triggers a small burst of 
electricity that inflicts 1 point of damage (no action or roll required).

Sheen 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: For one week, the user’s cells are coated with a protective veneer that resists damage (+1 to Armor) 
and decreases the difficulty of Might defense rolls by two steps. However, healing is more difficult during this 
time; all recovery rolls suffer a –1 penalty.

Shock Nodule 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, each time the weapon the nodule is attached to strikes a solid creature or object, 
it generates a burst of electricity, inflicting 1 additional point of damage.

Shocker 
Level: 1d6 + 4
Internal: Subdermal implant
Wearable: Ring, palm disk
Usable: Short rod
Effect: Delivers a powerful burst of electricity that shocks any creature touched, inflicting damage equal to the 
cypher’s level.

Skill Boost 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Dramatically but temporarily alters the user’s mind and body so she can perform one specific physical 
action with the difficulty decreased by three steps. Once activated, this boost can be used a number of times 
equal to the cypher’s level, but only within a 28-hour period. The boost takes effect each time the action is 
performed, so a level 3 cypher boosts the first three times that action is attempted. The action can be one of a 
number of possibilities:

01–15 Melee attack  77–84 Running
16–30 Ranged attack  85–92 Swimming
31–40 Speed defense  93–94 Sneaking
41–50 Might defense  95–96 Balancing
51–60 Intellect defense  97–98 Perceiving
61–68 Jumping  99 Carrying
69–76 Climbing  00 Escaping

Sometimes when a 
weapon-based nodule 
is found, it is already 

attached to a weapon 
or an object that can 

be used as a weapon. A 
metal rod with a shock 

nodule attached could be 
used as an effective club 

or mace with a shock 
capability.
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Sleep Inducer 
Level: 1d6
Internal: Pill, ingestible liquid
Wearable: Fingertip cusp, ring, glove
Usable: Injector, gas sprayer
Effect: Touch or ingestion puts the victim to sleep for ten minutes or until awoken by a violent action or an 
extremely loud noise.

Sonic Hole 
Level: 1d6 + 2
Wearable: Wristband, ring, belt-mounted device
Usable: Small handheld device
Effect: Draws all sound within long range into the device for one round per cypher level. Within the affected 
area, no sound can be heard.

Sound Dampener 
Level: 1d6 + 2
Internal: Implant
Wearable: Wristband, ring, belt-mounted device, boots
Usable: Small handheld device
Effect: Dampens all sound within immediate range, providing an asset for all creatures in the area to attempt 
stealthy actions.

Spatial Warp 
Level: 1d6 + 4
Usable: Small metal ring
Effect: When affixed to another numenera device that affects a single target at range, that range is increased 
to 1 mile (1.6 km) with no penalties. Space is temporarily warped in terms of seeing and reaching the target. 
If direct line of sight is important to the device’s effect, it remains important. Creating the spatial warp 
functions as one use of the device.

Speed Boost 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates when slapped
Usable: Injector
Effect: Substance adds 1 to Speed Edge for one hour.

Stim 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Decreases the difficulty of the next action taken 
by three steps.

Strength Boost 
Level: 1d6 + 2
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates when slapped
Usable: Injector
Effect: Substance adds 1 to Might Edge for one hour.

Sonic holes are much-
loved by thieves 
everywhere but can also 
be used for less nefarious 
purposes, such as hunting 
prey and sneaking by 
enemies.  

CYPHERS
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Subdual Field 
Level: 1d6 + 3
Usable: Complex device
Effect: Two rounds after being activated, the device creates an invisible field that fills a specified area (such as 
a cube of a certain size) within long range of the device. The field lasts for one minute. It affects the minds of 
thinking beings within the field, preventing them from taking hostile actions. The effect lasts as long as they 
remain in the field and for 1d6 rounds after, although an Intellect defense roll is allowed each round to act 
normally (both in the field and after leaving it). 

Telepathy Implant 
Level: 1d6 + 2
Internal: Pill
Wearable: Disk that adheres to forehead, temporary tattoo
Usable: Injector
Effect: For one hour, the device enables long-range mental communication with anyone who has a matching 
implant. These devices are always found in groups of two or more.

Teleporter (Bounder) 
Level: 1d6 + 2
Wearable: Belt, wristband, ring, full bodysuit
Usable: Complex device, handheld device
Effect: User teleports up to 100 ! the cypher level in feet to a location he can see. He arrives safely with his 
possessions but cannot take anything else with him.

Teleporter (Traveler) 
Level: 1d6 + 4
Wearable: Belt, wristband, ring, full bodysuit
Usable: Complex device, handheld device
Effect: User teleports up to 100 ! the cypher level in miles to a location he has previously visited. He arrives 
safely with his possessions but cannot take anything else with him.

Temporal Viewer 
Level: 1d6 + 4
Wearable: Wristband
Usable: Complex device, handheld device
Effect: Displays moving images and sound, up to ten minutes in length, depicting events that occurred at the 
current location up to one year prior. The user specifies the time period shown by the viewer.

Time Dilation Nodule (Defensive) 
Level: 1d6
Usable: Crystal nodule affixed to armor
Effect: For the next 28 hours, the wearer of the armor moves in seemingly random, rapid jumps, a few inches to 
one side or the other, when attacked. This is an asset that modifies attacks by two steps in the wearer’s favor.

Time Dilation Nodule (Offensive) 
Level: 1d6
Usable: Crystal nodule affixed to a melee weapon
Effect: For the next 28 hours, the attacker moves at almost instantaneous speeds when he swings the 
weapon, modifying his attacks by two steps in his favor.

Attack modifiers, page 95

Very rare teleporters 
can send a character or 
characters thousands of 

miles, or even millions of 
miles. 
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Tracer 
Level: 1d6
Wearable: Wristband
Usable: Handheld device
Effect: Fires a microscopic tracer that clings to any surface within short range. For the next 28 hours, the 
launcher shows the distance and direction to the tracer, as long as it is in the same dimension. 

Visage Changer 
Level: 1d6
Internal: Pill or injection that produces temporary subdermal, malleable implants
Usable: Tube of moldable paste
Effect: Changes the appearance of one human-sized creature. The change takes ten minutes to apply and 
lasts for 28 hours.

Visual Displacement Device 
Level: 1d6
Wearable: Belt or bracelet
Usable: Handheld device
Effect: Projects holographic images of the wearer to confuse attackers. The images appear around the wearer. 
This gives the wearer an asset to Speed defense actions for ten minutes.

Vocal Translator 
Level: 1d6
Internal: Pill, ingestible liquid
Wearable: Headband
Usable: Disk that must be held to forehead
Effect: Translates everything said by the user into a language that anyone can understand for 28 hours.

Warmth Projector 
Level: 1d6
Internal: Subdermal implant
Wearable: Bodysuit, belt
Usable: Injector
Effect: Keeps the user warm and comfortable in the harshest cold temperatures for 28 hours. During this 
time, the user has Armor equal to the cypher level that protects against cold damage.

Water Breather 
Level: 1d6
Internal: Pill, ingestible liquid
Usable: Injector
Effect: Allows an air breather to extract oxygen from water for eight hours so she can breathe underwater.

X-Ray Viewer 
Level: 1d6 + 4
Usable: Glass panel
Effect: When held up against a solid surface, this panel allows the user to see through up to 2 feet (0.6 m) of material. 
The panel works only if the cypher’s level is higher than the material’s level. The effect lasts for one minute.

Asset, page 16

Master thief Hadronus Rell 
likes to use x-ray viewers 
in his work. “Never open 
a locked door if you don’t 
already know what’s on the 
other side.”

CYPHERS
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ARTIFACTS
CHAPTER 19

Artifacts are the tech devices left over from 
the civilizations of the past. These are 
devices of a more permanent nature (unless 

they run out of power) with more straightforward 
applications—weapons, armor, utility items, and so 
on. Still, they are rarely straightforward in actual use. 
Rather than find a device that was meant to be used 
as a “gun,” the PCs are far more likely to find an item 
that was originally intended for another purpose 
but that has been modified (as best as Ninth World 
understanding can manage) and now can be used 
as a ranged weapon. Given the right tools and parts, 
some characters will be able to construct such items 
on their own.

Remember that artifacts are incomprehensible 
devices, as likely as not powered by transdimensional 
siphons using nanotechnology to rewrite reality on 
an atomic or subatomic level. Even to someone who 
understands a great deal about technology, most 
artifacts appear to be more magic than machine.

All artifacts have a level. Unlike cyphers, each has a 
unique form. They also have a rate of power depletion. 
When an artifact is used or activated, the player rolls 
the designated die (1d6, 1d10, 1d20, or 1d100). If the 
die shows the depletion number(s), the item works, but 
that is its last use. A depletion entry of “—” means that 
the artifact never depletes, and an entry of “automatic” 
means that it can be used only once.

Depowered artifacts can sometimes be recharged 
using the repair rules. The focus Rides the Lightning 
and other special abilities can also repower an expended item, but probably for only one use.

Finding, Identifying, and Using Artifacts
Artifacts are sometimes found in old ruins, either intact or in need of manipulation to get them working. They 
are usually found alone. When the PCs come upon an area where scavenging might be possible, they can 
search (an Intellect action). Typically, being skilled in the numenera reduces the difficulty of this search. The 
GM sets the difficulty for the task, but it is usually 3 or 4, and scavenging can take ten minutes to an hour. The 
process often includes manipulating what is found to cobble together something that works. For example, 
the search might involve removing the artifact from a larger machine and modifying it to work on its own for 
the task. In this case, the artifact is already identified—finding it amid the workings of a larger device includes 
identification.

Scavenging is not the only way to get artifacts. They can also be granted as rewards or taken from fallen 
foes. Sometimes they can even be bought in towns, but this occurs more rarely than most PCs would 
probably like.

Cypher, page 278

Repair rules, page 106

Rides the Lightning, 
page 71

Intellect, page 20
Skilled in the numenera, 

page 25
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Once the characters find an artifact, identifying it is usually a separate task, also based on Intellect and 
modified by knowledge of the numenera. The GM sets the difficulty of the task, but it is usually equal to the 
level of the artifact. It takes fifteen minutes to three hours. If the PCs can’t identify an artifact, they can bring 
it to an Aeon Priest clave to be identified or, if desired, traded.

A character can attempt to use an artifact that is not identified, but this is usually an Intellect task using 
the artifact’s level + 2. Failure might mean that the PC can’t figure out how to use the artifact or that he uses 
it incorrectly (GM’s discretion). Of course, even if the character uses the unidentified artifact correctly, he will 
have no idea what the effect will be.

Even if an artifact has been identified, using it still requires an Intellect action—at least for the first use. 
Using an artifact is generally far more complex than pushing a button. It can involve crossing wires, pulling at 
mechanisms, and manipulating touchscreens with symbols that mean little to a Ninth World character. The 
GM sets the difficulty of the task, but it is usually equal to the level of the artifact.

Most of the time, using an artifact is one action. Unless otherwise specified in the text or suggested by 
logic, the action is Intellect based.

ARTIFACT QUIRKS
Artifacts often aren’t entirely what they seem. An item that functions like a weapon in the PC’s hands once might 
have been a part of a very different device with a very different purpose. Another artifact might be a cobbled-
together mess of various parts, created by a less-than-perfect nano or technician. Thus, sometimes artifacts don’t 
do what is expected, or they do something in addition to their desired function. These are artifact quirks.

Quirks might be a requirement for activation. They could be side effects that happen all the time with 
the artifact, either continuously or each time it is activated. They might also be something that happens 
occasionally—for example, quirks could be a good use of GM intrusion.

LIST OF ARTIFACT QUIRKS
01-06  Activated by sound (user must hum, whistle, sing, or speak in a specific way)
07-10  Activated only in complete darkness
11-14  Activated only in direct sunlight
15-17  Activated only when user is in correct frame of mind
18-20  Activated only in a certain temperature
21-23  Activated by application or insertion of special substance (water, saliva, sand, plant matter, ice, 

blood, flesh, paper, synth, metal)
24-27  Creates a terrible smell
28-32  Creates annoying black smoke
33-36  Produces an oily residue
37-39  Makes a strange sound
40-42  Makes a very loud sound
43-46  Creates a bright flash
47-48  Produces a strange hologram along with the effect
49-50  Produces strange telepathic sendings along with the effect
51-54  Creates a small electric shock (no damage)
55-56  Creates a major electric shock (2 points of damage)
57-60  Gets annoyingly warm
61-62  Gets dangerously warm (2 points of damage)
63-66  Drains heat around it
67-68  Drastically drains heat around it (2 points of damage within immediate range)
69-70  Drains mental energy (2 points of Intellect damage)
71-74  Causes animals to flee from it
75-77  Attracts animals to it
78-81  Once it functions, cannot be used again for an hour while it recharges
82-85  Produces a rash or lesions on the user’s flesh
86-89  Sickens user (all difficulties increased by 1 step for one minute)
90-94  Frequently breaks down (one time out of every 6 uses), requires one minute of repair time.
95-99  Creates any variety of strange effects due to a reality-warping nature (roll each time, taking only 

results that make sense)
00  Takes over user’s mind for one round; user stands still and speaks gibberish

Aeon Priest, page 269
Clave, page 134

GM intrusion, page 88

Some creatures, such as 
the abykos (page 230), can 
destroy an artifact with a 
single touch.

ARTIFACTS
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A SELECTION OF NINTH WORLD ARTIFACTS

Amber Casement
Level: 1d6 + 4
Form: A series of short, rounded tubes and hoses about 12 inches (30 cm) long
Effect: When activated, it solidifies the air in a 10-foot (3 m) cube of space, the center of which must be within 
short range of the device. The air is turned into an amberlike substance, and those trapped in it will likely 
suffocate or starve.
Depletion: 1–4 in 1d6

Amulet of Safety
Level: 1d6
Form: A plain metallic disk on a chain
Effect: Once the amulet is keyed to a specific numenera weapon, the weapon cannot activate to harm the 
wearer.
Depletion: —

Analyzing Shield
Level: 1d6 + 1
Form: A transparent synth shield
Effect: The bearer can see through this shield, and it has a display that analyzes the best place to strike a foe 
viewed through it. The bearer can use points from his Intellect Pool (rather than the more typical Might or 
Speed) to increase the damage of his attacks by 3 additional points per level of Effort.
Depletion: —

Armored Flesh
Level: 1d6 + 2
Form: Appears to be a collection of organic armored plates, like a carapace or very large fish scales
Effect: When placed on the wearer’s flesh, the armor grafts on permanently. It provides Armor equal to half 
its level (round up) but does not hinder movement or tire the wearer in any way (no Might cost or Speed 
reduction). On the contrary, the wearer’s maximum Might Pool is permanently increased by 2.

However, the benefits come at a cost. Fibrous tendrils extend into the wearer’s flesh and eventually 
reach the spine and brain, inflicting damage in the form of 2 points of permanent maximum Intellect Pool 
reduction. This process takes one week. The lost points cannot be regained.
Depletion: —

Automated Cook
Level: 1d6
Form: A small metal and synth cube that has metallic arms and tools
Effect: This automaton prepares food on command. It must be given raw materials (water and organic 
compounds), but with those it can prepare and serve a hot, nutritious, delicious meal.
Depletion: 1 in 1d100

Battle Armor
Level: 1d6 + 4
Form: A full suit of synth and steel armor, covering the entirety of the wearer’s body
Effect: This armor is far hardier and still somewhat lighter than Ninth World smithing techniques could 
ever manage with steel. It is heavy armor but grants an additional +2 to Armor in addition to the 3 points 
that heavy armor usually provides. Further, it is entirely sealed and has its own eternally renewed internal 
atmosphere, which completely protects against poison gases and allows the wearer to operate in an airless 
environment. The suit’s Armor rating also applies to damage that often isn’t reduced by typical armor, such 
as heat or cold damage (but not Intellect damage).
Depletion: — (At any time, the GM can rule that the armor has sustained enough damage that the 
atmosphere and environmental protections cease, but the suit still functions as armor.)

Might, page 20
Speed, page 20
Effort, page 21

An amulet of safety is 
an excellent safeguard 
against a sarrak (page 
255). Of course, if the 
sarrak takes control of 

the amulet, then you’re 
still in deep trouble...

Battle armor and 
battlesuits can be 

potentially troublesome 
due to the high Armor 

totals that a PC can 
attain. GMs can rule, if 

they wish, that the Armor 
rating of these suits 

degrades over time, after 
sustaining a great deal 

of damage. (The GM, in 
fact, can do that with any 
armor.) Doing so is likely 

the purview of a GM 
intrusion.
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01 Amber casement
02 Amulet of safety
03 Analyzing shield
04 Armored flesh
05 Automated cook
06-07 Battle armor
08 Battlesuit
09 Bounding boots
10 Brain bud
11 Carryall
12-13 Cellular disruptor
14-15 Chameleon cloak
16 Chiurgeon sphere
17 Cohesion stabilizer
18-19 Cypher bag
20 Dimensional armor
21-22 Disruption blade
23 Drill spear
24 Ecstasy paralyzer
25-26 Exploding arrow
27 Fearmaker
28 Fiery hellmaker
29 Filtration straw
30 Food scanner
31-32 Food tube
33 Force dome
34 Healing sword
35 Hoop staff
36-37 Hover belt
38 Hover square
39-40 Imager
41 Instant bridge
42-43 Kinetic shield
44-45 Launcher
46-47 Light spike
48 Liquid armor
49 Liquid sword
50 Living armor sheath

51 Mephitic staff
52 Metabolism bud
53 Mind imager
54 Molecular bonder
55-56 Multidimensional blade
57 Murder globe
58 Nano-needler
59-60 Needler
61-62 Nightvision goggles
63 Phasing piton
64 Plant jar
65 Poison brain implant
66 Psychic helmet
67 Psychic whistle
68-69 Recorder headband
70-71 Redlight clip
72 Remote clamp
73 Repair sphere
74 Safe corridor
75 Second skin
76-77 Shatter wand
78-79 Shock manacles
80 Skill bud
81-82 Skull blaster
83-84 Slugspitter
85 Snipewand
86-87 Stunner
88 Suspensor belt
89 Telltale glass
90 Tendril graft
91-92 Thunder cannon
93 Transdimensional ray projector
94-95 Trigger trap
96 Vuechi
97 Weapon graft
98 Windrider
99-00 Windslice blade

ARTIFACTS TABLE

When giving an artifact to a character, either choose from this table or roll a 1d100 for a random artifact.  

Battlesuit
Level: 1d6 + 4
Form: A full suit of synth and steel armor, covering the entirety of the wearer’s body
Effect: This armor is far hardier and still somewhat lighter than Ninth World smithing techniques could ever manage 
with steel. It is heavy armor but grants an additional +3 to Armor in addition to the 3 points that heavy armor usually 
offers. Further, it is entirely sealed and has its own eternally renewed internal atmosphere, which completely protects 
against poison gases and allows the wearer to operate in an airless environment. The suit’s Armor rating also applies 
to damage that often isn’t reduced by typical armor, such as heat or cold damage (but not Intellect damage).

In addition, the wearer gains +1 to her Might Edge and +5 to her Might Pool.
Depletion: — (At any time, the GM can rule that the armor has sustained enough damage that the 
atmosphere and environmental protections cease and the Might enhancements no longer function, but the 
suit still functions as armor.)

This list of artifacts isn't 
comprehensive by any 
means. Who knows what 
technological treasures the 
Ninth World will provide? 
(For information on 
creating new artifacts, see 
page 317).  
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Bounding Boots
Level: 1d6 + 1
Form: Ninth World-made leather boots with small metal and synth devices worked into the sides
Effect: The boots negate gravity enough to make jumping and running easier. The boots are considered an 
asset for jumping and running.
Depletion: —

Brain Bud
Level: 1d6
Form: An organic pod, almost like a small, hemispherical bit of fruit. Once grafted to a host, it takes on the 
appearance of the host’s flesh
Effect: The pod grafts onto any living host (must be near the brain) and injects complex chemicals that 
greatly improve brain activity. This grants the host a +5 bonus to maximum Intellect Pool.
Depletion: —

Carryall
Level: 1d6
Form: A metallic chest with tracked wheels on either side
Effect: This device comes with a small module that can be worn on a belt. Rolling along on its wheels, the 
chest attempts to follow within immediate range of the module (though it can be directed to remain where it 
is). It moves a short distance each round. The chest can come to the module from a range of up to 10 miles 
(16 km) away. The interior of the chest is mostly hollow and can hold up to 5,000 pounds (2,268 kg). The 
artifact must be newly activated each day.
Depletion: 1 in 1d20

Cellular Disruptor
Level: 1d6 + 4
Form: A small handheld device with a few simple controls
Effect: This device emits a faint short-range beam that affects only organic 
creatures and materials. Living targets hit by the beam move one step down the 
damage track. Nonliving organic targets are likely destroyed.

This device is a rapid-fire weapon and thus can be used with the Spray or Arc 
Spray abilities that some glaives and jacks have, but each “round of ammo” used 
or each additional target selected requires an additional depletion roll.
Depletion: 1 in 1d10

Chameleon Cloak
Level: 1d6 + 4
Form: Very thin, lightweight, transparent cloth formed into a crude cloak
Effect: When activated, the device takes on the colors and textures of everything around the wearer for ten 
minutes. This effect reduces the difficulty of hiding or sneaking by two steps.
Depletion: 1 in 1d100

Chiurgeon Sphere
Level: 1d6 + 2
Form: Small, spherical automaton about 8 inches (20 cm) in diameter
Effect: This device comes with a small module that can be worn on a belt. Floating along, the automaton 
attempts to follow within immediate range of the module (though it can be directed to remain where it is). 
It moves a short distance each round. The sphere can come to the module from a range of up to 10 miles 
(16 km) away. If the module is worn by an organic creature and that creature takes damage, the automaton 
moves to repair the damage with cellular regenerating tools that restore 1d6 – 2 points per round (meaning 
that if a 1 or 2 is rolled, no damage is repaired that round). This requires no action on the part of the creature 
being healed. Each day, the automaton can attempt to render aid a number of times equal to its level. The 
artifact must be newly activated each day.
Depletion: 1 in 1d20

Spray, page 30
Arc Spray, page 31
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Cohesion Stabilizer
Level: 1d6 + 4
Form: A wristband-mounted device with a few simple controls
Effect: Any attempt to affect the integrity of the wearer’s physical form by disintegrating it, encasing it, 
changing its phase, teleporting it, or otherwise disrupting it fails if the wearer wishes it to fail. Doing so is not 
an action on the wearer’s part.
Depletion: 1 in 1d10

Cypher Bag
Level: 1d6
Form: Synth bag
Effect: This bag can contain up to one cypher per artifact level, as long as each is no larger than a typical 
hand-held device. These cyphers do not count against a character’s limit.
Depletion: 1 in 1d20 (check each time a cypher is added to the bag)

Dimensional Armor
Level: 1d6 + 4
Form: A full suit of synth and steel armor, covering the entirety of the wearer’s body
Effect: This armor is far hardier and still somewhat lighter than Ninth World smithing techniques could ever 
manage with steel. It is heavy armor but grants an additional +2 to Armor in addition to the 3 points that 
heavy armor usually provides. Further, when activated, it shifts the wearer’s phase randomly for ten minutes, 
which increases the difficulty of attacks on the wearer by two steps. This shifting effect is negated by special 
multidimensional weapons or attacks.
Depletion: 1 in 1d10 (for the phase shifting ability, but after depletion, the suit still functions as armor)

Disruption Blade
Level: 1d6 + 1
Form: A sword or similar bladed weapon with devices affixed to the blade and hilt
Effect: This weapon functions as a normal sword (or rarely, an axe or a cleaver). 
However, if the wielder uses an action to activate it, the weapon radiates a field of 
molecular disrupting energy for one round. During that round, if it scores a hit, it 
inflicts an additional 10 points of damage.
Depletion: 1 in 1d6

Cyphers in a cypher bag 
cannot be used while in the 
bag.
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Drill Spear
Level: 1d6 + 1
Form: A wooden shaft with an affixed spearhead that appears to be a metallic drill
Effect: This spear functions as a normal spear. If the wielder uses it to attack a foe, upon a successful hit the 
wielder decides whether to activate the weapon. Upon activation, the wielder lets go of the spear, and it drills into 

the foe, inflicting an additional 3 points of damage. However, the wielder 
then is no longer holding the spear. The drilling function works only in 
melee combat because activation occurs after the foe is struck.

Depletion: 1 in 1d20

Ecstasy Paralyzer
Level: 1d6 + 2

Form: A handheld device with few controls
Effect: This long-range weapon fires a beam of energy that inflicts no damage. 

Instead, it affects the target’s mind, filling him with such pleasure that he loses his 
next turn.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d20

Exploding Arrow
Level: 1d6
Form: Arrow with a tiny metallic device attached to it
Effect: The arrow explodes when it strikes something, inflicting its level in damage to all within immediate range.
Depletion: Automatic

Fearmaker
Level: 1d6 + 2
Form: A 4-foot-tall (1.2 m) collapsible tripod with a metal cone at the top.
Effect: It takes two rounds to assemble and set up this device. Once set up, it takes an action to activate. 
When activated, it affects the minds of all thinking creatures within long range in a 45 degree arc. Those 
affected are instilled with terror, making them drop what they are holding and do one of the following: 

Roll Action
01-50 Flee for 1d6 rounds
51-90 Cower (losing their actions) for 1d6 rounds
91-00 Faint, remaining unconscious for one minute (or until roused by vigorous action)

Depletion: 1 in 1d6

Fiery Hellmaker
Level: 1d6 + 4
Form: A 7-foot-tall (2 m) collapsible metal stand with a large metal disc at the top and a control box in the center
Effect: It takes two rounds to assemble and set up this device. Once set up, it takes an action to activate. 
When activated, the disk fires a barrage of fiery long-range missiles in all directions. Everyone and everything 
within long range suffers damage equal to the artifact level, unless they are within 3 feet (0.9 m) of the device 
and keep their heads down.
Depletion: 1 in 1d6

Filtration Straw
Level: 1d6
Form: A long, narrow synth tube
Effect: Water that passes through this tube is purified. Most liquids other than water drawn through the tube 
come out as water (or mostly water).
Depletion: —
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Food Scanner
Level: 1d6
Form: A handheld device with a number of controls and a wide dish at one end
Effect: When activated and pointed at food, this device sounds an alarm if the food has any contaminants or 
poisonous substances.
Depletion: 1 in 1d20

Food Tube
Level: 1d6
Form: A synth tube
Effect: The device produces a grey paste that provides enough nutrition for one person for one day.
Depletion: 1 in 1d10

Force Dome
Level: 1d6 + 3
Form: A 4-foot-tall (1.2 m) collapsible tripod with a large glass globe at the top and a control box in the center
Effect: It takes two rounds to assemble and set up this device. Once set up, it takes an action to activate. 
When activated, this device projects a powerful force field dome with a diameter of short range. The field is 
immobile, impermeable, and impenetrable until it is brought down by a force (such as a device or creature) of 
a higher level. Otherwise, it lasts for 28 hours, during which time it has enough air to support six humans.
Depletion: 1 in 1d20

Healing Sword
Level: 1d6
Form: A typical sword with an odd-looking synth hilt
Effect: The broadsword blade is a Ninth World-forged addition to the numenera hilt (which likely was not a sword hilt 
originally). When squeezed properly, the hilt injects a healing substance into the wielder’s body, restoring 1d6 points of 
any stat Pool he wishes. If the wielder is using the sword in battle, using the healing function does not require an action.
Depletion: 1 in 1d10 (for the healing ability, but after depletion, it still functions as a sword)

Hoop Staff
Level: 1d6 + 3
Form: Long wooden staff with a 6-inch (15 cm) bronze hoop attached to the tip. The staff is of recent creation, 
but the hoop is not.
Effect: Holographic images flicker to life in the hoop, warning of danger. The images are representative of the 
danger in some fashion. For example, approaching enemies look like threatening, amorphous creatures, and 
dangerous weather might look like lightning bolts coming from a cloud.

The GM decides when and how the staff warns of danger. For inexplicable reasons, sometimes it fails to 
deliver a warning. (Thus, it’s all right if the GM forgets about the staff occasionally.)
Depletion: 1 in 1d100

Hover Belt
Level: 1d6 + 1
Form: Odd-fitting metallic mesh belt that has a metal box attachment with dial controls
Effect: The wearer can float up into the air or back down again at a rate of 20 feet (6.1 m) per round. Using 
the complex controls, the wearer can move horizontally at a much slower pace (5 feet [1.5 m] per round) in a 
much less stable or controlled trajectory. The belt works for ten minutes per use.
Depletion: 1 in 1d20

Hover Square
Level: 1d6
Form: Folded synth square that is 1 foot by 1 foot (0.3 m by 0.3 m) and unfolds into a square that is 8 feet by 
8 feet (2.4 m by 2.4 m)
Effect: When unfolded and activated, this piece of synth forms a platform that moves laterally as directed by 
someone atop it. The platform moves up to short range in a round. It can hold up to 5,000 pounds (2,268 kg).
Depletion: 1 in 1d20

Most people report that 
the paste from a food tube 
tastes quite awful.
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Imager
Level: 1d6
Form: A small, rectangular handheld device with a clear synth panel
Effect: This device captures a perfect image of a nearby scene. It can store thousands of images, and any 
stored image can be shown on the synth panel. When the device is depleted, all stored images are lost.
Depletion: 1 in 1d100

Instant Bridge
Level: 1d6 + 1
Form: A handheld device with a few controls
Effect: This device fires a cable with a powerful magnet in long range. When the magnet strikes a metal 
surface, it affixes itself, and the taut cable extends into a narrow bridge about 3 feet (0.9 m) wide. The device 
can then be affixed to another metallic surface to anchor the bridge. When deactivated, the magnets let go 
and the cable retracts.
Depletion: 1 in 1d20

Kinetic Shield
Level: 1d6 + 1
Form: A wristband or armband with a small metallic device attached
Effect: When a physical projectile such as an arrow, a thrown knife, or a bulletlike missile comes within 4 
inches (10 cm) of the wearer’s body, a powerful energy field activates automatically and attempts to slow 
down or deflect the projectile. The difficulty of the wearer’s Speed defense against such attacks is modified by 
one step in his favor. If the projectile still hits the wearer, the field adds 1 to Armor against the attack.
Depletion: 1 in 1d20

Launcher
Level: 1d6 + 3
Form: A metal tube with a set of winding synth tubes wrapped around it.
Effect: This device launches anything about the size of a fist or smaller with great force with a range of 200 
feet (61 m). An inert object, such as a rock, inflicts the artifact’s level in damage. A detonation cypher (or 
similar explosive) can also be launched to activate on impact.
Depletion: 1 in 1d20

Light Spike
Level: 1d6 + 2
Form: A fingerless glove of semirigid synth
Effect: When the glove is activated, a spike of solid, red-hot energy is emitted from the back of the wearer’s 
hand. This spike can be used as a melee weapon that inflicts damage equal to the artifact’s level. It lasts for 
ten minutes. If the wielder increases the spike’s power (which requires a separate action and an additional 
depletion roll), the damage increases by 1 point.
Depletion: 1 in 1d20

Liquid Armor
Level: 1d6 + 3
Form: An adamant silk belt with two metallic cylinders attached to it
Effect: When activated, a watery liquid sprays out of the cylinders on the belt. An electric field shapes this 
smart fluid, causing it to form a protective shell around the wearer, not unlike full body armor. The fluid 
becomes immediately (but selectively) rigid when struck, providing +3 to Armor, but it offers none of the 
penalties associated with armor. It can be used over the top of light armor, adding to its protection, but 
medium or heavy armor disrupts the electric field’s shaping attempts. The liquid armor lasts for four hours or 
until deactivated.
Depletion: 1 in 1d20

An instant bridge could, 
in theory, be used to grab 

a metallic object and 
pull it toward the user. 
The object would need 
to weigh less than the 

user. The action would 
also be two steps higher 
in difficulty than normal 

because it’s not meant for 
such precision work.

Liquid armor and the 
liquid sword are based 
on a technology called 

smart fluid. Conceivably, 
it could be found in 

many other applications. 
Somewhere in the Cold 

Desert lies a citadel made 
entirely of solid smart 

fluid.
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Liquid Sword
Level: 1d6 + 3
Form: An adamant silk wristband with a metallic cylinder attached to it
Effect: When activated, a watery liquid sprays out of the cylinder on the wristband. An electric field shapes 
this smart fluid, causing it to form into the shape of a broadsword. The fluid becomes immediately rigid and 
incredibly sharp, allowing it to be used as a normal sword that inflicts 1 additional point of damage. The 
sword lasts for four hours or until deactivated.
Depletion: 1 in 1d20

Living Armor Sheath
Level: 1d6 + 1
Form: When not affixed to a creature, this looks like a mass of heavy fabric. On a creature, it looks like heavy, 
leathery flesh.
Effect: When worn over normal skin, this organic material adheres and conforms to the creature’s body 
shape. The wearer is trained in Might defense tasks to resist poison and disease. Further, she has +2 to 
Armor with no hindrances. However, she cannot wear armor over the living sheath because it’s too bulky.
Depletion: 1 in 1d100 (checked each day while the sheath is worn)

Mephitic Staff
Level: 1d6
Form: A short metal-and-glass tube fitted onto a well-made wooden quarterstaff
Effect: When activated (which is not an action), the tip of the staff releases a concentrated, immediate-range 
blast of noxious fumes when it is struck against a solid creature or object. An affected creature loses its next 
turn to coughing and choking.
Depletion: 1 in 1d20

Metabolism Bud
Level: 1d6
Form: An organic pod, almost like a small, 
hemispherical bit of fruit. Once grafted to a host, it 
takes on the appearance of the host’s flesh.
Effect: The pod grafts onto any living host (usually 
near the brain or spine) and injects chemicals that 
boost the creature’s metabolism. This grants the 
host a +5 bonus to maximum Speed Pool.
Depletion: —

Mind Imager
Level: 1d6 + 2
Form: A handheld device with a synth panel screen 
and wires that must be affixed to the head of a 
creature
Effect: This device shows a visual image of what a 
creature is thinking. The affected creature need not 
be conscious.
Depletion: 1 in 1d20
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Molecular Bonder
Level: 1d6 + 2
Form: A handheld device with a number of controls and a pointed end
Effect: This device fuses two objects together with a bond strength equal to its level. If flesh bonded in this 
way (whether to an object or to other flesh) is torn apart, it suffers damage equal to the device’s level.
Depletion: 1 in 1d6

Multidimensional Blade
Level: 1d6 + 2
Form: A short, straight bladed weapon with a large haft that has a few controls on it
Effect: When activated, the blade exists on many levels of reality at once. It inflicts damage equal to its level, and 
it harms creatures (such as an abykos) that can be affected only by transdimensional effects. Once activated, the 
blade is active for one minute.
Depletion: 1 in 1d20

Murder Globe
Level: 1d6 + 3
Form: A 3-foot-tall (0.9 m) collapsible metal tripod with a large metal globe at the top. The globe has a 
number of holes in it, but it is not hollow.
Effect: It takes two rounds to assemble and set up this device. It then requires an action to activate. When 
activated, this device does nothing for five rounds. After that, if anything larger than a mouse comes within 
long range of it, the globe fires a powerful projectile at that target. The projectile inflicts damage equal to the 
artifact level. The device can attack up to ten times per round, but it never attacks the same target more than 
once per round. It remains on watch for 28 hours or until it has made one hundred attacks, whichever comes 
first.
Depletion: Automatic

Nano-needler
Level: 1d6
Form: A small handheld device with a tiny tube
Effect: This device projects a single needle—far smaller in width than a human hair—up to long range. The 
needle inflicts no damage, but it can carry poison or disease, and the injection is so tiny that the victim 
doesn’t feel it. The needle can also penetrate (ignore) up to 4 Armor.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d10

Needler
Level: 1d6
Form: A small handheld device with a tiny tube
Effect: This device projects a single needle (no damage), a spray of needles (1 point of damage), or a wide 
spray of needles (no damage, but it affects everyone within an immediate area)—user’s choice. In each case, 
the needles can affect anyone within long range. The needles can be poisoned, in which case even those who 
don’t take damage must make Might defense rolls to avoid being poisoned.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, ignoring “rounds of ammo” costs.
Depletion: 1 in 1d20

Nightvision Goggles
Level: 1d6
Form: A pair of synth goggles with dark, protruding lenses
Effect: Outside, the wearer can see at night as if it were daylight. Inside, the wearer can see in pitch darkness 
for short range.
Depletion: —

Abykos, page 230

The assassin Bledsele uses 
a nano-needler to poison 
her targets with her wide 
array of exotic numenera 

poisons.
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Phasing Piton
Level: 1d6
Form: A metallic spike with a single toggle stud
Effect: When activated, the piton phases and can be inserted up to 6 inches (15 cm) into almost any material. 
When deactivated, the piton becomes solid again and remains embedded solidly in the material. If used as 
a weapon (requiring one action to activate and insert, and a second action to deactivate), the piton inflicts 6 
points of damage.
Depletion: 1 in 1d100

Plant Jar
Level: 1d6
Form: A large glass or clear synth canister
Effect: A living plant placed inside this device remains alive until removed regardless of light, water, or other 
conditions.
Depletion: —

Poison Brain Implant
Level: 1d6 + 1
Form: Capsule
Effect: When swallowed, this implant travels to the brain and nests there. Henceforth, whenever a creature 
establishes contact with the character’s mind (using mental attack, telepathic communication, mind control, 
and so on), the creature is attacked mentally. It is stunned for one round (losing its action) and takes Intellect 
damage equal to the artifact’s level. This effect does not prevent the contact.
Depletion: —

Psychic Helmet
Level: 1d6 + 2
Form: A lightweight synth helmet
Effect: The wearer gains 3 Armor that protects against Intellect damage only. Further, the difficulty of 
attempting to affect the wearer’s mind is increased by one step in the wearer’s favor.
Depletion: —

Psychic Whistle
Level: 1d6 + 2
Form: A metal device 1 inch (2.5 cm) long with a single button
Effect: When the device is activated, a whistlelike sound is heard by humans within 500 feet (152 m). The 
device doesn’t actually produce sound but instead stimulates the aural center of the human brain. It has no 
effect on nonhumans.
Depletion: 1 in 1d100

Recorder Headband
Level: 1d6 + 2
Form: A leatherlike headband with a small device attached
Effect: This headband records everything the wearer sees as moving images that can be replayed and 
reviewed. It stores up to one hundred hours of images.
Depletion: 1 in 1d20

Redlight Clip
Level: 1
Form: A metal clip or pin easily affixed to clothing
Effect: This object flashes red when in immediate range of dangerous radiation or poisonous gas.
Depletion: —

There could easily be 
psychic whistles keyed 
to the brain patterns 
of creatures other than 
humans. A crafty specialist 
might even be able to 
fine-tune a psychic whistle 
so that it only keys to a few 
specific individuals’ brain 
patterns. 
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Remote Clamp
Level: 1d6
Form: A metal clamp with a detachable control pad
Effect: The control pad allows someone to direct this extremely strong device to clamp and unclamp. The pad 
must be within 500 feet (152 m) of the clamp to control it.
Depletion: 1 in 1d10

Repair Sphere
Level: 1d6 + 2
Form: A small spherical automaton about 8 inches (20 cm) in diameter
Effect: This device comes with a small module that can be affixed to a machine. Floating along, the sphere 
attempts to follow within immediate range of the module (though it can be directed to remain where it is). It 
moves a short distance each round. It can come to the module from a range of up to 10 miles (16 km) away. If 
the module is attached to a machine and that machine takes damage, the sphere moves to repair the damage 
with sophisticated tools that restore 1d6 – 2 points per round (meaning that if a 1 or 2 is rolled, no damage is 
repaired that round). This requires no action on the part of the machine being repaired. The sphere can attempt 
to repair a machine a number of times per day equal to its level. The artifact must be newly activated each day.
Depletion: 1 in 1d100

Safe Corridor
Level: 1d6 + 2
Form: Two separate metal and synth capsules about the size of a human’s head, each with a large glass plate
Effect: When the device is activated, the space between the two capsules forms an invisible corridor of breathable 
atmosphere with a moderate temperature. It hedges out dangerous vapors, vacuum, insects, radiation, nanites, and 
other particulate matter. The corridor is 8 feet (2.4 m) wide and can be up to 1 mile (1.6 km) long. It must be relatively 
unobstructed—uneven terrain is fine, but walls, hills, and so on will block it. The corridor remains for 28 hours.
Depletion: 1 in 1d20

Second Skin
Level: 1d6 + 1
Form: When not affixed to a creature, this looks like a mass of diaphanous fabric. On a creature, it is almost 
invisible.
Effect: When stretched over a creature’s normal skin, this organic material adheres and conforms to its body 
shape. While wearing the second skin, the creature has an asset in Might defense tasks to resist poison and 
disease.
Depletion: 1 in 1d100 (checked each day while the skin is worn)

The difficulty for a PC 
caught in a remote clamp 

to break free is equal to 
the artifact level 

+ 2 because its grip is so 
strong.

71.58.140.236



311

Shatter Wand
Level: 1d6 + 4
Form: Broad, 8-inch (20 cm) synth stick with a single button
Effect: This weapon realigns the molecular structure of a living target, in effect crystalizing the flesh. It works 
at long range but has no visible manifestation (no ray or projectile). The device inflicts damage equal to its 
level. Further, if the target is slain by the device, the target shatters, exploding in an immediate radius with 
crystalline shrapnel that inflicts 3 points of damage.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d20

Shock Manacles
Level: 1d6 + 1
Form: A lightweight pair of metal or synth manacles
Effect: Not only are these restraints binding, but they also inflict their level in damage whenever  
the wearer attempts to break free. Once active, the manacles operate for 28 hours.
Depletion: 1 in 1d20

Skill Bud
Level: 1d6
Form: An organic pod, almost like a small, hemispherical bit of fruit. Once grafted to a host, it takes on the 
appearance of the host’s flesh.
Effect: This pod grafts onto any living host (must be near the brain) and injects complex chemicals that alter 
brain and muscle functions. This grants the host training in one (predetermined) skill.
Depletion: —

Skull Blaster
Level: 1d6 + 2
Form: A headband with an attached cylinder that runs along the left side of the wearer’s head
Effect: This device emits a brilliant beam of focused light that has a range of 200 feet (61 m). Targets hit by 
the beam take damage equal to the artifact’s level.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d20

Slugspitter
Level: 1d6 + 1
Form: A long device with a narrow metal tube
Effect: With a quiet sound like a puff of air, this device fires a tiny slug of metal with a range of 200 feet (61 
m). It inflicts damage equal to the artifact’s level.

This device is a rapid-fire weapon, and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1–2 in 1d100

Snipewand
Level: 1d6 + 4
Form: A long handheld device with a tiny plate of glass
Effect: Sighting through the glass, objects up to 1 mile (1.6 km) away can be viewed as if they were just a 
short distance away. The user must have a direct line of sight to the object—the device cannot penetrate 
barriers or go around corners. Once an object is sighted, the device almost silently fires a tiny slug of metal at 
the target. The slug inflicts damage equal to the artifact’s level.
Depletion: 1 in 1d20

The mechanical creatures 
of the Weal of Baz (page 
198) use slugspitters with 
regularity.
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Stunner
Level: 1d6
Form: A handheld device that looks like a metal sphere with a handle
Effect: When activated, this device fires a beam of energy that stuns the target for one round, making him lose 
his next action.

This device is a rapid-fire weapon and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d20

Suspensor Belt
Level: 1d6 + 1
Form: A belt with a number of brass discs affixed to it
Effect: This belt negates gravity enough to make all movement easier, granting the wearer a +1 bonus to his 
Speed Edge. Alternatively, a grossly obese creature could wear the belt simply to function normally.
Depletion: —

Telltale Glass
Level: 1
Form: Clear drinking glass
Effect: This glass turns red if anything poisonous is put into it, even in very small quantities.
Depletion: —

Tendril Graft
Level: 1d6
Form: A whiplike length of organic material similar to flesh
Effect: This graft attaches to the host’s spinal column so that it can be controlled like a limb. The host can use 
it like a whip (a light weapon) even if his hands are full. He can also use it like a prehensile tail that can hold 
his weight (assuming he is roughly human-sized) or another object.
Depletion: —

Thunder Cannon
Level: 1d6 + 4
Form: A large, heavy tube with a bell-shaped end and a number of controls
Effect: This massive device can barely be held or carried by a single person. When activated, it emits a 
50-foot-wide (15 m) cone of pure sonic force out to long range. Any creature in that area is knocked prone 
and stunned for one round, losing its action. Unfixed items the size of a human or smaller are toppled and/or 
moved at least 5 feet (1.5 m). Larger objects might also be toppled.
Depletion: 1 in 1d10

The tendril graft, like 
many biological artifacts, 

establishes a symbiotic 
relationship with its user, 

or “host.” It gains all 
the nutrients it needs by 
absorbing them from its 

host. People with such 
grafts find that they need 

to eat and drink about 
25% more than normal 

to stay healthy.
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Transdimensional Ray Projector
Level: 1d6 + 2
Form: A handheld device with a number of controls and a wide dish at one end
Effect: This long-range weapon fires a beam of energy that exists on many levels of reality at once. It 
inflicts damage equal to its level, and it harms creatures (such as an abykos) that can be affected only by 
transdimensional effects.

This device is a rapid-fire weapon and thus can be used with the Spray or Arc Spray abilities that some 
glaives and jacks have, but each “round of ammo” used or each additional target selected requires an 
additional depletion roll.
Depletion: 1 in 1d20

Trigger Trap
Level: 1d6
Form: A small, rather complex box of metal sensor plates, wires, and controls
Effect: A cypher of virtually any kind can be added to this trigger device to turn it into a trap. First, the cypher 
is added to the device (an Intellect task with a difficulty of 4), and then various wires and plates are affixed 
permanently to something—a nearby surface, door, hinge, and so on. When the trap is triggered, the cypher is 
activated, so people often use straightforward cyphers such as a detonation, a ray emitter, or a similar device.

The trigger can react to a specified movement within 3 feet (0.9 m)—a door opening, a creature or object 
moving past the artifact, and so on. The higher the level of the device, the more sophisticated the trigger. For 
example, a level 4 artifact’s trigger might be based on a creature’s size or weight, a level 5 artifact can trigger 
based on a specific type of creature, and a level 6 artifact can trigger based on recognizing an individual 
creature.
Depletion: Automatic

Vuechi
Level: 1d6 + 1
Form: A 4-inch (10 cm) silver sphere that hovers in the air
Effect: Once activated, this device follows within 3 feet (0.9 m) of you and attacks anyone or anything within 
immediate range that attacks you. A vuechi attacks with a burst of electricity (up to immediate range) that 
deals electricity damage equal to its artifact level. Once activated, it functions for 28 hours.
Depletion: 1 in 1d20

Weapon Graft
Level: 1d6
Form: A blade, spiked ball, or hammerlike object made of hard, chitinous material or metal, with a sleeve of 
softer, fleshy material
Effect: This organic graft fits over a hand or empty stump and affixes to the flesh of the host. The physical bond 
provides an asset that makes attacks one step easier. This special medium weapon inflicts 4 points of damage.
Depletion: —

Windrider
Level: 1d6 + 1
Form: An 8-foot-long (2.4 m) metallic wing
Effect: This is a vehicle that can be ridden by someone who makes Speed rolls (level 
1) each round. In combat, it moves a long distance each round, but on extended 
trips, it can move up to 80 miles (129 km) per hour.
Depletion: 1–2 in 1d100

Windslice Blade
Level: 1d6 + 1
Form: A medium-length sword
Effect: This sword is made from a material so durable and dense that the edge is sharper and lasts far longer 
than Ninth World smithing techniques could ever manage with steel. The blade inflicts 1 additional point of 
damage. Its name comes from the idea that it can slice even the wind in half.
Depletion: —

"The fluid drained from a 
biochemical injector sphere 
also makes an excellent 
pipe cleaner." 
~Sir Arthour

ARTIFACTS

71.58.140.236



314

ODDITIES & 
DISCOVERIES

CHAPTER 20

Sometimes PCs find things that are interesting but have no real game value. They don’t help in combat. 
They don’t grant amazing powers. They don’t protect the user. Not everything the ancients created was 
a combat device or can be used as one now. In Numenera, these devices are called oddities, and they 

serve a number of purposes.
First, they provide verisimilitude—not everything is suited for an explorer. Second, they’re interesting—

weird little things that can be sold or used for barter or gifts. Third, and perhaps most important, they add 
more mystery and feelings of the unknown to the game because oddities are really, well, odd. Why did their 
creators make them? Were they once a part of a larger device with a more understandable function? No one 
knows, and it’s likely that no one ever will.

USING ODDITIES IN THE GAME
Oddities can be traded, sold, used, or given as interesting gifts. Usually, their value is around 10 shins, but 
some oddities might fetch as much as 50 shins depending on their potential utility.

Many of the oddities listed were left vague so the GM can tailor them as needed. The size, color, shape, and so 
on can be changed. Ninth World craftsmen might set some of the oddities into jewelry or on the end of a staff.

GMs are encouraged to ensure that oddities always seem odd. One day, have a PC’s oddity work differently. 
For example, the cup that boils liquid now freezes it instead. The rod with blinking lights goes crazy with 
lights and starts beeping as well. The small mirrored cube starts spinning on its own. No explanation is 
needed because the owner didn’t really understand the oddity in the first place.

DISCOVERIES
Discoveries are a catch-all category of numenera that don’t fit into the other categories. These are not devices 
the PCs can claim as their own. The characters probably can’t take a discovery with them, and usually they 
would have no reason to do so, anyway. A discovery might be a bio lab where genetically engineered creatures 
are still being artificially produced, a receiver that picks up signals transmitted from a station on Mars, or a 
still-functioning hovertrain. While these discoveries can be useful, they do not necessarily make the characters 
more powerful.

ODDITIES TABLE
When giving oddities to characters, either choose from this table or roll a 1d100 for random oddities. 

A SELECTION OF NINTH WORLD ODDITIES 
Roll Oddity
1 Crystal that shatters easily but then instantly reforms
2 Egg-shaped metallic bauble that occasionally spins and speaks in a language no one knows
3 Aerosol can that sprays sparkling paint that hangs in the air
4 Device that emits a projection of a human face that changes expression depending on the direction  

in which it’s looking
5 Unknown musical instrument that plays only soft, unpleasant sounds
6 Circular stone plate with a human face that occasionally changes expression or appears to speak   

(but has no voice)
7 Box with a tiny group of musicians in it who play when it is opened and look horrified when it is closed
8 Remote-controlled dragonfly with a tiny, handheld controller

Shins, page 77
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9 Pants that fit perfectly and never seem to get dirty but are always chilly
10 Blob of clay that takes on various mysterious shapes when left alone
11 Crystal that hums
12 Necklace made of gears and other machine parts
13 Flute with buttons rather than holes so you can play music without blowing into it
14 Lightning bug in a glass globe
15 Plastic disk that displays ever-changing but meaningless symbols
16 Small rod that emits a voice saying the same thing in an unknown language every time a button is pushed
17 Glass plate that shows what seems to be a live image of the moon, but from a closer vantage
18 Comb that glows when used
19 Small square cage that puts whatever single creature is inside it into stasis
20 Plastic bottle containing a spray that cleans any stain and never runs out
21 Metallic device that creates one sheet of new paper each day
22 Pen that writes in 

invisible ink revealed 
only at a very low 
temperature

23 Tiny toy ornithopter
 made of a solid piece
 of material that seems
 indestructible
24 Fuzzy stuffed bear that 

makes growling noises 
when you squeeze it

25 Goggles that tint
 everything green
26 Series of thin plastic 

cards that show all kinds 
of unknown creatures

27 Candle that never runs
 down
28 Bag of sixteen rubber 

balloons
29 Three silken gloves with
 six fingers each
30 Metallic jar that 

maintains the 
temperature of liquid 
inside indefinitely

31 Blue crystal that glows as bright as a candle when held
32 Small coin pouch that holds twice as much as it appears it should
33 Small wandlike device that keeps away normal insects in a 5-foot (1.5 m) radius
34 Unknown plastic device with lights that occasionally blink
35 Powerful magnifying glass
36 Bag that contains dice, each with a different number of sides
37 Small mirrored cube
38 Piece of extremely strong and thin cable 8 feet (2.4 m) long
39 Feathered hat that occasionally makes bird noises
40 Wooden rod that increases in length by about 1 inch (2.5 cm) a month
41 Brass device with nested circular plates that rotate and click
42 Cape that billows as if blown by the wind when worn, even in still air
43 Glass cube that shows what seems to be a live aerial view of an unknown, ruined city
44 Armband that tightens slightly when within 100 feet (30 m) of abhumans
45 Small jar of black paint that refills itself each day
46 Metallic mask that fits perfectly on your face and changes expression when you do
47 Five metallic plates that orbit around your head and display ever-changing, unknown symbols

ODDITIES & DISCOVERIES
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48 Green glass sphere that floats next to you and whistles when you are angry
49 Metal canister that fills with 4 quarts (3.8 liters) of water at the same time each day
50 Metal and glass disk that, when pressed against flesh, instantly etches a tattoo of a black scorpion
51 Small mirror that shows someone other than you when you gaze into it
52 Canister that produces an extremely foul odor and a puff of dark red smoke when opened
53 Goggles that allow you to see perfectly through steam or smoke
54 Box that produces a 3-inch (7.6 cm) cube of a firm but gelatinous substance at the same time each day
55 Shirt that displays your muscles, bones, and internal organs when you wear it
56 Small leather case of cosmetics that never seem to run out
57 Amulet that, when worn, projects holographic images of fish swimming around you
58 Bracelet with a tiny bell charm that rings like a massive bell when intentionally rung
59 Metallic, pointed-toe boots designed to fit a horse or a similar creature
60 Cup that instantly boils any liquid poured into it
61 Spectacles that project strange images on the lenses so the wearer sees things that are not there
62 Box of a dozen matchsticks that, when burned, release puffs of lingering smoke that take on the shapes of faces, creatures, or 

other things
63 Blanket that makes a pleasant, soft humming noise while covering a living creature
64 Semicircular device of metal and glass that projects a harmless, thin red beam up to 50 feet (15 m) when activated
65 Two 5-inch (12.7 cm) metal and glass disks that hover around your wrists
66  Six small, clear plastic bags that can be sealed and are very durable
67 Glass orb that always drips perfumed water very slowly
68 Jar of sixteen seeds; when planted, each seed grows into a daffodil made of gold in six months
69 Rose made of nigh-indestructible glass
70  Octagon-shaped amulet that is black during the day and sky blue at night
71 Mummified fish with feathered wings in a wooden box
72 Two-headed cat fetus in a glass jar
73  Saddle sized for a very small animal, such as a squirrel or a small cat
74 Small rectangular device that makes a chirping sound at the same time each day
75 Pair of tiny metal rods that, when brought within 1 inch (2.5 cm) of each other, vibrate exactly fifteen minutes before the sun rises
 on any given day
76 Ceramic ring that makes you feel as though gentle hands are caressing your body
77 Bottle of twenty-four pills that make you vividly dream about your favorite memory when you next sleep
78 Cylinder that clears the air of smoke, foul smells and the like in an enclosed room in one minute’s time
79 A pair of small, floating cubes that keep a small, enclosed room at the temperature at which water freezes
80 Bracelet that renders you unable to reproduce while worn
81 Chair that can be stored in an extradimensional space when activated
82 Synth disk that will restore a rotten piece of fruit or a vegetable
83 Cylinder that, if you speak through it, makes your voice sound wavering and strange
84 Scarf that appears to be made of silk but is virtually indestructible and cannot be dirtied or stained
85 Egg-shaped device that temporarily negates all odor within 3 feet (.09 m)
86 Short metal rod that is insubstantial to all matter except the special synth glove that goes with it
87 Cube that, when activated, disappears for one minute and then reappears in the same spot
88 Wristband that buzzes when in complete darkness
89 Plate of glass that, when you view the night sky through it, reveals ten times as many stars 
90 Ceramic pot that produces a tiny puff of colored smoke once every hour and a half
91 Hoop that sharpens any blade passed through it
92 Sphere that produces vigorous bubbles when placed in water
93 Tiny awl that inflicts no pain when it pierces flesh
94 Contact lenses that make your eyes seem completely white with no pupils
95 Silken string 3 feet (0.9 m) long that coils around whatever it touches
96 Large, clear plastic bag that keeps food inside it fresh indefinitely
97 Stockings that are always warm
98 Single rubber glove that is extremely durable and resistant
99 Box filled with two dozen spherical magnets, each about the size of a pea
100 Pair of clear drinking glasses that change color depending on the contents
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CREATING NEW NUMENERA
Although this book has plenty of cyphers, 
artifacts, and oddities to get the game 
started, you’ll want more options as the 
game progresses. While the Numenera 
product line will have additional books with 
a lot more items, GMs can of course create 
their own items. 

Artifacts
Artifacts are the trickiest kind of numenera 
to create because they are potentially the 
biggest “game changers.” An artifact will 
likely alter not just one encounter, but many 
encounters, perhaps over the course of 
multiple adventures. While most eventually 
deplete, the abilities they provide change 
the way that PC interacts with the world. An 
artifact that gives a PC the ability to fly means that the PC might choose to fly over every obstacle you put in front of her. That’s not a 
bad thing, but it’s something you have to consider, so it doesn’t catch you off guard.

Use the artifacts in Chapter 19 (page 298) as a guide for about how much damage weapons should inflict or how much Armor 
defensive items might provide. Consider how much an item might completely short-circuit a whole adventure. Something that allows 
frequent teleportation, for example, will change the way the campaign goes (no more overland travel—no more terrain obstacles). In 
fact, the areas to be wary of include the following:
Items that provide information: Information is good and facilitates adventures, but getting access to all the secrets easily every time 

can ruin the challenge of a campaign. Items that are, in effect, “crystal balls” to locate people or things or “mind readers” that 
give away everyone’s secrets work better as cyphers than as artifacts.

Items that provide travel: Having to travel everywhere on foot can be tedious, but a constant ability to instantly travel back home to 
get help/rest/new gear can take some of the excitement out of exploration. Teleporters work better as cyphers than as artifacts.

Items that provide Armor: This is tricky, because you basically don’t want characters to end up with so much Armor that combat is 
never a threat. 1–2 points of Armor is probably necessary for most characters. Those in a lot of fights or really defensively minded 
might have as much as 4–5. Six or more points of Armor over the 
long haul (as opposed to one encounter) is probably too good and 
should be avoided except in campaigns with very high-tier PCs and 
really potent threats and obstacles (dread destroyers and their ilk).

When it comes to assigning a depletion, figure about how many 
times you’d like a PC to be able to use it. A few times? That’s 1 in 1d6. 
Six or seven times? That’s 1 in 1d10. Many times, perhaps over the 
course of many adventures? 1 in 1d20. Potentially for the rest of the 
campaign? 1 in 1d100. With a 1 in 1d100 item, you can assume that 
the PC will use it constantly. So if it’s a weapon, it will likely get used 
every round of every fight.

Cyphers
Compared to artifacts, cyphers are easy. You almost can’t go wrong. 
Because they are one-use, even a cypher that does something ridiculous 
(100 points of damage, 10 points of Armor, and so on) isn’t going to 
wreck the campaign. It will change only one encounter. That doesn’t 
mean, of course, that every cypher should be powerful. On the contrary, 
most should be modest because that encourages their use. (Really 
potent cyphers encourage PCs to hold back and “save them for the right 
moment,” which is fine sometimes, but overall not what you want to 
encourage.) Look to the cyphers in Chapter 18 (page 278) as examples 
for the kinds of modest effects a typical cypher might have.

ODDITIES & DISCOVERIES
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Don’t hesitate to sometimes allow cyphers to affect all the PCs rather than just the user. It’s not so much fun if just one 
character gets to become immune to heat and walk into the molten iron smelter in the ancient factory. It’s more fun if everyone 
gets to do that once. 

Designating a new cypher as being anoetic or occultic is actually more a matter of flavor than balance. 
Although they’re not the precise dictionary definitions of those two words, if you think of the meanings 
as “something even a child could use” (anoetic) and “something that requires some special 
knowledge” (occultic), you probably won’t go wrong.

Oddities
Oddities might be the easiest thing to create of them all, because they need 
no game mechanic effect. In fact, if you find yourself having to determine 
a game mechanic effect (damage or level, for example), you’ve probably 
accidentally created an artifact or a cypher, not an oddity. The only rule for 
oddities is that whatever they do, they shouldn’t require rules. It’s a coffee 
maker, not a laser blaster. The best oddities are the ones that make no 
sense. They convey a sense of wonder because they (should) suggest that 
in their correct context, they did make sense, but that context is long gone—
perhaps millions of years gone—and may have been entirely alien to the PCs 
in the first place. Oddities are really there for flavor, and to show the players that no matter how much they know, their characters still 
don’t really understand the world around them. Even though they are innocuous, they serve to unsettle players, and in a setting like this, 
that’s a good thing. 

Don’t hesitate to make oddities into something more than they first appear. The device that projects three-dimensional maps of 
places no one recognizes may one day become entirely relevant as the PCs find themselves in one of those places. The weird buzzing 
pyramid may eventually turn out to be a key that leads them into some ancient vault. That shouldn’t happen very often, but using that 
trick once in a campaign will be very meaningful.

Discoveries
Discoveries are the most open-ended of all types of numenera. Discoveries are the things that are too big to be gear, but might 
still do something cool—a transgalactic portal to another planet, a machine that performs cybernetic implantation surgeries, or 
a force cube storage facility that can store anything, indefinitely. Each of these has great potential 
use to the PCs, but it’s likely a one-time thing and they can’t take it with them to use 
later. Discoveries are best thought of as a part of an adventure as opposed to a part 
of the PC’s equipment. In this way, like with cyphers, you don’t have to hold 
back when creating them. The one rule of thumb should probably be that 
the cooler they are, the more challenging they are to reach. In some 
ways, these are the equivalent to the proverbial treasure hordes of 
the Numenera game. 

But not every discovery has to be of use to the PCs. 
Sometimes they are interesting for their own sake—and thus 
still worth XP for finding them and interacting with them. 
A still-functioning factory, a transmitter that once sent 
messages to other planets, or a vast storage facility of 
preserved plantlife from ancient times are all discoveries, 
even though there is no (obvious) use for them.

A discovery might be a bio lab where genetically engineered creatures are still 

being artificially produced, a receiver that picks up signals transmitted from a 

station on Mars, or a still-functioning hovertrain.
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USING THE RULES
CHAPTER 21

Unlike in the rest of this book, I’m going 
to write this section from me to you. I’m 
addressing you, the game master (or 

potential game master), directly because you are vital 
to turning a halfway-decent game into an amazing 
game. In uninformed hands, even the greatest 
rules and the greatest setting will make, at best, a 
mediocre game. You are the key in this process.

The game master (GM) is the architect of the 
game but not the sole builder. You’re the facilitator 
as well as the arbiter. You’re all of these things and 
more. It’s a challenging role that’s not quite like 
anything else. People try to equate the GM with a 
playwright, a referee, a judge, or a guide. And those 
are not terrible analogies, but none of them is quite 
right, either.

Numenera has been designed to make the 
challenging tasks of game mastering as simple 
as possible and allow you as the GM to focus on 
what’s important. Rather than dealing with a lot 
of die rolls, modifiers, and rules minutiae, you can 
focus mainly on the flow of the story. This is not to 
say that you are the sole storyteller. The group is 
the storyteller. But it’s the GM’s job to pull together 
the actions, reactions, and desires of all the people 
sitting around the table, mesh them with the 
setting and background created before the session 
began, and turn it all into a cohesive story—on 
the fly. Sometimes this means using a heavy hand. 
Sometimes it means stepping back. Sometimes it 
means being open-minded. It always means giving 
the other players as much of the spotlight as you 
have as the GM, and attempting to give it to each of 
them in turn so that no one person dominates the 
narrative or the gameplay—not even you.

I will say this now, up front, and I will say it often: 
the rules are your tools to tell a story, to portray a 
character, and to simulate the science fantasy world. 
The rules are not the final word—you are. You are 
not subservient to the rules. But you do have a 
master. That master is fun gameplay mixed with 
exciting story.

Numenera has also been designed to make game 
mastering work the way that many experienced 

GMs run games anyway. The GMs who recognize 
that they are not subservient to the rules are often 
forced to work against the rules, to work in spite of 
the rules, or to use the rules as smoke and mirrors 
to cover up what they’re really doing (which is 
providing everyone with an exciting, compelling, 
and interesting narrative in which to participate). 
Hopefully, as a Numenera GM, you will not find that 
to be the case. On the contrary, most of the rules 
were designed specifically to make it easier to run 
the game—or rather, to allow the GM to focus on 
helping to shepherd a great story.

In this chapter, first we’re going to talk about 
the rules and how to use them as your tools. In 
Chapter 22: Building a Story (page 340), we’ll discuss 
interacting with players, running games and crafting 
great stories. Chapter 23: Realizing the Ninth World 
(page 354) provides insight into filling the world (the 
Ninth World) with interesting things to see, things to 
experience, and most important, things to do.

THE RULES VERSUS THE STORY
Upon first glance, it might seem that for a story-
based game, there isn’t a lot of “story” in the rules. 
A wall, a ravage bear, a pit to leap, and a ray emitter 
can all be more or less just summed up as a single 
number—their level. The thing is, Numenera is a 
story-based game because the rules at their core are 
devoid of story. A wall, a ravage bear, a pit to leap, 
and a ray emitter all can be summed up as levels 
because they’re all just parts of the story. They’re all 
just obstacles or tools. 

There aren’t a lot of specifics in the rules—no 
guidelines for specific judo moves or the differences 
between repairing an electrically powered forcewall 
projector and a biomechanical aircraft. That’s not 
because those kinds of things are to be ignored, but 
because those kinds of things are flavor—they are 
story, description, and elaboration for the GM and 
the players to provide. A player running a character 
in a fist fight can and should describe one attack as 
an upper cut and another as a roundhouse punch, 
even though there’s no mechanical difference. In 
fact, because there’s no mechanical difference. That’s 

Ravage bear, page 254

Numenera is a game 
about ideas, not rules. 

The rules are meant to be 
a framework upon which 

to hang the tapestry of 
the story you and the 

players create. 
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what a narrative game is all about. It’s interesting 
and entertaining, and that’s why you’re all sitting at 
the table in the first place.

If different aspects of the game—walls, ravage 
bears, pits, and so on—have distinctions, they 
come through as story elements, which are special 
exceptions to the rules. Having so few general rules 
makes adding special conditions and situations 
easier, because there is less rules tinkering to 
deal with. Fewer special circumstances to worry 
about. Less chance of contradictions and rules 
incompatibilities. For example, you can easily have a 
wall that can only be destroyed by mental attacks. A 
ravage bear has its unique grapple attack. A pit could 
have frictionless walls. A ray emitter could freeze foes 
solid—these are story elements that mechanically 
build on the very simple base mechanics. And they 
all make things more interesting.

SETTING DIFFICULTY RATINGS
The GM’s most important overall tasks are setting 
the stage and guiding the story created by the group 
(not the one created by the GM ahead of time). But 
setting difficulty is the most important mechanical 
task the GM has in the game. Although there are 
suggestions throughout this chapter for various 
difficulty ratings for certain actions, there is no 
master list of the difficulty for every action a PC can 
take. Instead, Numenera is designed with the “teach 

a man to fish” style of good GMing in mind. (If you 
don’t know what that means, it comes from the old 
adage, “Give a man a fish and he’ll eat for a day. 
Teach a man to fish and he’ll eat for a lifetime.” The 
idea is not to give GMs a ton of rules to memorize or 
reference, but to teach them how to make their own 
logical judgment calls.) Of course, most of the time, 
it’s not a matter of exact precision. If you say the 
difficulty is 3 and it “should” have been 4, the world’s 
not over.

For the most part, it really is as simple as rating 
something on a scale of 1 to 10, 1 being incredibly 
easy and 10 being basically impossible. The 
guidelines in the difficulty table, presented again here 
for reference, should help put you in the right frame 
of mind for assigning difficulty to a task.

For example, we make the distinction between 
something that most people can do and something 
that trained people can do. In this case, “normal” 
means someone with absolutely no training, talent, 
or experience. Imagine your ne’er-do-well, slightly 
overweight uncle trying a task he’s never tried 
before. “Trained” means the person has some level 
of instruction or experience but is not necessarily a 
professional.

With that in mind, think about the act of balance. 
With enough focus, most people can walk across 
a narrow bridge (like a fallen tree trunk). That 
suggests that it is difficulty 2. However, walking 

Unless for some reason 
you’re telling the players 
directly, they’ll never know 
if you change an NPC’s 
stats or a task’s difficulty on 
the fly. If you’re doing it to 
make a better story, that’s 
your purview.

Trained, page 86
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across a narrow plank that’s only 3 inches (7.6 cm) 
wide? That’s probably more like difficulty 3. Now 
consider walking across a tightrope. That’s probably 
difficulty 5—a normal person can manage that 
only with a great deal of luck. Someone with some 
training can give it a go, but it’s still hard. Of course, 
a professional acrobat can do it easily. Consider, 
however, that the professional acrobat is specialized 
in the task, making it difficulty 3 for her. She probably 
is using Effort as well during her performance.

Let’s try another task. This time, consider how 
hard it might be to remember the name of the 
previous leader of the village where the character 
lives. The difficulty might be 0 or 1, depending 
on how long ago she was the leader and how well 
known she was. Let’s say it was thirty years ago and 
she was only mildly memorable, so it’s difficulty 1. 
Most people remember her, and with a little bit of 
effort, anyone can come up with her name. Now 
let’s consider the name of the leader’s daughter. 
That’s much harder. Assuming the daughter wasn’t 
famous in her own right, it’s probably difficulty 4. 
Even people who know a little about local history 
(that is to say, people who are trained in the 
subject) might not be able to remember it. But what 
about the name of the pet thuman owned by the 
daughter’s husband? That’s probably impossible. 
Who’s going to remember the name of an obscure 
person’s pet from thirty years ago? Basically no 
one. However, it’s not forbidden knowledge or a 
well-guarded secret, so it sounds like difficulty 7. 
Difficulty 7 is the rating that means “No one can 
do this, yet some people still do.” It’s not the stuff 
of legend, but it’s something you would assume 
people can’t do. When you think there’s no way you 
can get tickets for a sold-out concert, but somehow 
your friend manages to score a couple anyway, 
that’s difficulty 7. (See the next column for more on 
difficulties 7, 8, 9, and 10.)

If you’re talking about a task, ideally the difficulty 
shouldn’t be based on the character performing the 
task. Things don’t get inherently easier or harder 
depending on who is doing them. However, the 
truth is, the character does play into it as a judgment 
call. If the task is breaking down a wooden door, an 
8-foot-tall (2.4 m) automaton made of metal with 
nuclear-driven motors should be better at breaking it 
down than an average human would be, but the task 
rating should be the same for both. Let’s say that 
the automaton’s nature effectively gives it two levels 
of training for such tasks. Thus, if the door has a 
difficulty rating of 4, but the automaton is specialized 
and reduces the difficulty to 2, it has a target number 
of 6. The human has no such specialization, so the 
difficulty remains 4, and he has to reach a target 
number of 12. However, when you set the difficulty 
of breaking down the door, don’t try to take all 
those differences into account. The GM should only 
consider the human because the Task Difficulty 
table is based on the ideal of a “normal” person, a 
“trained” person, and so on. It’s humanocentric.

Most characters probably are willing to expend 
one or two levels of Effort on a task, and they might 
have an appropriate skill or asset to decrease the 
difficulty by a step. That means that a difficulty 4 task 
will often be treated as difficulty 2 or even 1, and 
those are easy rolls to make. Don’t hesitate, then, to 
pull out higher-level difficulties. The PCs can rise to 
the challenge, especially if they are experienced.

THE IMPOSSIBLE DIFFICULTIES
Difficulties 7, 8, 9, and 10 are all technically 
impossible. Their target numbers are 21, 24, 27, and 
30, and you can’t roll those numbers on a d20 no 
matter how many times you try. Consider, however, 
all the ways that a character can reduce difficulty. If 
someone spends a little Effort or has some skill or 
help, it brings difficulty 7 (target number 21) into the 

Effort, page 21

TASK DIFFICULTY

TASK DIFFICULTY DESCRIPTION TARGET NO. GUIDANCE
 0 Routine 0 Anyone can do this basically every time.
 1 Simple 3 Most people can do this most of the time.
 2 Standard 6 Typical task requiring focus, but most people can usually do this.
 3 Demanding 9 Requires full attention; most people have a 50/50 chance to succeed.
 4 Difficult 12 Trained people have a 50/50 chance to succeed.
 5 Challenging 15 Even trained people often fail.
 6 Intimidating 18 Normal people almost never succeed.
 7 Formidable  21 Impossible without skills or great effort.
 8 Heroic 24 A task worthy of tales told for years afterward.
 9 Immortal 27 A task worthy of legends that last lifetimes.
 10 Impossible 30 A task that normal humans couldn’t consider (but one that doesn’t 
    break the laws of physics). 
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range of possibility—difficulty 6 (target number 18). 
Now consider that he has specialization, uses a lot 
of Effort, and has help. That might bring the difficulty 
down to 1 or even 0 (reducing it by two steps from 
training, three or four steps from Effort, and one 
step from the asset of assistance). That practically 
impossible task just became routine. A fourth-tier 
character can and will do this—not every time, due 
to the cost, but perhaps once per game session. You 
have to be ready for that. A well-prepared, motivated 
sixth-tier character can do that even with a difficulty 
10 task. Again, she won’t do it often (even with an 
Edge of 6, she’d have to spend 7 points from her 
Pool, and that’s assuming she’s specialized, and has 
2 levels of asset), but it can happen if she’s really 
prepared for the task (being specialized and maxed 
out in asset opportunities reduces the difficulty by 
four more steps). That’s why sixth-tier characters are 
at the top of their field, so to speak.

FALSE PRECISION
One way to look at difficulty is that each step of 
difficulty is worth 3 on the die. That is to say, increase 
the difficulty by one step, and the target number 
rises by 3. Decrease the difficulty by one step, and 
the target number is lowered by 3. Those kinds of 
changes are big, meaty chunks. Difficulty, as a game 
mechanic, is not terribly precise. It’s measured in 
large portions. You never have a target number of 13 
or 14, for example—it’s always 3, 6, 9, 12, 15, and so 
on. (Technically, this is not true. If a character adds 1 
to his roll for some reason, it changes a target number 
of 15 to 14. But this is not worth much discussion.)

Imprecision is good in this case. It would be false 
precision to say that one lock has a target number 
of 14 and another has a target number of 15. What 
false precision means in this context is that it would 
be a delusion to think we can be that exact. Can you 
really say that one lock is 5% easier to pick than 
another? And more important, even if you could, is 
the difference worth noting? It’s better to interact 
with the world in larger, more meaningful chunks 
than to try to parse things so carefully. If we tried to 
rate everything on a scale of 1 to 30 (using target 
numbers and not difficulty), we’d start to get lost in 
the proverbial weeds coming up with a meaningful 
distinction between something rated as an 8 and 
something rating as a 9 on that scale.

CONSISTENCY
Far more important than that level of precision is 
consistency. If the PCs need to activate a device that 
opens a spatial displacement portal, and the GM 
rules that it is a difficulty 6 task to get the antimatter 
rods spinning at the proper rates to achieve a 
specific harmonic frequency, then it needs to be a 

difficulty 6 task when they come back the next day to 
do it again (or there needs to be an understandable 
reason why it’s not). The same is true for simpler 
tasks like walking across a narrow ledge or jumping 
up onto a platform. Consistency is key. The reason 
is that players need to be able to make informed 
decisions. If they remember how hard it was to open 
that portal yesterday, but it’s inexplicably harder to 
open it today, they’ll get frustrated because they tried 
to apply their experience to their decision-making 
process, and it failed them. If there’s no way to make 
an informed decision, then all decisions are arbitrary.

Think about it in terms of real life. You need to 
cross the street, but a car is approaching. You’ve 
crossed the street thousands of times before, so you 
can look at the car and pretty easily judge whether 
you can cross safely or whether you have to wait for it 

to pass first. If the real world had no consistency, you 
couldn’t make that decision. Every time you stepped 
into the street, you might get hit by a car. You’d never 
cross the street.

Players need that kind of consistency, too. So when 
you assign a difficulty to a task, note that number 
and try to keep it consistent the next time the PCs try 
the same task. “Same” is the key word. Deciphering 
one code isn’t necessarily like deciphering another. 
Climbing one wall isn’t the same as climbing 
another.

You’ll make mistakes while doing this, so just 
accept that fact now. Excuse any mistakes with quick 
explanations about “a quirk of fate” or something 
along the lines of a surprisingly strong wind that 
wasn’t blowing the last time.

Specialized, page 86

Asset, page 16

While I continually stress 
that Numenera is about 
story, not rules, it is still a 
game, which means that 
the PCs (and the players) 
can fail. That’s why it’s not 
accurate to think of the 
game as being identical to 
novels or movies. It’s its 
own kind of storytelling. 
The players have to feel 
that there are real stakes. 
That if they screw up, there 
will be consequences—
sometimes very harsh 
consequences. And they 
have to be right in that 
assumption.
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MISTAKES
Sometimes the PCs will break down a door, and 
you’ll realize that you rated it too low. Or the PCs 
will try to paddle a raft down a fast-moving river, and 
you (and probably they) will quickly discover that the 
difficulty you gave the task was ridiculously high.
Don’t fret.

 That door was already weakened by an 
earthquake, a structural flaw, or the fact that other 
explorers pounded on it all day a while back. That 
river was actually moving far faster than the PCs 
thought at first, or their raft was faulty.

The point is, mistakes are easy to cover up. And 
sometimes, you can even tell your players it was 
just a mistake. They might even help provide an 
explanation if you do. It’s not the end of the world.

More important, most of the time, no one will 
even know. Should have rated a task as difficulty 
3 and instead you said it was 4? Oh well. Unless 
the player rolls a 9, 10, or 11—which would have 
succeeded for difficulty 3 but not difficulty 4—it 
won’t matter. And even if he does roll one of those 
numbers, who cares? Maybe the rain was really 
coming down that day, and it increased the difficulty 
by a step.

The thing to take away is this: don’t let fear of 
making a mistake keep you from freely and quickly 
assessing the difficulty of a task and moving on with 
the game. Don’t agonize over it. Give it a difficulty, 
call for a roll, and keep the game moving. Hesitating 
over a rating will be far more detrimental to the game 
than giving something the wrong rating.

ROUTINE ACTIONS
Don’t hesitate to make actions routine. Don’t call for 
die rolls when they’re not really needed. Sometimes 
GMs fall into the trap illustrated by this dialog:

GM: What do you do?
Player: I _________.
GM: Okay, give me a roll.

That’s not a good instinct—at least, not for 
Numenera. Players should roll when it’s interesting 
or exciting. Otherwise, they should just do what they 
do. If the PCs tie a rope around something and use 
it to climb down into a pit, you could ask for tying 
rolls, climbing rolls, and so on, but why? Just to see 
if they roll terribly? So the rope can come undone 
at the wrong time, or a character’s hand can slip? 
Most of the time, that makes players feel inadequate 
and isn’t a lot of fun. A rope coming undone in the 
middle of an exciting chase scene or a battle can be 
a great complication (and that’s what GM intrusions 
are for). A rope coming undone in the middle of a 
simple “getting from point A to point B” scene only 

slows down gameplay. The real fun—the real story—
is down in the pit. So get the PCs down there.

There are a million exceptions to this guideline, 
of course. If creatures are throwing poisoned darts 
at the PCs while they climb, that might make things 
more interesting and require a roll. If the pit is filled 
with acid and the PCs must climb halfway down, pull 
a lever, and come back up, that’s a situation where 
you should set difficulty and perhaps have a roll. If 
a PC is near death, carrying a fragile item of great 
importance, or something similar, then climbing 
down the rope is tense, and a roll might add to the 
excitement. The important difference is that these 
kinds of complications have real consequences.

On the flip side, don’t be afraid to use GM 
intrusion on routine actions if it makes things more 
interesting. Walking up to the Amber Pope in his 
audience chamber in the middle of a ceremony only 
to trip on a rug? That could have huge ramifications 
for the character and the story.

OTHER WAYS TO JUDGE DIFFICULTY
Rating things on a scale of 1 to 10 is something that 
most people are very familiar with. You can also look 
at it as rating an object or creature on a similar scale, 
if that’s easier. In other words, if you don’t know how 
hard it would be to climb a particular cliff face, think 
of it as a creature the PCs have to fight. What level 
would the creature be? You could look in the Creatures 
chapter (page 228) and say, “I think this wall should 
be about as difficult to deal with as an abykos. An 
abykos is level 4, so the task of climbing the wall will 
be difficulty 4.” That’s a weird way to do it, perhaps, 
but it’s fairly straightforward. And if you’re the kind of 
GM who deals in terms of “How tough will this fight 
be?” then maybe rating tasks as NPCs to fight isn’t so 
strange after all. It’s just another way to relate to them. 
The important thing is that they’re on the same scale. 
Similarly, if the PCs have to tackle a knowledge task—
say, trying to determine if they know where a caravan 
is headed based on its tracks—you could rate the task 
in terms of an object. If you’re used to rating doors 
or other objects that the PCs have broken through 
recently, the knowledge task is just a different kind of 
barrier to bust through.

Everything in Numenera—characters, creatures, 
objects, tasks, and so on—has a level. It might be 
called a tier or a difficulty instead of a level, but 
ultimately it’s a numerical rating system used to 
compare things. Although you have to be careful 
about drawing too many correlations—a first-tier 
character isn’t easily compared to a difficulty 1 
wall or a level 1 animal—the principle is the same. 
Everything can be rated and roughly compared to 
everything else in the world. (It works best to take 
PCs out of this equation. For example, you shouldn’t 

GM intrusion, page 88

Abykos, page 230
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try to compare a PC’s tier to a wall’s level. Character 
tiers are mentioned here only for completeness.)

Last, if your mind leans toward statistics, you 
can look at difficulty as a percentage chance. Every 
number on the d20 is a 5% increment. For example, 
you have a 5% chance of rolling a 1. You have a 10% 
chance of rolling a 1 or a 2. Thus, if you need to roll a 
12 or higher, you have a 45% chance of success.  
(A d20 has nine numbers that are 12 or higher: 12, 
13, 14, 15, 16, 17, 18, 19, and 20. And 9!5 equals 45.)

For some people, it’s easier to think in terms 
of a percentage chance. A GM might think, “She 
has about a 30% chance to know that fact about 
geography.” Each number on a d20 is a 5% 
increment, and it takes six increments to equal 30%, 
so there are six numbers that mean the PC succeeds: 
15, 16, 17, 18, 19, and 20. Thus, since she has to 
roll 15 or higher, that means the target number is 
15. (And that means the task is level 5, but if you’ve 
already determined the target number, you likely 
don’t care about the level.)

ADVANTAGES OF THE SYSTEM
1. The GM makes measured adjustments in 

large, uniform steps. That makes things faster than 
if players had to do arithmetic using a range of all 
numbers from 1 to 20.

2. You calculate a target number only once no 
matter how many times the PCs attempt the action. 
If you establish that the target number is 12, it’s 12 
every time a PC tries that action. (On the other hand, 
if you had to add numbers to your die roll, you’d have 
to do it for every attempt.) Consider this fact in light of 
combat. Once a player knows that she needs to roll a 
12 or higher to hit her foe, combat moves very quickly.

3. If a PC can reduce the difficulty of an action to 
0, no roll is needed. This means that an Olympic 
gymnast doesn’t roll a die to walk across a balance 
beam, but the average person does. The task is 
initially rated the same for both, but the difficulty 
is reduced for the gymnast. There’s no chance of 
failure.

4. This is how everything in the game works, 
whether it’s climbing a wall, sweet-talking a guard, or 
fighting a bioengineered horror.

5. Perhaps most important, the system gives 
GMs the freedom to focus entirely on the flow of the 
game. The GM doesn’t use dice to determine what 
happens (unless he wants to)—the players do. There 
aren’t a lot of different rules for different actions, so 
there is little to remember and very little to reference. 
The difficulty can be used as a narrative tool, with the 
challenges always meeting the expected logic of the 
game. All the GM’s mental space can be devoted to 
guiding the story.

GM INTRUSION
GM intrusion is the main mechanic that the GM 
uses to inject drama and additional excitement into 
the game. It’s also a handy tool for resolving issues 
that affect the PCs but do not involve them. GM 
intrusion is a way to facilitate what goes on in the 
world outside the characters. Can the mastigophore 
track the PCs’ movements through the complex? Will 
the fraying rope hold?

Since the players roll all the dice, GM intrusion is 
used to determine if and when something happens. 
For example, if the PCs are fighting a noble’s 
guards, and the GM knows that there are more 
guards nearby, the GM doesn’t need to roll dice to 
determine if the other guards hear the scuffle and 
intervene (unless he wants to). He just decides 
when it would be best for the story—which is 
probably when it would be worst for the characters. 
In a way, GM intrusion replaces the GM’s die 
rolling.

The mechanic is also one of the main ways that 
GMs award experience points to the PCs. This 
means that the GM uses experience points as a 
narrative tool. Whenever it seems appropriate, 
he can introduce complications into the game 
that affect a specific player, but when he does so, 
he gives that player 1 XP. The player can refuse 
the intrusion, but doing so costs her 1 XP. So by 
refusing an intrusion, the player does not get the 
experience point that the GM is offering, and she 
loses one that she already has. (This kind of refusal 
is likely to happen very rarely in your game, if ever. 
And, obviously, a player can’t refuse an intrusion if 
she has no XP to spend.)

Here’s how a GM intrusion might work in play. Say 
the PCs find a hidden console with some buttons. 
They learn the right order in which to press the 
buttons, and a section of the floor disappears. As 
the GM, you don’t ask the players specifically where 
their characters are standing. Instead, you give a 
player 1 XP and say, “Unfortunately, you’re standing 
directly over this new hole in the floor.” If he wanted, 
the player could refuse the XP, spend one of his own, 
and say, “I leap aside to safety.” Most likely, though, 
he’ll make the defensive roll that you call for and let 
it play out.

There are two ways for the GM to handle this kind 
of intrusion. You could say, “You’re standing in the 
wrong place, so make a roll.” (It’s a Speed defense 
roll, of course.) Alternatively, you could say, “You’re 
standing in the wrong place. The floor opens under 
your feet, and you fall down into the darkness.” In the 
first example, the PC has a chance to save himself. 
In the second example, he doesn’t. Both are viable 
options. The distinction is based on any number 
of factors, including the situation, the characters 

Ultimately what you want 
is for the players to interact 
with the situations in the 
game, not with the rules 
and numbers that represent 
the situation. Don’t let 
the players get too worked 
up over mechanics, dice 
percentages, and whatnot. 
That doesn’t drive the story.

Mastigophore, page 245

Experience points, page 108

Defense roll, page 102

Remember, any time you're 
giving a player 1 XP for a 
GM intrusion, you're actually 
giving them 2; one to keep 
and one to give to another 
player. 
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involved, and the needs of the story. This might seem 
arbitrary or even capricious, but you’re the master of 
what the intrusion can and can’t do. RPG mechanics 
need consistency so players can make intelligent 
decisions based on how they understand the world 
to work. But they’ll never base their decisions on GM 
intrusions. They don’t know when intrusions will 
happen or what form they will take. GM intrusions are 
the unpredictable and strange twists of fate that affect 
a person’s life every day.

When player modifications (such as skill, Effort, 
and so on) determine that success is automatic, the 
GM can use GM intrusion to negate the automatic 
success. The player must roll for the action at 
its original difficulty level or target number 20, 
whichever is lower.

PLAYER-AWARDED EXPERIENCE POINTS
Players who gain 1 XP as the result of GM intrusion 
also get 1 XP to award to another player for whatever 
reason they wish—maybe the other player had a 
good idea, told a funny joke, lent a helping hand, 
or whatever seems appropriate. This means that 
whenever the GM uses GM intrusion, he’s actually 
giving out 2 XP. The ability to award XP to your 
friends is empowering and interactive. It helps the 
players regulate the flow of XP so that no one is left 
out. It rewards good play that pleases the group 
as a whole, ensuring that everyone contributes to 
everyone else’s enjoyment. It shouldn’t just be the 
GM who decides which players have done well. 
Some groups will want to decide the criteria for 
player-awarded points ahead of time. Some will just 
want to play it by ear.

Variant: Alternatively, the group could combine 
the player-awarded points and vote at the end of a 
session to decide who gets how many XP. This might 
be the most egalitarian way to do it, but it’s probably 
not as fun or empowering to the individual players.

USING GM INTRUSION AS A 
NARRATIVE TOOL
A GM can use this narrative tool to steer things. 
That doesn’t mean railroad the players or direct the 
action of the game with a heavy hand. GM intrusion 
doesn’t enable you to say, “You’re all captured, 
so here’s your 1 XP.” Instead, the GM can direct 
things more subtly—gently, almost imperceptibly 
influencing events rather than forcing them. GM 
intrusion represents things going wrong. The bad 
guys planning well. Fortune not favoring the PCs.

Consider this scenario: the GM plants an 
interesting adventure seed in a small village, but 
the PCs don’t stay there long enough to find it. Just 
outside the village, the PCs run afoul of a vicious 
viper that bites one of them. The GM uses intrusion 
to say that the poison from the snake will make the 
character debilitated unless he gets a large dose of 
a very specific antitoxin, which the group doesn’t 
have. Of course, they aren’t required to go back to 
the village where the GM’s interesting adventure 
can start, but it’s likely that they will, looking for the 
antitoxin.

Some players might find intrusion heavy handed, 
but the XP softens the blow. And remember, they can 
refuse these narrative nudges. Intrusion is not meant 
to be a railroading tool—just a bit of a rudder. Not 
an inescapable track, but a nudge here and there.

What’s more, the GM doesn’t need to have 
a deliberate goal in mind. The complication 
he introduces could simply make things more 
interesting. He might not know where it will take the 
story, just that it will make the story better.

This is wonderfully empowering to the GM—not 
in a “Ha ha, now I’ll trounce the PCs” way, but in 
an “I can control the narrative a little bit, steering 
it more toward the story I want to create rather 
than relying on the dice” sort of way. Consider that 
old classic plot development in which the PCs get 
captured and must escape from the bad guys. In 
heroic fiction, this is such a staple that it would 
almost seem strange if it didn’t happen. But in 
many roleplaying games, it’s a nearly impossible 
turn of events—the PCs usually have too many 
ways to get out of the bad guy’s clutches even 
before they’re captured. The dice have to be wildly 
against them. It virtually never happens. With GM 
intrusion, it could happen (again, in the context of 
the larger encounter, not as a single intrusion that 
results in the entire group of PCs being captured 
with little explanation or chance to react).

For example, let’s say the PCs are surrounded 
by sathosh. One character is badly injured—
debilitated—and the rest are hurt. Some of the 
sathosh produce a large weighted net. Rather 
than asking for a lot of rolls and figuring the 

Sathosh, page 256
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mechanics for escape, the GM uses intrusion 
and says that the net goes over the PCs who are 
still on their feet. The rest of the abhumans point 
spears menacingly. This is a pretty strong cue to 
the players that surrender is a good (and possibly 
the only) option. Some players won’t take the 
hint, however, so another use of intrusion might 
allow the sathosh to hit one of the trapped PCs on 
the head and render him unconscious while his 
friends struggle in the net. If the players still don’t 
surrender, it’s probably best to play out the rest 
of the encounter without more GM intrusions—
using more would be heavy-handed by anyone’s 
measure—although it’s perfectly reasonable 
to rule that a character rendered debilitated is 
knocked unconscious, since the abhumans are 
trying to take the PCs alive.

USING GM INTRUSION AS A 
RESOLUTION MECHANIC
This mechanic offers a way for the GM to 
determine how things happen in the game without 
leaving it all to random chance. Bad guys trying to 
smash down the door to the room where the PCs 
are holed up? The GM could roll a bunch of dice, 
compare the NPCs’ stats to the door’s stats, and 
so on, or he could wait until the most interesting 
time, have the bad guys break in, and award an 
experience point to the PC who tried his best to 
bar the door. The latter way is the Numenera way. 
Intrusion is a task resolution tool for the GM. In 
other words, he doesn’t base things on stats but 
on narrative choice. (Frankly, a lot of great GMs 
over the years—even in the very early days of the 
hobby—have run their games this way. Sometimes 
they rolled dice or pretended to roll dice, but they 
were really manipulating things.) This method 
frees the GM from worrying about mechanics and 
looking up stats and allows him to focus on the 
story.

This isn’t cheating—it’s the rules of the game. 
This rule simply replaces traditional dice rolling 
with good game mastering, logic, and intelligent 
storytelling. When a PC is climbing a burning rope, 
and everyone knows that it will break at some point, 
the game has a mechanism to ensure that it breaks 
at just the right time.

Variant: If you want more randomness in your 
game, or if you want your game to seem like more 
of a simulation, assign a flat percentage chance for 
whatever you’re trying to resolve. For example, each 
round, the abhumans have a 20% chance to break 
down the door—or, if you want the risk to escalate, 
a cumulative 20% chance to break down the door. 
By not using GM intrusion, this method robs the 
PCs of a few XP, but when they see you rolling dice, 

it might help with their immersion. Alternatively, 
you can pretend to roll dice but really use GM 
intrusion, though this method seriously robs the 
characters of XP.

There’s a better way. Announce your intrusion, 
but say that there’s only a chance it will happen 
(state the percentage chance), and then roll the 
dice in plain view of everyone. If the intrusion 
occurs, award the XP as normal. This is likely the 
best of both worlds. However, it takes the narrative 
power out of your hands and gives it to the dice. 
Perhaps this method is best used only occasionally. 
If nothing else, it injects some variety and certainly 
some drama.

USING (AND NOT ABUSING)  
GM INTRUSION
Too much of a good thing will make the game 
seem utterly unpredictable—even capricious. The 
ideal is to use about four GM intrusions per game 
session, depending on the length of the session, or 
about one intrusion per hour of game play. This is 
in addition to any intrusions that are triggered by 
players rolling 1s.

INTRUSION THROUGH PLAYER ROLLS
When a PC rolls a 1, handle the GM intrusion 
the same way that you’d handle an intrusion you 
initiated. The intrusion could mean the PC fumbles 
or botches whatever she was trying to do, but 
it could mean something else. Consider these 
alternatives:

thought. Give the foe 5 extra health.

gets a free attack.

decides to flee.

doesn’t like the PCs as much as they thought. He 
steals from them or betrays them.

sole of her shoe tears open.

scene turns into a combat.

surprising motive for the NPC. For example, 
the PCs are trying to bribe an official for 
information, and he reveals that what he really 
wants isn’t money but for someone to rescue 
his kidnapped son.

Remember that GM 
intrusions can occur at 
any time, not just during 
combat. Disrupting 
or changing a tense 
interaction with NPCs can 
have big repercussions.

At any time, it’s reasonable 
to switch one “condition” 
for another. Thus, if a 
PC moves one step down 
on the damage track as 
the result of someone 
attempting to knock him 
out, that happens instead. 
This could also be the case 
if someone was trying to 
blind or deafen a PC, or 
anything else appropriate. 
Conversely, an effect that 
blinds could just move a 
character one step down. 
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GM INTRUSION THAT AFFECTS  
THE GROUP
The core of the idea behind GM intrusion is that the 
player being adversely affected gains an experience 
point. But what if the intrusion affects the whole 
group equally? What if the GM uses it to have an 
unstable device overload and explode, harming all 
the characters? In this case, if no PC is involved 
more than the others (for example, no single PC was 
frantically attempting to repair the device), the GM 
should give 1 XP to each character but not give any of 
them an extra XP to hand out to someone else.

However, this kind of group intrusion should be 
an exception, not the rule. GM intrusions are much 
more effective if they are more personal.

EXAMPLE GM INTRUSIONS
It’s not a good idea to use the same events as GM 
intrusions over and over (“Dolmar dropped his 
sword again?”). Below are a number of different 
intrusions you can use.

Bad Luck
Through no fault of the characters, something 
happens that is bad or at least complicating. For 
example:

moment.

character’s hand.

inopportune time.

home sick today.

the user a jolt.

An Unknown Complication Emerges
The situation was more complex (and therefore more 
interesting) than the PCs knew—perhaps even more 
than the GM knew, at least at the start. For example:

and attacks.

poison needle.

speak their language.

bottle of alcohol they offer.

so brittle that if they open it, it might crumble.

An Impending Complication Emerges
GMs can use this type of intrusion as a resolution 
mechanic to determine NPC success or failure. 

Rather than rolling dice to see how long it takes an 
NPC to rewire a damaged force field generator, it 
happens at a time of the GM’s choosing—ideally 
when it would be most interesting. For example:

the locked door.

throat and says “Don’t move” cuts the PC when 
he does, in fact, move, putting him immediately at 
debilitated on the damage track.

Opponent Luck or Skill
The PCs aren’t the only ones with surprising tricks 
up their sleeves. For example:

to dodge all attacks.

additional, immediate attack.

all gain a +2 damage bonus for one round.

that produces just the right effect for the situation.

fight, preventing the characters from chasing the 
fleeing NPC.

Fumbles
Although you might not want every player roll of 
1 to be a fumble, sometimes it could be just that. 
Alternatively, the GM could simply declare that a 
fumble has occurred. In either case, consider the 
following examples:

breaking or damaging his weapon.

inflicting 2 additional points of damage.

inflicts regular damage.

important object or piece of equipment.

unknowingly) says something offensive.

Partial Success
GM intrusion doesn’t have to mean that a PC has 
failed. For example:

off, but if someone doesn’t remain and hold the 
detonator, it will explode.

imbiber’s flesh blue for the next few weeks.

GM intrusions can be 
an opportunity to inject 

more of the weird into 
the game. Consider the 

following GM intrusions, 
for example:

suddenly speaks and begs 
for mercy (but it’s a ploy 

and it gets a sneak attack 
if the PCs stop their 

attack).

beneath the PC and he 
falls into an ancient, 

long-buried ruin.

activates, and the air in 
the ancient complex turns 

to liquid.

suddenly develops an 
artificial intelligence of 

its own.

his skin glowing orange.

suddenly appears, takes 
something belonging to 

the PC (or gets in the way 
of her doing something 

important, foiling it) and 
then disappears.
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knocks loose some stones from the edge, 
making the jump harder for her friend right 
behind her.

THE REST OF THE RULES
I’ll say it again: the rules exist to be used as tools to 
shape the game, the story, and the experience. When 
you tell a player that the howling, bestial abhumans 
at the top of the cliff throw heavy stones down on her 
character and she gets hurt, the rules give you a way 
to explain just how hurt.

One way to look at it is this: the GM is the 
sensory input for the player. The player can’t know 
anything about what’s going on in the fictional 
reality of the game unless the GM tells her. The 
rules, then, are one way to convey information 
to the players in a manner that is meaningful to 
everyone sitting at the table. The GM could say, 
“You’re quite hurt,” but the rules clarify how hurt 
she is. The GM could say, “You can hurl that spear 
pretty far,” but the rules provide a definition of 
“pretty far” that helps keep things consistent, 
moderately realistic, and understandable so the GM 
doesn’t have to repeat things over and over.

The rules do more than that, of course. They 
determine success or failure for PCs and NPCs. They 
help define what resources characters have to interact 
with the world (although the best resource is the 
players’ ingenuity, and that isn’t defined by the rules).

ADJUDICATING
A lot of what I’m talking about here is what people 
sometimes call “adjudicating.” Adjudicating is 
basically the difference between a computer game 
and a game run by an actual, living human being. All 
a computer can do (as of yet) is follow the rules. But 
a human can use his sense of logic (we’ll discuss 
that in detail below) to determine whether the rules 
make sense for a given situation, and he can do it on 
a case-by-case basis. Because there’s a human GM 
using logic, the rules for how to play Numenera take 
up only a small part of this hefty book. If the rules 
had to cover every imaginable situation, well, this 
would be a very different book.

For example, imagine that the PCs encounter 
an assassin who tries to kill them with a needler 
loaded with poisoned needles. One of the PCs is 
heavily armored, so she takes no damage from the 
needles—not even close. That sort of sounds like 
the needles just bounced off her armor. Should the 
poison on a needle that can’t penetrate a character’s 
armor affect that character? Probably not. But that’s 
not an actual rule. Well, why not make it a rule? 
Because then suddenly anyone wearing a leather 
jerkin can’t be affected by poison needles. Should 

that be the case? No, because the thick leather 
doesn’t protect every area on the PC’s body. It’s 
more complex than that. Could you devise a rule to 
cover both situations? Probably, but why bother? 
The GM can make a decision based on the situation. 
(She can also use GM intrusion and say that a needle 
hit where the armor didn’t offer protection—GM 
intrusion really does solve a lot of these issues.)

Likewise, sometimes a character who falls off a 
high ledge should be stunned and lose his next turn. 
That isn’t the rule, but it makes sense—sometimes. 
And the key word is sometimes. Because sometimes 
the situation or the context means you don’t want 
that to happen, so you adjudicate.

A character falling from a 100-foot (30 m) ledge 
might take 10 points of damage. That’s a lot, but a 
fresh character with a decent amount of Might can 
take that and keep going. Sometimes that’s okay, but 
sometimes it stretches our suspension of disbelief. 
If a player reads the rules on how much damage is 
dealt by falling, he might even have his character 

It’s telling that in 
Numenera, the rules only 
very generally define “quite 
hurt” and “pretty far,” 
intentionally leaving a lot 
up to the GM’s storytelling 
abilities. A game with a 
less-story-based approach 
would likely define such 
things far more precisely.

Needler, page 308

Might, page 20
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jump off a high cliff deliberately, knowing that he 
can take it. So you adjudicate that he doesn’t just 
lose his next turn, but the fall also knocks him down 
a step on the damage track. That’s harsh, and the 
player will really feel it. But he should, and it will 
keep him from exploiting what might seem like a 
hole in the rules in a way that no real person would 
(and no one in a story would).

Remember, it’s your job to use the rules to 
simulate the world, even if the world is a fictional 
place with all kinds of strangeness. You’re not a 
slave to the rules—it’s the other way around. If you 
come across a hole in the rules or something that 
doesn’t make sense, don’t shrug your shoulders 
and say, “Well, that’s what the rules say (or don’t 
say).” Fix it.

When talking about rules, sometimes people 
will toss around words like “game balance” or 
refer to rules as “broken.” These concepts belong 
in games where players build characters using 
extensive rules and make a lot of choices and then 
pit those characters against specific challenges 
to see how they fare. In such a game, a challenge 
rated or designed poorly, or a character option 
that grants too much or too little power, can throw 
everything completely out of whack. Advancing 
and improving characters is the point of that 
kind of game, and the way that characters “win” 
is by overcoming challenges (often, by fighting). 
Because Numenera is not a game about matching 
PC builds against specific challenges, nor is it a 
game about advancing characters (at least not 
solely, and in any event, characters do not advance 
due to fights or overcoming challenges), these 

concepts really don’t apply. If something seems 
broken, change it. If a PC ability is too powerful, 
make it less so. Do it either as a part of the story, 
or—perhaps even better—just be up front with the 
players. “Hey, guys, this this new psychic power 
of Ray’s is just too good. It’s making every fight 
a pushover and that’s not fun. So I’m going to 
tone down its effect. Sound okay?” Just an honest 
discussion with the players is often the very best 
way to handle, well, just about any problem that 
crops up in a game. And if a player can’t handle 
that kind of interaction, maybe you don’t want him 
at your table anyway.

LOGIC
Running a game requires a lot of logic rather than 
a careful reading of the rules. For example, some 
things give characters a resistance to fire (almost 
always expressed as Armor). But there is no special 
rule for “fire damage” as opposed to “slicing 
damage” or “lightning damage.” Instead, you use 
logic to determine whether the damage inflicted 
counts as fire. In these situations, there are only two 
times when your answer is wrong.

The first is when the answer breaks the players’ 
suspension of disbelief. For example, something that 
makes a PC fire resistant should probably provide 
some protection against a heat-based weapon. If it 
doesn’t, your answer will spoil the moment for the 
group.

The second wrong answer is when you’re 
inconsistent. If you allow the fireproof armor a PC 
wears to give him some protection against lava one 
time but not the next, that’s a problem—not only 

Armor, page 92

While GMs always have 
notes with them that 

they put together before 
the game session, it’s 
smart to have a lot of 

blank paper to scribble 
notes on during the 

game. You’ll invariably 
have to make stuff up 

as you go, and you 
might want to be able 

to remember what you 
did for later. Sometimes 

it will be a rules issue 
(remembering that it was 
a difficulty 4 jump to get 
across the pit, so that it 
will be consistent when 

they come back that way 
again), and sometimes 
it will just be an NPC’s 

name or some detail 
about them.
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because it breaks the suspension of disbelief but also 
because it gives the players nothing to base their 
decisions on. Without predictable consistency, they 
can’t make intelligent decisions.

The Numenera rules are written with the 
assumption that the GM does not need to fall back 
on rules for everything, either for her own sake or 
as a defense against the players. “There’s no rule 
that says you can’t wear two kinds of armor, so that 
means I can wear two leather jerkins and get double 
protection, right?” Of course not. That makes no 
sense. The GM’s logic rules the day here.

You shouldn’t need pedantic rules to defend 
against the players. You and the players should 
work together to create a logical, consistent, and 
believable world and story. Players who try to use the 
lack of pedantry in the rules to gain unrealistic and 
illogical advantages for their characters should revisit 
the basic concept of Numenera.

Further, the rules don’t say things like, “The GM 
decides if the NPC knows the answer to the question, 
or if he will answer, or how he will answer.” Of course 
that’s the kind of thing you decide—that’s your role. 
The rules don’t state that you decide if something is 
logical and appropriate to the story or setting any more 
than they state that the player decides what actions his 
character will take. That’s just the way the game works.

Does this put more pressure on the GM? Yes 
and no. It means that you need to make more 
judgment calls—more of the adjudication described 
above—which can be challenging if you’re new at 
it. But being an arbiter of what seems appropriate 
and makes sense is something that we all do, all 
day long. Look at it this way: when you’re watching 
a television show or a movie, at some point you 
might say, “That seems wrong,” or “That seems 
unrealistic.” There’s no difference between doing 
that and using logic as a GM.

In the long run, relying on logic frees the GM. 
No longer saddled with hundreds (or thousands) 
of individual rules, compatibility issues, 
loopholes, and the like, you are free to move 
ahead with the story being told by the group. You 
can focus more on the narrative elements of the 
game than on the mechanical ones. To look at it 
a different way, in other games GMs sometimes 
spend a lot of time preparing, which is almost 
always rules-related stuff: creating NPC stat 
blocks, memorizing rules subsystems that will 
come into play, carefully balancing encounters, 
and so on. A Numenera GM does very little of 
that. Prepping for the game means figuring out 
cool storylines, weird new devices or foes, and 
the best way to convey the atmosphere. The 
mechanical elements can be handled during the 
game, using logic at the table.

DICE ROLLING
Using the rules involves rolling dice. If the dice don’t 
mean anything, then everything is predetermined, 
and it’s no longer a game by any definition—just a 
story being told. So the dice need to matter. But that 
means that sometimes a PC will fail when she would 
succeed if it were a story, and vice versa. That’s not 
a flaw; it’s a feature. It’s what makes roleplaying 
games so exciting. When we’re watching an action 
movie, we know that in the third act the hero will 
defeat the villain at just the right moment. But in an 
RPG, maybe not. It’s not so predictable. That’s one 
of the things that makes them so special.

On the other hand, things like GM intrusions 
sometimes trump the die rolls to help the story 
move along in a direction that is (hopefully) best for 
the game. How do you manage it all?

As you describe the action or as the PCs move 
about the world, the vast majority of things that 
happen shouldn’t involve dice. Walking around, 
buying things in a market, chatting with NPCs, 
crossing the wilderness, looking for an ancient 
ruin—these are not actions that normally require die 
rolls. However, it’s easy to think of exceptions where 
rolls might be needed. How do you decide? There 
are two rules of thumb.

First, don’t ask for a roll unless it seems like 
there should be a chance of failure and a chance 
of success. If a PC wants to shoot an arrow from 
his bow and hit the moon, there’s no need to roll, 
because there’s no chance for success. Likewise, 
if he wants to shoot that same arrow at a large 
building from 10 feet (3 m) away, there’s no chance 
for failure. You and logic run the game, not the dice.

Second, if a creature (PC or NPC) or object 
is affected in a harmful way—or, in the case of 
a creature, in a way that he doesn’t want to be 
affected, harmful or not—you need to involve a die 
roll. Whether the action is slashing with a blade, 
using deception to trick someone, intrusively reading 
an NPC’s mind, breaking down a door, or applying 
poison, something is being harmed or affected in a 
way that it doesn’t want to be, so a die roll is needed.

Thus, someone using a power to become invisible 
likely doesn’t require a roll. It just works. There’s 
really no chance of failure (unless the power comes 
from a faulty device or some other extraneous force 
is at work), and it doesn’t directly affect anyone or 
anything other than the character becoming invisible. 
However, using a device to shape the emotions of 
another creature would require a die roll.

Of course, sometimes a character can use Effort 
to reduce the difficulty so there’s no need to make a 
roll. But you, as the GM, can also waive the need for 
a roll. Consider a nano who uses her Flash esotery 
on a bunch of level 1 rodents. Each has only 3 health, 

GMs can encourage smart 
players to be ready with 
their actions, and to know 
enough about how actions 
work so that you don’t 
have to ask if they’re using 
Effort, or even tell them that 
they need to make a roll. 
In a perfect world, when 
it’s Michele’s turn and you 
ask what she’s doing, she 
says, “I’m going to try to 
climb the tree to get out of 
the reach of the yovok. I’m 
going to use a level of Effort, 
and I rolled a 14.” That 
way, you can just take that 
info and immediately tell 
her if she succeeded or not. 
This keeps play moving at a 
wonderfully brisk pace, and 
doesn’t let game mechanics 
talk bog things down.

Nano, page 32
Flash esotery, page 37
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and the PC needs to roll only 3 or higher to affect 
each one, but there are twenty-four rodents. You can 
simply say, “With a discharge of sudden energy, you 
incinerate the swarm of rodents, leaving little behind 
but scorch marks and the smell of burnt hair.” This 
keeps things moving and prevents the game from 
coming to a dead stop while the player makes two 
dozen rolls. Frankly, most first-tier characters will find 
level 1 creatures merely a nuisance, so no drama is 
ruined when the nano takes them all out. Move on to 
another, greater challenge.

When you waive the need for a die roll, what 
you’re effectively doing is making the action 
routine, so no roll is needed. In the case of the 
nano, you’re reducing the difficulty by one step 
due to circumstances: the rodents just aren’t that 
tough. That’s not breaking the rules—that’s using 
the rules. That’s the way the game is meant to be 
played.

As an aside, this doesn’t mean that the swarm 
of rodents is a bad encounter. It would be bad in a 
game where it takes an hour and a half to resolve a 
fight that was no real challenge. But in Numenera? 
Even if the nano doesn’t blast every rodent, an 
encounter like that can be resolved in five minutes. 
Not every encounter needs to be life-or-death 
to be interesting. But we’ll talk about designing 
encounters (and the related issue of pacing) in the 
next chapter.

TYING ACTIONS TO STATS
Although the decision is open to your discretion, when 
a PC takes an action, it should be fairly obvious which 
stat is tied to that action. Physical actions that involve 
brute force or endurance use Might. Physical actions 
that involve quickness, coordination, or agility use 
Speed. Actions that involve intelligence, education, 
insight, willpower, or charm use Intellect.

In rare instances, you could allow a PC to use a 
different stat for a task. For example, a character 
might try to break down a door by examining it 
closely for flaws and thus use Intellect rather than 
Might. This kind of change is a good thing because 
it encourages player creativity. Just don’t let it be 
abused by an exuberant or too-clever player. It’s well 
within your purview to decide that the door has no 
flaws, or to rule that the character’s attempt will take 
half an hour rather than one round. In other words, 
using a stat that is not the obvious choice should be 
the exception, not the rule.

THE FLOW OF INFORMATION
You are the eyes and ears of the players. They can’t 
know anything about the world unless you tell them. 
Make sure that the information you provide is both 
precise and concise. (We’ll discuss good description 

in the next chapter.) Be evocative, but not to the 
point that the players lose details in the language you 
use. Be open to answering their questions about the 
world around them.

Sometimes it’s easy: a PC looks over the top of 
the hill, and you tell her what she sees. Other times 
things are hidden, or there’s a chance that she 
misses something important—secret panels, cloaked 
assassins, creatures with natural camouflage, details 
of significance in a crowded marketplace, and so on. 
In these cases, perhaps a roll is involved. But it’s 
odd to ask players to roll when they haven’t taken 
any actions. It’s within the bounds of the rules, but it 
can be jarring. There are different ways to handle the 
situation: you can call for a roll, compare levels, or 
use an intrusion.

GM Calls for Rolls: This is the most 
straightforward approach. It’s always the best choice 
if a PC’s action is to search, listen, or otherwise keep 
an eye out. If a PC is on watch while her comrades 
rest, call for an Intellect roll immediately and use the 
result if anything happens during the entire time she 
is guarding.

But what if the PC isn’t actively looking? Let’s say 
a pickpocket moves up behind her to lift a few shins, 
so you ask the player to make an Intellect roll with a 
difficulty equal to the pickpocket’s level. (Arguably, 
she could make a Speed-based roll to see if she is 
quick enough to catch a glimpse—it’s up to you.) 
Some PCs are skilled in perceiving, and that would 
come into play here. Success means that you tell the 
PC what she sees, and failure means that she notices 
nothing. However, the player knows that she had to 
make a roll, so she knows that something was up. 
One way to keep players on their toes is to call for 
rolls when there is nothing to notice.

GM Compares Levels: You can take the player out 
of the equation (so as not to alert her suspicions) 
by comparing the PC’s tier to the difficulty of the 
perceiving task. Ties go to the PC. You can still figure 
in skills and assets as bonuses to the PC’s tier. So 
a third-tier character trained in perceiving will spot 
the level 4 predator cat stalking up behind him. This 
method is particularly good for determining simple 
results, such as whether the PC hears a river in the 
distance. That kind of thing isn’t worth a roll, but 
for some reason, you might not want to give out the 
information automatically. This method also rewards 
a perceptive character, who will hear the noise before 
anyone else. Don’t forget to increase the difficulty for 
distance in such a situation.

GM Intrudes: Rarely, you can keep things to 
yourself and spring the knowledge of what happened 
as a GM intrusion. If the PC discovers that her 
pocket is now empty of shins, that’s certainly a 
complication. Sometimes the “discovery” itself 

Remember, most of the 
time, powers, abilities, 

devices, and so forth are 
written from the point of 
view of the PC. But only 

players make die rolls. 
So, for example, if the 

circumstances call for an 
NPC to make a defense 

roll, that means a PC 
should make an attack 

roll instead.

Might, page 20
Speed, page 20

Intellect, page 20

Good description is vital 
to a fun, engaging game. 
See Chapter 22: Building 

a Story (page 340) for 
more on this topic.
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is a complication—for example, the PC notices a 
mugging going on in the alley as she walks by.

In addition, the GM is the source of knowledge 
about the part of the PCs’ lives that doesn’t take 
place in a game session. If a character used to be in 
the military and needs to know the name of her old 
unit commander, you need to give it to the player (or, 
better yet, let her come up with the name).

FAILURE TO NOTICE
Consider PCs missing a sensory detail very carefully. 
If there’s a cool secret chamber in the ancient 
complex or an important clue under the table in the 
castle guardroom, maybe a perceptive PC should just 
find it (no roll required), particularly if she said she 
was looking. To do otherwise might mean submitting 
to the tyranny of the dice. Just because the PC rolled 
a 2, should the adventure come to a dead stop?

Well, in the first place, don’t design a scenario that 
can come to a dead stop if the PCs botch one roll. 
There should always be multiple paths to success. 
In the second, consider your other options. Maybe 
the PCs will learn about the secret chamber later and 
they’ll have to backtrack to find it. If the characters 
don’t find the clue under the table, an NPC might—
and then lord it over them with a show of superiority. 
If all else fails, as noted above, sometimes discovery 
is a complication, and you can simply foist it upon a 
PC through GM intrusion. In such a case, however, 
you might want to include a challenge. For example, 
the PC finds the secret door accidentally by leaning 
against the hidden control pad, which lets out the 
flying insectoid hunter-seekers guarding the chamber 
before the characters are ready for them.

On the other hand, perhaps in such a situation, the 
PCs didn’t “earn” the discovery—if there was no roll, 
then no Effort was expended and no risks were taken. 
That’s not good. Maybe the PCs just miss out this 

time. Maybe they should learn to be more observant.
In other words, the answer depends on the 

situation. Don’t hesitate to vary things. It keeps the 
players guessing.

GRADUATED SUCCESS
Sometimes, a GM will break away from the traditional 
model that governs Numenera task resolution and 
allow for a graduated success. With this method, she 
sets a difficulty as usual, but if the player succeeds at a 
difficulty at least one step higher, his success is better 
than normal. Likewise, if his roll indicates that he 
would have succeeded at one step (or more) lower, he 
might have a partial success.

For example, a PC tracking murdens looks for 
tracks in the woods to see if any of the creatures 
came down a certain path recently. Given the terrain 
and the weather, the GM decides that the difficulty is 
4, so the target number is 12. The player rolls a 10. 
This isn’t enough to accomplish the task that the PC 
set out to do, but since he would have succeeded 
if the difficulty had been 3, the GM decides that he 
still learns that something had come down the path 
recently—he just isn’t certain if it was murdens, 
humans, or a large animal. The reason is that if the 
PC had simply been looking for tracks of any kind, 
the GM would have set a difficulty of 3. Similarly, if 
the player had rolled a 17—a success at least one 
step higher—the GM would have said that not only 
did he find murden tracks, but there were five of 
them, and their tracks show that they were burdened. 
In other words, the player would have received more 
information than he asked for.

In a situation where there are more results than 
simply success or failure, the GM can convey these 
results based on multiple difficulties. A player can state 
an action, and a GM can come up with not one difficulty 
but two, three, or more. For example, if the PCs try to 

Murden, page 247
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persuade a merchant to give them information, the GM 
can predetermine that he gives them one minor bit of 
information if they succeed at a task with a difficulty of 
2, a fair bit of information if they succeed at a task with 
a difficulty of 3, and everything he knows on the topic if 
they succeed at a task with a difficulty of 4. The players 
don’t make three different rolls. They make one roll with 
a scaled, graduated success.

As a rule of thumb, reverse-engineer the situation. 
If the player rolls considerably higher or lower than 
the target number (more than 3 away), consider what 
a success at the difficulty he did overcome would 
have gained him. If creating a makeshift electronic 
key to open a numenera door has a target number 
of 18, what does the PC create if the player rolls 16? 
Perhaps the answer is nothing, but perhaps it is a 
makeshift key that works intermittently.

This system is rarely (if ever) used in combat or 
situations where something either works or doesn’t. 
But when crafting an object, interacting with an NPC, 
or gaining information, it can be very useful. Of course, 
the GM is never required to use this model of task 
resolution—sometimes success or failure is all you need 
to know. Usually, graduated success involves going only 
one step higher or lower than the original difficulty, but 
the GM can be as flexible about that as she wishes.

Lastly, sometimes a GM can offer a “consolation 
prize” for trying. Say a PC fears that a door has been 
rigged with a trap. He searches it but fails the roll. 
The GM might still reveal something about the door. 
“You don’t find anything special, but you do note that 
the door appears quite sturdy and is locked.” It’s the 
kind of information the GM might give automatically 
(think of it as a difficulty of 0), but it softens the blow 
of failure. Some information is better than none, 
and it makes sense that the PC will learn at least 
something if he studies an object for a few minutes.

DEALING WITH CHARACTER ABILITIES
A lot of people might think that Numenera is a class-
and-level game because it has things that are enough 
like classes (types) and levels (tiers) that it’s easy to 
see the misconception. And that’s fine.

 But here’s the real secret, just between you and 
me: it’s not tiers, types, or any of that stuff that is the 
key to really understanding the system.

It’s the cyphers.
In fact, when I talk about the game system behind 

Numenera, I refer to it as the Cypher System. 
The cyphers are the key to making the game work 
differently than other games. Numenera isn’t about 
playing for years before a character is allowed to 
teleport, travel to other dimensions, lay waste to 
a dozen enemies at once, or create a mechanical 
automaton to do his bidding. He can do it right out 
of the gate if he has the right cypher.

This system works because both the GM and the 
player have a say over what cyphers a character has. 
It’s not limiting—it’s freeing.

The easiest way to design a good game is to limit—
and strictly define—PC power. Characters of such-and-
such a level (or whatever) can do this kind of thing 
but not that kind of thing. The GM knows that the 
characters aren’t going to ruin everything because they 
can see into the past or create a nuclear explosion.

But that’s not the only way to design a good game. 
What if you—the GM—decide that while it would not 
be so great if the PCs could see into the past (which 
would ruin the mystery of your scenario), it would be 
okay if they could blow up half the city? The Cypher 
System allows you to permit anything you feel is 
appropriate or interesting.

To put it another way (and to continue the ever-
more-absurd examples), PCs who can solve every 
mystery and blow up every city probably end up 
making the game a pushover (and thus dull), but 
PCs who can solve one mystery or blow up one 
city won’t ruin the campaign. Cyphers allow the 
characters to do amazing, cool, and fun things—just 
not reliably or consistently. Thus, although they 
potentially have access to great power from time to 
time, they have to use it wisely.

As the GM, it’s important to remember the 
distinction between a character ability gained 
through type or focus, an ability or advantage 
gained through an artifact, and an ability gained 
through a cypher. The first two kinds of abilities 
will shape the way you expect the characters to 
behave, but the cyphers won’t. If a PC has the 
Exists Partially Out of Phase focus, she’s going to 
be walking through walls all the time—it’s what 
she does—so it shouldn’t catch you off guard. In 
a way, you should “prepare” for it. I put that word 
in quotes because I don’t mean that you nullify 
it. Don’t put in a bunch of walls that she can’t get 
through. That’s no fun. Walking through walls 
is what she does, and if you take that away, she 
doesn’t get to do anything. (Foiling her power every 
once in a while is fine because it might add to the 
challenge, but it should be the exception, not the 
rule.) By “preparing” for her ability, I mean don’t 
expect a locked door to keep her out. Be ready when 
she sneaks into places most people can’t go, and 
be ready to tell her what she finds.

But with cyphers, no preparation is necessary. 
First of all, most of them don’t throw a wrench into 
anything—they just help the character deal with a 
situation in a faster way, giving her some healing, 
a temporary boost, or a one-use offensive power. 
Second, the PCs never end up with a cypher that you 
didn’t give them, so you can have as much say over 
their cyphers as you want. And third (and perhaps 

Exists Partially Out of 
Phase, page 60
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most important), when a PC pulls out a detonation 
cypher and blows up the lead wagon in the caravan, 
completely changing the situation, that’s part of the 
fun. You’ll have to figure out on the fly what happens 
next, and so will the players. That’s not ruining 
things—that’s what is supposed to happen. Players 
surprising the GM is part of the game. Cyphers just 
make those surprises more frequent, and in ways as 
interesting as you’re willing to allow.

We’ll look at designing encounters later, but for 
now, remember this point: no single encounter 
is so important that you ever have to worry about 
the players “ruining” it. You hear those kinds of 
complaints all the time. “Her telepathic power totally 
ruined that interaction,” or “The players came up 
with a great ambush and killed the main villain in 
one round, ruining the final encounter.”

No. No, no, no. See the forest for the trees. Don’t 
think about the game in terms of encounters. Think 
about it in terms of the adventure or the campaign. If 
a PC used a potent cypher to easily kill a powerful and 
important opponent, remember these three things:

1.  She doesn’t have that cypher anymore.
2.  There will be more bad guys.
3. Combat’s not the point of the game—it’s merely 

an obstacle. If the players discover a way to overcome 
an obstacle more quickly than you expected, there’s 

nothing wrong with that. They’re not cheating, and the 
game’s not broken. Just keep the story going. What 
happens next? What are the implications of what just 
happened?

CYPHERS
Although it’s all right if players think of cyphers 
as equipment or treasure, the GM should look at 
them as character abilities. This means that it is 
incumbent upon the GM to make sure that players 
always have plenty of cyphers to use. In the course 
of their travels, the PCs should find that cyphers are 
extremely common. And since the PCs are limited in 
the number of cyphers they can carry, they will use 
the devices liberally.

Cyphers can be found by scavenging through 
ancient machines. They can be found in the 
corpses of numenera-powered foes (automatons, 
biomechanical or cybernetic creatures, and so 
on). They can be found among the possessions of 
intelligent fallen foes or the lairs of unintelligent 
creatures, either amid the bones of former meals 
or as shiny decorations in a nest. They can be 
found in villages, in the back of a merchant’s 
cart that sells junk and scavenged parts. They are 
offered as rewards by people who are grateful for 
the PCs’ help.

ENCOURAGING PLAYER CREATIVITY
Numenera is a game that places more importance on creativity than on understanding the rules. The 
players should succeed not because they’ve chosen all the “right” options when creating their characters 
but because they come up with the best ideas when facing challenges. This means that for every 
challenge, there should be a straightforward solution (destroy the lightning-emitting turret to get into the 
tower) and a not-so-straightforward one (sneak up to the tower, find the power conduit to the turret, and 
sever it). It’s not your responsibility as the GM to come up with both. The players will come up with the 
not-so-straightforward solutions. You just have to be willing to go with their ideas.

This doesn’t mean you have to let them succeed if they try something weird. On the contrary, the not-so-
straightforward solution might end up being as hard or harder than the straightforward one. But you have 
to be ready to adjudicate the idea no matter what. It’s tempting to say that there’s no way to find or sever 
the power conduit and the PCs have to destroy the turret the old-fashioned way (a combat encounter). In 
some situations, that might be appropriate—perhaps the conduit is simply not accessible to the PCs on the 
outside of the tower. But a GM has to be willing to say that sometimes it is possible and to adjudicate the 
details on the fly. If you don’t, and you shut down the players’ outside-the-box ideas, they will learn that the 
only thing to do is charge into the fray every time. That the obvious solution is the only possible solution. 
Eventually, this will make for boring play because things will seem repetitive and too tightly structured.

The best solution is not to develop preconceived notions of how the PCs might deal with the encounters in 
an adventure. If they’re going to break into an Aeon Priest tower, you can note that the tower has a few guards, a 
pressure-sensitive intruder alert system around the perimeter, and a lightning-emitting turret on the top. But you 
don’t know if the PCs will fight the guards, bribe them, or sneak past them. You don’t know how they’re going 
to deal with the alert system and the turret. That’s not the kind of thing you need to think about ahead of time, 
but you have to be ready when it comes up at the table. You should prepare for the most obvious situations—for 
example, predetermine the level of the turret and how much damage it does. But when a player states that his 
action is to look around for spots where the turret cannot strike because a wall blocks it or the angle prevents it, 
that’s when you take a second to consider and (particularly if he rolls well on an Intellect action) maybe say, “Yes, 
as a matter of fact, there is a spot,” even if no such thing had occurred to you before that moment.

Numenera isn’t a game 
where PCs should get 
too attached to their 
belongings. Cyphers, 
of course, are “fire and 
forget” items, expendable 
and easily replaced. Even 
artifacts only last for a 
while before they are 
depleted. While technology 
is obviously an important 
part of the game, what a 
character can do herself is 
more important. Those are 
the abilities she can always 
rely on.
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Some adventures will offer more cyphers than 
others. PCs will find more cyphers while exploring 
a machine-filled ruin than while exploring a forest. 
Still, as a rule of thumb, in any given adventure, a 
character should use at least as many cyphers as she 
can carry. This means she should find that number of 
cyphers in that same amount of time (give or take). 
Thus, you can simply add up the number of cyphers 
the PCs can carry, and on average, they should find at 
least that many cyphers in a given adventure.

If your players are typical, they will use combat-
related cyphers liberally but hold onto their utility 
cyphers. A ray emitter or defensive shield will be 
used, but a suspensor belt or phasing module will 
linger longer on their character sheets.

As with everything else in the game, it’s 
intentionally very easy for the GM to create new 
cyphers. Just think of the effect and how to express 
it as a game advantage. Two kinds of cyphers exist: 
those that allow the user to do something better, 
and those that allow the user to do something she 
couldn’t do otherwise.

The first group includes everything that reduces 
the difficulty of a task (including defensive tasks). The 
second group includes things that grant new abilities, 
such as flight, a new means of attack, the ability to see 
into the past, or any number of other powers.

You also need to decide if a cypher is anoetic or 
occultic. This distinction basically comes down to 
a single question: how difficult is it to use? If the 
cypher is a pill or liquid to swallow, anyone can use 
it with little thought (which is sort of what “anoetic” 
means). If the cypher is a device with a lot of controls 
and readouts and involves turning back time to 
precise coordinates, most likely only someone with 
rare, specialized knowledge could use it (which is, 
in turn, what “occultic” means). Although there is a 
mechanical distinction as well—occultic cyphers are 
perhaps a bit more powerful than anoetic ones—the 
difference is just as much, if not more, about flavor.

A few more important notes about devising new 
cyphers:

them up and find new ones.

worth the trouble. If an attack cypher isn’t as good 
as a sword or a bow, why bother with it?

used once. Abilities or advantages that have a duration 
last from ten minutes to 28 hours (at most).

cyphers in the Numenera chapter have obvious 
forms, a ray emitter could be an injected nanite 
cluster that gathers in the host’s eye, granting her 
the power to shoot a beam from that eye.

ARTIFACTS
In terms of the narrative, artifacts are a lot like cyphers, 
except that most are not one-use items. Mechanically, 
they serve a very different purpose. It’s assumed that 
characters are exploring with some cyphers at their 
disposal. Artifacts, however, are added abilities that 
make characters broader, deeper, and often more 
powerful. They aren’t assumed—they’re extra.

The powers granted by artifacts are more like the 
abilities gained from a character’s type or focus in 
that they change the way the PC is played overall. The 
difference is that almost all artifacts are temporary. 
They last longer than cyphers do, but because they 
have a depletion roll, any use could be their last.

Like cyphers, then, artifacts are a way for the GM 
to play a role in the development of the characters. 
Although armor, weapons, and the like are fine, special 
capabilities—such as long-range communication or 
travel—can really change the way the PCs interact with 
the world and how they deal with challenges. Some 
of these abilities enable the actions you want the PCs 
to take. For example, if you want them to have an 
underwater adventure, provide them with artifacts (or 
cyphers) that allow them to breathe underwater.

Also like cyphers, artifacts are simple to create. 
The only difference with artifacts is that you give 
them a depletion roll, using any numbers on 1d6, 
1d10, 1d20, or 1d100. If you want the artifact to be 
used only a few times, give it a depletion roll of 1 in 
1d6, 1 or 2 in 1d10, or even 1 or 2 in 1d6. If you want 
the PCs to use it over and over, a depletion roll of 
1 in 1d100 more or less means that they can use it 
freely without worrying too much.

SKILLS AND OTHER ABILITIES
Sometimes, the rules speak directly to character 
creativity. For example, players can make up 
their own skills. It’s possible to have a skill called 
“tightrope walking” that grants a character a better 
chance to walk across a tightrope, and another 
skill called “balance” that gives a character a better 
chance to walk across a tightrope and perform other 
balance actions as well. This might seem unequal at 
first, but the point is to let players create precisely 
the characters they want. Should you let a character 
create a skill called “doing things” that makes him 
better at everything? Of course not. The GM is the 
final arbiter not only of logic but also of the spirit of 
the rules, and having one or two single skills that 
cover every contingency is clearly not in the spirit.

It’s important that players play the character they 
want. This concept is supported not only with the 
open-ended skill system but also with the ability to 
get an experience point advance to tailor a character 
further. Likewise, the GM should be open to allowing 
a player to make small modifications to refine her 

Oddities are not designed 
to have actual game 
effects. If the players 

think of a creative way 
to use an oddity to gain 

an actual advantage, let 
them.

While an NPC’s level 
and stats are important, 
just as important are his 
appearance, the way he 
talks, and how he acts. 

If an NPC is going to 
be more than a simple, 

short-term foe (like a 
bandit), when you make 
your notes about things 
like his level and Armor, 

also note something 
about his appearance or 

personality. If an NPC 
is going to interact with 
the PCs for more than a 

minute, note at least two 
different things: he makes 
stupid jokes, he has a scar 

on his ear, he laughs too 
much, he talks very softly, 
he smells bad, and so on.
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character. In many cases, particularly ones that don’t 
involve stat Pools, Armor, damage inflicted, or the 
costs of Effort or actions (like esoteries), the answer 
from the GM should probably be, “Sure, why not?” If 
a PC ends up being really good at a particular skill—
better than she “should” be—what’s the harm? If 
Devrial the glaive can swim incredibly well, how does 
that hurt the game in terms of the play experience or 
the story that develops? It doesn’t. If Havane the jack 
can pick practically any mundane lock she finds, why 
is that a bad thing? In fact, it’s probably good for the 
game—there’s likely something interesting on the 
other sides of those doors.

In a way, this is no different than adjudicating 
a not-so-straightforward solution to a challenge. 
Sometimes you have to say “No, that’s not possible.” 
But sometimes, if it makes sense, open yourself up 
to the possibility.

HANDLING NPCs
Non-player characters are people and creatures that live 
in the world alongside the PCs. They are just as much 
a part of the world as the PCs and should be portrayed 
as realistically as PCs. NPCs are the main way to 
breathe life into the world, tell the stories the world has 
to tell, and portray the kind of game you want to run. 
Memorable NPCs can make or break a campaign.

NPCs shouldn’t be “cannon fodder” because no 
one thinks of themselves that way. Real people value 
their lives. They shouldn’t be idiots, easily fooled 
into doing things or acting in ways that no person 
ever would, simply because a die roll suggests it 
(unless they’re not very bright or something more 
powerful—like mind control—is at work).

Think about real people that you know or characters 
from books, television, and movies. Base your NPCs’ 
personalities on them. Make them as widely varying, 
as interesting, and as deep as those people.

Remember, too, that there are minor characters 
and major ones, just like in a book. The bandits 
who waylay the PCs are in the spotlight for only 
a few minutes at most and don’t need a lot of 
development, but a major adversary or ally might 
get a lot of attention from the players and therefore 
deserves a lot from you. As with so many things 
related to being a good GM, consistency and 
believability are the keys to developing a good NPC.

NPC GAME STATS
NPCs should be easy to create. Most can simply 
be pegged at a level from 1 to 10 and you’re done. 
Working on how to describe or portray them will take 
longer than working up their game stats.

Sometimes, though, you’ll want to elaborate 
on the NPC’s capabilities and tailor them to the 
concept. A level 4 NPC who is an expert in the 

numenera might be level 5 or 6 in numenera-related 
tasks, such as identifying or using devices. But don’t 
simply make the NPC level 5 or 6 overall because 
then she’d also be better at combat, interactions, 
climbing, jumping, and everything else, and that 
doesn’t fit your concept.

Use the NPCs in Chapter 16: Non-Player 
Characters (page 269) as good starting points or as 
examples for what you can do. But you’re not limited 
by them. In fact, you’re not limited in any way. The 
most important thing to remember about NPCs in 
Numenera is that they do not follow the same rules 
as PCs. They don’t have descriptors, types, or foci. 
They don’t have tiers or any of the same stats. They 
don’t even roll dice.

NPCs work precisely as you (and the setting 
and story) need them to. If an NPC is the greatest 
swordsman in the land, you can give him obvious 
advantages with a sword in attack and defense, but 
you can go outside the box as well, allowing him to 
attack more than once per turn, attempt to disarm 
foes with a flick of his blade, and so on.

There are no hard-and-fast rules for creating an 
NPC who can be matched perfectly against the PCs 
in combat—it’s not that kind of game, and that’s not 
the purpose of NPCs. Instead, use the game’s simple 
mechanics to portray the NPCs in the world and in 
your narrative so that they make sense and can do 
what you want them to do (and cannot do what you 
don’t want them to do).

Like the player characters, NPCs often carry and 
use cyphers. Thus, any NPC could have virtually any 
capability at his disposal as a one-shot power. In theory, 
NPCs can heal themselves, create force fields, teleport, 
turn back time, hurt a foe with a sonic blast, or do 

Stat Pool, page 20

Because Numenera isn’t 
just about combat and 
gaining power, Numenera 
NPCs should be motivated 
by things beyond that. 
Love, lust, embarrassment, 
loyalty, revenge, familial 
ties, altruism, and curiosity 
are all great motivators.
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anything else. An NPC might also use esoteries, possess 
mutant powers, or have biomechanical implants. You 
can lay out these cyphers and abilities when preparing 
for the game, or you can just go with the idea that certain 
NPCs can produce amazing and surprising effects and 
make them up as you go along—with some caveats.

If all NPCs can do whatever they want, whenever 
they want, that won’t instill much believability in the 
players or give you much credibility as a GM. So keep 
the following things in mind.

Keep to the Level: NPCs should generally keep to 
their level parameters. Sure, you can give a tough 
NPC more health than his level might indicate, and 
the aforementioned great swordsman might attack 
and defend with his blade at higher than his normal 
level, but these are minor exceptions.

Explain Things However You Want: If you keep to 
the level parameters generally, you can express them 
in all sorts of interesting ways. For example, a level 
5 NPC usually inflicts 5 points of damage. But that 
damage might come from waves of magnetic force 
that he can produce thanks to a nanotech virus that 
has taken over his body.

Wild Cards: You might give some NPCs—nanos, 
cobblers with many strange devices, and the like—a 
wild card ability that allows them to do interesting 
things like levitate, use telekinesis, construct objects 
of pure force, and so forth. You don’t have to nail 
down these powers ahead of time. These rare NPCs 
can just do weird things. As long as you keep them 
reasonable most of the time, no one will bat an eye. 
(If every important foe has a force field, that will 
seem repetitious, dull, and unfair to the PCs.)

Use GM Intrusions: Since a PC can produce all 
kinds of interesting, useful, and surprising effects 
thanks to cyphers, you can occasionally replicate 
this for an NPC by using GM intrusion to give him 
precisely the ability needed in the current situation. 
If the NPC has been poisoned, he pulls out a vial of 
antivenom. If a villain is cornered by the PCs, she 
activates a device on her belt that lets her phase 
down through the floor. If the foe is at the extreme 
edge of health, he injects himself with a temporary 
adrenaline boost that restores 15 health immediately.

NPCs AND DEATH
As explained in Chapter 16: Non-Player Characters 
(page 269), NPCs have a health score rather than three 
stat Pools. When an NPC reaches 0 health or below, 
he is down. Whether that means dead, unconscious, 
or incapacitated depends on the circumstances as 
dictated by you and the players. Much of this can be 
based on logic. If the NPC is cut in half with a giant axe, 
he’s probably dead. If he’s mentally assaulted with a 
telepathic attack, he might be insane instead. If he’s hit 
over the head with a club, well, that’s your call.

It depends on the intentions of those who are 
fighting the NPC, too. PCs who want to knock out a 
foe rather than kill him can simply state that as their 
intention and describe their actions differently—
using the flat of the blade, so to speak.

INTERACTIONS
Let’s say the PCs want to learn more about a missing 
man, so they talk to his best friend. You and the 
players roleplay the conversation. The players are 
friendly and helpful and ask their questions with 
respect. Do you call for an Intellect roll (using the 
friend’s level to determine the difficulty) to see if he 
will talk to them, or do you simply decide that he 
reacts to them well and gives them the information?

As another example, an old woman has watched 
over the entrance to an ancient ruin for years. She 
considers it a duty given to her by the gods and has 
never told anyone the secrets she knows. The PCs 
come along with some training in interactions, roll 
dice, and expect the woman to spill her guts. Does 
she tell them everything?

The answer to both questions is: it depends. In 
either situation, you’re justified in ignoring the dice 
and mechanics and simply handling things through 
table conversation. That’s what makes interaction 
encounters so interesting and so distinctive from, 
say, combat. You can’t put aside the dice and act 
out the fight between the PCs and a dread destroyer, 
but you can roleplay a conversation. In such cases, 
you can portray the NPCs precisely as you want, in 
ways that seem fitting to their personalities, without 
worrying about die rolls. The best friend probably 
wants to help the PCs find his missing comrade. The 
old woman would never give her secrets to a band 
of smooth talkers that shows up on her doorstep 
one day. You can also ensure that the players get the 
information you want them to get—and don’t get the 
information you don’t want them to get.

On the other hand, sometimes using game 
mechanics is a better option. For example, a person 
who isn’t particularly eloquent might want to play 
a character who’s a smooth talker. You wouldn’t 
require a player who’s never held a sword in real life 
to prove that he’s an adept combatant to win a fight 
in the game, so you should not force the player of a 
charming character to be, well, charming. The game 
mechanics can simulate those qualities.

And sometimes, you can use both approaches. 
You can let the conversation with the NPC play 
out around the table, and then call for rolls—not 
to determine whether the PCs succeed or fail at 
the interaction but to get an idea of the degree of 
success. For example, if the characters have a good 
cover story for why the guards at the gate should 
let them pass, the roll might determine not whether 

You can think of GM 
intrusion for a creature 
like this: “This monster 

can do whatever horrible 
thing I can think of it 

doing, and to activate it, 
I give its victim 1 XP.”

Dread destroyer, page 239
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the guards say yes (you can use logic for that) but 
whether the guards accompany the PCs beyond the 
gate. In a way, the die roll shapes an NPC’s reaction. 
It’s not an on/off switch but a general degree of the 
overall trust that the PCs earn.

LANGUAGE
Careful readers will have noticed that there are no 
rules for languages in Numenera. That’s because for 
most people, language is more of a background or 
roleplaying feature than a mechanical one. You don’t 
want to have to make a roll to speak, for example. 
Characters should begin the game knowing the 
language(s) that make the most sense for them. For 
the vast majority, that will be the Truth, and maybe a 
bit of some local dialect or unique language. As the 
game progresses, characters can learn new languages 
by spending XP to gain short-term benefits. More than 
likely, learning a new language will have only a limited 
or short-term benefit because most languages other 
than the Truth aren’t widely used.

Language is a special case, however, because 
some people won’t want to deal with it. And that’s 
fine. Some players and GMs will find it an interesting 
challenge to communicate with people or creatures 
who don’t share a common language. Others will 
think it’s an impediment to interaction with no real 
upside. You can handle the issue however you want.

NPC ALLIES
Because the players usually roll all the dice, NPCs who 
are not opponents raise unique issues in Numenera. 
If a character gains an NPC ally who accompanies the 
group, how are the ally’s actions resolved?

Most of the time, the GM should decide what makes 
the most sense in the context of the situation and the 
NPC. If the characters climb up a steep slope and must 
make rolls to ascend, the NPC doesn’t make a roll. 
Instead, the GM quickly considers whether he could 
climb it and goes from there. A fit, able ally should simply 
climb the slope. A feeble or overweight NPC will need 
assistance. In other words, the NPC doesn’t face the 
challenge (that’s what the PCs do)—he remains a part 
of the unfolding story. The old man the PCs must escort 
through dangerous mountains needs help climbing 
because that’s part of the story of the adventure. His 
able-bodied son who also travels with the group does not 
need help because that wouldn’t make much sense.

If the entire group is caught in a landslide later 
in that same adventure, the GM can do one of two 
things in regard to the NPCs. Either decide what 
happens to them as seems most logical or fitting 
(perhaps using GM intrusion, since what befalls the 
NPCs also affects the PCs), or have the players roll 
on behalf of the NPCs and treat them just like the 
player characters in every way possible.

CREATURES
Whenever possible, creatures should be handled 
like other NPCs. They don’t follow the same rules 
as the player characters. If anything, they should 
have greater latitude in doing things that don’t fit 
the normal mold. A many-armed beast should be 
able to attack multiple foes. A charging rhinolike 
animal ought to be able to move a considerable 
distance and attack as part of a single action.

Consider creature size very carefully. For 
those that are quick and hard to hit, increase the 
difficulty to attack them by one step. Large, strong 
creatures should be easier to hit, so decrease the 
difficulty to attack them by one step. However, you 
should freely give the stagger ability to anything 
twice as large as a human. This means that if the 
creature strikes a foe, the target must make an 
immediate Might defense roll or lose its next turn.

A creature’s level is a general indicator of its 
toughness, combining aspects of power, defense, 
intelligence, speed, and more into one rating. In 
theory, a small creature with amazing powers or 
extremely deadly venom could be high level, and 
a huge beast that isn’t very bright and isn’t much 
of a fighter could be low level. But these examples 
go against type. Generally, smaller creatures have 
less health and are less terrifying in combat than 
larger ones.

Numenera has no system for building creatures. 
There is no rule that says a creature with a certain 
ability should be a given level, and there is no 
rule dictating how many abilities a creature of a 
given level should have. But keep the spirit of the 
system in mind. Lower-level creatures are less 
dangerous. A level 1 creature could be poisonous, 
but its venom should inflict a few points of 
damage at most. The venom of a level 6 creature, 
however, might knock a PC down a step on the 
damage track or put him into a coma if he fails 
a Might defense roll. A low-level creature might 
be able to fly, phase through objects, or teleport 
because these abilities make it more interesting 
but not necessarily more dangerous. The value of 
such abilities depends on the creature that uses 
them. In other words, a phasing rodent is not 
overly dangerous, but a phasing battle juggernaut 
is terrifying. Basic elements such as health, 
damage, and offensive or defensive powers (such 
as poison, paralysis, disintegration, immunity 
to attacks, and so on) need to be tied directly to 
level—higher-level creatures get better abilities 
and more of them.

Truth, page 133

For more about language 
in the Ninth World, see 
Language, page 132
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BUILDING A STORY
CHAPTER 22

TEACHING THE RULES
It’s not really your job to teach the players the rules, 
yet it often falls upon the GM to do just that. Before 
beginning a game, encourage the players to read 
Chapter 2: How to Play Numenera to get an overview 
of the game. It won’t take them long.

You’ll probably also want to give them an overview 
of the setting (Chapter 1: Welcome to the Ninth 
World is designed just for this purpose). Focus 
primarily on the kinds of characters a player can 
create and what they might do in the game. Once 
players understand who they are and what they’ll do, 
the rest of the setting is just details they can discover 
as they go along.

The key to teaching someone the game is to start 
with the idea of the dice rolls and how they use the 
same mechanic no matter what a character tries 
to do. Then explain using Effort, which involves an 
introduction to the three stats. After that, a player is 
ready to start making a character. Taking a new player 
through the character-creation process gets him 
ready to play. Don’t overload him with a lot of details 
beyond that. All of those can be picked up as needed 
in the course of play.

THE FIRST FEW SESSIONS
With any game, GMs should consider running it a little 
differently the first few times, and Numenera is no 
different. There are a few things a GM can expect with 
a table full of new players. First of all, they won’t get 
the terminology and the jargon right—they’ll use the 
terminology and jargon of the last game they played. 
And that’s fine. But the GM should try to get it right 
because the players will follow her lead, and after a 
session or two, they’ll start getting it right. If the GM 
always calls things by the wrong name, the players will, 
too. However, don’t just spout jargon. Each time you 
use a new term for the first time, such as “damage 
track,” “GM intrusion,” or even “difficulty,” explain what 
it means. Make sure everyone’s on the same page, even 
with the basic stuff.

The players won’t know what’s easy and what’s 
hard. Part of good Numenera play is knowing when 
to use Effort and when to conserve, but beginning 

players will have no frame of reference. In this case, 
the best way to give them some solid ground on which 
to stand is to be fairly transparent. Tell them the target 
number for each task before they attempt an action. 
Guide them through the process. Remind them that 
they can use Effort if need be, although they probably 
won’t forget. On the contrary, beginning players tend 
to use Effort on every roll. You can almost count on 
it. This means you can expect beginning characters to 
do very well in whatever they set out to do, but they’ll 
have to rest more often because they’ll deplete their 
stat Pools more quickly.

RUNNING NUMENERA COMBATS
Numenera combats should be about something. 
There should be something interesting at stake. 
“Trying not to die” is an interesting stake, but it’s 
not the only one. Combat can be fun and hopefully 
exciting in its own right, but it’s not necessarily the 
focus. In other words, fighting through a long combat 
isn’t the point, and finding a way to win a combat 
quickly through creative thought isn’t cheating. In 
fact, it should be encouraged. Defeating the “big boss 
monster” easily should not be a letdown; it should 
be the result of smart, creative play. And Numenera 
adventures shouldn’t always have a climax involving 
a “big boss monster,” anyway. The exciting end to 
the story could involve surviving a massive landslide, 
finding a way to shut down a dangerous machine, or 
convincing a tyrannical warlord to let the hostages go.

Numenera is about discovery. Can you 
have discovery through combat?
Sure. Say the PCs are exploring an ancient complex 
and encounter a strange life form. The creature 
attacks, but during the fight, it telepathically says 
things like, “Curious,” and “Creature unknown” and 
“Protect the sanctum.” It’s telepathically talking to 
someone else, but the PCs “overhear.” Although the 
combat is fairly standard, the PCs have discovered 
a new creature, and they know it’s something that’s 
never encountered a human before. There are more of 
them, somewhere, and there’s some kind of sanctum. 
It’s not just a fight. The PCs have learned something.

For further immersion in 
the setting, encourage 

your players to read 
“The Amber Monolith,” 

page 6.

Dice rolls, page 87

Effort, page 21
Stats, page 20

For additional assistance 
with character creation, 

see Appendix A: 
Character Creation 

Walkthrough, page 400.

Damage track, page 93
GM intrusion, page 88

Difficulty, page 86

When using Numenera 
distance terminology, 
feel free to use “close” 

and “immediate” 
interchangeably. Use 

whatever sounds best in 
context. The nano might 
be “close” to the glaive, 

within “close range,” 
or within “immediate 

distance.”

Target number, page 15

Stat Pool, page 20
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In a more standard setup, the combat is the 
obstacle that the PCs must overcome to reach the 
discovery, which again reinforces the idea that there 
is no right or wrong way to overcome the obstacle. 
Sneak past the foes or convince them to let the PCs 
pass—both are entirely valid.

Mechanically, combat in Numenera doesn’t play 
out as it does in many games where damage whittles 
down a character’s hit points or health score. This 
kind of slow attrition is less likely to happen in 
Numenera because the PCs will try to avoid getting 
hit. For example, many players will spend points 
from their Speed Pool to add Effort to their defense 
rolls to ensure that they don’t get hit (and thus 
don’t lose points from their Might Pool). Characters 
also have numerous abilities to add to their Speed 
defense rolls or reduce the difficulty of a Speed 
defense task. Last, and perhaps most significant, the 
most frequent use of experience points for rerolls will 
probably be defensive in nature. Players just don’t 
like their characters to get hit.

There are two important aspects to this. The first 
is that it’s the players’ choice. They’re in control 
of which points they lose and how many, so it 
feels different, even though the effect is largely 
the same—a slow loss of points over time. The 
second aspect is that, narratively, you don’t have 

to explain and describe lots of minor wounds and 
scratches that eventually amount to something. In 
Numenera combats, when PCs are struck, it’s likely 
significant. Plus, so many creatures and foes have 
effects that paralyze, infect, poison, stun, and so on 
that the damage is not necessarily the interesting 
or significant part of what they do to the PCs. That’s 
why there are creatures whose attacks can move 
a PC down the damage track a step or two. It’s 
not so much about the points of damage but the 
consequences of being hit at all.

CRAFTING STORIES
I keep saying over and over that Numenera is all 
about story—narrative. Your biggest job as the GM 
is to provide the impetus for stories in the game. The 
stories themselves arise out of gameplay, but they 
are started and guided by you. You provide the seed 
of the story and present the events as they unfold 
because of what the PCs and NPCs do.

Crafting a good story is a topic that could fill a 
book of this size. I highly recommend that interested 
GMs read books or articles aimed at fiction writers 
(many of which are available on the Internet) that 
provide advice on plot. For that matter, similar 
sources about characterization can help in the 
creation of NPCs, as well. 

Speed Pool, page 20

Might Pool, page 20

Encourage the players to 
describe their actions, not 
the mechanics involved. 
The game is more fun if a 
player says things like, “I 
leap up on the table and 
swing my sword down upon 
the creature,” instead of 
“I use my jump skill to get 
up on the table to get a 
one-step advantage on my 
attack roll.”
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For now, remember these few key concepts:

Exploration? Combat? Puzzle-solving? Interacting 
with NPCs? Cater to these desires.

run. What are the characters’ goals? What do 
they seek? Wealth? Curiosity? Power? Protecting 
others? Use these things to start your stories.

possible. If something bad is affecting people, 
have it affect the PCs or their loved ones, too. 
Rather than enticing them to strive to save a 
random farmer, get them to save a character’s 
brother or best friend.

storytellers, and that the PCs are the main 
characters of the story, so their decisions should 
have direct impact on what happens.

learn about the beginning of one story while 
they’re still embroiled in another.

exploration of an ancient ruin with an intrigue-
filled adventure in a large city that involves a lot of 
interaction. Create one story that is a long quest 
but then follow it up with another that wraps up in 
a single game session.

middle of a series of battles, there’s always room for 
exploration or interaction (and it breaks things up).

world. Sometimes the smaller stories about 
helping one person can be the most interesting.

should be used often, but sometimes the biggest 
twist is to have things go exactly the way the 
players think it will.

or explaining every detail. This is Numenera. 
It’s supposed to be weird. The players aren’t 
supposed to understand everything.

unaware of will end up making little sense to the 
players, and should probably be avoided, unless 
you’re going for the weirdness of it, in which case 
it’s fine. But keep in mind that the numenera and 
its myriad effects (including nonhuman creatures) 
should seem weird, but the people of the Ninth 
World are still people and should be relatable. 

villains can be driven by greed or power, but also 
by love, longing, curiosity, or even misguided 
altruism. Don’t make your players just interact 
with the events—make them react to the 

inspire actual hate and anger. The loss of a valued 

ally should inspire actual sadness and loss.

your previous stories. The decisions that the 
players made in the past affect things in the 

their goal, or perhaps just for revenge.

PACING
The key to running a great game as opposed to an 
adequate one is often the simple matter of pacing. 
Well, pacing is simple to describe, but it’s not so 
simple to understand or implement. It comes with 
practice and a sort of developed intuition.

Pacing can mean many things. Let’s briefly break 
them down.

PACING WITHIN AN ENCOUNTER
Keep things moving. Don’t let the action get bogged 
down by indecisive players, arguments about the 
rules, or irrelevant minutiae. Don’t let the middle of an 
encounter get sidetracked by something that reminds 
a player (or worse, you) of a gaming story, a movie, or 
a funny thing on the Internet. There’s time for all of 
that later, probably after the game session is over.

Don’t let the end of the encounter drag out. When 
it’s clear how things are going to turn out, and 
people might start to get bored, wrap it up. If the PCs 
were fighting two dozen margr and only three are 
left, there’s nothing wrong with saying that those last 
three run away or surrender or that the PCs handily 
dispatch them. Wrap things up and move along.

PACING WITHIN A GAME SESSION
Have many different encounters in a session—
some long, some short, some complex, some 
straightforward. One of the trickiest aspects of game 
session pacing is deciding what to play out and what to 
skip. For example, the PCs want to buy new gear with 
the shins they were paid for a job. You could describe 
the town’s market and roleplay each interaction with 
various merchants. You could even call for occasional 
rolls to see if the characters get good deals or not. 
Alternatively, you could say, “Okay, you guys buy 
whatever you want,” and then move on. There are good 
cases to be made for both approaches, depending 
on the context. Maybe one of the PCs contracted a 
disease on the last mission and doesn’t realize it until 
he is interacting with people in the market. Maybe a 
thief in the market attempts to steal from the PCs, or 
they notice a thief stealing from a merchant. Maybe 
the players like interacting with NPCs and enjoy your 
portrayal of minor characters. All of these are good 
reasons to play out a shopping encounter. But if there’s 
no compelling reason, just advance through it.

Sometimes, you should do this even if one player 
wants to play out every moment of his character’s 

Margr, page 244

Shins, page 77

The chapters in this part 
of the book are as close 

as I can come to relating 
how I run my own 

games.
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life and describe everything in excruciating detail. 
Although you want everyone to be happy, you’re in 
charge of pacing. If you must err, make the players 
struggle to keep up, rather than letting them be 
bored and wondering when you’re going to get on 
with it. Thus, if there’s no compelling reason against 
it, don’t hesitate to advance time, even in large 
chunks. If the PCs finish a big scenario and some 
downtime makes sense, there’s nothing wrong with 
announcing, “So, three weeks later, you hear 
that…” and starting in on 
the next storyline (as long 
as the players are content 
with it). Books and movies 
do this kind of thing all the 
time. Skip the boring bits.

In addition, feel free to intrude on player 
discussions for the purpose of moving things along. 
Sometimes players spin their wheels or plan and 
plan their next move, never accomplishing anything. 
You can intrude by throwing an encounter or a 
surprise their way (“A message from the priests 
at the clave arrives”), or you can simply say, “Let’s 
move things along, guys.”

Keep a clock handy so you can see how much time 
is left in the session. Never lose track of time. You 
want to end a session at a good point—a place where 
everyone can catch their breath, at a good cliffhanger, 
or as everything in a story wraps up so you can start 
anew next time. These are all fine stopping points, but 
you want to control which one you use. Next session, 

you’ll have to start things up again, recap past events, 
and get everyone back into the swing of things.

Try to ensure that at the end of any session, the 
players can look back on what they did and feel like 
they accomplished something.

PACING WITHIN A STORY
This aspect of pacing goes back to researching how 
fiction writers handle story creation, and it’s a huge 

subject, but consider the standard three-act 
structure as a good 
starting point. In act 
one, the problem is 
introduced. In act two, 
things get worse (or a 

new complication is introduced). In act three, things 
are resolved. There are many other ways to do it, but 
remember that the action needs to ebb and flow. 
You need downtime between the moments of action, 
horror, or high drama.

PACING WITHIN A CAMPAIGN
Mix short scenarios in with longer ones. Weave the 
plotlines together so that as one story ends, the 
PCs still have things to do. But don’t be afraid of 
downtime. Let the characters have a week, a month, 
or longer here or there to live their normal lives 
before throwing them once again into the heart of 
danger. If a campaign takes a year of play time in 
the real world, you don’t want it to take place in only 
three weeks of game time. That never feels right.

Skip the boring bits.
I’ve seen bad pacing ruin 
more games than probably 
anything else. Keep things 
moving. Keep them 
interesting.

Clave, page 134

71.58.140.236



344

DESCRIPTION
In Chapter 21: Using the Rules, I recommended 
using description that was both precise and concise. 
Precision comes from avoiding relative terms like 
“big” or “small” or emotional words like “terrifying” 
because these words mean different things to 
different people. This doesn’t mean you have to 
specify the exact height of every structure the PCs 
find. But rather than describing a building as “a tall 
tower,” consider saying “a tower at least five times 
the height of the trees around it.”

Being concise is important, too. Go on too long 
with descriptions, and the players’ minds will drift. 
Sometimes, what works best are short, declarative, 
evocative descriptions with pauses in between for 
player comments or questions.

DESCRIBING THE ACTION
Great roleplaying game sessions often involve 
immersion. Immersion comes from a sense of being 
truly caught up in the action and the fictional world. 
Just as when you read a great book or watch a well-
made movie, playing an RPG can get you caught 
up in your own imagination. And best of all, you’re 
sharing your imaginative escape with everyone else 
at the table. For immersion to work, you have to give 
great descriptions.

Numenera combat, for example, is very simple 
and open-ended rather than precise, giving you lots 
of room to describe how characters move, how they 
attack, and how they avoid attacks. A successful Speed 
defense roll might mean dodging, blocking with a 
weapon, or ducking behind a pillar. A character who is 
struck in combat for 3 points of damage might have 
dodged the weapon attack but fallen backward onto a 
jagged and ruined control console.

The players should describe their actions, too. 
Encourage them to be creative in what they do and 

how they perform a task, whether it involves the way 
they attack, what they do to give themselves the best 
chance to make a difficult leap over a pit, or how they 
slip into a noble’s study to steal the map they need.

Don’t take any of this as a requirement. Long 
descriptions can be tedious as easily as they can be 
interesting. Sometimes the best way to serve the pacing 
of a combat encounter is to state whether an attack hit 
and how much damage is dealt and keep things moving. 

you or a player to drag things out and destroy the pacing.

DESCRIBING A WEIRD WORLD
The Ninth World is a weird place, and describing 
it can be difficult. When possible, stress the weird 
aspect of your description. For example, don’t bother 
telling the PCs all about the normal buildings in the 
city if the central tower is a double helix supporting a 
glowing ball of energy like a miniature sun.

Although precision is a good thing, pedantic, 
exhaustive detail is not. Even if that’s what is needed 
to fully describe the weird creature, character, device, 
structure, or phenomenon, don’t do it. Leave the 
players with an impression rather than an exact 
description. “A creature that looks like three black 
beetles, each the size of a mastiff with too many 
legs and eyes” isn’t a full description, but it’s an 
impression. It gives the players something to picture, 
even if it’s not precisely what you’re picturing. It’s 
weird and evocative, and that’s important.

Be wary of shorthand description and inappropriate 
comparisons. If the PCs see a vehicle flying through 
the air toward them and you describe it as “sort of like 
a flying car,” they’re going to see a flying 21st-century 
sedan with tires, a steering wheel, and bumpers, 
and that’s not the image you want in their heads. 
Instead, try to give them the gist of the vehicle. Saying 
something like “A large, dark mass—sharply angled 
and full of strange protrusions from all directions—
suddenly rumbles toward you through the sky, 
blocking out the sun” puts a more evocative and weird 
image in the players’ minds. It’s better to be vague 
than incorrect or, worse, jarringly inappropriate.

If you must, use 21st-century terms or 
comparisons to describe things, but introduce them 
sparingly because they can break the mood very 
easily. Be wary of clichéd sci-fi or fantasy terms as 
well. To keep the weird vibe, if there’s a more obscure 
word for something, use it rather than an overly 
familiar word.

Some general suggestions to keep in mind:
automaton, never robot. Android is okay 

(rarely), but never say droid.
machine intelligence before artificial intelligence, 

but never say A.I. or even computer if you can help 
it.

If things bog down, or 
if you even suspect that 

things might, interject 
something weird. A 

house with permeable 
walls rather than doors 

or an old woman with a 
strange aura that only 
one PC can see make 

even the dullest village 
interesting.
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ray emitter, but never say blaster, ray gun,  
or laser gun.

slugspitters and needlers, but not guns, pistols,  
or rifles.

laser (use beam or ray instead), 
grenade (use detonation or explosive instead), radar, 
car, train, plane, spaceship, and so on.

dragon or mythological creature 
names like griffons or faeries.

world, not planet (although be aware that this 
could be confusing sometimes because Numenera 
refers to the past as the “prior worlds”).

dimension or universe, not plane.

SOMETIMES THE DETAILS SELL IT
Although the creatures, devices, and other aspects 
of the Ninth World are the important elements, 
sometimes inconsequential, unexplained details are 
what make the setting unique. Include them in your 
descriptions of new places and people as often as 
you can. Here are a few ideas to get you started.

pairs of wings.

substance.

passed through as if it weren’t there.

follow you as you move.

normal-looking beast.

possible surface.

scar.

movements of her mouth.

it moves.

bioengineered creature in that shape.

nearby.

than doors.

euphoric odor.

to avoid being touched.

were solid.

stone, iron, synth, or something else—ceases to 
exist in a given location.

PREPARING FOR THE GAME 
SESSION
Numenera doesn’t require you to spend hours carefully 
designing stats for NPCs (unless you want to). There 
aren’t a lot of rules to memorize. It’s not worth writing 
out elaborate descriptions of each encounter because if 
you allow things to proceed organically, many planned 
encounters might not be used. The rules of Numenera 
allow you to come up with a lot of the details as you go 
along, since you don’t have to reference loads of books 
and stats during the game session.

To prepare for a session, you need to create only three 
things: a list of names, a brief outline, and a list of ideas.

1. A list of names. No matter how much you prepare, 
you’ll end up creating some NPCs on the fly, so have 
a list of names to use when this happens. Leave 
room to write a quick note next to each name you 
use in case that NPC shows up in the game again.

2. A brief outline. The outline is an idea of where you 
think the story could go. Of course, the key word 
is think. You can’t know for certain—the actions of 
the PCs will take things in unexpected directions. 
In truth, “outline” is probably not the right word. 
Think in terms of places the PCs might go, people or 
creatures they might interact with, and events that 
might occur. For example, let’s say that the PCs are 
in a small village. You plan to start the session by 
having them hear about a local man named Drahl 
who disappeared mysteriously. Your notes might say:

worked. North of town.

and two kids. Narla: distraught and prone to drink.

Finney. Witness: Sarai saw Drahl disappear right in 
front of her. Doesn’t want to talk about it because 
she’s scared it might be some kind of evil curse 
(level 4 to get her to talk). Knows Drahl recently 
found a strange device—looked like two silver 
coins joined at the edges.

while they’re in town.

Some Ninth World  
human names:
Horrek
Bish Novalar
Gren Coronus
Thremody Marcelell
Erance Noriban
Quen the Trigger
Warred
Linanou Casatile
Anive the Mancer
Blue Dain
Propalas Vil
Brast
Flen Yamorian
Melbae Soran
Xinma Oh
Leck eForalloch
Teague the Skyweaver
Ushant Roun
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like the one Sarai describes. Sends PCs to a 
nevajin that lives west of the village.

And so on.
Obviously, that’s just the beginning, but you’ve 

covered a lot of the contingencies, assuming the PCs 
investigate Drahl’s disappearance at all. Some of that 
material might not get used. The PCs might not go 
to his house—only to the mill and then to the Aeon 
Priest. Maybe they won’t go to the priest at all, and 
you’ll need to have someone else direct them to the 
nevajin. Or maybe the PCs will come up with a wholly 
unexpected path of investigation.

3. A list of ideas. Just like with the list of names, jot 
down a bunch of random ideas. These are things you 
can throw into the game at a moment’s notice. They 
might be flavor, cool visuals, or important side plots. 
For example, your list might include:

that look like twined serpents

ago by a numenera weapon

circuitry on the inside

batlike wings

smoke is wafted past a sensor
These are all ideas that you can sprinkle into the 

game when appropriate. You haven’t tied them to a 
specific encounter, so you can insert them whenever 
you want.

HANDLING PLAYERS
Part of being a GM is “handling” players. This means 
a lot of things. For example, it’s partially your job to 
make sure that everyone has a good time. You need 

to ensure that all the players get to do the kinds of 
things they like to do in games, and that no one is 
left out. If one player really likes combat and another 
enjoys NPC interaction, provide some of both. 
Before you can do that, you need to find out what the 
players want in the first place, so talk to them and 
learn their expectations.

Another big part of handling players is coping 
with disruptive players. Disruptive players can be 
the death of a game. They can hog all the attention, 
tell other players what to do, or challenge your 
rulings at every turn. A lot of GMs are tempted 
to deal with such players during the game by 
punishing them or giving them negative feedback. 
For example, they have the character get attacked 
more often, lose experience points, or suffer similar 
consequences. Resist this temptation. Instead, 
speak with the player person to person (not GM 
to player) outside of the game and explain that his 
behavior is causing problems. Be clear, direct, and 
firm, but also be friendly.

The bottom line, however, is don’t play games with 
jerks. One disruptive, rude, or offensive player can 
ruin the whole group’s fun.

A different problem player is one who just doesn’t 
get the narrative focus of Numenera. These kinds 
of players tend to see all games as competitive 
enterprises, and they might try to “win” Numenera 
by exploiting what they see as holes in the rules to 
create and play an unbeatable character. Although 
part of many people’s RPG experience is the fun 
of playing a powerful character, it shouldn’t be the 
ultimate goal in Numenera because such a player 
will get frustrated and bored.

For example, a player might try to use the Energy 
Protection esotery to protect against kinetic energy 
and then claim that he is immune to all attacks. 
He’ll see this as a hole that he was smart enough to 
exploit, and he’ll hold up the rules and say, “Show 
me where I’m wrong!”

When a player does that, point him here:
“You’re wrong.”
He’s wrong because Numenera isn’t a board 

game where the rules are like a puzzle to be solved 
or beaten. The rules exist to facilitate the story and 
portray the world. If there’s a “hole” in the rules or a 
rule that would produce an illogical or unenjoyable 
result if followed to the letter, change it, redefine it, 
or just overrule it. It’s that easy.

On the other hand, some players absolutely will 
get it. They’ll understand that it’s the spirit of the 
rules, not the letter, that’s important. They’ll get that 
the story being told is key. Rather than poring over 
the description of a power and trying to twist the 
words to an unintended meaning, they’ll use their 
intelligence and creativity to figure out the best way 

Energy Protection,  
page 37
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to use the power to portray a character who fits the 
setting and is fun to play.

People who try to exploit the rules don’t understand 
Numenera, but people who exploit the situations do. 
If a player is smart and creative enough to turn the 
tables on his foes in an unexpected way by using 
what’s around him, allow it (if it makes sense). If the 
PCs find a pool of caustic fluid and lure their foes 
into it rather than fighting them in a straightforward 
manner, that’s not cheating—that’s awesome.

Be certain you don’t accidentally penalize players 
for not doing the obvious or straightforward thing. 
Be generous with people who take nonstandard 
actions or who do something realistic (such as using 
their action to take stock of the situation rather 
than attack—grant them a step bonus). Don’t make 
“attack” always the right choice. It’s a creative game, 
so allow the players to be creative.

MATURE THEMES
Sometimes, it’s very appropriate to involve mature 
themes in Numenera games. Sex, extreme violence, 
and other topics certainly fit into the Ninth World. 
But each group is going to have to decide for 
themselves if it fits into their game. You should also 
prepare your stories with your specific players in 
mind. If one or more are very young, or have issues 
with certain topics, avoid things that would be 
inappropriate. Also be aware that some topics, like 
overt sexuality, rape, and graphic violence are the 
kinds of things that might disturb players even when 
you aren’t expecting it. It’s always best to know for 
certain before allowing these topics into your game. 

Think of it like the movie rating system. If you can 
tell the story that you want to tell in a G or PG (or even 
PG-13) way, you’re likely fine. If events unfold that 
are going to give your game an R rating or higher, it’s 
best to talk with your players ahead of time. It’s not a 
matter of good or bad, it’s a matter of appropriateness 
for the “audience” and giving people a heads up 
ahead of time—just like movie ratings.

DESIGNING ENCOUNTERS
Encounters are to a game session what scenes are 
to a movie or a book. They’re a way to break up the 
session, and the adventure at large, into smaller, 
more manageable chunks. You’ll find, for example, 
that the adventures in Part 8 (page 365) are divided 
into encounters.

Sometimes it’s messier than that, more difficult to 
know where one encounter ends and another begins. 
For that reason, encounter is not always a useful 
or meaningful game term. It’s only useful for you 
when you think about the scenes of your adventure. 
When the PCs go talk to the Aeon Priests, that’s 
one encounter. After they do so, hopefully getting 

the information they need, they head off into the 
wilderness, where they have to cross a deep chasm—
another encounter. When an erynth grask appears 
and attacks, that’s another encounter, and so on. 

Thus, not everything that happens is an encounter. 
Heading off into the wilderness, for example, 
probably involved gathering supplies, deciding on a 
route, and so on, but it isn’t really an “encounter.” 
An encounter is when you, the GM, are going to 
provide a lot of detail. You and the players are going 
to interact a lot in an encounter. You might decide 
to subdivide everyone’s actions into rounds to help 
keep track of who’s doing what, when. 

COMPLEX ENCOUNTERS
Encounters aren’t just about combat. As mentioned 
above, talking to NPCs is an encounter. Dealing with 
a physical obstacle is an encounter. Figuring out how 
to use a complex machine is an encounter. The best 
encounters—the really memorable ones, in fact—are 
going to involve multiple things happening at once. A 
fight on a boat racing down the rapids, for example, is 
an interesting encounter. An encounter where a couple 
of PCs must disable a giant bomb while the others 
fend off attacking laaks is interesting too.

Sometimes, then, an encounter can be 
intentionally designed with that goal. At least 
occasionally, you should take an idea you have 
for an encounter and then add in something else 
that will make it even more interesting, exciting, or 
challenging. In the Ninth World, the possibilities are 
endless. Perhaps gravity functions differently than 
expected. There’s a weird fungus giving off spores 
that alter perception. The encounter takes place 
inside a sentient machine that must be reasoned 
with and appeased while everything else is going on. 
An interdimensional effect makes all metal in the 
encounter temporarily cease to exist. And that’s just 
for starters. Use the weird to your advantage to make 
things crazy and fun. Design encounters that are like 
nothing that the players have ever experienced.

But sometimes these kind of encounters with 
multiple levels of action or weird complications 
just arise out of the game itself. The PCs have to 
leap onto a moving platform to get down into the 
giant machine’s interior conduit system, which is 
interesting, but the ravage bears that they ran from 
earlier suddenly show up while they’re doing so, 
having tracked them by scent. You didn’t plan for 
that ahead of time, it just happened because that’s 
the way things went. Which is great.

Lastly, GM intrusions can bring about these kinds 
of encounters on the fly. The PCs have to repair 
a huge device at the heart of an ancient complex 
that is venting poisonous gas before they are all 
overcome. With a GM intrusion that occurs to you 

Laak, page 243

Sometimes, even the term 
“adventure” gets just as 
messy as “encounter.” 
Deciding where one 
adventure begins and 
another ends can be—and 
perhaps should be—
difficult. “Adventure” is a 
useful term for published 
products, but for your own 
use, you might want to toss 
the concept out and just let 
one story/event flow into 
another naturally.

Ravage bear, page 254

Erynth grask, page 240

Detail in description, page 344
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at the last moment, you let them know that the 
gas also weakens structural integrity of metal, and 
the supports under the floor are buckling and will 
collapse with the PCs standing on it at any moment. 

BALANCING ENCOUNTERS
In Numenera, there is no concept of a “balanced 
encounter.” There is no system for matching creatures 
of a particular level or tasks of a particular difficulty 
to characters of a particular tier. To some people, that 
might seem like a bad thing. But as I’ve written earlier, 
matching character builds to exacting challenges is not 
a part of this game. It’s about story. So whatever you 
want to happen next in the story is a fine encounter 
as long as it’s fun. You’re not denying PCs XP if you 
make things too easy or too difficult, because that’s 
not how XP are earned. If things are too difficult for the 
PCs, they’ll have to flee, come up with a new strategy, 
or try something else entirely. The only thing you have 
to do to maintain “balance” is set difficulty within that 
encounter accurately and consistently. 

In a game like Numenera, if everyone’s having fun, 
the game is balanced. Two things will unbalance the 
game in this context.

One or more PCs are far more interesting than 
the others. Note that I said “more interesting,” not 
“more powerful.” If my character can do all kinds of 
cool things but can’t kill abhumans as efficiently as 
yours does, I still might have a whole lot of fun.

The challenges the PCs face are routinely too easy 
or too difficult.

The first issue should be handled by the character 
creation rules. If there’s a problem, it might be that 
poor choices were made or a player isn’t taking full 
advantage of her options. If someone really doesn’t 
enjoy playing her character, allow her to alter the 
character or—perhaps better—create a new one.

The second issue is trickier. As previously stated, 
there is no formula that states that N number of 
level X NPCs is a good match for Tier Y characters. 
However, when the game has four or five beginning 
characters, the following guidelines are generally true.

even in sizable numbers (twelve to sixteen).

numbers of twelve or more.

in numbers of four to eight.

in numbers of two or three.

challenge.

without breaking a sweat.

But let me caution you, and I can’t stress this 
enough—it depends on the situation at hand. If the 
PCs are already worn down from prior encounters, or 
if they have the right cyphers, any of the expectations 
listed above can change. That’s why there is no system 
for balancing encounters. Just keep in mind that 
beginning characters are pretty hardy and probably 
have some interesting resources, so you aren’t likely 
to wipe out the group by accident. Character death is 
unlikely unless the PCs have already been through a 
number of other encounters and are worn down.

RESOLVING ENCOUNTERS
Don’t plan for how an encounter will end. Let the 
game play determine that. This ensures that players 
have the proper level of input. You decide, for 
example, that if the PCs go into the tower, there is 
a gang of mutants inside that will attack. You can’t, 
however, decide how that encounter will end. Maybe 
the PCs will be victorious. Maybe they won’t. Maybe 
they’ll flee, or maybe they’ll bargain for their lives. 

If you try to decide such things ahead of time, that’s 
called railroading the game, and it puts the players in the 
role of observer rather than actor. Even if you try to plan 
out the results of an encounter ahead of time but then 
let the game play dictate them, you still might end up 
planning a lot on outcomes that don’t happen. In other 
words, if you base a whole plotline on the PCs fleeing out 
of the tower with the mutants, but instead they manage to 
drive the mutants out instead, all your plans are wasted.

Plan for various possible outcomes, but don’t 
predetermine them. Think of your story as having 
many possible plotlines, not just one. 

CHALLENGING CHARACTERS
If the game has a balance problem, it’s more likely 
due to players finding things too easy rather than too 
hard. If things are too hard, they should run away and 
find something else to do (or you should lighten up a 

 If a player is smart and creative enough to turn the tables on his foes in an 

unexpected way by using what’s around him, allow it (if it makes sense). That’s 

not cheating—that’s awesome.

For more on ways to earn 
XP, see Chapter 8: Rules 

of the Game, page 108

For more on balance in 
gameplay, see Chapter 

21: Using the Rules, page 
320
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bit). But if the characters in the group need a greater 
challenge, try one or more of the following options.

Damage Track: Sometimes a few points of damage 
aren’t enough to scare a player. But a weapon or effect 
that immediately moves him one step down the damage 
track will terrify him. No matter how big a character’s stat 
Pools are, no matter how much Armor he has, there are 
only three such steps to death.

Ongoing Damage: Poisons that inflict even a small 
amount of damage (1 or 2 points) every round until 
an antidote is found can be extremely deadly. Or 
consider this: one of the reasons that napalm is so 
terrible is that it clings to surfaces, including flesh. 
Imagine a weapon or effect that inflicts 5 points of fire 
damage every round and persists for 8 rounds unless 
the characters can figure out a way to douse it.

Effects Other Than Damage: Attacks can blind, 
stun, grapple, paralyze, infect, hobble, or otherwise 
hinder a character without dealing any points of 
damage at all.

Effects That Harm Equipment: A PC’s gear is often the 
source of his abilities. Destroying or nullifying cyphers or 
artifacts damages him just as surely as breaking his leg 
would—it limits a player’s options, which really hurts.

Enemies Working in Concert: Although a group 
effectively acting as one is a special ability of some 
creatures (such as broken hounds, page 232) you 
could apply it to any creature you like. As a general 
rule, for every four creatures working together, treat 
them as one creature with a level equal to the highest 
of them plus 1, with a minimum of a +2 damage 
bonus. So a level 4 bandit who has three level 3 allies 
could team up and attack one foe as a level 5 NPC. 
That means their attack deals more damage and 
is harder to defend against. It also means less die 
rolling, so the combat moves along faster.

Beef up the Foes: You’re in charge of the NPC 
stats. If they need more Armor, more health, or 
higher levels to be a challenge, simply make it so. 
It’s easy and straightforward to give an NPC a “boost 
package” of four things:

That should do the trick, but if necessary, give the 
boost package to the same NPC again.

Beef up the Obstacles: Include more exotic 
materials in doors and other barriers, which increase 
their difficulty by one to three steps. Make physical 
challenges more difficult—the surfaces that need to be 
climbed are slippery, the waters that need to be swum 
are roiling, and other actions are hampered by strong 
winds. Don’t beef up obstacles in this way too often, 
but remember that circumstances such as weather are 
your tools for adjusting the difficulty of any action.

HIGHER-TIER CHARACTERS
Although characters start out quite capable, by 
the time they reach the fifth or sixth tier, they will 
be truly legendary. Both you and the players might 
find reaching the upper tiers more rewarding and 
satisfying if the journey unfolds more gradually, so 
you can slow down this progress if desired. To do 
this, starting at third or fourth tier, you can specify 
how the players can spend the experience points 
they earn. Requiring that some XP (as much as 
half) must be spent on immediate, short-term, or 
long-term advantages—rather than on character 
advancement—will slow down the progression 
through the upper tiers. But it won’t take anything 
away from the play experience because spending XP 
on those advantages is fun and rewarding, too.

CHARACTER DEATH
Challenging characters is important. If there is no threat 
of failure—or at least the perceived threat of failure—it’s 

the ultimate failure a PC might face is death. The Ninth 
World is a dangerous place. But death is serious because 
it means the player can no longer play his character.

If a character dies, the easiest and most 
straightforward response is to have the player create 
a new character. Ideally, he will make a beginning 
character (which is the easiest to create), but if 
the other characters are third tier or higher, it will 
be more satisfying to let the player create his new 
character at an advanced tier.

However, keep in mind that a lower-tier character 
can operate effectively in the company of higher-tier 
characters. The differences are not so striking. If a 
player brings a new beginning character into a group of 
advanced characters, be particularly generous with XP 
to help the new character catch up to the others a bit.

Regardless, arrange the circumstances of the story 
so that you can bring in the new character in a logical 
fashion and as quickly as possible.

Not Quite Dead: There is an alternative for a player who 
really, really wants to keep playing the same character. 
Allow the PC to teeter on the brink of death but survive, 
saved by his companions (or through sheer luck). Such 
a character might recover but have serious injuries 
that result in a weakness, an inability, or some other 
drawback. The point is not to penalize the PC (although 
barely escaping death should have some repercussions) 
but to change the character in a memorable way.

In the Ninth World, the possibilities are endless. 
Use the weird to your advantage to make things 
crazy and fun. Design encounters that are like 
nothing that the players have ever experienced.

Stat Pool, page 20
Armor, page 79

Sometimes players will 
be unwilling to spend XP 
on anything other than 
character benefits, which 
in turn lead to advancing 
to new tiers. The truth is, 
spending XP on immediate 
or short-term gains very 
likely provides as much 
overall benefit. In other 
words, in the big picture, 
four crucial rerolls are 
probably about the same as 
acquiring a new skill. It will 
take some players a while 
to come to that conclusion, 
however. 

Inability, page 47
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GAME MASTER: Just as the trinket salesman in the village 
described, you see the cave at the base of the cliff. You note that 
the cliff is extremely sheer and vertical. The cave mouth opening 
is about 12 feet high and 8 feet across. It’s very regular, though 
oddly shaped.

BRUCE (playing a second-tier jack named Bannor): What do you 
mean, regular but oddly shaped?

GM: The sides and top of the cave mouth are straight lines, 
although the cave entrance is wider on the top than the bottom.

DIANA (playing a second-tier glaive named Prinan): So it’s more 
of a doorway than a cave, albeit a strange one.

GM: Perhaps.

CLARK (playing a second-tier nano named Kalex): I walk toward 
the cave entrance.

DIANA: Doorway.

BRUCE: I’m going to check around there first—search for 
anything strange or dangerous.

GM: Okay, Bruce. That’s going to be an Intellect task.

BRUCE: I’m going to use a level of Effort. I have an Edge of 1 in 
Intellect, so it will cost me 2 points from my Pool.

The GM knows there’s nothing to find at the doorway, but she 
muses for half a second as if pretending to figure out a target 
number.

GM: Roll.

BRUCE: Rolled a 7.

GM: You don’t find anything out of the ordinary. However, it 
looks as though a number of creatures come and go out of this 
cave on a regular basis.

This bit of information is a “gimme.” The characters had already 
learned that the cave was the home of a small group of bandits.

DIANA: The bandits. We’re at the right place.

CLARK: I take out a glowglobe and go inside.

BRUCE (to Clark): Yeesh. You’re overconfident. (To GM) I follow 
him but try to be quiet.

DIANA: I go in, too. They’ll need me.

AN EXAMPLE OF PLAY
Sometimes the best way to understand a game is to see it played. This section provides the next best thing: a script depicting a group 
playing through a Numenera encounter.
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CLARK: I’ve got my Ward to protect me.

DIANA: Still, I’m going to take the lead.

GM: Okay.

BRUCE: I still have my eyes peeled for any sign of danger.

GM: With your light, you can see that the “cave” has smooth 
walls, and the floor is not just smooth, but made of ancient 
metal.

BRUCE: We’re in some kind of ancient structure that just looks 
like a cliffside after all these millennia.

DIANA: I agree.

CLARK: What’s ahead?

GM: Eventually, you come to a large chamber filled with pipes of 
different widths that go in all directions across the ceiling. About 
ten paces into the room, there’s a sharp drop-off, almost like a 
chasm that bisects the room, but on the other side is a bank of 
machinery. It’s quite humid, and the sound of dripping water 
comes from multiple places in the dimly lit chamber.

CLARK: I want to check out the machinery.

GM: Okay, but there’s a chasm in your way. It’s about 16 feet 
across.

DIANA: How deep is it?

GM: When you look down, you see more pipes and conduits 
about 30 feet below you. There might be more open space below 
them. It’s hard to tell.

CLARK: This place is huge.

BRUCE: The bandits that live here must cross this somehow.

GM: As you say that, you notice a pile of wooden planks on the 
other side of the chasm.

BRUCE: Ah.

DIANA: Damn.

CLARK: I’m going to leap across.

BRUCE: Of course you are.

GM: Okay. Going to back up to get a running start? There’s 
plenty of room to back up.

CLARK: Yes.

DIANA: Perhaps I should go, or at least Bannor. You’re a nano.

CLARK: You forget—I took jumping as a skill a while back. I’m 
trained in this task, so that lowers the difficulty by one step.

GM: With a running start, a jump of 16 feet is difficulty 3. So for 
you it’s only difficulty 2. That’s a target number of 6 or better.

CLARK: I’ll roll. No Effort. I got a 13!

GM: You leap across in a single bound.

CLARK: Great!

GM: And that’s when two men come out of the shadows behind the 
machinery. Their dark-colored clothing and hoods helped them to 
remain hidden. They brandish wickedly curved knives of great size.

DIANA: Oh, no!

BRUCE: Bandit guards!

GM: I need initiative rolls.

The bandits are level 4 NPCs. That means that the target number to 
beat them in initiative (and just about anything else) is 12. It also means 
that they have 12 health and if they hit in combat, they will do 4 points 
of damage. However, the GM also decides to give them 1 point of Armor 
and poison on their blades to make things more interesting.

BRUCE: I got a 12.

CLARK: 4.

DIANA: 8.

GM: Okay, Bannor goes first, but Prinan and Kalex don’t act until 
after the bandits.

BRUCE: I take out my bow as fast as I can and shoot an arrow.

GM: It’s a medium weapon, so you’ll inflict 4 points of damage 
if you hit.

BRUCE: Right. I roll a 17!

GM: That not only hits, but you inflict an extra point of damage.

BRUCE: 5 points!

GM: You stated that you kept your eyes peeled for danger, so 
when the bandits appeared, you reacted swiftly. Your shot seems 
to have surprised the bandit, and it slices across his thigh, 
drawing blood despite his leather armor.

CLARK: Nice shot.

BUILDING A STORY
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GM: The bandit that was shot curses and glares at Bannor, but 
both men move toward Kalex, knives drawn. “You should not 
have come here!” they say, menacingly, as they slash with their 
long knives. Clark, make two Speed defense rolls.

CLARK: I roll a 12 and a 13.

GM: The energy field that surrounds you turns away the first 
attack, and you duck and avoid the second.

BRUCE: It’s like he can’t be hurt.

DIANA: He’s always lucky. My turn?

GM: Sure.

CLARK: No, Diana, wait. I’m going to use my action to put one 
of these boards across the divide so you can get across. Let me 
go first.

DIANA: While they attack you?

CLARK: They’ve already missed me. (To the GM) That’s what I 
do.

The GM silently agrees with Diana. The boards are about 18 feet 
long. It will be difficult for Kalex to place one while two murderers 
try to kill him with knives. The GM slides two experience cards across 
the table toward Clark. The group uses the cards to represent XP, so 
Clark knows that the GM is using GM intrusion.

GM: As you grab the board and lift it across the expanse, one 
of the bandits uses this opportunity to attack you again. Roll for 
Speed defense.

CLARK: I don’t want to get hit. I’m going to apply a level of 
Effort. Ugh! I rolled a 1.

GM: Things go from bad to worse. The bandit hits you for 4 
points of damage, slicing into your arm. In the pain, you drop 
the plank down into the deep chasm, where it clatters amid the 
conduits. You’re not wearing armor—

CLARK: But my Ward gives me +1 to Armor.

GM: Oh, right. So that reduces the damage to 3 points, which 
come straight out of your Might Pool.

BRUCE: This is why you should stay toward the back.

CLARK: That’s just not my style—I mean, Kalex’s style.

GM: It gets still worse. The bandits seem to have something 
quite vile coating their blades. Clark, make a Might defense roll.

CLARK: This isn’t good. I don’t really have the Might to apply Effort.

DIANA: Is that wise? You don’t know what kind of poison this 
might be.

BRUCE: He is, however, the luckiest man alive.

CLARK: I don’t feel that lucky at the moment, but yeah, I’m just 
going to make the roll… and I get a 7.

The GM frowns and prepares to tell Clark that he is now impaired 
due to the poison, but before he can do that, he is interrupted.

DIANA (sliding an experience card toward the GM): I’m going to 
spend an experience point to have Clark reroll that.

GM: Okay. Clark, roll again.

CLARK: Thank you, Diana. I roll a 12 this time. That’s better, at 
least.

GM: It’s good enough. You’re fine and don’t notice any ill 
effects. Oh, and Clark, you still have an experience point to give 
to one of the other players.

CLARK: Oh right. I give it to Diana, obviously, for saving me.

DIANA: Thanks.

GM: The bandits still glower, their blades flickering in the light of 
your glowglobe, which hangs in the air.

DIANA (who has the Bears a Halo of Fire focus): Well, I still 
have my turn. I’m going to hurl flame at the wounded bandit and 
use a level of Effort to increase the damage to 5. I roll a 14.

GM: You call upon your halo of fire and sheathe yourself in 
flame. With a quick motion, you hurl a handful of fire at the 
bandit, and you hit! Your damage burns him badly. He cries out 
in surprise and pain. It’s now Bannor’s turn again.

BRUCE: I loose an arrow at the same bandit as before. I roll a 10.

GM: The arrow goes right in the bandit’s chest. He drops his 
blade and clutches his wound as he drops to the floor. The other 
bandit looks far less confident but swings at Kalex again.

CLARK: I roll a 4 for defense.

GM: That’s another 4 points of damage, plus you need to make 
a Might defense roll for the poison.

CLARK: I roll 19. A minor effect.

GM: Okay, you’re still fine.

CLARK: With the minor effect, can I make him drop the weapon?
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GM: No, that would be a major effect. How about the poison on the 
blade doesn’t hurt you, and now it’s rubbed off?

CLARK: I’ll take it. I’ll follow that up with an Onslaught esotery. 
I’ll use the force blast option. I’m using two levels of Effort and 
adding both to damage. I have an Intellect Edge of 2, so the 
Effort costs 3 points from my Intellect Pool. I roll a 10. But my 
focus makes me trained in esoteries.

GM: You hit for 10 points of damage. With a gesture and some 
concentration, you blast raw force into this guy’s jaw. It knocks 
him back a few feet, and he looks sorely wounded.

DIANA: I’m going to back up for a running start, draw my 
sword, and leap across the chasm. I roll a 14.

GM: Nice. You get across.

DIANA: Can I attack, too?

GM: No, backing up, getting across skillfully and safely, and 
landing ready for battle is your action.

DIANA: All right.

BRUCE: I fire another arrow, but I roll a 2.

GM: Your arrow sails over the bandit’s head. He calls out for 
help and backs up, looking like he’s trying to take a defensive 
posture.

On the fly, the GM decides that the bandit does not attack but 
instead will hold out until reinforcements arrive. She rules that this 
increases the difficulty of attacking him by one step.

CLARK: I use another force blast, but this time I don’t use any 
Effort. With my Edge, it costs me nothing. And don’t forget that 
I’m trained. But, sadly, I only roll a 6.

GM: You miss. Diana?

DIANA: I lunge forward and attack. I roll a… 17.

GM: He tries his best to block your blow, but your strength and 
skill surpass his. You strike him in the side and he drops to the 
floor.

DIANA: Yes!

CLARK: I’m going to check out those machines. First I’ll see if 
they’re functioning and try to identify them. If not, I’ll just root 
around for anything I can salvage—maybe a cypher or two.

DIANA: I’m going to search the dead guards.

GM: You should both give me Intellect-based rolls.

The GM pegs Clark’s difficulty at 7 and Diana’s at 1.

BRUCE: There’s no time for that! More bandits will be here any 
second. Is there an exit over on that side?

GM: Yes. There’s a dark doorway in the right-hand corner.

BRUCE: I nock an arrow and cover that door.

CLARK: I get a 14.

GM: The machines are long dead. You have no idea what they 
once did. Scavenging through them will take at least fifteen 
minutes.

CLARK: Okay, never mind—for now.

DIANA: I rolled a 5.

GM: Each bandit was wearing leather armor. The blades are 
medium weapons and look like they’re in good shape. Each also 
has a few smaller throwing knives. One has a pair of dice and 6 
shins in a bag. The other has nothing else.

If Diana had failed her roll, she would have missed the shins.

BRUCE: I’m listening for more bandits on the way.

GM: Give me a roll. It’s an Intellect task.

BRUCE: I got a 10.

The GM had set the difficulty at 2 to hear the bandits, since they’re 
not trying to be quiet and their shouts can be heard easily even at 
a distance. Because Bruce succeeded at a difficulty 3 task, the GM 
decides to give him a bit more information.

GM: You hear shouts in the distance, echoing down corridors. 
You don’t know how many voices there are, but it could be a lot. 
They’re getting closer. You estimate that you’ve got about three 
rounds before they get to you. What do you do?

BUILDING A STORY
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REALIZING THE 
NINTH WORLD

CHAPTER 23

The Ninth World 
is a setting unlike 
any other. Building 

stories there can seem 
challenging. Portraying 
a world one billion years 
in the future can be 
daunting.

Chapter 1: Welcome 
to the Ninth World 
is a great source for 
additional information 
about how to explore 
and talk about the world. 
If you haven’t already 
done so, I recommend 
reading that chapter to 
give you a good sense 
of the world before 
progressing. 

MAINTAINING THE WEIRD
Numenera is meant to be weird. The Ninth World is 
built on the bones of prior civilizations that not only 
created technologies that surpass understanding 
but also lived in cultures and carried out activities 
that cannot be imagined by the current inhabitants. 
Even the very nature of these past people cannot be 
truly understood—no more than a Cro-Magnon man 
could begin to understand an inhabitant of the 21st 
century typing on a plastic keyboard on a computer 
hooked wirelessly to the Internet to play a space 
exploration game with his friends on the other side 
of the planet.

With all that distance dividing any kind of 
understanding, things will seem pretty weird to the 
characters. Just as important, things should seem 
weird to the players.

Weird is a combination of frightening and 
interesting. It’s a combination of disturbing and 
fascinating. Weird is a few steps beyond. The murden 
are thieving abhumans that have some of the 

features of ravens. Raven-headed humanoids aren’t 
entirely typical, but that alone probably isn’t enough 
to be considered weird. Murden also emit a psychic 
buzzing sound in the minds of anyone who draws 
close that seems like an irritating bit of mental noise. 
That’s kind of weird. Sometimes, however, intelligent 
beings hear the voices of people from their past 
echoing throughout the buzzing. That’s Numenera 
weird.

Weird is sustained by mystery, and mystery 
comes from the unknown and the unexplained. This 
means that in Numenera, no player should ever 
truly feel like he understands everything around 
him. If a PC comes upon a control panel and figures 
out what a few of the controls do, there will always 
be far more buttons and dials that he does not 
understand.

When you run a Numenera game, you should 
maintain the weird. Here are a few tips.

DESCRIBE, DON’T DEFINE
Because mystery is so important to weird, the Ninth 

Murden, page 247
Abhuman, page 13

"My people have lived 
on this planet for untold 
generations—hundreds 

of millennia, at least. 
But we will always be the 
outsiders here." ~Visixtru, 

varjellan philosopher 
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World is never about strict definitions or concrete 
quantifications. “Describe, don’t define” might be 
the number one rule. It not only leaves room for 
further development later, but it also keeps things 
mysterious and weird, and that’s the most important 
characteristic of the setting.

Actually, perhaps the rule should be, “Describe 
rather than define, and if you must define, never 
quantify.” In other words, when talking about 
abhumans, I might describe them as “misshapen, 
brutish humanoids that live outside human society.” 
However, you might have to distinguish (define) 
them from mutants at some point during a game, 
because in the Ninth World “mutant” means 
something different (some abhumans might be 
mutants, but not all mutants are abhumans . . . but 
I digress). I would never say, “There are six types of 
abhumans, and they are . . .”

 That kind of quantification is the death of mystery.

NEVER USE THE SAME TRICK TWICE
If a PC finds an injector device that heals wounds, 
the next time he finds a similar device, it’s a pill. The 
next time, it’s an elixir that he must drink. And so 
on. Changes keep things unknowable and keep the 
players from feeling safe.

Of course, you can also turn the tables on them 
later. Have the characters visit a region where healing 
always comes in identical pills, and the pills are 
somewhat common. Where are they all coming from?

One way to communicate a sense of the weird 
while maintaining verisimilitude is to have the PCs 
encounter NPCs who are familiar with the beasts and 
devices of that adventure. So although the PCs have 
never encountered or heard of a cragworm, the NPCs 
they meet in a nearby village have seen the beasts and 
can relate details about them. In fact, now and then, 
it will seem all the weirder to the players if strange 
creatures and things that are wonders to them are just 
another part of the lives of people that they meet.

DON’T USE ONE IDEA—USE TWO  
(OR MORE)
If you have a couple of cool ideas for new and 
dangerous creatures for the PCs to encounter, don’t 
create several different beasts. Instead, take all those 
ideas and incorporate them into one creature. Don’t 
create a serpent with a hypnotic stare and a plant 
with poisonous thorns—create a serpent bristling 
with long, venom-tipped spines that are in turn 
covered with a fungus that emits hypnotic spores.

ALWAYS PROVIDE ANOTHER DOOR
If the PCs explore an ancient technological complex, 
make it vast—far too big to explore everything. Give 
them more doors than they can open or countless 

corridors stretching into darkness. The traditional 
“crawl” type of adventure, where the PC explore 
room after room, isn’t always the best Numenera 
adventure (you can do it, but it’s challenging). In 
a narrative where the characters are exploring an 
ancient structure, it’s better to use statements 
like this one: “After hours of exploring numerous 
chambers filled with the remnants of strange 
machines, winding conduits, and pipes, and after 
descending many levels, you find yourself in a large 
area.…” Descriptions like that leave plenty of room 
for the unknown without devolving into tedium. 
Tedium is the enemy of weird.

DIFFERENT WAYS TO USE THE 
NINTH WORLD
Although Part 4: The Setting (page 129) lays out 
the basics of the Ninth World (at least from the 
point of view of those in the Steadfast), you, as the 
GM, need to decide the precise feel and flavor you 
want to give it—your own personal spin, if you will. 
If you like fantasy, you can immerse the players in 

THEN AND NOW
Are we—living in the 21st century—one of 
the eight prior worlds? Well, in the first place, 
the people of the Ninth World never specify 
distinctions between the prior worlds because 
such things are meaningless to them. If the 
civilization of 100 million years ago had qualities 
that set it apart from the civilization of 800 
million years ago, what difference does it make 
to Ninth Worlders? None. And even if they did 
care, the differences between the two would 
likely be incomprehensible to them. So the 
current civilization is the Ninth World because 
that’s what the people choose to call it, not 
because they know for a fact that there were eight 
civilizations before them.

In the second place, our 21st-century 
civilization would have to advance dramatically 
to rise to the level of the so-called prior worlds. 
If we survive, say, another million years, then 
maybe—just maybe—we will be one of those 
worlds. The ancient people of the Ninth World’s 
past are so far beyond us, so alien to us, that we 
are more like the Ninth Worlders in our level of 
understanding. The people of those prior worlds 
commanded the very forces of the universe. 
They moved planets and suns, traveled to other 
galaxies, and explored other universes. We 
cannot truly comprehend what they were like. 
From our point of view, just as from the Ninth 
Worlders’ point of view, they wielded magic.

Weird does not mean 
surreal or some kind of 
inexplicable psychedelic 
dreamscape. Weird is 
usually more subtle, and 
works in juxtaposition 
with the non-weird, unlike 
surreality.

Mutant, page 123

Cragworm, page 236
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the perspective of the Ninth World folk, who often 
use words such as “magic,” “spells,” “witches,” 
and “demons,” and who never use technological or 
science words. If you like science fiction, you can 
portray the same things as being more grounded in 
sciences that we have names for, at least, if not true 
understanding.

Below are some examples of how to give the 
setting your own feel.

A POST-APOCALYPTIC SETTING
The Ninth World exists among the ruins of a prior 
civilization. Less-advanced people scavenging among 
the remnants of an enlightened, long-lost culture is a 
staple for many post-apocalyptic stories, from Planet 
of the Apes to Thundarr the Barbarian.

With this focus, most adventures would involve 
the PCs exploring the ruins of the prior worlds to 
recover whatever they can to help them survive. Most 
likely, the point of the campaign would not be about 
rebuilding, but simply enduring. Politics and daily life 
in Ninth World towns and cities would be merely a 
backdrop for the real action: delving into the legacies 
of the ancients, finding danger and reward among 
the ruins.

A QUASI-MEDIEVAL FANTASY SETTING
When all is said and done, the differences between the 
techno-magic of a Ninth World nano and the rituals 
and incantations of a classic fantasy wizard are rather 
pedantic. Fans of traditional fantasy, swords and 
sorcery, and so on could easily use the Ninth World 
with only a slight change of mental focus.

In this take on the setting, you’ve got a mixed 
band of explorers going through ancient ruins 
to find treasure and fight monsters. Sound 
familiar? Here, though, the dungeons are vast 
subterranean machines, the magic items are 
practically undecipherable devices, and the dragons 
are genetically engineered horrors transplanted 
from another world or dimension. Careful use of 
language—for example, always referring to artifacts 
as magical—allows the Ninth World to retain a 
fantasy feel.

Many Numenera GMs will be tempted to use 
technological terminology in their descriptions 
from time to time. If you want to portray the Ninth 
World as a quasi-medieval setting, however, you 
should avoid technical jargon and always describe 
things in terms of traditional fantasy—dragons, 
demons, steel, golems, and so on. The players might 
develop a sort of literary irony since they have a basic 
understanding of the setting, but if you reinforce the 

See Appendix B: 
Bibliography and 

Resources (page 402) 
for more inspirational 

suggestions.
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traditional fantasy outlook of the characters, soon 
everyone will feel like they are playing in a familiar 
setting with unique twists.

Many fantasy stories—from The Dying Earth to 
the Shannara series—all use settings built on the 
remnants of a technological past. Gene Wolfe’s 
series The Book of the New Sun turns on the idea that 
although it feels like a fantasy tale in a realm based 
on our past, it’s actually a far-future story where 
technology resembles magic.

A WEIRD HORROR SETTING
In this take, the people of the Ninth World try to 
survive in a world they did not create. They have 
no idea what horrors of the past wait for them just 
beyond the lamps of their tiny communities—
perhaps engineered monstrosities, machines that 
kill, or clouds of the so-called Iron Wind that can tear 
a person apart in a heartbeat or, worse yet, change 
him into something else. The mysteries of the past 
are beyond comprehension, and those who attempt 
to learn these secrets are doomed.

This is a rather nihilistic, pseudo-Lovecraftian 
approach to horror, but it is no stretch to think that 
someone with the sensibilities of ancient humanity 
would develop a rather dark view of the universe 
when living in a world of nanotech run amok.

GMs wishing to use the Ninth World as a horror 
setting need to keep the technologies of the past 
utterly mysterious—essentially, incomprehensible. 
Every creature needs to be a unique monster, and each 
must be more horrific, deadly, and difficult to defeat 
than the last. Technology/magic cannot be mastered 
or even understood, and it always comes with a price. 
Exploring ancient locales is a last resort—something 
done because without the dangerous secrets found 
within, destruction is imminent.

A HOPEFUL NEW WORLD SETTING
The people of the Ninth World have been given a 
great gift: a whole world that is theirs to tame and 
make their own. Now they must overcome the 
remnants of the past and, where possible, recover 
what they can to forge a new future.

Brave explorers seek the legacies of the prior worlds. 
They strive to build a world that is as fantastic as or 
better than the ones that came before. Yes, the land is 
full of dangers thanks to the actions of the ancients, but 
these are merely challenges to be overcome.

ALL AT ONCE
Careful readers will note that each of these 
suggestions focuses on only one aspect of the Ninth 
World. Any of the options can be used without 
making massive changes to the setting because the 
Ninth World comprises each of them already.

 SUFFICIENTLY ADVANCED 
TECHNOLOGY
The artifacts and cyphers that the PCs find are 
bits and baubles that can be used immediately in 
interesting ways or cobbled together into handy 
tools or dangerous weapons. That’s the magic of the 
Ninth World.

But magic is more than that. Even without 
the use of artifacts or cyphers, humans and 
creatures have weird powers. They might be 
the legacies of mutation, genetic manipulation, 
electromagnetic fluctuations, transdimensional 
rifts, nanotechnology, overlapping networks 
broadcast by hidden towers and orbiting satellites, 
some combination of all of these, or something 
even stranger.

Part of the point is that it’s incomprehensible. The 
technology of the prior worlds is such that we, as 
21st-century people, can’t truly understand or even 
identify it, so how can the far younger people of the 
Ninth World think of it as anything other than magic? 
(And honestly, are they really so wrong?) But the 
inability of the players—let alone the characters—to 
really understand the “tech” of the Ninth World is 
important.

Don’t describe a piece of technology as a gun, 
a phone, or a computer. It’s all far stranger than 
that. The artifacts and cyphers that characters find 
are often bits and pieces of larger, more complex, 
and ultimately less comprehensible devices. The 
lightning-throwing tube that Jerik found might 
have been a part of the power conduit for a larger 
machine. The glass that shows faraway places might 
have been the viewfinder of something else, and 
the glass that allows Nemmol to see through walls 
might be a similar object that has been modified or 
is malfunctioning.

The common people of the Ninth World lump 
every kind of technology together under the label 
“the numenera.” To them, it’s all supernatural 
stuff. They don’t necessarily recognize that some 
technology is far more advanced than others. 
They don’t realize that a medical scanner is more 
advanced than a piston-driven engine. A simple 
blowtorch seems the same as a device that disrupts 
organic cells.

Aeon Priests are tinkerers who take artifacts found 
by explorers and turn them into usable devices. They 
understand (or perhaps misunderstand) just enough 
of the old technologies to get the bits and pieces to 
perform handy tasks. When a glaive brings them a 
strange, glowing crystal pyramid, the priests know 
that it can be made into a personal power shield or a 
magnetized tractor beam.

But some of the prior worlds were millions (or 

Artifact, page 298
Cypher, page 278

Aeon Priest, page 269      
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hundreds of millions) of years in the past. How 
can such incredibly old stuff still be around? 
Sometimes, stasis fields preserve objects. Other 
times, they have self-repair mechanisms, or nanites 
repair them on a molecular level. Still others 
are made of such advanced materials that they 
are effectively immune to time. Last, impossible 
longevity might be a property of the location 
where the items were found, with perfect seals or 
protective fields maintaining a structure and its 
contents indefinitely.

TYPES OF TECHNOLOGY
When thinking about cyphers, artifacts, oddities, 
discoveries, and other relics of the past, it’s worth 
breaking them down into broad categories. These 
classifications don’t necessarily have meaning as 
game mechanics. For example, whether a weapon 
is a bioengineered organism, a mechanically 

retracting blade, or an item that attacks a victim 
on a molecular level, it might have the same basic 
mechanics and do the same amount of damage. 
The average Ninth Worlder doesn’t understand 
these types of distinctions, either, but it’s useful 
for GMs to think in these terms, mostly to keep 
their horizons open. The numenera can do virtually 
anything, limited only by the understanding of those 
who recover it.

The following categories use 21st-century terms 
and understanding to explain these broad types of 
technology. They’re not meant to be comprehensive 
or to put limits on what can be found—just the 
opposite, in fact. Use these classifications as creative 
inspiration not just for items the PCs use but also for 
machines and technologies they encounter in their 
explorations. Remember, too, that sometimes the 
numenera encompasses many of these technologies 
at once.

Machines and Engines
The technology in this category is perhaps the 
simplest, based on mechanical principles and 
often powered by chemicals or electricity. Although 
this might be the most straightforward and 
understandable category of technology, it should 
still be utterly baffling. It includes clocks, vehicles, 
firearms, generators, automatons, cybernetics, 

production facilities, and more. The machines 
involve turbines, fans, pistons, springs, belts, 
screws, hydraulics, motors, pumps, transistors, and 
servos, sometimes on a colossal scale. They might 
also involve capacitors, resistors, semiconductors, 
circuits, microchips, and things on a microscopic 
scale.

For a more exotic spin, consider machines made 
of unexpected materials, such as an engine made of 
extremely hard glass, an electronic device of flexible 
plastic, or an automaton made of ceramics that uses 
liquid or organic material for processing and storage.

Don’t: Have the PCs meet a humanoid automaton 
who speaks their language in a funny, mechanical 
voice and has a shoulder-mounted cannon.
Do: Have the PCs encounter a broken and cracked 
woman made of ceramics and glass. Her wounds 
and fissures ooze a strange milky substance that, 

as it dries, encourages the growth of a blue fungus. 
Thus, she is caked with this fungus. The spores 
emit a high-frequency sound that can’t be heard but 
that disrupts the synapses of humans, scrambling 
and ultimately frying their brains.

Don’t: Have the PCs find a machine gun.
Do: Have them find an artifact that looks like a 
bundle of joined tubes and a wide pipe with a metal 
scoop in the back. When the scoop is filled with 
objects (small stones, bits of metal, screws and 
bolts, or something similar) and one of the tubes 
is pulled back and pushed upward into the heart of 
the device, the artifact sprays a burst of the objects 
with incredible speed and force. In other words, the 
artifact functions just like a machine gun, but only 
through trial and error (and the characters don’t 
know what a machine gun is because that doesn’t 
exist in the Ninth World, so they wouldn’t classify it 
that way).

Networks and Computational Devices
This technology involves data processing and 
storage, computational power, and disseminating 
information on a worldwide level. It also includes 
recording and storing the data (and essence) of 
complex organic brains in a permanent, near-
immortal state. Collectively, we use the term 

Oddities, page 314
Discoveries, page 314

Numenera is meant to be weird. The Ninth World is built on the bones of prior 

civilizations that not only created technologies that surpass understanding but also lived 

in cultures and carried out activities that cannot be imagined by the current inhabitants.
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“datasphere” to describe the worldwide wireless 
network that connects a wide variety of computers, 
satellites, and other machines to store and exchange 
data. However, a number of such networks might 
exist in the Ninth World (and beyond—some of 
these networks could be connected to interplanetary, 
interstellar, intergalactic, or interdimensional 
sources).

The category also encompasses artificial 
intelligences, unique NPCs that are sometimes 
almost like spirits or gods. Their power is limited 
only by the technology that they can still access. 
Artificial intelligences could live within the 
datasphere itself or be confined to unconnected 
computers or machines. They might use holograms 
to project a presence into the real world or build 
automated bodies to interact in a physical state. (Or 
they could find both of those options ridiculous or 
abhorrent.)

An interesting concept could be that different 
artificial intelligences from different eras exist within 
the datasphere together. They would be as alien to 
each other as humans and extraterrestrials. The 
intelligences might work together or wage constant 
war, or they might not even be aware of each other’s 
existence.

Genetic Engineering
Just as advanced civilizations can shape steel and 
glass and produce plastics and other materials, 
they can shape and create biological organisms. 
Diseases can be cured, wounds healed, and 
bodies rebuilt, redesigned, and repurposed. Tools 
and machines can be grown rather than made, 
and they can repair themselves when necessary. 
This category of technology also includes 
cloning, biological implants, grafts, rewriting and 
overwriting brains (with instincts, skills, knowledge, 
or memories), and drugs so advanced that they 
literally rewrite DNA.

Some genetic manipulation might be 
inadvertent. Random mutations can arise from 
past engineering gone bad or from unintentional 
sources such as radiation or chemicals in the air, 
ground, or water.

Leftover numenera that can do some type 
of genetic engineering gives us a peek at some 
creatures of the prior worlds. At least one of the 
civilizations was primarily human, and at least one 
was entirely nonhuman. This information reveals two 
things. First, some of the abhumans of the Ninth 
World are genetically modified humans or are the 
descendants of such individuals from prior worlds. 
And second, some of the artifacts and structures 
discovered don’t react to humans and clearly are not 
intended for human use.

Energy Manipulation
The electromagnetic spectrum becomes a tool unto 
itself in this category, and even the fundamental 
forces in the universe can be made to dance 
at the pleasure of those who command these 
technologies. Obviously, this group includes 
destructive energies like ray or beam weapons, but 
it also has sonic, magnetic, gravitic, microwave, or 
disintegration weapons. And weapons are simply 
the easiest manifestation of energy manipulation. 
Devices in this category also include sensors, 
scanners, communicators, holograms, force fields, 
tractor beams, microwave transmissions, and 
sensory manipulation. It includes using magnetic 
fields or gravity to move, manipulate, or shape 
matter and other energy. It can involve telepathy, 
telekinesis, pyrokinesis, and other manifestations 
of energies within the brain (or mechanical or 
biological devices implanted or grown within 
the brain to produce similar effects). Energy 
manipulation can affect molecular bonds and 
other principles on an atomic or subatomic level to 
transform or transmute matter.

Nanotechnology
Nanotechnology can change matter on its most 
fundamental levels. Engineered machines that exist 
on an atomic or subatomic scale can move, reshape, 
alter, or completely redesign matter—both inorganic 
and organic—and they can produce and manipulate 
energy as well. Because nanomachines often come 
in fantastically huge numbers, they can work at 
what appears to be an almost magical speed. It’s no 
wonder that many people see nanotech as the work 
of invisible supernatural creatures (sometimes called 
nano spirits).

Nanotech involves building and repairing 
inorganic and organic structures. It can be used 
as targeted drugs and viruses that can change a 
creature on the cellular level, working as a cure for 
disease and the means to shape.

Nanotechnology also allows for the creation 
of things that would otherwise be impossible—
materials that are super-thin, super-strong, super-
resilient, or all three at once. It also might involve 
creating exotic materials such as liquid metal, smart 
fluids, shapeable gases, and stranger things.

At some point in the past aeons, nanotech must 
have gone horribly awry. Some of the humans of 
the Ninth World unknowingly have latent nanotech 
viruses that could suddenly activate and wreak 
changes—even drastic changes—in their physiology. 

abhumans) are likely the result of nanotechnology.
But the worst threat of all is the so-called 

Iron Wind. These are clouds of nanomachines Iron Wind, page 135

The Ninth World is 
enveloped in a field of 
information—think of it 
as an area with a hundred 
thousand active radio 
stations, but almost no one 
has a radio. The datasphere 
occasionally malfunctions 
or interacts with the people 
in the world in unexpected 
ways, however, sending 
“glimmers” of information 
directly into someone’s 
head. The GM should 
occasionally have this 
happen to the PCs. Not 
often. And the vast majority 
of the time it shouldn’t 
make any sense or be 
relevant. Maybe once in a 
whole campaign, however, 
it is pertinent and helpful. 
You can plan for this or you 
can make it a way to send a 
much-needed hint or clue.
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run amok, changing matter they come across 
in random and bizarre ways. Is it a force or an 
intelligence? The Iron Wind isn’t a single thing—
it’s a phenomenon. 

Stellar Technology
Soviet astronomer Nikolai Kardashev created a 
scale to measure truly advanced civilizations. He 
based it mainly on energy use. The scale has three 
types (although other people 
expanded it to include five). 
A Type I civilization is not 
unlike ours in the 21st 
century, with limited 
capabilities and 
energy use. A Type II 
civilization uses the 
energy of its star. 
It builds things on 
a mega-scale, such 
as a ring or sphere 
that encircles the 
sun or structures that 
involve the moving or 
dismantling of a planet. 
A Type III civilization 
begins to harness the 
power of all the stars in 
its galaxy and can even reshape things on a 
galactic scale.

When I talk about stellar technology, I’m talking 
about at least Type II and more likely Type III. This 
category involves technologies that allow and arise 
from having the ability to travel anywhere in the 
galaxy or beyond. It includes structures built from 
materials harvested from a white dwarf star; the 
creation and use of black holes to generate and 
harness energy; transplanting alien creatures, races, 
and materials; antimatter; dark energy; reactionless 
drives; and more.

It’s safe to say that at one point, the earth was a 
crossroads in an interstellar—or even intergalactic—
civilization. Many technologies, creatures, and 
materials now present in the world did not originate 
here. Do remnants of that vast civilization still exist 
out there in the universe, with memories of Earth? 
Almost certainly.

Transdimensional Technology
In the aforementioned Kardashev scale, 
“transdimensional technology” likely comes from 

things on a universal scale and travel to (or create) 
other universes beyond our own. This category 
includes the use of transdimensional taps to bring 
in energy from other dimensions, teleportation 

matrixes, extradimensional spaces, the ability to 
change the phases of matter, and more. This is likely 
the strangest and most incomprehensible category 
of technology. It can involve rewriting the laws of 
physics, creating space where there was none, 
stopping time, time travel, and time manipulation.

ADVENTURE IDEAS
Now you understand how to use the rules, how to 

deal with players, and how to pace 
your campaign. So what do 
you want the characters to do? 

What stories do you want 
to tell? 

In many ways, the 
archetypal Numenera 
adventure is this: the 
PCs are exploring 
the wilderness and 
come upon something 
inexplicable. They 

investigate, and discover 
amazing things, not the 

least of which is that it’s all 
even weirder than it first 
appeared. And the whole 
thing is, of course, laced 
with danger.

This can take many forms:

so deeply entwined in the undergrowth that it 
appears to be a part of the landscape. What lies 
within? Treasure? Ancient horrors? Both?

home of a noble that the PCs have never heard of. 
He invites them to spend the night, but the PCs 
soon learn that he hides some sinister secret. What 
has this noble been experimenting with? What’s in 
the upper chamber of that tower?

people there have stumbled upon an ancient 
secret. Is it a boon or a bane?

a desolate region, and need a place to rest. The 
community, out of touch with the rest of humanity 
for years, has made alliances with or allegiances to 
something not human—a strange creature from 
the past, an intelligent machine, something from 
beyond space and time? Something stranger, or 
something worse?
All of these ideas, and the thousands of similar 

ones, all base themselves around two key issues:
1. The present is built upon the mysteries of the 

past. Relics and ruins are everywhere, even in places 
no one would suspect.

The Kardashev scale is 
a very useful tool and 
a great starting point 

for research in ideas of 
just what an advanced 
civilization could really 

accomplish. Physicist 
Freeman Dyson conceived 

of the Dyson sphere, 
which would be a way to 
surround a star to absorb 

all of its energy output 
(although it would take 

all the matter in the 
planets around the star 

to build it). Once you 
have your mind wrapped 
around that, what’s even 

more mind-blowing is a 
Dyson sphere around an 

entire galaxy. 
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2. The people of the Ninth World are isolated from 
each other. Much remains unknown, not just about 
the past, but about the present. What lies beyond 
those woods? No one knows until someone goes to 
investigate.

Obviously, the Ninth World offers many, many 
adventure opportunities. This section provides a 
brief overview of some of them, with suggestions.

CITIES
Although the cities and strongholds of the Ninth 
World were built by the people of the era, the 
influence of the prior worlds is immediately evident. 
Buildings or portions of buildings use objects and 
materials crafted or produced in the past, making 
each a palimpsest displaying aeons of time in each 
wall or archway. Roads and paths are almost all 
new, although here and there sections are made 
of the remnants of byways paved with unknowable 
materials.

A Ninth World structure resembles a house 
or castle (as we are familiar with them) only in a 
passing fashion. Feel free to describe them however 
you wish, but don’t rely solely on words like “tower” 
or “palace” unless you intentionally want to tap into 
the historical imagery in the players’ heads. When 
you say that Duchess Dethone lives in a castle, the 
players are likely to think of something out of a fairy 
tale or medieval history until you further state that 
the castle’s trapezoidal towers were constructed 
of vast, translucent blue stones, each with what 
appears to be a fish or serpent of gold embedded in 
its center.

Despite the “magic” of the past that surrounds 
them, the lives of Ninth World humans are not 
unlike those of medieval commoners. They wear 
garments of rough cloth and wide-brimmed hats 
as protection from the reddish glow of the sun as 
they lead mulecarts full of harvested turnips into 
town to sell at the open market. If you’ve ever run 
a traditional fantasy RPG before, it’s not hard to 
portray a village or a city of the Ninth World. The 
trappings are different, but ultimately the core is 
fairly similar.

Scenarios
Thankfully, the politics, greed, pettiness, jealousy, 
love, lust, fear, and familial bonds that spur on 
adventures in games in more conventional settings 
all exist in the Ninth World as well. Nobles vie for 
power, kingdoms go to war, brigands raid trade 
caravans, kidnappers snatch children, the rich hoard 
wealth, lovers sneak off for clandestine meetings, 
thieves steal valuables, and more. The PCs could be 
hired or motivated to perform all sorts of duties as 
befit the confident and capable. Not everything has 

to deal with the prior worlds or the numenera left 
over from the lost aeons. However, those involved 
in the adventures (the PCs and NPCs) will likely use 
the cyphers or artifacts of the past as they carry out 
missions of the present.

Possible scenarios set in cities include the following.

travels.

invaders.

machine.

meeting.

information on a criminal.

member of the religion.

auctioned off.

interesting contests.

menagerie.

VILLAGES

offer a very different setting for adventures than cities 
or towns do. These small communities exist on the 
edge of the wilderness and the unknown. They are 
isolated, sometimes with no connection to the rest of 
the world for years at a time. Play up the seclusion and 
distrust felt by residents in most villages.

The aldeia grow up around Aeon Priest claves, 
for they have the most knowledge. But sometimes 
the clave’s actions, research, and experiments put 
the villagers in danger. In addition, once in a while, 
a member of a village masters some aspect of the 
numenera beyond anything dreamed of by the Aeon 
Priests. These people grant the village in which they 
live some advantages beyond the norm. Thus, to 
make each aldeia memorable and unique, give most 
of them at least one discovery or affliction that results 
from the work of the clave or a lone genius (either in 
the present or the recent past).

In less than a billion 
years, our sun’s growing 
luminosity will make life as 
we know it impossible on 
earth. The oceans will boil 
away and photosynthesis 
won’t be possible. Since 
that isn’t the case in 
the Ninth World, we 
know that at some point 
some extremely powerful 
civilization did something. 
The Ninth World’s sun has 
about the same luminosity 
as what we are accustomed 
to in the 21st century.

For stellar technology 
taken to its insane limits, 
see the adventure “Three 
Sanctums,” page 390. 
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Scenarios
As the last bastion of civilization before a traveler 
heads into the wilderness, a village is a meeting 
point of both aspects of the Ninth World. The 
unknown threatens the known here, and the 
scenarios you set in villages should reflect that.

wilderness.

talk.

on the loose.

village from invaders.

must be stopped.

track and kill a rare beast first.

even know existed.

everyone’s personality.

secret of their machine-intelligence deity.

newly emerging powers.

to conquer the village, backed by an army of 
abhumans with advanced weapons and a vast, 
city-crushing war machine pulled by a thousand 
chained beasts.

THE WILDERNESS
Although human history of the Ninth World 
extends back hundreds of years, by most standards, 
civilization is young. Most of the world is still 
unexplored. Mysteries and danger abound. Anything 
could be beyond the next rise, through those trees, 
or at the bottom of that lake.

The wilds are punctuated by weird and unexpected 
terrain, the intentional or unintentional result of 
technology of the past. Floating mountains, trees of 
crystal, fields of grey goo, and rolling hills glowing 
with strange radiation are just a few examples.

Likewise, the weather of the Ninth World is odd 
and dangerous. Ice-covered islands in the middle of 
tropical lakes, energy storms, and rains of stones or 
fish can and do happen.

But the wilderness is inhabited, too. Isolated 
villages, lonely castles, mysterious towers, hidden 
temples, lost civilizations, and communities 

Afflictions
A mist comes in the night and steals people away
The people must make human sacrifices to 
something in a nearby pit
Spores that destroy metal fill the air
Everyone’s intelligence has been lowered 
dramatically
All nearby plant life is poisonous
Inexplicable sorrow grips everyone periodically
All food decays within one hour
Everyone requires twice as much sleep
A coughing malady grips everyone
Everyone is addicted to the same druglike
substance
Everyone can remember only the last few days
Radiation slowly weakens everyone
Everyone has attractive but nonhuman features,
such as golden skin or oversized, dark eyes

Discoveries
Defensive tower(s) with lightning emitters
Drug vastly increases lifespan
Means to telepathically lure fish into nets
Limited weather control
Mechanical harnesses grant great strength
Living, organic buildings and houses
Sonic protective field
Force bubbles used as prisons and cages
Telepathic implants
Clockwork insects for pets
A large flying vehicle
Diamonds as common currency
A large automaton servant
Music plays throughout the village
Injections or implants for teaching skills and
knowledge
Genetically engineered guardian hounds
Camouflage cloaks
Mindwipe device rewrites the brains of criminals
Water purifier cleans nearby contaminated lake
Centralized device produces limitless food
Centralized device shows the location of all
nearby game and threats
Mechanized farm equipment
Clock tower
Refrigerators to store food
Teleport pad connects village with nearby ruin
Huge, glow-in-the-dark moths in cages for light
Addictive injections make everyone beautiful
Crops grow extremely large and healthy
Local tree produces fruit that sustains everyone
Device suppresses anger and violence
Tracers placed on all residents
Dead people are preserved in stasis

The residents of an aldeia 
may not use that term 

to describe it. They may 
refer to it as a town, 

village, community, or 
something else entirely.

"You are your own best 
test subject, I always 

say." ~Sir Arthour
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REALIZING THE NINTH WORLD

of nonhuman creatures can be found amid the 
countryside, deep in the forests and jungles, and 

abhumans, roving bands of marauders, and insane 
automatons hunt in the wilds. And, of course, the 
ancient ruins, machines, and remnants of the past 
can be found as one explores the vast wilderness.

Scenarios
The wilderness is an enticing destination for 
explorers. Immense tracts of unknown lands and 
mystery await those who dare to enter. Few paths 
are available, so explorers must make their own way 
and be ready to encounter the strange creatures of 
the Ninth World. But sometimes there is more to the 
wilderness.

region.

affect time.

route.

structures.

against a marauding automaton.

creatures into the world needs to be closed.

forbids them from looking in the tower.

find edible food and a way to survive.

the PCs must find shelter.

experiments on them.

it can be repaired.

wheeled vehicle is said to have found the key to 
immortality.

a self-aware machine that can see into the future.

RUINS
Perhaps the archetypal Numenera adventure locale 
is a ruin from a prior aeon. These ruins can take 
on many forms. Although their original design and 
purpose no longer matters, sometimes it’s useful 
to have a list for generating ideas. But keep in mind 
that the PCs should often have no idea what they 
are exploring because too much information will 
take away the air of alien mystery, and you always 
want to maintain the weird in Numenera.

Crownkeep lies in the far 
reaches of the Beyond 
and serves as an excellent 
example of an ancient 
technological structure that 
could easily be explored 
or even utilized by Ninth 
World humans. Was it an 
observatory? A research 
facility? A hospital? A 
home? A landing pad for a 
vehicle? We have no idea, 
and very likely the PCs 
won’t ever have the ability 
to make the determination. 
Which is to say, it’s not 
the point. Something that 
is understood usually isn’t 
interesting anymore. If the 
PCs explore Crownkeep, or 
if it’s occupied by others 
that the PCs interact 
with, the structure itself 
should never be fully 
understood. In fact, at least 
on some level, it shouldn’t 
make sense because 
it was built by people 
(humans? perhaps not) 
whose lives were all but 
incomprehensible to Ninth 
Worlders.
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Many ruins aren’t actual structures but vast 
machines that the PCs can enter and explore, looking 
for devices that can be used as oddities, cyphers, or 
artifacts. In such a gigantic machine, corridors might 
be conduits, and rooms might simply be junctions, 
never intended for habitation—only access.

The interiors of these large complexes exist very 

common as horizontal corridors. The layout rarely 
makes sense to a Ninth World human (or to one 
from the 21st century). Explorers shouldn’t try to 
second-guess the purpose behind everything they find. 
To do so would be pointless. While the PCs explore 
the ruin, stress the huge size of their surroundings. 
Often, covering the whole interior isn’t possible, 
and it’s rarely the point, so a detailed map of each 
nook and cranny is only occasionally useful. Most 
of the time, you can get by with vague descriptions, 
saying something like, “You pass through twisting 
cylindrical corridors for more than an hour, sometimes 
scrambling over fallen and ruined machinery, before 
you reach an interesting chamber…”

If you’ve played other fantasy games where the 
PCs explore dungeon-style environments filled 
with traps, puzzles, monsters, and weird, isolated 
locations, you can adapt many of those same 
principles here as well. Of course, a trap or puzzle 
might simply be a machine the characters don’t 
understand. Why does the cylindrical chamber spin 
as it lowers into a fanlike mechanism? The PCs will 
never know, but it was once a normal part of a very 
large turbine-driven motor.

Not all ruins are in the style of machine-filled 
dungeons. Some are single buildings—towers, 
domes, or structures too strange to be given a 
simple name. They might be so ancient that they 
have become incorporated into the landscape.

Most ruins involve a great deal of metal, glass, and 
perhaps synth. Some are made of stone, at least in part 
(although it might actually be an artificial substance 
that only appears to be stone). Other ruins might be 
crystalline or even organic, made of living creatures 
or built from the bones, shells, or carapaces of dead 
ones. It’s not hard to imagine ruins formed entirely of 
energy—planes of force, or solid light that takes the 
appearance and texture of another substance.

Possible Types of Ruins
Building (incomprehensible)
Complex of buildings (incomprehensible)
Underground complex
Large ground vehicle
Flying or space vessel
Monument
Laboratory
Warehouse
Power station
Underground transit tunnels
Airport or spaceport
Transdimensional gateway
Residential complex
Bioengineering facility
Creature menagerie/hatchery
Pipe systems
Factory
Sewer
Communication station
Processing plant
Mine
Entire city

Scenarios
Regardless of their size and nature, ruins are filled 
with dangers, including the following.

whose original design is a mystery but now are 
simply dangerous

damage

A PARTING WORD
As the GM, you are the guide for the rest of the group 
as you explore the Ninth World. It is a strange place, 
not meant to be fully understood. The feel of the 
setting—the dark mood, the unsolvable mysteries, 
the unexpected turns, the unanswerable questions, 
and the enormous dangers—are far more important 
than the details. When setting your group’s stories 
here, focus more on maintaining this mood than 
on any other aspect of being a GM. The rules are 
important, the fun is important, and the immersion 
and believability are important, but they all take a back 
seat to the mood and atmosphere of the truly weird. 
Establish that first, and the rest will follow naturally.

Because mystery is so important 

to weird, the Ninth World is never 

about strict definitions or concrete 

quantifications. “Describe, don’t define” 

might be the number one rule.

As soon as the players 
seem to understand 

something about 
the past, change it. 

While the aspects of 
their own world and 

their own civilization 
should be relatable 

and comprehensible, 
the prior worlds should 
never be—at least not 

completely. Keep the 
mystery alive. That’s 

how you keep it feeling 
like magic.
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PART 8: ADVENTURES PRESENTS FOUR NUMENERA 

ADVENTURES. EACH IS VERY DIFFERENT IN TOPIC AND STYLE 

AS WELL AS PRESENTATION.

366

ADVENTURES 
OVERVIEW

CHAPTER 24

THE BEALE OF BOREGAL (page 367) is meant to 
be a GM’s first Numenera adventure. It is presented 
with as much advice and assistance as a new GM will 
need. It even comes with a flowchart that shows the 
course of the adventure. The flowchart is an example 
of how GMs might write up their own adventures—a 
few sentences are all you really need.

SEEDSHIP (page 379) is an area-based adventure in 
which the PCs explore a map however they choose. 
It shows how a GM can set up adventures without 
worrying about the order in which things happen. 
Players can explore location-based encounters in 
whatever order they wish. “Seedship” could be 
expanded into a much larger adventure.

THE HIDDEN PRICE (page 385) is an urban 
adventure with investigation, double-dealing, and 
criminal intrigue. It is potentially very open-ended and 

assumes that a GM can ad-lib NPCs and situations 
as they arise. It shows that not every adventure in the 
Ninth World must be centered around the past. This 
setting and game handles all sorts of scenarios.

THREE SANCTUMS (page 390) is a grand 
adventure involving a maniacal organization and a 
plot that features potentially world-changing power. 
It spans a great deal of the northern Steadfast 
and requires a GM who can deal with a large 
organization and how it might react to threats from 
within and without. This adventure shows that in 
Numenera, you don’t have to wait until the end of 
the campaign for the PCs to interact with powerful 
people, concepts, and discoveries.

These four adventures are only the beginning. The 
best adventures will be crafted by you, with your 
specific players and their characters in mind.

GMs, of course, should 
feel free to modify 

anything in any of the 
adventures in order to 
make them work best 

with their players in their 
campaign.
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THE BEALE OF BOREGAL

THE BEALE OF 
BOREGAL

CHAPTER 25

This adventure works well with 
beginning characters. In fact, 
it’s a fine scenario to start a new 

campaign. It’s presented in a style that 
gives new GMs (or at least GMs new to Numenera) 
some helpful hints about how to run the adventure. 
The beginning is designed so that the PCs have a 
reason to join together even though 
their backgrounds and character 
types might be very different.

In “The Beale of Boregal,” players 
will have the opportunity to explore 
unknown parts of the Ninth World 
while testing their motivations and 
their strength of conviction.

BACKGROUND
Far out in the Beyond lies a town called 
Embered Peaks. Nestled in the palm of a 
mountain range that looks like a giant 
seven-fingered hand—the dark peaks 
from which the town takes its name—
Embered Peaks is a simple community. 
Inhabited mostly by merchants, farmers, and 
pilgrims seeking a few days’ respite from the 
Wandering Walk, the town is headed by a group of 
priestlike magistrates called devoirs. 

Embered Peaks might be a simple place, but it has 
something that no other town has: a machine that 
allows the residents to talk to the dead. Well, perhaps 
talk is too strong a word. This machine, which lies 
far beneath the ground and has a name that the 
townsfolk never dare to whisper, allows them to briefly 
connect to the brainwaves of the recently deceased 
and ask one question of the reanimated cadaver. 
Oddly, the cadaver always answers the question with 
a lie, which led to some … unpredictable results in the 
early days of its use and caused the devoirs to take 
over the machine. Much of this responsibility fell 
to Magistrate Yieran, a man who began his career 
as a responsible citizen but who has been driven 
insane by the machine he hoped to control.

 ENCOUNTER 7
 ~ Speak with crazed residents

 ENCOUNTER 8
 ~ Deal with Yieran
 ~ Fight or aid Boregal

   BEALE OF BOREGAL FLOW OF EVENTS

                 Go to
 Seria’s Family    

Accompany
  Seria

                       Follow
        Seria’s directions

Potential Wandering Walk Encounter

          Convince Chahil
                  to take them
                         to Yieran

    Sneak into
  Yieran’s office
and lower chamber

        Follow clues
      to larger problem

Track down
               Seria

ENCOUNTER 2
~ Attacked by scutimorph

ENCOUNTER 3
~ Defend village against pallones
~ Talk to villagers

ENCOUNTER 1

ENCOUNTER 4
~ Speak to Darvin

ENCOUNTER 5
~ Clear out broken hounds

ENCOUNTER 6
~ Black bugs swarm

FALSE WOODS CYLION BASIN

EMBERED PEAKS
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Recently, there was contention among the devoirs, 
as some of them believed that the town would be 
better off if the machine could be made to actually 
raise the dead rather than have them answer a 
single question (and incorrectly at that). Embered 
Peaks could become a destination, they argued, 
a place where people would bring their dead and 
pay handsomely for the use of the machine. Other 
devoirs were not so sure, worrying that it would 
be an abuse of the machine—after all, who knows 
how it works or what powers it?—and would attract 
more than just good-hearted folks wanting a last 
conversation with their deceased loved ones. Fueled 
by the mind-altering effects of the machine, this 
conflict became ugly and, eventually, bloody.

As for the machine itself, its name is Boregal. 
Once a man with a beale (a genetic mutation that 
allowed him to touch the minds of others), he was 
reviled and feared by those around him. Shunned by 
his community and scared of his own power, Boregal 
allowed himself to be taken to the far edges of the 
world and shut into a holdfast deep in the earth. 
There he rested, turning year by year into something 
less man and more machine, his powers dormant 
and sealed from the world. At some point, however, 
the earth rose up or was worn away, and the machine 
came closer to the surface—close enough that 
Boregal’s beale could restore dead brain cells to a 
semblance of life, if only for a few moments.

The experimentations of the devoirs awakened the 
machine and, with it, the man it once was. Scared, 
confused, and with no memory of how or why he 
arrived at this place, Boregal struggles against the 
holdfast. Not mindless, but neither mindful nor fully 
aware, he began to call out for help. Humans with 
beales—a fairly rare and often undetected genetic 
mutation—are affected, as are humans and creatures 
who are susceptible to mental suggestion. At first, only 
those close to the Embered Peaks are affected, but as 
Boregal begins to panic, his call spreads outward and 
begins to capture a larger range of creatures in its pull.

SYNOPSIS
While traveling along the Wandering Walk, the PCs 
encounter a strange sight: two young people riding 
toward them on a scutimorph. The duo asks the 
PCs for assistance, forcing them to make a decision. 
One choice leads to the False Forest, the other to the 
Cylion Basin.

Whatever path they choose, the PCs discover that 
something is disturbing the creatures of the area, 
but they struggle to find the source. Although many 
people might remark on the changes they’ve noticed, 
no one seems to have solid information about what 
could be causing the problems.

As the PCs follow a string of clues, they uncover 

information that leads to Embered Peaks, a small 
town to the south. Eventually they learn the town’s 
secret—a man-turned-machine buried deep beneath 
the earth that has the power to briefly revive the dead.

The PCs must decide whether to free the machine 
or destroy it, ultimately facing the consequences of 
their choice.

THE WANDERING WALK
The Wandering Walk is a pilgrimage route through the 
Ninth World. No one knows the exact length of the 
Wander, nor can anyone point to its exact beginning or 
end. Many people speculate that the Wander is actually 
a closed circle that encloses the whole of the Ninth 
World and that some travelers, especially those with 
enhancements or otherworldly attributes, have been 
trekking its eternal loop since before recorded time.

For most, the Wander is too physically taxing to 
be used as a trade or travel route. It slips through 
fluid-filled canyons, curves inside crawlspace tunnels, 
and winds through woods, forests, and much of the 
Beyond. The rewards seem few, and the dangers are 
many. Yet at any given time of the year and at any 
given point along the known sections of the route, the 
Wander is laced with pilgrims, explorers, and those 
who are foolish enough to think it offers safe passage. 
Those who follow the Wander for religious, spiritual, 
or other reasons are called Peregrines or just Birds 
(though the latter term is usually derogatory). Although 
their dress varies, true Peregrines carry some mark 
of the Wander. Typically, the mark is an elaborate and 
continually growing circular bloodscar along their palm; 
there is little else to do along the Wander when one 
is not wandering, and the intricate nature of the scar 
gives bragging rights to show how long a traveler has 
survived along the way. Experienced Peregrines carry 
the scar up the length of their arm or on both palms.

Of course, there are also many who trek the 
Wander for other kinds of growth—namely, the 
growth of their pockets. These skulkers who come to 
borrow from the bodies of the fallen often become 
inadvertent pilgrims themselves, either getting lost 
along the route or walking it to find a home where 
they can settle with their newfound spoils. They don’t 
generally make it far before they fall to the elements 
or to the hand of another skulker.

And thus, the Wander captures all in its eternal length.

GETTING THE PLAYERS INVOLVED 
You can use this adventure as the scenario that starts 
a new campaign. If the PCs begin as strangers, give 
the players the background about the Wandering 
Walk ahead of time. They’ll have to integrate their 
characters into the adventure by deciding why they’re 
on the pilgrimage (or at least on the path). More 
about this below.

Scutimorph, page 257

The Beyond, page 174

Peregrines, level 2 
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The action begins on what’s called the Fifth 
Stretch of the Wandering Walk, the long, dry, 
mountainous expanse of the route that stretches 
roughly between the western point of Cylion 
Basin—a town filled with pools that is a rejuvenation 
point for weary travelers—and the eastern point of 
the Great Slab, a huge construction that rises from 
the land in a large, flat square of synth and concrete. 
Wise Peregrines know to go around the slab, despite 
the length this detour adds to the route. Those with 
less knowledge and poorer friends will not be warned 
in time. To the north lies the False Woods.

The Fifth Stretch is probably the best-documented 
area of the Wandering Walk, perhaps because it 
has a number of small villages here and there and 
because the expanse plays host to an experience 
that can’t be found anywhere else—occasional 
bioluminescent swarms (if someone knows when 
or why the swarms occur, they’re not telling). The 
swarms consist of millions of see-through organisms 
that spend most of their lives lying camouflaged 
on the sandy landscape until they suddenly rise 
together, becoming bioluminescent and twisting 
and turning in unified patterns of dance and flight. 
In fact, the sandy landscape is not sand at all but 
is built from layers of blue-green detritus from the 
creatures. This loam quickly soils the skin and stains 
the clothes of those who spend much time here, and 

it’s sometimes used as dye or food coloring.
Before beginning the adventure, each PC should 

establish his or her reason for being in the area 
(although if they are strangers, they might not have 
shared this information with one another).

 Options include the following:

a tragic event in their life.

personal or scientific reasons.

dead Peregrines along the way.

Woods.

machine” somewhere nearby.

creating or building.

WANDERING WALK ENCOUNTERS 
During this adventure, the PCs spend much of their 
time traveling. There is little of note along the path, 
but the characters can use the time to deepen their 
relationships with one another. The group will need 
to camp for at least one night.
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GMs can add side encounters to the journey, 
if desired. These encounters can be introduced 
anywhere and at any time while the PCs are located 
in the Fifth Stretch of the Wandering Walk.

The Skulking Bands
This side encounter can be used anytime the PCs 
are near the Wander. It should take place at night 
but doesn’t need to occur in the location of a Mouth 
Cairn, where the zaelem have been spending their 
time of late.

The “skulking bands” are known mostly by 
whispers and rumors. Believed to be groups of 
humans or abhumans that rove the edges of the 
Fifth Stretch (and perhaps a few other portions) of 
the Wandering Walk, the skulking bands are actually 
creatures called zaelem.

From far away, a zaelem appears to be a group of 
bandits that quickly moves as one across the land. In 
truth, it is a single creature. Its sluglike main body is 
wide and flat, with its mouth on the underside, and 
crusty extrusions on its back grow 5 to 6 feet (1.5 to 
1.8 m) in height—the “bandits.” The creature’s lower 
half can be as large as 10 square feet (0.9 sq. m) and 
takes on the color of the ground below it. A zaelem 
lowers itself over a prone creature and attempts to 
suffocate its prey before sucking the entirety—body, 
clothing, and possessions—into its mouth.

The protrusions that rise from the creature’s back 
are built from the collected possessions of the dead, 
which it cannot digest. The protrusions grow larger 
with every subsequent kill. This also makes a zaelem 
dangerous in unpredictable ways. Depending on what 
odd assortment of objects it has integrated, when 
attacked, it could exude a poison, explode, or spew 
a cone of flames if a numenera weapon is amid the 
remains. The zaelem don’t know how to control the 
numenera, but they can be hazardous just the same.

If a PC is sitting or standing, the skulking bands attempt 
to knock them flat with a successful attack that inflicts 
no damage. If the zaelem succeeds, or if the character 
is already prone (perhaps asleep), it then tries to lower 
its large, flat body over the victim and suffocate him. 
Suffocation takes four rounds, and during each round the 
victim can attempt a Might defense roll to get free.

Zaelem attacks are the origin of the popular (and 
often misinterpreted) saying, “On the Wander, a man 
would do well to sleep with his best of friends.”

Loot: If the PCs succeed in killing a zaelem and 
take a closer look, they’re likely to find useable 
parts, explorer’s gear, and perhaps even 1d6 cyphers 
among the protrusions.

Light Swarms
It has been a long time since the people of the Wander 
have seen a light swarm, yet many wait for it with 

longing. The stories that have been passed down for 
generations describe it as a beautiful sight, something 
beyond words and wonder. However, it’s highly 
probable that no one alive today has ever seen one.

If the PCs encounter a light swarm, it happens 
faster than seems possible. One moment, the night 
sky is dark. The next, the entire sky is filled with 
blue-green orbs that seem to move in an intricately 
choreographed dance. The creatures are cool to 
the touch and do no harm to the PCs if they brush 
against the characters’ skin. The event seems to go 
on for hours, perhaps, until even the most interested 
people find their attention overwhelmed by the 
length of the dance.

This is no mere dance, however; it is the creatures’ 
transitory phase from larva to adult. They are 
connecting in long chains, spinning their way into 
giant triple helixes that, once complete, lose their 
luminescence and fall to the ground. The newly formed 
larval creatures are starving after their long transition, 
and the characters probably look like tasty snacks.

If the PCs are nearby when this occurs, they might 
be attacked by twelve larval creatures.

Taking the Girl
This encounter works only if the PCs have chosen to 
take Seria with them on their travels.

As the PCs bed down for the evening, they 
discover that four of the Peregrines from earlier in 
the day have followed them. Instead of the friendly 
conversation the PCs expect, the group asks them to 
hand over the girl, clearly meaning to do her harm.

With the right questions or intimidation tactics, 
the PCs might discover that the reason has to do 
with Seria’s ability to control the scutimorphs. The 
PCs can hand her over, scare the Peregrines into 
leaving without her, or fight them off.

ENCOUNTER 1:  
THE MOUTH CAIRNS CAMP
The PCs have gathered at one of the Mouth Cairns 
tucked in the shadow of a hulking metallic structure 
along the Wander. These shallow, circular hollows—
each marked by a short, round wall built from the jaws 
of dead Peregrines—are considered among the few 
safe places along this stretch of the route. Those who 
enter a bone circle must give some promise of their 
good intent to the slain lest the dead mouths awake 
and cast their retribution. Even those who don’t believe 
in the so-called Slaytongue may find themselves at the 
end of a weapon if they try to break the peace here.

Still, PCs have likely heard the rumor that 
something’s attacking even those sequestered in the 
cairns. Travel through the area is more dangerous 
than usual. Others camping in and around the 
Mouth Cairns have heard similar stories.

Zaelem, level 3, health 
18, Armor 2, stealth 

actions as level 4

Slaytongue is believed in 
some parts of the world 
to be the powerful and 

angry voice of the dead. 
Desecrate the memories 

or bodies of the deceased, 
and the Slaytongue will 

come for you. Many 
adults will say they don’t 

believe in the ancient 
curse, yet they reverently 
honor the Mouth Cairns.

Light swarm, level 2
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Once all the players are comfortable with where 
they are and what’s going on, read or paraphrase the 
following.

The camp is mostly peaceful, with about a dozen 
travelers sharing the sleeping and cooking space. 
There is no light swarm, but there are stars and 
glowglobes and a little drink, and the weather in the 
lee of the structure is dry and passable. In the early 
evening, you hear some disgruntled talk about the 
lack of a light swarm and a few whispered tales of the 
Iron Wind coming into the area. But it’s only when the 
conversation turns toward a recent rash of deaths in 
the Mouth Cairns that the group grows restless.

Rumors, insists one old man, both palms and the 
exposed length of his arms covered in elaborate 
bloodscar.

My mother saw it with her own eyes, says another, 
younger man, who points at a woman sleeping 
along the edge of the hollow and then makes the 
circle of augmentation with his fingers. She has 
mech eyes, and trust me, she sees everything. There is 
nervous laughter from the group. Most everyone has 
a mother, after all, and remembers her impossible 
eyesight, augmented or not.

Likely not human at all, says a third traveler, and a 
fourth and fifth agree.

The PCs can interject their own beliefs about what’s 
been happening at the Cairns. Characters who have 
been on the Wander for a while are likely to know 
more details, but the PCs can use this opportunity 
to share their own interpretations or to agree or 
disagree with other characters or NPCs. Feel free 
to add details about the NPCs and have them 
participate in the discussion, but keep in mind that 
they don’t get involved in the action or the rest of 
the adventure. (That’s why they haven’t been given 
names here.)

This is a chance for PCs to strengthen connections 
with other members of their party, so encourage 
them by taking the roles of various NPCs and joining 
in the conversation. (The truth is that the zaelem 
have been attacking people in the Mouth Cairns, but 
the question is: why?)

Late into the night, talk of odd wounds and dead 
bodies leaves everyone chilled despite the soft air, 
and the discussion finds many of the circle awake 
long after their usual hours.

Still, in the end, everyone sleeps, as they must, and 
there are not a few who find themselves surprised 
to wake in the morning whole and unharmed. There 

is something delicious about opening your eyes to a 
lifting light and realizing that it’s neither the glow of 
the afterlife nor the shine from the falling blade of a 
knife. The realization gives the morning’s activity a 
boisterous and comradely feel.

As you’re breaking camp, there is the sound of 
hooves in the distance. From far away, it perhaps 
sounds of an army, a huge number of creatures 
making their way toward the hollow, although 
there is no sight of such a thing, not even from the 
augmented eyes of the mother. Eventually, however, 
she makes out that it is actually just one creature, 
a scutimorph, coming across the sands from the 
direction of the False Woods at a superb pace, 
carrying at least two riders. There is a low murmur 
from the group at this news—herds of scutimorphs 
fill the False Woods at the northern edge of the Fifth 
Stretch, wrapping their segmented bodies around the 
heat-conducting trunks. No one rides the creatures.

You sure what you’re seeing, mother? asks the young 
man, only to be shushed by the others who strain 
their eyes northward.

The creature and its riders arrive quickly, its many flat 
feet barely disturbing the earth as it settles to a stop 
between the structure and the hollow.

One of the riders is a young man, clearly injured 
from a fight of some kind. His wounds are serious 
but probably not life-threatening. The other rider, 

BEALE

A beale is a rare genetic ability to offer mental 
suggestions to creatures, and people who have this 
ability are often called by the term as well. Beales 
are connected to one another by tenuous mental 
links that seem to intensify as they get closer to 
others of their kind. (Imagine a solar system where 
the gravitational power of a star pulls the planets 
closer to one another and to itself.)

The word “beale” is a bastardization of “beal,” 
a Scottish term for the mouth of a river or valley 
(originally from the Gaelic “beul,” meaning mouth). 
Presumably, the word was originally used tongue-
in-cheek, a way to describe those with the ability to 
communicate without using their mouth. It is the 
closest approximation we have today for the term 
which commands both respect and fear and is used 
as a curse in some parts of the Ninth World.

The GM can decide how quickly the PCs learn 
of the word and Seria and Boregal’s genetic 
makeup. At various points in the story, the GM 
should drop various clues about Seria’s unusual 
mindtouch ability, and the word “beale” might be 
whispered by those who fear or revere the power.

The circle of 
augmentation—a gesture 
in which a person makes 
two fists atop each 
other and twists them 
in opposite directions—
is used to designate 
physical augmentations. 
Occasionally used as a 
derogatory gesture.
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barely older than a girl, is clearly distraught. Neither 
of them bears the marks of the Peregrines, nor are 
their pants stained with the telltale blue-green hem 
of the area. Observant PCs may notice that the girl, 
even in her anguish, seems to be the one who is 
somehow taming the scutimorph. The scutimorph 
doesn’t allow anyone else close to it. By talking with 
the young man, who says his name is Patel, the PCs 
can easily learn that the girl is his sister, Seria; that 
they and their family were attacked by creatures 
called pallones; and that they are riding for help. 
Patel begs the PCs to take his sister to the Cylion 
Basin, saying that she needs some type of protection 
(although from what, he will not say), while he 
returns to help defend his family from the attackers.

If the PCs try to get more information from him, 
a successful Intellect-based roll means that he 
warms up to one particular member of the group. 
Patel might tell this person that Seria controls the 
scutimorph through her powers as a beale and that 
the protection she needs is for her mind, which is 
being affected by the strangeness that seems to be 
gripping the whole region. However, because he is 
very protective of Seria and reluctant to reveal her 
secrets, the difficulty to gain this information is 
increased by three steps, to a total of 5. No matter 
what the results of the roll, Patel will not share this 
information with the entire group, only in a private 
discussion with the single PC he speaks with.

Seria is clearly distraught, barely able to form 
complete sentences. The only time she speaks is to 
disagree with her brother. She asks the PCs to leave 
her and travel back with Patel to help her family in 
the False Woods. She insists that she can get to the 
Cylion Basin on her own. If the PCs make additional 
attempts to communicate with her, she continues to 
repeat her request.

GM Intrusion: If any of the PCs touch Seria at any 
point, they hear her utter something guttural and 
lyrical. However, the sound is only in their minds. It 
gives them an odd connection to her, and throughout 
the adventure, they will sometimes hear her nonsense 
words in their head. This form of geas does not urge 
the affected PCs to any particular action, but it gives 
them a sense of disquiet when they move close to 
places that are important to the girl.

The Scutimorph: Once Seria is no longer in physical 
contact with the scutimorph, the creature breaks its 
connection with her. If anyone attempts to touch 
it or even approach within 5 feet (1.5 m) of it, the 
scutimorph likely attacks. Otherwise, it skitters off.

PC Choice: At this point, the PCs must choose 
a path—help Seria by going to the Cylion Basin 

(Encounter 4), or help her family by going to the 
False Woods (Encounter 2). To get involved in 
the action, they’ll have to choose one of the two 
options, though it doesn’t matter which one. If the 
PCs split up, they’ll likely meet up again soon. (If 
the characters go separate ways, you’ll have to run 
multiple encounters at once, with each group of PCs 
dealing with only half of the situation. It’s not that 
hard to do—it’s like cutting back and forth between 
two scenes in a movie.)

Either way, the PCs will soon discover that 
something strange is afoot on a much larger scale 
than the lives of two young people. Something is 
creating odd disturbances among the creatures 
of the area. Although many people who live in the 
region have noticed the disruptions and might 
remark upon them to the PCs, few seem to have any 
understanding of the cause.

ENCOUNTER 2: THE FALSE WOODS
From far away, the False Woods appears be an actual 
forest, probably one that was cultivated. All of the 
large trees appear to be the same diameter and the 
same height. Only when the PCs get closer do they 
discover that the name “False Woods” is more than 
apt. This was once a sort of structure, but now it 
appears more like a grove of trees. However, the 
trees are not trees at all, but a field of synth tubes 
covered in a living mesh at the top.

Each brown-grey tube begins about 2 feet (0.6 m) 
above the ground and rises 20 (6.1 m) feet into the 
air. The tubes are about 10 feet (3 m) in diameter 
and hollow on the inside. A large scutimorph wraps 
around each tube, and the creature’s rough and 
cobbled brown exoskeleton makes the tube look 
like a real tree trunk. PCs attempting to climb the 
tubes on the outside find that the creatures release 
a vaporous substance that makes their exoskeletons 
slippery. Trying to kill or harm a scutimorph causes 
the creature to rear up from its coil around the 
tree, its large front pinchers seeking to damage the 
attacker. If one scutimorph wakes, the others begin 
to respond as well.

The interiors of some of the tubes have small 
cutouts, forming ladders of sorts. The mesh above 
the tubes, once some kind of protective roof, now 
hangs down in long strips and is littered with debris, 
both natural and artificial. Despite its age, the 
weaving is strong and, in most places, still supports 
the weight of a human walking across it.

Under the Geas: If any of the PCs are under the 
geas of Seria, the closer they get to the False 
Woods, the stronger their sense of unease 
becomes. It creates a sickening feeling in the 
stomach and a bit of a headache. Although this 

Patel, level 2

Seria, level 2, 
intermittent mind-

influencing and 
communication powers 

at short range as the GM 
sees fit

Pallone, page 251
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doesn’t impair the affected characters, it provides 
an opportunity for a GM intrusion. PCs who are 
in combat or conversation may find their sense of 
unease growing strong enough that they fumble 
their weapon, miss their mark, or suffer in their 
conversational skills.

Attacked in the Woods: While the PCs explore 
the False Woods, they are attacked by an agitated 
scutimorph. The creature acts erratically. Fortunately, 
if they manage to inflict 10 points of damage, it flees.

ENCOUNTER 3: THE RUINED ALDEIA
A few hundred yards into the False Woods, the PCs 
discover a clearing that appears to hold the remains 
of a small village: three triangular structures that 
are made of a living substance similar to the mesh 
above. These are clearly dwellings, and a quick 
inspection of the site shows that there once were 
nearly a dozen more similar structures, which have 
since been destroyed. A number of people are in 
the area, rebuilding the structures, cleaning up, and 
gathering weapons. The general mood seems to be 
exhaustion and fear. As the PCs arrive, the villagers 
suddenly take up arms, mostly long spears and staffs 
of metal and synth.

The characters might think that the villagers are 
preparing to harm them, but they quickly realize that 
the people are instead attacking thin, almost invisible 
creatures in the air above them. These creatures are 
the pallones that Patel warned them about.

Six pallones of various sizes attack the villagers 
and the PCs. They are especially aggressive, 
increasing their level to 3 for this encounter. 
The villagers are skilled with their weapons and 
competent in battle, although it’s clear that they 
aren’t used to fighting this particular creature.

PCs who assist in the fight are rewarded with 
gratitude from the villagers and invited to share a 
meal and conversation.

Talking to the Villagers: Possible NPC interactions 
include the following.

Naedi, the mother of Seria and Patel. She approaches 
the PCs as soon as it’s clear that they have come to 
help. If the PCs mention the names of either of her 
children, she is eager to hear of their fate. Naedi is 
equally keen to explain that this attack on their town 
is the second by the pallones in as many days. In her 
distraught state, she vehemently blames everyone 
but her daughter. 

However, a PC who calms her and makes her feel 
safe discovers that her true worry is that this is all 
Seria’s fault. She might even admit that Seria is a 
beale (getting her to reveal that fact is a level 4 task).

Lowd, Seria’s grandfather and the town’s current 
leader. He is concerned about his grandchildren but 
says, a bit gruffly, “That girl is capable of caring for 
herself and then some.” He seems more worried 
about rebuilding the town and preparing it to 
defend against further attacks. PCs who assist him 
with this task for more than an hour find that he 
offers his own view of the story: something under 
the ground is disrupting the natural order of the 
creatures in the area. “I feel its pull from the fingers 
of the west,” he says. This is a reference to the 
Embered Peaks, but the connection might not be 
obvious yet. Figuring out the reference at this point 
is a difficulty 4 Intellect task.

Vibris, a young man. Vibris seems to remain 
separate from the others. Although he fought bravely 
against the pallones, he retreats to the edge of the 
town after the battle, smoking and watching the 
other villagers. If the PCs approach him, he tries to 
send them off roughly with a glare or a harsh word. 
Those skilled in persuasion or charm (and who offer 
him a bit of food, something to smoke, or the like) 
hear him say, “Don’t believe those fools. This is all 
that girl’s doing. Why don’t you ask her why this has 
been happening?”

Other villagers talk generally about how creatures in 
the area have been unusually aggressive as of late. 
Even the scutimorphs have uncoiled from their tree-
tubes to attack without provocation.

PC Choice: From here, the characters can head 
west to the Embered Peaks (Encounter 7) or go 
to the Cylion Basin and try to track down the girl 
(Encounter 4).

ENCOUNTER 4: TROUBLED WATERS
If the PCs head toward the Cylion Basin, they most 
likely have Seria with them. Although she seems 
to have no physical troubles—she is able to keep 
pace with the group with surprising ease—the girl 
remains quiet and strained, clearly in some type of 
mental anguish. PCs who talk to her calmly without 
asking a lot of questions (for this roll, the difficulty 
is increased by one step) may discover that she’s 
worried about her family and village, and that she 
has an odd noise and pain in her head that makes it 
difficult to think or speak clearly.

If the PCs instead arrive in the Cylion Basin looking 
for Seria and Patel, someone points them in the right 
direction after they ask around a bit (or purchase a 
healing remedy). The siblings are with Darvin (see 
below), who has been unable to heal Seria due to the 
broken hounds in the synth garden.

Naedi, level 3

Lowd, level 3

Vibris, level 3
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Cylion Basin
Situated at the westernmost edge of the Fifth Stretch 
of the Wandering Walk, the town of Cylion Basin is a 
place of respite and healing for Peregrines and other 
travelers.

The region is named for a series of five small 
bodies of liquid, all roughly the same size—about 20 
feet (6.1 m) around and 3 feet (0.9 m) deep—that 
are arranged in a straight line. Each basin is filled 
from a natural source with a different color liquid. 
When travelers arrive in town on the only path, they 
encounter the basins in this order: red, orange, 
yellow, green, and black. Each basin is also filled 
with something else—a primordial soup of nanites, 
microscopic creatures, and other elements that help 
to heal minor physical ailments and illnesses.

The town grew up around the bodies of water, 
using them as a sort of main street. Most of the 
businesses are related to health and wellness, and 
the community boasts a wide variety of people who 
call themselves healers of one sort or another. A 
number of shops and stalls offer health remedies 
of various types—healing hands and chants, 
potions and pills, idols and candles, technical and 
mechanical objects, and more. It costs nothing to 
use the basins, but much of the town’s revenue 
stream is based on a busy tourist trade from the sale 
of other remedies. Thus, the basins are well lit, and 
people use them at all hours of the day and night.

Arrival: When the PCs arrive at the Cylion Basin, 
they notice that the town is bustling with a wide 
assortment of people in different stages of health. 
The many shops and stalls seem to have fewer salable 
goods than they might expect. PCs who comment on 
the lack of goods discover that the stores are having a 
difficult time getting supplies lately because many of 
the usual vendors have not come to town.

PCs who ask about getting help for Seria might 
end up with too much information. Once the 
villagers understand that it’s for the girl, they’re 
overly ready to help, hawking their wares and sharing 
contradictory suggestions that might leave the 
characters confused and frustrated.

However, PCs who spend a bit of coin at any of the 
shops notice a sudden switch in the personality of 
the vendor. 

Typically, the shopkeeper leans forward and shares 
the information as though it were a well-guarded secret 
rather than something anyone could learn for a shin 
or two. “Head back to the end of Main Street, past the 
black pond, and look for the sign with the brain on it.”

“Main Street” is just a set of long wooden planks 
laid down along both sides of the basins. In the 

waters, men and women and creatures play and 
rest. Children dart around you as you make your way 
down the rainbow stretch of ponds.

Of all the unnatural colors—the red of blood, 
the orange of sunset, the green of the brightest leaf 
against the light—it is perhaps the black that fills 
you with a sense of unease. If the liquid were tarry 
or oily, it wouldn’t upset your senses so much. But 
it’s watery, thin and yet as deep and black as if it 
were solid. Children splash and play in its darkness, 
spreading long streams of impossibly dark ink 
toward one another until it runs down their hair and 
skin in veins of black.

Look away if you can so you don’t forget what 
you’re searching for: a store, a sign. And beyond the 
black basin, there it is: a wooden sign with an actual 
brain nailed to it with two large, thick nails. From the 
size, the brain doesn’t appear to be human, but it’s 
hard to be sure.

Beneath the sign is a woman who wears the face 
of a mercurial healer. Sharpened shards of metal and 
synth protrude in semicircles around her eyes, the 
base of her nose, and the corners of her mouth.

“Come,” she says, without giving you time to speak 
or ask or even gape. “I know of what you seek.”

The woman’s name is Darvin, and she specializes 
in illnesses of the brain. Inside her shop are tubes 
and wires making machines that seem to be hodge-
podged together. She asks for the PCs’ story, but as 
she listens, most of her attention is focused on Seria. 
Darvin says she has a remedy but needs materials 
from the synth garden outside of town. The garden, 
she tells them, used to be a community resource, 
a place to produce many of the materials the local 
healers need for their potions and remedies, but 
recently a pack of broken hounds took over the area, 
keeping the healers away.

“It’s dangerous,” she might caution. “But those 
here would owe you, should you manage to return 
the synth garden to safety. Leave the girl with me so I 
can prepare her.”

If the PCs agree to go, Darvin asks them to bring 
back four long strips of a red metal as well as a golden 
pear, which “might give a bit of a shock to the touch.”

ENCOUNTER 5: THE SYNTH GARDEN
The synth garden is just outside town to the east. It 
looks something like a traditional garden, built with 
long rows. Some rows are home to flowering plants, 
herbs, or edibles, while other rows host growing 
things that seem as synthetic as they are organic. Six 
broken hounds have moved into the area, although 
no one knows why.

If the PCs succeed in killing the hounds and 

Darvin, level 4
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securing the garden, a little scouting will allow them 
to discover a row of plants that produces leaves 
made of long red metal, as well as a small bush that 
has one or two golden “pears” still on it. Any PC who 
picks one from the bush likely gets a bit of a shock, 
but it’s only on the first touch.

Those with skills in identifying and using plants 
or with the numenera might find additional things 
of use here as well. (The GM can expand on this as 
desired.)

If the PCs return victorious, Darvin says that she 
has prepared Seria but needs a day to fashion the 
cure. At that point, she says, Seria should be able 
to tell them more about what happened to her and 
provide clues as to their next move. Once word 
spreads of the PCs’ assistance in the synth garden, 
the townspeople welcome them with offers of free 
lodging, healing potions, and meals during their stay.

ENCOUNTER 6: A NIGHT IN TOWN
During the night, the PCs hear screams and thrashings. 
If they investigate, they discover three people who have 
just climbed out of the black basin. All three are covered 
in streams of small black bugs that flow like water down 
their skin. The bugs are easily shaken off and stepped 
on or smashed, but the victims have small purple 
bruises all over their exposed skin. The bruises aren’t 
painful, but they itch madly.

If a PC happens to be in the black basin during 
this time, she also experiences these bugs.

The town seems upset by this incident but not 
surprised. The general consensus is that this type 
of thing—the broken hounds moving in, harmful 
creatures in the basins—seems to be happening 
more and more.

In the morning, Seria is sporting an odd new 
faceplate: two red and gold strips across her left 
cheek. In many ways, she seems like an entirely 
different person, now chattering and laughing, 
teasing the PCs, thanking them for their help, and 
making preparations to return to her family.

If the PCs ask her, she tells them that she felt a 
mind connected with hers from the northwest, a 
machine-man deep in the earth. She draws a map for 
them in the dirt, clearly denoting the seven-fingered 
mountain peak as the place she is referring to. It takes 
little effort to realize that this is the Embered Peaks.

“He’s scared,” she says. “But I don’t like him. He 
made me feel bad, and I don’t want you to help him. 
But you have to. I think you have to.”

No matter what the PCs say, Seria makes it clear 
that she is going back to her family to make sure they 
are safe and well.

Any PCs who were formerly connected with her now 
feel that sense of unease lifted, and they’re surprised 
to discover how much better they suddenly feel.

ENCOUNTER 7: EMBERED PEAKS
If the PCs travel to Embered Peaks, they find what 
should be a simple town. The majority of the 
buildings in the center of town are made of stone 
and steel, with a dark green cement mixture between 
the blocks. On the outskirts, homes are mostly 
carved out of the mountain edges, often revealing 
the dark green interior of the landscape.

However, Embered Peaks seems to be in some kind 
of upheaval, nearly pushed to the brink of insanity. 
Signs of destruction and violence—broken windows, 
recent fires, people with bandages—are everywhere. 
The merchants, cavot farmers, and pilgrims are too 
scared to talk to the PCs or to one another. They look 
at the PCs (and at many of their fellow residents) with 
obvious mistrust. Groups of people gather in small 
clumps, whispering among themselves and preparing 
for the next outbreak of violence.

If the PCs ask about the violence, they get a bizarre 
mixture of answers, all expressions of Boregal’s 
paranoia and insanity:

in the middle of the night, praying to some dark 
god. I think I have to kill them.”

that knows the truth about the universe.”

machine in their brains. You can see it when they talk.”

everyone started attacking everyone else. It was 
like living in a madhouse.”

asking me that.”

With some persuasion or intimidation (a level 4 
task), the PCs might get someone to tell them to 
search out Magistrate Yieran, who can be found in 
the Forum of the Dead—the circular stone building 
in the middle of town. Yieran is the leader of the 
devoirs and, thus, of Embered Peaks itself, although 
no one has seen him for days.

If the PCs inquire about a resurrection machine or 
any kind of machine, not only do they get no answer, 
but the person either attacks them on the spot (a 
typical resident is level 2) or waits to gather a few 
friends and attacks the PCs later.

Looking for Yieran: Inside the Forum of the Dead, the 
PCs enter an outer office that seems to have been 
ransacked. Papers and machinery are strewn about. 
An observant character might notice a few splatters 
of blood on the floor and furniture (a level 5 task).

A rather frantic young man seems to be looking 
for something in the outer office, his blond hair 
falling over his face as he stops his search to greet 
the characters. This is Chahil. If the PCs ask about 

PCs who spend any time 
in the basins add 1 to any 
recovery rolls they make 
while in town.

Cavots are small, black 
rodentlike creatures. As 
vegetarians, they subsist 
on a diet of echar berries, 
found on shrubs that grow 
best in dark, wet places. 
Unable to digest the 
seeds of the berries, the 
cavots discard them after 
having polished them to 
a beautiful yellow shine. 
Many of the villagers raise 
cavots and use the seeds 
not only as currency but 
also as signs of wealth, 
decorating their clothing 
and personal belongings 
with them.
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Magistrate Yieran, he says the magistrate is not 
seeing anyone right now due to the murders.

If the PCs are diplomatic, they can get him to 
answer some inquiries, but nothing seems to make 
sense. Chahil talks about the devoirs both as if 
they will be back at any moment and as if they’re 
all dead. It’s difficult to get any real information 
out of him. Chahil insists that the PCs come back 
later. However, if they are persistent and persuasive 
(tasks to convince him are level 6 due to his agitated 
state), Chahil takes the PCs into the inner office to 
see Yieran. If the PCs get nowhere with Chahil, they 
might need to devise a plan to sneak in on their own.

Sneaking In: The door to the magistrate’s inner office 
(in the very center of the building) has two locks and 
requires two rolls. The first lock is level 2, and the 
second—an ornate metallic box filled with moving 
pieces like a sliding puzzle—is level 4.

The inner office holds nothing out of the ordinary, 
just a desk and a few trunks. Observant PCs notice 
that the room seems particularly cold in its very 
center—an area about 5 feet (1.5 m) square where 
the temperature drops dramatically. If they jump 
or step in that space, the floor echoes as if it were 
hollow. Any PCs who get down on the floor to look 
find a circular door with a button next to it. Once the 
button is pressed, the door opens very quickly; PCs 
standing above it must make a Speed defense roll 
(level 2) to avoid falling through the hole.

If they fall, they drop into near blackness 30 feet 
(9.1 m) down a circular set of stone stairs. They 
suffer 3 points of damage.

If they don’t fall, the stairs are not dangerous at all, 
as long as the PCs don’t misstep while descending.

ENCOUNTER 8: DEEP SLEEP
At the bottom of the stairs, a hallway leads to a locked 
door with a mirrored panel next to it. If the PCs sneaked 
in on their own, they have to figure out how to get 
through the whisperlocked door. To open the door, one 
must touch the panel and say “Vaddershim,” jimmy the 
level 6 lock, or break down the door (a level 5 task). If 
Chahil is with the characters, he knows the key and can 
take them right in.

Beyond the door, the PCs find Yieran and 
the source of all the problems that the area is 
experiencing. If Chahil is not with the group, alter 
that part of the read-aloud text.

The stairs are circular and well worn, the air beneath 
the floor colder than you might expect. An odor of 
something sharp and rotting—perhaps fruit, or burnt 
meat, or a dead creature beneath the floorboards—
assaults your nose. At the bottom of the stairs, a 

series of wall torches leads the way down a tunnel. 
At the end, Chahil puts his hand against a mirrored 
square and says something inaudible, his lips 
actually brushing the surface of the square. A door 
opens to reveal a large, unadorned room. This is no 
basement or subroom but a mortuary—a pre-tomb.

Bodies wrapped in strips of cavot-dyed shrouds, 
the purple fabric dark as bruises, rest prone on 
benches. The only unwrapped parts are their heads. 
Faces stare blankly upward, eyes wide, mouths slack. 
The heads of all the dead are shaven, and scorched 
into each of their foreheads is a black mark about the 
size of a man’s fist.

At the far end of the room, well lit by flames and 
glowglobes, a tube comes from the wall, a large 
sparking plunger resting in a clear vat of bubbling water.

At the room’s center, a man leans over one of the 
corpses, his ear to the dead man’s mouth. It looks 
a bit like he’s listening for breath, except for the fact 
that the dead man’s mouth is moving. No, not just 
moving—speaking.

Magistrate Yieran: The leader of the devoirs and the 
town is a tall, soft-spoken man who has been pushed 
too far. His clothing is carefully tended, and his 
emblems of position—a rectangular silver pin at his 
throat and a circular bit of metal that he always holds 
in his right hand—are clean and shiny.

He doesn’t seem surprised to see the PCs approach, 
and he acknowledges their presence with a nod.

 “Are you here to hinder me or to help me?” he asks.
If the PCs say “help,” he nods and will answer 

their questions, although he occasionally gives 
them orders, such as handing him various tools or 
sweeping up.

If the PCs say anything else, Yieran completely 
ignores them and goes back to dealing with all the 
dead around him.

Through conversation, the characters can learn:

machine, which lies still farther below, as well as 
what Yieran knows of Boregal—which, truthfully, 
is not much.

actually raise the dead but can bring them 
back to life long enough to ask them a single 
question.

If the PCs ask Yieran what he asked the dead man, 
he won’t tell them, saying only, “I asked the wrong 
question yet again.” The magistrate seems to 
know nothing about the strange happenings in the 
outside world.

Yieran has clearly lost his grip on reality and has 

Magistrate Yieran, level 4
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All of the “Read Aloud” 
text is information that 
the PCs probably need 

to know. You can, of 
course, paraphrase this 

information in your own 
words.
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nowhere to turn. He asks the PCs for their help with 
the machine. “I have killed as many as I dare,” he 
whispers. “And I have learned nothing. But I would 
rather have the machine not at all than let it destroy 
the town I love.” After Yieran says this, the PCs can 
learn that the dead all around are the other devoirs. 
He killed them all so he could question them and 
learn how to stop the machine from torturing 
everyone into madness.

From one of the tables, he takes a long-handled 
tool with a spiked pinwheel at one end. “Cut him 
loose,” he says, “or kill him. For I cannot.” He bids 
the PCs to follow him.

Yieran unlocks a large door, a tubular passage that 
is filled with light. It slants downward. At the end of 
the passage is a great triangular room. Most of the 
room is taken up with a large gelatinous mass, like 
a thousand translucent black bubbles with glowing 
red interiors, attached to the wall with cords and 
conductors. Bits of mechanical things and machinery 
are strewn about and piled up, giving the room the 
impression of a tech junkyard.

You hear a voice in your heads—a few nonsense 
words, accompanied by a sense of panic. A clear plea 
for help. A shriek. Mumbled pleading.

The mass is slightly soft to the touch and very warm, 
but it doesn’t move or respond when touched.
Along the back of the mass, near where it joins       
the wall, runs a seam that seems to fit the tool the 
magistrate gave to the PCs.

The mass is Boregal. There is no way to 
communicate with him in this state except with 
mental powers. If any of the PCs have such abilities, 
they can try connecting to Boregal’s mind. At first, 
this results in messages of utter panic and stronger 
pleas for release. If they soothe him and convince 
him that they can help him escape (a level 5 task), 
Boregal becomes calm and guides them to a small 
switch on the bottom of the mass. Flipping the 
switch essentially causes the bubbles to burst and 
melt, leaving only the petrified brain. All is quiet from 
within it—at least for now.

If the PCs attack or damage the mass, attempting 
to destroy it, Boregal begins using his mind attack 
powers on everyone in the room.

If the PCs use the tool to cut along the seam, the 
mass collapses to the floor. Inside it is a petrified 
object that once might have been a brain. As soon 
as the brain is released, it begins to draw all loose 
material in the room toward it to create the shape 
of a human. Stones, small weapons, tools, bits of 
the gelatinous mass, and anything the PCs aren’t 
holding onto become part of the body structure.

READ       ALOUD

“When I say that some 
of my best friends are 
artificial, most people have 
no idea what I’m talking 
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Boregal
Level 5 (15)
Description: While his brain is still of this world, 

the body of Boregal no longer exists. However, 
the strength of his beale is such that he can 
do more than touch other minds; he can 
control inanimate objects to build himself a 
body again. Once his new body is complete, 
he fights by attacking with his mind and his 
physical form.

Motive: Self-defense, the desire to be free
Health: 20
Damage Inflicted: 3
Armor: 2
Modifications: Attacks those with mental powers as 

level 6.
Combat: Boregal’s primary mind attack is to 

disorient and confuse a foe, but the attack also 
deals 6 points of Intellect damage (ignoring 
Armor) to everyone in long range. If a foe 
comes close enough to touch Boregal’s body, he 
responds with a defensive physical attack.

As an alternate attack, Boregal can target 
a single PC and cause the victim to lose her 
next turn as well as suffer 6 points of Intellect 
damage.

Interaction: While Boregal is within the machine, 
telepathy is the only way to communicate with 
him. If released, he can speak and hear normally. 
He is confused, terrified, angry, and paranoid. 
Boregal is clearly half mad with panic, fear, 
and the amount of time he has spent trapped 
between life and death. There is no reasoning 
with him.

Loot: The core of Boregal’s petrified brain cannot 
be destroyed, and it still seems to have a 
small amount of power—probably a result of 
the amount of time it has been connected to 
machinery. This core could be used to restore 
power to a depleted artifact if a character makes 
an Intellect roll (use the depleted artifact’s level 
as the difficulty).

GM Intrusion: Boregal takes mental control of a 
character and forces her to fight her friends for 
two rounds.

Rescuing Boregal: If the PCs successfully 
communicate with Boregal and calm him with 
truth or lies, he remains (or goes back to being) a 
petrified brain. Afterward, he can speak with them 
telepathically whether they have mental powers 
or not. The PCs can take him out of this place 
and do whatever they feel is right with him. The 
people and creatures in the region are no longer 
pushed toward fear and madness, but they must 
cope with what has happened. They have no idea 

what caused the disturbances or why the trouble 
stopped.

A pacified Boregal could become an NPC 
companion for the PCs. He will never again take 
physical form and he refuses to use his powers to 
harm others, but he could be a telepathic translator 
or simply a strange friend. He has no knowledge of 
the current world that is of any use to the PCs.

Fighting Boregal: The fight is likely a dangerous one. 
Both Chahil and Yieran, already pushed to the brink, 
are easily controlled by Boregal and fight on his 
behalf if present.

Destroying Boregal ends his effects on the people 
and creatures of the region. Further, those who were 
affected realize that they were being influenced by 
an outside force, which—while still awful—makes it 
easier for them to recover and move on.

Dealing With Yieran: If Yieran survives the encounter, 
the PCs might believe that he needs to be held 
accountable for his crimes. In truth, the magistrate 
wasn’t simply being mentally influenced. He is 
genuinely insane and remains so no matter what 
happens with Boregal.

Loot: Among the objects in the room, PCs discover:

breeze when activated

allows nearby sleepers to have pleasant dreams in 
which they eat their favorite foods

that ends in a foot-long metal bar that gives 
an electrical shock. It inflicts 3 points of Speed 
damage and stuns the victim, causing him to lose 
his next turn. Depletion 1 in 1d10.

ENDING THE ADVENTURE 
Embered Peaks will need time to recover from the 
emotional and physical damage that occurred, not 
to mention the loss of all the town’s leaders. The 
townsfolk are grateful that they were saved but also 
embarrassed and a bit resentful. PCs looking for 
hearty congratulations won’t find much.

Beyond the town, the residents of the surrounding 
region likely never know what actually happened. But 
the strange behavior from people and creatures has 
come to an end, and for that, they are happy.

The PCs might wish to resume their pilgrimage on 
the Wandering Walk, or they might end it here.

If it all comes down to a 
fight, it should be an epic 

one. Take a look at the 
encounters that you’ve 
played through already 

with the PCs. Were they 
too hard or too easy? 

You may want to tinker 
with Boregal’s stats to 

make them just right for 
your game. If one PC 

regularly deals 9 points 
of damage (which would 
take Boregal down in just 

three hits), for example, 
increasing Boregal’s 

Armor by 1 point will 
allow him to last at least 

one more round.

Experience Point Award:
In addition to awarding 

XP for any artifacts 
gained, award each PC 
1 XP for discovering the 

truth about Boregal and 
1 XP for dealing (one 
way or another) with 

the threat he posed to 
the area. Finally, you 

might consider awarding 
each PC 1 XP for helping 

Seria and Patel and 
discovering that looks can 
be deceiving—sometimes 

great power comes 
disguised as something 

that appears frail.
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SEEDSHIP

“Seedship” is an adventure for characters 
who have some experience and background 
in exploration. In many ways, it’s the 

perfect example of the “explore an ancient ruin” 
adventure. Although it’s set in the town of Druissi 
in the Ba-Adenu Forest, it could easily be relocated 
almost anywhere in the Ninth World.

BACKGROUND
Those who built the town of Druissi on the half-
buried hulk of an ancient, unknown structure 
probably chose that place because they knew of 
the boon it would bring their families. Heat rises 
constantly from the synth and steel hulk year-round, 
warming homes, cooking food, and saving lives 
during the winter.

If those who built the town also knew of the 
potential dangers their buried structure might 
someday bring, they turned a blind eye.

But no more. The structure is actually far more 
ancient and more dangerous than anyone but the 
most learned might have guessed. Once a mode of 
transport for mysterious 
beings of a prior world, 
the vessel crashed into 
the earth aeons ago, 
becoming a buried 
prison for whatever still 
lived inside.

After a recent 
earthquake, more of 
the wreckage has been 
revealed, including an 
area where the metal 
seems to have rent 
apart, leaving small 
openings in the side. 
The people who live 
on the surface know 
only that their once-
coveted warmth is now 
alternately freezing 
and boiling, that a dark 
orange liquid sometimes 

seeps from the earth into the floors of their homes, 
and that some residents of Druissi have gone 
missing.

The town leader is attempting to keep a tight lid 
on the tragedy, but members of the Hozai—a small 
religious group forecasting doom—are prophesying 
that a great evil is awakening in the earth and coming 
for those who have abused its power.

SYNOPSIS
The PCs decide to explore the ancient vehicle, not 
knowing anything about its nature.

They may discover that a woman bent on solving 
the problem of the toxic seepage found a way to deal 
with it but came to an untimely end. They might 
be able to finish her work. The characters may also 
discover that the structure is a vessel of some kind, 
perhaps from another dimension, and that it holds 
seeds that contain dangerous consciousnesses that 
want new bodies in this world.

The PCs may also discover that the Hozai are not 
entirely what they seem.

Druissi, page 191
Ba-Adenu Forest, page 189
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GETTING THE PCS INVOLVED
The player characters might hear of Druissi and the 
strange structure beneath it via tales told elsewhere, 
or perhaps they arrive in town while traveling. Thanks 
to its warm baths and heated rooms, Druissi is a 
coveted rest stop for travelers, and many on the road 
recommend it as a good place to stay.

Use one of the following hooks to get the PCs 
interested in exploring the vessel:

Reward: The mayor is offering a reward for anyone 
willing to quickly and quietly enter the structure, 
kill everything they find, and seal the hole. He also 
slyly hints that he’d be willing to reward anyone who 
shuts up the loudest of the Hozai, a man named 
Nerr, whose loud, aggressive doomsaying scares the 
townspeople.

Rescue: A man named Geirn says his wife has 
disappeared. He doesn’t have anything in the way 
of reward to offer, but he begs the PCs to look for 
her. Although he keeps saying that she was taken 
by something from the wreckage, he occasionally 
misspeaks and hints that she might have gone into 
the structure of her own accord.

Recovery: Although most of the Hozai loudly proclaim 
the coming of great evil, in reality they just want to 
keep people out of the structure so they can explore 
it themselves. However, one member of the Hozai, a 
man named Theybis, approaches the PCs for help. He’s 
afraid to enter the structure, but he’d like samples of 
its materials and creatures for his own use before the 
other members of the religious group get hold of any of 
it. Theybis promises the PCs that he will create a useful 
numenera device for them from parts of the wreckage if 
they bring him the samples he seeks.

AREA 1: OUTER HULL
If the PCs examine the outer part of the structure, 
they gain a bit of information. Remember that no one 
in Druissi knows anything of its nature beyond the 
obvious. They don’t even know that it’s a vehicle.

The visible section of the ancient structure is curved 
and appears to be made of various metals and synth, 
joined with knobs, smooth seams, and elements that 
resemble hinges. Most of it feels smooth, and some 
parts appear more malleable (yet too strong to break or 
tear easily). Other sections—most of which are circles 
about 6 inches (15 cm) wide—seem to be made of 
tightly woven mesh. The material vibrates with a slight, 
constant shudder and is warm to the touch.

The visible section of the structure is about 500 
feet (152 m) long and at least 200 feet (61 m) wide, 

some of it covered by the buildings of Druissi. This 
aboveground section seems to be just a portion of 
the entire size, giving the impression that the buried 
sections must be enormous.

The hull is impossible to breach. Any efforts made by 
the PCs barely leave a scratch.

The recent earth movements appear to have opened 
the vessel in a number of places. Most of these 
openings are small—a few inches to less than a foot 
in width—but one seems almost large enough for the 
PCs to fit through. Widening the hole through the use 
of force is a Might task with a difficulty of 4. However, 
it looks like someone or something else already 
attempted to widen the hole and possibly succeeded 
before returning the material to its original position.

AREA 2: ENTRY CORRIDOR AND 
MEZZANINE
Entering through the hole begins the PCs’ 
exploration.

The smell that rises from the widened hole is one of 
chemicals and rot, an underlying odor that is there and 
then gone. The hole appears to lead into a shaft or corridor 
about 6 feet (1.8 m) wide. The walls and ceiling are made 
of overlaid strips of synth, and the floor consists of a 
translucent material that bows lightly as you step on it. 
The area below the floor is a shadowy expanse, broken 
occasionally by blinks and streams of glowing colors.

PCs who continue down the tunnel move in darkness, 
unsure whether they’re heading toward anything at 
all. Occasional sections of the floor sink deeply when 
stepped on or are torn open; the broken sections are 
easy to see if the PCs have a light source.

About 100 feet (30 m) along, the tunnel stops 
abruptly and opens into a larger room that seems 
to be a mezzanine. Built of the same material as the 
tunnel, this room has a low ceiling with large squares 
of fabric hanging down from it. At the farthest end 
of the room, the wall is made of crisscrossed strips 
of metal that form squares about 6 inches by 6 
inches (15 cm by 15 cm). On the other side of this 
wide grating or grid, the vessel opens farther in 
all directions; it’s impossible to see anything but 
blackness and occasional moving lights.

The Grid: PCs who touch the grid barehanded get a bit 
of a shock—nothing harmful, but enough to be very 
unpleasant. (If a character touches it for a full round, 
it causes 1 point of damage that ignores Armor.) 
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The ship is, of course, 
much larger than the 

few areas described here. 
Feel free to add doors 

and corridors that lead 
off into other parts of the 
ship. These parts can be 
created by you ahead of 

time, or you can have the 
doors or access points you 
add be blocked or locked, 
providing an opportunity 

for later exploration.

Might, page 20
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Attempting to slash or cut the grid with anything 
metallic increases the shock, causing 1 point of 
damage that ignores Armor. Cutting through the level 
4 grid is possible with standard tools or weapons, but 
doing so will cause many shocks—thirty in all. Thus, 
one character who cuts through the grid alone suffers 
30 points of damage, but three characters who work 
together to cut through each suffer 10 points.

The other walls, ceiling, and floor are 
impenetrable.

After searching the entire mezzanine, the PCs 
discover a large gelatinous circle that seems built 
into the floor near the metal grid. Passing a hand 
over the circle causes it to light up in a swirling 
orange spiral. While someone holds his hand over 
the circle, the grid no longer produces a shock.

Beyond the grid, the drop down to the floor of the 
chamber beyond is about 20 feet (6.1 m). This is the 
vessel’s main room (area 3).

Hidden Hatch: In the southern portion of the 
mezzanine, a secret panel on the floor hides a passage 
that angles down to the main room like a chute. 
Finding it is a level 6 perception task, although a bright 
light source decreases the difficulty by one step.

Steel Spiders: If the PCs explore the fabrics hanging 
from the ceiling, they are attacked. Otherwise, the 
attack can occur anytime while they explore the room.

From overhead comes the quiet sound of metal 
moving against metal. There is a soft rustling from 
the hanging fabric, and the cloth begins to shudder 
lightly, as though moved by an unseen breeze. 
Slowly, a long black leg curls over the edge of one 
of the fabrics. Then another, and another. Soon, you 
see the bodies that follow—metallic and shiny black, 
scuttling along on eight legs, and spinning thin, 
metallic webs that shimmer in the darkness.

 
The creatures are steel spiders. As the PCs move 
through the room, four spiders drop down from their 
homes inside the fabrics, quickly spinning long, metallic 
webs that are razor sharp and inflict 4 points of damage 
if touched. The creatures moved to this area after the 
earthquake to await the appearance of new prey.

AREA 3: THE MAIN ROOM

This chamber is large—hundreds of feet wide and 
possibly half again that much in length. The lighting 
is very dim, although you have a sense that things 
are moving about in the shadows among the plants 

that fill the room. From floor to ceiling, this place 
appears to be about 50 feet (15 m) high, and higher 
toward the center.

PCs who climb or jump down from the mezzanine 
discover that the ground of the main floor is marshy 
and damp. The floor appears to be a combination of 
muck, mud, and plant matter. Characters who stand 
still for longer than a moment might feel something 
slither over their feet or along their legs. The smell is 
one of stagnant water and rot.

The lights that the PCs saw from above are now more 
visible, and it’s clear that many of them are moving.

PCs with a light source see that the room is like 
a jungle, filled with tall, white and blue plants with 
broad leaves and even some thin, thorny trees. 
They likely have to hack through the foliage to make 
their way around the room. These plants are unlike 
anything encountered outside the structure, and they 
clearly don’t require sunlight.

The room teems with strange insects flying and 
scuttling about. They’re annoying, but they’re not 
dangerous (and, like the plants, they’re entirely 
unfamiliar).

A number of mostly innocuous biomechanical 
creatures—the sources of the moving lights—scurry 
through the muck, seemingly unaffected by the 
presence of the PCs. They are far more machine 
than living being, and their appearance resembles 
nothing the PCs have ever seen. They avoid other 
creatures by scurrying up into the trees. Characters 
with knowledge of the numenera may see the value 
in attempting to catch (a level 5 Speed task) and 
dismantle these creatures. The inner components of 
one in every three can be fashioned into a random 
cypher by any PC who makes an Intellect roll with a 
difficulty of 4.

Returning Here Later: When the PCs go to another 
area and then come back to this room, they find that 
four members of the Hozai have entered the vessel. 
The two groups probably startle each other. The 
Hozai react to the PCs with a great deal of hostility—
no one is supposed to be inside the structure. If the 
PCs were sent by Theybis and they say so, this might 
alleviate some of the hostility (but only because the 
Hozai redirect their anger toward Theybis for sending 
outsiders into the forbidden structure).

The Hozai know that the mysterious structure is 
actually a vessel, and they suspect that it originated 
in another dimension. They have no proof, but they 
eagerly seek confirmation of their theory.

The Hozai explorers are interested in the creatures 
and plants in this chamber. They have abandoned 
their ceremonial robes and symbols and instead wear 

Steel spider, page 260

Speed, page 20

 
Intellect, page 20

Hozai Explorers, level 4, 
1 Armor
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in front of you and echoes around the room. A 
moment later, other voices join in. Some sound 
human and in anguish, others animalistic and in fear.

The Stairs: Moving up and down these tall, wet 
steps is difficult. Characters must move very slowly 
or attempt a level 3 movement task to ascend or 
descend without slipping and falling. PCs who fall 
take 1 point of damage and are prone.

The Room: The water in the room is at least 6 feet 
(1.8 m) deep in most places, and the sides of the 
room are slippery.

If PCs with light come down into the room, at first 
it appears that the water is filled with a number of 
creatures and people, with only their heads above the 
surface. However, what the PCs are seeing is actually 
a mesomeme, and it rises out of the water to attack 
soon after it hears them enter the area.

If it can, the mesomeme attempts to grab a 
character and hold him underwater. The PC must 
attempt a Might defense roll each round to escape. 
If the victim fails the roll eight rounds in a row, he 
drowns. The mesomeme can hold one creature 
underwater while still engaged in combat with 
others.
 
Under the Water: If the PCs search this large area 
carefully, scouring the water-covered floor, they find 
a clear synth disk about 4 inches (10 m) in diameter. 
Such a search requires at least an hour. The disk 
makes opening the doors in area 6 very easy. 

AREA 6: FLAME CORRIDOR
At the back of the main room is another large 
round door. This one appears to be made of ice, but 
touching it reveals that it’s constructed of the same 
material as the opposite door, just with a different 
appearance. It slides open easily.

Through the door is a long hall about 20 feet (6.1 m) 
high and 20 feet (6.1 m) across. Unlike the other areas, the 
hall is well lit, with flickering yellow lights along the ceiling.

The floor is wet, although not as wet as the strange 
jungle room. Thanks to the overhead lights, you can 
see that the liquid is dark orange—perhaps the same 
fluid that the residents of Druissi saw coming up 
through the ground. Thicker than water, the liquid is 
warm to the touch and seems to flow from the space 
ahead toward the main room you just left, behind 
you. At the end of the corridor, you see a pylon of 
green translucent stone, which stands about 8 feet 
(2.4 m) high. It’s surrounded by three circular doors.

Discerning PCs may 
realize that the woman 
they hear as one of the 

mesomeme’s talking 
heads is that of Geirn’s 

now-dead wife. 

goggles, helmets, leather suits, gloves, and boots, 
and they carry all manner of gear: ropes, grapnels, 
large sacks, specimen jars, small cages, tools, and 
so forth. Of course, they aren’t foolish—they are also 
well armed with dart throwers, broadswords, and 
spears, and one member carries a cypher: a heat ray 
emitter that inflicts 9 points of damage.

AREA 4: FRONT HULL
Toward the front of the vessel is a large round door 
that glows softly and, at first glance, appears to 
be covered with flowing water. Touching the door 
reveals that it’s made of an unknown material that 
appears to be dry and yet flowing. Despite its weird 
appearance, the door is easy to slide open.

This triangular room is lit by gooey globs that are 
attached to the walls, the many instrument panels 
(some intact, others destroyed), and almost every 
other surface. The globs glow in a variety of colors and 
seem to move slowly over the surfaces in unknown 
patterns. Most of the walls are constructed of the same 
translucent material that you’ve seen before. Through 
them, you can see the rock and debris surrounding the 
buried structure. On the other side of the walls, large 
tunnels have been dug through the dirt.

Discovering 1d6 random cyphers among the panel 
debris is a level 4 Intellect task. However, anyone 
who makes an Intellect roll with a difficulty of 6 finds 
1d6 more cyphers as well as a random oddity.

PCs can take the globs with them as temporary 
lights, although a single glob isn’t very bright (and 
fades if removed from the vessel). It will stick to 
clothing, provided a PC can stand to feel the heat of 
a glob as it slowly crawls across her body.

If the characters spend more than ten minutes 
exploring this room, they discover a torn bit of skrip 
that appears fairly fresh, filled with handwritten notes 
and an image of a numenera device. The only legible 
writing says, “Heat heals fissures.”

AREA 5: SUNKEN STAIR
Along the far edge of the main room, a set of stairs 
leads down, although each “step” is nearly 3 feet (0.9 
m) high. Liquid runs down the steps, making them 
slippery but manageable. At the end of seven steps, 
the stairs disappear into a room filled with liquid.

At the bottom of the stairs, you hear the sound of a 
woman’s voice, a soft cry in an unfamiliar language. 
The only understandable word is a name—Geirn. 
The voice seems to come from the watery blackness 
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The Pylon: If the PCs proceed down the corridor, 
the pressure of their movement through the air 
activates a flame that spews forth from a hole in the 
western wall. The fire inflicts 6 points of damage 
(ignoring Armor) on any character who fails a 
Speed defense roll. Those who make the roll still 
suffer 3 points of damage.

However, if the PCs look, they see a dial on the 
wall at the north end of the hall. On the dial are a 
number of symbols. None of them means anything 
to the PCs, but if they turn the dial to the symbol 
that looks the most like the pylon, the pylon moves 
forward, blocking the flame jet. If the dial is turned to 
any other setting, roll a d20:
1–2 The pylon moves away from the flame. There 

is no way to make it move in front of the jet.
3 A panel opens in the eastern wall, and now 

there are two flame jets.
4 A panel opens in the wall, exposing random 

mechanisms (nothing of importance).
5 A shrill siren shrieks for ten minutes. (This 

likely draws the automaton in area 8 into the 
hallway.)

6–20 Nothing happens.

The Doors: The three circular doors are made of a 
metallic material of level 7 strength. The door on the 
right bears deep scratches along its surface, as if 
another person or creature tried to open it.

Opening these doors is difficult without the synth 
disk from area 5. If that disk is present, a third of 
it lights up. The door that it now “points” to opens 
easily by sliding to one side. Only one door can be 
opened at a time.

AREA 7: WRECKAGE
The door to this area has been forced open in the 
past, but that doesn’t make it any easier to open now.

This area is a wreck, with debris littering the floor. 
Part of the structure has collapsed, and metallic 
support beams have crashed down from the ceiling, 
exposing mechanical conduits above.

Searching the Chamber: It takes at least an hour 
to search this room thoroughly. The PCs can find 
another skrip, as in area 4, but doing so is a difficulty 
3 Intellect task. The scrip shows another drawing, 
this time a sort of map showing a rough sketch of 
areas 2, 3, 4, 6, and 7. The word “Vessel?” is written 
on one side of the scrip. On the other side are the 
words, “But from where?”

The chamber also has 1d6 – 1 cyphers and a 
cobbled artifact composed in part from the debris; 

finding them is a difficulty 4 Intellect task. The 
artifact matches the image drawn on the skrip in area 
4. The device is a molecular bonder, which can be 
used to bond the leaking tank in area 10 back to its 
original strength.

AREA 8: GUARDIAN
This chamber is mostly empty except for the 
guardian automaton that stands here, waiting for 
intruders. It attacks immediately and ruthlessly, 
fighting until destroyed.

The automaton resembles a barrel-chested giant 
of a man with four arms. Two of the arms hold metal 
shields, and two end in long and terrible blades.

Guardian Automaton
Level 5 (15)
Health: 25
Damage Inflicted: 5
Armor: 4
Movement: Short
Modifications: Speed defense as level 7 due to 

shields. If struck in a vital spot on its head, the 
automaton drops both shields.

Combat: A straightforward combatant, the guardian 
automaton runs into combat and attacks, making 
two attacks each round as a single action. There 
is a vital spot on its head that a PC can notice by 
making an Intellect roll with a difficulty of 5. If a 
character states that he attacks that spot directly 
and hits, the automaton drops both shields, 
reducing its Speed defense to normal. In addition, 
its two extra arms become useless.

Loot: Salvaging the wreckage of the destroyed 
automaton yields 1d10 shins, 1d6 cyphers, and 
an oddity.

READ       ALOUD

Molecular bonder, page 308
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AREA 9: THE SEEDS

Glistening like eggs of glowing blue glass, eight 
nodules, each 2 feet (0.6 m) high and half as wide, 
are positioned within this chamber amid a winding 
maze of controls, cables, and mechanisms.

Each of these egglike seeds contains an 
ultraterrestrial consciousness. If a living creature 
touches a seed, it must make an Intellect defense 
roll with a difficulty of 5. Failure means the creature 
becomes host to the consciousness within the seed. 
Thereafter, every 28 hours, the host must make a 
new Intellect defense roll. With each failure, the 
ultraterrestrial gains more control. If the host fails 
five rolls, the ultraterrestrial assumes total control 
of the host’s body. Its motives are utterly alien and 
strange, and it has no interest in the host’s goals, 
friends, family, or anything of the sort.

Ridding the host of the ultraterrestrial 
consciousness is very difficult and probably requires 
a special device that would need to be constructed 
(level 5). In Druissi, only the Hozai are likely to have 
the necessary knowledge.

Destroying the seeds is fairly easy (difficulty 2 task). 

AREA 10: LEAKS
The southern doors in areas 7, 8, and 9 all give 
access to corridors that descend deep into the 
bowels of the vessel. These in turn lead to a large 
circular chamber, nearly as big across as the main 
room and twice as tall. In it is a clear tank that’s 
shaped like a figure eight and about three-quarters 
full of the same dark orange fluid found in area 6. 
The liquid slowly seeps through the many fissures 
and cracks in the walls of the tank.

In the tank, myriad unknown creatures of all sizes 
and shapes swim frantically around, eyeing you 
through the translucent material. At the top of the 
tank, which is open, another creature sits on the 
edge. It reaches into the liquid with its writhing mass 
of tentacles and pulls up as many of the swimming 
creatures as it can grasp, stuffing them into its great 
mouth. At the sound of your entrance, it stops and 
turns its attention toward you.

The Beast: The travonis ul is a creature of huge 
appetites that devours everything it can. It managed 
to get into the vessel through a rent in the hull 
down here. Is it originally from the ship? Is it simply 
aroused at the notion of feeding upon creatures from 

its own dimension—or is it from somewhere else 
entirely? The PCs won’t know for certain, but one 
thing is clear: it attacks them hungrily.

The Creatures in the Tank: These swimming 
creatures ignore the PCs. They are ultraterrestrial in 
nature and seem wholly alien. Catching one or more 
(for study, perhaps) is a difficulty 5 task. They are 
poisonous to eat (level 4 poison that incapacitates 
the eater for one hour with stomach distress).

The Leaking Tank: The liquid in the tank is toxic. 
Touching it delivers a level 4 poison that inflicts 4 points 
of damage per round until the victim makes a successful 
Might defense roll. Sealing the cracks in the tank is easy 
with the molecular bonder found in area 7. Otherwise, 
the repairs are a difficulty 6 task and take ten hours.

The Rest of the Vessel: The PCs can continue to 
explore the vessel if they wish. They won’t find any 
other creatures from the outside, but the ship might 
hold all manner of strange wonders—whatever the 
GM wants to devise.

The Passage Out: Following the flow of liquid from 
this chamber leads to a hole in the wall, which in turn 
leads to a massive crack in the fuselage that the PCs 
can use to reach a burrow created by the travonis ul. 
Following this to the surface takes the characters out 
of the seedship, well outside of Druissi.

ENDING THE ADVENTURE
The residents of Druissi are not happy to hear that 
the structure on which they’ve built their town is 
actually a strange and dangerous vessel. No one will 
be more distraught than Geirn, if he learns that his 
wife died while within, although if the PCs learned 
that she was actually trying to fix the dangerous 
leaks, and was on the way to succeeding, that will 
console the grieving husband a bit.

The Hozai are very unhappy that the PCs went inside 
the ship, and the group attempts to run the characters 
out of town. The troublemaker Nerr, in particular, looks 
upon them unkindly. However, the mayor helps the PCs 
if they agree to do away with Nerr.

If the characters made a deal with Theybis, he 
keeps his word and builds them a numenera device, 
but he does so in secret. If need be, the device that 
he crafts might be the thing that can save any PCs 
who have become hosts for ultraterrestrial seeds.

In technical terms, 
touching a seed triggers 

an almost instantaneous 
download of information, 

coded directly onto 
the DNA of the host. 

This information is 
the ultraterrestrial’s 

memories and thought 
patterns. Further, the 

process begins rewriting 
the host’s DNA to create 

a neural override so the 
consciousness can take 

control of the body.

READ       ALOUD

READ       ALOUD

Travonis ul, page 263

Experience Point Award:
In addition to awarding 

XP for gaining any 
artifacts, award each 
character 1 XP if the 
group learns that the 
structure is a vehicle 

and 2 XP if they find the 
source of the strange 

liquid and stop the leaks.
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THE HIDDEN PRICE
CHAPTER 27

“The Hidden Price” is an adventure for 
beginning characters that involves a brief 
exploration of a strange “ruin” followed 

by urban intrigues. It’s a good adventure to test 
the characters’ outlook on legality and personal 
obligations. The adventure takes place in Mulen, the 
capital of Iscobal, but it could be transplanted to any 
medium-size or larger city.

BACKGROUND
People call him Dracogen, but it’s certainly not his 
real name. A charismatic but unrefined human with a 
left eye of metal and glass, he came to Mulen twenty 
years ago at the head of a caravan and established 
his home in a majestic ruin that the locals claimed 
was haunted. If it was, he’s shown no sign of it; 
he prospers and thrives there, using his store of 
mysterious wealth and technology to help fund the 
exploits of desperate explorers.

But his help comes with a price. Dracogen is 
obsessed with the wonders of the old worlds, and 
after a successful expedition, the explorers must 
let him examine any numenera they discovered 
along the way. He owns an extraordinary—perhaps 
unique—machine that can scan an artifact or cypher 
and make a working duplicate. Unfortunately for 
those who do business with him, Dracogen is likely 
to keep any remnant that his device can’t copy, and 
sometimes he asks for an item simply because it 
catches his eye and he can’t bear to part with the 
original. Thus, when explorers report back to their 
patron, they never know if he will take one piece of 
their numenera, or several, or perhaps all of them. 
Regardless, most people bite their tongues because 
they want to stay on his good side; the promise of 
future funding is a lure few can refuse. If Dracogen 
discovers that he’s been cheated—and somehow, 
he always knows—his kind demeanor gives way to a 
wrath that is subtle and terrible.

This is the story that people know. Unsurprisingly, 
there is more.

The man known as Dracogen is merely a 
mouthpiece. The magnificent ruin into which he 
moved was indeed haunted—by an enormous 
reptilian creature called the Dracogen, an exile from 

its home beyond the stars. The creature called for 
him, and he came to serve in exchange for immense 
wealth, lending a human face to its thousand-year 
scheme. His augmentations bolster his success. His 
artifact eye can see a person’s recent past, and his 
secret lattice of subdermal circuitry helps him win 
people over by subtly affecting their attitudes and 
reactions.

The Dracogen acts as the leader of the underworld 
in the city, using the numenera brought back to harry 
its enemies or keep fractious politicians in line. It’s 
possible that the creature has put forth mouthpieces 
in other cities scattered across the Ninth World to 
gather more numenera and more influence. The 
Dracogen has solidified its base of power here, 
but its desires extend far beyond the world’s paltry 
riches. It plans to storm the gates of its home, 
returning in bloody and vengeful glory.

SYNOPSIS
The PCs learn of a fabulous treasure they could 
obtain, but it lies on a floating platform high above 
the ocean, and they can’t reach it without help. 
In this case, they meet a willing patron named 
Dracogen who gives them the supplies they need. 
They complete their quest and return to Dracogen, 
who asks them to do something for him in return. 
When they discover that the task isn’t on the up-and-
up, they have to decide what to do next, choosing 
sides very carefully.

GETTING THE PLAYER 
CHARACTERS INVOLVED
One of the PCs gets hold of a map that leads to 
an ancient platform that floats over the ocean. The 
map describes it as an “unexplored treasure-house” 
about 50 miles (80 km) off the coast of Ghan and 
about 3,000 feet (914 m) in the air. It’s an exciting 
opportunity, but the characters don’t have the means 
to reach the platform. (Few people do, which is why 
it remains unexplored.)

One night while in Mulen—the closest point to 
where their map shows to go that is easily reached—
they hear of a human who funds expeditions like 

Mulen, page 159
Iscobal, page 158

Artifact, page 298
Cypher, page 278

Ghan, page 145
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theirs. A man named Dracogen serves as a sort of 
patron for explorers. He has vast resources and 
might be able to give them the assistance they 
require. The PCs arrange to meet him at his home.

ENCOUNTER 1: PATRONAGE
“I’m here to help,” Dracogen tells the PCs. His 
home is a well-appointed, lavish manor built out of 
an ancient structure made of strangely shaped but 
nearly indestructible ceramic and crystal.

 “All you have to do is let me examine the treasures 
you recover. I just want to study them briefly.”

That’s the deal. If the PCs tell him about the 
map and the platform, and they agree to his (quite 
generous) terms, Dracogen assures them that he’ll 
be able to come up with a solution to their problem. 
It might take a day or two—maybe a bit longer.

Sure enough, three days later, a courier delivers 
a message to the PCs, wherever they are. Dracogen 
has procured what they need.

When they meet up again with their new patron, he 
has four occultic cyphers. These are complex, back-
mounted flying packs that sprout small wings when 
activated. They allow the wearer to fly at about 80 
miles (129 km) per hour for up to four hours—enough 
to get to the platform, spend a short time there, and 
fly back. If there are more than four PCs, one or more 
will have to be carried. If there are fewer than four, 

Dracogen provides only one cypher per character.
Investigating Dracogen: It’s natural for the PCs 

to distrust Dracogen. At some point, they might 
try to learn what others have to say about him. If 
they can find people who know the wealthy patron 
and are willing to talk (a level 4 task), they discover 
that he is fairly well regarded, but most people 
consider him an enigma. If the PCs get their hands 
dirty and talk to a more nefarious sort, and they are 
particularly charming or persuasive (a level 7 task), 
they learn that Dracogen is almost certainly involved 
in shady and illegal dealings. However, even the 
local miscreants who know this side of him consider 
Dracogen to be a man of his word—as well as a 
ruthless opponent if crossed.

ENCOUNTER 2: THE FLOATING 
PLATFORM
The flying packs are not particularly maneuverable, 
but they allow the PCs to move through the air 
quickly. The journey to the platform is uneventful, 
although flying around like birds is exciting 
nonetheless.

So high in the air, the platform is often obscured 
by low clouds. However, when the PCs arrive, the 
weather is windy and clear, making the platform 
visible from far off. As they approach, the characters 

Dracogen, level 7, level 
10 for all perception 

tasks, including seeing 
through deception, level 

8 for persuasion and 
numenera knowledge; 

Armor 4; 30 health
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see that the platform is approximately 120 feet (37 
m) long and 40 feet (12 m) wide. It’s mostly flat, with 
some mysterious structures on the underside and a 
cone-shaped tower on the top. Once the PCs reach 
the platform, they can land on it fairly easily. It’s 
wet and slick, but it has plenty of flat space to move 
around on.

Salt and corrosion covers much of the platform’s 
hull. The PCs easily find a hatch that leads into the 
cone-shaped structure. The hatch is round and about 
6 feet (1.8 m) across, but it is positioned about 5 feet 
(1.5 m) above the level of the platform, suggesting that 
it probably wasn’t meant for humans. The hatch seems 
firmly sealed, but opening a smaller panel next to it 
exposes a round glass plate that glows white. To open 
the hatch, the correct symbol must be traced on the 
plate. If a PC looks closely at the plate and succeeds at 
a level 3 Intellect task, she can make out the lines of the 
symbol—over many millennia of visitors to the platform, 
it has been slightly scratched into the glass. If the PCs try 
to open the hatch a different way, it’s a level 6 task.

The Interior: Inside the conical tower is a strange, 
alien conglomeration of technologies, most of which 
seem to have controls, interfaces, and inner workings 
of glass and crystal. Much of the glass is cracked or 
broken. The interior is dark. Most of the devices are 
no longer functional, and the few that do work seem 
to serve no discernible purpose.

The Danger: If anyone roots around inside the 
tower, part of a massive glass structure near the top 
of the cone comes loose and crashes to the ground. 
Anyone in the structure must make a Speed defense 
roll or suffer 5 points of damage. Sensing this 
danger ahead of time requires an Intellect roll with a 
difficulty of 4.

The Payoff: If the PCs spend an hour searching 
inside the tower, they recover the following:

glass in form.

reacts to sound waves. If set on a smooth surface, 
it spins and moves at even the softest sound 
nearby, spinning faster with louder sounds.

(20 cm) glass tile analyzes how many creatures 
of human size or larger are within long range. For 
the next twelve hours, the tile changes color if 
the number of creatures changes. If the number 
decreases, the tile glows bright blue for one round. 
If the number increases, the tile glows bright red for 
one round. It glows as many times as it needs to 
(never more than once per round) during the twelve-
hour period. The artifact has a depletion of 1 in d100.

The Penumbra Fiend: One more danger lurks in the 
chamber—an intelligence dwells within the crystal 
and glass machinery. It might be a living creature 

uploaded into the devices or an artificially intelligent 
native. Regardless, it’s aware of what happens 
around it and will travel in any item that the PCs take 
from this chamber.

From that point onward, the alien intelligence 
watches and waits. It has limited ability to control light 
and shadow from within any crystal or glass object, 
and it begins manipulating events around it, mostly 
as an experiment. Bright flashes of light or the sudden 
loss of light are distracting and disorienting, and 
these seemingly random occurrences hinder the PCs 
(increasing the difficulty of their tasks by one or even 
two steps). Sometimes, people and creatures around 
the PCs will be affected.

Eventually, the intelligence learns to create an energy 
form of shadow to interact with the normal world.

The Penumbra Fiend
Level 5 (15)
Description: This alien intelligence was once 

forced to live within glass or crystal, but it can 
manipulate light, even to the point of creating a 
body for itself out of light and shadow. The body 
is like that of a serpentine beast of darkness 
with a huge maw through which it devours 
almost anything, but it prefers to eat the soft, 
easily shredded matter called flesh. The creature 
must absorb solid matter, or it loses the ability 
to take solid form.

Motive: Solid matter gives it substance
Health: 18.
Damage Inflicted: 7 points.
Movement: Short.
Modifications: Moves stealthily and hides as level 7.
Combat: The fiend attacks with its terrible bite. It can 

also control shadow and light to distract foes. If 
the creature does so without using an action, the 
difficulty of actions taken by opponents within 
short range is increased by one step. If it uses 
an action to focus more intently on controlling 
shadow and light, the difficulty for all foes within 
short range is increased by two steps.

However, perhaps far more dramatic is the 
fiend’s ability to become insubstantial. It can’t 
be attacked or affected by corporeal attacks while 
insubstantial, but it can’t attack or affect the 
corporeal world, either. Further, if it does not regain 
its solid form within three rounds, the fiend loses 
its body entirely and can’t reform for 1d6 + 1 days.

Rendering the penumbra fiend to 0 health 
or below destroys its solid form, after which it 
can’t reform for 1d6 + 1 days. The only way to 
destroy the fiend permanently is to destroy its 
solid form in utter darkness or blindingly bright 
light, with no pieces of crystal or glass within 
short range.

The nature of the 
penumbra fiend is such 
that the PCs will likely have 
more than one encounter 
with it before eventually 
figuring out how to destroy 
it permanently. 

THE HIDDEN PRICE
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 Changes in illumination (such as exposure to 
bright light or extinguishing all light) stuns the 
creature, making it lose its next turn.

Interaction: If a person somehow establishes 
communication with the fiend, she finds that it 
is selfish, spiteful, and paranoid to an almost 
insane degree.

Use: The penumbra fiend might plague the PCs on 
and off for a very long time.

GM Intrusion: The fiend creates a bright flash of light 
that blinds the character for 1d6 rounds.

ENCOUNTER 3: RETURNING TO 
DRACOGEN
If the PCs return to Mulen and Dracogen, he 
congratulates them on a job well done and takes 
what they found to examine and copy it. (He doesn’t 
tell them about the copying device, but he doesn’t 
go out of his way to keep it a secret, either.) The next 
day, he returns it all to them with a smile. And that 
would seem to be that.

Crossing Dracogen: If the PCs don’t return to 
their patron or if they try to hide items from him, 
he sends six agents to hunt them down. The agents 
are instructed to bring the PCs back alive. If they do, 
Dracogen scolds the characters for crossing him, 
takes their numenera items to keep, and lets them 
go with a warning never to go up against him again.

ENCOUNTER 4: YOU OWE ME
Shortly after their conversation with Dracogen, the 
PCs are contacted again by messenger, asking them 
to come back to his home. There, he treats them to 
wine and food and says that since they proved so 
capable, he has another lucrative job for them. There 
is a very strong undercurrent to Dracogen’s words: 
you owe me. (If the characters angered him earlier, he 
spins this request as their golden opportunity to get 
back on his good side.)

He asks them to locate someone who betrayed 
him—a double-crossing lowlife named Millian who 
stole a device from his large collection of numenera. 
Dracogen wants it back. He describes a handheld 
device made of red metal and blue synth and calls it 
the revitalizer. He offers to pay the PCs 50 shins for 
retrieving it from Millian.

ENCOUNTER 5: DIGGING FOR 
INFORMATION
It’s a simple level 2 task to ask around Mulen for 
a few hours and find out that Millian is a man who 
lives in a large rental structure called the Challimone 
Building. His apartment is on the second floor.

However, in the course of their inquiry, the PCs 

also learn that someone else—a woman named 
Ehvera—is looking for Millian and a device called the 
revitalizer. Ehvera is known to be a criminal and has 
a small force of crooks working for her. Rumor has it 
that Millian stole the revitalizer from her.

Investigating Ehvera: Following up on the Ehvera 
rumor (a level 3 interaction task) proves that it’s 
true. If the PCs talk to the right people (either the 
authorities or other criminals), they also discover 
that Ehvera is relatively new in the city and is trying 
to grow her criminal organization, but shadowy 
forces are working against her.

Confronting Ehvera: If the PCs track down Ehvera, 
they likely have to fight their way through a group of 
ten of her lackeys—a rough, disorganized gang of 
delinquents and drug addicts with knives and clubs. 
After that scuffle, Ehvera makes an appearance—
with eight more lackeys at her back—and offers to 
talk. The crime boss is a broad, powerful woman with 
a snarl, a curved blade, and black armor of hardened 
leather plates. She lays it out plainly for the PCs: 
Dracogen is the head of Mulen’s criminal underworld 
and is trying to run her out of the city. Apparently, he 
heard that Millian stole the valuable revitalizer from 
Ehvera and decided to get it for himself.

The Choice: The PCs now have to choose. Do they 
work for a criminal and help him obtain an item that 
doesn’t belong to him? Do they betray Dracogen in 
some way even though he has done nothing but help 
them?

ENCOUNTER 6:  
WORKING FOR DRACOGEN
If the PCs choose to do the job for Dracogen, they 
must go to the Challimone Building and confront 
Millian (or attempt to break into his apartment when 
he’s not there).

into Millian’s window is a level 4 task.

a level 5 task.
Confronting Millian: Millian is a wiry, crooked-nosed 

man who dresses in garish clothing, which includes 
an outlandish cape. He probably assumes the PCs 
are working for Ehvera and isn’t going to stick around 
to chat. He either flees or fights with the help of his 
brother Graun. Both are level 4. Neither wears armor, 
but Graun is a burly man with 20 health who inflicts 
6 points of damage with whatever he grabs as a 
weapon—a chair, a lamp, or anything else. Millian has 
a pair of knives and can attack with both at the same 
time on the same foe or on two different foes.

In addition, Millian has the revitalizer, which he 
uses if he gets the chance. He also has a level 5 
detonation cypher that creates a cloud of choking gas 

Agents, level 4; Armor 1; 
level 4 unconsciousness-

inducing poisons

Ehvera, level 5; 2 Armor

Ehvera’s lackeys, level 2; 
1 Armor
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with a grudge. On the other hand, she might be 
dead, further solidifying Dracogen’s underworld 
reputation—don’t cross him.

And, of course, there is always the penumbra fiend 
to worry about.…

The Dracogen 
(extraterrestrial), level 
9; 50 health; 6 Armor; 
numenera energy weapons 
that can strike at up to 
eight targets at long range 
simultaneously, inflicting 
10 points of damage per 
target; unlimited range 
telepathy; teleportation 
with a range of 1000 miles; 
mind control at long range.

in immediate range, and if need be, he uses it to try to 
make a getaway. Those who fail a Might defense roll 
lose their next turn from coughing and are hindered 
on all actions for three rounds afterward (the difficulty 
of their actions is increased by two steps).

The Revitalizer: This device restores 1d6 points in 
one chosen stat Pool. It has a depletion of 1 in 1d10.

Complication: This encounter would be a terrible 
time for the penumbra fiend to take solid form and 
attack—the perfect use of GM intrusion.

ENCOUNTER 7:  
CROSSING DRACOGEN
If the PCs decide to cross Dracogen, they can do so 
in a number of ways:
1. Simply walk away.
2. Confront Millian, but give the revitalizer to its true 
owner, Ehvera.
3. Go to the authorities.
4. Confront Dracogen.

In options 1, 2, and 3, Dracogen sends his agents 
after the characters, as described in Encounter 
3. If the PCs chose option 1, the agents express 
their employer’s disappointment and assure the 
characters that he won’t be helping them again. If 
the PCs chose option 2 or 3, the agents try to bring 
them back to Dracogen, who intends to force them 
into doing another job for him to make amends—
this time for no payment.

In option 3, the authorities explain that they know 
who Dracogen is but can’t pin any crimes on him. 
Since all the characters have is the word of Ehvera, a 
known criminal, they don’t have a strong case.

Option 4 is the bravest but perhaps the most 
dangerous choice for the PCs. Dracogen appreciates 
their spirit, but he says that he will never help them 
again. If the characters attempt to coerce or attack 
him, it provokes a deadly fight. And if the wealthy 
human is seriously threatened, his master—the alien 
creature known as the Dracogen—rises up from its 
hiding place to assist its mouthpiece.

ENDING THE ADVENTURE
If Dracogen is happy at the end of the adventure 
(meaning that the PCs have dealt with Millian and 
given the revitalizer to the collector), he continues to 
give them work whenever they want it and patronizes 
their other endeavors. He will be an excellent ally 
going forward, although not an altruistic one.
If the PCs end the adventure with Dracogen unhappy, 
they have lost a valuable ally and might have gained 
a powerful enemy.

Depending on how events unfolded, Ehvera might 
be a new potential ally for the PCs or a new enemy 

Experience Point Award:
If the PCs discover the 
truth about Dracogen’s 
alien master, award each 
of them 3 XP in addition 
to XP for any artifacts 
gained. Otherwise, use your 
discretion as to whether 
their actions seemed to 
merit XP awards.

THE HIDDEN PRICE
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THREE SANCTUMS
CHAPTER 28

“Three Sanctums” is a very loose adventure 
to be used with characters who are 
not just starting out. In fact, it’s fairly 

important that they have discovered at least one 
numenera artifact of some power.

In the northern Steadfast, an organization of scholars 
and nanos schemes to harness a vast power source 
before they are discovered by the rest of the world. This 
group calls itself the Convergence, and its members are 
ruthless in their pursuit of knowledge and power. The 
PCs learn of this organization and must stop its mad 
plot to harness the energy of an entire star.

BACKGROUND
The Convergence is an affiliation of nanos and 
scholars interested in gathering personal power 
through use of ancient secrets.

About five years ago, one of its members, the 
magister Corlim Varness, made an amazing discovery. 
At some point in one of the prior worlds, ancient 
scientists created a chamber that was larger on the 
inside than the outside. Although this kind of spatial 
warping was interesting, it had been seen before. What 
was truly remarkable was the size of the chamber’s 
interior. From one end to the other, the chamber’s width 
stretches hundreds of times the distance between the 
Earth and the sun—approximately 160 billion miles 
(260 billion km). What’s more, the ancients placed an 
entire star at the center of this chamber—a red giant 
once called Antares.

Corlim quickly set upon determining a way to use 
this discovery to his advantage. Before he could find 
one, he died under mysterious circumstances. A team 
of other magisters, however, developed a complex 
machine that bends space to tap directly into the heart 
of this captive star. This machine, called the Venerator, 
requires human minds to conduct its processes, 
so the Convergence has been kidnapping people to 
incorporate into the device. The group has started 
using its own slaves for this purpose as well. This 
process has been difficult and many mistakes have 
been made, so they have contacted Mnoma, another 
magistrix of the Convergence, who is an expert on the 
fusion of flesh and machine.

CONVERGENCE MEMBERS
The PCs are likely to encounter many Convergence 
members in this adventure, as well as guards and 
other servants of the organization. Unless directed 
otherwise, use the “Typical Convergence Magister/
Magistrix” stats for all members, although the GM 
is encouraged to make each individual as unique as 
possible.

Typical Convergence Magister/Magistrix
Level 5 (15)
Description: Convergence magisters and magistrixes 

typically wear hooded robes and a heavy 
medallion bearing their eyelike symbol.

Motive: Understanding the lore of the past to gain 
personal power

Health: 15
Damage Inflicted: 3 points
Movement: Short
Modifications: Resists mental effects as level 6.
Combat: Each magister has an artifact called a 

terrorizer. It emits a long-range ray that inflicts 4 
points of damage. However, it also wracks living 
targets with incredible pain. Those struck by the 
ray must make a Might defense roll or lose their 
next turn, consumed in pain. A terrorizer has a 
depletion of 1 in 1d10.

Special: Ability to do one or more of the following: 
levitate 20 feet (6.1 m) per round via an 
antigravity esotery or device, turn invisible for 
one minute via a distortion field, or gain 4 Armor 
for ten minutes via a force field.

Interaction: Convergence members share one thing 
in common—they are power mad and ruthless 
in their pursuits. Some are more than willing 
to talk, barter, or negotiate. Few actually enjoy 
conflict.

Use: The Convergence is made up of perfect Ninth World 
villains. They are knowledgeable masterminds with 
secret lore and no ethical restraint.

Loot: A Convergence magister or magistrix typically 
has 3d6 shins, 1d6 cyphers, an oddity, an artifact, 
a wide variety of tools, and perhaps other normal 
gear.

Artifact, page 298
The Steadfast, page 136

Convergence, page 223
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Magistrix Mnoma
Level 5 (15)
Health: 20
Damage Inflicted: 7 points
Armor: 5
Movement: Short
Modifications: Resists mental effects as level 6.
Combat: Mnoma has synthsteel plating that covers 

most of her body. Unlike other Convergence 
members, she does not carry a terrorizer, 
and she likes hand-to-hand combat. She has 
synthsteel claws built into her hands. The claws 
contain poison reserves; each successful attack 
also requires a victim to make a Might defense 
roll or move down one step on the damage track. 
After three successful poisonous attacks, the 
reserves are empty.

Interaction: Mnoma is brusque but polite. If her 
temper is raised, she shows no mercy.

Loot: Mnoma has 23 shins, three random cyphers, 
and a random oddity.

Typical Convergence Guard
Level 2 (6)
Description: Convergence guards wear light 

breastplates and synth helmets. They serve their 
masters well because they are paid well and are 
promised greater power and influence in the future. 
Ultimately, they do what they are ordered to do by 
their superiors, regardless of legality or morality.

Motive: Protecting the interests of the Convergence
Health: 8
Damage Inflicted: 3 points
Armor: 2
Movement: Short
Modifications: Senses hiding and sneaking foes as 

level 3.
Combat: Typically armed with spears and crossbows, 

Convergence guards are straightforward 
combatants. They appreciate strength in 
numbers and, if possible, always call out for help 
when needed. They rarely fight to the death.

Interaction: Convergence guards are typically 
suspicious but not always efficient or wise. Most 
are cruel, arrogant, and selfish.

Use: Convergence guards watch over the magisters 
and magistrixes of the Convergence and their 
laboratories, workshops, and strongholds.

Loot: Any given guard has 2d6 shins in addition to 
weapons, armor, and basic gear.

THREE SANCTUMS
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Feral
Level 4 (12)
Description: The Convergence has created a viral 

serum that temporarily recodes the DNA of 
humans to give them animal-like qualities. The 
subjects treated with this serum are called the 
Feral. Although their appearances vary somewhat, 
while affected by the serum, most have physical 
changes—prodigious hair, animal-like eyes, 
pronounced ears, snout-like protrusions of the 
lower skull, and so on. The longer a feral has been 
taking the serum, the more pronounced these 
features have become.

Motive: Protecting the interests of the Convergence
Health: 16
Damage Inflicted: 6 points
Movement: Long
Modifications: Senses hiding and sneaking foes as 

level 5; stealth actions as level 5; climbing and 
jumping as level 5.

Combat: Feral attack with their claws and sharp 
teeth. When a Feral suffers 6 points of damage 
or more, it goes into a ferocious frenzy, during 
which time it attacks and defends as level 5 and 
inflicts 2 additional points of damage per attack. 
This frenzy lasts until the current combat is over 
or the Feral is dead or unconscious.

Interaction: Feral do not speak, but they understand 
the Truth.

Use: Feral lead groups of Convergence guards, 
issuing commands by pointing, growling, or 
simply expecting the guards to follow them into 
battle. If conversation must happen, they let a 
guard handle it.

Loot: Each Feral has a dose of the serum. If a human 
is injected with the serum, he gains the following 
for 28 hours:

jumping

damage with unarmed attacks

ANTARES
Antares is a red supergiant star, once one of the 
brightest stars in Earth’s sky. It was sometimes 
called the Heart of the Scorpion. The members of 
the Convergence, however, call the star Bilu-sha-ziri, 
the Lord of the Seed. They believe that it’s the key to 
attaining godlike power.

The radius of Antares is 883 times that of the sun, 
and it is 10,000 times as luminous. It once had a 
companion star, Antares B. That star is also entirely 
gone from the night sky. Neither has ever been in the 
sky of the Ninth World.

SYNOPSIS
The player characters meet a mysterious woman 
named Mnoma. They learn of the Convergence and its 
plan to achieve godlike power from something called 
Bilu-sha-ziri. Mnoma steals an object from the PCs and 
they follow her, getting involved in the Convergence’s 
plot. First they travel to the so-called Empty Sanctum 
and discover a space-warping conduit that connects 
to the group’s other strongholds. They can visit the 
Golden Sanctum, but that way leads only to trouble. 
The real threat lies at the Scorpion Sanctum, where 
Mnoma and her cohorts work on a diabolical machine 
called the Venerator. The PCs must deactivate the 
machine before the Convergence activates it.

GETTING THE PLAYER 
CHARACTERS INVOLVED
The adventure as written begins in the city of 
Charmonde, but it can be used in any city in the 
Steadfast where the PCs happen to be. In this city 
dwells a woman named Mnoma.

Many people around town know who Mnoma 
is, but few know much about her. She is a 
biomechanical hybrid, part machine and part human. 
As an expert in the numenera, she constantly 
attempts to upgrade and improve her mechanical 
parts. She secretly belongs to the Convergence, 
sharing her knowledge in exchange for the group’s 
resources. When other members began building 
the Venerator, they consulted with Mnoma for her 
expertise in fusing organic and inorganic systems. 
With the machine so close to completion, they have 
asked her to join them at the Scorpion Sanctum. 
Thus, Mnoma is preparing to leave Charmonde.

The PCs come in contact with her because they’re 
interested in her knowledge. Perhaps they need her 
to identify something, they have a question about the 
numenera, or they need some kind of device that she 
possesses. Even though Mnoma is getting ready to 
leave town, she agrees to meet with them to get some 
last-minute funds. Their meeting is Encounter 1.

Alternatively, getting the PCs to the Empty Sanctum 
will involve them in the adventure, although it means 
skipping Encounter 1. If you want to use this option, 
there are many ways to do it. Here are a few.

Kidnapped Son: Cherle Mengris has lost her 
son. She lives in the village of Brookhaven, near 
Charmonde. Her son, Aanor, disappeared three 
nights ago while tending his flock of oorics (large, 
flightless, wooly birds). While passing through town, 
the PCs run across Cherle, who asks them to try to 
find her son. Signs of a struggle and tracks lead the 
characters to the Empty Sanctum. Aanor has been 
taken by Convergence members through the conduit 
to the Scorpion Sanctum (to power the Venerator).

Charmonde, page 138

“Bilu-sha-ziri, the Lord of 
the Seed” is the ancient 

Mesopotamian name for 
Antares. It’s used here 

not to imply a literal 
connection between the 

Convergence and that 
ancient culture, but 

rather because it has 
the right “feel” in this 

context. The connection 
between them and the 
research they’ve done 

on Antares could be very 
loosely equated to the 

relationship people in the 
21st century have with 
ancient Mesopotamia. 

It’s mysterious, sketchy, 
and strange. Ultimately, 

it’s just an exotic 
sounding name. Or 

perhaps it’s as good a 
translation from the 

name they actually use 
as any.

Truth, page 133

71.58.140.236



393

Kidnapping Attempt: The PCs are traveling along 
the northwestern slopes of the Black Riage when they 
are attacked by seven Convergence warriors looking 
for victims to take to the Empty Sanctum, and from 
there to the Venerator in the Scorpion Sanctum. The 
PCs likely fend off their assailants and have little trouble 
determining that they came from the Empty Sanctum. 
Looking for payback or simply more information, the 
characters are drawn into events there.

Exploring the Sanctum: In this scenario, the PCs 
hear about the Empty Sanctum as a location where 
“some wizards” once holed up, but it is vacant 
now. They determine that it might be interesting or 
profitable to explore such a place.

ENCOUNTER 1: HYBRID’S EYE
When the PCs contact Mnoma, she agrees to meet 
them in a public cafe in the middle of the afternoon. 
This is standard for her—she’s a bit paranoid about 
meeting new people.

Mnoma is of medium height, and her body has a 
dark synth shell that covers almost everything except 
her face. Her eyes glow faintly of turquoise. She is 
attractive but in a very deliberate, artificial way.

She speaks in an accent that’s difficult to place. 
Her manner is brusque but polite. Time is clearly of 
the essence to her. You can have the players roll dice 
to conduct the interaction if you wish, but as long as 
the PCs pay her and are halfway polite, she does not 
react poorly. Whatever the PCs want, Mnoma might be 
willing to do, but she wants to get it done quickly. She 
doesn’t explain why.

While they talk, Mnoma notices a device in the 
possession of one of the PCs. The item is of some 
value and importance to the character. Mnoma can 
be subtle if she wants to, but her gaze falls often on 
that particular PC and his device. It is a level 5 task to 
notice her behavior and exactly what she is looking at.

At some point during their interaction, use GM 
intrusion to allow Mnoma to take the item. She 
exclaims, “That’s exactly what we need. This will 
complete the device!” Then she grabs the item 
from the PC and uses a cypher to teleport away. The 
cypher sends her only a short distance, but it should 
be enough for her to get away. It is important that 
Mnoma succeeds because her theft is the prime 
motivation for the player characters to hate her and 
to believe that she is untrustworthy and amoral. 
A dislike for Mnoma will carry them far in this 
adventure.

Mnoma’s Home: Obviously, it’s difficult for the 
PCs to follow her directly after she teleports away, but 
learning where she lives by asking around is a level 
3 task. Her home is a second-floor apartment in a 
building of wood and stone. She’s not at home when 
the PCs arrive, and the door is locked. Opening the 

door is a level 4 task, whether that means busting it 
down or picking the lock.

The apartment is filled with various tools, parts, 
books, and furniture. However, a search reveals 
that almost everything of value has been 
taken. Mnoma has no intention of 
returning here again.

The PCs can search 
her home as much as 
they want, and they 
discover 1d6 random 
cyphers amid the 
junk. However, they 
also find a birdcage near 
the window. This is where Mnoma kept 
her messenger swelth, a swift and intelligent 
bird commonly used to carry messages. Next 
to the cage are a few leather message holders 
that she tied to the swelth’s leg and some blank 
strips of paper. On the other side of the cage is 
a bowl with slips of paper—messages that Mnoma 
has received. Many of these appear to be technical, 
and even characters who are knowledgeable about 
the numenera can’t make much out of them 
without any context. Two messages are of particular 
importance. The first reads, “If this plan succeeds, 
and the Venerator works, Bilu-sha-ziri will make us 
powerful beyond the dreams of man.”

 The other reads, “The simplest way is to travel 
using the conduit in the Empty Sanctum.”

After reading all the messages, the PCs can 
attempt a level 6 Intellect task to realize that 
whomever Mnoma was communicating with, they 
were talking about some kind of process involving 
vast amounts of energy and living human brains.

Her apartment has nothing else of importance.
Further Investigation: Inquiry with other 

knowledgeable sources such as the city library or 
the Aeon Priests reveals that Bilu-sha-ziri means 
“the Lord of the Seed” in a long-forgotten language. 
However, the name has a particular meaning in 
more obscure circles. Bilu-sha-ziri is the source of 
ultimate power, a part of a prophecy whispered by 
fringe thinkers and people thought to be crackpots. 
The idea holds that the ancients must have had 
power sources beyond reckoning to accomplish their 
wonders, and such an energy source might still exist. 
If it were found, those who could harness it would 
be like unto gods. At this point, the PCs hopefully 
feel that Mnoma is the last person they want to see 
obtain that kind of power.

The characters can also learn that the Empty 
Sanctum was the demesne of a cabal of self-styled 
wizards called the Convergence, but as its name 
suggests, the place is now empty. (This last “fact” 
is incorrect.) Still, the sanctum is the only solid clue 

Black Riage, page 177

GM intrusion, page 88
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that they have regarding Mnoma’s whereabouts, so 
they probably head there.

Alternative Investigation: If the PCs don’t go 
to Mnoma’s home after she steals their item and 
teleports away, general investigation might reveal the 
rumor that she was planning to leave town soon. Not 
many people knew her well, she didn’t have any close 
friends, and she lived alone. If the PCs can’t find 
any leads that take them to her home and the clues 
therein, diligent characters eventually discover a 
traveling merchant who spoke with Mnoma and gave 
her directions to the Empty Sanctum.

ENCOUNTER 2: THE EMPTY 
SANCTUM’S GUARDIAN
The journey to the Empty Sanctum is likely to be 
swift and uneventful. The stronghold is not difficult 
to find—a tall stone tower rises up from an island 
in the Wyr River. Massive pipelines and tubes (with 
hundreds of accompanying cables, power cells, 
and junction boxes) run away from the tower in 
two directions at about a 45-degree angle from 
each other. Each conduit ends at a metal and glass 
archway. The conduits pass through the archways 
but don’t come out the other side.

No one seems to be around, as befits the name 
and description of the place. Of course, the Empty 
Sanctum isn’t empty at all. It is guarded by a being 
called the Kallithak, a part-organic, part-machine 
monstrosity that floats in the air and has bristly 
blades and razor-sharp flails. If the PCs approach 
the tower, the Kallithak comes out and attacks 
them without warning or hesitation. It fights to the 
death.

The Kallithak
Level 5 (15)
Health: 24
Damage Inflicted: 5 points
Armor: 3
Movement: Long
Modifications: Resists physically based attacks 

(poisons, disease, and so on) as level 7. Resists 
mental attacks as level 4.

Combat: Can make four attacks in one round, though 
each must be against a different opponent.

The Singularity: The entrance to the tower is 
not locked. The Empty Sanctum’s name actually 
comes from the interior. The Convergence has 
created a dangerous singularity that absorbs all 
matter and energy, but it’s contained in a huge 
cylindrical vessel that occupies most of the tower. 
The vessel manipulates the singularity and draws 
vast power from it. The conduits that join all three 

towers are used to transfer this power. That’s the 
way the sanctums work—in each, the magisters 
and magistrixes attempt to gather energy, and 
then it is shared among the three locations to 
fuel greater devices, experiments, and schemes. 
In fact, that’s one of the main purposes of the 
Convergence—to share knowledge and have access 
to a source of great power. Separately, the group’s 
members would probably never be able to tap into 
such energy for their work. At the moment, the 
singularity produces most of the power used by the 
Convergence. If the plan to activate the Venerator 
succeeds, that power will dwarf what the singularity 
generates.

Recently, however, something came out of the 
singularity. Ignoring trivial things like matter and 
physical laws, it exited the vessel and slew many of 
the members, guards, and slaves in the Sanctum. 
The rest fled. This creature—a sort of living data 
cloud that doesn’t fully exist in a material sense but 
that causes brain hemorrhages in anyone who comes 
near—has since wandered off. For reasons unknown, 
the Kallithak was unaffected by it.

ENCOUNTER 3: HIDDEN SLAVE
Hiding in the tower is the shattered remains of a 
former slave named Norbrun. Beaten and mistreated 
for years, he now walks with a hunched limp, and 
only one of his arms is still useful. He is terrified all 
the time, although he fears pain far more than death. 
Succor will win Norbrun over, with food and drink 
loosening his tongue.

Norbrun was a slave kept by the Convergence, 
forced to work in the Empty Sanctum to help 
build the conduit system that links the three 
strongholds. He was present when the creature 
came out of the singularity and can tell the PCs 
what he saw. (Going after the data cloud is beyond 
the scope of this adventure.) He can also explain 
the setup of the three sanctums. Norbrun can 
even produce what he calls “the three-piece map” 
and show how, even though the conduits don’t 
seem to point in the right directions, they bend 
space so that the three sanctums link up to form 
a perfect equilateral triangle—just not in three-
dimensional space.

Not long ago, Norbrun also saw Mnoma arrive 
(although he doesn’t know her name). She ignored 
the tower altogether and went right to a conduit, but 
he doesn’t remember which one. One conduit leads 
to the Golden Sanctum and the other to the Scorpion 
Sanctum. Unless the PCs can jog Norbrun’s memory, 
read his mind, or the like, they have a 50/50 chance 
of correctly guessing which conduit will lead them to 
Mnoma.

Mysterious, murderous 
data cloud, level 9

Norbrun, level 3, level 1 
for all physical actions

Through luck or careful 
action, it’s entirely 

possible that the PCs 
might skip Encounters 2, 
3, and 4. That’s okay. If 
you like the Kallithak or 

the Golden Sanctum, you 
can always involve them 

in a future scenario.
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ENCOUNTER 4:  
THE GOLDEN SANCTUM
If the PCs travel to the Golden Sanctum, they find 
that it is well staffed and guarded. Although it’s 
the most remote of the three sanctums, it’s also 
the largest and most heavily occupied. However, 
most of the inhabitants are focused on their own 
plots and schemes, and they have nothing to do 
with Mnoma or the Venerator at the Scorpion 
Sanctum. If the characters don’t realize that 
they’ve come to the wrong place, they can get into 
a lot of trouble here.

The Golden Sanctum is nestled in the Westwood, 
with no paths or roads leading to it. The sanctum 
is a walled fortress with an inner keep and many 
buildings. The walls of the stronghold, 35 feet (10.7 
m) high and 9 feet (2.7 m) thick, are stone reinforced 
with metal. Guards patrol the walls and protect the 
main gate in two small towers. The fortress has four 
other watchtowers as well. All towers are equipped 
with numenera ray emitters that have a range of 200 
feet (61 m) and inflict 7 points of damage.

The sanctum has fifty-eight convergence guards, 
nine Feral, and twenty magisters/magistrixes. The 
leader is Dieva Knull, a magistrix with a wandlike 
device that transforms organic matter to a gaseous 
state at long range (inflicting 8 points of damage). 
She has forged an uneasy alliance with Westwood’s 
most dangerous inhabitants, the culovas, which 
keeps the sanctum relatively safe and quiet.

The guards watch the conduit entrances closely. 
PCs arriving in the Golden Sanctum are intercepted 
unless they have particularly impressive stealth 
capabilities. Six guards are likely to be on the 
spot quickly, and they won’t hesitate to call for 
reinforcements if they need it. However, the guards 
don’t attack immediately—they simply demand 
to know who the PCs are and how they got access 
to the conduit system. They attempt to capture 
anyone who doesn’t have a good answer, and, if 
threatened, they respond with deadly force. The 
guards don’t chase intruders who pass back out 
through the conduit or flee into the woods. In the 
latter case, they assume the culovas will take care of 
the trespassers. And that seems likely—characters 
wandering into the woods quickly encounter six 
culovas, and shortly thereafter, they are confronted 
by ten more.

ENCOUNTER 5:  
ARRIVAL AT THE SCORPION 
SANCTUM
The conduit places the PCs in the desert outside 
the Scorpion Sanctum. When they PCs arrive, the 
fortress is under attack. Chirog abhumans are a 

common threat in this area and raid the sanctum 
now and again, interested mainly in food but 
occasionally in equipment. Fortunately for the PCs, 
the attack means that their arrival goes unnoticed.

The sanctum consists of a tall tower of brown 
desert stone and five outbuildings used for storage, 
stables for pack animals, and a guard barracks. The 
tower houses the Venerator and serves as living 
quarters for the magisters.

The leader of the Scorpion Sanctum is Magister 
Iom, a man with a fondness for the popular 
belief that nanos and others skilled in the ways of 
numenera are wizards who wield sorcery. He dresses 
the part, with a long, wiry beard, voluminous robes, 
and a strange, domed hat with the Convergence 
symbol on it.

Besides Iom and Mnoma, there is currently 
only one other full Convergence member in the 
sanctum—a magistrix named Juthes.

Westwood, page 137

Culova, page 236

Chirog, page 235
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The Fight: At the moment, eight guards and a 
Feral work to drive off a dozen chirogs trying to get 
into the storage building. Within a few rounds, six 
more guards come out of the barracks to reinforce 
their comrades. (There are four more guards in the 
barracks, but they won’t be ready and equipped for 
another four rounds.) If left alone, the guards and 
the Feral are victorious, killing five of the chirogs 
and driving the rest away, but only after losing three 
of their number. If the PCs get involved in the fight, 
anything could happen.

Getting Into the Tower: If the PCs use the battle 
as a distraction, they can attempt to get inside the 
tower. The stone door is locked (level 5 task to 
pick the lock; level 7 task to break down the door). 
Opening the door by any means without wearing 
one of the guards’ rings sets off a numenera sensor 
that alerts Iom, Juthes, and Mnoma of intruders. 
It also releases a cloud of poison gas (level 4). 
This gas instills a sense of extreme paranoia and 
fear. Those affected are likely to shout or scream, 
distrust their closest friends, and run and hide if 
confronted in any way. These effects last for one 
minute.

Tower Interior: The levels of the tower are 
connected by staircases that hug the outer walls. The 
main level of the tower and those immediately above 
it hold only a little of interest to the PCs. Rooms on 
these levels include:

(1d6 random cyphers can be found here after a 
careful search)

(seven are currently unused)

penned by Iom summarizing the plan to tap into 
Bilu-sha-ziri to gain almost limitless power

ENCOUNTER 6:  
A MOUNTED DEFENSE
When the PCs ascend to the penultimate level of the 
tower, they find a round, open chamber 60 feet (18 
m) across where six Convergence guards and two 
Feral stand watch. Each of these defenders stands 
on a glass platform that floats inches above the floor. 
The stairway from the level below brings the PCs 
into the westernmost side of the round room. The 
stairway up to the top level is in the easternmost side 
of the room.

The Floor: The floor is covered in a metallic grid 
that pulses with energy. Anyone touching it is jolted 
with power and stunned, losing her next turn. The 
jolt is a level 4 attack, and characters can resist it 
with a Might defense roll, but they must do so each 
round.

Dealing with Iom should 
really feel like dealing 

with a mad wizard from 
a traditional fantasy 

story. He rambles, 
cackles, and occasionally 

gets distracted by 
things of which the PCs 
aren’t aware. He might 

occasionally speak in 
riddles or rhymes.
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The Platform: The glass platform is 12 feet (3.7 
m) across and has a crystalline pedestal that houses 
simple controls to turn the metallic grid on and off. 
The controls also move the platform a short distance 
in a round. Both of these functions require an action. 
The platform does not float or move if the floor is 
not powered. If a PC scavenges the pedestal and 
makes an Intellect-based roll (difficulty 5), she finds 
a cypher: a handheld crystalline device that produces 
a force field around one character for ten minutes, 
granting her +3 to Armor.

The Guards: At first, they make ranged attacks 
on intruders. Then they move the platform in for a 
ramming attack that inflicts 3 points of damage to 
anyone in their way and knocks foes prone. (Use the 
controlling guard’s level for the attack.) They fight to 
the death.

Careful PCs: If the PCs entered the tower without 
tripping the alarm and reached this level quickly and 
quietly, the guards will be standing on the platform, 
but the floor won’t be activated.

ENCOUNTER 7: THE VENERATOR
The top level of the Scorpion Sanctum tower holds 
the Venerator as well as the access to Bilu-sha-ziri. 
Like the level below, this level is a round, open 
chamber 60 feet (18 m) across.

The Machine: The Venerator is a huge device of 
metal and glass, 15 feet (4.6 m) high and shaped 
roughly like a pyramid. Cables run from it across the 
room to another device, which seems to be a perfect 
cube of utter blackness, 11 feet (3.4 m) to a side.
The Venerator uses the processing power of human 
brains to handle the extremely complex function of 
drawing energy from the star.

Inflicting 20 points of damage on the machine will 
destroy it forever. Iom and Juthes would need many 
years to build a new one, and if either is slain, its 
secrets die with them. Ransacking the machine for 
parts produces 1d6 + 2 random cyphers.

The Victims: Eighteen people are currently 
strapped onto metallic platforms around the 
machine, but there is room for twice that many. 
Cords and tubes are plugged into the victims, 
pumping fluid and energy in and out of their 
bodies. Most of these keep the victims alive but 
in a near-vegetative state. The cords connected to 
the victims’ brains are heavy data cables. Freeing 
a victim involves removing his connections. Doing 
so without harming the victim is an Intellect 
action with a difficulty of 4. Failure means that the 
victim suffers greatly and collapses into a coma. 
Victims successfully freed are very weak, but they 
can stand and move with a bit of help, although 
they cannot speak. After a full day’s rest, they are 

stronger and more capable, but they likely need a 
week to recover fully.

The Magister: Iom maintains the machine here. 
If he hears the PCs coming (via the alarm or the 
sounds of battle on the level below), he activates 
a cypher that sits on his shoulder like a small 
mechanical dragon. Once per round, in addition to 
his own actions, this level 5 “creature” can spit fire 
up to short range at a single target, inflicting 5 points 
of damage that ignores physical armor.

Iom is not immediately hostile. He does not relish 
combat and attempts to bribe the PCs into leaving 
him and his machine alone. He offers them 100 
shins and the following:

it into a cold, sweet drink

maximum (takes effect ten minutes after the pill is 
swallowed)

makes anything up to 5 miles (8 km) distant 
appear as if it were in short range if the viewer has 
line of sight to it; depletion 11 in 1d100.

If the PCs agree to the bribe, they don’t get the 
payment until they leave the tower. It will be delivered 
to them by a guard.

Bargaining With Iom: The PCs might try to bargain with 
the magister. If they do, keep the following in mind:

else—not even under threat of death.

up to the machine, but characters who use 
persuasion or intimidation might get him to free 
one, five, or all of the captives. Iom will agree to 
the latter only under threat of death.

on Mnoma, Iom gladly betrays her. He will go get 
her under false pretenses and then “give” her to 
the PCs, even helping to subdue her.

If the PCs agree to some kind of arrangement, Iom 
attempts to keep his side of the bargain.

Fighting Iom: If the PCs attack the magister, the 
round after the fight begins, all the remaining guards 
from outside the tower rush up the stairs, having 
been secretly summoned by Iom via telepathy either 
when the alarm was tripped or when he first saw the 
PCs. Iom won’t fight to the death, but the only place 
for him to flee is Bilu-sha-ziri.

The Cube: The cube is the chamber that holds 
Bilu-sha-ziri. Its walls are intangible, and characters 
can easily pass through them into the much larger 
chamber inside (though getting back out is another 

The Venerator’s victims 
present a real challenge to 
altruistic PCs. If rescued, 
they still very likely need 
help getting home. Aanor 
Mengris (page 392) is of 
course among them, and 
he would like to get back to 
Charmonde.

THREE SANCTUMS
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matter). Even passing partially through the walls of 
the cube draws one entirely inside it.

ENCOUNTER 8: BILU-SHA-ZIRI
When viewed from the outside, the black cube 
appears to be about 11 feet (3.4 m) to a side, but the 
interior is many times larger than the orbit of Pluto. 
Upon entering the chamber, the PCs stand almost 80 
billion miles (129 billion km) from Antares—almost 
900 times farther than a person on the Earth’s 
surface is from the sun. However, Antares is 883 
times the size of the sun and far, far brighter. So, 
despite the distance, the red, glowing orb appears 
about the size of the sun and is far too bright to look 
at directly.

The entire chamber has a reddish cast. The floor 
appears to be made of the same black material as 
the outside of the cube, except that it is solid and 
extremely smooth. The sides are no longer nearby, 
of course—they are 80 billion miles away. So no 
obvious way to leave presents itself.

The cables that run from the Venerator into this 
chamber seem to come up through the floor just a few 
feet from where the characters appear. They connect 
to a metallic pyramid that is similar to the Venerator 
but without the living people connected to it. Two 
figures tend this machine—Mnoma and Juthes.

Juthes has long dark hair and a scar running down 
her left cheek. She wears a number of hidden devices 
and implants that grant her an electrical protective 
field (4 Armor) and the ability to shock with a touch 
(inflicting 6 points of damage).

The Magistrixes: If the PCs enter the chamber, 
Mnoma and Juthes assume that the intruders are 
hostile and that Iom is dead. Thus, they attack 
immediately. Juthes fights to the death, but Mnoma 
does not. Instead, if faced with an overwhelming 
force, she bargains for her life with the most valuable 
commodity she has—the secret of how to leave this 
chamber.

The Pyramid: This pyramid is the absorbing 
device. It bends space to tap directly into the heart of 
Antares and transmits that energy to the Venerator in 
the Scorpion Sanctum, where the power is managed 
through the human minds. At least, that’s the theory. 
None of it functions yet. Mnoma used parts from 
the artifact she stole from the PCs to help build the 
pyramid.

Inflicting 20 points of damage on the machine will 
destroy it forever. Iom and Juthes would need many 
years to build a new one, and if either is slain, its 
secrets die with them. Ransacking the machine for 
parts produces 1d6 + 2 random cyphers.

Exploring the Chamber: To say that the interior of 

this chamber is vast is a dramatic understatement. 
The entire surface of the world would be a tiny speck 
on the floor or the wall. Although the chamber looks 
empty from where the characters initially appear, 
there could be entire cities or civilizations within the 
room (though it would take more than an explorer’s 
lifetime to reach them). On the other hand, the room 
might be as empty as it seems.

Getting Out of the Chamber: The trick to leaving 
the chamber lies in the cables that connect to the 
Venerator. The magistrixes have attached a small, 
hidden device beneath them. When activated, 
this device transfers people back to the top of the 
Scorpion Sanctum tower, more or less sliding them 
along the cables.

Standard teleport technology would also work, 
assuming it has the range to reach the sanctum. 
Most likely, interplanetary range is needed.

ENDING THE ADVENTURE
The adventure comes to a close after the PCs take 
their revenge on Mnoma, end the Convergence’s 
plan, or both—or neither. Mnoma is a latecomer to 
the group and knows only a few of the details of the 
process, but if the PCs leave Iom and Juthes alive, 
they continue their schemes to tap into Antares and 
use the power for their own ends. Destroying the 
machines sets them back, but not forever. Of course, 
they must also decide what to do with the almost 
limitless energy at their disposal, but in only a short 
time, they could create terrifying, reality-altering 
devices that would make them like gods.

If Iom, Juthes, or both are slain and the Venerator 
is destroyed, it is unlikely to be recreated. However, 
the Convergence might attempt to use Bilu-sha-ziri 
and its vast chamber for other schemes. Only very 
special transdimensional devices can move the 
cube, and no force yet known in the Ninth World can 
damage or alter it.

If the PCs stopped the Convergence’s plans, they 
will have earned powerful, lifelong enemies.

The item Mnoma 
stole from the PC 

at the beginning of 
the adventure is now 
incorporated into the 

device here. It cannot be 
restored.

Experience Point Award:
For the discoveries made 

in this adventure (the 
conduit system between 

sanctums, the Venerator, 
and Bilu-sha-ziri), award 

1 XP to each PC in 
addition to XP for any 
artifacts gained. If the 

characters also discovered 
the singularity, award an 
additional 1 XP to each 

PC.
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CHARACTER CREATION WALKTHROUGH

APPENDIX A

GET PREPARED
If you’re using the character sheet in the back of this book, make a 
two-sided photocopy and then fold it in thirds like a pamphlet so 
the Numenera logo is on the top of the front panel and NOTES is 
on the back.

When the pamphlet is closed, you’ll see a place to write your 
character’s name, descriptor, type, and focus, along with space 
to include an image. When you open the front panel, you’ll see 
a place for your character’s background. And when you open the 
pamphlet fully, you’ll see a place for all of your character’s stats, 
skills, abilities, and equipment.

CHOOSE YOUR CHARACTER 
DESCRIPTOR, TYPE, AND FOCUS

Starting on the front panel, record your character’s name and the 
descriptor, type, and focus to complete the sentence.

For this example, let’s say I am a Charming glaive who Bears a Halo of Fire.
The space below that is a place to draw, sketch, or paste an image 

of your character. You might want to wait to flesh out your background 
until you have figured out your character’s stats, since they can play a 
role in your history.

FILL IN YOUR 
STAT POOLS, AS 

DETERMINED BY YOUR 
TYPE
First, take a detailed look at your type, 
because that’s where you’ll get your Pool 
starting values. Fill in those values.

For my glaive, my starting values are 
Might 11, Speed 10, and Intellect 7, plus 
6 additional points to spread between 
the Pools. I’m going to add 3 points to 
Might, 1 to Speed, and 2 to Intellect, 
for totals of: Might 14, Speed 11, and 
Intellect 9. 

Your descriptor might also add to 
your Pools. Feel free to check your 
descriptor now to see if it gives you 
additional points, and, if so, add them to 
the appropriate starting Pool.

Follow these steps to create your Numenera character.

My descriptor of Charming gives me +2 to my Intellect Pool. This 
increases my starting stat Pool numbers to Might 14, Speed 11, and 
Intellect 11. 

FILL IN YOUR EDGE STATS, AS 
DETERMINED BY YOUR TYPE

My glaive has a Might Edge of 1, a Speed Edge of 1, and an 
Intellect Edge of 0.

WRITE IN ADDITIONAL STATS, AS 
DETERMINED BY YOUR TYPE

Add any Effort, skills, and cypher limits, as well as any special 
abilities provided by your type. These include esoteries, fighting 
moves, and tricks of the trade. Be sure to write down the cost (if 
any) of any special abilities and to note whether you are trained 
(T) or specialized (S) in a skill.

My glaive has an Effort of 1 and a cypher limit of 2. He is also 
Practiced in Armor and Practiced With All Weapons, and I’m going to 
choose jumping as his trained (T) skill. I also get to choose two fighting 
moves, so I’ll take Pierce and Thrust.

0

3

4A

1

2 1
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Most foci also give you a special ability. Feel free to look at your 
focus now and add any special abilities. 

My focus of Bears a Halo of Fire gives me a fire esotery called 
Shroud of Flame. 

WRITE IN ADDITIONAL STATS,  
AS DETERMINED BY YOUR  

DESCRIPTOR & FOCUS
If you haven’t already added any additional points from your 
descriptor and focus to your starting Pool, do so now. Add any 
additional skills or equipment from your descriptor and focus as 
well. 

I’ve already done this, so I don’t need to do it again.

CHOOSE YOUR POSSESSIONS,  
AS DETERMINED BY YOUR TYPE

The possessions that you start the game with are dictated by your 
type and include weapons, armor, packs, and other gear. If you 
wear armor, or if you have a special ability that grants you Armor, 
note the total amount of Armor in the space provided.

Check to see if your descriptor gives you additional 
possessions, such as equipment or extra shins.

As a glaive, I start the game with clothing, two weapons (or one weapon 
and a shield), light or medium armor, an explorer’s pack, and 5 shins. I’m 
going to choose a fringed beastskin jacket (medium armor), which gives me 
2 points of armor. 

My descriptor gives me 10 extra shins.

LIST YOUR ATTACKS 
Attacks are based on your chosen weapons and esoteries. List 
them here, write down how much damage they do, and include 
any special modifiers. 

For my weapons, I chose two daggers. My Pierce and Thrust fighting moves 
give me +1 to damage to attacks with those weapons.

Shroud of Flame costs me 1 Intellect point, but it inflicts +2 points of 
damage on anyone who attempts to touch me or strike me with a melee 
attack. It also gives me +2 to Armor against fire damage when the shroud 
is active.

ADD CYPHERS, ODDITIES,OR ARTIFACTS
Your GM will provide you with starting cyphers, as well as 

an oddity. Some foci will also give you an artifact.
Bears a Halo of Fire gives me an artifact—a device that can be used to 

spray inanimate objects to make them fire-resistant.

INCLUDE YOUR BACKGROUND
If you wish, each one of the three aspects of your 

character can help define your background. Your type gives you a 
connection to the world, your focus gives you a connection to one 
other player character, and your descriptor gives you a connection 
to the first adventure.

For my glaive connection, I’m going to choose a past as a bouncer 
in a local bar. My focus allows me to choose a PC in the group who 
isn’t harmed by my fire. Last, my descriptor connects me to the 
current adventure, and I’ll choose that I instigated this adventure and 
convinced everyone else to join me.

DURING PLAY, NOTE DAMAGE 
TRACK, RECOVERY ROLLS, AND XP

During gameplay, keep records of how 
many recovery rolls you’ve used each 
day and where you are on the damage 
track. (If you’re hale or dead, you won’t 
need to mark anything; otherwise, it’s 
important to make a note of your status 
on the damage track.) The 1D6+ box is 
for recording the amount that you add 
to your recovery rolls; this number is 
usually your current tier, but it can be 
altered by various modifiers.

Additionally, note what tier you are 
and how many experience points you 
currently have.

KEEP GOOD NOTES
The notes section is designated for 

events and experiences that happen to 
your character once the game begins.
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While creating Numenera and the Ninth 
World, I consulted a lot of sources. Much 
of this research was done online, but there 

are some amazing books out there discussing things 
of interest to Numenera GMs—ideas on cutting-
edge technology and, even better, speculation on 
what that technology could look like in the far, far 
future. Reading about such wild ideas will inspire 
the discoveries that Numenera PCs can make, the 
cyphers and artifacts they can find, and so on.

Additionally, there are novels, stories, graphic 
novels, TV shows, and movies that have greatly 
influenced Numenera. I want to not only credit 
them as such but also share them with you so that 
you can be inspired by them as well. Sometimes 
the inspiration they provide is mood or setting, 
sometimes it’s a lot of wild technological ideas, and 
other times it’s just the look or feel of something that 
might fit well into a Numenera game.

Enjoy.

NONFICTION
Eternity: Our Next Billion Years, Michael Hanlon
Indistinguishable From Magic, Robert L. Forward
Nanotechnology, Mark and Daniel Ratner
Physics of the Impossible, Michio Kaku
The Physics of Superheroes, James Kakalios
Strange Matters, Tom Siegfried 
Visions, Michio Kaku

BIBLIOGRAPHY AND 
RESOURCES

APPENDIX B

FICTION
Airtight Garage, Moebius
At the Mountains of Madness, H.P. Lovecraft
Arzach, Moebius
The Book of the New Sun, Gene Wolfe
A Canticle for Leibowitz, Walter M. Miller Jr.
The City and the Stars, Arthur C. Clarke
Dancers at the End of Time, Michael Moorcock
Dreadstar, Jim Starlin (comics)
Dune, Frank Herbert
The Dying Earth, Jack Vance
Eon, Greg Bear
Eternity, Greg Bear
Eternals, Jack Kirby (comics)
Far Futures, ed. Gregory Benford
The History of the Runestaff, Michael Moorcock
The Incal, Alejandro Jodorowsky (comics)
Last and First Men, Olaf Stapledon
Neverness, David Zindell
New Gods (and the entire Fourth World series),  

Jack Kirby (comics)
The Night Land, William Hope Hodgson
The Nine Billion Names of God, Arthur C. Clarke
Planetary, Warren Ellis (comics)
Prophet: Remission, Brandon Graham (comics)
Pump Six and Other Stories, Paolo Bacigalupi
Roadside Picnic, Arkady and Boris Strugatsky
Saga, Brian K. Vaughn (comics)
Star Man’s Son, Andre Norton
The Sword of Shannara, Terry Brooks
Timelike Infinity, Stephen Baxter
Viriconium, M. John Harrison
The Zothique Cycle, Clarke Ashton Smith

TELEVISION AND MOVIES
A.I.
Adventure Time
Cloud Atlas
The Fifth Element
Fringe
Nausicaa of the Valley of the Wind
Oblivion (2013)
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Chad ‘Skrymir’ Hughes
Chad “Doomedpaladin” 
Middleton
Chad Bartlett
Chad Brown
Chad Drummond
Chad Long
Chad Maue
Chad Patterson
Chad Robinson
Chad Thornton
Chad Toopes
Chadrick Mahaffey
Chance & Tricia Le Meur
Chance Whitmore
chancecatalyst
Chanin Vichaita
chapicus
Charles “Castellan” 
Meigh
Charles Brown
Charles Chapman
Charles Elder
Charles Hack
Charles Hammond
Charles L. Allen
Charles Miracle
Charles Moore
Charles Myers
Charles Parker
Charles Powell
Charles Tippett
Charles W. Plemons III
Charlie Reece
Charlie Roth
Charlie Smith
Charlie Vick
Charmaine & Steven 
Thornton-Cook
Chase Bacetich
Chase Colman
Chault
Chevaliers
Chip Morris
Chloe Katzburg
Chong Sim Chung
CHP
Chris ‘Oz’ Oswalt
Chris “Fyrestryke” Bradley
Chris “The Light” Sniezak
Chris & Ben Conrad 
Chris AKA “DOOM”
Chris Andrews
Chris Archer
Chris Avellone
Chris Aylott
Chris Basque
Chris Burnside
Chris Caporaso
Chris Chambers
Chris Collins
Chris Cowles
Chris Cumming
Chris D’Amico
Chris de Putron
Chris Dudley
Chris Dulsky
Chris Edwards
Chris Elkins
Chris Farrell
Chris Fazio
Chris Fenton
Chris Fitzsimmons (The 
Dragons eye Games)
Chris Flipse
Chris Foggin
Chris Fung
Chris Guiney
Chris Gwinn
Chris Hamilton
Chris Harp
Chris Hartford
Chris Hildebrand
Chris Irvine

Chris Kirby
Chris Knight
Chris Kümmel
Chris Lahey
Chris Laine
Chris Lewis
Chris Longhurst
Chris Marsh
Chris McLaren
Chris Michael Jahn
Chris Mobberley
Chris Mortika
Chris Parkinson
Chris Perkins
Chris Perrin
Chris Piazzo
Chris R
Chris Rathunde
Chris Riedel
Chris Schinaman
Chris Sharpe
Chris Shearing
Chris Shorb
Chris Show Biz Ballard
Chris Snyder
Chris Sylvis
Chris Tavares
Chris Thompson
Chris VanderKnyff
Chris Volcheck
Chris Von Wahlde
Chris Wachal
Chris Weakley
Chris Wiemer
Chris Williams
Christian A. Nord
Christian F. Kelley
Christian Hundahl
Christian Hundley
Christian Lindke
Christian Panten
Christian Poe
Christian Rothe
Christian Seiler
Christian Taylor
Christian Theriault
Christifer “Perch” Mulford
Christine Paluch
Christophe MOUCHEL
Christophe SAURA
christophe yung
Christopher ‘Last of the 
Timelords’ Spivey
Christopher “Ju Ju” 
Merrill
Christopher @chaupt 
Haupt
Christopher A Roberts
Christopher Anthony
Christopher Baar
Christopher Barton
Christopher Brind
Christopher Church
Christopher Cork
Christopher Coulter
Christopher E. Gerber
Christopher Ellison
Christopher Emerson
Christopher Gray
Christopher Hill
Christopher J Foster
Christopher J. Gautrau
Christopher J. Lauricella
Christopher J. Williams
Christopher Jordan
Christopher Kay-Chalk
Christopher Klise
Christopher Kugler
Christopher Lockey
Christopher Long
Christopher Lozaga
Christopher M. Read
Christopher Mackie
Christopher Mayfield
Christopher Mennell (The 
Secret DM)
Christopher Richard 
Stevenson
Christopher Rueber
Christopher Smith Adair
Christopher West
Chuck Bird
Chuck Childers

Chuck Frizzell
Chuck Mock
Chuck Wilbur
Cian “Icecream” 
O’Sullivan
Cianan Sims
Clark B. Timmins
Claude Martins
Claudio Pozas
Clay Fleischer
Clayton “Wise Kobold” 
Rennie
Clayton Montgomery
Clayton Pelon
Cliff Alles-Curie Rodas
Clifton ‘Calvinbah’ 
Gordon
Clint “Pippin” Malcolm
Clint Barkley
Clinton J Johnson
Clinton J. Boomer
Coboney
Coby Hedberg
Code Monkey
Cody Black
Cody Swatek
Cole Nordin
Colin Buckler
Colin Cashman
Colin Fredericks
colin matthews
Colin McComb
Colin Miller
Colin Miskowitz
Colin Patrick
Colin, Galen, Chad!
Collin Q Toohey
Colman Reilly
Colmcorbec13
Conan Brasher
Connor Lavoy
Conrad Murkitt
Constantine Thomas
Copper Crane
Cora Anderson
Cordell Barile
Corey ‘Moorhawk’ Austin
Corey “Truly Evil Bob” 
Radloff
Corey Hagopian
Corey Owens
Corey Shaw
Corhakil
Cormac Ó Foghlú
Corrado Muzi
Corrosive Rabbit
Craig “Doc Ryder” Brown
Craig “Zeejin” Walmsley
Craig Bishell
Craig Guarisco
Craig Hackl
Craig James Parent
Craig Loos
Craig McClung
Craig Raven
Craig S Janssen
Craig Stephenson
Craig Sutherland
Craig Wisniewski
CST-III
CT Phillips
Curt Herwig
Curt Meyer
Curtis “Cogzwell” Dalton
Curtis Hay
Curtis Tom
cwalsh
Cyle Grantham
D Scott Williams
D. C. Dodd
D. Lacheny
D. Max Loy
D. Weeks
D.A. Evosirch/Go, Cat, 
Go! Games
D.R.Gilbert
Dain Nielsen
Daised
Dal Dalain
dalarpguy
Dale Mazzola
Dale Seibert
Damian Coffey

Damien & Kelly Brunetto
Damien Laing
Damon C Bradshaw
Damon Eric English
Dan “The Captain” 
Haskins
Dan Brees
Dan Cecile
Dan Delaunois
Dan Derby
Dan Forinton
Dan Harms
Dan Jacobs
Dan Keller
Dan Martland
Dan Schmidt
dan sinclair
Dan Stewart
Dan Suptic
Dan Taylor
Dan Trandberg Jensen
Dan Young
Dana Bayer
Daniel Abigail
Daniel Atherton
Daniel Berryhill
Daniel Boyer
Daniel Brumme
Daniel C. Hutchison
Daniel Colwell
Daniel Crochet
Daniel Cushman
Daniel Donahoo
Daniel E. Knoop
Daniel Evanson
Daniel Flumerfelt
Daniel Gonzalez da C. 
Campos
Daniel Grota III
Daniel Grzeskowiak
Daniel Hackett
Daniel Heath
Daniel Helman
Daniel Helmick
Daniel Johnston
Daniel Kidney
Daniel Kinkaid & Tom 
Rhodes
Daniel L. Rasmussen
Daniel Ley
Daniel Lofton
Daniel Longwing
Daniel Maddern
Daniel Naruta
Daniel Petersen
Daniel Pires
Daniel Rodriguez
Daniel Sacdpraseuth
Daniel Sanford
Daniel Shaw
Daniel Shaw
Daniel Stack
Daniel T. Bekmand
Daniel Taylor
Daniel Williams
Daniel Worthington
Daniel Yauger
Daniele “Drystar” Pavone
Daniele Arduini
Dann Sullivan
Danny Seedhouse
Darius Breau
Dark Lord Cthulu
DarkFlite
Darren C Tait
Darren Fong
Darren Hennessey
Darren Miguez
Darren Watts
Darrin A. Michelson
Darrin Anderson
Darrin Drader
Darryl Park
Darryl R. Farr
Daryl Gubler
Daulton Whitehead
Dave Arber
Dave Bresson
Dave Brookshaw
Dave Cadoret
Dave Chalker
Dave Culpepper
Dave Cutts

Dave Dostaler
Dave Feldman
Dave Gross
Dave Hamilton
Dave Hanlon
Dave Marshall
Dave McCown
Dave Neumann
Dave Oda
Dave P Mansker
Dave Poirier
Dave Reed
Dave Ryack
Dave Shackelford
Dave Sokolowski
Dave Spaar
Dave Stark
Dave Tavener
Dave Terhune
Dave Tomczyk
David ‘Doibs’ Koch
David ‘Zankabo’ Kohler
David “Antioch” Guyll
David “Nez” Clark
David (Sir Zaric) Huet
David & Talitha Wark
David A Nissen
David A. K. Lichtenstein
David Adwokat
David Amburgey
David Andraka
David Annandale
David B. Robertson
David Bagdan
David Barwise
David Beauchamp
David Bernegger
David Bigg
David Black
David Booth
David Chervanik
David Christ
David DePrest
David Douglas Rollins
David Durand
David E Mumaw
David F. Chapman
David Farnell
David Garcia-Brazales 
Santiago
David Ginsburg
David Gove
David Haller
David Harold
David Harrison
David Headquist
David Holbrook
David J Prokopetz
David J. Zimmerman
David Jack
David Joy
David Kirlin
David L. Pigman
David Lash
David M.
David M. Johnson
David Mann
David Margowsky
David McCartney
David McFall
David Mesick
David Michael Sugar
David Morgans
David Nett
David Ng
David Nielson
David Nix
David P. Cox
David Paul
David R. Bender
David R. Hill
David R. Murrell
David Rapp
David Ridout
David Sánchez
David Sowa
David Stephenson
David Stoll
David Tickner
David Treen
David Weinstein
David Wickham
David Wiley Holton
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David Willson
David Wilson Brown
David Wohlreich 
Davy Kavanagh
Dean homas
Dean Mathison
Deana Lancaster
DeAnna Ferguson
Dee Harding
Demelza Beckly
Demian Walendorff
Denis Gagnon
Denis Surkov
Dennis Pejcha
Dennis Rude
Dennis Timm
Derek and Ashley 
Torgerson
Derek Carbonneau
Derek Dunwiddie
Derek Groothuis
Derek Guder
Derek J. Hunt
Derek Kupper
Derek Outwater
Derek Tilton
Derick Larson
Derik Malenda
Derrick Keplinger
Desiree Storch
Devin Night
Devin Redd
Devin Redd
Devon Apple
Dexter Macleod
Dez V
Dhaunae De Vir
Diana Bell
Dillon Mills
Dioltach
Direhippo
Dirk Schlobinski
Dirk-Jan Pater
Dj Gilcrease
DM Morgana
Docteur Half
Dom Stevens
Dominic Hamon
Dominic Morin
Dominik Dalek
Dominik Steenken
Dominique A. Suchaire
Don A. Dehm
Don Early
Don Gardner
Don Hayes
Don Johnson
Don Kosak
Don Smith
Donald Bouton
Donna K. Fitch
Donny Rhye
Donogh McCarthy
Doug “Dhomal” Raas
Doug “DJ Eternal 
Darkness” Carter
Doug Billingsly
Doug Grimes
Doug Hyatt
Doug Pippy
Doug Seipel
Doug Winter
Dougal Scott
Douglas Hulick
Douglas Odell
Douglas Parker Gray
Douglas R. Briggs
Douglas Robertson
Douglas Snyder
DPRJ
Dr Adrian Melchiori
Dr Eric Walchak
Dr Matthew Barron
Dr Michael Bradley
Draco Rat
Dracogen.com
Dragnmoon
Dragon’s Lair Comics & 
Fantasy
Drakythe
Dreamstreamer
Drew (Andrew) South
Drew Astolfi

Drew Daniel Brigner
Drew J Cass
Drew Shiel
Drokare
DrSbaitso
Duane Moore
Dubravko Kezic
Duncan Eshelman
Dusdan
Dustin & Eric Spencer
Dustin and Kimothee 
Archer
Dustin Curtis
Dustin Headen
Dustin Rector
Dustin Willis Hopson
dwigt
Dylan Craine
Dylan Robinson
Dyllon Moseychuck
Dynewind
e
E.R. Dorner, Jr.
Ean Hepburn
Eben Lowe
Ed
Ed Courttroul
Ed Eschler
Ed Hall
Ed Kowalczewski
Ed Thater
Eden Sparks
Edgar Gillock
Edouard Contesse
Edson “Gan” Carli Jr 
Eduard Sanz
Eduardo Venâncio de 
Almeida Soares
Edward D Holmes
Edward Durant
Edward Hand
Edward Linder
Edwin von Siegburg
Eeshwar Rajagopalan
Einroy Smith
Ejtaka
El Bunker
Eladrin
Elderac
Eldric IV
Elena Maureen Martinez
Eli Curtz
Eli Mallon
Eli Todd
Elijah Elefson
Elizabeth Courts
Elliot Jobe
Elliot Williams
Elliott Freeman
Ellis M. Creel
Elric
Elspeth Golden
Ely Dane
EmEcks
Emeric J. Dwyer
Emiliano Marchetti
Enrique Esturillo
entropyrat
Eoin Burke
epeeguy
Epheros Aldor
Erhoo Lopez
Eric
Eric “Gyrax” Belisle
Eric “ogehn” Brenders
Eric “Omnifarious” 
Hopper
Eric “Strat” Kennedy
Eric & John
Eric Coates
Eric Cummings
Eric Dalehite
Eric Dieter
Eric Ellis
Eric G
Eric Holtgrefe
Eric Jensen
Eric Kervina
Eric Lang
Eric Lindset
Eric lopez
Eric M Jeppesen
Eric M. 

Eric Magnuson
Eric Murphy
Eric P. Stipe
Eric Paquette
Eric Pierce
Eric Robinson
Eric Rosenberg
Eric Sorensen
Eric Stankiewicz
Eric Steinbrenner
Eric Suess
Eric Tillemans
Eric W. Olson
Eric Williamson
Eric Wong
Eric Yeager, Game 
Designer
Erich Vereen
Erick Jaudon
Erick Pierce
Erik Banner
Erik Booher
Erik C. Peterson
Erik Crossley
Erik Emrys Carl
Erik Frankhouse
Erik Guminski
Erik Hymel
Erik Ingersen
Erik Johnson
Erik Mann
Erik Ny
Erik Olsen
Erik Olsen [MrThePlague]
Erik Parker
Erik Tenkar
Erik Thurston
Erik Van Buren
Erika Eby
Erin A. Kinser
Erin Rose McDougal
Erin Torline
Ernesto “Montalve” 
Ramirez
Ernesto Bravo
Ernesto Yip
Estaog
Ethan M Gibney
Ethan Prosen
Ethan Zimmerman
Ettore, Giordano e Maia 
Munari
Evan Burgess
Evan Darrow
Evan Myers
Evan Rattner
Evan Saft
Everitt Long
evil bibu
Exor Grey
Ezra Harrington
F. Hébert
F.S. Lloyd
Fabiano Neme
Fabio Passamonti
Fanfare
Fantask
Faroguy
Fastidious Monk
Faumspur
Fel
Felipe de Amorim
Felipe Weber
Felix “Flax” Le Rouzes
Felix Girke
Felix Seibert
Fenyx4
Fernando Barrocal
Ferrett Steinmetz
Fidark
Filipe Stefano Ghisi
Filippo Burighel
Filthy Monkey
Fiona Denehy
Fiona Lynn Zimmer
Fire Opal Media
Flash, Mercury, and Blade
Fletcher Williams
Florian Merx
Florian P.M. Kohn
Florian Wassermann
Flozz
Foz

Fran Thomson
Francis Traver
Francisco Sepulveda M
François “Elfteiroh” Naud
François Labrecque
François Pallier
François Telnoff
Frank Bath
Frank Belinske
Frank Bogensperger
Frank Foulis
Frank K Krivak
Frank L Emanuel
Frank Shea
Frank Tedeschi
Frankie Mundens
Franklin Crosby
Frans Evaldsson
Franz Georg Rösel
Fraser Imrie
Fred Herman
Frederi “Volk Kommissar 
Friedrich” POCHARD
Frederic Defoy
Frederic Methot
French!e
FrictionX42
Fringe Element
FWACATA.com
G. Hartman
G. L. Gay
Gabe Gallagher
Gabe Usry
Gabriel Madeira Pessoa
Gabriel Normandeau
Gabriel Perez
Galactus, Devourer of 
Worlds
gamer42_au
Gamerstable Podcast
Gamescape San 
Francisco
Gaming Paper
Gareth Hodges
Gareth Hughes
Gareth Lewis
Garreth “Dead Jim’ 
Baldwin
Garrett Fitzgerald
Garrett Wood
Garry C Frankowski
Garry Jenkins
Garth Wilson
Garvin Anders
Gary Bratzel
Gary E. Weller
Gary Lutz
Gary Montgomery
Gary Schroeder
Gary Thompson
Gauthier Descamps
Gavin Bisesi (Aka 
Daenyth)
Gavin Halldorson
Gavin Kenny
Gavin Mok
Gavin O’Brien
Gavin Simons
gcbiggie64
gcollic
Gee Barger
Geek Improvement
GeekNative.com
Gelsamel
Gemini Habuzelbot
Gene F Walthes Jr
Gene Molnar
Gene Rugg
Genesis Guards
Geoff & Christy Gill
Geoff Sears
Geoff Skinner
Geoffrey Goffin
Geoffrey Nelson
George Hatus
George N.
George Richardson
George S Hardy
George T. Krieger, IV
George Taray
George Vasilakos
Gerald J Smith
Gerald Rose Jr

Gerald Vanover
Geza Letso
Giampaolo Agosta
Gianluca Gatto
Gibbs Moore
Gidian Benjamin Larsen
gigglestick
Gilbert Milner
Gilberto Leon
giryan
Giulio Cesare Giorgini
glaciermf5
Glen Grongan
Glen Martin
Glenda & Tom Inscho
Glenn “NakedHobo” 
Buettner
Glenn Williams III
Global_Idiot
Glog Stonebones
GM Chris
Gohyakuen
Gordon Dell
Gordon Duke
Gordon R. Thomas
Gothhog
Graeme Lewis
Gragger
Graham
Graham Dear
Graham Starfelt
Graham Wells
Graham Wills
GrahamHL
Grandy Peace
Grant Gerstner
Grant Kinsley
Gray Hill
Grayson Soreluel Mitchell
Greg Arguello
Greg Basich
Greg Bullard
Greg Burroughs
Greg Cueto
Greg Fehr
Greg French
Greg Gerrand
Greg Green
Greg Jensen
Greg King
Greg Morrow
Greg Mount
Greg Santo
Greg Saunders
Greg Sweeney
Greg Voelker
Gregg Meissner
Gregory Bowes
Gregory G. Geiger 
Gregory Lê
Gregory Maroda
Gregory Morse
Gregory Park
Grey
Grey Growl
Gry Haram
GThane
Guardian Games
Guido Treissl
Guillaume Adroit
Guillaume Bernard
Guillaume Chau
Guillaume Paci
Guillermo Lago
Gullven
Gustavo 
“Guggawitze” 
Martinez
Guy Nuyda
Guy Thompson
Guz Waatensen
H. M. ‘Dain’ Lybarger
H. Ravlin
Haegin
Hagen Kirk
Håkon Gaut
Hal Greenberg
Hal Mangold
Hank Amorin I 
Hannah “Er00” 
Fordham
Hannah Taylor
Hannes Furia

Hans “Infernalistgamer” 
Watts
Hans Christoffer Sandnes
Hans Cummings
Hans Erik Danielsen
Hans Kåre S. Oppigård
Harpunea
Harris Rotman
Harry Wise
Harsh Realities, LLC
Hayden Eather
HAYT
Haz
Headhunterp
Heath Wilder
Heath_Bar
Heather Blandford
Heather Pedersen
Heather Pritchett
Hector ‘chucho68’ Varela
Helder Lavigne
Henk Birkholz
Henning Wollny
Henry Benton Jr.
Henry O. Harrell
Henry Wong
Herman Duyker
HeySteve
Hollis McCray
Holly Cook
Horst Ragnarök
Howard Andrew Jones
hplovescats
Hugh Ashman
Hugh Lawson
Hugo Solis
Hunter Harrell
hurleyxvx
Hyathin
Hypnoseal
I’m Board! Games & 
Family Fun
Iain Hunter-Fennell
Ian Castleman
Ian Cooper
Ian Cyr
Ian Foster
ian free
Ian Grey
Ian Gunther
Ian Helmke
Ian Hutzel
Ian J. Stewart
Ian Kirby
Ian McCreery
Ian McDougall
Ian Newborn
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Ian O’Dea
Ian Phillipchuk
Ian Robinson
Ian SerVaas & Sage
Ian T. “Keeper” Small
Ian Tong
Ian Walton
Ian Whitehead
Idilio Santos
Ignacio Segura
Ignatius Montenegro
Igor ‘UtarefsoN’ Moreno
Igor Benetazzo
Igor Bone
Igor Skvortsov
iiowyn
iivari Lappalainen
Imani Marks
Imanol Bautista 
“Wulwaif”
iNCREPT
Iñigo Garduño Cuevas
Inquisitor McConnell
Intwischa Press
Ira Kalina
Irfon-Kim Ahmad
Irven “Myrkwell” Keppen
Isaac Carr
Isaac VanDuyn
Isabelle DG Moreau
Isak Ström
Itamar Weisberg
Ivan Subotic
Ivica Folnovic
Izarux
J & J Hardesty
J Aaron Farr
J Natera
J Quelch
J Snagg
J. Andrew Wilson
J. B. “Trollsmyth” Murphy
J. Carter
J. Daniel Lewis, Jr.
J. Holdridge
J. J. Veatch
J. Ohmer & R. Rennie
J. Patrick Walker
J. Phillip Stewart
J. Schultz
J.M. Martin
J.R. & Leann Knight
J.W. Kemery
J.W.S. Wise, III
Jack Gulick
Jack Kelnhofer
Jackus
Jacob Alexander 
Jacob Angel
Jacob Evans
Jacob Kessler
Jacob Mandel
Jacob Mandell
Jacob Reich
Jacob Sorensen
Jacob Trewe
Jacob Vanyai
Jacob W.
Jacob W. Kalb
Jai (Hagi) Daniel
Jake Darby
Jake Foster
Jake Nelson
Jake Richmond
Jamas Enright
James “Derthmanter” 
DeWitte
James “Ravenspoe” 
Carpio
James & Laura Goodwin
James A. Johnson 
James A. Quirk
James a.k.a. uber
James Alan Gardner
James Allen
James Alley
James Barlow (angille)
James Becker
James Bell
James Bell
James Bowman
James Brett
James Bridges

James Bryant
James C King
James C. Ray
James Carlisle Holder
James Colin Campbell
James Cosper
James Crouch
James Doherty
James Durchenwald
James Galloway
James Glover (GB)
James H. Lewis
James Hays
James Horne
James Jacobs
James Jandebeur
James John
James Keegan
James Kiley
James Klingler
James Knevitt
James Lawler
James Mason Pierce
James Mccloy
James McKendrew
James ME Patterson
James Miller
James Moffitt
James Myers
James Niemira
James O’Laughlin
James P. Pope
James Pacheco
James Powell
James Ramirez
James Roy Peters
James S. Barratt
James Sears
James Seibert
James Spangenberg
James Stoneburner
James Stuart
James Thomson
james tillman
James Tomasino
James Van Horn
James Vogel
James W Hines
James W. Wood
James Winfield Jr
James Wnorowski
James Wood
James Worley
Jamie Pilgrim
Jamie Varni
Jamie Wolff
Jamison T Thing
Jamon Schroeder
Jan Egil Bjune
Jan Mäkinen
Jan Pralle
Jan Rodewald
Jan Schmid
Jan-Paul Koopmann
Jango
Janosch Hildebrand
Japegrape
Jared & Nicole Callahan
Jared McFarland
Jared Nelson
Jared Scott
Jared Voshall
Jared Wadsworth
Jarek Curtis
Jarrod -chiefocto- 
Brown
Jasmine Devereaux
Jasmine Rae Friedrich
Jason ‘XenoPhage’ 
Frisvold
Jason “LordZod” 
Liswood
jason “m00se” bean
Jason “Tyrian” Emery
Jason Best
Jason Blind
Jason Brick
Jason Burlew
Jason Burton
Jason Cheung
Jason Childs
Jason Craft
Jason Erbe

Jason F. Broadley
Jason Flowers
Jason Gilmore
Jason Gunder
Jason J. Ambrose
Jason Jahr
Jason Johnson-Price
Jason Lescalleet
Jason Levine
Jason Lund
Jason M. Frawley
Jason M. Heath
Jason M. Stewart
Jason Marks
Jason Mavor
Jason N. Duffey
Jason Nell
Jason Pitre
Jason Ramboz
Jason Richardson
Jason S. Owens
Jason Schindler
Jason Sereno
Jason Tack
Jason Templeton
Jason Vanhee
Jason Wayne Keesey
Jason Wyrick
Javier “Intkhiladi” 
Escajedo
Javier Murillo Sánchez 
Jay E Treat III
Jay Garmon
Jay Goodfader
Jay Kint
Jay Kominek
Jay Little
Jay Steven Uy Anyong
Jay V. Schindler
Jay White
Jaye Sonia
Jayme Last
Jayson French
Jayson Richard
Jd and Keri Wiker
Jean ALAHEL Fridrici
Jean Paul Thewissen
Jean-Baptiste Vlassoff
Jean-Claude Labelle
Jean-Francois Fiset
Jean-Olivier Ferrer
Jeanette Johnston
Jeb Woodard
Jed McClure
JefA
Jeff “foxxtrot” Craig
Jeff Badger
Jeff Bergan
Jeff Cross
Jeff Devin
Jeff Eaton

Jeff Hotchkiss
Jeff Jeppesen
Jeff Johnston
Jeff Jones
Jeff Kajrs
Jeff Klessig
Jeff Knee
Jeff Kramer
Jeff Lindsay
Jeff Maughan
Jeff Mechlinski
Jeff Messina
Jeff Popko
Jeff Prather
Jeff Quantrill
Jeff Quick
Jeff Scifert
Jeff Shepherd
Jeff Sherman
Jeff Spencer
Jeff Terrill
Jeff Wimett
Jeff Xilon
Jeffery A. Dobberpuhl
Jeffery Sergent
Jeffrey A Jones
Jeffrey A. Robbins
Jeffrey Dentzer
Jeffrey Edgington
Jeffrey Hosmer
Jeffrey J.A. Fuller II
Jeffrey Osthoff
Jeffrey S. Campbell
Jeffrey Wong
Jeffrey Zimmer
Jeffry Fleischer
Jen Page
Jen W
Jennie Schilling
Jennifer B. Ramon
Jennifer Brozek
Jennifer Gubernath
Jennifer Schlosser
Jens Halverson
Jens Olesen
Jerald Schrimsher
Jere Kasanen
Jered Heeschen
Jeremiah Brougher
Jeremiah Griffin
Jeremiah Tolbert
Jeremy & Jennifer Farnes
Jeremy Bent
Jeremy Bergfeld
Jeremy Brown
Jeremy Caldwell
Jeremy Coffey
Jeremy Cook
Jeremy Cunningham
Jeremy Fox
Jeremy Friesen
Jeremy Hill
Jeremy Hostetler
Jeremy Kinser
Jeremy Kostiew
Jeremy LaMere
Jeremy Land
Jeremy R Jerkins
Jeremy Scherer
Jeremy Scott
Jeremy Shajiiv 
Sivaneswaran
Jeremy Weyand
Jeremy Whalen
Jeremy Zimmerman
Jeroen Jetten
Jeroen Ruigrok van der 
Werven
Jerrett McCormick
Jerrin Strongblade
Jerry “Juberberry” Ozbun
Jerry D. Grayson
Jes Wulfsberg Nielsen
Jess Bell
Jesse Davenport
Jesse Goble
Jesse Nash
Jesse Reynolds
Jesse Taylor
Jesse Thacker
Jessica Alsop
Jessica Hammer
Jessica Pippard

Jester’s Playhouse
Jevin
JF Paradis
JHG Hendriks
Jim Alcala Sales
Jim Black
Jim Black
Jim Burzelic
Jim Clunie
Jim Cummings
Jim Gill
Jim Hall
Jim Hart
Jim Heath
Jim Kitchen
Jim Lasseter
Jim Long
Jim Moss
Jim Olszewski (Cohrbin)
Jim Priebnow
Jim Rickel
Jim Ryan
Jim Shepard
Jim Trigg
Jim Zub
Jimbo Holmstrom
Jimbo Staggins 
Jimi Kathryn Bonogofsky
Jimmie Bragdon
Jimmy Plamondon
Jin-Ping Lim
JJ Garcia & Charlie 
Dreisbach
JJ Kahrs
jmstump
Jo R
Jo-Herman  Haugholt
João L. “Tabaco” R. M.
Joaquin Vasquez
Jody Kline
Joe “Gravity” Newton
Joe Abboreno
Joe carlson
Joe Crow
Joe Damiani
Joe Dunham
Joe Ebner
Joe Frankovitch
Joe Fusion
Joe Giammarco
Joe Johnston
Joe Maron
Joe Noll
Joe Senecal
Joe Thater
Joel A. Adkins
Joel Flank
Joel Kurlan 
Joel Thorne 
Joerg M. Nosthaf
Joesys
Joey Ruina
Joey Virtue 
Johan Ljungman
Johannes Dolnitzki
John “Decker” Pool
John “Goon” Williams
John “Johenius” Richter
John “Living the Dream” 
Dodd
John “Oz” Oswald
John Adamus
John Alfred Young
John Bellando
John Brewer
John Buczek
John C. Tod
John Casker
John Cmar
John D. Barr
John D. Faugno
John D. Pankey
John D. Williford
John David Wright
John Donahue
John Donoghue
John Dony
John Doty
John du Bois
John Dwyer
John Good
John Granville
John H Reiher Jr.

John Hanna
John Hare
John Higginbotham Jr.
John Hughey
John J. Gillick, TPK-
Online.com
John J. Kammer
John K. Morris
John Kusters
John Layton Long
John Lowell Kelly
John Luiten
John M. Kuzma
John M. Portley
John Maki
John Mark Smotherman
John Marron
John McCarthy
John McCullough
John McLintock (AKA. 
JMcL63)
John Mehrholz
John Michael Davis
John Morrow
John P. Gregory
John Paul Ashenfelter
John Poole
John R. Troy
John R. Warren
John Randecker
John Rudd
John Rugwell
John Ryan Beattie
John Sairrin
John Santin
John Scchock
John Schuhr
John Sepulveda
John Signorino
John Skinner Jr
John Stafford
John Steve
John T Coleman
John T Coyne
John T. Overath
John Taber
John Traglio
John Wenskovitch
John Winters
John WS Marvin
John Yngve Fredrik 
Lundgren
John-Matthew DeFoggi
Johnathas Mendes 
Beccon
Johnny Alfaro (Dreik)
JohnPhilip S. Wills
Jon Blackwell
Jon Bolding
Jon Crider
Jon Criswell
Jon Green
jon hicks
Jon Huss
Jon Ingersoll
Jon Jones
Jon Kimmich
Jon Leitheusser
Jon Loeffler
Jon Marr
Jon Mattson
Jon Meerdink
Jon Metzger
Jon Michaels
Jon Moore
Jon Simpson
Jon Smejkal
Jon Solmundson
Jon Spengler
Jon Swanson
Jon T. McCarty II
Jon Watts
Jon Wooley
Jon-Colin Evans
Jonas “TheSpaceMan” 
Pettersson
Jonas Hansson
Jonas Mustonen
Jonas Richter
Jonas Schiött
Jonathan ‘TredHed’ 
Young
Jonathan “Buddha” Davis
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Jonathan A. Gillett
Jonathan Agens
Jonathan Basse
Jonathan Borzilleri
Jonathan Bristow
Jonathan Cabildo
Jonathan Cliffen
Jonathan Cruz 
(EpicWords.com)
Jonathan Doda
Jonathan Duhrkoop
Jonathan Eskritt
Jonathan Francis Audet
Jonathan Grimm
Jonathan Hague
Jonathan Jordan
Jonathan Killstring
Jonathan Korman
Jonathan L. Howard
Jonathan Leopold
Jonathan McCulley
Jonathan McDermott
Jonathan McDermott
Jonathan Mier
Jonathan Musgrove
Jonathan Nash
Jonathan Olsen
Jonathan P Niess
Jonathan Riefler
Jonathan Ruffin
Jonathan Schrack
Jonathan Scott
Jonathan Steele
Jonathan the Black
Joos Ketelslegers
Jordan Bowe
Jordan Cunningham
Jordan Dennis
Jordan Raymond
Jordan Surie
Jordan Trais
Jordanna Artmann
Jorden O’Bryant
Jorge Chacón
Jörn Kiselev
Jose ‘The Hoser’ Fitchett
Jose Espinoza
Jose Lozada
Jose Luiz 
“Tzimiscedracul” F. 
Cardoso
Jose M Adams
Jose Manuel Hernandez
Jose Montero
Joseph A. Black
Joseph A. Brassey
Joseph A. Russell
Joseph Carroll
Joseph Choe
Joseph Cortese
Joseph Evans
Joseph Gandee
Joseph Harvey
Joseph Kogin
Joseph Lewis
Joseph McKinley Boster II
Joseph McRoberts
Joseph Pound
Josh Arnold
Josh Boys
Josh Colon
Josh Demaree of THE 
ESTABLiSHED FACTS 
Podcast
Josh Dixon
Josh Epperson
Josh Flint
Josh Hilden
Josh Rensch
Josh Scaglione
Josh Spotts
Josh Street
Josh Triplet
Josh Wilhelmi
Joshua “Strago” Luther
Joshua A Long
Joshua Archer
Joshua Bailey
Joshua Besaw
Joshua Buergel
Joshua D. Fairhurst
Joshua D. Moody
Joshua D. Wild
Joshua Gorfain

Joshua H Morris
Joshua Hancock
Joshua K. Martin
Joshua KTFish7 Gullion
Joshua Lamos-Sweeney
Joshua Little
Joshua Men Huon
Joshua O’Connor-Rose
Joshua P. Smtih
Joshua Paulik
Joshua Peck
Joshua Wehner
Joshua Ziegler
JovaZ
Jozh
Juan Adolfo Lucha Garcia
Juan Pablo de Betolaza
Jubakin
Judd M. Goswick
Jude Vais
Judge Zahn
Judson Wright
Jul & Mat
Julian C. Steen
Julien Delabre
junot díaz
Jurannok
Jürgen Peters
Jurie Horneman
Jussi Myllyluoma
JustDave
Justin Achilli
Justin Alexander
Justin Andrew Mason
Justin Ashley Powell
Justin Beatty
Justin Beeh
Justin Bohnet
Justin Burr
Justin D. Jacobson
Justin Hukle
Justin Lee
Justin McDaniel
Justin Mohareb
Justin N
Justin Ragan
Justin Schultz
Justin Shelby
Justin Thomason
Justin Vander Schaaf
Justin Vierra
K-Slacker
K. L. Murphy
Kacy Smith
Kaerlyzar
Kai Hellmeier
Kairam Ahmed Hamdan
Kaminiwa
Kaosweaver
Kara James & Curtis 
Jones
Kari Lehtikari
Karl A. Schmidt
Karl Barbosa
Karl Borns
Karl Castle
Karl Deckard
Karl M. Hennon
Karl Maurer
Karl Okerholm
Karl The Good
Karsten Alexander 
Kopplin
Kary “Starman” Williams 
aka “Realm Master K”
Kaspi
kassarin
Kat Boulware
Kat Evans
Kate Kirby
Katie and Marc Davignon
Katie Fountaine
Katlynn & Schuyler
Katrina L. Halliwell
Katryna & Erich Wade
Kay Elspas
Kaytal (Josh Bryant)
Kazekami
kbob42
Keasar
Kee Hwan Yi
Keith “Xiawarr” 
Clendenen
Keith Baker

Keith Duncan
Keith Higdon
Keith M Martin
Keith Mageau
Keith McGillivray
Keith Nelson
Keith Price
Keith Shaw
Kelcey Calderon
Kellan Kilmer
Kelly & Robyn Fisher
Kelly Caudle
Kelsa
Kelsey Mohland
Ken Austin
Ken Blakey
Ken Burruss
Ken Collins
Ken Ditto
Ken Finlayson
Ken Herbert
Ken Marable
Ken Norton
Ken Pawlik
Kendall Jung
Kennan Ward
Kenneth “The Borg” 
Earnest
Kenneth j Ruch
Kenneth Liska
Kenneth Newquist
Kenneth Thronberry
Kennon and Elizabeth 
Bauman
Kenny
Kenny Chik
Kensboro
Kent Wayson
Kerion D’Archangeli
kesipyc
Kevan Chapman
Kevin “Rifter” Rank
Kevin Bender
Kevin Brennan
Kevin Davis
Kevin Doswell
Kevin Flynn
Kevin Groat
Kevin Hamilton
Kevin Hogan
Kevin J. Maroney
Kevin Kinsley
Kevin Kulp
Kevin Lai
Kevin Lawrence
Kevin M. Smith
Kevin Mayz
Kevin McLean
Kevin Ohannessian
Kevin Ramsell
Kevin Ramsell
Kevin Reynolds
Kevin Schantz
Kevin Tait
Kevin Weiser 
Khashir El’eth
Kieran Stones
Kim Mazaraki
Kimberly G Schneider
Kimmy
Kindath Shadowcloak
King Drew Follett
Kip Brennan
Kirin Robinson
Kirwan’s Game Store
Kit Wessendorf
Kitasi
Kjetil Kverndokken
Klanmabas
KM Criscione
Knoxx
Koen Casier
Konstantin Gorelyy
Kosuno
Krab
Krathognis
Kris Chesney
Kris Culotta
Kris Kelly
Kris Ketchersid
Kris, Elizabeth and Lina 
Herzoh
Kristi H.
Kristian Cee

Kristian Grossman-
Madsen
Kristian Hartmann
Kristian Robben
Kristine Roper
Kristoff Bergenholm
Kristoffer Dorph
Kun Xin
Kurt Dietrich
Kurt Johnson
Kurt Korfmacher
Kurt T. Runkle
Kurt Zdanio
kurtis b franks
Kurtis Bright
Kusatteiru
Kyle “Fiddy” Pinches
Kyle A. Lovett
Kyle Anderson
Kyle Ballard
Kyle Brodzky
Kyle David Frost
Kyle E. O’Halloran
Kyle Ferrin
Kyle G. Neff
Kyle Hartzel
Kyle Jackson
Kyle Lewis
Kyle MacKay
Kyle Tasker
Kyle Watt
Kym Farley
L. Milton
L.McKinney
L.R. Stevens
Lachlan Jones
Lachlan Smith
Lady Suzanne of 
Booklandia, level 27 nerd
Laevatein
Lali Aguiar
Lance Schroeder
Lance T Hildebrand
Lance Williams
Landon B
Larac
Lari Kukkonen
Larry Hollis
Lars Gawronsky
Lars Westergren
Lateef Livers
Laura Sullivan
Laurel Amberdine
Lauren Knowles
Laurent “cyberpanda” 
Dumas
Lauri Hirvonen
Lauri P. Laux Jr
LawfulNice
Lawrence E. Huang
Leandro “PaladaEX” 
Costa
Leandropug
Leanne C. Taylor-Giles
Lee DeBoer
Lee Sims
Lee Wendel
Lema 
Len O’Grady
Len Peralta
Leo Byrne Jenicek
Leo Matheus
Leon Higley
Leon Powell
Leonardo Prunk
Leonardo Souza
Leperkhaun
lerolabell
Leroy “Falstep” Lee
Les Simpson
Leslie “Phadeout” Balazs
Leslie A. Wilson
Leslie Sedak
Lester Ward
Lewie Nerino
Lewis Black
Liam “Hamm” Barney
Liam Bourret-Nyffeler
Liam Murray
LiberKaos
Libonati
Lisa “The Mouse”
Lisa Kaiffer
Lisa Kellogg

Lisa Stevens
Lisandro Nieva
Lloyd Eley-Smith
lobachevsky
Lobo
Locke Bendekar
Logan “Jebal” Smith
Logan Bonner
Loig
Loki Carbis
Loki63
Lorcan Murphy
Lord Baane
Lord Darth Travis 
Bartholomew Winston 
Gary Woodall IX, Esq.
Lorenzo Di Loreto
Lorin “Xavier” Grieve
Lou Anders
Lou Bajuk
Lou Goncey
Louis Agresta
Louis R. Evans
Louis-Andre Pelletier
Louis-Rene Hebert
louisdeb
Luca Beltrami
Lucas McCauslin
Lucas Nascimento 
Machado
Lucas Toddy
Luciano C.
Luciano Fernandez
Lucien Breitkopf
Lucien Freeman
Ludovic Chabant
Luigi Castellani
Luis Goncalo Mendes
Lukas Daniel Klausner
Lukasz
Luke Granlund
Luke Greene
Luke Hauck
Luke Moran
Luke Platfoot
Luke Rowan
Luke Simcoe
Luke Stowell
Lutz Michen
Lyn Setchell
M Alexander Jurkat
M. Christopher Freeman
M. Michalik
M. Sean Molley
M.C.A. Hogarth
Maarten Broekman
Mac Senour
Mad Tinker Gnome
Magatone
Mage
MageMistress.com
MaGnuS
Magnus Alvestad
Magnus Widvist
Magus
Maiki
Majdi Badri
Malex Murdoch
Mama Wuisa
Manuel Dennis III
Manuel Quick
Manuel Siebert
Manuel Vrizzi
marc eyraud
Marc Golsmith
Marc Granlund
Marc Hutcheson
Marc Plourde
Marc Rougier
Marc-André
Marc-André Laurence
Marcel Beaudoin
Marcel Benoit
Marcelo de Vasconcellos
Marcie Dobyns
Marco “_Journeyman_” 
Bignami
Marco Andre 
Mezzasalma
Marco Veltri
Marcus Arena
Marcus Beyer
Marcus Groenig
Marcus Johansson

Marcus Johnson
Marcus Maczynski
Marek Staron
Marek St�pniowski
Marian De Kleermaeker
Marino Santirso Ruiz
Mario Vandaele
Marion Nalepa
Marius Hoffmann
Marja “Pook” Feilen
Mark “Buzz” Delsing
Mark “The Barbarian” 
Rajic
Mark “Valris Sunstar” 
Rumler
Mark A Gallicchio
Mark A. Barreto
Mark A. Siefert
Mark Allan Patrick 
Hughes
Mark Almeida
Mark Beardmore
Mark Brown
Mark Buffington
Mark Butler
Mark C. Chu-Carroll
Mark Carroll
Mark Cathro
Mark Cockerham
Mark Darrah
Mark Diaz Truman, 
Magpie Games
Mark Dover
Mark Fielding
Mark Francis
Mark Garringer
Mark Goldman
Mark Greco
Mark Harris
Mark J Modugno
Mark K. Emmert
Mark Kadas
Mark Keating
Mark Llewellyn James
Mark Magagna
Mark Malone
Mark McCann
Mark Miller
Mark Morden
Mark Noonan
Mark Pankhurst
Mark Perneta
Mark Quire
Mark Richman
Mark S
Mark Shocklee
Mark Solino
Mark Sponholtz
Mark ten Brink
Mark Teppo
Mark Townshend
Mark W. Bruce
Mark W. H. Lambe
Mark Winnington
Mark Woodson
Mark Woolley
Mark Yohalem
Mark Zabaro
markus igel
Markus Pfeil
Markus Plate
Markus Schoenlau
Marni Erwin
Marsell
Martin “Flash” Jäger
Martin Blake
Martin Brown
Martin C. Howard
Martin Coleman
Martin Dickson
Martin Greening
Martin Hills
Martin Jonassen
Martin Jones
Martin Langhammer
Martin Legg
Martin Lehnert, Master of 
Kuranor
Martin Lemser
Martin Mountford
Martin Ralya
Martin Wagner
Mary Robinette Kowal
Marzio Ombra
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Marzio Spairani
Mason Z.
Massimo Spiga
Mat Hulett
Mat Munro
Materia Magica
Mathew Reuther
Mathew Schelsky
Mathew Schultz 
(InkLikeUrine)
Mathias Exner
Mathias Gehl
Mathieu Côté
Mathieu Krog
Matias Säppi
Matt A
Matt Bogen
Matt Bowyer
Matt Bridgeman-Rivett
Matt Bush
Matt Colville
Matt Doyle
Matt Forbeck
Matt Fuller
Matt Grix
Matt Grote
Matt Hufstetler
Matt Jackson
Matt Jenkins
Matt Jett
Matt Kovich
Matt Krous
Matt Leitzen
Matt Logan
Matt M McElroy
Matt Martinson
Matt May-Day
Matt Park
Matt Postema
Matt Prangley
Matt Seckman
Matt Shortess
Matt Shursen
Matt Tyrrell
Matt Walker
Matt Wang
Matt Wester
Matt Whalley
Matt Wigington
Matt Zelus
Matteo Cesari
Matteo Signorini
Matthew ‘Haxar’ Shaw
Matthew “Maverick” 
Schauster
Matthew “MountainFace” 
Cleveland
Matthew “Quady” Bohme 
Matthew “Thrantor” Allen
Matthew Allen
Matthew Arieta
Matthew Batchelder
Matthew Bates
Matthew Blackwell
Matthew Bottiglieri
Matthew Bullock
Matthew C Carr
Matthew C H Winder
Matthew C. King
Matthew Campbell
Matthew Crawford
Matthew D. Sercely
Matthew Dobervich
Matthew Edwards
Matthew Elkin
Matthew Houghton
Matthew J. Ruane
Matthew Jameson
Matthew Johnston
Matthew K Gray
Matthew Keevil
Matthew Krykew
Matthew L. Seidl
Matthew Ledgewood
Matthew Lind
Matthew Markland
Matthew Nielsen
Matthew P.
Matthew Parmeter
Matthew Pauze
Matthew Pritchard
Matthew Rasmussen
Matthew Rees

Matthew Sands
Matthew Scott
Matthew Trent
Matthew Tucker, 
Geekmaster
Matthew Walker
Matthew Wasiak
Matthias Nagy
Matthias Weeks
Mattias Kasche
Maurauders
Maurice Strubel
Maurício H. Navate
Mauricio Moura
Max “Green_eyes” 
Nikolaev
Max Benton
Max Kadmus
Max Kaehn
Max Means
Maxwell Frattolin
Maxwell Strickland
mdl780
Megan Coppock
Megan Ortiz
Melanie Allen-Hyma
Melissa and Howard Bein
Melissa Theetge
Mendel Schmiedekamp
Mendo
Mengu Gungor
Meric and Jennifer Moir
Mia Mailahn
Micah
Michael “Mikki” Garry
Michael “RPGAlchemist” 
Adams
Michael “Storyteller” 
Holland
Michael & Danielle 
Beekman
Michael A. Caldwell
Michael A. Goodwin
Michael Baldoza
Michael Barselow
Michael Baskal
Michael Beck
Michael Bond
Michael Branham
Michael Calabrese
Michael Capps
Michael Carus
Michael Chorney
Michael D. Blanchard
Michael De Rosa
Michael Dore
Michael Dowden
Michael Dunn
Michael E. Shea
Michael F. Brown
Michael Feldhusen
Michael Fienen
Michael Galligan
Michael Garcia
Michael Grancey
Michael Gunderson
Michael Harrison
Michael Hill
Michael Iachini
Michael J Brisbois
Michael J Cossairt
Michael J Neice
Michael J. Chernicoff
Michael J. Dulock
Michael Jon Porter
Michael Jones
Michael Kenny
Michael Kildaire
Michael Lorenson
Michael Luipersbeck
Michael Machado
Michael Mair
Michael McSwiney
Michael O’Reilly
Michael Oney
Michael R. Underwood
Michael Richards
Michael Russell
Michael S. Webster
Michael Schell
Michael Schloss
Michael Sigler
Michael Sokolski

Michael Spinks
Michael Stellick
Michael Swiernik
Michael Zautner
Michael Zenke
Michele Carter
Michelle Maki
mickliddy
Miguel Reyes
Mike “Black Wolf” 
Browne
Mike (Speedy) Harwood
Mike Bowie
Mike Bradley
Mike Cherry
Mike Connolly
Mike Hitchcock
Mike J. Carlson
Mike Kuhn
Mike Lawhorn
Mike Levitt
Mike Loftus
Mike Maughmer
Mike McLaughlin
Mike Mistele
Mike Ott
Mike Palmieri
Mike Pattee
Mike Perna
Mike Sands
Mike Selinker
Mike Shannon
Mike Tidman
Mike Tinney
Mike Torrey
Mike Welham
Mike Zwick
Mikhail Ramalho
Mikhail Ushanov
Mikkel Berget
Milan D. McKay
Miles Cochran
Miles Matton
Mina Martin Core
minitrue
Minott
Mirko “Cormac” Hess
Mirko & Diana Muggli
mirko a. mitta
Mirko Mazzi
mistcore
Mitch Adler
MITCHELL CHRISTOV
mmaranda
Moglet
Moira Tagle
Monica Valentinelli
Morgan Boehringer
Morgan Ellis
Morgan Hay
Morgan Hazel
Morgan Jollymore
Morgan T Mendenhall
Morgan Weeks
morhathol
Morrissey Tyler Cahiwat
morte oakley
Morten Greis Petersen
Morten N A
Morten Strårup
Mr Bunraku
Mr. and Mrs. Johnson
Mr. Cat
Mr. Jay Cargill
Mundanename
Mur Lafferty
Murkatos
Murray H Smith
Murray K Dahm
Mychal Anaya
Mychal H. Marquez
Mystic5523
MysticMoon
Naim Falandino
Nakos Theodorosides
Naoki Tachibana
Nat “woodelf” Barmore
Nat Lanza
Natanel Schor
Nate F. Mitchell
Nate Jones
Nate Lawrence
Nate Little

Nate Miller
Nate Udell
Nathan Gudowski
Nathan H. Kahler
Nathan Haslam
Nathan Hoobler 
Nathan Iverson
Nathan J Davis
Nathan Knaack
Nathan Lax
Nathan Letsinger
Nathan Olmstead
Nathan Owen
Nathan Pearson
Nathan Richardson
Nathan Robinson
Nathan Rockwood
Nathan Trail
Nathan Turner
Nathanial Taylor
Nathaniel Bennett
Nathaniel bowers
Nathaniel Hattrick
nbps
Neal Dalton
Neal Kaplan
Neal Tanner
Neale Carter
Neall Raemonn Price
Neil Carr
Neil Crampin
Neil Mahoney
Neil Ng
Nels Anderson
Nelson Goering
Nelson Robaina
Nerdwit
Neverown
Nicholai Fugate
Nicholas 
“Technomancer” Roberts
Nicholas A. DeLateur
Nicholas Cardarelli
Nicholas Edwards
Nicholas Fascitelli
Nicholas Guidotti
Nicholas Huba
Nicholas Lytal
Nicholas M Giard
Nicholas Richardson
Nicholas Somera
Nicholas TAng
Nicholas W Peddicord
Nicholas Wrem
Nicholas Zakhar
Nick ‘Mage’ Hustak
Nick Barone
Nick Bate
Nick Fovargue
Nick Goede
Nick Huaman
Nick J
Nick Jong
Nick Mathewson
Nick McKay
Nick McVeigh 
nick nevels
Nick Piatek
Nick Schwarzenberger
Nick Schweitzer
Nick Umstead
Nick Vertodoulos
Nicki (DaGrimOne)
Nickolaeris
Nicole Mezzasalma
Niels Adair
Nikc mIddleton
Nitza Ramirez-Blackstock
noah mclaughlin
Noah Nathanson
Nobilis Reed
Noble Knight Games
Noel
Nojh
noname
Norillo
Norlund
Norm Walsh
Norm Walsh
Norwyn Schultze
Nostradunwhich
Notting Hill Games
NRFGoliath

Ocean Druen
Octavio Arango
Odysseas Dallas
Ohad
Olav Müller
Oliver Borden
Oliver Kasteleiner
Oliver von Spreckelsen
olivier paillet
Olna Jenn Smith
Olshanski Family
opsirus
orange snafu
Orastes
Oren Geshuri
Oricalm
Orin Thomas
Oscar & Miles Yum
Oscar Estevez 
Ovid9
Owen ‘Sanguinist’ 
Thompson
Owen Wesley Kerschner
P Curran
P. Gelatt
P. Isaac Hildebrandt
Pablo Doba
Pablo Palacios
Pablo Ruiz Múzquiz
Pablo Valvidares
Pal’Drem Shon’Ai 
Panagiotis Grigorakakis
Pandemonium
Paolo Marino
paranoius
Paris Conte
Parker Watts
Parus Paron “Par” 
Donner
Pascal M. Daniel
Pascal Pflugfelder
Patrice Mermoud
Patrick Aschwanden
Patrick Ciraco aka The 
Ancient Gamer.
Patrick Curtin
Patrick Curtin
Patrick Doyle
Patrick Fowler
Patrick Gamblin
Patrick Gurdgiel
Patrick Halverson
Patrick Hartley
Patrick Henry Downs
Patrick J. Holloway
Patrick J. Penney
Patrick J. Steiden 
Patrick Joynt
Patrick Keith
Patrick Neal
Patrick Nevin Dwyer
Patrick Plouffe
Patrick Riley
Patrick Tubach
Patrick Winter
Patrick Young
Patryk Adamski 
‘Ruemere’
Patty Stadnicki
Paul “Andy” Roll
Paul “His Back Was To 
Me” Bensel
Paul “Pwyll” Davis
Paul A. Young
Paul Allan Ballard
Paul Anderson
Paul Beyard
Paul Bigbee
Paul Davis
Paul Demars
Paul Douglas
Paul Drussel
Paul Duggan
paul Geer
Paul Havens
Paul J. Cuchna II
Paul Kaminsky
Paul Maloney
Paul Morrison
Paul Nasrat
Paul Pearce
Paul Richardson
Paul Roberts

Paul Scarrone
Paul Sheppard
Paul Snow
Paul Stone
Paul Weimer
Paul Wilcox
Paulo André Vieira
Paulo Bernardi Baccarat
Pearce Shea
Pedro Panzardi
Pedro R. Martínez Pérez
Pedro(te)
peetsnack
Pericacho
Perry Jones
Pete Griffith
Pete Hurley
Petebob
Peter ‘Andy’ Ruiter
Peter “Plenz” Lenz
Peter Aronson
Peter Berneiser
Peter D
Peter D’Angelo
Peter Dean
Peter Doucé
Peter Ellvåg
Peter Engebos
Peter Gates
Peter George Coulthard
Peter Goderie
Peter H. Krulder II
Peter Hassel
Peter Klevvall
Peter Kristensen
Peter Lau
Peter Lougee
Peter Newman
Peter R Brooks
Peter Reynolds
Peter Schweighofer
Peter Sinkis
Peter T Chicuorka
Peter Tidd
Peter Troia
Peter Vervloet
Peter Wocken
petite marmotte
Petter Wäss
PFXJ
PhantasticSoul
Phil (PMAC) McNeely
Phil Adler
Phil Allison
Phil Binkowski
Phil Garrad
Phil Groff
Phil Hobson
Phil Hurwitz
Phil Lucas
Phil McGregor
Phil Nicholls
Phil Vecchione
Phil Ward
Phil Wright
Philip “ReApErMaN” 
Coffey
Philip Baumgart
Philip Eisner
Philip K. Creswell
Philip Mcmahon
Philip Tatro
Philipp Hinderer
Philipp Schneider
Philippe Daigneault
Philippe Debar
Philippe Devillé
Philippe Fenot
Philippe Marcil
Philippe Niederkorn
Phillip Bailey
Phillip Eversull
Phillip Lawler
Phillip Mastromano
Phillip Millman
Phybe
Pierce Coady
Piercio
Pierre Husted Sigvardsen
Piers Beckley
Pieter Goris
PK
Plagus Deitrich
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Pól Stafford
Pommligur
Pray For Peace
prefer not to be listed
Preston Poland
PrinceShadowz
Profeten Thomax
Psylis
Pualo “Luchs” M. 
Djordjevic
Purple Duck Games
Q.bros
QED
Quasi Mortuus
Quill
Quinn Wongkew
R R Michael Humphreys
R. Hyrum Savage
R. Little
R. M. Jordan
R. Maiwald
R. O. B.
R.M. Walker
Rabih Yazbeck
Rachel A. Spink
Radiovalkyrie
Radu Craioveanu
Rafael Garcia Martins
Rafe Ball
Rainy Day Games
Raj Kochhar
Ralph Mazza
Ram Ness
Ramien
ramjac
Randall Dederick
Randall WiseWolf Padilla
Randy & Charlene Mac 
Kay
Randy Jeffries
Randy Keen
Randy Martens
Randy Nichols
Randy Ripley
Randy White
RangerDan
Ranneko
Raphael Bressel
Raphael Päbst
Raphael Reitzig
Ray Brooks
Ray M.
Ray Newland
Ray Vallese
Ray Wisneski
Raymond D. Arrastia
Raymond H Lee
Raymond M. S. Quignon
Raymond Paul Holmes
Real Atomsk
RebelliousUno
rectulo
Red Giant Wargames
Reed Zesiger
Reelman
Ren
Ren Decena
Renzo Crispieri Thomas
Reto M. Kiefer
Rev. Jim Best
Reverance Pavane
Reverend Browning
Reverend Dak
Rhaegys
Rhel ná DecVandé
Ric MV
Ric Wagner
Ricebits
Rich Chamberlain
Rich Howard
Rich Oliver
Richard “Boomtopper” 
White
Richard “Tregev” Harris
Richard Chilton
Richard Dansky
Richard deMorris
Richard Dufault
Richard E Flanagan
Richard Griffith
Richard Hall
Richard Hirsch
Richard Hunt

Richard J Rogers
Richard J. Pratt
Richard Jones
Richard L Glover II
Richard Libera
Richard Malena
Richard Nichols
Richard Parent
Richard Warren
richt
Rick Blair
Rick Grubel
Rick Harrelson
Rick Hull
Rick L. Jenkins
Rick Neal
Rick Saada
Rick Stringer
Rick Wendorf II
Riggah
Rik Spruitenburg
Riley Morse
Rinley Deeds
Rishi Agrawal
River & Zeph Archwright
Rizal Repin
RJ Howe
RKDN Studios
Rob
Rob “TheDude” 
Kukuchka
Rob B
Rob Beadle
Rob Boyle
Rob Carter
Rob Celada
Rob Collini
Rob Deobald
Rob Donoghue
Rob Gaffney
Rob Grealy
Rob Gruhl
Rob Gustafson
Rob Heinsoo
Rob Hilferty
Rob Hobart
Rob Jellinghaus
Rob LeGood
Rob Little
Rob MacLeod
Rob Malo
Rob Nadeau
Rob Quillen
Rob Short
Rob Smith
Rob Trimarco
Rob Verboom
Rob Wieland
Rob Wingrove
Robert “Seeker” Kupcek
Robert Athey
Robert Barrick
Robert Biddle
Robert Biskup
Robert Blackberg
Robert Burke Johnson
Robert C Miller III
Robert Cudinski
Robert Flowers 
(Fourthson)
Robert Foose
Robert Freeborn
Robert G Fensterman
Robert G. Male
Robert Guy
Robert H. Eisenberg
Robert H. Mitchell Jr. 
Robert H. Schneider
Robert Hausch
Robert J Guadagno
Robert J Schwalb
Robert J. Finamore
Robert J. hurn
Robert J. Parker
Robert James
Robert Jenks
Robert Kay
Robert L. Mull Jr.
Robert Loper
Robert M. Everson
Robert Murray
Robert N. Emerson
Robert O’Neill

Robert Peacock
Robert Poulin
Robert Rees
Robert Saunders
Robert Sawyer
Robert Stehwien
Robert Townsend
Robert van Wijk
Robert W. Calfee
Robert Wittig
Robert Wood
Robert Y. Lum
Roberto (Sunglar) Micheri
Robin Booth
Robin Hudson
Robin McCollum
Robin Monogue
Rocky Smith
Rod Cobb
Rod Shelton
Roderick Edwards
Rodney Hankemeier
Rodolfo Maximiano
Rodolfo Rosini
Rodrigo “Kingmob” 
Lopes
Rodrigo, the Brido
Roger Alix-Gaudreau
Roger Barr
Roger N. Dominick
Roger Sen
Roger Wesson
Roland Perry
Rolf Borei
Rom B.
Rom Elwell
Roman
Roman Kalik
Roman Komarov
Roman Moreno Urdiales
Ron “Bubba Ho-Tep” 
Purvis
Ron Ashcraft Jr.
Ron Boggs
Ron Hay
Ron Lazebnik
Ron Lipke
Ron Reamey
Ron Robinson
Ron Searcy
Ronald and Mary 
Wochner
Ronald Hopkins
Ronald Karsten
Ronald Pyatt
Ronn Alford
Roo Wetzel 
Rory William McInnis
Ross “Friendly Fire” 
McDowell
Ross Bowman
Ross Cheung
Ross H
Ross Kingston
Ross Payton
Ross Williams
Rowan Cota
Rowan Rose Lily Hazel 
Middleton
Roy Killington
Roy Zemlicka
Rt Mora
Rudy Ouimet
Rule-of-Three
Rune Petersen
RurouniQ
Ruskin Drake
Russ Brown
Russ Germond
Russ Morrissey
Russell Duhon
Russell Hoyle
Russell Mettendorf
Russell Rutherford
Russell Scherker
Russianmario
Ruth Hyatt
Ryan “Gilligan” McRae
Ryan “Wang” Chaddock
Ryan Blackstock
Ryan C. Scott
Ryan Carden
Ryan Carroll

Ryan Cleven
Ryan Frederick
Ryan Gigliotti
Ryan Houlette
Ryan Hull
Ryan Idryo
Ryan Jackson
Ryan Kinal
Ryan Landis
Ryan Leahy
Ryan Linn
Ryan Lurvey
Ryan M Ford
Ryan Moore
Ryan Myers
Ryan Northcott
Ryan Percival
Ryan Poss
Ryan S.
Ryan S. Dancey
Ryan Sheldon
Ryan Slater
Ryan Smith 
Ryan Thames
Ryan Tuck
Ryan W. Roberts
ryan wellamn
Ryker Van Doren
S Penrod
S. A. Williamson
S. Adam S.
S. John Spey
S. Mikulak
S. Scott Mullins
S. Vemenko
S. Viswanathan
S.A. Young
Sadir Samir
Saffron Williams
Sage LaTorra
Salem 
Salem Adams
Sam Allen
Sam Beuglass
Sam Condon
Sam Feipel
Sam Garamy
Sam Gem
Sam Gorton
Sam Hock
Sam Kenkel
Sam O’Reilly
Sam Roberts
Sam Roberts
Sam Stoute
Sam Wong
Sameer Yalamanchi
Samir El Aouar
Samuel Briggson
Samuel Montgomery-
Blinn
Samuel Mooney
Samuel R. Hillaire
Sandor Silverman
Sandra Kinsley
Sandu Bogi Nasse
Santiago Aguiar
Santiago Mendez IV
Sarn Aska
Saruichiban
Sasha Bilton
Scantrontb
Scathaigh
Schedim
Schlesi
Scott Acker
Scott Atwood
Scott Boehmer
Scott Brown
Scott C Bourgeois
Scott C. Nolan
Scott Carter
Scott Coulson
Scott Culver
Scott Dillin
Scott Farrell
Scott Gable
Scott Galliand
Scott Geisler
Scott James  Magner
Scott Kehl
Scott Krok
Scott Lindsay

Scott M. Alvarado
Scott Mann
Scott McGill
Scott McKinley
Scott Murray
Scott Oden
Scott Paeth
Scott R. Dierks
Scott R. LeGros
Scott Schmitt
Scott Slater
Scott Smith
Scott Sutherland
Scott Taylor
Scott Thede
Scott Vandehey
Scott Warner
Scurvy Danforth
Seamus Young
Sean “NoGutsNoGlory!” 
Connor
Sean “NotSteve” 
Timmons
Sean “Starhawk” Nokes
Sean “Twitch” Seymour
Sean Anderson
Sean Blakey
Sean Bradley
Sean Decker
Sean Frackowiak
Sean Gibb
Sean H. Anton
Sean Hope
Sean Huguenard
Sean J.M. O’Connor
Sean K King
Sean K Reynolds
Sean Kinney
Sean Knapp
Sean Lambert (sum1els)
Sean M Sullivan
Sean McClure
Sean McLaughlin
Sean McNeil
Sean O’Dell
Sean Patrick Fannon
Sean Pelkey
Sean Rhodes
Sean Richmond
Sean Springle
Sean Swearingen
Sean T. DeLap
Sean T. Maher
Sean Taylor
Seb
Sebastian Brugnoli
Sebastian Hirsch
Senex
Seppo Sinisalo
Sergio Silvio Herrera Gea
Serkeros
Seth A Gilbert
Seth Aesoph
Seth Brower
Seth Caldwell
Seth Corbett
Seth Davis
Seth Johnson
Seth Thomson
Seth Wilcox
Sethicles Erasmus Petrus 
Woolwine
sev
Severian
Shade
ShadowWalkyr
Shaidar Chimaertheon
Shana Bertram
Shane A. White
Shane Blake
Shane cumming
Shane Harsch
Shane Kennedy
Shane Lacy Hensley
Shane O’Dea
Shane Williamson
Shannon Maclean
Shannon Prickett, Patron 
of the Arts
Shannon Ryke
Shannon Shoemaker
Shard73
Shaun D. Burton

Shaun Gilroy
Shaun Welch
Shawn Hayden
Shawn Lamb
Shawn Marier
Shawn Plummer & Dan 
Brace
Shawn Schultz
Shawn Vincent
Sherman Sheftall
Shervyn
Sherwin Chao
Shimrath
Shinnosuke Takahashi
shinpei kuga
Shivam Bhatt 
Shura1oplot
Simaehl
Simon Andrews
Simon Brünig
Simon Carter
Simon Carter
Simon Do
Simon English
Simon Forster
Simon Jones
Simon Milich
Simon Strietholt
Simon Stroud
Simon Ward
Simon Weinert
Simon WIthers
Simon York
Simon* jf. Hunt
Sion Rodriguez y Gibson
Siv L. Strandberg
Sky Luke Corbelli
Skylar Ekamper
Sleep3rN3t
Smurdy
snakeye
Soren
Søren Keis Thustrup
soudrack
Speaks
Spellforger
Spencer Davis
Spencer L Gerowe
Spencer Mays
Spicy Batman
Spinner
Spyke Alexander
Staale Tevik
Stacy Forsythe
Stan!
Starla Lester
Stefan A Pokorny
Stefan Murawski
Stefan Ohrmann
Stefan Radermacher
Stefan Surratt
Stefanie Slamon
Stefano Liggeri
Stefano Redd Rossi
Steffen W. Jonassen
Steph Turner
Stephan Szabo
Stephanie Huffaker
Stephanie Newman
Stephen ‘behippo’ Abel
Stephen Azuma
Stephen Bottomley
Stephen C. Campbell
Stephen C. Young
Stephen Cappello
Stephen D. Sullivan
Stephen Dewey
Stephen Egolf
Stephen Esdale
Stephen Furlani
Stephen Holman
Stephen J. M. Reynolds
Stephen Joseph Ellis
Stephen Peterson
Stephen Price
Stephen Radney-
MacFarland
Stephen Rutherford 
Brandon
Steppen Adams
Sterling Hershey
Steve “Leidus” Gilman
Steve (Erekosë) Edwards
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APPENDIX C: KICKSTARTER BACKERS
Steve Acheson
Steve Adkins
Steve Andreadis
Steve Andrews
Steve Arensberg
Steve Baletsa
Steve Benton
Steve Bergeron
Steve Bode
Steve Bornstein
Steve Cranford
Steve Dodge
Steve Doty
Steve Farmer
Steve Feuerborn
Steve Holder
Steve Holley
Steve Howells
Steve Johnson
Steve Knowlton
Steve Leung
Steve Lord
Steve McDonough
Steve Mumford
Steve Peterson
Steve Powell
Steve Salem
Steve Schmitt
Steve Zaccardi
Steven “Timberjaw” Richards
Steven Berg
Steven Conforti
Steven Cotter
Steven Creech
Steven D Warble
Steven Danielson
Steven Dengler of Dracogen.com
Steven Fietz
Steven Helberg
Steven Henderson
Steven J Fontenot
Steven K. Watkins
Steven Marsh
Steven Martin
Steven McReynolds
Steven Moore
Steven Morris
Steven Samorodin
Steven Thesken
Steven Vet
Steven W Hughes
Stevie Strickland
Stew Wilson
Stijn Hoop
Stoichkov13
Stork
Stormaggedon, Dark Lord of All
Streamjumper
Strictura
Stuart Broz
Stuart Buxton
Stuart Dean
Stuart Hodge
Sune Gamby
Sunil Pai
Susannah Marie
Svellanosta
Sven “Gorasa” Braun
Sven “The Willkürer” Bott
Sven Hannemann
Sven Howard
Sven Wiese
Svend Andersen
Swen Barth
Sylvain Pronovost
T. H. M. Gellar-Goad
T. Killen
T. McDuff
T. McKay
T. Rob Brown
T. Ross
T.E. Hendrix
T.J. Thomas
T.R. Fullhart
T.R. Knight
T.S. Luikart
T.Taylor
Tacet
Tadeusz Cantwell
Tal Shterzer
Talon Dunning
Talon Razor
Tam and Danks

Tambora
Tanaria
Tanderossa Bob, Ruler of Riches
Tanya C.D. 
Tara and Thomas
Tara Imbery
Tara Newman
Tara Sunder
Tate’s Gaming Satellite
Tau Stampede
tavernbman
Taylor Brown
Tectonic Craft Studios
Ted Anderson
Ted Hahn
Ted Ludemann
Teich Dragon
Tekpriest
Temaperacl
Tenth Planet Games & Comics
Teo Commons
Teos Abadia
Teppo
Teresa Oswald
Terry A. McKelvey
Terry Olson
Terry S. Hensley
Terwyn
Tesla Aida
Test Alliance Please Ignore
TG Mills
Thaddeus Ryker
Thaine Hepler III
The Adventure Game Store & 
Dragon’s Lair
The Fantasy Shop Comics & 
Games
The Hartshorn Family
The Newnham Family
The Reverend Doctor Edgar D. 
Johnson III
The Veterans of a Thousand 
Midnights
The Wizard’s Chest
The Wyvern’s Tale
TheLemming
Theo
Theo Brinkman
thePaperNinja
TheRed|Kommie
TheWyvernSlayer
Thiago Cardozo
Thiago Gonçalves
Thiago Henrique Righetti e 
SIlva
Thom Hopper
Thom Phillips
Thomas Baker (Wrangler of 
Ferrets)
Thomas Biskup
Thomas Bockert
THomas Chandler-Marshall
Thomas Christy
Thomas Davies
Thomas Erskine
Thomas Faine
Thomas Gassner
Thomas Hagen Zunder
Thomas Henry
Thomas Henshell
Thomas James DePew
Thomas Knight
Thomas Krømke
Thomas M. Smith
Thomas Maund
Thomas R. Smith
Thomas Regan
Thomas Siemens
Thomas Slaughter
Thomas Uhlenhake
Thor Deacon
Thorn
Tim Bedard
Tim Bogosh
Tim Callahan
Tim Cook
Tim Cupp
Tim Czarnecki
Tim Dalton
Tim Duong
Tim E Werner
Tim Edwards
Tim Ellis

Tim Horton
Tim Hoyt
Tim Jensen & Willow Palecek
Tim Link
Tim Meyer
Tim Morris
Tim Nanzer
Tim Partridge
Tim Rudolph
Tim Thomas
Tim Thomas
Tim Yore
Timo Multamäki
Timothy C. Cooke
Timothy J. Watkins
Timothy Lam
Timothy Rascher
Timothy Roller, Esq.
Timothy Sanders
Timothy Smith
Timpie
Tina & John Tipton
Tinajero Garcia
Titan Games & Comics
Tivadar Farkas
TJ and Rachel
TJ OGrady
TJ Spackman
TKC
TNUB
Toast Erickson
Tobias “CaptainSpiffy” Beck
Tobias Southworth-Barlow
Tobias Walbridge
Toby Rogers
Todd Beaubien
Todd Branch
Todd Christopher
Todd Grotenhuis
Todd Landrum
Todd Wilkes
Tom Bowman
Tom Cadorette
Tom Carpenter
Tom Champion
Tom Cook & Karen Smith
Tom Deprez “zifnabbe”
Tom Doolan
Tom Dullemond
Tom Flanagan 
Tom Hancock
Tom Hillenbrand
Tom Ladegard
Tom Ladegard
Tom Lommel
Tom Lynch
Tom McCarthy
Tom McVey
Tom Snider
Tom Tullis
Tom Walters
tomas overbai
Tomi ‘myrpg’ Suuronen
Tomi Sarkkinen
Tommy Sunthorn
Tone Berg
Tony and Joseph Pacheco
Tony Becerra
Tony Borzotta
Tony Digaetano
Tony Hirt
Tony Peterson
Tony Sanson
Torah Cottrill
Torgny Hylén
Tormod Digre
Torolf
TouriM
Trachalio
Tracy J. Gosell
Trampas Johnson
Travis Anderson
Travis Bryant
Travis Busenbark
Travis Carpenter
Travis Hatler
Travis Lee Cheng
Travis Middleton
Travis Smith
Trebormills
Trent Boyd
Trentin C Bergeron
Trevor Schadt

Trevor Sheldrake
Trimus D’Alberon
Trisha Lantznester
Tristan Liao
Tristan Smith
Tristan Wemm
Troels Pedersen
Tronoth Sarum
Troy “Wrongtown” Hall
Troy Ellis
Troy Orr
Troy Pichelman
Trystan S. Goetze
Twin Suns Entertainment / 
Joel Allan
Tycho Brahe
Tyler “TiZ” Henson
Tyler Spears
Tyson Collins
Tyson Levasseur
Tyson Mueller
Tyson Neumann
Tyson Persoff
tzenes
UbiquitousGrue
Udi Schlessinger
Uglyfoot
Uli Troyo
Umberto Lenzi
Uncle’s Games
urens
V Hoffman
Valdier
Valerion
Valhalla’s Gate Games
Varbamse
Varlician
Varthandi
Veli-Matti “Velgar” Orava
Veronica Wakefield
Vicente Cartas Espinel
Victoria Klemm
Vigilance Press
Viktor Haag
Vince Shearer
Vincent ‘digiconda’ Arebalo
Vincent Ecuyer
Vincent GERMAIN
Vincent Langlois
vincent metais
Vinny Nunn
Vinsc
Violaceous Jay
Vitale Daniels
Vitto G. dos Santos
Vojtech Pribyl
Volatus32x
vuduman78
W Birchler
W. “Shaman” Obenshain
W. Jeffrey Heng
W. Sanders
W. Schaeffer Tolliver
W.Alexander
W.Rich
Wabmey
Wade (zWolf) Hone
Wade Rockett
Wade Ussery
Wajanai Snidvongs
Walter Manbeck
wargamermike
Warren Sistrom
Warshadow
Waseem Aftab
Wawoozle
Wayne Reid
Weave
Wei-Hua, Hsieh
Weird
Wendy Wallace
Werewolf
Werner Beytel
Wes Dodd
Wes Harper
Wesley Barta
Weston Clowney
Whitney Lee
Whitney Mattson
Whitt.
Wightbred
Wil Patrick
Wil Pharis

Wilfred-Xavier Tomas
Will McGrath
Will Trufant
Will Urban
Will Vesely
William “Thuran Raven” Curtis
William Adam McDuff
William Adams
William Bate
William C. McCormick
William Dodds
William Dougherty
William Dovan
William Gordon
William Hellwarth
William J. Scott III
William James Cuffe
William King
William Kotarski
William Kov
William lewis
William nabors
William Ogden
William P. McGuigan
William Paul Hassinger
William R. Edgington
William R. Lubelski
William S. Morris
William Stephenson
William Tinnin-Timm
William Van Ark
William Warren
William Wolff
Wilson Gerald Mead III
Winston
Wizbang The Mighty
WJOIII
Wm Brian Troutt
Wojciech G�bczyk
Wolfgang Baur
Wolfgang Knebel
Wolfgang Reinthaler
Wolrum Fallon
Worlds Best Comics
wraith808
Wyko “The Dutch” ter Haar
xander speer
Xavier Brochu
Xavier Cattarinich
Xavier Freycon
Xoxaxis
XpresoAdct
Yamir Ortiz
Yan Guillemette
Yann Golanski
Yannick Men Huon
Yes
Yifan Ng
Yoshi Creelman
Yvonne Chung
Yvonne Law
Z. Daniel Esgate
Z. Mollon
zabuni
Zach Greggs
Zachary Becker
Zachary J Shepherd
Zachary Sylvain
Zachary T. Cross
Zachary Woodard
Zack Bowman
Zack Hensley
Zack Walters
Zaerath
Zaffudo
Zalzator
Zander Catta Preta
Zane & Jessica Kudddes
Zaxarus
Zeb Doyle
Zenon John Garnett
Zerodime
ZivilcouRage
Zlatko Perez-Luna Rafajlovski
Zoeperkoe
Zombie Orpheus 
Entertainment
ZombieShoju
zurotzu
Zweigefuhle
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GLOSSARY

GLOSSARY

Abhumans: Some mutants, crossbreeds, genetically engineered 
creatures, and their offspring. 

Adventure: A single portion of a campaign with a beginning and 
an end.

Aldeia: A village in the Beyond, typically surrounding a clave of 
Aeon Priests.

Amber Pope: The leader of the Order of Truth. 
Ancuan: One of the nine kingdoms in the Steadfast.
Artifacts: Large numenera devices that typically can be used 

more than once to produce the same result. 
Beyond: A section of land outside the Steadfast, where villages 

and communities are isolated and rare. 
Campaign: A series of sessions strung together with an 

overarching story (or linked stories) with the same 
characters. 

Character: Anything that can take actions in the game. Includes 
PCs and human NPCs, as well as creatures, aliens, mutants, 
automatons, and animate plants.

Character Descriptor: Defines your character.
Character Focus: What your character does best. 
Character Type: The core of your character, similar to a class. 

The three types are glaive, jack, and nano. 
Claves: Small cloistered groups of Aeon Priests in the Beyond 

around which many communities grow. 
Creature: Anything that can take actions in the game. 
Cypher System: The game system of Numenera. 
Cyphers: Small, minor numenera devices that most characters 

can coax a single effect from before they are depleted.
Damage Track: A system for tracking a PC’s health. It has four 

states: hale, impaired, debilitated, and dead. 
Difficulty: How easy or hard any given task is, as determined by 

the GM (on a scale of 1 to 10).
Draolis: One of the nine kingdoms in the Steadfast.
Edge: A stat that reduces the cost of using points from your 

Pool. 
Effort: A stat that can be applied to lower the difficulty of a task. 
Esotery: An ability that is specific to nanos.
Experience Points (XP): Awarded during gameplay for 

discoveries and GM intrusions. Can be used for a variety of 
things, including purchasing character benefits.

Fighting Moves: An ability that is specific to glaives.
Game Master (GM): The player who doesn’t run a character, but 

instead guides the flow of the story (and runs all the NPCs).
Ghan: One of the nine kingdoms in the Steadfast.
Glaive: One of the three character types in Numenera. 
GM Intrusion: A game mechanic that allows the GM to slightly 

alter events in the game for the betterment of the story. 
Intellect: This stat determines how smart, knowledgeable, and 

likable your character is. 
Iscobal: One of the nine kingdoms in the Steadfast.
Jack: One of the three character types in Numenera. 
Malevic: One of the nine kingdoms in the Steadfast.
Might: A stat that defines how strong and durable your 

character is.

Milave: One of the nine kingdoms in the Steadfast.
Nano: One of the three character types in Numenera. 
Navarene: One of the nine kingdoms in the Steadfast.
Ninth World: Where the game of Numenera is set. There have 

been eight prior worlds. 
Non-Player Character (NPC): Characters run by the GM. Think 

of them as the minor characters in the story, or the villains 
or opponents.

Numenera: A collective name for cyphers, artifacts, and 
oddities. 

Oddities: Relics that are neither cyphers nor artifacts. They serve 
no obvious purpose but have strange, curious functions. 

Order of Truth: An organization of Aeon Priests that reveres the 
people of the past and their knowledge. 

Party: A group of player characters (and perhaps some NPC 
allies).

Player: The players who run characters in the game.
Player Character (PC): A character run by a player rather than 

the GM. Think of them as the main characters in the story.
Pytharon Empire: One of the nine kingdoms in the Steadfast.
Recovery Roll: A d6 roll that allows you to regain stats in one or 

more of your Pools. 
Session: A single play experience, usually lasting a few hours.
Speed: A stat that describes how fast and physically coordinated 

your character is. 
Stat Pool: The most basic measurement of your Might, Intellect, 

and Speed stats.
Stats: The defining characteristics of a player character, divided 

into Might, Intellect, and Speed. 
Steadfast: A cluster of settled lands.
Target Number: The number you’re attempting to get on a roll, 

based on the difficulty of the task. The target number is 
always three times the task’s difficulty.

Thaemor: One of the nine kingdoms in the Steadfast.
Tier: A measurement of a character’s power, toughness, and 

ability. 
Trick of the Trade: An ability that is specific to jacks.
Visitants: Humanoids who are not native to Earth but who now 

call the Ninth World home.

TALK LIKE A NINE-WORLDER: A 
SAMPLING OF COMMONLY USED WORDS

Drit: A fine, artificial soil made from microscopic pieces of 
ancient, unknown technologies and structures.

Peregrine: One who follows the Wandering Walk for 
religious, spiritual, or other reasons. Sometimes called 
Birds, usually derogatory. 

Slying: A term used to convey a combination of lying and 
sly. While mostly derogatory, it also carries a hint of 
respect for someone’s skills at deception.
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abhuman 13
abykos  230
actions 90
adamant silk 77
adhesion clamps 282
Aeon Priest 269
Aian 164
aldeia 134
amber casement 300
Amber Monolith 144
Amber Pope 133
Amorphous Fields 200
amulet of safety 300
analyzing shield 300
Ancuan 166
aneen 231
Angulan Knights 224
antivenom 282
Aras Island 169
Armor (stat) 92
armor 79
armored flesh 300
artifacts 298
assets 16
Astaria 194
Augur-Kala 215
Auspar 153
Ausren Woods 185
automated cook 300
azure steel 77
Ba-Adenu Forest 189
bandit 270
banishing nodule 282
battle armor 300
battlesuit 301
Beanstalk 186
Bears a Halo of Fire 52
beastskin 79
attractor 282
Beoth 150
Beyond 174
Beyond the Beyond 213
Black Riage 177
blinking nodule 282
blood barm 232
Bodrov 139
bonded 277
bonus      17
Boreg 157
bounding boots 302
brain bud 302
brilliance cloth 82
broken hound 232
buzzer 79
Caecilian Jungle 181
caffa (adult)  233
caffa (larva)  233
callerail  234
Carries a Quiver 54
carryall 302
Castle Aventur 151
Castle Sarrat 150
catholicon 282
catseye 282

cellular disruptor 302
Challadien III 161
chameleon cloak 302
character advancement 112
character descriptor 47
character focus 52
character stats 20
character type 26
Charming 47
Charmonde 138
chemical factory 283
chirog 235
chiurgeon sphere 302
Citadel of the Iron Saint 210
City of Bridges 145
class (social) 132
clave 134
Clever 48
Clock of Kala 213
Cloudcrystal Skyfields 174
cobbled 277
cohesion stabilizer 303
Commands Mental Powers 54
comprehension graft 283
controlled blinking nodule 283
Controls Beasts 55
Controls Gravity 56
Convergence 223
Corare Sea 170
crafting 106
Crafts Illusions 57
Crafts Unique Objects 58
Cragworm  236
crank crossbow 79
Cromulus Ranks 197
Crowd City 174
culova 236
Curtaris 179
cypher bag 303
cyphers 278
damage 92
damage track 93
dark fathom  237
datasphere siphon 283
defense     102
Deep Vormask 175
density nodule 283
depletion     298
descriptor    47
Dessanedi 187
detonation 284
difficulty 86
dimensional armor 303
disassembler 238
discovery     108
disrupting nodule 285
disruption blade 303
distance 89
Divided Seas 192
Draolis 148
dread destroyer  239
drill spear 304
Druissi 191
Dynafel 159

eagleseye 285
ecstasy paralyzer 304
Edge 20
Effort 21
Eldan Firth 171
Employs Magnetism 59
Empty Machine 184
Empty Sanctum 178
encounters 90
encumbrance 78
Entertains 60
Ephremon 190
Errid Kaloum 191
erynth grask  240
esoteries 35
Exists Partially Out of Phase 60
experience points (XP) 108
exploding arrow 304
explorer 271
explorer’s pack 82
Explores Dark Places 61
Fahat 211
Far Brohn 162
fashioned 277
Fasten 140
fearmaker 304
Fengali Forest 170
Fields of Frozen Flowers 212
fiery hellmaker 304
fighting moves 29
Fights With Panache 62
filtration straw 304
fireproofing spray 285
flame-retardant wall 286
floatstone 82
focus     52
Focuses Mind Over Matter 63
food scanner 305
food tube 305
force cube projector 286
force dome 305
force nodule 286
force screen projector 286
force shield projector 286
forearm blade 80
Foundation Stones 211
Fourth Mark 150
friction-reducing gel 286
frigid wall projector 286
Fuses Flesh and Steel 64
gas bomb 287
Ghan 145
ghost crab 241
glaive 26
glowglobe 82
GM intrusion 88
Golden Sanctum 138
Graceful 48
gravity nullifier 287
gravity-nullifying spray 287
Great Slab 187
Gtharren 160
Guran 204
Hayrest 195

healing sword 305
heat nodule 287
Hidden Naresh 178
Holiva the First 152
hoop staff 305
hover belt 305
hover square 305
Howls at the Moon 64
Hthumos 191
hunter/seeker 287
Hunts With Great Skill 65
image projector 288
imager 306
inability 47
inferno wall projector 288
infiltrator 288
Ingwald 181
initial cost 89
initiative 90
instant bridge 306
instant servant 288
instant shelter 288
Intellect 20
intellect enhancement 288
Intelligent 48
invisibility nodule 289
Iron Wind 135
Iscobal 158
Ishlav 166
Island of Last Migration 172
ithsyn 241
jack 40
Jagged Dream 224
Jargolamis 162
Jaston 147
jiraskar  242
Jyrek 153
Kaparin 167
Keford 147
kinetic shield 306
King Asour-Mantir 166
King Laird 145
King Noren tiKalloban 158
King Yorvic 155
knowledge enhancement 289
Kordech 151
Le Temple de Frogue 182
laak 243
Lambent Fields 188
language 132
lattimor 122
launcher 306
Leads 66
Learned 48
Ledon 147
Legrash 177
level 85
Lhauric 197
light spike 306
lightning wall projector 289
liquid armor 306
liquid sword 307
Lives in the Wilderness 67
living armor sheath 307

INDEX
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living solvent 289
Luigolamis 162
machine control implant 289
magnetic attack drill 289
magnetic master 290
magnetic shield 290
major effect 88
Malevich 154
margr 244
Masters Defense 68
Masters Weaponry 69
mastigophore  245
Matheunis 208
memory ants 82
memory lenses 290
Mencala Peak 178
mental scrambler 290
mephitic staff 307
Merchant Fleet 148
mesomeme  246
metabolism bud 307
metal death 290
Might 20
Milave 163
mind imager 307
miniatures 116
minor effect 88
molded foam 77
molecular bonder 308
monoblade 291
motion sensor 291
Mt. Zanlis 177
Mulen 159
multidimensional blade 308
murden 247
murder globe 308
Murders 70
mutants 123
mutations 124
Mystical/Mechanical 49
nano (NPC) 271
nano (type) 32
nano-needler 308
nanotechnology 32
Navarene 137
Nebalich 208
needler 308
nevajin 248
Neverlost 156
Nibovian wife 249
nightvision goggles 308
Nihliesh 209
Norou 213
numenera 275
Obelisk of the Water God 144
oddities 314
Omar 146
Oorgolian soldier  250
Order of Truth 222
organic stone 77
Orgorek 185
Orrila 164
Ossam’s Traveling Menagerie 

and Soaring Circus 165

Our Order of the Lady 
of the Salt Way 193

Padun 190
pallone  251
personal environment field 291
phase changer 291
phase disruptor 291
phasing piton 309
philethis  252
Picalah 189
Pike’s Head 169
Plains of Kataru 184
plant jar 309
pliable metal 77
poison     95
poison (cypher) 291
poison brain implant 309
Pool 20
psychic communique 292
psychic helmet 309
psychic whistle 309
Pytharon Empire 161
Qi 148
Queen Armalu 137
Queslin 196
Rachar 160
Rages 71
Rarmon 162
Rarrow 169
raster 253
Rathscor Fortress 163
ravage bear  254
ray emitter  293
razor ring 80
reality spike 293
recorder headband 309
recovery roll 94
Redfleets 226
redlight clip 309
Redstone 208
Regent Ellabon 154
rejuvenator 293
religion 132
remote clamp 310
remote viewer 293
repair sphere 310
repair unit 294
retaliation nodule 294
Rides the Lightning 71
round 90
rubar 255
Rugged 49
Sada Emidu 215
safe corridor 310
Salachia 195
Sarracenians 226
sarrak 255
sathosh  256
Scarred Monoliths 147
scavenged 277
Scorpion Sanctum 175
Scorpion’s Reach 169
scutimorph  257
Sea of Secrets 171

second skin 310
Seshar 203
seskii  258
Shallamas 139
shaper key 82
shapestone 77
shatter wand 311
sheen 294
Sheer 213
Shin-Talk 133
shins 77
shock manacles 311
shock nodule 294
shock ring 82
shocker 294
sisk 80
skill boost 294
skill bud 311
skills 25
skull blaster 311
Slant Milieu 179
sleep inducer 295
slugspitter 311
snipewand 311
snow loper  259
sonic hole 295
sound dampener 295
Southern Wall 211
spatial warp 295
special abilities 24
special rolls 88
specialized 86
Speed 20
speed boost 295
sprayflesh 82
spraymetal 82
stat Pools 20
stats 20
Steadfast 136
Stealthy 50
steel spider  260
stim 295
sting charge 82
Stirthal 155
Stratharian war moth  261
strength boost 295
Strong 50
Strong-willed 50
stronglass 77
stunner 312
subdual field 296
suspensor belt 312
Swift 51
synth 78
synthsteel 78
Talks to Machines 72
target number 15
task difficulty  86
telepathy implant 296
teleporter 296
telltale glass 312
temporal viewer 296
tendril graft 312
tetrahydra  262

Thaemor 152
Thriest 157
thuman  262
thunder cannon 312
tiers 23
time dilation nodule 296
timekeeping 89
Titanic Ridge 179
Tough 51
town guard 272
tracer 297
trained 86
training 25
transdimensional 

ray projector 313
travonis ul  263
tricks of the trade 42
trigger trap 313
Truth 133
Twisted Spire 200
type    26
University of Doors 216
Unseen Lake 175
Untethered Legion 191
Urzat Zarteri 215
Uxphon 176
varakith 264
varjellen 121
Vebar 202
verred 80
visage changer 297
visitants 120
visual displacement device 297
vocal translator 297
vuechi 313
warlord 272
warmth projector 297
water breather 297
Weal of Baz 198
weapon graft 313
weapons 79
Wears a Sheen of Ice 73
weather 134
western seas 170
Westwood 137
whisperlock 82
White Lake 188
Wields Power with Precision 74
Wields Two Weapons 

at Once 75
windrider 313
windslice blade 313
Wislayn 214
Works Miracles 75
Works the Back Alleys 76
Wyrfall 159
x-ray viewer 297
xi-drake  265
yellow swarm  266
Yenth 157
Yosh-ul 188
yovok  267
yulk 80
Zhev  268
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WHAT’S NEXT FOR  
THE NINTH WORLD?

THE NINTH WORLD 
BESTIARY
This full-color hardcover creature 
book is lavishly illustrated, 
featuring creatures and some 
unique characters to use in 
Numenera games. A must-have for 
any Numenera GM.
160 pages. $39.99 MCG004

THE NINTH WORLD 
GUIDEBOOK

This full-color hardcover setting 
guide, building on what’s in the 
Numenera corebook, brims with 
art and maps, presented in the 
style of a traveler’s guide. Full 
of new adventures, creatures 
and items, it also provides great 
ideas, stories, characters, and 
concepts for creating your next 
amazing campaign.    
256 pages. $49.99 MCG006

THE DEVIL’S SPINE

This collection of linked-but-
separate adventures showcases 
the narrative structure of 
Numenera, and offers new 
creatures, characters, and items 
to add to any campaign.
96 pages. $24.99 MCG003

TECHNOLOGY 
COMPENDIUM: 
SIR ARTHOUR’S 
GUIDE TO THE 
NUMENERA
This hardcover book is a manual 
of technology. Named in honor 
of Arthur C. Clarke and his 
“indistinguishable from magic” 
quote, it includes hundreds of new 
items and describes all kinds of 
wild, imaginative technologies (and 
the results of such technologies). 
160 pages. $39.99 MCG005
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