a )
3.PuACESTOR0 .............. 4

Novorecife Spaceport ................ 42
The Nova lorqueBar.............. 42
Map of Novorecife................... 43
The Gymnasium .................. 43
Disguise as aKrishnan............ 43
The Terran Embassy ............... 44
Gozashtand ........................ 44
The NovoNews .................. 44
Couriers 2% Raz....... ... o i 45

----------------------- TheHamda......................4
InTRODUETION ...l R BijarPost........................ 26 He?sh% da ...................... 42
About the de Camps .................. 4 Other Technology ................. 27 The Gavehona................... 45
About the Author .. ................... 4 The Cutting Bdge . .. ............... 27 Lusht oo 46
ADOULGURPS...........oee 4 Books and Publishing ............. 27 The Republic of Mikardand ........... 46
Page References.......... RERRERE 4 Culture ........oviiiiniin 28 Mishé 46
Viagens Interplanetarias Series. . .. .. 5 Languages ................c..on... 28 The Qa}a'xr.ﬁrﬁé """"""""""" 47
Flowery Speech.................. 28 Zinjaban. ... ... 47
THE KRISHNA STORIES ...........5 szlrlzi?gsAi b %g The Great Train Robbery .......... 47
1. THe Viacens INTERPLANETARIAS Nehavend's proverbs ... 111 20 CTRREh e .
Universe . ...................8 Astrology................ R 30 Dhaukia.........oooveee... 48
The Temple of Ultimate Verity...... 31 Free City of Majbur . .. ........o...... 49
Brazil ... 9 Krishnan Science................. 31 Street Addresses................. 49
Portuguese . ...................... 9 Imported Religions ................ 32 Katai-Jhogorai ...................... 50
Plutoand Triton . ............... ... 9 Neophilosophical Society.......... 32 Dur.....coiii 51
The World Federation ................ 10 Neo-Puritanism. .................. 32 Savoir-Faire ........... . ... 51
Population Control. ............... 10 Law ..o 34 Baianch......................... 51
The Armed Force . . . ..o, 11 Festivals and Entertainment ......... 34 TAr 32
The Constabulary ................. 11 Duels...............ooooii 34 ZdandZesh..................... 52
Viagens Interplanetarias .............. 12 Bath-Houses..................... 34 Qaath ... 53
The Interplanetary Council ............ 12 Krishnan Titles ................... 350 Balhib ... 53
World Classifications.............. 12 The Society for the Preservation of Zanid ... 54
Star Systems Table . ................. 13 Krishnan Culture................. 35 The Affair of the King's Beard . . . .. . 54
Map of Nearby Stars................ 13 Daily Life ....................... 36 Map of the City of Zanid ............ 55
The Eridanian Planets. . . . . .. .. .. .. 13 Architecture. .............. ... ... 36 Jool ... 55
Technology ............ccovvenn.... 14 Other Habits . ... . . ... SRR 37 TheSafg..........cocvviinint. 55
Space Travel ........ ... .. . .. . .. .. 14 The Underground Railroad. ........ 37 Suria ... 57
The Procyonic Planets. . ........... 14 Economics ...l 38 Qirib ... 58
Medicine ........................ 16 History of Krishna ................. 39 Ghulindé ........................ 58
The Centaurian Planets. .. ......... 16 Map ofKrishna .................... 40 Suruskand ............. ... ... ... 59

9. THe Workn oF KRISHDA .......18

ThePlanet ......................... 19

Technology ........................ 19
Vishnu ...l 19
Ganesha ............ccovuuuunnn. 19
Enforcing the Rules:

ForbiddenItems ................. 20
The Three Moons. ................ 20
Enforcing the Rules:

Allowed Devices ................ 21
Enforcing the Rules:

The Saint-Rémy Treatment ........ 21
Climate ..., 21
TheCalendar .................... 21
Enforcing the Rules: Coercion ....... 22
What Regulation 368 Is Not. ....... 22
Other Restrictions. .. .............. 22
Exceptionstothe Rules............ 22
Enforcing the Rules:

Direct Action ................... 23
Breaking the Rules ................ 23
Weapons and Armor ............... 23
Turnabout . ...................... 23
GUNS. .. 23
Transportation .................... 24
Distance Measurement. ........... 24
Krishnan Railroads. . .............. 25
Communication ................... 26
Aircraft ........ ... oo ool 26

\

9 Conrenrts




V

\

Darya ....... ... i 59
Marinjid . ........................ 59
Alvid. . ... 59

Sotaspé . ... 60
Jaegaand Aurus ................. 60
TheCity...........oooii . 60

Zamba ... ... 61

Ulvanagh ....... ... .. ... ... ... .. 61
Fallon SleptHere................. 61
ToBeaPirateKing............... 61

Varzeni-Ganderan ................... 62

Khaldoni Nations .. .................. 62
Kalwm .......................... 63
Mutabwk . ......... ... L 63
Nich-Nyamadze .................. 63
Streetcars ...l 63
Zhamanak ....................... 64
Ziada .......... ... 65

Character Points .. .................. 67
Human Character Types .............. 67
Criminal ......................... 67
Explorer ............ ... .. ... ... 68
Missionary . ............oeeuniin... 68
Private Detective .................. 69
Scientist ........... ... ... 69
Settler .. ........... ... ... ... ..... 69
TourGuide ...................... 69
Tourist . ......... ... . 70
Viagens Personnel ................. 70
World Federation Personnel ......... 71
Writer or Journalist ................ 71
Krishnans . ......................... 72
Metabolism and Anatomy ........... 72
Reproduction ..................... 72
Senses . ... 72
Tailed Krishnans .................. 72
Bandits & Rogues ................. 73
Couriers ...........coiiiiin.. 73
Doctors ........... ... ... 74
GliderPilots . ..................... 74
Herders ......................... 74
Krishnan Viagens Agents ........... 75
Merchants and Traders ............. 75
Nobles and Courtiers ............... 75
Soldiers ........... ... ... ... ..... 76
Osirians . ............cuiirinnn.. 77
Telepathic Pseudohypnosis .......... 77
OtherRaces ........................ 78
Thothians ........................ 78
Isidians . ......................... 78
Thorians ... ...................... 78
Vishnuvians ...................... 79
Ormazdians ...................... 79
Advantages, Disadvantages and
Skills . ... .o 80
Advantages ............. ... ... 80
Disadvantages .................... 81
Skills . ...... ... 82
Economics, Jobs and Wealth . .......... 83
Starting Wealth ................... 83
Status and Cost of Living ........... 83
Currency ............ ..., 84
Prices for Common Items ........... 84
Equipment ................. ... ..... 85
Bathygraphic Camera .............. 85
Bathygraphic Imaging Computer .. ... 85
Glider ........................... 85
Hayashi Camera .................. 85

MADPS

[I€ARBY STARS ........13

KriSHDA ............ 40
Novorecise .........43
Tue CrTv 05 ZANID ....55

Riding Animals
Konig & Das Notebooks

Cristovao Abreu
William Kennedy
Judge Ram Keshavachandra
Herculeo Castanhoso Souza
Boris Glumelin
Afanasi Gorchakov
Georges Planquette
Marina Velskaya
Other Terrans
Dirk Barnevelt

Alicia Dyckman-Reith
Anthony Fallon

Heinrich von Schlegel
Kenneth Strachan

oo Alvandl ....................

Prince Ferria.u.l of Sotaspe ............
Gilan bad-Jam, Dasht of Ruz

Tashian bag-Garin, Regent of Dur . . . .
Yuruzh, Dasht of Za

Shan ........... ... ... .. ... 106
Shomal ......................... 107
Unha ...........oiiiiiiiiii.. 107
Yeki ..o 107
Water Creatures . ................... 107
Ambar ......... ... .. L 107
PAvval oL 107
Fondaq ............. .. .. ... ... 108
GVam ..., 108
Harpooner ...................... 108
Maru ......... ... 108
Saferir ....... ... ... .. L 108
SeaTurtles ...................... 108
Vermin.........cooviiiiininnnnn.. 109
Leeches ........................ 109
Safqa ......... ... 109
Zidams ... 109
PlantLife ............ ... ... .... 109
Sha’pir (Zebra Weed) ............. 109
Terpahlaand Janrd ............... 109
7. CampRIGMNG ..............110
Toneand Style . .................... 111
Time Periods ...................... 111
Pioneer Days .................... 111
The ZFactor. ................... 111
Romance....................... 111
Silly Campaigns................. 111
The Abreu Years ................. 112
The Saint-Rémy Era .............. 112
The Later Years .................. 112
Technology Smuggling .............. 112
Other Smuggling. . ............... 112
Beyond Known Space............ 112
Bureau of Missing Persons. . ... ... 113
HowtoDoIt? ................... 114
Interstellar Trading ................. 114
The United Nations of Krishna. . . . . 114
Tourism ........................ 115
Quest for the Trumpet of Qarar. ... 115
Hooray for Hollywood . ........... 115
Carving Yourself an Empire .......... 116
Going Native Less Spectacularly ....116
The GreatRace................. 116
Diplomatic Problems ................ 117
War! ... 117
Krishnansat War ................. 117
RailDashts..................... 117
Aya EXpress.................... 117
Earth Versus the Krishnans ......... 118
Science Fiction. ................. 118
Expeditions ........... .. .. ... ... 119
Science Expeditions .............. 119
FirstContact.................... 119
Big Game Hunting . . .............. 120
Bring ’Em Back Alive! ............ 120
Horror ... ... ... i it 120
Green-Skinned llluminati?. . ....... 120
Surveying .......... ... L 121
Conning the Natives ................ 121
Prince Ferrian’s Arbalesteers ......... 121
Fantasy ........................ 121

The Mean Streets of Zaburdast. . . . 121
Searchand Rescue ... ............... 122

Timerine o KrisHnd ..........123

GLOSSHRY AND €NCYELOPEDIA

ofKrRISHDA ................124

Imex ..............uu.. . 127

b

Contents 3




-
About GURPS

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

Pyramid. Our bimonthly magazine
includes new rules and articles for GURPS,
as well as information on In Nomine,
lluminati: New World Order, Car Wars,
Toon, Ogre Miniaturesand more. It also
covers top releases from other companies —
Castle Falkenstein, Traveller, Call of
Cthulhu, Shadowrunand many more.

New supplements and adventures.

GURPScontinues to grow, and we’ll be
happy to let you know what’s new. A cur-
rent catalog is available for an SASE. Or
check out our Web site (below).

Errata. Everyone makes mistakes,
including us — but we do our best to fix our
errors. Up-to-date errata sheets for all
GURPS eleases, including this book, are
always available from SJ Games; be sure to
include an SASE with your request. Or
download them from the Web — see below.

Q&A. We do our best to answer any
game question accompanied by an SASE.

Gamer inputWe value your comments.
We will consider them, not only for new
products, but also when we update this book
on later printings!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata and hundreds of pages of information.

Illuminati Online supports SJ Games with
discussion areas for many games, including
GURPS.Here’s where we do a lot of our
playtesting! Dial 512-448-8950 at up to
14.4K baud (28.8 users should dial 512-448-
8988) — or telnet to io.com. We also have
conferences on Compuserve and America
Online. GURPShas its own Usenet group,
too: rec.games.frp.gurps.

GURPSnNetMuch of the online discus-
sion of GURPShappens on this e-mail list.
To join, send mail to majordomo@io.com
with “subscribe GURPSnet-L” in the body,
or point your World Wide Web browser to
www.io.com/~ftp/GURPSnet/www/.

Page References

Rules and statistics in this book refer to

GURPS Basic Set, Third Edition, Revised.

Any page reference that begins with a B
refers to the Basic Set-e.g., p. B102 means
page 102 of the GURPS Basic SetA refer-
ence that begins with VE refers to GURPS
Vehicles, Second Edition, and CI to
GURPS Compendium.|

Only Basic Setand this book are
required to play. GURPS Spaceand
Compendium Imay be handy. Players may
also find GURPS Swashbucklersseful for
its rules on swordplay and sea battles.

\

InTRODUCTION

Welcome to Krishna! For decades readers of science fiction have enjoyed
fantastic adventures on the second planet of Tau Ceti, courtesy of the fertile
imagination of L. Sprague de Camp. Now gamers can join in the fun.

As a setting for roleplaying games, the planet Krishna is a trove of wonders.
Brave Earthmen engage in swordplay beneath the triple moons and win the hand
of a beautiful green-haired princess! A pirate queen and her stalwart band way-

lay ships on the Sadabao Sea! Tailed cannibals menace

castaways on the island of Fossanderan!
The Krishna stories combine classic space opera
with hard-science realism and a dash of humor. If
they are space opera, they are space opera as writ-
ten by Gilbert and Sullivan. The brave Earthman
is likely to be a novice tour guide or a scheming
con artist. The pirate queen is fat and middle-
: aged. On Krishna, a hero who wins the hand of a
e princess must then live with the consequences of
being married to a woman who lays eggs, on a
R |E world where dinner is eaten still wiggling and execu-

/{ tions are a popular form of entertainment.

Since the entire planet is under an embargo that forbids
the import of advanced technology, adventurers cannot clank about in powered
battlesuits, menacing the natives with plasma cannon. On Krishna, the Earthmen
and the green-skinned natives are on an equal footing. Characters must rely on
their wits as much as on their swords. Game Masters who are tired of players
who shoot their way out of every difficulty can see how well they do without
their technological toys.

ABourt THE nE CAMPS

L. Sprague de Camp is recognized as one of the grand masters of science
fiction and fantasy. His first science fiction story was “The Isolinguals,” pub-
lished in 1937. As a writer for Astoundingduring the editorship of John W.
Campbell, he was one of the makers of science fiction’s Golden Age. In addi-
tion to the Viagens Interplanetarias stories, he is the author of Lest Darkness
Fall, The Compleat Enchantéwith Fletcher Pratt), and The Glory That Was
After the death of Robert E. Howard, he continued and expanded the Conan sto-
ries. His nonfiction includes works on ancient science and engineering, a study
of the Atlantis myth, and biographies of Robert E. Howard and H.P. Lovecraft.
He lives with his wife and co-author Catherine Crook de Camp in Texas.

ABout THE HUTHOR

James L. Cambias started playing roleplaying games back in 1979, dabbled
at real work briefly, and now earns his living as a freelance writer of nonfiction
and roleplaying supplements. He is the author of Arabian Nights: A Genre
Book for Rolemasterand dozens of magazine articles. Originally from New
Orleans, he lives in Ithaca, New York. This book could never have been written
without the help and encouragement of Sean Barrett, Diane Kelly, Joel Furr and
Rob Furr. The patience and assistance of L. Sprague de Camp and Catherine
Crook de Camp were indispensible.
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Ghulindé

The Qiribo capital of Ghulindé sits on
Mount Sabushi, which is carved into a
colossal statue of the war-god Qunjar. The
city is in the lap of the statue, and looks
out to the northeast towards the port of
Damovang on the coast. Its site makes
Ghulindé nearly impregnable, as it is
impossible for an army to scale the cliffs
of Qunjar’s seat to reach the city. During
the annual Kashyo festival, it is the site of
religious rituals and great feasts in honor
of Varzai.

Ghulindé is the center of Qirib’s gov-
ernment, and holds the enormous royal
palace, which, during the republic, was
used as the president’s home. After the
death of Dour Vizman, the legislature took
over the palace, and now the presidents of
Qirib must find their own housing.

ﬁ

QIRIB

Qirib occupies a mountainous peninsula on the western shore of the
Sadabao Sea. The mainland portion of Qirib is mostly rolling hills, but the
peninsula itself is made up of the towering peaks of the Zogha mountains. The
mountains are rich in minerals, and the Zogha mines make Qirib a rich and
powerful state.

Qirib is best known for its extremely unusual system of government. The
kingdom is entirely controlled by women. The army is all-female, and the
country is ruled by a dynasty of queens. Alvandi, the last Douri of Qirib, was a
salty-tongued, hot-tempered old woman. The system was founded by the
semi-legendary Queen Dejanai in the 14th century, and is tied to the official
worship of the mother-goddess Varzai. Each year the ruling Douri marries a
new consort, who serves as king until the Kashyo festival, celebrating the
rebirth of the Sun in early spring. At the climax of the festival the king is
killed and ceremoniously eaten by the Douri and her court. A new consort is
then chosen by lottery from among the male inhabitants. The matriarchy uses
the janr drug to keep the men docile.

The matriarchy was overthrown in 2143 by the Terran Dirk Barnevelt,
aided by the pirates of the Sunqar. Barnevelt set up a republic modeled on the
United States, with a bicameral legislature and an elected president. The first
president was Gizil bad-Bashti, whose term of office ran out in 2147. His suc-
cessor, Vizman er-Qorf, declared a state of emergency and suspended elections
to avoid leaving office in 2151, and finally proclaimed himself dour. After his
death in 2176, the country held elections and a woman named Mushéai became
president.

The language of Qirib is a dialect of Gozashtandou, with notable differ-
ences in pronunciation. Speakers of Gozashtandou suffer a skill penalty of -3
when attempting to speak or understand Qiribou.

The matriarchal government constantly feared an uprising by the male half
of the population, so men were forbidden to carry weapons in Qirib. However,
because in many Krishnan cultures a man would rather be naked than
unarmed, the Qiribuma did not require that foreigners go without weapons.
Instead, at the border all weapons were bound in their scabbards with wire,
sealed with the official seal. Anyone whose seal was broken needed to provide
a good explanation for the authorities. After the matriarchy was overthrown,
men were allowed to own weapons, but the system of seals continued as a
method of keeping order.

During the matriarchy, the Qiribuma followed a matronymic system of
naming, using the prefix “bab-" to denote descent in the female line, so the
princess Zei was Zei bab-Alvandi. After the revolution, many of the men of
Qirib switched to patronymic names, while others adopted the Balhibo system
of using the name of a maternal uncle.

Women in Qirib traditionally dressed plainly and severely, leaving the
men to adorn themselves with jewelry and cosmetics. The revolution led to an
explosion of sexy fashions and elaborate decoration among the women. Make-
up remains habitual for both sexes. Qirib’s hot climate makes most clothing
uncomfortable, and the people content themselves with simple drapes of fabric
or loincloths. They are casual about nudity. The period after the revolution was
one of great licentiousness, and for a time the Kashyo celebration was as
bawdy as the festival of Dashmok in Majbur.

\
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Horror

Although the tone of the Krishna sto-
ries is generally light and satirical, it would
not be impossible to create a horror adven-
ture set on Krishna, perhaps as a change of
pace in an ongoing campaign. The incredi-
bly long history of the planet means there
are lots of ruins dotting the landscape. A
particularly ancient site may conceal some
long-imprisoned horror from the stars. The
appalling practices of some of Krishna’s
cults are fertile material for a horror adven-
ture. The prospect of being tortured to
death by the followers of Yesht is horrible
enough, but what if their rituals actually
work?

A completely non-supernatural horror
adventure could pit a group of isolated
travelers against a mad nobleman with a
palace full of deathtraps. Any isolated
patch of woods might house a crazed can-
nibal killer, though sadly chainsaws are not
allowed under Regulation 368.

GreenSkinned
[lluminati!

Following the principle that everything
on Krishna is more exotic and colorful
than on Earth, it stands to reason that much
of the planet’s history must be caused by a
vast hidden conspiracy. Visiting Terrans
may gradually become aware of the
Conspiracy and its plans to gain advanced
technology for Krishna. Or perhaps the
Conspiracy’s leaders are afraid of what
industrialization would do to their grip on
society, and are secretly helping the
Viagens security forces maintain the
embargo!

Corruption within the Viagens
Interplanetarias is a part of several of the
Krishna stories. A cabal within the organi-
zation might be plotting to smuggle
advanced weapons onto Krishna and rule
the entire planet as a new aristocracy. Or a
network of female supremacists could be
working to take over the Earth by means of
Janr@ extract. Osirian pseudohypnosis and
the Saint-Rémy treatment could be power-
ful tools in the hands of an Earthbound
conspiracy — as in the story “The Continent
Makers.”

And who really controls the Interplan-
etary Council, anyway?

N
Big GAME HUNTING

One area where science and tourism overlap on Krishna is big-game hunt-
ing. Biologists want specimens of Krishnan life. Hunters want to be able to hunt
on a world without pesky World Federation rules protecting everything bigger
than a cockroach. Guides do good business leading groups of Terrans into the
wilderness to hunt Krishnan animals.

Of course, many hunters are deterred by the technology restrictions. It’s one
thing to shoot a big creature like a yeki or a bishtar with a .500 Nitro Express
rifle, and another thing entirely to face them with only a spear and a crossbow.
Guides on hunting expeditions must be ready to rescue the Great White (or
Black) Hunter from the jaws of an angry shan. They must also cope with the
local Krishnans, who might take offense at aliens poaching on their territory.

A few sport fishermen have tried their luck on Krishna’s seas, going after
gvam or harpooner from the decks of a fast catamaran. This is not as popular as
one might expect — probably because both gvams and harpooners are horrible-
looking animals, and few fishermen want a tentacled Lovecraftian monster
stuffed and mounted on their living-room wall. More mercenary sorts don’t care
what a gvam looks like, so long as they can get the valuable gvam-stones from
its corpse to sell on shore.

BRING EM BACK ALIVE!

Terran zoos and scientists love to get live Krishnan animals, and pay well
enough to make the job profitable even with the horrendous costs of shipping
the beasts back to Earth. The job isn’t an easy one. Anybody who seeks to make
a living catching wild animals on Krishna must be brave and resourceful. Some
Terran environmentalists have taken it upon themselves to protect Krishna’s
wilderness, whether or not the Krishnans want it protected. Such self-appointed
Guardians of the Planet might try to interfere with animal collectors.

The actual hunt itself is fraught with danger. Remember, no dart guns
allowed under Regulation 368! Catching a wild shan alive means it must be
trapped or snared with ropes and then subdued. The hunter will need a large
crew of men to help with the capture.
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