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Tte Calipt's Decivion

As the sun rose over the battlefield north of Adana, the
three generals were worried; repoarts had just come in
that Harun al-Rashid, Commander of the Faithful, had
been taken captive by the Romans. Amir Adin al-Safih
stroked his beard; he was younger than the other two
generals, and had only met the Caliph, this leader who
men followed to their deaths despite never having drawn
his own sword, but once. Adin received the news with
bitterness; the Caliph was no warrior and had no business
in the field of battle. The first rays of light filtered through
the clouds, causing the gilded general’s tent to glimmer in
the sun. Adin splashed cool water on his face, performing
the necessary ablutions after battle, and entered the tent
still in his armor.

“Ah, the general of Safih! How does your
people’s tradition of the general leading the charge feel
now?” asked Amir Umar ibn-Abdallah. Umar began this
campaign confident that they would topple the walls of
Constantinople. The fact that they had instead intercepted
a small force of Romans just north of Syria offended
his sensibilities. That the Caliph’s army outnumbered
the Romans three-to-one and the battle had gone on for
several nights without resolution angered Umar beyond
reckoning.

“The enemy you can look in the eye is better
than the one you never see,” quipped Adin, walking over
to the large map that was at the center of the room. “What
are the latest reports regarding the Caliph?”

Amira Dassouse al-Damaski leaned over the
general’s map, her hands spread wide across the table.
Her hard stare, which could level mountains, hid an
unfailing devotion to the Caliph, though she was not
above reproaching him. “My scouts confirm that he has
been taken by the Romans. They say he was trying to
rescue a fallen comrade, most likely Masrur.” She added
with a grin, “That fool!”

Umar smiled grimly. “That doesn’t sound like
my Caliph. Risking his life for a eunuch slave?”

“Oh, really?” asked Amira, a hint of an edge in
her voice.

“Are we certain it’s not one of the decoy soldiers
we sent disguised as the Caliph to draw the Romans out?”
Umar asked impassively.

Adin shook his head, “They’re all dead.”

Dassouse looked up in shock. “Even Aziz?” She
fought back the tears at the news of her brother’s death.
Pushing Adin’s hand away, Dassouse refused to meet his
eyes and instead fixed her gaze to the battlefield map.

“These Romans are unlike any other. Their
banners are irregular; their weapons shoddy, I’d reckon
half of them are mercenaries. Yet they fight as if
possessed,” said Umar, as we stood away from Dassouse,
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our voices growing low.

“It’s stranger than that,” Adin whispered,
drawing forth a nappy clump of black and white hair.
“From one of the soldiers I faced in battle while trying
to reach the Caliph.” Breathing upon the hair, Adin held
forth his hand; slowly the hair began to writhe around his
fingers like a snake. “It is ghul hair, the soldiers say, the
work of Iblis, made from smokeless flame.”

Recoiling, Umar was shaken. “It must be
destroyed. Send it from whence it came!” he said, pointing
to a lit brazier nearby.

Adin hesitated for a moment, and then thrust his
hand into the fire. The hair curled about Adin’s fingers,
as if trying to escape the flame then rapidly burned away.
Withdrawing his hand before it burned, Adin turned to
Umar as suddenly the brazier exploded in a shower of
sparks knocking Adin to his knees.

Of all the world’s fell and hideous creatures, the
beast that stood before them was the most terrible. A tall
woman with wrinkled gray skin, a fanged maw, sharp
hairy ears, and burning red eyes stood before them in her
battle garments, a clump of her long stringy black and
white hair missing. A heavy axe in one hand, she held a
chain in the other which was about the neck of a severely
beaten soldier dressed in the golden armor of the Caliph.
She was a ghul, depraved in her majesty, and horrific in
countenance.

Adin, seeing Umar frightened beyond reason
and Dassouse uncharacteristically frozen by terror, drew
his sword in defense of the other two generals. The ghul
opened her mouth and fiery light emerged from within,
“I have bound your Caliph, surrender this lost cause and
bow before me, for I ride to the gates of Baghdad. No
mortal can withstand me; [ am of the blood of Az-Karagh,
first among his daughters!”

The efforts of the guards outside to aid their
commanders were repulsed by hungry flames. Adin
averted his eyes, but held fast to his sword. No stranger to
fear, Adin knew that courage was not the lack of fear, but
action in the face of it. “Bint Az-Karagh, you are gravely
mistaken; I will finish the fight I started!” Roaring, Adin
lunged at the ghul. He was stopped in the middle of his
stroke by a savage kick to the gut. As Adin sprung to his
feet, the beast launched her collared captive through the
air, knocking Adin aside with the soldier’s body. The
soldier tugged at the collar, determined not to be used as
a weapon again.

Adin, dazed by the vicious assault, could only
watch as the ghul rested her axe on his neck. “Your
judgment is between you and your Lord. I shall oblige
Him and arrange your meeting,” said Bint Az-Karagh as
her axe rose in the air.

From the threshold of the burning tent came a
woman’s strong voice, “Stand, ghul!” Leaping into the
flames, a second Amira Dassouse appeared scimitar
in hand. “That you have threatened my liege is insult






enough, but that you think us stupid enough to expose the
Caliph to filth such as you is a double insult!”

Realizing the soldier she had captured was not
the Caliph; the ghul screamed her rage and swung her axe
in a mighty blow. Dassouse deftly parried the blow and the
women did battle as the flames drew near. At last Amira
bound Bint Az-Karagh with the very chain with which the
ghul sought to bind the Caliph. Then, as suddenly as it had
begun, the fight ended with Dassouse’s blade of damascus
steel at the neck of the beast. Dassouse dragged the ghul
from the burning tent as the others followed. They were
soon surrounded by the Caliph’s guards. Dassouse yanked
the chain around the ghul’s neck. “If you do not know the
one who is sitting before you, I shall introduce him...”

The false “Dassouse” peeled away his mask and
removed his cloak. There stood Caliph Harun al-Rashid
in his sovereign raiment! The shocked soldiers bowed
before him.

“You are in the presence of the seventh son of
Abbas, al-Rashid, son of al-Mahdi son of al-Hadi and
brother of al-Saffah, son of Mansur! Speak only when
spoken to, do not look him in the eyes, and tell the truth
and nothing but the truth, and do not lie, for you should
be truthful even if the truth sends you to the Hell-Fire.”
Dassouse said elegantly, a memorized introduction used
only by the elite secret agents of the Caliph.

Harun al-Rashid wiped the soot from his hands.
First he addressed his own double, ordering guards to
remove the collar from his neck. Harun held a whispered
conference with the man, listening to his report while
keeping one eye on the ghul. A handsome leader, Harun
looked much as other men, but his eyes were haunting,
the kind of eyes that are never forgotten.

Circling the chained ghul, Harun al-Rashid
appraised his opponent. “We meet at last Bint Az-Karagh.
I had thought only the patriarchate of Malik Sayoun used
men as mounts for your tricks of sihr. What did you think
to gain from marching on my city? Do you not know that
Baghdad is the most defensible city in the world and that
I have banners of jann who have sworn bay’ah to me?
Who sent you, your father?”

The ghul remained silent, glaring at the Caliph
with hatred.

“I may not be able to compel you are a sha’ir
might, Bint Az-Karagh, but I do have my methods, one
you will find impossible to resist.” Harun leaned close
to the ghul’s face, evidencing no fear of her. “You have
fallen prey to my ploy to lure you out, my decoy has
reported upon the weaknesses of your army learned while
behind your lines, and death is imminent for you. Do you
still wish to remain silent?”

Spitting at the Caliph, the ghul snarled, “How
will you make me talk little man, bore me to death? You
are but a speck of blood, soon swallowed by the boundless
sand of the desert!”

Dassouse tightened the chain about the ghul’s
neck and several guards leveled their swords at the ghul’s
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throat. “How dare you speak to the Commander of the
Faithful that way?”” demanded Dassouse.

“Stay your blades,” bade Harun. “What would
you say if I could grant you freedom from your father? To
break your oath and remake it anew?”

“Impossible!” The ghul hissed, writhing in her
chains. “I have sworn in the name of Kashkash — there is
no greater oath.”

“Ah, but you would consider it?”” asked Harun,
arching his brow, regally insistent. The ghul mutely
nodded. Caliph Harun al-Rashid said to the recently freed
soldier, “Bring me the Prophet’s sword.”

A murmur passed through the assembled soldiers
and the generals shared pained looks of dread. Surely the
rumors of the Caliph’s madness were exaggerated. Surely
he would not attempt to bind the ghul. Dark clouds rolled
over the Caliph’s camp, wind moved through the tents,
and the first bolt of lightening pierced the sky. Dhu al-
Faqar, the holiest sword in all Islam, was paraded through
the camp. Merely the sight of it caused soldiers to weep
and fall to one knee. The reverence of the sword had been
forged in blood; when Ali ibn Abu Talib returned from
the Battle of Uhud, where he wielded Dhu al-Faqar, he
was covered with blood from his hands to his shoulders.
To the Shi’a it was a representation of everything Ali
embodied. To the Sunni it was a sacred relic. And to
Caliph Harun al-Rashid it was a sword with which to
subjugate the disbeliever.

Holding the blade over the ghul’s head, the
caliph demanded she swear a bay’ah to him, but the ghul
refused. Agony wracked the ghul’s body. “Swear! Swear
as you have sworn to your wicked ancestor! Swear that
you will serve me loyally; swear upon the name of God,
the Almighty and Merciful!” Lightning flashed in the sky
above. It was too much for the younger soldiers to bear,
the regal glory, the wrathful piety of the Caliph unveiled
before their very eyes. They looked away while his
generals looked on, bearing witness to the binding.

At last, sobbing, the ghul swore the oath, and as
she did, the breastplate she wore cracked and the chain
about her neck was sundered. Dhu al-Faqar shined with
holy light. Bint Az-Karagh belonged to the Caliph now.
Looking up with tears streaming from her eyes, no longer
burning red but colored as a mortal’s would be, Bint Az-
Karagh gazed at the Caliph, her sovereign. “What would
you bid of me, Commander of the Faithful?”

al-Rashid sheathed the holiest of blades, and
performed ablutions to avoid the stain of evil. Having
finished he spoke, his voice was like the sun emerging
from behind the clouds. “You must obey the commands
of God and follow the example of the Prophet, peace be
upon him.”

“Yes, what more?” asked the defeated ghul in a
pleading tone.

“Second,” said Harun, his face becoming sinister,
“tell me of your father, of Malik Sayoun, Jinnistan, and
about the Romans. Tell me what they know. Tell me
everything...”
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“In the name of God, the Compassionate, the Merciful,
in Him [ trust. Praise be to God, the Beneficent King, the
Creator of the world and man, who raised the heavens
without pillars and spread out the earth as a place of
rest and erected the mountains and made the water flow
from hard rock. I praise Him the Supreme Lord for His
Guidance, and I thank Him for His infinite grace. To
proceed, I should like to inform the noble reader that the
purpose of writing this agreeable and entertaining book
is the instruction of those who peruse it, for it abounds
with edifying histories and excellent lessons, and provides
opportunity to learn the art of discourse, as well as what
happened to kings from the beginnings of time. This book
abounds also with splendid biographies that teach the
reader to detect deception, to protect oneself from it, as
well as providing delight and diversion when the reader
is burdened with the cares of life and the ills of this world.
1t is the Supreme God who is the True Guide.”
- Foreword to the Arabian Nights

The Golden Age of Islam was a time of both piety and
tyranny that produced the first written copy of the One
Thousand and One Nights. Just as the stories of the
Nights were interpretations of history and folklore, there
are many interpretations of the world of the Nights. Most
fantasy role-players are familiar with common stories of
the Nights. We know about Aladdin and Ali Baba, about
flying carpets, and bottled djinni — imagery now common
in our media. But what lies beneath the surface? What is
the meaning of the Nights in all their divine, comical, and
bloody glory?

Tales of the Caliphate Nights is a role-playing game
about meaningful adventure. Heroes may rescue a
princess from the clutches of a ghul, but the reason why
they’re doing it is every bit as important as the actual
adventure itself. Tales of the Caliphate Nights merges
the fantasy of Arabic folklore, the thrill of Hollywood’s
Oriental Romance, and the rich religious traditions of
medieval Arabia into a dynamic landscape where belief
and faith can move mountains.

The Caliphate

Caliph means “successor to the Prophet Muhammad.” It
was the title taken on by his Companions and his family
who assumed leadership of the emerging Muslim state.
This state was called the “caliphate” and the Caliph
was its temporal and spiritual leader. The caliphate was
the center of philosophical, theological, and scientific
discourse and discovery between the 9" and 12 Christian
centuries. While Europe was mired in the Dark Ages,
Baghdad flourished as scholars and artists from across the
world gathered there under the Caliph’s patronage.

Heroes of the Nights

The heroes of the Nights are deeply flawed but amazingly
lucky, aided by fate throughout their quests, often certain
that they will arrive on the other side safe and sound.
However, it is up to their cunning and faith to avoid
immense suffering along the way, and to do so with style!
They engage in jihad in the truest sense of the word — an
inner struggle to transform themselves and the society
they live in for the better. Muhammad, peace be upon him,
said: “The best jihad [struggle] is by the one who strives
against hiss own self for God, the Mighty and Majestic.”
Though they may be called to do this with swords, just
as often, they will require the sharp edge of cunning wit
and poetry, the parry of unshakeable faith, and the riposte
of temperance and mercy. While the heroes and heroines
may be flawed, they are ultimately a force of good that
fights for the emergence of the Golden Age of Islam.

Origins of the Nights

In Mecca, before the advent of Islam, a poetry festival
brought scores of wandering storytellers from near and
far. One of the competitors, a spirited old man in colorful
robes, entered the circle of eager listeners, tugged at
his beard, and began his tale with a smile: “Now there
was a donkey who lived in a stall next to an ox...” The
storyteller’s name was Lokman, and by tradition he was
the first great figure of Arabic literature — the Aesop of
the days when songs and stories were handed from one
generation to another by word of mouth. His fable of
“The Donkey, the Ox, and the Laborer” is important
not only because it would be recounted as the first tale
of the Arabian Nights, but also because it represents just
how the stories of the Nights were collected — piece-by-
piece from the mouths of many storytellers. They have
no concrete date of creation, instead having circulated
orally for centuries. Arab historians of the 10" century
like al-Mas’udi and ibn al-Nadim refer to an Arabic work
called The Thousand Nights, a translation from a Persian
work entitled Hazar Afsana. Though both these texts are
now lost, many historians agree that the Hazar Afsana
provided the title and frame story of the Nights. Other
scholars believe the Nights originated with the Jataka osf
India, which purportedly relates to previous incarnations
of the Buddha. Whatever their origin, the Nights are not
merely Arabian, instead they belong to many cultures,
Islamic and otherwise.

About this Book

This book is a guide to the world of the Nights, both
the historical and the fantastic, both the sacred and the
profane. Interspersed through the book is an ongoing
narrative of Yusuf ibn Halil, a physician returning home
from his studies in Persia. Yusuf’s tale illuminates how
frame stories work; it can be found in Chapters 2, 7, 12,
and 17.
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Tales of the Caliphate Nights raises tough questions
about Prophets, faith, history, race relations, women’s
rights, and the nature of government. Before playing
it’s a good idea to set any boundaries with your group
about what issues they feel comfortable including in
the game.

Race

Many racial minorities are stereotyped and mistreated
in the pages of the Nights just as they were during the
caliphate, and just as they are today. Caliphate Nights
presents the Abbasid caliphate as it was idealized in
the more enlightened stories of the Nights. All races
are respected, and are free to practice their traditions,
name their children in their native language, and reap
the same benefits of citizenship as the conquering Arab.
Of course, the historical truth was far uglier. A mature
group can include race relations as a theme in their
games by looking at the cost of racial discrimination.

Religion

Islam is the Faith of the Nights. This book is
predominantly written from the perspective of a
devout Muslim scholar. However, other voices are
included who don’t paint such a pretty picture of the
caliphate. It is left up to the group to decide the role
the Caliph and the Islamic orthodoxy play in the game.
The caliphate can be portrayed as a corrupt hidebound
institution or an enlightened civil society, depending on
one’s perspective. As this book focuses on the Islamic
world, there is little information on other prominent
faiths (Christianity, Judaism, Zoroastrianism). Instead,
the competing sects and theological schools of Islam
are explored in detail.

Women

Historically, women were denied legal rights and
social benefits that men enjoyed, and women were
often reduced to servant status. In Caliphate Nights
this gender role is only in the background. Exceptional
women follow in the footsteps of the female
Companions of the Prophet, some taking up arms,
others philosophy, some both. Women in the Nights
are powerful and complex — they are not pigeonholed
into a simple gender stereotype. What a woman can
do and what she believes in are just as important to a
heroine’s identity as her place in society.

Historical Accuracy

If you are unfamiliar with Islamic history, running a
pseudo-historical game can seem intimidating. The key
is verisimilitude, or the appearance of reality. Tales of
the Caliphate Nights, while strongly based in history,
is not historical simulation — it is pure fantasy. For
example, the House of Wisdom wasn’t created until

The Cunning Damsel

The Damsel-in-Distress may be the oldest female
archetype; she is always beautiful, vulnerable and
in need of rescuing by a paternal male. The Cunning
Damsel, a female archetype found throughout the
Nights, throws this archetype out the window. She
doesn’t feel helpless, she isn’t looking for all her
needs to be met through marriage, and she certainly
doesn’t want rescuing (and may aggressively
refuse it)! Like Sharazad, she bravely puts herself
in danger’s way, beguiling men around her by
pandering to their persistent belief in “the Damsel
in Distress.” Confident in her abilities, she works for
the betterment of all women, starting with herself.
Perhaps she was kidnapped deliberately to lure
an annoying suitor into a dangerous trap. Perhaps
she faces grave danger in order to save a foolish
male relative or spouse. Or perhaps she takes
responsibility for a task where only her feminine
wiles can save the day.

Harun al-Rashid’s son al-Mamun took the throne, the
Assassins didn’t become a major political force until
the 10™ century, and coffeehouses weren’t established
until the 16" century! In order to make the setting
more interesting these elements have been included in
an earlier era. Whether or not you decide to do further
research depends on your group; if the players all have
doctorate degrees in Islamic history, then you’ll need
to do more research than a group whose knowledge of
the era comes entirely from this book and the movies.
Regardless, players can change the course of history;
if the characters depose Harun al-Rashid or create their
own Imamate, Mythic Arabia changes with them.

The Tapestry of Truth

You are embarking on a journey which will take
you through lands where every facet of history is
contested, where the orthodox and the heterodox
fight for the hearts and souls of the public. Rather
than offer a definitive word about ethnicities and
cultures, this book presents options and viewpoints
from the perspective of fictional characters. When you
take issue with something within this book — and it
is likely that you will — consider that history is like
a tapestry woven by many different hands. Often the
winner weaves their version of “truth” and suppresses
competing versions. While this certainly occurred in
the Abbasid caliphate, there was so much rich political
dissent and activity that the rulers were forced to
come to terms with competing accounts of what truly
occurred. Ultimately, the answers are left to you and
your group; within you will find questions, mystery,
wonder, and possibilities. You, however, must weave
the tapestry as you see fit.
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Books

* The Noble Qu 'ran

* Arabian Nights, translated from Mahdi’s version by Husain
Haddaway (1995). This plain English version covers the
original Nights stories. Haddaway also produced Arabian
Nights 2 which deals with those stories we are most familiar
with like Aladdin, Ali Baba, and Sinbad.

* The Arabian Nights: A Companion, by Robert Irwin (2004).
This is a wonderful book using the stories of the Nights as a
key to the social history and counter-culture of the medieval
Near East.

* Arab Folktales, by Inea Bushnaq (1987). Excellent
collection of 130 stories from Morocco to Iraq organized
into useful categories.

* A History of the Arab Peoples, by Albert Hourani (1991).
While much of the history concerns later periods, the sections
on the Caliphate are essential, and the cultural and religious
information is superb.

* Daily Life in the Medieval Islamic World, by James E.
Lindsay (2005). A useful academic resource, this book
covers many aspects of urban life.

* When Baghdad Ruled the Muslim World, by Hugh Kennedy
(2005). An intriguing popular history filled with stories of
love, sex, violence, corruption, and sibling rivalry - Essential
for a game of court intrigue.

* Reel Bad Arabs: How Hollywood Vilifies a People, by Jack
G. Shaheen (2001). Dissecting the Hollywood stereotype of
the “evil” Arab, this book offers a passionate look at over
one thousand films.

* The House of Wisdom, by Florence Parry Heide & Judith
Heide Gilliland, Illustrated by Mary Grandpre (1999). This
beautiful children’s book tells the story of Ibn Ishaq and his
journey across the world to gather books; it is a celebration
of study and wonder.

* Al-Qadim: Arabian Adventures, by Jeff Grub and Andria
Hayday, published by TSR, copyright Wizards of the Coast
(1992). A wonderfully researched role-playing setting in the
magical land of Zakhara, based on Arabian folklore.

Movies

* The Message (1976). Directed by Moustapha Akkad,
starring Anthony Quinn and Irene Papas, the film tells the
compelling story of the beginnings of Islam. While it can
overlook parts of history and the acting is a little cheesy, it
is overall an excellent film, and it has the approval of the Al
Azhar Mosque to boot!

* Destiny (1998). Set in 12" century Andalusia, Destiny
tells the story of the philosopher Averroes whose beliefs
are considered heretical by the fundamentalist caliphate.
Directed by Youssef Chahine, this Egyptian film is distributed
through Cinema Village.

* Arabian Nights (1999). A refreshing portrayal of the Nights
directed by Steve Barron that follows the text closer than
any other such films to date. The film originally aired as a
Hallmark television mini-series.

* Muhammad.: Legacy of a Prophet. (2002) A biographical
film by Kikim Media & Unity Productions Foundation, it
tells the compelling tale of Muhammad’s life and how he
impacts the lives of Muslims today.

* The Keeper (2005). Written, produced, and directed
by Kayvan Mashayekh, this film looks at the life of
Omar Khayyam, the 11% century Persian astronomer,
mathematician, and poet. The website for the theatrical
release schedule at independent movie theaters can be found
at: www.greatomar.com

Ttie 7t of Stonytelling

“The reality of the other person lies not in what he reveals
to you, but in what he cannot reveal to you. Therefore, listen
not to what he says but rather to what he does not say.”

- Khalil Gibran (1883-1931), Lebanese mystical poet,
philosopher & painter

Know, O reader, that whether you intend to be a player or
Narrator, the knowledge of how to tell a good story is as
essential as water in the desert. A good story captures the
imagination, causes you to weep and laugh, illuminates your
own life, and leaves you speaking of it for a long time after.
If you’ve witnessed the artistry of a professional storyteller,
their story may have seemed effortlessly delivered. Do
not be fooled! Delivering a story is worthy and difficult
task regardless of whether you’re a Narrator providing
the adventure or a player telling your character’s tale. The
following are five steps with which to tell a story your friends
will never forget.
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1. Know Your Audience

An old proverb goes: “A story is told with the ears,
not with the tongue.” The key to telling a great
story lies in knowing your audience. Consider the
age, gender, and outlook of your fellow players,
and especially their response to the game. Listen to
the other players in the group — you will learn from
them what stories need to be told. Whether playing
with friends or strangers, you want to identify each
player’s preferred gaming style. What kinds of stories
do they like?

2. Opening Lines

A storyteller must grab the audience’s attention with
his or her very first words. Often this is done with a
hook, for example: “That was the night I beat Death.”
Right away, several questions spring to the listener’s
mind. Who is the narrator? Is Death a metaphor for a
dangerous situation or an actual being? How did the
narrator beat Death? The opening lines set the tone
for the rest of the tale. Shahrazad herself first coined
the term “once upon a time”! A common method of
beginning a tale in the Nights goes: “It is related, O
King that there once lived...”

3. Delivery

The two key elements to delivery are what you
say with your voice and what you say with body
language. Your voice creates the atmosphere and level
of tension in the story according to your tone, pitch,
volume, and articulation. If you are comfortable with
using different voices to represent certain characters,
your delivery will benefit. Even silence can be used
to your advantage by creating dramatic pauses.
Variety catches and holds attention. All professional
storytellers make use of vivid facial expressions,
gestures, and posture. This not only heightens the
drama of a scene, but also helps distinguish each
character you portray enough so they’re easily
told apart. When portraying two characters talking
together, use “cross-focus”, making each one face a
different 45-defree angle.

4. Stock Phrases

The Arabian Nights are filled with stock phrases, a
repetition technique Arab and Persian storytellers
used to help them memorize long epics. Coming up
with such witty and loquacious expressions can be
difficult. After all, very few are gifted with poetic
tongues and can weave intricate stories at the drop of

Role-Playing and Children

Playing a fantasy role-playing game with children
requires you to set very clear boundaries about the
rules from the beginning. There is no heckling or
making fun of others. When listening to another
person be attentive. There is no physical touching
or make-believe fighting. An adventurous Narrator
might try using the quick and easy diceless narrative
rules in Chapter 8. There are three pointers that
help when running a game for children:

* Take frequent breaks

* Reward cooperation,
socialization.

* Don’t include adult content or language

encouragement, and

a hat. Before beginning your story you may want to
gather a collection of stock phrases that are suited to
your tale. These need not be direct quotations from the
Nights, but rather lyrical or over-the-top statements
that characters in the game could make. The Narrator
might jot down a couple stock phrases for supporting
characters and phrases that will simply be narrated.
Players might jot down or memorize signature phrases
for their heroes. Here are some examples:

“There is no power and no strength, save in God, the
Almighty, the Magnificent.”

“If there is any virtue in me, none of it is mine, and
all belongs to you.”

“She was like one of whom the poet said...”

5. The Invisible Audience

It helps to think of the adventures you role-play as a
performance for an invisible audience. While the most
important thing is to have fun with your friends, there
is a lyricism, propitious sense of timing and panache
to the Nights that is essential. Capturing this feel is
made easier by thinking about your “performance”
from the perspective of an imaginary audience. Ask
yourself: What is dramatically appropriate now?
Is this character or story internally cohesive? Is the
audience at the edge of their seats right now? Are
they laughing themselves to tears?

Neew Uses for Conviction

In Caliphate Nights, Conviction represents the
undeniable power and mercy of God as much as a
character’s own faith and determination. There are
new uses for Conviction that give players greater
narrative control, including framing and weaving.
Ultimately, it is the Narrator’s decision whether to

A ubiquitous expression in the Nights is “Insha’allah”, meaning “God willing.” Just some of the uses for
this handy phrase include asking about the weather (“Do you think it will rain tomorrow? Insha’allah,
we need it!”), avoiding an invitation you don’t want to accept (“We’d love to have you over for dinner!”
“Insha’allah, I will be there”), to finding out about travel arrangements (“Is the caravan going to Medina
today?” “Insha’allah!”), and expressing piety or frustration when things don’t happen as you planned.




allow or restrict certain uses of Conviction depending
on the amount of preparation he or she has done for a
game; in this case the Narrator must let the players know
beforehand. Additionally, several feats provide heroes
with new ways in which to use Conviction.

Activate Virtue

Heroes of the Nights embody Islamic virtues. They may
spend a Conviction point to activate their virtue gaining
one of these benefits:

Acknowledged Virtue: A subject (or everyone listening
to the hero) immediately recognizes one virtue that the
hero possesses. For example, an Honest hero whose
testimony is questioned could convince everyone that she
is telling the truth.

Strength of Virtue: The hero resists an effect compelling

her to act in opposition to one of her virtues. For example,
an Honest hero could resist an adept’s Dominate attempt
to make her lie about something.

Virtue’s Reward: Each virtue provides a unique way to
spend Conviction; the virtues are described in Chapter 3.

Framing

A player can spend a Conviction point to initiate a framed
story. When this occurs, the player describes the basics
of what he or she would like to explore (e.g. How did the
Sultan come by his magic dove?). Immediately, the entire
group adopts new roles as appropriate and plays out the
side story with the player who spent the Conviction point
acting as Nsarrator. In general, the new story should last
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Regaining Conviction

In Caliphate Nights a hero can regain Conviction by achieving the turning point for a Complication. In addition,
a hero with the Devout feat can regain Conviction in one of several ways by adhering to their faith, and certain
Virtues provide new ways to gain Conviction.

Limiting Recovery of Conviction

The Narrator may wish to restrict characters from recovering Conviction every day. By making Conviction a
rarer commodity, it allows for storylines in which action takes a back seat, or where action scenes are separated
by many days. In addition, it encourages players to think about how they can restore their character’s Conviction,
forcing them to think about their virtue and vice. In the morally charged setting of Caliphate Nights, this helps to
emphasize the constant tug of war between piety and ignorance.

Positive Story Elements (+1 each)

Story caters to the audience or listener very well, such as playing off of a weakness (e.g. for flattery), an interest
(e.g. horses), or an ideal (e.g. slavery is never justified).

Entire gaming group decides the storyteller did a wonderful job.

Story involves a cunning poem, joke, riddle, double entendre, song, etc.

The listener is favorably inclined toward the storyteller (e.g. you’re both in a foreign land but are of the same
nationality).

Story has another related story framed within it which elucidates the main purpose of the story. No more than three
stories can be framed within a story before the listener loses track (+1 for each story).

The storyteller handles unlikely actions by a player character in stride, remarkably tying them into a seamless
whole.

The storyteller makes a reasonable excuse for how they came to hear the story and from whose lips it was passed
down to them.

The storyteller presents proof that corroborates their story as true (e.g. “Look at the wall today, touch the brick; is
it not burnt and inlayed with gold?”).

Negative Story Elements (-1 each)

Story insults or offends the listener in some way

The listener is hostile or unfriendly toward the storyteller (e.g. you’ve lied to him before, you stole from his stall,
you secretly married his beloved).

Entire gaming group decides the framed story rambled and didn’t achieve its purpose

Storyteller is given a time limit, and doesn’t wrap the story up in time.

Story involves an outright lie or something seemingly impossible (-1 for white lies that most wouldn’t recognize,
-2 for big lies that are hard to miss,
-3 for over-the-top, fantastical, or ridiculous exaggerations)

i



Handling Multiple Narrators

Going Diceless

play. Diceless rules can be found in Chapter 8.

When a player frames a story, the current Narrator (along with the other players) takes on the role of a
character in the story. To clarify that the Narrator has changed, you may wish to designate a certain seat at
the gaming table as the “Narrator’s Seat”. Each time a player frames a story, they gain the Narrator’s seat
until their story has ended, whereupon the regular Narrator returns.

During a frame story you may wish to use simplified rules that encourage role-playing and don’t slow down

no more than an hour, or some other agreed upon
time. A framed story can serve several purposes,
and many stories serve more than one purpose: (1)
Leverage to convince someone to take (or avoid)
a certain course of action. (2) Provide history to a
situation, and impart knowledge of some truth. (3)
Improve the listener’s attitude toward the storyteller.
(4) Comic relief.

A framed story provides a bonus on the appropriate
skill check; often this will be Diplomacy, though
Bluff, Intimidate, and Perform (oratory) are all
appropriate. Arabian sorcerers are well known for
weaving magic into their stories. A framed story can
also be used in conjunction with another character’s
skill, such as distracting a sultan while a thief
smuggles horses out of the royal stables. Of course, a
poorly told story can result in a penalty to the check
instead.

Example: Rafiqi’s Tale of the Princess

Jarett’s character Rafiqi is found by the prince after
having broken into the prince’s own harem. Hoping
to avoid a painful death at the prince’s hands,
Rafiqi spins a quick yarn to explain his presence,
and decides he will play off the prince’s prodigious
lust for beautiful women. Jarett decides to spend a
Conviction point to relate a story about the beauty
of a princess from Rafiqi’s homeland. Rafiqi intends
to convince the prince to pursue the princess and
spare his life as a reward. Jarett temporarily becomes
Narrator, and all the other players take on roles of
various characters in the princess’ story — wicked
djinn, jealous step-mother, high-brow suitor, and her
true love. After 30 minutes of role-playing, Jarett
decides the tale is complete, and hands the story

back to the main Narrator. Rafiqi’s attempt receives
the following modifiers: +1 (caters to prince’s
lust for foreign women), -1 (prince is hostile), +1
(gaming group felt Jarett did a great job), +1 (the
story involved a name-guessing game with a djinn),
+1 (Rafiqi claims to have heard the story through
his uncle who serves in the princess’ court). The net
bonus Rafiqi receives on his Bluff check is +3. Since
it is a believable bluff, the prince rolls an opposed
Sense Motive check. Rafiqi wins the check, but only
barely. The Narrator rules that the prince has decided
to investigate the truth of Rafiqi’s word and visit the
princess for himself. In the meantime, Rafiqi is kept
captive in the palace. If he should be caught in a lie,
the prince promises Rafiqi that he will permanently
initiate him as a harem guard — more precisely as a
eunuch.

Weaving

Some stories bloom from one mind, and others are
woven by several hands. Weaving give a player the
chance to influence what their character learns when
rolling a Gather Information, Knowledge, Notice,
Search, Sense Motive, Track, or power check.
Instead of making the check as normal, the player
simply declares whatever she expects the truth to
be and rolls a d20, consulting the weaving table
below to determine who narrates what happens.
Depending on the result of this roll, the player may
or may not have to spend Conviction. The Narrator
always decides whether a given story allows players
to use Weaving. For example, a Narrator who has
painstakingly prepared an adventure might forbid
Weaving altogether.

Result Player Narrates Narrator Narrates Spend Conviction?
1 — No, and... No

2-4 — No No

5-10 But... No 1 Conviction point
11-16 Yes But... 1 Conviction point
17-19 Yes - 1 Conviction point
20 Yes, and... — 2 Conviction points

“Yes” means the truth is as the player expected it to be.

“No” means the truth is other than what the player expected.

“But” means there’s a complication or caveat that changes the situation.

“And” means that the failure or success is truly disastrous or spectacular.
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Example: Rafiqi is listening to a group of guards
conversing on the other side of a door. Jarett (Rafigi’s
player) has an inspired idea and spends a Conviction
point to attempt narrative control. He wants the guards
to be arguing about the upcoming wedding between the
sultan and Arasteh. Jarett makes a weaving check and
rolls a 12; thus, Jarett narrates (the “Yes” result from the
table) but the Narrator adds a complication (the “But”
result for the Narrator). The guards are split regarding the
wedding, half believing their pay will be reduced with the
sultan fawning over his new wife, and half who are truly
impressed with the sultan’s bride to be. But, the guards
decide to spy on the sultan to learn more, pushing through
the door Rafiqi hides behind!

Cultarnal Acclimation

Upon arriving in a foreign culture, characters are at
a disadvantage — they may not know the language, the
laws, or the traditions of the new land. The following
Knowledge specialties cannot be used regarding culturally
specific events and things until the character is acclimated:
Art, Business, Civics, Current Events, History, Nobility,
Popular Culture, Streetwise, and Theology & Philosophy.
Which specialties function normally, and which require
acclimation depends on the specific cultural context. An
acclimation check is a d20 roll that may be made at any
time, though a character can only make one check per
day. Each day spent in the culture provides a +1 bonus.
If successful, one Knowledge specialty is acclimated for
every margin of 5 by which you succeeded the check. If
the check fails, reduce any bonus from days spent in the
culture to +0. A character may take 10 on an acclimation
check, but they may not take 20.

Difficulty | Type of Culture

15 Many similarities to your culture;
neighboring province or a minority
group

20 Remote similarities to your culture;
neighboring nation or conquered enemy

25 Distant culture halfway across the world;
a bizarre sub-culture

30 Radically different culture; non-human
or totally opposing values

For example, a character from Medina arrives in Isfahan.
While many people speak Arabic, the customs of this
Persian city are unfamiliar. After eight days, the character
makes an assimilation check; the Difficulty is 15. She
rolls a ‘13’, for a total of ’21°, which means two of her
Knowledge specialties are now acclimated and she may
use them normally in Isfahan and major Persian cities.

You cannot understand or recognize the language.

You can’t really speak the language, but you always recognize it when you hear it
or see it written. You know a few words. When communicating you may only use
one or two word phrases. To understand normal conversation you must make a DC

You know enough of the language and mannerisms of the culture for simple
conversation. If you wish to say or understand something complicated, you must

You speak the language fluently. When people talk to you fast or with an unfamiliar
accent you must make a DC 10 check to understand them. Likewise, when you are
trying to understand an unusual expression or technical vocabulary you must make
a DC 10 check. You may be able to recognize common written words on a DC 15

You are literate, and have full command of the language. This level of proficiency is
required in order to take the Scholarly feat and several other feats.

Ranks Proficiency Description
0 Unfamiliar
1 Smattering
15 check.
2 Competency
make a DC 15 check.
3 Fluency
check.
4 Mastery
5+ Eloquence
in order to take the Author feat.

You understand subtle nuances of the language. This level of proficiency is required

B Tmm—
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Language & Litenacy

Perhaps one day all will be gifted with literacy, alas,
literacy is not common in the caliphate. Fortunately,
the memories of tribal lore-keepers are astounding.
Such rawun routinely memorize long poetic epics,
and the tradition of memorizing the Qur’an is carried
on by those who bear the title Aafiz. Muhammad
himself was illiterate and recited the angel Gabriel’s
message by heart. At the same time, the largely
illiterate society is surrounded by a multitude of
languages. Though Arabic is the dominant trade
tongue, numerous languages are spoken at home, in
ethnic tribunals, and abroad.

Reflecting the diversity of languages spoken in the
caliphate, and the rich cultures they were born from,
the Language skill works differently in Caliphate
Nights than in True20.

Z.

Intelligence, Trained Only, Requires Specialization

All non-Arab characters begin with 3 ranks in
their native language and 3 ranks in Arabic. Arab
characters just begin with 3 ranks in Arabic. If a 1*
level character is trained in the Language skill, they
gain 4 skill ranks which may be spent among various
languages as they desire. In order to learn a language
beyond 2 ranks you must become acclimated to the
language’s culture.

Literacy: First-level characters are assumed to be
illiterate unless they are trained in the Language
skill. 4 skill ranks are required for literacy.

Try Again: Usually no. The Narrator may allow
another Language check if a character gets access
to a translator.

Action: A Language check can be a reaction when
trying to understand another. Otherwise it requires
a standard action to speak, or a full-round action
to read a brief passage. Reading a book usually
requires several days.

You can take 10 when making a Language check,
provided it’s not in the middle of combat or
other intense action. You can take 20 only if you
have access to a competent translator or research
materials.

Languages of the caliphate are described in detail in
Chapter 15.

Evplanation of Game Terms
Alternate: A supporting character often controlled
by one player, especially when the player uses that

character regularly.

Frame Story: A story told within the context of
a longer tale. In the Nights this is often one of the
characters within the tale telling a story either about
their history or to illustrate a point. Creating a frame
story is called “framing.”

Stock Phrase: An often quoted phrase that
epitomizes the feel of the Nights. It may be a
proverb, but more often it is a repeated bit of poetic
language.

Tapestry of Truths: The idea that there are multiple
competing versions of truth, and that all of them are
a piece of The Truth.

Verisimilitude: Internal consistency creating the
appearance of reality.

Weaving: A dramatic device that allows players to
influence what their characters learn when they are
faced with a mystery.

Task Required Level of Proficiency | Difficulty
Use the “high” or “low” form of a language that you | Smattering 10
know to reduce station penalties by one

Understand another dialect of a language you know | Competency 10
Pronounce a language with a borrowed script of | Mastery 15
another language that you know

Read a complex text Mastery 15
Puzzle out the gist of an archaic form of the | Eloquence 15
language

Communicate in another dialect of a language that | Competency 20
you know

Understand the gist of a pidgin speaker whose | Competency 20
language borrows from a language you know
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Forgive him who wrongs you;

Join him who cuts you off;

Do good to him who does evil to you,

And speak the truth even if it be against yourself.
- Inscribed on Muhammad’s sword

Tte Plyscccan’s Tale

There is a man [ am sworn to kill and to whom I owe a life
debt. My unhappy fate came to pass after meeting the three
noble sons of Sheikh Ibrahim al-Nisr. During my absence
from my family while I studied medicine at the Academy of
Gundishapur in Persia, my father had assisted the sheikh’s
sons in their covert travels to Damascus, providing them
with horses, provisions, and all travel documents necessary
for the journey. Along the way, the three sons were waylaid
by bandits and murdered. Sheikh Ibrahim was a fearsome
man, whose anger knew no bounds. When the sheikh
learned his sons had been killed and ten thousand dinari
stolen from him, he swore he would execute all those
involved. He threatened my father and my entire family
unless my father revealed where the three sons had fled to.
Yet my father’s honor kept him from telling the sheikh, for
he was sworn to secrecy. Thus, the sheikh resolved to break
my father’s will, and forcibly moved into my father’s home
for a month, getting to learn what sort of a man my father
was, in the hopes of burying his sons’ bodies, recovering
his stolen treasure, and putting the murderous thieves to
rest. All this did occur without my knowledge of it, for I
was a student in distant lands

My name is Yusuf ibn Mushaqir al-Kufa, and this is my
tale.

In the province of Khuzestan, every year there is
held a chowgan (polo) competition. My friends and I had
trained greatly for the event, as there was a substantial
rivalry between the students there. In particular, I hoped to
beat my rival, a Christian student studying ophthalmology
named ibn Masawaiyh. As I sat feeding my mare figs and
cleaning her ears, my servant Aheyyad entered and began
teasing me. “How shall you defeat the great mares of the
Persians, oh sahib, which sweat blood and hellfire?”

Laughing, I threw a fig at my servant. “My father
sent me among the Bedouin for two years as the Prophet,
peace be upon him, had done. Their sheikh gave me this mare
of purest blood as a parting gift. Her ancestry can be traced to
God the Almighty. Can the Persians say so much?”

“Among the Bedouin? You smell too perfumed
for it to be true!” And with my servant’s words we took
to rough housing and wrestling in the hay, whereupon a
messenger walked his weary steed into the barn.

I leaned close to Aheyyad and whispered: “Let
us have a bit of fun with this messenger by hiding in the
haystack.” And so we hid ourselves.
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The messenger put his horse away and gave her a salt lick,
before prying off his boots to pour sand from them. Just as
he stretched back to take reprieve, I gave the signal and we
burst forth from the haystack. Startled out of his wits, the
messenger fell off his resting place and into the watering
trough for the horses. Laughing, my servant and I clapped
each other on the backs, but presently we noticed the man
had risen and was wroth with us. Flinging his cap at me, the
man yelled that I was the son of a jackal, but as he became
more incensed at our laughing his wet hair fell from the cap
it had been tucked under, revealing long black tresses. This
was no man at all!

“Peace, O worthy messenger!” I said. “Each time
you shout your hair gets longer! If you don’t keep quiet, I
fear you’ll be smothered by it.”

Realizing that her disguise had been ruined, the
woman eased herself onto a bail of hay and began weeping.
Aheyyad moved to her side to comfort her, while I, in my
state of delirium, said, “Verily, men are known to change
gender after a difficult time in the saddle.”

My servant glared at me in such a way that, had
I been a cruel man, I would surely have had him whipped.
Aheyyad growled, “Go outside.”

Grudgingly, I did as my servant bid me, though I
was fuming inside, and began planning how I would teach
him a lesson in loyalty. Peering through a crack in the
stables I witnessed Aheyyad holding the sobbing woman in
his arms. She only said one word over and over again. Akhi.
My brother. Her crying would have moved the hearts of
angels. I felt embarrassed and sat down to watch the sunset,
my thoughts turning to my own family whom I had not
seen for over a year, and my beautiful fiancé who awaited
me back home.

When they emerged from the stables, | immediately
went up to apologize, but the woman brushed me aside,
walking off toward the academy’s harem. I began to follow
her, but Aheyyad caught my shoulder. “Her brother died so
that you could receive this message.” He handed me a piece
of parchment sealed in the name of my family.

Trembling, I opened the document of sorrow and
stood transfixed as I read, my gut dropping out from under
me:

My beloved Yusuf,

This is the hour of lamentation for you family. Your mother
suffers from a fever which none of the physicians can treat,
inflicted on her by a passing witch who took offense at
something your father said. Soon she will be at the brink
of death, and I do not think she will live past the summer.
Return home as quickly as you can. She calls your name
at night and thinks that you 've died. I have given her some
of the tea you brought back last year, and it helps her pain
some, but she suffers from terrible visions.

Your betrothed, Hawra Bint-Hanif

—
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My eyes watered when I read of my dear mother’s
suffering and I was seized by longing to see my family.
The dreams I had of winning the chowgan competition
faded like the rain clouds on the horizon.

“Come, you need to get some rest. I’ll make
the plans for travel in the morning.” Aheyyad guided me
toward my bedchamber in the academy, bending over me
like a weeping tamarisk tree.

Never in my life have I had a more fitful sleep.
Rain slapped the window of my room and thunder
boomed above. When I woke in the morning I learned
that Aheyyad, along with the other servants, had helped
bail out a flooded room all night, and this morning he
had readied our camels for the trip to Kufa. My heart
swelled at the devotion of my servant, but my sorrow
kept my tongue quiet. After explaining the circumstances
of my departure to my teachers, I entrusted my worldly
belongings to my friends. As I finished packing my camel,
ibn Masawaiyh approached me, no doubt to make some
repartee. Mounting my camel, I nearly trampled him as I
left the academy behind me, Aheyyad at my side.

We rode late into the day and camped at sunset
underneath a rock face. As we prepared our evening
coffee, we heard someone approaching. Aheyyad reached
into his pack and drew forth a sheathed sword, resting it
in his lap, and signaled me to seek cover. A great black
camel entered our encampment, its face terribly scarred
and a heaving sound issued from its belly. Atop the camel
was a woman clad all in black. “There are bandits about.
Douse your fire.”

Recognizing the woman’s voice as the messenger
from yesterday, Aheyyad did as she bid and waved the
smoke with a blanket. Silence fell over us. The messenger
dismounted and quieted her camel. Voices penetrated the
night’s stillness. Above us I could hear camels moving
about. My ears became so sharp I could have heard a
mouse sneeze. Creeping up to the ledge I peered over and
I saw a woman of terrible majesty and beauty, whose face
was like the one of whom the poet said:

If one glance can turn the heart to ice

There is no fear for suffering longer than a spell,
But in her eyes the world’s crimes are reflected
And her eyes pierce my heart like the sword of hell.

Six men with seven camels at the ready spoke
with her about payment for completing their service. A
young man, bruised and bound, lay at the terrible woman’s
feet. Giving them a sack of coins, the woman cautioned
that they must not kill the man. “I have never killed a
man, and I do not wish to start. Consider this money an
insurance policy for his life...and for yours.”

Looking the bound man over disdainfully, the
chief of the Daylamis gave her a hard stare. “Eventually,
you must decide whose side you are on, sha’ira. There is
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no room in heaven for the woman who cannot make up
her mind.”

Before my very eyes, the woman seemed to
grow a full four hands in height and she glowered at the
chief. “Do as you will with him so long as you don’t kill
him, and leave me out of your politics. If you come to
my house, expect a greeting with swords.” With that, she
threw her cloak over herself and vanished in a whirlwind
of dust. As the six men went to work, the noble young
man on the ground looked up and spied me. I held my
finger over my mouth to hush him.

Ducking back down, I grabbed Aheyyad’s arm,
“We’ve got to help this young man. He was a lamp dealer
of Kufa who worked closely with my father.”

The messenger hissed at me. “It’s our funeral if
we get involved. Those are assassins, trained since they
were young men to kill, and their leader is none other
than a sorcerer working for the Old Man of the Mountain.
Their captive is as good as dead. Leave his fate to God.”

Aheyyad looked away, “She is right, there is
nothing we can do.”

My heart sank and I looked back up to see them
taunting the young man. Then their chief seized him
and threw him over a camel. The six men mounted their
camels and, riding with three in front of their captive and
three behind, they set off toward the north. If we did not
do something, this young man might be killed or tortured.
If we did not do something soon, the wind would obscure
the tracks and make them impossible to follow the next
morning.

Turning to the messenger, I pleaded with her.
“O messenger, I treated you poorly, and I am truly sorry.
I know that you have sacrificed much to tell me of my
mother, but she is old and surrounded by loved ones who
will care for her. This young man has nobody, and he has
a bright life ahead of him. Surely, God enjoins us to help
our fellow Muslims and trust that God will guide us and
keep us safe?”

Like a lioness on the attack, the messenger shook
her finger at me. “And the Prophet said that the truest sign
of faith in a man is seen in how he treats his family. Think
of your mother who gave birth to you, and for whose
sake my brother died. Forget this man and come to your
senses.”

I did not wish to or I could not hear her.
Something possessed me to take action, and I could not
stop what I had begun. “This man is my flesh by Adam as
you are my flesh by Eve. What would my mother think
of me if I left my brother to die alone in the desert? How
should she like to depart this world knowing her son had
no honor?”

“You dog! Don’t tell me about honor! My
brother carried the message from your family until he was
murdered in cold blood, and I have carried it to you. And
for what? So that you can throw your life away trying to
help a stranger? He may be a criminal. It may be a blood
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feud. Who knows?”

“When I entered the Academy of
Gundishapur I swore an oath that I would look upon
other men as my own brothers. I know this man and
I must help him, but I cannot track him. You are a
Bedouin, you can.”

She narrowed her eyes at me. “If those
assassins learn what tribe I belong to, or who your
family is, they will use them against us. What you
are suggesting is suicide! And moreover, it puts our
families in harm’s way.”

I opened my mouth but no words came
out. The messenger was right. I drew my aba tight
and walked to my tent, closing the flap behind me. I
heard the messenger groan in exasperation and lead
her camel away to retire for the night. Aheyyad’s
silhouette was visible through the lambskin tent lit
by the moonlight; he sat down outside my tent’s
entrance. “Ibn-Mushagqir, your heart is too big.”

“Did you see that poor man, Aheyyad?
They were going to —*

“That is not what I meant. You roll over
everyone in your way with your heart. The messenger
had nowhere to go in your argument. Your ideals
and caring about your fellow man left no room for
her thoughts and beliefs. Your heart was so big that
there was no room for her.”

My mood darkened, and I heard my best
friend’s word as betrayal. “What are you saying?”’

“You must learn to listen.”

Aheyyad had caught a rabbit and was
cooking it when I awoke the next morning, the
smell of coffee filling my nose. We greeted each
other with the broad smiles of two who know that
the past is past. “Eat quickly,” he said, pouring me a
cup of coffee.

“Why, what’s the hurry?”

“Don’t you wish to catch the messenger
before she gets herself killed?”

I blinked in amazement. “You mean she
went after them by herself?”

“She has a one hour head start on us, and
she is a Bedouin after all, which means our chances
for catching her are slim to none.” He said this with
a smirk on his face, as if he was goading me.

“You forget, Aheyyad, I lived among the
Bedouin for two years, and they taught me how to
ride camels of the purest blood faster than the north
wind.”

“Among the Bedouin, sahib?” Aheyyad
grinned. “You have gained so much weight since
then.”

We caught up with the messenger after
four hours of hard riding only because she turned
around to meet us. Hunkering behind a dune

while the assassins rested, the three of us peered
over the edge. “An elephant would have been less
conspicuous than you two. Where did you learn to
ride anyhow?”” She asked me.

Aheyyad laughed as I answered her
question obtusely, “From relatives of yours. I
thought we were leaving his fate to God?”

The messenger adjusted the bow slung
across her back. “Even God needs helping along
sometimes, physician. Look! There is a trained
falcon circling the area that answers to their chief.
When it returns to him it will cry out once if it
has seen danger and twice if it has seen someone
familiar. If it passes over us I intend to deny it that
opportunity.”

“Will you persuade it with arrows?” asked
Aheyyad.

“No, my tribe is sworn never to harm
raptors. Instead, I have a friend in the sky who I
have freed to act in the manner according to her
nature.” She pointed above us to a large black eagle
soaring among the clouds. “Her name is Fajera. A
wicked disposition that eagle has. Don’t look at her
too long or she’s likely to peck your eyes out.”

We were three shadows lurking at the
far edge of the horizon, relying on the messenger,
whose name was Ghunayya bint-Kinana, to follow
the assassins’ tracks. Our camels groaned and
rebelled at our traveling in the full heat of the sun,
but we prevailed until we reached the caravanserai
at Ahvaz. Ghunayya’s eyes were sharper than mine
and she watched the assassins’ movements in the
caravanserai even though it was a moonless night.
Aheyyad and I talked in hushed voices about the
amenities of Gundishapur that we’d left behind us.
Ghunayya whistled to us that it was safe to enter the
caravanserai. We rode in while the small town was
asleep. The boy on guard duty recognized Aheyyad
and I from last year when we’d stayed at Ahvaz,
and he waved us in, cautioning us, “There are six
dangerous men staying in the south rooms. If you
value your lives, don’t bother them. They threatened
my aunt and uncle if they told anyone the men had
come through.”

Aheyyad thanked the boy, and gave him
some sugared dates from our bags before taking
our camels to the stables. I went to relieve myself
after the long journey, and walked over to a ditch
where another fellow had the same idea. Nodding
solemnly to the man I took my place at the ditch,
when the awful realization dawned on me that this
was one of the assassins. Out of the corner of my
eye | studied his chiseled face and intense eyes,
twin wells of impenetrable darkness. Finishing his
business, he leaned close to me, “My chief wants to
speak with you.”
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Chills ran down my spine. “Let me talk to my
servant first so that he knows not to wait for me.”

Tapping the jambiya at his side, he smiled
sinisterly, jagged lines of shadow spilling over the corners
of his mouth. “Please, my chief would be honored by your
presence...now.”

I'was led to the bedchambers where the assassin’s
chief was staying. I remembered what Ghunayya had said
about him: He is a sorcerer working for the Old Man of
the Mountain. We arrived at the door, which was guarded
by another assassin, who knocked and entered, holding a
brief muffled conversation, before I was pushed within.

A single candle lit a table, but it seemed to
produce the effects of a mirage, distorting the table
dressings and the steam rising from the silver plated
coffee pot. The chief was a simple looking man in his late
thirties, slightly shorter than me, wearing the plain brown
aba of a pilgrim. His brows were thick like soup, his nails
long like knives, and his cheeks flushed like a rooster’s
crown. “Is this the man you saw?”

“That’s him,” came a voice from the shadows.
As my eyes adjusted I saw the very young man whom the
assassins had taken captive step forward.

His eyes locked on me, the chief poured a cup
of coffee. “Do you have any traveling companions you’d
like to tell me about?”

I struggled for my voice. “Yes, I have a Berber
servant, and we were led here by a Bedouin woman.”

As soon as the words left my mouth, I heard two
assassins leave the room and hurry down the hall. The
chief poured a second cup of coffee. “Why don’t you sit
down and join us for a drink, ibn-Ibrahim,” he said to the
young man.

“You said you’d free me. You promised — began
the young man, frustration and fear in his voice.

“Did 1? Very well, if that’s what you wish,” said
the chief, drawing a knife, “then I’'m willing to oblige you
and free your soul from its mortal coil.”

Laughing nervously, the young man, ibn-
Ibrahim, sat down across at the end of the table. “Please,”
said the chief, indicating for me to sit. I took a seat
directly across from the chief, eyeing ibn-Ibrahim warily.
The chief served us coffee, and took the first sip himself.
“Tell me, what is your professional trade?”

“I am studying medicine, ophthalmology in
particular, at the Academy of Gundishapur. What do you
intend to do with us?”

The chief stroked his moustache. “You are both
my captives, and you will be taken to Alamut where you,
physician, will tend to the sick, and you, ibn-Ibrahim, will
be trained as a fedayeen.” The young man swallowed his
coffee with a look of terror.

“What about my servant?”

At that moment, Aheyyad was dragged into the
room with a terrible gash on his forehead. One of the
assassins, who now had a swollen eye, made as if to kick
him while he was down but the chief yelled at them to
stop. “The Bedouin woman?”

“She got away on her mare, chief. Faster than
lightning they were.”

“No matter! I don’t expect she’ll follow us
anymore. There’s no livelihood to be made in tracking
strangers into the desert.” Eyeing Aheyyad, the chief
pointed at him. “Does your servant have any skills of
note?”

“I cannot perform medicine without him.
His knowledge of Latin and Greek is better than any
physician.”

“Very well. You will call me al-Hajj during our
travels. Your needs will be provided for by my men, and
if you are cruelly treated you are to report directly to me.
However, should you attempt escape or attempt to warn
anyone we meet that you are our captives both your lives
will be forfeit.”

Glaring at ibn-Ibrahim who had tried to win his
freedom by selling out his would-be rescuers, I asked
that he should tell his story. “If we are to be traveling
companions, I should like to know how you came here
and who the woman that sold you to these assassins
was.”

The chief assassin, “al-Hajj”, agreed that it
would be interesting to learn how it was that ibn-Ibrahim
came to be in this unique predicament.

“My name is Ahmed ibn-Ibrahim, and I am the
youngest son of my father who is a noble sheikh...”

Herein a frame story begins. As Ahmed is a supporting
character, any player could spend a Conviction point
to narrate his story. What does the future hold? Find
out in Chapter 6.

>
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The lion who breaks the enemys ranks is a minor
hero compared to the lion who overcomes himself.

- Mevlana Jelalludin Rumi, Sufi Mystic (1207-
1273)

O noble player, yours is the fortune to breathe life
into a hero of the Nights! But it is not for your own
edification alone you undertake this worthy venture;
your hero will dazzle your friends, and provide
them with many nights of inspiration, laughter, and
reflection. Read on, the adventure awaits!

Heroes and heroines of the Nights are larger-than-
life characters who, despite their fundamental flaws,
are devoutly faithful people blessed with good luck.
They are quick to praise God, skilled with poetry,
and always have an interesting story to tell. They live
inside a spiritually and politically charged fairy tale.

Inside the Fairy Tale: The Player’s Agreement
At their heart, the Nights are a collection of Arabian
fairy tales. However, these fairy tales are not the
ones we heard as youth; they often contain very
adult themes. Heroes and heroines in the Nights
are expected to fall in love with their enemies, be
enchanted by the splendor of Caliph’s court, grieve
the death of their friends, rub a lamp out of curiosity,
make mistakes, and otherwise be human. As a player,
think of your character as actually being inside a
fairy tale. You “win the game” by providing your
friends with an entertaining, inspiring, and thought-
provoking tale. There are three steps you can take
to establish your character as a hero or heroine of
the Nights; consider these an unspoken agreement
you have with the Narrator and other players in a
Caliphate Nights game.

1. Speak Like a Hero of the Nights

The protagonists of the Nights are often gifted with
poetic tongues. They use flowery praise for their
rulers, friends, and lovers. When they are carried
through a dangerous situation and emerge on the
other side, they rejoice and give thanks. When
recalling a tale, they use poetic forms of addressing
their listener, such as “oh auspicious sheikh” or
“commendable young lion!” Their speech is slightly
reminiscent of bygone days, and when something
strikes them as terrible or wondrous, they are quick
to use metaphors. For example, a battle might be
described as “the raven’s game”, “kissing swords”,
or “courting death.” Innuendo, such as veiled threats
or hidden messages, is commonly used, as are
proverbs (see Glossary). Many heroes quote poets
or the Qur’an. A hero of the Nights is recognizable
right away by how he or she speaks.

2. Have a Story & Deliver it Well

All characters in the Nights have an interesting back
story, which explains their current predicament. In
fact, it’s common for an experienced or well-traveled
character to have several stories in their repertoire.
These stories are always entertaining and often reveal
some piece of the character’s history. For example, a
rogue describing his beloved might give the listener
an idea about how beautiful she is by calling her “a
diamond in the rough, full of humility in the midst
of arrogance, and eyes that sparkle like the very
stars upon which I swore my love.” Every Nights’
character — sultan, slave, human, or djinni — cannot
resist a good story. Refer to Chapter 1 for advice on
storytelling.

3. Remember the Theme

Nearly every story in the Nights has a theme; often
this is the “absolute mercy and sovereignty of God”,
but others themes can be found, ranging from the
sublime to the political. It is your responsibility as a
player to create a hook, the reason why taking action
is important for your hero, that is pertinent to the
theme. For example, being close friends with a wise
ruler who is unaware of an assassination plot against
him would be a good hook for a story looking at the
theme of loyalty. Keep in mind that this is the world
of the Nights. Nobody slips on banana peels. There
is a grand design behind everything that happens.
As a player you shouldn’t worry whether your hero
will survive combat, but whether he’ll win with style
or die nobly (or be improbably rescued from certain
death with panache... and praise for the mercy of
God, of course!).

Creating a Nights’ Character
There are several steps to creating your hero or heroine
of the Nights. If you wish to follow a structured
character creation process use these guidelines:

1. Come up with a concept.
Choose or create an archetype.
Chose a virtue.
Choose a background and social station.
Choose one or more allegiances.
Choose a starting complication.
Create a back story for your character.
Create a name for your character.
Decide amongst your fellow players if your
characters know each other yet, and if so,
how.

2o ey B gn o

Step #1: The Concept

Inspiration for your character can come from many
sources. If you don’t already know what kind of hero
you’d like to play, here are some ideas to get you
started.
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A Piece of Yourself

Mature players who want a challenge might choose
to anchor their character’s concept in some aspect of
themselves. For example, if you have a fear of being caught
in a lie, you can incorporate this into your character’s
creation. Perhaps he carries a secret he believes will
destroy him but is in reality harmless; it is only in his
mind that it is dangerous. Or perhaps she is a princess in a
court which plans her father’s overthrow; she must tread
carefully, ever afraid of saying too much... or too little.
The deeper you can delve into yourself for this starting
point for your character, the more authentically you will
be able to role-play him or her (and the more you will
learn about yourself). However, there’s nothing stopping
you from incorporating lighter parts of yourself into your
character’s concept; of course, your character will be less
“real” but not any less enjoyable to play. For example, if
you are afraid of dogs, you might create a burglar who is
deathly afraid of mice. It is this spark that breathes life
into your character.

Creating Characters as Group Art

If the group sits down to create characters together, you
may try this technique to sharpen your imaginations; it
is especially helpful for players new to role-playing and
for younger players. Each player does a quick sketch of
their character using colored pencils or markers. Then
each player passes their sheet to the player on their right,
and everyone writes down something about the character
or draws in an additional element. Then the character
sketches are passed around, and this process repeated
until each sketch returns to its original player. The player
then incorporates everything that was added into a final
pitch before following the character generation process.
This technique creates a crisper idea of what a character
is about, gives you a visual reference, and also gives each
player a say in the character creation process.

Work in Progress

You might start your character at the very beginning
of his or her career. While this often takes up an entire
adventure, it can prove very rewarding. Each player picks
or is given a background, and then the adventure starts. As
play goes on the young characters gain a virtue and vice,
complications, and eventually a role and archetype. As
players get familiar with the game, they create the kind
of character they’d like to play. This is most appropriate
when beginning a long game with a consistent group.

Step #2: Archetype

Arabian Adventures are rife with archetypal heroes and
heroines. These archetypes are a combination of Arabian
folklore, Islamic history, and Hollywood’s interpretations.
An archetype not only describes what a character is
capable of, but also gives an idea of what principles he
or she represents, and what sort of challenges suit the

character. However, an archetype is just that — a mold on
which to base your character. Feel free to modify or even
break the mold. Each of the three character Roles has 7
archetypes which are described in this chapter.

Step #3: Virtue

In Caliphate Nights, a character’s nature, particularly
their virtue, plays a great role in the game, and characters
with the Virtuous feat may even have multiple virtues.
Islamic virtues are discussed in this chapter.

Step #4: Place in Society

How does your character fit into the larger world of the
Caliphate? While a character’s archetype defines what sort
of hero or heroine they are, there are two major factors in
defining a character’s relationship to society: Background
tells the story of what your character did before the first
game session begins. Station is a measure of how wealthy
and influential the family your character was born into is
and indicates which circles of society your character is
comfortable working and carousing in. Both background
and station are discussed in this chapter. If you wish to
play a non-Arab, refer to Chapter 15 for descriptions of
various ethnicities and nationalities.

Step #5: Allegiance

Heroes of the Nights are committed to others. Of course, a
hero may start off being a selfish rogue, but inevitably, he
will grow to care about those around him and the society
he lives in. The pinnacle of such commitment is the oath
of loyalty, called the bay ‘ah. Swearing such an oath gives
a character a cause to fight for, beliefs to defend, and a
group of allies to fall back on in times of strife. Various
allegiances are described later in this chapter.

Step #6: Complication

Heroes and heroines never lead uneventful lives. Thus,
each character must choose one starting complication
from Chapter 10 which propels them on the heroic path
and gives them a reason for leaving home.

Step #7: Back Story

Every character has an uplifting, tragic, magical,
unresolved, or otherwise fascinating story which explains
how they’ve gotten where they are now. Heroes and
heroines of the Nights belong to a greater society, and
even if they are orphans, they may have been raised in a
madrassah, taken care of by a surrogate parent, enslaved
as a mamluk, or otherwise made a member of society.
Arabian culture deeply values the bonds of family, and
a character’s mother, father, siblings, or even distant
relatives can have a great impact on their back story.
When writing a back story, it’s useful to think of how
your character would relate the information. One way of
writing a back story that distinguishes between things you
know as a player but your character doesn’t is to write the



back story as if your character (or another who knows
your character well) were telling it to an audience,
and in the margins include notes about things your
character is unaware; such margin notes can become
great plot hooks, making the Narrator’s job easier
and guaranteeing your character a more intimate
connection to the game.

Step #8: Name

A name can be a great source of pride for a hero of the
Nights; it describes not only their family ties but also
their position in society. Arabic names are discussed
at the end of this chapter.

Step #9: Show and Tell

Perhaps the most important step is presenting your
character to the group. Each player spends a few
minutes describing their character to the other players,
perhaps even dropping into their character’s voice
for a bit. After each player shares their character, it’s
time to share input. For example, you might see a
connection between your character’s past and another
character in the group. The Narrator introduces any
plot threads that need to be woven into your back
stories, and once everyone feels complete, it’s on to
the adventure!

Feats and powers marked with an asterisk (*) are

unique to the Caliphate Nights setting and appear in
Chapter 4 and Chapter 5 respectively.

Adept Archetypes
All adepts must choose an arcane philosophy as
described in Chapter 5.

Astrologer

Some claim that man is bound to the present, but
the astrologer knows better, seeing the influences
of the past, the call of the future, and the invisible
connection between all things. While astrology can
be very profitable, the Islamic government tends to
frown on its practice, advocating faith over fortune-
telling. Ironically, many astrologers are devout,
knowing they will never be omniscient...

Feats: Astrometry*, Powers (Find the Path*, Nature
Reading, Visions)

Skills: Concentration, Knowledge (earth sciences),
Knowledge (supernatural), Knowledge (theology
and philosophy)

Suggested Feats: Horary Astrology*, Inception*,
Medical Astrology*, Meteorological Astrology*,
Natal Astrology*

Suggested Powers: Celestial Shaping*, Heart
Reading, Light Shaping, Object Reading, Scrying,
Second Sight, Suggestion

Dervish

An initiate in Sufi mysticism, the dervish walks a
sacred path called farigah, experiencing union with
God while one is alive. Sufism is the surrender to
God over and over again, and the embrace of one’s
consciousness as gifts and manifestations of God.
Some dervishes retreat from society to practice
asceticism, though just as many become political
activists. Dervishes give up many worldly belongings,
often becoming ascetics, in their quest for gnosis.
Feats: Dedicated, Powers (Body Control, Dream
Shaping*), Quotable Wit*

Skills: Concentration, Knowledge (theology and
philosophy), Perform (dance), Survival

Suggested Feats: Centering*, Esoteric*, Mind Over
Body, Self-Realized Teacher*, Spiritually Fireproof*,
Whirling Dervish*

Suggested Powers: Bliss, Mind Touch, Mystic
Imbuement*, Nature Reading, Psychic Shield, Spirit
Sense*, Supernatural Speed, Visions

Elementalist

Referring to themselves with grand titles — “brother
of the north wind” or “lady of the ocean waves” —
elementalists are colorful characters, both elitist and
shamanic. Though elementalists favor wind-wracked
mountaintops and other desolate areas, they are often
found in the desert tribes and cities of Arabia serving
princes and sheikhs while seeking out mystical
knowledge.

Feats: Power (Elemental Strike, Wind Shaping,
Nature Reading), Wind Finesse*

Skills: Concentration, Knowledge (earth sciences),
Knowledge (supernatural), Survival

Suggested Feats: Earth Finesse*, Elemental Focus*,
Fire Finesse*, Nature’s Avatar*, Water Finesse*,
Wind Finesse*

Suggested Powers: Earth Shaping, Elemental Aura,
Elemental Resistance, Fire Shaping, Sandstorm
Shaping*, Water Shaping, Weather Shaping, Wind
Walk

Hakima

Those who perceive the truth are revered in Arabian
society. In legend this is often a young woman of
deep faith called hakima, though men can be equally
talented truth-seers, taking the title zakim. Often, the
hakima lives in small villages where she serves as
a wise woman, though sometimes a hakima can be
found serving in a noble’s palace or a qadi’s court.
Feats: Powers (Heart Reading, True Seeing*, Truth-
Reading), Subtle Powers

Skills: Concentration, Knowledge (supernatural),
Notice, Sense Motive

Suggested Feats: Deduction*, Innocuous Adept*,
Read Character®, Sense Destiny*, Sense Heritage*,



Sense Nature*, Subtle Power, True Faith*
Suggested Power: Dispel*, Enhance Senses, Fate Sight*,
Second Sight, Sense Minds, Visions

Natural Philosopher

The consummate pious magician, the natural philosopher
is an early scientist, learning about the laws of human
nature through deep inquiry. Equal parts alchemist and
theurgist, he sees the potential in what a thing could be
instead of what it is. Rigorous investigation of the truth
through all means is the natural philosopher’s hallmark;
his “magic” is that of angelic revelation, Qur’anic verses,

and the power of language tempered by a critical eye and
shrewd reason.

Feats: Alchemic Purification®*, Imbue Item, Powers
(Enhance Senses, Pattern*)

Skills: Craft (alchemy), Knowledge (physical sciences),
Knowledge (supernatural), Knowledge (theology and
philosophy)

Suggested Feats: Analyze Device*, Esoteric*,
Experimental Philosophy*, Skepticism*, Subtle Power,
The Philosopher’s Stone*, True Faith*

Suggested Powers: Cure Blindness/Deafness, Cure
Disease, Cure Poison, Dispel*, Energy Shaping,
Protection*, Ward

Saint

According to dominant Muslim belief, Muhammad
was the last of the true prophets (rasul), the last to be
given knowledge of a holy text from the mouth of God.
However, there are still many saints (both Muslim and
non-Muslim), those who live lives of utter religious
devotion and can perform miracles. In fact, people
worship at shrines of saints almost as often as they do in
mosques. A saint always bears a message from God, often
driving the saint’s adventures.

Feats: Powers (Baraka*, Cure, Cure Disease), True
Faith*

Skills: Concentration, Knowledge
philosophy), Sense Motive, Survival
Suggested Feats: Devout*, Divine Sustenance*, Friend
of God*, Liberator*, Miracle*, Succor®, Tongues*, True
Faith*, Virtuous*, Word of God*

Suggested Powers: Body Control, Calm, Cure Blindness/
Deafness, Cure Poison, Dispel*, Imbue Life, Phase,
Protection*, Truth-Reading, Visions

(theology and

Sha'ir

The sha’ir (sha’ira) summons forth djinni to do his
bidding, often for accumulating personal power, but
sometimes for benevolent or even pious reasons. They
are often feared figures in the Islamic empire, bartering
with spirits for mysterious reasons. Many sha’ir praise
Suleiman bin Daoud as the first of their kind, and consider
their art to be of great religious significance.

Feats: Apprehend the Djinni’s Hand*, Powers (Djinni
Binding*, Djinni Summoning*, Second Sight)

Skills: Diplomacy, Knowledge (supernatural), Knowledge
(theology and philosophy), Sense Motive

Suggested Feats: Ambassador to the Djinni*, Djinni
Prison*, Etiquette*, Gracious Host*, Master Wish-
Maker*, Secrets of Jinnistan*

Suggested Powers: Apport, Ghost Touch, Oath-Binding*,
Object Reading, Plane Shift, Protection®, Scrying, Spirit
Sense*, Ward
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Expert Archetypes

Assassin

Religiously and politically motivated killers,
assassins often belong to the Kharijite or Ismaili sects,
though other groups are known to have assassins too.
They are not only masters of the silent kill, but also
of undermining the beliefs of the faithful, sowing
discord, and inspiring doubt. An assassin must be
resolute in faith, terrifying in action, and masterful in
rhetoric. Some assassins have rebelled against their
former comrades, and are hunted by those they once
served.

Feats: Dedicated, Fearless*, Inspire (fear), Sneak
Attack

Skills: Bluff, Diplomacy, Disguise, Intimidate,
Knowledge (behavioral sciences), Knowledge
(theology and philosophy), Sense Motive, Stealth
Suggested Feats: Amoral*, Benefit (alternate
identity), Benefit (hideout)*, Contacts, Da’is*,
Deceitful Aura*, Fearless*, Hide in Plain Sight,
Improved Critical, Instill Panic*, Messenger of
Death*, Read Character®, Silent Step*, Sleeper
Agents*, Sow Distrust*

Barber

The roguish barber is a tradition in Arabian folktales.
Part storyteller, part thief, and part lunatic, the barber
is only telling the truth about half the adventures he
has been on, but who would know which are lies?
Equally comfortable in the company of beggars and
kings, the barber cuts through all social boundaries

to ply his trade.

Feats: Fascinate, Grooming*, Well-Informed,
Universal Appeal*

Skills: Bluff, Disguise, Gather Information,
Knowledge  (popular  culture), Knowledge

(streetwise), Medicine, Perform (oratory), Sense
Motive

Suggested Feats: Barber of the Grand Bazaar®,
Captive Audience*, Connected, Contacts, Costume
Maker*, Emperor’s Mirror*, Guide Conversation*,
Inspire(complacency),Jack-of-All-Trades, Layman’s
Medicine*, Medical Science*, New Look*, Read
Character*

Beggar-Thief

Beggars are at the bottom rung of society, yet
everyone thinks twice before harming them. It might
be the Caliph in disguise after all! Or what if it is the
legendary Beggar King? Overall, most beggars fade
into the background, eking out a living on scraps and
charity. Above all else, the beggar dreams of making
it big some time and never having to beg again.
Feats: Blend In*, Contacts, On the Run, Plausible
Deniability*

Skills: Bluff, Climb, Escape Artist, Gather
Information, Knowledge (streetwise), Notice, Sleight
of Hand, Stealth

Suggested Feats: A Fool and His Money*, Beggar’s
Savvy*, Contacts, Escape Route*, Evasion, Improved
Evasion, Inspire (pity)*, King of Beggars*, Mark*,
Monkey Companion*, Move-by Action, Read
Character®, Run, Set-up, Shadowing*, Taunt, Urban
Tracking*

Explorer

“A stranger is an ignorant man,” goes the proverb,
and the explorer is no stranger to the lands of Arabia.
From the Maghreb to Hindustan, the explorer wishes
to see the world and has the means to do it. A fearless
master of travel, the explorer is at home captaining a
ship, trading horses for camels in the desert, finding
hidden cities — all these are the explorer’s birthright.
It is not enough to hear or read about the fascinating
lands at the edges of the Islamic empire and beyond,
the explorer must see it for himself!

Feats: Endurance, Etiquette®*, Safe Passage*,
Trailblazer
Skills: Climb, Diplomacy, Knowledge (earth

sciences), Notice, Ride, Search, Survival, Swim
Suggested Feats: Al-Hajj*, Benefit (diplomatic
immunity), Citizen of the World*, Connected,
Contacts, Cultural Familiarity®, Faithful Steed*,
Fascinate, Fearless*, Horse Savvy*, Linguist*,
Mountaineer*, Navigation*, Sailor’s Lore*, Track,
Surveyor*, Wealthy

Hakawati

The professional storyteller, or hakawati, performs
in coffee houses, marketplaces, and at caravanserais
when traveling. Storytellers are of very low social
status and usually belong to the Banu Sasan caste.
Storytellers are not known for being true to the
original source, and often twist a story to make it
more appealing to the crowds. The storyteller is not a
historian by any stretch of the imagination.

Feats: Affect the Masses*, Eidetic Memory,
Fascinate, Master Storyteller*

Skills: Bluff, Diplomacy, Gather Information,
Knowledge  (popular  culture), Knowledge
(streetwise), Notice, Perform (oratory), Perform
(stringed instruments)

Suggested Feats: Between Imagination and
Memory*, Favored Audience*, Great Inspiration*,
Hafiz*, Hidden Lesson*, Inspire, Mass Suggestion,
Poetic Soul*, Quotable Wit*, Rumor-monger*,
Ruthless Clifthanger*, Street Preaching™®, Suggestion,
Well-Informed



Merchant

Straddling the fence of the law, the merchant walks a
delicate balance between usurer and pioneer. A skilled
merchant can sell water to a man in a fountain, and sand
to a man in the desert. Merchants motivate exploration
in their search for new markets, and if they spread
enlightenment at the same time, so much the better.
Feats: An Offer You Can’t Refuse*, Contacts, Dishonest
Law*, Evaluate*

Skills: Bluff, Diplomacy, Gather Information, Knowledge
(business), Knowledge (civics), Knowledge (streetwise),
Notice, Sense Motive

Suggested Feats: Alas My Children May Starve*,
Analyze Device*, Benefit (write of passage)*, Benefit
(write of trade)*, Business*, Buying Power*, Connected,
Contacts, Cooking the Books*, Cultural Familiarity*,
Etiquette*, Gracious Host*, Honest Law™, Illicit Venues*,
Mark*, Master Plan, Read Character*, Trading Empire*

Mullah

Learned theologian, teacher, scholar, legal advocate — a
mullah is all these things. Holding a respected position
in his community as an authority on temporal and divine
law, the mullah often becomes involved in the Islamic
clerical hierarchy, and stands to advance to positions of
great power.

Feats: Honest Law*, Informed Citizen*, Scholarly*,
Well-Informed

Skills: Diplomacy, Knowledge (civics), Knowledge
(history), Knowledge (theology and philosophy),
Language, Notice, Perform (oratory), Sense Motive
Suggested Feats: Al-Hajj*, Author*, Beautiful
Calligraphy*, Benefit (sheikh)*, Connected, Devout*,
Eidetic Memory, Exemplary*, Gracious Host*,
Historiography*, Hafiz*, Inspire (critical thinking)*,
Institutional Education*, Legal Scholar*, Quotable Wit*,
Researcher*, Revisionist Historian*, Theologian*, True
Faith*, Virtuous*

Warrior Archetypes

Amir

A commander of battle, the noble amir is most comfortable
when planning from the safety of his fortress or campaign
tent, but when the call to battle goes out, the amir fights
at the head of his army. Conqueror, leader, strategist,
and soldier, the amir is all these things, ready to pay the
ultimate price to protect the interests of his family, the
nobility, and sometimes even the greater Caliphate.
Feats: Armor Training, Benefit (noble title)*, Command*,
Weapon Training

Skills: Diplomacy, Knowledge (physical sciences),
Knowledge (tactics), Ride

Suggested Feats: General’s Conference*, Exemplary*,
Fearless*, Innocuous Combatant*, Landed*, Leadership,
Master of the Battlefield*, Mounted Combat*, Read
Character*, Siege Warfare*, Tactician, Unparalleled Skill
at Arms*, Veteran*, Weapon Focus

Cherkaji

He is the dashing son of a sheikh raiding the city’s
caravans. She is an urbane princess with a stable of the
finest horses in Arabia. They both are cherkaji (“wheelers
about”), the most skilled of all horsemen and women;
these horseback heroes are the undisputed masters of the



saddle. Strong in both faith and valor, the cherkaji's
true pride is his or her horse, a drinker of wind, a
dancer of fire, a gift from the Almighty!

Feats: Horse Savvy*, Mounted Combat, Move-by
Action, Weapon Training

Skills: Handle Animal, Intimidate, Ride, Survival
Suggested Feats: Animal Empathy, Benefit (sheikh)*,
Call Mount*, Drinker of Wind*, Faithful Steed*,
Heartening Laugh*, Horse Breaking*, Horseback
Stunts*, Improved Mounted Combat*, Poetic Soul*,
Quotable Wit*, Spirited Charge, Sword Dancing*,
Warrior’s Steed*

Corsair

Masters of the Mediterranean, corsairs are a mixed
lot of privateers and pirates. While some scoundrels
follow the strictest code of honor, others are willing
to sell anyone into slavery for a bit of coin. A daring
combatant and legend on the high seas, the corsair is
often a hunted criminal, and just as often a dashing
heroine. She can’t be trusted farther than a knife’s
throw, but no one knows the ocean like she does.
Feats: Corsair Savvy*, Navigation*, Two-Weapon
Fighting, Weapon Training

Skills: Acrobatics, Climb, Jump, Knowledge (earth
sciences)

Suggested Feats: Ambidexterity, Endurance, Free
Diving*, Heartening Laugh*, Intimidating Reputation®,
Knife-Fighting*, Lasting Intimidation®, Leadership,
Legend of the Seven Seas*, Sailor’s Lore*, Sea Dog*,
Taunt, Two-Weapon Defense, Weapon Bind, Weapon
Break, Weapon Focus

Duelist

When a diyya, or blood debt, must be paid, it often falls
on the shoulders of the duelist to pay it. The duelist
may be a sword-saint, only accepting honorable duels
and fighting for those who can’t defend themselves, or
be little better than a mercenary assassin, charging a
stiff fee while playing both sides of the fence. In either
case, the duelist thrives on finesse in a battle of one-on-
one where the better warrior takes all. Often the duelist
views himself as a pacifying presence that keeps the
blood debts from escalating into violent feuds.

Feats: Assessment, Issue Challenge*, Two-Weapon
Fighting, Weapon Training

Skills: Bluff, Intimidate, Sense Motive, Sleight of
Hand

Suggested Feats: Adaptive Fighting®, Ambidexterity,
Benefit (pardon of the state)*, Merciful Combatant®,
One Against Many*, Riposte*, Saint of Swords*,
Two-Weapon Defense, Weapon Bind, Weapon Focus,
Weapon Specialization
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Ghazi

Literally, the term ghazi means “forgiver”, and that is
often the role that a ghazi takes, tempering formidable
violence with mercy and absolution. This holy warrior
is charged with defending the Islamic faith from foreign
nations. Ironically, the ghazi is often the first to oppose
the militant expansion of corrupt caliphs. She is a
thoughtful warrior who chooses battle as a last resort.
Feats: Armor Training, Merciful Combatant*, Rage,
Weapon Training

Skills: Intimidate, Knowledge (tactics), Knowledge
(theology and philosophy), Ride

Suggested Feats: Battle Cry*, Champion of the Faith*,
Devout*, Exhortation*, Favored Opponent (heretic),
In Whose Hands is My Life*, Inspire (courage),
Inspire (fury), Inspire (penitence)*, Lion of God*,
On Hallowed Ground*, Pardon of the State*, Smite
Opponent, True Faith*, Virtuous*

Guard

Often, guards in Mythic Arabia belong to prestigious
military or police groups appointed to guard the palace,
the city, a harem, or as bodyguard to a noble. At the
bottom rung are the caravan guards who are often
youth who hardly know how to swing a sword. The
guard is a loyal professional who will go down fighting
if it means his charge stays safe.

Feats: Armor Training, Defensive Attack, Eye for
Treachery*, Weapon Training

Skills: Concentration, Notice, Search, Sense Motive
Suggested Feats: Bonded Ward*, Captain of the
Guard*, Dedicated, Diehard, Fearless*, Guard Duty*,
Improved Disarm, Improved Grab, Interpose®, Night
Vision, Read Character®, Seize Initiative, Stalwart™®,
Tireless, Tough, Upon My Life*, Urban Tracking®*,
Weapon Lock*

Mamluk

While the officers of the Islamic army might be nobles,
the cavalry are slaves from across the Caliphate and
beyond. The mamluks have their own culture, one in
which a person of any social status can rise to great
fame, eventually earning freedom. Mamluks belong
to specific hierarchies, identifying their leader and
allegiance with flags, emblazoned shields, and even
tattoos.

Feats: Armor Training, Military Rank*, Mounted
Combat, Weapon Training

Skills: Intimidate, Knowledge (civics), Knowledge
(tactics), Ride

Suggested Feats: Cleave, Dedicated, Formation
Tactics®*, Heroic Charge*, Improved Mounted
Archery*, Improved Mounted Combat*, Mounted
Archery*, Mounted Combat, Point Blank Shot, Precise
Shot, Spirited Charge, Terrifying Charge*, Tireless,
Ustadh*, Veteran*



The Uintues

“Lo! This Qur’an guideth unto that which is straightest,
and giveth glad tidings unto the believers who do good
works, that theirs will be a great reward.”

- The Noble Qur’an

While adepts rely on mystical power, experts on skills
and connections, and warriors on strength at arms, there
is a greater ally to a hero still — their virtue. Virtues in
Caliphate Nights represent traditional Islamic values.
Islamic society considers the common good, called

istehsan, more than the individual good. Thus, virtues
like “free-spirited” or “daring” might actually be better
described as a “rebellious” or “reckless” vice.

As embodiments of virtue, heroes in Caliphate Nights can
spend Conviction to activate their virtue (see Chapter 1).
Heroes with the Virtuous feat may earn multiple virtues,
gaining the reward of each virtue they possess.

Each virtue has a reward, typically a bonus feat and a new
way to use Conviction. However, if a character repeatedly
fails to act according to their virtue, the Narrator can strip
the virtue’s reward from them.

Contentment

“In no wise covet those things in which God has bestowed
His gifts more freely on some of you than to others: to
men is allotted what they earn, and to women what they
earn: but ask God of His bounty.” (4:32)

You are satisfied with your lot in life, and are confident
you will make do with it. Your aspirations are to be happy
with what you have and not to begrudge others when they
have more than you.

Reward: You gain the Improvised Tools feat. When you
find the good in an otherwise difficult situation and are
content with what you have, you may spend a Conviction
point to double a benefit you already have for a scene. For
example, a hero is content that, though their camels have
been stolen and they are stranded, there is a full canteen
of water between them; the hero is able to ration the water
so that it works like two full canteens.

Opposed Vices: Envious, Prosaic, Uninspired

Courage

“The truly brave are those who lose not their hearts
but stand firmly and behave patiently under ills and
hardships and in battles — those are they who are true
(to themselves) and those are they who guard themselves
against the displeasures of their Lord.” (2:177)

More than acts of bravery, courage is a mindset utterly
opposed to oppression. You stand firm against your fears,
whether they are embodied by an enemy or a difficult
situation, and aspire to transcend fear altogether.

Vice in Caliphate Nights

While it is the characters’ commitment to virtue
which makes them heroes and heroines, it is their
wrestling with vice that makes them human. Vice
works as normal in True20. Typical vices found in
the Qur’an include arrogance, despair, discrimination,
envy, greed, denial, scheming, and worshipping false
gods (shirk). Each virtue presents opposed vices that
characters may themselves have or struggle against;
an opposed vice represents a lack of the virtue, the
virtue taken to a distorted extreme, or its moral or
ethical opposite.
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Reward: You gain the Fearless feat. You may spend
a Conviction point when revealing your true beliefs
under dire circumstances in order to gain respect
from everyone present, even your enemies. Everyone
who witnesses your profession of belief must make a
Will save (Difficulty 10 + your level) or they cannot
bring themselves to physically harm you. Also, you
may spend a Conviction point to gain access to the
Inspire (courage) feat regardless of your Role; treat
your total levels as Expert levels for the purpose of
using Inspire (courage).

Opposed Vices: Faint-hearted, Foolhardy, Reckless

Courtesy

“When a greeting is offered you, meet it with a
greeting still more courteous, or at least of equal
courtesy. God takes careful account of all things.”
(4:86)

You are polite and well-mannered even when in an
argument or dealing with your enemies, and you
always defer to those older than you or of higher
station. You strive to be respectful of the privacy,
needs, and feelings of others.

Reward: You gain the Etiquette feat. You may spend
a Conviction point to take 10 on a Diplomacy check
when under pressure, or to take 20 on a Diplomacy
check provided you have enough time.

Opposed Vices: Flirtatious, Ingratiating, Rude

Discipline

“O man! Surely you must strive (to attain) your Lord,
a hard striving until you meet him.” (84:6)

You are assiduous in your endeavors, making a
steady and persistent effort to complete those tasks
appointed to you. Attending to the smallest detail,
you train yourself through virtuous endeavors to
attain moral and mental development.

Reward: You gain either the Mind Over Body or
the Skill Focus (Concentration) feat. You may spend
Conviction to apply yourself to a task; provided you
are uninterrupted you may take 20 on a check that
you normally could not take 20 on or you may retry
a check you normally aren’t allowed to retry.
Opposed Vices: Lazy, Pedantic, Perfectionist

Firmness

“How many of the Prophets fought, and with them
large bands of godly men? But they never lost heart
if they met with disaster in God's way, nor did they
weaken nor give in. And God loves those who are
firm and steadfast.” (3:146)

Once you are committed to a course of action,
nothing can sway you from your goal, come hell
or high water. You aspire to strengthen your will,
never losing hope, inspiring others to overcome their
hardships and hold fast to their faith.

Reward: You gain the Dedicated feat in regard to a
goal; alternately, you may wait to declare the object
of your dedication until after or during the first game.
You may spend a Conviction point to change the
object of your dedication. However, you may only
do so once you have succeeded in the goal of your
initial dedication.

Opposed Vices: Indecisive, Narrow-minded,
Stubborn
Forgiveness

“And verily whoso is patient and forgives, Lo! That
verily is the steadfast heart of things.” (42:43)

You avoid extremes of “an eye for an eye” or “turning
the other cheek”, transcending both to find it in your
heart to forgive even the worst offenses. Though
you are not indiscriminate in your forgiveness,
when someone repents in earnest, you know how to
forgive and forget.

Reward: The golden reward of forgiveness is
subtle yet pervasive. By keeping resentment at a
distance, you are never afflicted by the following
Complications unless you choose to be: blood feud,
envious rival, haunted, and inner conflict. Your
forgiveness is absolute and has no strings attached;
you may spend a Conviction point when a grudge
or resentment is resolved with your help in order to
make the resolution permanent. Nothing can cause
that particular resentment or grudge to resurface
again.
Opposed
Resentful

Vices:  Indiscreet,  Manipulative,

Frugaliry

“Eat not up your property among yourselves in
vanities.” (4:29)

Watching what you spend and how you spend it,
you always make sure your portion is the smallest
and exhort others to reduce their consumption. You
aspire to live simply and save your resources for
when they are truly needed.

Reward: You gain the Evaluate feat. You may
spend a Conviction point to avoid losing wealth on
a wealth check, provided your purchase is practical
and not frivolous.
Opposed Vices:
Parsimonious

Fearful, Ostentatious,

Generosity

“By no means shall you attain righteousness unless
you give of what you love.” (3:92)

You have a charitable and generous heart, freely
giving of what you have in unostentatious ways,
donating to the poor, providing for strangers, and
never trying to undercut a merchant’s fair price. You
aspire to give without thought of reward.
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Reward: You gain the Devout feat with regard to
almsgiving. You may spend a point of Conviction to
receive assistance from someone you’ve helped in the
past, or someone who observed the help and was moved
by your generosity.

Opposed Vices: Indulgent, Stingy, Treacherous

Gratitude

“God does not like ingratitude from His servants: if you
are grateful, He is pleased with you.” (39:7)

You are grateful for small things, even in the face of
overwhelming adversity. You aspire to be grateful for
everything that comes your way, transforming your
ingratitude through deeds and words of appreciation.
Reward: You gain the Dedicated feat, reflecting a person
you are grateful to. You may spend a Conviction point to
recall a good deed done to you, gaining that benefit again;
this good deed must have been a sacrifice for another. For
example, a hero recalls being fed by a poor fisherwoman
while regaining his health, and he gains the benefit of
warm meal.

Opposed Vices: Gullible, Naive, Ungrateful

Honesty

“Cover not Truth with falsehood, nor conceal the Truth
when you know it.” (2:42)

You act with integrity, are scrupulously honest in your
dealings, admit when something is beyond you, are
transparent in your motives, and are impeccable with
your word. If you should ever you break a pledge, you go
to great measures to make restitution.

Reward: You gain the Upstanding feat, though the true

reward of honesty is deeper than recognition and inspires
deep listening and appreciation. When you are speaking
the truth in a debate you may spend a Conviction point to
gain 3 debate points (see Chapter 8).

Opposed Vices: Duplicitous, Perfectionist, Unreliable

Hope

“Here is a plain statement to men, a guidance and
instruction to those who fear God. So lose not heart, nor
fall into despair. For you must gain mastery if you are
true in Faith.” (3:138-139)

You remain confident in your expectation of divine
blessing and eternal life with God, even when faced with
dire circumstances. More than an idle hope, you commend
your soul to God, knowing He will deliver you.
Reward: You gain the True Faith feat. When you are
faced with a difficult situation, you may immediately
spend a Conviction point to set a condition under which
you will regain all your Conviction later. A condition is
not success itself (e.g. “being freed from prison”), but
suggests impending success, such as “when our ally
breaks into the prison.” When the condition comes to pass,
you regain all your Conviction. However, if the condition
doesn’t come to pass, your hope may have been in vain.
You may set only one such condition at a time.

Opposed Vices: Despairing, Naive, Resigned

Hospitality

“And when he had furnished them with their provisions,
he said: Bring to me a brother of yours from your father,
do you not see that I give full measure and that I am the
best of hosts?” (12:59)

You are hospitable to even your worst enemies, and
provide anyone seeking lodging with a place to stay for
up to three nights. As a host, you always seek to keep
your guests as comfortable as they can be.

Reward: You gain the Gracious Host feat. You may
spend a Conviction point to extend the duration of any
salt bond you are party to by an extra day. If you are the
host you may do so indefinitely until your guests decide
to leave. If you are the guest, the Narrator may declare a
limit on how long you can extend the salt bond.
Opposed Vices: Aloof, Pushy, Spiteful

Humilizy

“The servants of God Most Gracious are those who walk
on the earth in humility, and when the ignorant address
them, they say, ‘Peace!’” (25:63)

You know your true worth, side-stepping praise and taking
earnest criticism to heart, thereby creating an atmosphere
of confidence. You observe the rules of chastity, dress,
proper conduct around the opposite gender, and you
refrain from speaking highly of yourself or suggesting
that you know more than you actually do. Tempering
your words, you know the true reward is with God, not in
the recognition of others.

0



Reward: You gain the Low Profile feat. True
humility is created by self and God; no man can ever
humiliate another. When you declare your lowliness
or submissiveness, you may spend a Conviction
point to negate effects which turn others against you
or cause you to lose Reputation.

Opposed Vices: Arrogant, Coy, Self-deprecating

Jo

“]‘\%,0 soul knows what joys are kept hidden for them
as a reward for their deeds.” (32:17)

You are fascinated by the mystery of life. Even if
you have a simple life, you are filled with wonder
at how the sun rises, and which bush the ringdove
flies from. When faced with hardship, you hold your
head high, a twinkle in your teary eyes, and rejoice.
For who truly knows what hidden gifts there are in
tribulation?

Reward: You gain the Heartening Laugh feat, for
your laughter makes the angels rejoice. When you
encounter something which delights you or is a joy
to behold, you may spend a Conviction point to
gain inspiration whenever you gaze upon that thing;
henceforward, you regain Conviction whenever you
look upon the object of your joy after a period of
separation. Also, you may spend a Conviction point
to gain access to the Fascinate feat, regardless of
your Role.

Opposed Vices: Depressed, Melodramatic, Moody

Justice

“God loves those who judge in equity.” (5:42)
Whether you believe in a retributive justice or a
restorative justice, you are committed to acting from
impartiality, regardless of someone’s past history,
any bribery they may offer you, or threats made
against you. You also know when it is your place to
judge and when judgment rests with God alone.
Reward: You gain the Deduction feat. You may
spend a Conviction point to prevent one character
from using any interaction skills on you whatsoever
for a scene.

Opposed Vices: Capricious, Partisan, Unfair

Kindness

“Do good to parents, kinsfolk, orphans, those in
need, neighbors who are of kin, neighbors who are
strangers, the companion by your side, the wayfarer,
and what your right hand possess.” (4:36)

You are committed to creating richness and beauty
in relationships through kindness, especially with
those closest to you and the needy, even if you have
to go out of your way. Others are frequently in your
prayers, especially when they are sorely testing your
patience.

Reward: You gain the Dedicated feat in regard to
helping those in need. When you go out of your way
to help someone, you may spend a Conviction point
to increase the base reaction towards you by one
step for a scene (e.g. from Indifferent to Friendly).
Opposed Vices: Caregiver, Insensitive, Prying

Moderation

“Commit no excess, for God loves not those given
to excess.” (5:87)

Between the extremes of excess and denial there is
a middle path — it is this path of temperance that you
walk. Tragedies and triumphs will come and go, but
you do not invest your happiness in the outcome of
such things. Rather, you find your inspiration in the
stillness and patient listening.

Reward: You gain the Skepticism feat reflecting
your even temperament. However, you are not
bound by a code of skepticism, and you may spend a
Conviction point to allow yourself to gain the benefit
ofan ally’s Power or Inspire feat. You may also spend
a Conviction point to take 20 on a Concentration
check provided you have already adjusted to the
environmental condition. For example, after several
hours on the deck of a storm-tossed ship, you are
then able to take 20 on all Concentration checks for
the purpose of dealing with violent motion.
Opposed Vices: Austere, Indulgent, Wanton

Peace

“And when they hear frivolous discourse which they
might lead to some quarrel, they do not listen to it,
but pass on with dignity, and do not pick up quarrels
on trifling matters.” (25:72)

You are committed to peace and the stability which
it provides, settling your disputes in a conciliatory
fashion; so long as the injuries done are not extreme,
there is always a peaceful way for you.

Reward: You gain either the Challenge (combat
diplomacy) or Skill Focus (Diplomacy) feat. If
you can speak with a subject, you may spend
a Conviction point to delay their hostile action
until you have attempted an interaction check to
convince the subject to lay down their arms. If you
do not make an interaction check with the subject in
a certain period of time (determined by Narrator),
they resume hostilities.

Opposed Vices: Conciliatory, Ignorant, Parochial

Perseverance

“What is with you must vanish, what is with God
will endure. And we will certainly bestow, on those
who patiently persevere, their reward according to
the best of their actions.” (16:96)

You are slow to judge a situation, and even when
faced with great suffering you grimly forge ahead.
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You aspire to be patient and pious in the face of adversity
of any kind, no matter how great or how small.

Reward: You gain the Iron Will feat, reflecting your
patience. You may spend a Conviction point to take
20 on Constitution checks and Fortitude saves versus
environmental factors like drowning, hot weather, or
starvation.

Opposed Vices: Desperate, Judgmental, Obstinate

Prudence

“If a wicked person comes to you with any news,
ascertain the truth, lest you harm people unwittingly, and
afterwards become full of repentance for what you have
done.” (49:6)

Though not suspicious by nature, you seek to know the
truth of another’s motives before becoming involved in
their affairs. By close examination of what others say and
do, you aspire to prevent conflict and disaster.

Reward: You gain the Read Character feat. You may
spend a Conviction point to gain access to the Sense
Nature feat regardless of your Role. You may also spend
a Conviction point to take 20 on a Sense Motive check
when you have plenty of time to observe and interact with
someone.

Opposed Vices: Doubtful, Naive, Petty

Purity

“God loves those who keep themselves pure and clean.’
(2:222)

You abstain from wine, drugs, unlawful sex, and avoid
contact with impure things or people. You perform
ablutions every morning and evening, and whenever you
are in a state of physical or spiritual impurity. Through
your purity, you aspire to grow closer to God.

Reward: You gain the Immunity (disease) trait. You may
spend a Conviction point when you perform ablutions
to cleanse yourself of a sin committed unknowingly,
against your will, or with great reservations. All effects
that depend upon the state of your soul (e.g. the Baraka,
Curse or Oath-Binding powers) ignore the sin you have
cleansed yourself of.

Opposed Vices: Lascivious, Obsessive, Slovenly
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Repentance

“See the forgiveness of your Lord, and turn to Him in
repentance; that He may grant you enjoyment, good (and
true), for a term appointed.” (11:3)

You know your human frailties will cause you to sin,
but you aspire to repent time and time again. When you
wrong someone, you will make it up to them ten times
over, and if they are not available you will either seek
them out to make amends or make an act of sacrifice for
the good of the community.

Reward: You gain the Inspire (confidence) feat. If you
are abject in your repentance gain the Inspire (pity) feat
instead. As repentance requires understanding one’s

own ignorance, you may spend a Conviction point to
immediately identify why another is angry with you and
what it would take to make amends, or what mistake you
have made that led to the current situation and what it will
take to repair the situation.

Opposed Vices: Ingratiating, Masochist, Narcissistic

Responsibility

“Whoever recommends and helps a good cause becomes
a partner therein: And whoever helps an evil cause,
shares in its burden.” (4:85)

There are many responsibilities in this world, and you seek
to fulfill all your duties to family, business, God, and your
community. By actively expanding and balancing your
responsibilities, you seek to contribute to a responsible
society.

Reward: You gain the Upstanding feat. You may spend a
Conviction point in a duties complication you have; from
then on you regain Conviction when fulfilling your duty.
Opposed Vices: Boring, Irresponsible, Resigned

Restraint

“For such as had entertained the fear of standing before
their Lord’s (tribunal) and had restrained their soul from
lower desires, their abode will be the Garden.” (79:40-
41)

Even when you are sorely tempted, you restrain yourself
from impious acts. Even when wicked deeds are being
committed left and right by others; you lower the sword
of your vengeance and temper the lust of your victory.
Reward: You gain the Merciful Combatant feat. You may
spend a Conviction point to resist being compelled to act
in any wicked manner.

Opposed Vices: Carnal, Repressed, Wanton

Sincerity

“Fear God, and make your utterance straight forward
that He may make your conduct whole and sound.”
(33:70-71)

You speak the hard truth, even when it isn’t popular or
could land you in dire straits. Avoiding petty criticism,
your insights cut to the heart of a matter and pierce the
lies or social niceties that only serve the abuse of power.
Reward: You gain the Inspire (critical thinking) feat,
treating your total levels as Expert levels. While your
frankness may shock others, it often allows you to get to
the heart of a matter quickly. When you make a Diplomacy
or Intimidate check and the subject’s adjusted attitude is
“indifferent” or better, you may spend a Conviction point
to get the subject to jump to the point. They stop mincing
words, and explain everything pertinent that they know in
simple language. No further interaction checks are needed
to get information from them about the topic at hand.
Opposed Vices: Critical, Deceitful, Unabashed



Spirituality

“Behold! In the creation of the heavens and the earth,
and the alternation of night and day — these are indeed
Signs for men of understanding, men who celebrate the
praises of God, standing, sitting, and lying down on
their sides, and contemplate the (wonders of) creation
in the heavens and the earth, (with the thought) ‘Our
Lord! Nor for naught hast Thou created this! Glory to
Thee!’” (3:190 — 191)

Your heart day and night seeks God’s grace. While
you perform your prayers with great ardor, you know
that the true expression of spirituality resides in how
you remember God in your day-to-day affairs.
Reward: You gain the Devout feat and you may
spend a point of Conviction to add another object of
your devotion (thereby gaining a new way to regain
Conviction) instead of taking the Devout feat multiple
times. If something causes you to lose faith, you lose
one object of devotion.

Opposed Vices: Distant, Parochial, Worldly

Tolerance

“If it had been your Lord’s Will, they would have all
believed, all who are on earth! Will you then compel
mankind, against their will, to believe?” (10:99)
Youdo nothold against a person their age, background,
gender, race or creed; you are even apt to overlook
impious deeds if the person has a good heart. Through
your tolerance you aspire to generate goodwill,
understanding, and civility between all peoples.
Reward: You gain the Universal Appeal feat. As
tolerance is founded on awareness of others, you
may spend a Conviction point to get an insight about
someone’s age, background, gender, race, or creed.
For example, while dealing with a stable hand a hero
wonders why the stable hand is poorly treated; the
hero spends a Conviction point to get an insight about
the stable hand’s background, learning that the stable
hand is a reformed thief.

Opposed Vices: Conciliatory, Decadent, Prejudiced

Trust

“God does command you to render back your trusts to
those to whom they are due.” (4:58)

You aspire to trust others who merit your trust, despite
the wrongs that have been done to you in the past.
Likewise you aspire to be a trustworthy person who
people feel they can rely on. You always repay your
debts whether material or spiritual.

Reward: You gain the Inspire (confidence) feat,
treating your total levels as Expert levels. You
may spend a Conviction point to declare a person,
community, or organization has earned your trust;
you gain the Dedicated feat in regard to the subject.
If you or the subject breaks the trust, lose the benefit
of this feat.

Opposed Vices: Gullible, Unreliable, Suspicious
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Unity

“Hold fast, all together, by the Rope which God
(stretches out for you), and be not divided among
yourselves; and remember with gratitude God's favor
on you, for you were enemies and He joined your
hearts in love, so that by His Grace, you became
brethren.” (3:103)

You work to keep your friends and community unified
in heart and mind by creating dialogue with those who
dissent and imploring the powerful to listen, whether
through word or deed.

Reward: You gain the Connected feat and you may
spend a Conviction point to expand your network of
connections after making a new friend or ally. If you
have a falling out with your ally, lose the benefit of the
Connected feat in regard to them.

Opposed Vices: Domineering, Intolerant, Selfish

Wisdom

“Invite all to the way of your Lord with wisdom and
beautiful preaching, and argue with them in ways that
are best and most gracious.” (16:125)

Though quietly observing your faith is a virtue, even
beyond this is sharing the lamp of your wisdom with
others. You are the consummate teacher, and aspire to
guide others on the virtuous path.

Reward: If you teach by example gain the Exemplary
feat. If you teach by ordering others around gain the
Inspire (competence) feat instead. If you teach by
preaching gain the Street Preaching feat instead.
You may spend a Conviction point to teach a group
of people a skill (they gain 4 ranks) or feat (they
must meet the prerequisites) that you possess for one
scene.
Opposed
Withholding

Z

The Nights were stories told in cities for city-dwellers
by city-dwellers. Characters from the city live amidst
the teeming masses, the glittering palaces, and the
dark alleyways, working in conditions that a nomad
could scarcely believe. All characters besides the
Nomad are assumed to be urban folk (hadhari) and
thus get access to the Hadhari feat group. However,
certain backgrounds may lend themselves to a
nomadic character as well. Imagine a young Djinn-
Touched Bedouin boy or a wheeling and dealing
Tuareg woman who works as a Caravan Driver for her
tribe. In these cases, the player may choose whether
to have access to Nomad feats instead of Hadhari
feats; a character only gets access to one group (either
Hadhari or Nomad), reflecting their background.

Vices: Controlling, Patronizing,
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Acrobat

Every day you tempt death and the crowd cheers you on.
You are equal parts juggler, tightrope walker, tumbler,
and martial artist — you are a bahluwan (“champion”).
You live for the thrill of the physical challenge, all the
more so if you can shock or amaze people at the same
time. When crowds gather around, you will always be
found at the center of attention.

Bonus Skills: Acrobatics, Escape Artist

Bonus Feats: Canny Dodge, Improved Initiative
Favored Feats: Acrobatic Bluff, Slow Fall

Animal Trainer

The bazaars are filled with snake charmers claiming
to have learned their art in the land of Sind, larcenous
monkeys serving equally dubious masters, and even
owners of donkeys and goats who claim their animals
are relatives transformed by a wicked spell. During lean
times you act as a sort of public health official, finding
troublesome animals and carrying them safely out of
homes. And rarely you are summoned to a noble’s court
to perform.

Bonus SKkills: Bluff, Handle Animal

Bonus Feats: Animal Empathy, Fascinate

Favored Feats: Fascinate, and choose one: Familiar or
Monkey Companion*

Aristocrat

You were born in the lap of luxury, the child of a noble
house. The commoners’ far fetched tales of life behind
palace walls have a kernel of truth; your life was
indeed wondrous...if a bit political. While you were
surrounded with the best teachers, stunning entertainers,
and untold wealth, you also struggled with domineering
elders, fiendishly orchestrated arranged marriages, and
competition to secure your rightful inheritance.

Bonus Skills: Choose two: Diplomacy, Knowledge
(nobility), Perform (oratory), or Ride

Bonus Feats: Benefit (noble title)*, Wealthy
Favored Feats: Information Network*, Presence*

Assassin-in-Training

Since your youth, you were groomed to be the perfect
instrument of terror, learning to use fear as a weapon and
to master your own fears. Your mentors convinced you
that you were performing the will of God, and sent you
out on your first mission. Everything changed after that.
Either you have become an assassin or you have escaped
by the grace of God. If you escaped indoctrination, then
you may be hunted by those who trained you.

Bonus Skills: Intimidate, Knowledge (theology and
philosophy)

Bonus Feats: Fearless*, Improved Critical

Favored Feats: Fearless*, Inspire (fear)

Bureaucrat

A civil servant of the Caliphate, you ensure the vast
empire doesn’t collapse under its own weight. You might
be responsible for running the neighborhood bathhouse,
acting as a messenger for the local gadi, collecting census
information, enforcing moral standards in the souk,
keeping track of a schedule of visiting dignitaries, or any
other bureaucratic endeavor. Your contribution may be
small but, as anyone who has interacted with your office
knows, you take great pride in serving.

Bonus Skills: Knowledge (civics), Language

Bonus Feats: Honest Law*, Scholarly*

Favored Feat: Honest Law*, Well-Informed

Caravan Driver

You grew up tending camels, mules, and other pack
animals on behalf of the great caravans. As you grew older
you traveled to seasonal trade fairs and began bartering
with neighboring nomads and oasis dwellers. You know
the desert better than other city folk, and you also have a
keen business sense. Few Bedouin drive a hard bargain
like you can.

Bonus Skills: Diplomacy, Knowledge (earth sciences)
Bonus Feats: Herder*, Thick-Skinned*

Favored Feats: Evaluate*, Safe Passage*

A Character with Multiple Backgrounds

What if you want to play a character whose life until
today has been more dramatic? Such as a Noble-
in-Hiding who joined a Sufi commune and became
a Mendicant or a Repentant Rogue turned Porter?
In these cases, the easiest approach is to replace the
favored feats of your earlier background with the
favored feats of your later background. The Narrator
has the final say over which backgrounds may be
combined this way. Such mixed backgrounds would
be recorded with the later background in parentheses,
such as: “Noble-in-Hiding (Mendicant).”
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Coffeehouse Proprietor

You are used to all sorts of disreputable men, whether
unemployed storytellers, or drunken off-duty soldiers.
While many theologians criticize you for serving an
intoxicant, their motions to ban coffee and hashish,
if they become law, are always quickly overturned.
Besides, the locals love to talk philosophy, complain,
play chess, and unwind at the coffeehouse. The coffee
in your establishment flows just like the information
you broker — dark and bittersweet.

Bonus SKkills: Gather Information, Sense Motive
Bonus Feats: Connected, Contacts

Favored Feats: Business*, Well-Informed

Courtesan

Skilled in song, dance, poetry, debate, massage, and
the sexual art, you are a consummate companion.
You are a cut above the average prostitute, and
are often found in the company of courtly figures.
Indeed, you may have at one point been a harem
slave or worked at a brothel, but you have created
a new life for yourself, aspiring to greater power
and self-determination. Before you were a slave,
now you choose your suitors — Who knows what the
future holds?

Bonus SKkills: Bluff, Perform

Bonus Feats: Attractive, Fascinate

Favored Feats: Fascinate, Favored Audience*

Craftsperson

You number among the tailors, carpenters, and
smiths who ply their trade from small shops in the
souk. Business has been up and down, and you
may have a minor patron or commission you are
currently working on. You are dedicated to simple
principles: The raising of a family, observing the five
pillars, staying out of trouble, and of course making a
handsome profit. Most of your adventures begin: One
day you were sitting at your shop when suddenly...
Bonus Skills: Craft, Diplomacy

Bonus Feats: Challenge (Craft, masterwork), Skill
Focus (Craft)

Favored Feats: Business*, Evaluate*

Djinn-Touched

You are touched by magic. Perhaps you are the
grandchild of a beautiful peri who disguised herself
in human form to woo a handsome warrior. Perhaps
you were under a djinni’s enchantment for many
years and have only recently escaped. Or perhaps
you entered the wondrous land of Jinnistan and no
longer behave or age as other mortals. Whatever the
case, your presence is enchanting and perhaps a little
fearful.

Bonus Skills: Diplomacy, Knowledge (supernatural)

Bonus Feats: Choose two of the following feats
that you meet the prerequisites for: Apprehend the
Djinni’s Hand*, Attractive, Dashing*, Deceitful
Aura*, Enchanting Beauty*, Fascinate, Inspire
(awe), Inspire (fear), or Secrets of Jinnistan*. Unlike
other backgrounds, this disregards the rule that you
normally may not choose bonus feats forbidden by
your Role.

Special: You may replace one of these bonus feats
with either a djinni boon or with a Djinni feat with
the Narrator’s permission. See Chapter 10 for
descriptions of djinni boons.

Engineer

Engineering flourishes during the Golden Age of
Islam. Many a Moorish mosque, Persian bridge,
irrigation tunnel, ablution fountain, waterwheel, and
minaret has been erected by your hands and oversight.
Your work evokes the infinite power of God through
its repeated designs and conveys the wealth of the
Caliphate. You are also a visionary, seeing beyond
the veil of current design practices; your vision is one
of innovation and wonder tempered by practicality.
Bonus Skills: Craft, Knowledge (physical sciences)
Bonus Feats: Analyze Device*, Skill Focus (either
bonus skill)

Favored Feats: Analyze Device*, Surveyor*

Freed Slave

Some say that Arabia is at the crossroads of the spice
trade. It is also at the center of traffic in human beings.
You were a non-Muslim slave of the Caliphate,
either captured in battle, kidnapped, or born into
slavery. After many difficult years you have gained
your freedom. Your experience as a slave was most
influenced by your gender.

Male Slave

You constructed bridges and government buildings,
worked in salt mines and sugar plantations, did other
hard labor, and may have been impressed into military
service. You have been near death many times.
Bonus Skills: Choose any one skill

Bonus Feats: Iron Will, Thick-Skinned*

Favored Feats: Diehard, Tough

Female Slave

You worked as a domestic servant, cleaning the house,
shopping at the souk, helping to raise the children of
your old household, and you may have been coerced
to act as a concubine. You have developed a shrewd
eye for detail.

Bonus Skills: Choose any one skill

Bonus Feats: Eidetic Memory, Iron Will

Favored Feats: Deduction*, Evaluate*
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Mendicant

While Islam officially has no ascetics, the traditions of
Eastern Christian clergy, Hindu holy men, and Buddhist
monks have influenced many. You have sworn a vow of
poverty (willingly or not), and deny yourself creature
comforts, gossip, sex, and at times even food...at least
in principle. You often rely on charitable donations to
survive, preaching to those who will listen. Rarely is
one born into the life of a mendicant; usually tragedy or
fleeing the authorities precedes one’s decision to enter
this difficult way of life.

Bonus Skills: Concentration, Knowledge (theology and
philosophy)

Bonus Feats: Low Profile, Thick-Skinned*

Favored Feats: Mind Over Body, Street Preaching*

Noble-in-Hiding

Whether fleeing for your life after a palace coup, hiding
from an undesirable marriage, or voluntarily leaving the
palace life in deference to your siblings, you have turned
your back on your royal heritage. You may seek to return
to palace life or you may simply seek to create a new
life for yourself among the common folk. Traveling in
disguise, you lend credence to the myth about kings and
queens disguised as beggars.

Bonus Skills: Disguise, Knowledge (nobility)

Bonus Feats: Benefit (noble title)*, Low Profile
Favored Feats: Blend In*, Escape Route*

Nomad

Many nomads are Bedouin, but others are Kurds,
Tuareg, Turks, or Gypsies. You live at the mercy of fate,
enduring sand storms, eating a meager handful of dates,
and traveling distances that would make a city-person
crumble just to reach an oasis spring. In your eyes, the
true beauty of life is living beneath the celestial carpet of
the Almighty’s stars. Your people may be fully nomadic,
working the deep desert caravan routes, or they may
practice transhumance, traveling to lowland valleys with
their herds during summer and returning to their villages
in winter. Your tribal identity is essential to you, as
important as your own life if not more so.

Bonus Skills: Choose two of the following: Handle
Animal, Perform, Ride, or Survival.

Bonus Feats: Choose two of the following: Animal
Empathy, Connected, Eidetic Memory, Faithful Steed*,
Gracious Host*, Horse Savvy*, or Mountaineer®. Also,
you may select bonus feats from any of the Nomad feats.
Favored Feats: Choose two of the following: Evaluate*,
Fascinate, Horse Breaking*, Horseback Stunts*, Jack-
of-All-Trades, Mimicry*, Mounted Archery*, or
Safe Passage*. The Narrator may approve other feats
depending on your tribe’s traditions.

Special: You do not gain access to Hadhari feats; instead
you can choose feats from the Nomad feat group.

Oasis Dweller

A native of the Hejaz or one of the many oases that lie
along the trade routes of the Caliphate, you grew up in
a verdant pocket amidst a sea of sand. You have been a
farmer, supplementing your income by bargaining with
Bedouin and travelers passing through the oasis. With
such a small population life in the oasis was simpler,
though often fraught with poisonous animals, sandstorms,
raiders, and diminishing arable land. Though your travels
may take you far from home, the oasis is always in your
blood.

Bonus Skills: Knowledge (earth sciences), Survival
Bonus Feats: Hometown Advantage*, Tough-Skinned*
Favored Feats: Evaluate*, Jack-of-All-Trades

Pearl Diver

Though you recover precious gems from the mouths
of giant oysters, you know you’ll never see more than
a couple dinari. And then it’s back to work the next
morning, to face avaricious bosses, brutal conditions, and
possible death at the ocean’s floor. What for? The thrill
of the dive, testing the body’s limits, a mad disregard for
your own life, a sense of camaraderie, and love of the
underwater world are likely reasons. Of course (though
you’d never admit it) palming a fat pearl can be quite
tempting too.

Bonus SKkills: Search, Swim

Bonus Feats: Endurance, Free Diving*

Favored Feats: Defensive Roll, Evaluate*
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Physician

You stand at the forefront of Greek and Persian
medical knowledge. Studying at one of the prestigious
institutions of medicine, you returned to begin your
own practice. However, you find your practice is
beleaguered with charlatans, parochial clergy preaching
the power of faith over science, and entrenched barbers
trying to protect their careers. Confident in the powers
of reason and science, you have pressed ahead, blind
to the magic around the next corner.

Bonus Skills: Knowledge (life sciences), Medicine
Bonus Feats: Institutional Education*, Wealthy
Favored Feats: Author*, Medical Science*

Porter

You endure the treatment as a “beast of burden” by
others with infinite patience, carrying the bags of
shoppers in the souk, unloading cargo from ships, and
serving as a doorkeeper to the wealthy. Sometimes
you even serve treasure hunters by tending to their
pack mules. While you may let slip with a jealous
word for those of higher station, on the whole you are
filled with wonder at city life and are comfortable in
all social circles...if a bit overwhelmed.

Bonus Skills: Gather Information, Knowledge
(streetwise)

Bonus Feats: Universal Appeal*, Urban Tracking*
Favored Feats: Burden Bearer*, Jack-of-All-Trades

Repentant Rogue

While your younger days were filled with scams and
daring thefts, you had a profound change of heart.
This may or may not have been the result of getting
caught and losing a hand or undergoing a mock
execution. Every day is a struggle to put your thieving
ways behind you and though you have found a well
of faith, old habits die hard. The fact that many of
your old roguish allies consider you a sell-out and the
authorities still keep tabs on you doesn’t help.

Bonus Skills: Bluff, Knowledge (theology and
philosophy)

Bonus Feats: Canny Dodge, True Faith*

Favored Feats: Mark*, Well Informed

Royal Child

Fairy tales are notorious for royal children being
hidden or improbably rescued by simple peasants.
You are such a child of royalty, raised among common
shepherds, fishermen, and craftspeople. There was
always something different about you, however,
which troubled your foster parents to no end. Your
impeccable manners, comely features, and superior
bearing make you stick out like a sore thumb.

Bonus Skills: Diplomacy, Knowledge (popular
culture)

Bonus Feats: Attractive, Etiquette™®

Favored Feats: Presence®, Universal Appeal*

Ruffian

Baghdad and other cities of the Caliphate are no
stranger to the ayyarun — armed gangs of thugs. You
are (or were) such a ruffian, operating a protection
racket for your neighborhood, protecting them both
from corrupt police and rival gangs. Your vows of
brotherhood to your fellow rogues are stronger than
blood. You drink as you please, draw your knife when
the mood strikes you, and go out of your way to make
trouble for the authorities.

Bonus SKkills: Intimidate, Knowledge (streetwise)
Bonus Feats: Connected, Quick Draw

Favored Feats: Intimidating Reputation®, Lasting
Intimidation*

Sailor

Each voyage you swear is your last, but the sea calls
you back every time. Whether serving in a merchant
marine, on a fishing boat, exploring uncharted islands,
or seeking to make a fortune in trade, you spend more
time at sea than you do at your home port. You’re
salty, adventurous, and prone to exaggeration — all the
makings of a good captain...or a corsair.

Bonus Skills: Gather Information, Knowledge (earth
sciences)

Bonus Feats: Endurance, Sailor’s Lore*

Favored Feats: Fascinate, Sea Dog*

Scribe

In an era when the greatest Greek and Persian works
are being translated, when paper is just becoming
more popular than parchment, and only the clergy and
nobility are literate, there is a great need for skilled
calligraphers. Your work as a scribe may involve
wearisome hours, but you are confident knowing you
are codifying the wisdom of the greatest empire ever to
exist upon the earth. At least, if you have a dissenting
view, you’re not writing about it.

Bonus SKkills: Craft (manuscript), Language

Bonus Feats: Beautiful Calligraphy*, Scholarly*
Favored Feats: Author*, Beautiful Calligraphy*

Sharper

Nobody likes to be taken advantage of, but everyone
loves a tale about a cunning shatir, or con artist.
Confidence scams are your specialty. You have a
broad range of tricks ranging from bogus saint acts
and conjuring to playing the part of the gate-crasher
(an uninvited guest) or phony horse salesman. Either
you will be caught and executed, reform your ways, or
join the ranks of legendary criminals like Mercury Ali
and Crafty Dalilah.

Bonus SKkills: Bluff, Sense Motive

Bonus Feats: Read Character*, Set-up

Favored Feats: Inspire (complacency), Mark*
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Soldier

You serve in the military of your province, defending the
borders of the Caliphate, and conducting raids against
enemy outposts, but more often you tend to more mundane
tasks. The digging of trenches, transport of military gear,
construction of forts, performing drills and parades — these
things occupy more of your time than combat. During
times of war you are hailed as a boon to the nation, during
times of peace scorned as a detested parasite on society.
Bonus Skills: Knowledge (tactics), Survival

Bonus Feats: Thick-Skinned*, Weapon Training
Favored Feats: Formation Tactics*, Military Rank*
Special: If a soldier takes a level as a Warrior, they may
replace the Weapon Training feat that normally comes as
part of being a Warrior with Armor Training.

Talentless Youth

Your parents rebuffed you continuously for your laziness
and your incompetence. You would never amount to
anything. Once you tried to become an apprentice, but your
mentor kicked you out after precipitating disaster through
your daydreaming. Everyone has a gift, and it would seem
yours is for talking and squirming your way out of tight
spaces...which, of course, you get yourself into in the first
place.

Bonus SKkills: Bluff, Sense Motive

Bonus Feats: Lucky, Taunt

Favored Feats: Beginner’s Luck, Jack-of-All-Trades

The mean streets of the city were your mother and father,
and they taught you to make a living for yourself through
begging, thieving, and scavenging the refuse of the upper
classes. You were surrounded by the mass of poor who
made up the Banu Sasan. Few know the city like you do,
and even if you’ve grown beyond your roots, there is part
of you that has never left the streets.

Bonus Skills: Knowledge (streetwise), Sleight of Hand
Bonus Feats: Benefit (hideout)*, Canny Dodge

Favored Feats: Blend In*, Beggar’s Savvy*

Station

Every person in the Caliphate is aware of where they
stand in the social hierarchy. Those of lower status avert
their gaze from those of higher status, extend greetings
first, and never slander those above them...at least, not
publicly. While it is a form of caste system, there are ample
opportunities for upward mobility. Station is a function of
wealth, how one makes a living, the family one is born
into, what lands (if any) one possesses, and the company
one keeps. One’s station is apparent unless hidden via
Bluff or Disguise. Station is recorded as a descriptor and a
number, for example: “Banu Sasan (1).”

In Mythic Arabia, beggars cavort with princesses, and
princes are welcomed in the homes of poor laborers.
Nobody questions that such things happens — it is the will

of God and blessed be the fortunate ones! Station doesn’t
imply a separation of social classes, but rather the difficulty
in communicating across social boundaries. Heroes of the
Nights rise to this challenge.

Station comes into play when interacting with those of
different social status. For every level of difference in
station, both sides suffer a -1 penalty to Diplomacy and
Gather Information. Those of lower station gain an equal
bonus to Bluff, while those of higher station gain an equal
bonus to Intimidate.

For example, a Banu Sasan conversing with a prince would
suffer -4 on Diplomacy and Gather Information checks,
while he would get +4 on Bluff checks to convince the
prince he knows nothing and is but a poor beggar.

When choosing your character’s Station keep the following
points in mind:

e All characters have a base Station of either 0,
1 or 2 (player’s choice). Certain feats require a
character to have a Station 1 or lower.

* Any character who begins with Station 0
automatically begins with a starting Complication;
this fulfills the requirement that all characters
must begin with a Complication.

* In order to access a Station of 3 or higher, a
character must have certain prerequisite Benefit
feats, like heir, noble title, or sheikh.

Station 0

Untouchable

This caste includes gravediggers, dung-shovelers, lepers,
the hideously deformed, and anyone else who is utterly
rejected by society. Such individuals are considered beyond
salvation by all save the most enlightened scholars and
saints. It is often a crime for members of the Untouchable
caste to look at anyone of higher status than Banu Sasan
in the eye, touch them, or even to touch their possessions
as society fears being spiritually contaminated by the
Untouchables.

Starting Wealth: +0

Belongings: Possibly a cramped leaky hovel in a cemetery,
beggar’s rags

Starting Complication: Destitute

Criminal

Criminals include those heretics, thieves and murderers
who have been imprisoned or who are still at large and
hunted by the law. Life in prison is often grueling, with the
possibility of death lurking at every turn. Life on the run
in likewise terrible, as the criminal must constantly be on
guard against those who would turn them in.

Starting Wealth: +0

Belongings: Peasant’s outfit, dagger

Starting Complication: Outlaw
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Station 1

Banu Sasan

The Banu Sasan are the lower class of beggars,
urchins, storytellers, and common slaves that make
up much of the peasantry in cities. The origin of the
name “Children of Sasan” is lost today, but the Banu
Sasan are still thriving. They labor in fields, operate
small market stands, and perform in the bazaar.
There is an unspoken camaraderie among the Banu
Sasan, and even if a fellow can’t be helped, he
certainly will be given a bowl of soup or told a story
before being sent on his way.

Starting Wealth: +2

Belongings: Communal housing, beggar’s rags
or peasant’s outfit, and tools suiting their trade
(beggar’s bowl, musical instrument, farm tools)

Dhimmi

While the status of Christians and Jews (dhimmis) is
far better than that of religious minorities elsewhere,
they are forbidden from building or repairing
churches or synagogues, they must observe their
faith indoors, they have to wear identifying clothing,
they cannot sell unapproved goods to Muslims, and
were further restricted (and protected) by the Pact
of Umar. While technically barred from public
office, the reality is many dhimmi attain positions of
leadership despite persecution.

Starting Wealth: +4

Belongings: Modest family home, artisan’s outfit,
trade tools, and a zunnar (a belt identifying one
as a dhimmi) or turban colored according to their
religion.

Second Class Slaves

These include prized slaves and mamluks. Such
slaves are nearly always from other cultures. Their
unique skills make them highly valued. Often
this includes slaves with a talent for performing,
warfare, medicine, or with keen knowledge of
several languages. Such slaves have the capacity to
rise to great positions in society.

Starting Wealth: +4

Belongings: Communal housing, peasant’s outfit,
trade tools. A mamluk would have a short bow, 20
arrows, a spear, studded leather, and a horse.

Station 2

Commoners

The middle class of craftsmen, soldiers, and
merchants is quite large, having grown greatly
since the founding of Baghdad and the rule of
caliph al-Mansur. Commoners often have a love-
hate relationship with the Islamic state which

provides excellent free medical care and patronage,
yet restricts travel and fails to fully appreciate the
talents of its middle class.

Starting Wealth: +6

Belongings: Family house, artisan’s outfit.
Craftsmen have artisan’s tools. Soldiers have a short
sword, chain armor, a shield, and a spear. Merchants
have a merchant’s scale and a mule.

Performers

Arabian society loves its performers, whether
they are poets reciting religious odes outside the
mosques, musicians performing at local coffee
houses and caravanserais, or tribal dancers exciting
crowds around a fire. Most professional storytellers,
however, are Banu Sasan.

Starting Wealth: +6

Belongings: Family house, entertainer’s outfit, free
night’s stay at an inn, and a musical instrument.

Station 3

Elder

Prerequisite: Benefit (sheikh)

Any Islamic community has those who are highly
respected, such as senior citizens, councilors, and
muezzein who call the faithful to prayer. Such wise
men and women are considered pillars of the faith,
and are responsible for calling town meetings,
representing their neighborhoods in local courts,
and supporting the spiritual and material needs of
their community.

Starting Wealth: +8

Belongings: Large family house, copy of the
Qur’an, cleric’s vestments or scholar’s outfit

Tribal Leader

Prerequisite: Benefit (sheikh)

Like the elders of a city, a tribal leader is responsible
for the welfare of his or her community. In the
desert this means defending the tribe from raiders,
prejudiced laws of the city, storms, and most
importantly from internal dissension. A tribal leader
is often viewed as the voice of the tribe, competent
to make deals on behalf of the entire tribe.

Starting Wealth: +8

Belongings: Desert outfit, herd of camels, light
warhorse

Station 4

Lesser Nobility

Prerequisite: Benefit (noble title)

Lesser Arabian nobility includes the Sayyid (lord),
Sitt (lady), Faris (knight), Mu’allim (master), and
Qadi (judge). Such nobles are a mix of those who
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have inherited their titles and those who have earned their
high status. Though they have fewer responsibilities than
other nobles, they also are less influential.

Starting Wealth: +14

Belongings: Small estate, courtier’s outfit, jewelry, light
horse

High Ranking Nobility

Prerequisite: Benefit (heir), Benefit (noble title)
High-ranking nobles include the nasquib (viscount),
satrap (ruler of an outlying province), and vizier (royal
advisor) among others. They attained their high status
both through nepotism and through political maneuvering.
Their responsibilities involve administering their lands.

el

A high-ranking noble always stands to inherit a sizeable
fortune or position of great power.

Starting Wealth: +18

Belongings: Large estate, noble’s outfit, jewelry, stable
of horses

Station

Royalry

Prerequisite: Benefit (heir), Benefit (noble title),
Descendant of the Prophet

Princes, princesses, mushir (military generals), sultans
and sultanas — these are the offices of royalty. Though
responsible for fulfilling the affairs of state, members of
the royalty spend much time enjoying life and educating
themselves.

Starting Wealth: +24

Belongings: Small palace, stable of horses, royal outfit,
jewelry, and pretty much anything else one could ever
desire.

Heads of State

Prerequisite: Benefit (heir), Benefit (noble title),
Descendant of the Prophet;

Not accessible to players without Narrator permission.
The Caliphs, Emirs, and Imams of Mythic Arabia are
dictators; at their whim the may marry any woman, kill
any man, take whatever they wish, and issue any law.
The impious are tyrants who dishonor the great religious
heritage that accompanies their title, while the pious are
revered as living saints. Some Imams are very poor yet
hold a great position in the community; they are religious
and political figureheads even though they live in relative
poverty.

Starting Wealth: +32 and possibly greater

The Pact of Umar

- They are forbidden from holding public office

- Non-Muslims will not sell wine to Muslims

A body of limitations and privileges entered into treaty between the Muslims and conquered non-Muslims that was
scribed in 637 by Umar I after the conquest of Christian Syria and Palestine. This pact first extended the concept
of the dhimmi, a “non-Muslim person of the Book™” who paid a tax in return for protection and exemption from
military service. The dhimmi had to observe several taboos:

- City gates are to be open, and Muslims are given food and lodging for 3 nights

- Non-Muslim children shall not be taught the Qu’ran nor adopt Muslim customs
- Non-Muslim holy symbols and idols shall not be displayed

- Kinsmen shall be allowed to adopt Islam as their faith if they desire so

- Refrain from manifesting their religion publicly nor convert anyone to it

- Non-Muslims are outlawed from carrying arms without a license

- Non-Muslims won’t take any slave that has been previously owned by a Muslim

- Whosoever strikes a Muslim with deliberate intent shall forfeit the protection of this pact

—a
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“Lo! Those who swear allegiance unto thee, swear
allegiance only unto God. The Hand of God is
above their hands. So whosoever breaketh his oath,
breaketh it only to his soul's hurt; while whosoever
keepeth his covenant with God, on him will He
bestow immense reward.”’

- Qur’an 48:10

Paying allegiance (bay’ah) is an old Arab practice
which is carried out in important matters such as
kingship and religion. Once allegiance is sworn, it is
considered as if a character has taken a solemn oath,
the breaking of which is forbidden by the Sharia,
and a sign of disgrace for not just the character
but for everyone involved. A declaration that is
acknowledged by both the one swearing the oath, and
the one to whom it is sworn, bay ‘ah is often made
with witnesses who are responsible for informing
the recipient of the bay ‘ah if the one undertaking the
oath ever breaks it. Likewise, witnesses may inform
the one who has sworn the oath of actions by the
recipient which justify dissolution of the bay’ah.
However, most believe that once a bay ‘ah is sworn
it endures for life, and that the breaking of a bay ‘ah
is one of the worst sins a person can commit.

A hero may have any number of allegiances so long
as he or she can balance and integrate the duties and
philosophies of all the allegiances. A hero may have
allegiances to any of these things:

Belief System: This includes religions, sects, schools
of thought, philosophies, or political leanings, both
orthodox and heterodox.

Person or Group: This includes a leader or
superior, a child, the hero’s family or tribe, a band
of adventurers, a discrete unit within a larger
organization, or someone whose safety the character
has been entrusted with.

Nation or City: This may or may not be the nation
the hero currently resides in. It may be where the
individual was born or where the hero resides after
immigrating to a new home.

Organization: This may be a gathering of like-
minded individuals, a brotherhood or sisterhood, a
secret society, a branch of the military, a university,
an employer, or an otherwise established authority.

Without Allegiance

A character without an allegiance is looked down
upon — a man without religion, family, or sovereign
is not treated as a man at all. Such characters are
often selfish rogues who are denied rights of
citizenship, receive no representation in the courts,
and are preferentially rounded up by authorities.

Even belonging to a heretical secret society, while
it may mark you for persecution, is a sign that a
person believes in something higher than him or
herself. In the Arabian mind, to have a defective
religion is better than to be a disbeliever, since there
is an element of truth in every religion. Players who
begin without an allegiance should explain why their
hero has none, and should think about an allegiance
which might suit their hero down the road.

General Benefits of Swearing Allegiance
Swearing allegiance provides you with the rewards
of belonging to a group; whenever you interact
with someone with the same allegiance you gain
a +2 on all interaction checks. Many allegiances
also provide various services such as information,
advice, employment, healing, protection of family
members, a network of contacts, and a restful
sanctuary.

Apostasy

It is possible for a character to change allegiance,
though this often involves a great loss of honor.
While most sects encourage coverts, they shun those
who attempt to leave the faith; the ramifications
for converting to a new religion or sovereign may
range from being denied previous rights to outright
murder. Only in extreme cases are apostates killed
to avoid a stain on the honor of their old allies.

Common Allegiances

Family

While honoring and remaining loyal to one’s
family are crucial to every person in the caliphate,
you are particularly devoted to your family’s
safety and interests. You obey the rulings of your
family’s sheikh, pay back any debts owed by your
family, seek justice against those who wrong your
family, and protect your family’s honor. In extreme
circumstances, this may require you to ‘“cut an
offending part” from the family, particularly in the
case of amorous impropriety. For some, “family”
is a looser term that includes adopted children,
old friends, loyal allies, or people of a similar
background, though blood relations always remain
the most important.

Love

You have sworn your love to another. This is
often a romantic partner, but in rare cases may
be a spiritual master who has provided you with
guidance. Tempering your fiery love through poems,
discipline, and faith, you eagerly await the day that
you and your love will be united. One who swears
a bay’ah for love seeks to perform as one unit with
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their beloved, striving together to reach God. When one
falters, the other is always there to support their beloved.
In the Nights another view of love is presented — the fiery
passionate love of young lovers who have been smitten
with one another at first glance. While the views of
the older orthodox parents and the tempestuous young
lovers can be at odds, the true oath of love seeks to
reconcile them. Through tenderness, bliss, patience, and
temperance, love is earned, a love that transcends desire
and all the world.

Religion

There is no person in the caliphate who professes no
religion, but there are varying degrees of piety. You are
especially loyal to the patriarchs (or matriarchs) of your
faith, and endeavor to live your life according to the
principles outlined by your faith. Having entered into a
sacred covenant with God, you commit to follow the way
of the Prophets, to live purely, to walk in a sincere and
truthful way. One does not need to consider whether or
not God’s verse is true but whether one is true to God’s
commands.

Sovereign

In the history of the faith, it was common for each person
to individually swear allegiance to their Caliph or Imam.
Today, only a few do so. You are one of these loyalists,
who would lay down your life and belongings for your
sovereign. You have personally met your sovereign and
sworn your allegiance, and you have been given a task.
In some cases this is as simple as “serve me faithfully
by tending your fields”, though more often it is difficult,
such as “hide my two illegitimate sons in your household
until I return.” When you pray, you always pray for your
sovereign. When in his (or her) presence, you always
prostrate yourself and address him with respect according
to his station. In rare cases, you may swear allegiance to
someone you deem worthy of being sovereign who hasn’t
achieved the throne yet, but is vying for it. Swearing an
oath to your sovereign does not mean you need to approve
of his reign; indeed, the dissenting voice is the one most
likely to win the ear of kings.

The Madhhabs

The strict Hanbalite school leaves little room for
personal judgment. The Malikite school is similar to
the Hanbalites, though it allows personal judgment
as a last resort when the Qur’an and Sunnah do not
give a clear judgment. The Hanafite school, while the
most literal is also the most flexible to reasoning and to
creating new norms through personal judgment.

Belief Systems in Islam

Al-Athariyya (Textualists)

The followers of the smallest school of Sunni Islamic
theology strictly follow a textual interpretation of the
Qur’an, denying all claims that parts of the Qur’an are
meant to be taken metaphorically. Atharis avoid purely
rational debates and theological speculation; instead their
discussion revolves around the Qur’an and the Tradition.

Falasifa (Philosopher)

Philosophy is the study of truth through rigorous
investigation, rather than accepting it on another’s
authority. Scholars and scientists who pledge allegiance
to Truth or to an oath of their profession (e.g. the
Hippocratic Oath), are called falasifa. They study not only
the natural causes of events and the world, but attempt to
use reason to discover the nature of God and His activity
in the world. Theologians (mutakallimun) who reject the
philosophy of natural causes argue that events occur as
a result of God’s direct intervention. Both sides accuse
the other of believing in chaos, yet both sides strongly
believe in an underlying meaning to life which can be
discovered through the application of reason. While some
philosophers take an extremely rationalist view, and argue
away the omnipotence of God, most are genuinely pious
men and women.

Fuqaha (Jurists)

A faqgih is an expert in Islamic jurisprudence and is often
a member of, or closely aligned with, the Ulema (see
Chapter 12). Every faqih belongs to a Sunni madhhab,
a traditional school of jurisprudence, which has its own
methodology to reach legal rulings. In the early 9" century
there are three madhhabs which are very cohesive and
cooperative with one another. Being a fagih implies not
only that one is knowledgeable and loyal to the Caliph,
but also that one values the Ulema as equals or near-
equals to the Caliph.

Ibadiyyah (Conservatives)

The Ibadis are conservatives native to Oman who
revere their own imam. Originally, they were part of
the Kharijites who had once aligned with the Shi’a but
separated with Ali’s acceptance of arbitration at the Battle
of Siffin. They believe that one who commits as grave
sin is ungrateful of God’s blessings, but not deserving of
death or exile. As long as a sinner remains a monotheist,
mutually beneficial relations are possible. Unlike the
Kharijites, the Ibadis believe that fighting is only justified
in self-defense; they maintain it is not an obligation (as
the Kharijites believe) to fight an unjust ruler, and they
believe that religious dissimulation, fagiyah, is justified
when one’s life is threatened.
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Isma’iliyyah (Followers of Isma’il)

Ismailis are Shi’ites who claim that Ismail, the eldest
son of Imam Jaffar, and not Ali Al-Rida, is the rightful
ruler of all Muslims. They are also known as the
“Seveners”, because Imam Jaffar was the seventh
and, according to them, the last Imam. They emerged
during a dispute over the successor to the sixth Imam,
Ja’far al-Sadiq. The Ismaili position is that the eldest
son has always inherited the right to rule, but they
also have important doctrinal differences from the
majority Shi’a. They believe in a hidden Imam, the
Mahdi, who will reappear one day to lead the faithful;
the Mahdi will render all religions, including Islam,
obsolete. According to the Ismailis, the Shari’ah
is an illegitimate code of law, and they do not obey
the obligations of prayer, fasting, or the hajj; instead
they observe a mystical spirituality. They possess
considerable strength of arms, perhaps enough to
challenge the Abbasids for the caliphate.

Jabriyyah (Determinists)

God has decreed everything, good or bad, and man
has no choice to do anything except what God has
planned for him. Humanity doesn’t have a choice to
even deny fate — it is undeniable. Uneducated people
of faith often are Jabrites, and are recognizable by
their optimistic fatalism.

Kharijites (Secessionists)

Kharijites exist independently of the Sunnis and
Shi’ites. During the reign of the third caliph Uthman,
many tribes accused him of nepotism and tyranny,
and he was assassinated. After Uthman’s death the
Prophet’s cousin Ali became the fourth caliph; he was
opposed by Uthman’s nephew Mu’awiya, the governor
of Egypt, who rebelled against Ali. In the midst of
battle he could not win, Mu’awiya ordered Qur’ans
mounted on the lances of his soldiers, proclaiming he
wanted the issue of who should be caliph decided using
it. Ali agreed. Several tribes disagreed with the use of
human arbitration and rebelled against both Mu’awiya
and Ali; they became known as the Kharijites, “those
who leave.” The Kharijites believe that truth is
forged with the sword; however, not having sufficient
military power to threaten the Abbasids, they resort
to assassination and intimidation tactics. They believe
that good works must accompany faith, that faith may
be vindicated through the sword, only the pious may
rule, and it is justified to overthrow a poor ruler.

Mubaddithin (Traditionists)

Thescholars ofthe Tradition are known as Muhaddithin.
They busy themselves with authenticating the Hadith
and Sunnah, as well as refuting saying falsely attributed
to the Prophet. Muhaddithin study the isnad, the chain
of narrators, behind every saying or teaching attributed

to the Prophet. However, they do not claim fallibility
of judgment and thus debate frequently.

Murji'ah (Postponers)

In opposition to the Kharijite doctrine, the Murjites
believe in “delayed judgment.” Only God can judge
who is a true Muslim and who is not; claiming another
is an infidel is impossible because there is no way to
know. Therefore, all Mulsims should consider each
other as faithful believers. The Murjites proclaim
tolerance of converts and heretics. Originally they
were Sunnis, but the Murjites have separated for they
proclaim that no Muslim, regardless of any sins he
commits, will enter the hellfire. While they do not
pose a military threat to the Abbasids, they are poorly
treated in theological debates, and are often roughed
up or otherwise threatened to keep their beliefs quiet.

Mu'tazilah (Rationalists)

Man is utterly free, and God is obligated to reward
the good and punish the evil. God may assist, but it is
man who creates his deeds himself. God is completely
unknowabletoman, utterly beyond anthropomorphism.
Thus reason, and not revelation, is the sole pathway
to truth. Mu’tazilites are commonly aristocrats to
whom the philosophy appeals for its sense of personal
empowerment.

Qadariyyah (Libertines)

Evil and injustice cannot be blamed on God, but are
the result of man’s choices. Everyone is responsible for
their actions. Educated elites trained in sciences and
philosophy tend to become Qadarites. They maintain
it is God’s will for man to fight disease and ignorance
instead of simply accepting one’s fate.

Shi‘a (Followers of Ali)

Shi’a simply means “supporter”, and was a term
used to describe the family of the fourth Caliph, the
prophet’s cousin and son-in-law Ali. The Shia refute
the legitimacy of the Caliph’s rule; they argue that
the true Caliph must belong to A4/ al-Bayt, the family
of the Prophet. Instead, the Shia revere the Imam
as a living saint, believing that his divine authority
is infallible. They believe the Imam is a hereditary
position, that saints deserve veneration, are rigorously
critical in which versions of the Hadith they accept,
and condemn the first three “Rightly Guided Caliphs”
as usurpers. All Shi’a acknowledge the caliphate as
a corrupted institution, and most want nothing to do
with it.

Sufism (Mystics)

The Sufis are ascetics and mystics whose name
derives from their wool garments. They seek to attain
an ecstatic state, a dissolution of their self identity
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and complete absorption in God; they have often been
accused of blasphemy for claiming their own divinity.
Sufism developed in reaction to the worldly outlook of the
Ummayads; men like Hasan al-Basri preached a rejection
of the world and a return to the pure values of the Prophet
and the Qur’an. Sufis have a master-disciple relationship
and all their teachings are transmitted through this master,
who is called a murshid. Sufis have an elaborate cosmology,
both internal and external — a framework in which they
understand the mysteries of creation.

Sunni (Loyalists)

Ahl al-Sunnah wa al-Jama’ah is the formal name by which
the majority caliphal loyalists, the Sunni, are known. The
name comes from “the year of the jamiyah”, the year the
civil war between Hasan Ibn Ali and Mu’awiya ended.
Sunnis accept the Caliph’s rule, believe the Caliph should
be elected by the Ulema, that sovereignty is not hereditary
but a trust that must be earned, and that the veneration of
saints is a form of shirk, or worshipping of false gods. They
revere the Companions of the Prophet and believe in all
the Caliphs. Though some Sunnis acknowledge the current
government is corrupt, they believe it is their sacred duty
to remain loyal, hoping that by staying in connection with
the Caliph they may guide his policies toward that which is
wise and that which is just.

Your Hero

“Among people living in this world there are no and ever
shouldn't be one who's nameless. When born, everybody
— noble or miserable — with name like a sweet gift is
endowed.”

- Homer

When naming their children, Arabs are concerned not only
with an appropriate name, but with how the name sounds.
Do the syllables flow well? Is the name poetry on the ears?
An Arabic name often consists of five parts: A personal name
(izm), an honorific surname (kunya), a patronymic (nasab),
an epithet (lagab), and a byname (nisba). Thus, how a hero
presents him or herself, or how a hero is addressed, depends
upon the situation. A hero’s epithet and byname in particular
speak volumes about his or her identity. It is common for
the various names to be organized in the following way:

Honorific + Personal name + Epithet + Patronymic +
Byname

In addition to, or instead of, an Arabic name heroes from
other cultures may have names originating in their own
cultural (see Chapter 16).

1. Personal Name (Izm)

An izm is a personal first name such as Harun or Zubaida.
Adults are rarely called by these names, and it is considered
an insult to address an elder or someone of higher station by
their personal name. Only the closest of friends refer to each

other by their izm. Here is a list of personal names.

2. Honorific Surname (Kunya)

The kunya is an honorific surname as the father or mother
of someone, such as abu Ma’mun (“father of Ma’mun”) or
umm Muhammad (“mother of Muhammad”). Married ladies
are called by the honorific associated with their first son. The
kunya precedes the proper name, as in Umm Muhammad
Zubaida (“the mother of Muhammad, Zubaida’). As most
character will not have children to begin with, they do not
have a kunya.

3. Patronymic (Nasab)

The nasab is a patronymic, as in the son or daughter of
someone, such as ibn Muhammad (“the son of Muhammad’”)
or bint al-Mansur (“the daughter of al-Mansur”). The
patronymic comes after the proper name, as in Harun ibn-
Muhammad (“Harun, son of Muhammad”) or Zubaida bint
al-Mansur (“Zubaida, daughter of al-Mansur”). In this case,
while Zubaida is al-Mansur’s granddaughter she might
deliberately identify herself as a relative of al-Mansur in
order to gain prestige. Nearly ever character possesses a
nasab, though orphaned characters might not have one.

4. Epithet (Laqab)

A character may have a lagab which is an epithet that appears
after the proper name, such as al-Rashid (“the Rightly
Guided”). A common pattern is based on abd (“servant of”)
plus one of the 99 names of God, such as Abd al-Rahman
(“Servant of the Merciful”). The feminine form of abd is
amat, as in Amatullah (“Servant of God”). Sometimes an
epithet is used instead of a proper name, and some poets
even make up epithets.

5. Byname (Nisba)

Finally, some characters also have a nisha, or byname, that
follows the proper name; it is based on occupation, tribal
or familial descent, place of birth or residence. If the name
contains a nasab then the nisbha usually follows it.

For example al-Abbas (“of the family of Abbas”) would
be an appropriate nisba for Harun al-Rashid as well as for
Zubaida, though they are sufficiently removed and distant
relatives for their relations to be acceptable. Likewise al-ar-
Ragqah (“of ar-Raqqah”) or al-Khalifa (“the Successor’)
could be used to describe Harun who established his
imperial palace in ar-Raqqah, away from the administrative
centers of Baghdad.

Thus, while the full courtly name used for addressing
the Caliph is Ameer al-Mumineen (“Commander of the
Faithful”’), he might describe himself as Abu Ma 'mun Harun
ibn-Muhammad al-Abbas (“The father of Ma’mun, Harun,
son of Mohammad of the family of Abbas”). Zubaida might
be called Umm Muhammad, al-Sayyida Zubaida, bint al-
Mansur (“Mother of Muhammad, The Lady Zobeida,
daughter of Al-Mansur”).



Noble Titles

Noble titles appear at the very beginning of the name. If the noble is landed, their title may be followed
by “al-“ and the place name. When addressing a noble it is proper to precede their title with the word “ya”
which means “my.” So when addressing the king of Aksum one would say “Ya al-Malik al-Aksum.”

Male Name Meaning Female Name Meaning
Abdul Servant Ahlam Witty

Ahmed Highly adored Akilah Intelligent

Ali The excellent Alia Exalted

Amin Faithful Amineh Faithful

Badr al Din Full moon of the faith Asiya Healer

Bashar Bringer of glad tidings Badriyyah Resembling the moon
Da’ud Beloved Farida Precious pearl
Diya al Din Brightness of the faith Fatima Accustomed
Fahad Lynx Ghaliyah Fragrant

Faruq Distinguishes truth Halima Gentle

Halim Gentle Hayam Deliriously in love
Hamzah Lion Huma Bird bringing joy
Hassan Handsome Ilham Intuition
Haytham Young hawk Izdihar Flourishing
Imad al Din Pillar of the faith Jayla Clarity

Irfan Thankfulness Kalila Sweetheart
Jabir Consoler Lamya Darkness of lips
Jawhar Jewel Ma’isa Walking proud
Kadir Verdant Maymunah Aspiration
Khalid Eternal Na’ilah One who succeeds
Majid Glorious Najibah Of noble birth
Mas’ud Fortunate Nazirah Equal
Muhammad Praised Rabi’a Spring garden
Mu’awiya Young fox Rasha Young gazelle
Nazih Pure Rima White antelope
Numair Panther Sabirah Patient

Omar Long life Safiyyah Serene

Qasim Distributor Shahdiyah Singer

Rafiqi Kind friend Suhailah Flowing

Sabir Patient Suhaymah Small arrow
Seif al Din Sword of the faith Tahirah Pure and chaste
Sharif Honest Umayma Little mother
Talib Seeker of truth Wardah Rose

Ubaid Faithful Wijdan Ecstasy

Wasim Graceful Yamha Dove

Yasir Wealthy Yaminah Proper

Yazid God will increase Zahirah Luminous
Zahid Self-denying Zubaidah Excellent
Byname Meaning Byname Meaning

Al-Abrash The leper Al-Kabir The elder

Al-Asturlabi The astrolabe maker Al-Katib The writer

Al-Attar The druggist Al-Madina Of Medina

Al-A’war The one-eyed Al-Maghribi Of the Maghreb
Al-Badawi The Bedouin Al-Makki Of Mecca

Al-Baghdadi Of Baghdad Al-Misri The Egyptian

Al-Basri Of Basra Al-Nabil The honorable

Al-Darir The blind Al-Najjar The carpenter
Al-Daylami Of Daylam Al-Nasrani The Christian
Al-Dimashqi Of Damascus Al-Rahib The monastic
Al-Falasifa The philosopher Al-Rumi Of Constantinople
Al-Hashimi Of the Hashim tribe Al-Sufi Of the Sufi sect
Al-Hasib The respected Al-Tayyib The generous, the good
Al-Hejazi Of the Hejaz Al-Uqlidsi The student of Euclid
Al-Hindi The Indian Al-Zarqa The blue-eyed




Names of God | Meaning Names of God Meaning

Allah God Ba’ith Raiser of the Dead

Rahman All Beneficent Shahid Witness

Rahim Most Merciful Haqq Truth

Malik Sovereign Wakil Dependable

Quddus Most Holy Qawiyy Strong

Salam Peace and Blessing Matin Steadfast

Mu’min Guarantor Wali Protecting Friend

Muhayin Guardian Hamid All Praiseworthy

Aziz Almighty Muhsi Account Taker

Jabbar Powerful Mubdi Originator

Mutakabbir Tremendous Mu’id Reinstater

Khalig Creator Muhyi Giver of Life

Bari Maker Mumit Bringer of Death

Musawwir Fashioner of Forms Hayy Ever Living

Ghaffar Ever Forgiving Qayyum Self Subsisting Sustainer

Qahhar All Compelling Subduer | Qajid Finder

Wahhab Bestower Majid [llustrious

Razzaq Ever Providing Wahid Indivisible

Fattah Opener Samad Impregnable

Alim All Knowing Qadir All Able

Qabid Restrainer Mugtadir All Determiner

Basit Munificent Mugaddim Expediter

Khafid Abaser Mu’akhkhir Delayer

Rafi Exalter Aqqal First

Ru’izz Giver of Honor Akhir Last

Mudhill Giver of Dishonor Zahir Manifest

Sami All Hearing Batin Hidden, All Encompassing

Basir All Seeing Muta’al Self Exalted

Hakam Judge Barr Most Kind and Righteous

Adl Utterly Just Tawwab Ever Relenting

Latif Subtly Kind Muntagim Avenger

Khabir All Aware Afuww Pardoner

Halim Forbearing Ra’uf Compassionate

Azim Magnificent Malik al Mulk Owner of All Sovereignty

Ghafur All Forgiving Dhu al Jalal wa al Ikram | Lord of Majesty and Generosity

Shakur Grateful Mugsit Equitable

Ali Sublimely Exalted Jami Unifier

Kabir Great Ghani All Rich

Hafiz Preserver Mughni Enricher, Emancipator

Mugit Nourisher Mani Withholder, Shielder

Hasib Reckoner Darr Distressor

Jalil Majestic Nafi Propitious, Benefactor

Karim Bountiful Nur Light

Ragqib Watchful Hadi Guide

Mujib Responsive Badi Incomparable

Wasi Vast Baqi Ever Enduring, Immutable

Hakim Wise Warith Heir, Inheritor of All

Wadud Loving Rashid Rightly Guided, Infallible Teacher,
Knower

Majid All Glorious Sabur Patient, Timeless

Male Titles Female Titles

Title European Equivalent Title European Equivalent

Malik, Sultan King Malika, Sultana Queen

Emir Prince Emira Princess

Mushir Duke Mushira Duchess

Qadi Count, Justice Qadiya Countess, Justice

Nasquib Viscount Nasquiba Viscountess

Faris Knight Farisa Knight

Mu’allim Master Mu’allima Mistress

Sayyid Lord Sayyida, Sitt Lady
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C}arnv 4. Feats

Dwell not upon thy weariness.

Thy strength shall be according to the measure of

thy desire.
- Arabian proverb
Background Feats Summary
Hadhari Feats
Hometown Advantage You have the upper hand in your hometown.

Informed Citizen

You have a broad knowledge of organizations.

Institutional Education

You studied at a prestigious university.

Madrassah Studies You studied at a school for the poor.
Upstanding You are above slander and a superb witness.
Urban Tracking You can find people in urban areas.

Djinni Feats

Beyond Mortal Reason Attempts to read your mind are hazardous.

Djinni’s Boon

Grant a djinni s boon to a mortal.

Djinni’s Curse

Your curses defy human morality.

Enlarged Ego Your egomania is reflected in your physical size.
Hideous Frighten others with your visage.

Hidden Path Others cannot follow you into Jinnistan.
Supernatural Beauty Mortals are instantly love struck by you.
Supernatural Duplicity Your lies are completely undetectable.

Wish Granting Gain any single power when granting a wish.
Wish Fulfillment Gain any and all powers when granting a wish.
Nomad Feats

Born to Ride You can ride bareback without a bridle or halter.
Desert Hawk You are accustomed to traveling in the desert.
Favored Region You are intimately familiar with a certain region.
Herder You know how to deal with herds.

Nomad Tracker

Your skills at tracking are uncanny.

Thick-Skinned

You get along easier in the wild desert.

Tribal Lore-Keeper

You are a repository of your tribe’s wisdom.

Miracle

Use The Talent to simulate any power.

Natal Astrology

Learn about a person from their birth chart.

Nature’s Avatar

You are the embodiment of the wild.

Secrets of Jinnistan

You know how to enter and conduct yourself in Jinnistan.

Self-Realized Teacher

You have attained mastery of your self.

Sense Destiny

Sense whether a subject is destined.

Sense Heritage

Sense a subject’s true family.

Sense Nature Sense a subject’s Virtue and Vice.

Skepticism You are immune to mind-influencing powers and effects.
Spiritually Fireproof You resist the negative effects of using powers.
Succor You can make many out of one thing.
Sympathetic Adept You can benefit from arcane connections.

The Philosopher’s Stone You have attained a state of perfection.

Tongues Speak and understand all languages.

Water Finesse You’ve developed control over water into an art.
Whirling Dervish Make extra effort to use The Talent.

Wind Finesse You’ve developed control over wind into an art.
Classifying Feats

Inevitably, cases will arise in your game where a player will want to select feats from another Role,
claiming they are within their character’s concept. The Narrator should consider compromising with
the players on this matter, as there is a certain arbitrariness in classifying feats. For example, a scholarly
adept might be allowed to take the Author feat, whereas an Expert described as a “sneaky assassin
wouldn’t be allowed to. As a rule of thumb, if the character has most of the prerequisites for a feat,
there’s a good chance the feat will fit their concept.
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General Feats

Summary

Al-Hajj You benefit from the baraka of holy sites.

Behind the Veil You know how to use a veil to your advantage.
Benefit (courier) You are a messenger for the Islamic postal service.
Benefit (heir) You are a powerful member of the royalty.
Benefit (heirloom) Begin with a family treasure.

Benefit (hideout) You have a secret hiding place.

Benefit (noble title) You are a petty noble.

Blood-Bonded You are extremely close to one or more of your allies.
Benefit (sheikh) You hold a respected position in your community.

Corsair Savvy

Perform tricks when captaining a vessel.

Cultural Familiarity

You are totally comfortable in a foreign culture.

Dashing

You do things with style.

Deceitful Aura

Failed attempts to learn about you yield misinformation.

Destined

You have an undeniable destiny.

Descendant of the Prophet

You are a living relative of the Holy Prophet.

Devout

You regain Conviction by following your faith.

Enchanting Beauty

Romantic interests are love struck by you.

Etiquette You can repair the damage done by words.
Exemplary You lead by example.
Faithful Steed You possess a steed of unsurpassed grace.

Family Djinn

You can call upon a bound djinni ally.

Flying Carpet Savvy

You are an expert maneuvering flying carpets.

Free Diving

Dive to depths others cannot.

Gracious Host

None will break the bond of salt with you.

Hafiz

You have memorized the Holy Qur’an.

Heartening Laugh

Your laughter encourages your allies.

Horse Savvy

You have an eye for a good horse.

Layman’s Medicine

Quicken a patient’s recover.
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General Feats

Summary

Mountaineer You know how to stay alive in the mountains.
Navigation Navigate the ocean without a compass.

Poetic Soul Capture the essence of a subject in poetry.
Quotable Wit Your one-liners are imminently clever.

Read Character Pick up details by interacting with a person.
Sailor’s Lore Pick up rumors at sea.

Scholarly You are immersed in the world of books.
Servant of Fate Fate smiles upon you in dire straits.

True Faith Your faith keeps evil away from body and mind.
Virtuous You may gain multiple virtues.

Well-Traveled

You adapt easily to foreign cultures.

Expert Feats Summary
A Fool and His Money Convince a subject to part with a treasured item.
Affect the Masses You fascinate, inspire, and taunt large crowds.

Alas, My Children May Starve

Leave customers thinking they’ve got a bargain.

Amoral

It is impossible to catch you in a lie.

An Offer You Can’t Refuse

Get a subject to agree to an unlikely deal.

Analyze Device

Determine the properties and function of a device.

Author Compose authoritative corpora.

Barber of the Grand Bazaar Your skills with the razor are legendary.
Beautiful Calligraphy Your masterwork manuscripts are fascinating.
Beggar’s Savvy You know the tricks of the beggar’s trade.
Benefit (muhtasib) You are entrusted with overseeing the market.

Benefit (writ of trade)

You are authorized to trade with other nations.

Between Imagination and Memory

No one can tell the truth from fantasy in your stories.

Business You operate a lucrative business.

Buying Power Take out a loan equal to your Reputation.
Captive Audience Keep a customer trapped with a meandering tale.
Citizen of the World You are known near and far, and always are well received.
Cooking the Books Evade taxes with a forged account ledger.
Costume Maker Create costumes for others.

Da’is Influence the policies of the Assassins.
Deduction Make amazing leaps of logic.

Dishonest Law

Manipulate the Sharia to your own advantage.

Emperor’s Mirror

Make an unreasonable suggestion appear reasonable.

Escape Route

You are an expert at getaways.

Evaluate Evaluate objects, coins, or a business deal.
Favored Audience You know how to work a particular crowd.

Great Inspiration Improved use of one type of inspiration.
Grooming Increase a subject’s Charisma temporarily.

Guide Conversation Get a subject to reveal sensitive information unconsciously.
Hidden Lesson Conceal a hidden moral in your stories.
Historiography You are an expert at analyzing reports and texts.
Honest Law You are well versed in the Sharia.

I1licit Venues You have easy access to criminal markets.
Information Network Your informants encompass a large area.

Inspire (confidence)

Get a subject to give you a chance.

Inspire (critical thinking)

Empower subjects to shake off mental influence.

Inspire (penitence)

Compel guilty subjects to reveal their sins.

Inspire (pity)

Disarm enemies and gain friends with pity.

Instill Panic

Cause a crowd to panic.

King of Beggars

Beggars look up to you like a sovereign.
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Expert Feats

Summary

Knife-Fighting

You are an expert with a knife.

Legal Scholar

Influence court rulings, decisions, and policies.

Linguist

You are gifted with languages.

Mark

Size up suitable victims and fellow thieves.

Master Storyteller

You sense what yvour audience wants.

Medical Science

You’re versed in cutting edge medical practices.

Messenger of Death You can appear as Death incarnate.
Mimicry You can mimic sounds and voices.
Monkey Companion You have a trained monkey.

New Look Overhaul a subject’s appearance.

Plausible Deniability You are overlooked by the authorities.
Presence You are calm and graceful in conversation.

Revisionist Historian

Redefine established historical accounts.

Rhythmic Prosody

You can communicate through music.

Rumor-monger

Sway public opinion about a person.

Ruthless Cliffhanger Leave your audience thirsty for more.

Safe Passage You and your companions travel easier.
Shadowing You are an expert in trailing others.

Silent Step No penalty to Stealth checks when moving.
Skepticism You are immune to mind-influencing powers and effects.
Sleeper Agents You have spies in the homes of your enemies.
Sow Distrust Turn people against each other, or even God.
Street Preaching Extol a Virtue or condemn a Vice.

Surveyor You know everything about maps and mapping.
Theologian Introduce new ethical and moral interpretations.
Trading Empire Influence business and trade policies.

Universal Appeal You suffer no penalties due to Station.

Veiled Threats You may intimidate without consequences.
Martial Feats Summary

Adaptive Fighting You adapt to your opponent’s fighting style.
Battle Cry Your battle cry resonates with the fury of your faith.

Battle of Focus

Your battles begin in the mind first.

Benefit (pardon of the state)

You can pardon unbelievers.

Bonded Ward

You are sworn to protect someone.

Burden Bearer

You may take on the burdens of others.

Captain of the Guard

You are in charge of security.

Champion of the Faith You are loved by followers of your sect.
Command Issue commands to your troops.

Drinker of Wind You are a masterful horseman or woman.
Exhortation Preach to your troops about a virtue.

Eye for Treachery Recognize the tell-tale signs of betrayal.
Fearless You resist fear and intimidation.

Formation Tactics

Provide your allies with cover from vour shield.

General’s Conference

Study and influence an opposing commander.

Heroic Charge

Riding through your enemies you strike them all.

Horseback Stunts

Perform dazzling stunts with your horse.

Improved Mounted Archery

You are an expert using a bow from horseback.

Improved Mounted Combat

You are an expert at horseback melee combat.

In Whose Hands is My Life Your soul is guaranteed Paradise.
Innocuous Combatant You are overlooked on the battlefield.
Interpose Intercept attacks meant for others.

Intimidating Reputation

Even the stories about you are fearsome.
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Martial Feats

Summary

Issue Challenge

Those who don’t fight you lose face.

Knife-Fighting

You are an expert with a knife.

Landed

You can impress peasants to fight.

Lasting Intimidation

Your enemies remember your threats.

Legend of the Seven Seas

You are a legend among sailors and corsairs.

Lion of God

When raging, you are possessed by the Divine.

Master of the Battlefield

You are a highly effective commander.

Merciful Combatant

Those surrendered to you, take no action against you.

Military Rank You belong to an organized military unit.
Mounted Archery Use a bow from horseback.

None Shall Pass Bar attackers from getting to a subject.
On Hallowed Ground You are empowered at sacred sites.

One Against Many Perform maneuvers against multiple foes.
Riposte Take advantage of a poor attack.

Saint of Swords You are known as a defendant of the people.
Sea Dog You are skilled at fighting on ships.

Siege Warfare You are conversant in siege tactics.
Stalwart You resist overrun, rush, and trip attempts.
Tactician You are conversant in battlefield tactics.

Terrifying Charge

Intimidate many opponents on a mounted charge.

Unparalleled Skill at Arms

You excel at tests of arms.

Upon My Life Your oath keeps even death at bay.

Ustadh You are the leader of a mamluk unit.

Veteran You are no stranger to the wounds of battle.
Vicious Attack You inflict grievous wounds on your enemies.

Warrior’s Steed

You may extend yourself for your steed.

Supernatural Feats

Summary

Alchemic Purification

Create alchemic substances.

Ambassador to the Djinni

Receive an audience with djinni rulers.

Analyze Device

Determine the properties and function of a device.

Apprehend the Djinni’s Hand

Recognize the djinni and their works.

Astrometry

Determine distances and timing of celestial events.

Centering

Use Concentration for Will saves.

Deduction

Make amazing leaps of logic.

Divine Sustenance

You live off of prayer, eschewing other needs.

Djinni Prison

Create a prison to trap a djinn.

Earth Finesse You’ve developed control over earth into an art.
Elemental Focus Your powers increase at a natural site.
Esoteric Integrate disparate belief systems.

Experimental Philosophy

Transcend the limits of conventional philosophy.

Fire Finesse

You’ve developed control over fire into an art.

Horary Astrology Answer specific questions via astrology.
Inception Determine the ideal time for a course of action.
Innocuous Adept Your magical capabilities are often overlooked.
Liberator Free the unjustly imprisoned.

Master Wish-Maker Take 20 on Diplomacy checks when wishing.
Medical Astrology Perform remote healings.

Meteorological Astrology Predict natural events via astrology.

Word of God When preaching your words bear the mark of truth.
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There are three categories of background feats: Hadhari
feats, which are accessible only to characters native to
a city, or characters who have assimilated to urban life;
Djinni feats, which are only accessible to the djinni
(though some are accessible to characters with the Djinn-
Touched background); and Nomad feats, which are
accessible only to nomadic characters or characters who
have assimilated to tribal life.

Hadhari Feats

Hometown Advantage (Hadhari)

Prerequisite: Trained in Knowledge (popular culture),
Must be taken at 1% level

Everyone in your hometown knows about you and
welcomes you home with open arms, tending your
wounds, providing you and your companions with
room and board, even taking risks to protect you. You
can use Knowledge (popular culture) in place of Bluff,
Diplomacy, and Intimidate in your hometown. Gain the
benefit of these feats when in your hometown: Connected,
Contacts, and Well-Informed.

Informed Citizen (Hadhari)

You have a broad knowledge of institutions. You may
use any skill you are trained in to identify organizations
connected to that skill (e.g. Knowledge (tactics) could
use used to learn about a military company, while Craft
(weapons) could be used to learn about an arms smuggling
outfit). When doing so, you use Intelligence instead of the
normal ability modifier for the skill. If the organization is
very exotic or complex increase the Difficulty by +5, and
if the group is highly secretive increase the Difficulty by
+10.

New Uses for Any SKkill

Difficulty | Information

10 The beliefs and open agendas of the
organization, as well as its symbol.

15 Headquarters, sphere of influence, and
recent leadership.

20 Public supporters and enemies, and basic
history.

25 Sects and leadership, secret supporters
and enemies, hidden agendas.

Institutional Education (Hadhari)
Prerequisite: Wealth +8

You studied in one of the great institutions of the
Islamic world, such as the old Academy of Gundishapur,
Baghdad’s newly created House of Wisdom, or in the
court of a master scholar in Al-Andalus. You are trained
in any three of the following skills: Knowledge (any),
Language, and Medicine. In addition, if you don’t already
have 4 ranks in the Arabic language, you do now.

Special: Hafiz, Historiography, Honest Law, and Medical
Science become favored feats for you. At the Narrator’s
discretion different feats may be substituted reflecting a
non-standard curriculum.

Madrassah Studies (Hadhari)

You were trained in a madrassah, one of the private
Islamic schools for orphans and the poor. You are trained
in Knowledge (theology and philosophy), and may
make any Knowledge check untrained. However, the
madrassahs are run by religious scholars who often teach
a theological doctrine that ignores or simplifies political
realities. Anytime you fail an untrained Knowledge check
by 5 or more, you receive misinformation instead, which
you consider truth. In addition, if you don’t already have
4 ranks in the Arabic language, you do now.

Special: Hafiz becomes a favored feat for you.

Upstanding (Hadhari)

You are an upstanding member of society, considered
to possess good morals, and in a court of law you are
considered an adl/, an irreproachable witness whose
testimony is always honored in court. You are above
reproach; slander and lies spread about you have a +8 DC
to catch on. Likewise, powers that manipulate people to
turn them against you (e.g. Dominate or Heart Shaping)
suffer a -2 penalty on their power checks.

Urban Tracking (Hadhari)

You can find and follow the trail of people traveling
in cities by asking around. Make a Gather Information
check. The Difficulty of the check is determined by the
amount of time that has passed since your target was in
the area.

Time DC
5 minutes B

1 hour 10
6 hours 15
1 day 20
1 week 30

Other conditions can also affect the base Difficulty. Some
of these modifiers can apply to either you or to the target;
the first value is for you, the second for the target. Bribes
are based on the general wealth of the area; in a slum, a
dinari might be enough to buy you a lot of friends, while
in a merchant district it might be negligible. Intimidation
can be used to bully people into helping you or to
frighten them into covering your tracks — but if you use
Intimidation too much you will quickly become disliked
in the area.
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Condition DC
Every three creatures in the tracked group -1
Target is distinctive (unusual nationality, | -2
dress)

Excellent description available (portrait) -2
Vague description available +5
No description available +10

Target involved in minor incident (brawl, | -2
argument)

Minor bribe or Intimidation (DC 10) -2/+2
Major bribe or Intimidation (DC 20) -4/+4
Disliked in the area +3/-3
Well-liked in the area -5/+5

Target involved in major incident (inciting | -5
a riot)

Retry: The Gather Information check takes a certain
amount of time based on the population of the area
you are searching as showing on the following table.
If you fail the check, you can try again, but as time
passes the trail is harder to find.

Population Size Time Required
Caravanserai or Monastery (20-80 people) [ 20 minutes
Palace (81-400 people) 40 minutes
Village (401-900 people) 60 minutes
Small Town (901-2000 people) 90 minutes
Large Town (2001-5000 people) 2 hours

Small City (5001-12,000 people) 3 hours

Large City (12,001-25,000 people) 4 hours
Metropolis (25,001+ people) 6 hours

It is possible to search a subsection of a community.
You may be in a metropolis, but if you are only
searching in a single district only the population of
that district is considered when determining time.

Without this feat you can use Gather Information
to find people in a city only if the Difficulty is 10
or lower.

Djinni Feats
Beyond Mortal Reason (Djinni)

An adept using powers to read the djinn’s mind sees
images that defy reason in their enormous history,
awesome beauty or terrible atrocity. Such powers
include Dream Shaping, Heart Reading, Mind
Probe, Mind Reading, Mind Shaping, Mind Touch,
and Sense Minds. In order to use such powers on the
djinn, the adept must take the following challenge.
Know the Unknowable: The power check’s Difficulty
increases by +5. If it succeeds, the power works as
normal but the adept’s mind is overwhelmed. If it
fails the adept’s mind is overwhelmed. If it succeeds
by 5 or more the power works normally and the
adept is safe. When overwhelmed, the adept suffers
one (or more) of the following effects chosen by the
Narrator:

* Dazed for one round and shaken for the
rest of the scene.
*  Gains a complication like Grief-Stricken,
Love Struck, or Madness.
*  Learns misinformation as if it were truth.
*  Frightened or awed by that djinn from now
on.
* Unable use powers or skills that require
concentration or maintenance.
If the adept is not aware they are targeting a djinn,
they do not realize they are making this challenge,
and instead make it automatically.

Djinni’s Boon (Djinni)

The djinn can bestow a boon upon a worthy mortal.
Doing so is fatiguing. The maximum number of
boons the djinn can bestow in its lifetime is equal to
either its Wisdom or Charisma (whichever is higher).
See Chapter 11 for a description of different djinni
boons.

Djinni’s Curse (Djinni)

Prerequisite: Curse

When the djinn lays curses it isn’t restricted by
human morality. Instead of using a Difficulty based
on the mortal’s guilt, the mortal must make a Will
save to resist the effects of the curse; the Difficulty
is determined as normally for powers. In addition,
the djinn’s curses cannot be broken by adepts (e.g.
via Dispel) but only by the loophole initially woven
into the curse.

Enlarged Ego (Djinni)

The djinn’s egomania is reflected in its physical
being. The djinn can increase its physical size,
becoming Large as a standard action; if the djinn
makes an extra effort it becomes Huge. This size
change lasts for one scene. However, anyone
pandering to the djinn’s ego can trick the djinn to
“monologue” by making a Bluff check opposed
by the djinn’s Sense Motive; the djinn spends the
round gloating its power and inevitable victory.
Each round, a new Bluff check may be made until
the djinn succeeds its Sense Motive check. While
gloating, the djinn is distracted, allowing others to
use the Stealth skill even while observed.

Hideous (Djinni)

Prerequisite: Must belong to the Ghul or Ifreet
tribe, May not possess the Attractive, Enchanting
Beauty, or Supernatural Beauty feats.

The djinn’s visage is terrifyingly hideous. Anyone
gazing upon the djinn is shaken unless they make
a DC 20 Will save. Additionally, when the djinn
successfully intimidates a subject the subject is
frightened of the djinn for the scene.



Hidden Path (Djinni)

The djinn knows a way into Jinnistan that no one else
can follow. Swirling sands cover all footprints, and
bitter winds bar the way. When the djinn uses the Path
to Jinnistan core ability, other djinn are unable to follow,
and it cannot be magically located via Find the Path or
followed with Plane Shift. Uses of the Find the Path
power simply reveal the djinn is in Jinnistan and nothing
more.

Supernatural Beauty (Djinni)

Prerequisite: Attractive, Enchanting Beauty, Charisma
+5, Must belong to the Jann, Jinn, or Marid tribe.
Mortals who would normally be attracted to the djinn’s
gender are instantly /ove struck (as per the Complication)
upon gazing upon the djinn if the djinn so wishes. Other
djinni who would be romantically inclined must make a
DC 20 Will save or become Love Struck.

Supernatural Duplicity (Djinni)

Prerequisite: Amoral, Trained in Bluff, Must belong to
the Ghul or Shaitan tribe.

Lies told by the djinn are completely undetectable, it is
immune to Truth-Reading, and it may take 20 on all Bluff
checks, even when under stress.

Wish Granting (Djinni)

The djinn knows its inextricable bond to humanity and
either seeks to pursue its enlightenment through servitude
or else to trick humanity for its own benefit. The djinn
can use any single power when fulfilling the wishes of a
mortal (the wisher must be sincere and spend a Conviction
point).

Wish Fulfillment (Djinni)

Prerequisite: 5" level, Wish Granting

The djinn can fulfill even the wildest dreams of a mortal
who makes a wish. To fulfill the wish, the djinn may call
upon any and all powers for one scene.

Nomad Feats
Born to Ride (Nomad)

Prerequisite: Trained in Ride

You take no penalty when riding without a saddle, without
a bridle, harness and tack, or when riding an unfamiliar
mount that you have not trained on.

Desert Hawk (Nomad)

Prerequisite: Trained in Survival

You are accustomed to traveling in desert lands; you
always see thru a mirage, always avoid quicksand, and
are never lost in the desert. On a DC 10 Survival check
you can determine the route to a nearby oasis. This oasis
is 7 days away. For every 5 points by which you succeed
the Survival check the oasis is one day closer (minimum
of one day’s travel).

Favored Region (Nomad)

You are intimately familiar with a certain region; this is
always a geographical region (the Syrian Desert) and not
a political one (Damascus). While in your favored region,
you always know which direction you are traveling and
are never lost. You may also make a Difficulty 15 Survival
check to predict the immediate weather conditions that
day in the region. In addition you gain a +2 bonus to
the following skills in your favored region: Knowledge
(Geography), Knowledge (Nature), Stealth, and Survival.
All track attempts against you are at -2 in your favored
region.

Herder (Nomad)

Prerequisite: Trained in Handle Animal

You know how to deal with large herds. By picking out
the leader of a herd, any Handle Animal checks you make
on the leader affect the entire herd who follow suit. In
addition, you may make a Difficulty 15 Handle Animal
check to predict which direction a moving herd will go.

Nomad Tracker (Nomad)

Prerequisites: Track, Trained in Survival

Your skills at tracking allow you to gain uncanny
information. For every margin of 5 by which you succeed
on the Track check learn one of these facts:

*  The subject’s species (if an animal) or ethnicity
(if a human being)

*  Whether you’ve seen these tracks before (if
you’ve positively identified them before, you
recognize them again)

*  Gender and age of the subject

* Condition of the subject (e.g. wounded, lost,
encumbered)

For example, if you succeeded by a margin of 10
you might learn that the person you are tracking is an
encumbered woman; you might deduce she is pregnant.
In addition, you know how to leave signs that only other
trackers can pick up on.




Thick-Skinned (Nomad)

You gain a +4 bonus on Fortitude saves to resist
heat/cold, starvation/thirst, scouring sands, and high
wind. You are not fatigued after traveling all day.
You qualify for any feats which require Endurance,
such as Diehard or Tireless.

Tribal Lore-Keeper (Nomad)

Prerequisite: Eidetic Memory, Trained in
Knowledge (history) and Perform (oratory)

You are a rawun charged with preserving the rich
oral traditions of your tribe. Anytime you spend
a Conviction point to frame a story of your tribe,
you may also perform weaving at the same time
provided it is tied to your story. Your storytelling
check acts as your weaving check in this case. For
example, imbedded in your story might be the
location of a secret watering hole. Because tribal
lore is rife with superstitions, any time you fail an
untrained Knowledge check by 5 or more, you learn
misinformation as if it were truth.

Genenal Feats

Al-Hajj (General)

Having performed the Hajj to Mecca after a long
journey and great suffering you have earned the
honorific title Hajji (if male) or Hajjah (if female),
proving yourself a devout pilgrim. You may don
a green turban to signify your status. Gain +1
Reputation. In addition, you may benefit from the
baraka at sacred sites by praying there; usually one
day and one night of prayers suffices to benefit.
Special: Sacred sites like the tomb of a saint or the
place of a prophet’s martyrdom often are infused
with the Baraka power, which can only benefit
those whose spiritual channels have been properly
awakened. For Muslims this entails the Hajj. If this
feat is selected by non-Muslims it might be titled
“Devout Pilgrim.” Usually a character is limited
to benefiting from those sacred sites recognized by
their religion. However, a character may sacrifice the
Reputation bonus the feat provides, instead gaining
the benefits of haraka at all sacred sites regardless
of religious affiliation.

Behind the Veil (General)

Prerequisite: Woman

When wearing a veil, you can use subtle eye
movements to convey innuendo. You gain a +4
bonus on your Bluff checks to convey innuendo,
while anyone listening in gets a -4 penalty.

Benefit, Courier (General)

Prerequisite: Endurance or Thick-Skinned, Trained
in Ride

You are employed by the barid, the Islamic postal
service, as a courier, delivering messages between
cities. You begin with a horse. Wherever you
travel, you are authorized to get a replacement
horse if yours is too tired or injured to go on. In
the meantime, your former horse is treated well and
cared for until you return. However, you also gain
the duties Complication.

Benefit, Heir (General)

Prerequisite: Benefit (noble title)

You are an heir to the royal family — you number
among the most powerful people in the caliphate.
You have a Station of 5 and Wealth of 24. You also
gain +1 Reputation. In addition, you gain an extra
Complication of your choosing; blood feud, duties
and envious rival are very appropriate.

Benefit, Heirloom (General)

Prerequisite: Benefit (noble title)

You possess an inherited family heirloom. This is
always the finest example of the treasure, such as
a masterwork weapon, a royal stable, or a grand
library. You may choose one of the treasures from
Chapter 10. The Narrator has the final say over
which treasures are suitable heirlooms. If you lose
your heirloom, you suffer -2 Reputation until you
make restitution to your family.

Benefit, Hideout (General)

You have a secret hideout that only you and your
closest allies know how to find. Anyone attempting
to shadow or track you to your hideout suffers a -
S penalty on their check. While in your hideout
you gain the benefit of one feat that reflects your
advantage. For example, you might be able use
Inspire (fear) when in your hideout. This bonus feat
must be approved by the Narrator.

Benefit, Noble Title (General)

You hold a hereditary title which marks you as a
member of the nobility. You have a Station of 4 and
Wealth of 14. Select or create a title for yourself; see
Chapter 3 for examples.

Special: If you do not take this feat at 1** level and
wish to take it later on, usually you must have all the
appearances of noble office (e.g. plenty of wealth,
servants, resplendent clothes), and either marry a
noble or be vouched for by a noble and gain the
confidence of kings.
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Benefit, Sheikh (General)

You are a respected voice in your community, wise
beyond your years, a venerable elder, or otherwise able to
command attention. You are empowered to act as a voice
for whatever community you represent, whether a family,
a neighborhood, a village, or a tribe. You have a Station
of 3 and a Wealth score of 8. You also gain +1 Reputation.
If you are a woman your title is sheika.

Special: In order to take this feat after 1* level, you must
prove your wisdom to the community that you live in.

Blood-Bonded (General)

Choose one or more of your fellow heroes who also
have this feat. You have grown close to, trust, and would
sacrifice for one another. So long as the heroes can interact
with each other they can spend Conviction on each other’s
behalf. In addition, should one of you die, all the surviving
heroes gain the Dedicated feat with respect to one of the
most cherished values of the deceased, reflecting their
commitment to carry on the fight. Alternately, a character
might become driven by revenge. The Dedicated feat lasts
until completing the mission the deceased died pursuing,
or brining their killer to justice.

Special: This feat is only useful if multiple characters
possess it. Characters are expected to act as close friends;
if they falter in their friendship this feat may be lost
temporarily or permanently.

Corsair Savvy (General)

Prerequisite: Navigation, Trained in Knowledge (earth
sciences)

You may use your Knowledge (earth sciences) skill for
new purposes when near a coast. You can find a hidden

cove, allowing you to use your Knowledge (earth
sciences) as per the Stealth skill to keep your entire ship
hidden from others, opposed by the Notice check of the
captain following you. You can also lure those following
you (or drive those you’re pursuing) onto reef or a shoal,
allowing you to use Knowledge (earth sciences) as per the
Bluff skill, opposed by the Sense Motive of the captain
following you. When in fog, rain, or darkness you can use
your Knowledge (earth sciences) skill as the Stealth skill
to sneak up on another ship.

Cultural Familiarity (General)

Choose a non-Arab nationality whose culture you are
familiar with. You are totally comfortable in this culture.
All your Knowledge skills are already assimilated there,
and you have 2 ranks in two languages of the region.
Alternately, you may choose to have 4 ranks in just one
language.

Dashing (General)

Prerequisite: Attractive, Charisma +2

You are stylishly dressed, confident, and full of bravado.
You may spend a Conviction point to minimize a failure
such that your image doesn’t suffer, or to counter an
effect which would reduce your Reputation. In addition,
you may take the following challenge on any attack or
skill check:

Done with Style: By increasing the check’s Difficulty by
+5, you gain a +2 bonus to your next Charisma-based or
Reputation check if you succeed. Alternately, you may
use the Fascinate or Inspire feat in conjunction with the
action.



Deceitful Aura (General)

Rumor and mystery surround you; no one can
separate the fact from the fiction.

Anytime someone makes an attempt to learn
about you (Reputation check, Gather Information,
Knowledge, Scrying) and fails their check by 5 or
more, they instead learn misinformation as if it were
the truth.

Descendant of the Prophet (General)
Prerequisite: Must be taken at 1* level

You belong to akhl al-Bayt (“people of the house”),
and there exists indisputable proof that you are of
Muhammad’s ancestry. You may or may not realize
this to begin with. You are eligible to become
Caliph, Imam, or any other post that requires
someone to have Muhammad’s blood. When your
family ancestry is publicly revealed you gain +2
Reputation.

Destined (General)

You are destined for a great future. Choose one of
the destinies described in Chapter 10. You may
take this feat multiple times.

Devout (General)

You are devoted to your religion, and take inspiration
from observing its sacred tenets. You can recover
Conviction in a new way. Either choose one method
from below or create one with your Narrator’s
approval. This feat may be taken multiple times.

Observing the Holy Month: During the month of
Ramadan you regain two Conviction points each
day instead of one.

Performing the Hajj: When you perform pilgrimage
to Mecca regain all your Conviction points, not just
one.

Praying at a Shrine: When you pray at a sacred site
considered holy by your sect regain Conviction.
Alternately you may specify a specific type of
haram (holy site), such as the tombs of saints, palace
mosques, or mountaintop Sufi retreats.

Sacrifice: When you willingly make a great personal
sacrifice to further the goals of your sect regain
Conviction. What matters is that at the time you
believe you will suffer for your beliefs and adhere
to them regardless, not that you actually suffer.

Tithing: When you donate 25% of your Wealth to
your sect or community you regain Conviction.
Reduce your Wealth score by one.

Enchanting Beauty (General)
Prerequisite: Attractive, Charisma +2

No one can take their eyes off you. Poets do your
beauty injustice. You know no suitor who is worthy
of your affections. Anyone who would normally be
romantically attracted to you must make an opposed
Charisma check upon meeting you. If they fail you
gain a +4 bonus on all Charisma-based checks with
them. If they fail by 5 or more they are smitten
by you and are treated as being love struck (see
Complications). You may only affect a number of
people this way equal to your Charisma score. If
they succeed, nothing happens. However, should
they succeed the opposed Charisma check by 10 or
more, you become love struck with them; at last you
have found your equal!

Etiquette (General)

Prerequisite: Trained in Diplomacy

You never need to make a Diplomacy check when
dealing with foreign customs. In addition, you may
spend a Conviction point to undo any damage of a
friend’s social blunder the round after it occurs by
deprecating your friend and showering your host
with flowery praise.

Exemplary (General)

You lead by example, a shining beacon to those
around you. Once per game session you may use
this feat to allow the rest of your group to use one
of your skill ranks during a shared activity, such as
sneaking past enemy lines. One check is made for
the entire group. If the group is excessively large,
the Narrator may impose a penalty on the skill
check. You may spend a Conviction point to use the
feat an additional time.

Faithful Steed (General)

Never has there been a more noble and faithful
steed. If you take this feat at first level, you begin
with a trained horse. If you take this feat after first
level it applies to a steed you already have. Your
steed gain the following benefits:

Level | Abilities | Tricks | Special
1-2 +1 1 Bonus steed trait,
Psychic recognition

3-5 hial 2 Devotion

6-8 2 3 Bonus steed trait
9-11 +2 4

12-14 +3 5 Bonus steed trait
15-17 +3 6

18-20 +4 7 Bonus steed trait

Level: Your steed gains benefits according to your
total level. The steed’s combat bonus and saves are
the same as yours.
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Abilities: This is a bonus to any three of the steed’s
abilities: Strength, Dexterity, Constitution, Intelligence,
Wisdom, or Charisma. You choose which ones.

Tricks: These are additional tricks your steed learns
in addition to any you might teach it using the Handle
Animal skill; they don’t count against the normal limit of
tricks known by an animal.

Bonus steed trait: Choose any one virtuous trait or unique
breed trait for your steed. You may choose whether these
are inherent in the steed or only exist as a result of your
unique connection with the steed.

Psychic recognition: The steed is attuned to you, and can
use the Heart Reading power as a 1*-level adept in regard
to you only. Both you and your steed get a +4 bonus on
checks to correctly identify each other. For example,
you might gain this bonus when tracking your steed’s
footprints or spotting your steed though painted by
thieves, while your steed might gain this bonus to realize
you are still its master even though you’ve been turned
into a pig.

Devotion: Your steed gains a +4 bonus on Will saves
against any effect influencing its mind or emotions.

Family Djinn (General)

Prerequisite: Narrator’s approval

Your family is served by a djinni slave bound by an old
relative. By speaking a command word known only to a
few of your relatives, you may conjure forth your family’s
djinn. The djinn is compelled to obey whatever you wish
for, within its power. In addition, your family may set
certain limits on using the djinn, such as never against the
family, only in a dire emergency, etc. If you improperly
treat the djinn or use it for selfish reasons, your family
may strip you of the command word. Severe infractions
will result in losing your family’s name, all wealth
associated with the family, and your name being publicly
slandered. In addition, anytime the djinn commits a crime
(even if it was commanded by a distant relative), you will
be suspected by the authority. Create the family djinn as a
1* level djinni of any tribe.

Flying Carpet Savvy (General)

Prerequisite: Trained in Pilot

You know how to ride flying carpets to optimize their
maneuverability. After spending one minute riding a
flying carpet, you become familiar with that particular
carpet; when you pilot it, the carpet’s maneuverability
increases one rank and it acts as if it had the Wingover
feat.

Free Diving (General)

Prerequisite: Endurance, Trained in Swim

Leaping from perilous heights, you plunge into the
ocean, diving to depths that would make a land dweller’s
lungs burst. You are always considered to be deliberately

diving when falling into water while conscious. You gain
+4 on all Acrobatics or Swim checks to avoid damage
from a dive. In addition, the effects of deep water accrue
against you less than others; you gain +4 on all Fortitude
saves against water pressure damage. You may spend a
Conviction point to put off drowning for one minute.

Gracious Host (General)

You are well known in your community for your generosity
and hospitality. Even your enemies will honor the bond of
salt with you and would never violate the sanctity of your
home by stealing from you or harming you... at least, so
long as they are your guests. Gain +1 Reputation. Also
you get +3 on Diplomacy checks with guests in your
home. If you ever break the laws of hospitality you lose
access to this feat until you make proper restitution.

Hafiz (General)

Prerequisite: Wisdom +1, Eidetic Memory, Trained in
Knowledge (theology and philosophy)

You have completely memorized the Holy Qur’an, which
contains wisdom so clear, so apparent, that it is accessible
to all readers and its wisdom can be applied to every field
of study. The illumination the Qur’an provides you is
only limited by your spiritual progress. Gain a bonus to
all Knowledge skills equal to your Wisdom. Also, gain +1
Reputation and you may use the title hafiz (‘“guardian”)
with your name.

Heartening Laugh (General)

Prerequisite: Charisma +2

Your laughter warms your allies’ hearts and stirs
their souls. Once per game session, when you spend a
Conviction point, you may apply the benefit to all nearby
allies. This is accompanied by a loud laugh in the face of
danger.

Horse Savvy (General)

Prerequisite: Trained in Handle Animal

You have an eye for telling a good horse. Just by looking
at a horse you immediately know its breed, gender, and
one trait it possesses (e.g. balker, biter, willing). By
making a DC 15 Handle Animal check with the horse in
question and spending 10 minutes with the horse, you
can learn any other traits it possesses. You can estimate a
horse’s market price if you know all its traits. Also, you
can train a horse to either mimic or conceal a trait (not
both at once) on a DC 20 Handle Animal check. Lastly,
you know how to breed horses and can selectively breed
in or out certain traits on a DC 20 Handle Animal check.
You gain a +2 or greater bonus to breed horses if you are
in possession of a royal stud book.

>

—



Layman’s Medicine (General)
Prerequisite: Trained in Perform (oratory)

You can use entertaining stories and jests to quicken
a patient’s recovery. When administering to a patient
make a Perform (oratory) check against a Difficult
according to how injured the patient is: Hurt (DC
10), Wounded (DC 15), Disabled (DC 20). If
successful, your distracting stories and jests allow
the patient to make a recovery check in less time.
A Disabled patient gets their next recovery check in
an hour, and a Wounded or Hurt patient in a minute.
You may only use Layman’s Medicine on a given
patient once per day. In addition, your voice keeps
patients undergoing surgery or some other painful
process conscious if need be.

Mountaineer (General)

You acclimate quickly to high altitudes and are
never fatigued from altitude sickness, always
identify avalanche hazards if you take the time to
look, and you can lead a team that is roped together.
You mat take 10 on Climb checks even when under
pressure. You also have a sixth sense about alpine
storms; when such a storm is brewing make a DC 10
Survival check. If you succeed, you have 10 minutes
warning before the storm. For every 5 points by
which you succeed you have an hour’s preparation
before the storm hits.

Navigation (General)

Prerequisite: Trained in Knowledge
sciences)

You know how to use a captain’s diwan (log and
ocean map) and to navigate across the ocean without
a compass. When traveling at sea, you may use your
Knowledge (earth sciences) skill to get from one
point to another via the most reasonable course.
The Difficulty is determined by how far you are
traveling. If you fail this check, the journey takes
twice as long as anticipated as unfavorable winds
and currents slow you down. If you fail by more
than 5, you travel halfway to your destination at
which point you become lost. You may make a DC
20 Knowledge (earth sciences) check to regain your
path once every 12 hours.

(earth

Length of Trip DC
Short (a day or two) 15
Moderate (up to a week) 20
Long (several weeks) 25
Extreme (more than a month) 30

Poetic Soul (General)

Prerequisite: Trained in Perform (oratory)

Your scintillating words transport your listener;
they can actually taste the honey you describe. On

a successful DC 15 Perform (oratory) check you
capture the subject you are describing so exquisitely
that one feat or trait of the subject affects the
audience. When conveying something magical, you
can never capture the full effect, only a faint shadow
of it. For example, by describing a beautiful prince,
you affect the audience with his Enchanting Beauty
feat; women who would normally be attracted to him
may become love struck just from your description.
Alternately, if you had just heard a magic song which
caused you to become younger you could convey
it to the audience if you were trained in Perform
(singing), and they would grow slightly younger.
You must have witnessed the subject in order to use
this feat. The Narrator has final say over what feats
or effects may be described in this way.

Quotable Wit (General)

Prerequisities: Intelligence +2 (secular), or Wisdom
+2 (pious)

You are an endless source of witty repartees and
proverbs. When you say a witty one-liner, you may
spend a Conviction point to designate it as a piece
of “quotable wit.” A piece of quotable wit grants a
+2 bonus to any related situation in which is it used.
A maximum of three pieces of quotable wit may be
used in any game session per character with this
feat. Likewise, only those characters which heard
its original use may benefit from the quotable wit.
Your enemies may not hi-jack your quotable wit;
only your allies may benefit.

For example, Rafiqi the charming rogue, while
facing a band of midget robbers quips: “My mother
always told me bad things come in small packages.”
His player designates this as quotable wit, spending
a point of Conviction. Rafigi gains a +2 bonus to
rolls facing the dwarves that take advantage of
their size. Later, Rafiqis fiancé Arasteh acquires
a magical box with an ominous skull on the front.
Tempted (a magical charm effect) to open it she
muses: “I’d better not. Bad things come in small
packages after all.” Arasteh gets +2 on her Will
save to resist opening the box.

Read Character (General)

Prerequisite: Trained in Sense Motive

You’ve got a keen eye for sizing other people up,
getting a sense of their capabilities and motives
from subtle cues. The way they hold the spoon
might reveal they’re a commoner or have peasant
upbringing. A swagger and hard eyes might reveal
a veteran soldier. You know what to look for, and
more importantly, how to interpret it. You can
determine a character’s Role, allegiance, station,
and experience by observing them. This requires a
Sense Motive check, using the DC specified below.



You may make one check in each category for each target
you deal with; no retry is allowed. Each check requires
at least 10 minutes of observation. An impulsive check
is possible after a single round, but increases the DC by
10. The Narrator should make all checks secretly. If the
check fails by 5 or less, you simply can’t form an opinion.
If the check fails by more than 5, you misinterpret what
you’re seeing and receive incorrect information. You may
take 10 on this check, but you may not take 20.

Task DC
Determine Role 15
Determine station 20
Determine experience 25
Determine allegiance 30

Allegiance: You get a feel of the target’s main allegiance.
This is in broad strokes only, such as “loyalist to the
throne” or “revolutionary.” At the Narrator’s discretion
this might include the name of a nation, organization,
sect, or person. An adept can identify another adept’s
arcane philosophy this way.

Experience: You gauge the target’s rough level of
experience: Amateur (13-4 level), Moderately skilled
(58-8"), Highly skilled (9%-12%), Expert in their field
(131-16"), Legendary (17®-20).

Role: The target’s highest level Role. If you beat the
DC by 5 or more, you also have a sense of the target’s
Archetype. If you beat the DC by 10 or more, you know
all the target’s Roles if they have multiple Roles.
Station: You pick up on clues that give away the target’s
station. If the target is disguised, you must first penetrate
their disguise or the Illusion. If you succeed by 5 or more,
you also have a sense of the target’s Background.
Special: Your target may make an opposed Sense Motive
check to pick up that you’re paying undue attention to
them. Once your target is aware of what you’re up to,
they may attempt to counter with Bluff.

Sailor’s Lore (General)

When you come to a new area at sea you may make a
level check modified by your Wisdom to see if you know
any rumors. The Difficulty of this check is 10 for common
rumors, 15 foruncommon rumors, and 20 to 30 for obscure
rumors. Typical rumors of the sea include shipwrecks,
ghost ships, buried treasure, bounties, uncharted islands,
sea monsters, mermaids, and good fishing.

Scholarly (General)

Prerequisite: 4 ranks in one language

Immersed in the world of books, you can determine the
location of a book pertaining to a topic covered by any
Knowledge skill you are trained in. The Difficulty is
15 for books within your home kingdom, 25 for books
within the Caliphate, and 35 for books outside the empire.
Likewise you may use any appropriate Knowledge skill
instead of your Intelligence when making a Reputation
check to recognize someone. For example, you might use
Knowledge (tactics) to recognize a famous general.

Servant of Fate (General)

You accept what Fate gives and takes away, knowing that
whatever comes to pass has been fore-ordained. In spite
of (or because of) your fatalism, Fate seems to favor you!
When you are in dire straits (e.g. cornered by a hungry
tiger, falling from a cliff, lost in the desert) you may
spend a Conviction point to make a miraculous escape.
For example, a hero about to be killed by a demon might
be saved by three passersby who each tell the demon an
amazing story in exchange for one-third of the claim on
the hero’s life. Each time a miraculous escape is made,
the Conviction cost for the next escape increases by one.
So the second time it takes 2 Conviction, the third time it
takes 3 Conviction, and so on. Eventually, Fate flees even
the most fortunate.

Special: After this feat has been used several times, the
Narrator may allow the hero to replace it with the True
Faith feat.
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True Faith (General)

You are a sincere believer in your faith. You may
take 10 on Will saves to resist any suggestion or
mind control attempt to make you act against your
faith. In addition you may spend a Conviction point
to call upon your faith in the following ways:

*  Automatically succeed your saving throw
against blasphemous magic.

* Repel all vice-aligned djinni, demons, and
undead for a scene as per an automatically
successful use of the Protection power.

» Identify an angel, a person with True Faith,
or a holy person with Baraka.

* A subject instantly recognizes you as a
person of true faith.

If you ever break a major tenet of your faith, you
lose all benefits of this feat till you atone; however,
you permanently lose one way of calling upon your
faith (e.g. the ability to repel evil beings) even after
atoning. This is determined by the Narrator.

Virtuous (General)

You are a hero in an age when too many men are
jackals. During your adventures, you may gain
additional virtues, provided you have adhered to
the new virtue despite great danger or sacrifice; the
Narrator decides when this occurs or you may spend
a point of Conviction to declare when you gain the
new virtue. You may gain two additional virtues.
Increase the number of additional virtues you may
possess by your Wisdom score, and also by one
for each of the following feats you have: Al-Hajj,
Devout, Hafiz, and True Faith. Thus a character with
Wisdom +3 and True Faith could gain 6 additional
virtues.

Well-Traveled (General)

Prerequisite: Etiquette, Trained in Diplomacy

You adapt to foreign cultures more readily than
others. You gain a +5 bonus on any cultural
acclimation checks you make. In addition, you
may spend a Conviction point to acclimate three
Knowledge skills to any culture, reflecting your past
travels there.

Exvpent Feats
A Fool and his Money (Expert)

Prerequisite: Plausible Deniability, Trained in
Bluff

On a successful Bluff check (opposed by Sense
Motive), you convince a person to part with
something they ordinarily would never sell. You
must succeed the roll by 5 or more for favored or
exceptional items, and by 10 or more for heirlooms
or treasured gifts. The person is convinced you need

it more than them, but shortly after giving you the
object, they regain their wits and realize they’ve
been tricked. However, getting the object back may
be socially improper and difficult (because you’ve
since left the scene). You may not trick the same
person more than once, unless you are using a
disguise.

Affect the Masses (Expert)

Prerequisite: Fascinate, Inspire, or Taunt, Trained
in Perform

You may affect any number of people listening to
you who are within earshot when using Fascinate,
Inspire, or Taunt.

Alas, My Children May Starve (Expert)
Prerequisite: Trained in Bluff and Diplomacy
Even while you gouge a naive customer with high
prices, you leave him thinking it was a steal. You
could sell a camel its hump and convince the beast
it was getting a fair price! Every 5 points by which
you win in haggling situation, you may increase the
price of the good you are selling by 50% (instead
of 25%), or you may improve the customer’s
attitude toward you by one step (e.g. indifferent to
friendly).

Amoral (Expert)

Prerequisite: Trained in Bluff

It is nearly impossible to catch you in a lie. You
may take 20 on Bluff checks opposed by a Sense
Motive check when on a mission for your cause. In
addition, anyone using Heart Reading, Mind Probe,
Mind Reading, or Truth-Reading on you must first
succeed an opposed character level test. The adept
rolls d20 + level + Wisdom, and you roll d20 + level
+ Charisma. Only if the adept wins the check does
the power reveal the truth, a check being made as
normal. Otherwise, your nature appears to be vague
and benign.

An Offer You Can’t Refuse (Expert)
Prerequisite: Trained in Diplomacy

On a successful Diplomacy roll to haggle with
another, you can convince them to agree to a deal
they ordinarily would never acquiesce to. You must
succeed the roll by 5 or more for deals involving
something precious to them, and by 10 or more for
deals involving a beloved person or place. The base
price for the item is 100% higher than normal, but
haggling can bring this down.

Analyze Device (Expert or Supernatural)
Through careful study and testing, you can determine
the function and properties of a device. To analyze
a device make a Knowledge check that pertains to
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average maximum bonus, rounded down. For example,
a scholar with 16 ranks in Knowledge (theology and
philosophy) who has written a series of 10 books could
impart a maximum bonus of +2. If you are writing about

a subset of knowledge, you may increase the maximum
bonus by +1.

the device; for example, both a mechanical bridge and a
potion would require Knowledge (physical sciences). If
the check succeeds, you may make another check after
studying the object for the listed time; you may continue
making checks until you fail. Each successful check
determines one function or property of the device. The
amount of time and Difficulty of analyzing depends on
the complexity of the device.

Device DC | Example Study Time
Mechanical, 10 Average lock 5 rounds
Simple
Mechanical, 15 Clockwork 5 minutes
Complex mechanism
Mechanical, 20 Ancient irrigation 10 minutes
Very Complex system
Magical and 25 A brass golem 20 minutes
Mechanical
Completely 30 A flying carpet 1 hour
Magical
Author (Expert)
Prerequisite: 5 ranks in one language, Trained in Craft
(manuscript)

Once you have written at least two masterwork texts on
the same subject, you can create an authoritative corpus,
a collection of your works which provides illumination
on a certain field of Knowledge. In addition, at the
Narrator’s discretion you can provide access to a unique
feat through the reading of the corpus, relating to the
theory you propound. The maximum bonus you can
impart is related to the number of works you’ve written
and your ranks in the pertaining Knowledge skill. Use the

Knowledge Max
# of Works | Max Bonus | Skill Ranks Bonus
2-10 +1 4-7 +1
11-20 +2 8-11 2
21-30 +3 12-15 3
31+ +4 16+ +4

Barber of the Grand Bazaar (Expert)
Prerequisite: Captive Audience, Emperor’s Mirror,
Fascinate, Grooming, Guide Conversation, Inspire
(complacency), New Look, Suggestion, Universal
Appeal, Gather Information 8 ranks, Medicine 8§ ranks,
Perform (oratory) 8 ranks

You are the best barber in the city, your skills with the
razor unparalleled, your gift at gab extraordinary, and
your humility never in question. Noble and wealthy
clients regularly contract your services, and you may be
invited to their palaces. You hear everything, from street
gossip to royal scandals. You always know some legends
or rumors about everyone and everything you encounter.
You may spend Conviction in several new ways:
Exquisite Haircut: You may spend a Conviction point
to take 20 on your Expert level check when using the
Grooming feat.

Harmless Barber: When you are speaking about yourself,
you can spend a Conviction point to convince everyone
that you are hysterically funny (even if you’re acting
seriously), and that you’re utterly harmless.

Pertinent Legend: Usually you know trivia, but you may
spend a Conviction point to recall critically pertinent
information about a subject.

Beautiful Calligraphy (Expert)

Prerequisite: 5 ranks in one language, Trained in Craft
(manuscript)

You may deliberately increase the Difficulty of a
manuscript by 5 in order to make it a truly stunning
piece. If you succeed your Craft (manuscript) check, your
work is considered fascinating as per the Fascinate feat.
Any person looking upon it for the first time is affected.
The effect is maintained for a number of rounds equal to
your Craft (manuscript) skill. You gain a +1 bonus on all
professional skill checks made with Craft (manuscript) to
increase your Wealth.
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Beggar’s Savvy (Expert)

Prerequisite: Blend In, Trained in Bluff, Disguise,
and Knowledge (streetwise)

You are versed in the traditional skills of begging:
conning others, a range of pitiful disguises, and
getting by on scraps. When attempting a suitably
pitiful disguise you may take 20 on your Disguise
check; examples of pitiful disguises include being
crippled, blind, senile, etc. When lying to another,
you may take 10 on your Bluff checks even when
rushed, threatened, or distracted. When in an urban
environment you never need worry about starving
or dehydrating as you have learned to get by on the
scraps of others; you may even make a Knowledge
(streetwise) check to scrounge enough for others to
eat and drink as if you were using the Survival skill.
When moving through a familiar city you may take
20 on your Knowledge (streetwise) checks to find
your way.

Benefit, Muhtasib (Expert)

Prerequisite: Honest Law, Trained in Knowledge
(civics), 4 ranks in one language

You are entrusted by the state with the maintenance
of public morals, especially in the marketplace.
You are authorized to detect and punish immorality,
including the use of false weights and measures, the
adulteration of wares, or poisoning the water supply
or the fields, and generally to enforce the rules of
honesty, propriety, and hygiene. However, you gain
the duties complication.

Benefit, Writ of Trade (Expert)
Prerequisite: Business, Trained in Diplomacy,
Wealth +12

You have acquired rights from the Caliphate to deal
with other nations. You may buy and sell foreign
goods without fear of reprisal from the authorities,
unless such goods are obviously blasphemous (e.g.
copies of a pagan text). You may also use your
write of trade as cover within another nation. On
a successful Bluff check you can use your writ of
trade to gain access to normally restricted areas
of a foreign culture. The Difficulty depends on
how protected the area is: DC 10 for a port city or
a capital, DC 20 for a remote area or one which
requires passing through an off-limits zone, and DC
30 for a secret military fort or a sacred site.

Between Imagination and Memory
(Expert)

Prerequisite: Affect the Masses, Fascinate, Great
Inspiration (awe), Hidden Lesson, Inspire (awe),
Master Storyteller, Ruthless Clifthanger, Charisma
+1, Perform (oratory) 8 ranks

You deeply wunderstand that place between

imagination and memory, where the dreams of
humanity become indistinguishable from historical
accounts. You may be an exquisite historian, but
you know the limits of history. “Truth” is in the eye
of the beholder. Instead you weave stories that give
meaning to life. You may spend a Conviction point
to establish something you told in one of your stories
as fact or fiction. For example, after telling a story
about a buried treasure, you could, upon finding
the entrance to a cave, spend a point of Conviction
and reveal that this is the very same treasure cave
in your story. Alternately, if a group of thieves had
gone to dig up this so-called buried treasure, you
could spend a Conviction point, revealing that
there really is no treasure (or that the treasure isn’t
material but spiritual). Additionally, when you are
telling a story it is impossible for anyone to tell if
it’s true or false; at best powers like Truth-Reading
reveal it as “improbable” or “likely.”

Blend In (Expert)

Prerequisite: Belong to the Banu Sasan (Station 1)
You look like others of your station, and pursuers
find it hard to distinguish you.

You may make a Disguise check without any
preparation when among others of your station
(and wearing clothing of your station), nor do you
suffer any penalty for not having makeup or props.
In addition anyone who fails their Notice check to
find you by 6 or more has chosen the wrong person.
At the Narrator’s option, others of equal or lesser
station aren’t affected by this feat.

Business (Expert)

Prerequisite: Trained in Diplomacy, Wealth +6
You own and operate a business. You may make
a professional skill check to improve your Wealth
score every game session instead of every level
gained. However, when doing so without gaining
a level you run some risks. For every 5 points
by which you fail the check, your Wealth score
decreases by one. Alternately, if you haven’t taken
any risks in between levels, you may take 10 on your
next professional skill check when you gain a level
for “playing it safe.” If you are the chief manager
of accounts, you must take the duties complication;
otherwise you have appointed a steward to oversee
day to day affairs.

Buying Power (Expert)

Prerequisite: Business, Trained in Diplomacy,
Reputation +1, Cannot have been convicted of a
crime or be publicly indebted

You are known for paying back loans. When you
seek to acquire a loan for a purchase, you may
increase your Wealth score by an amount equal to
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your Reputation. When you pay back your loan, you lose
an amount of Wealth equal to your Reputation +1. If you
are unable to pay the loan back you become indebted.
You must pay back your loan within a number of months
equal to your Reputation score at the time the loan is
made.

Captive Audience (Expert)

Prerequisite: Trained in Perform (oratory)

You can keep an initially willing subject trapped as you
tell long meaningless stories, each which digresses into
another tale. You make a Perform (oratory) check opposed
by the subject’s Diplomacy check. If you succeed the
subject is unable to politely excuse himself for one hour
for every 5 points by which you won the opposed check
(minimum of one hour). Of course, he may get up and
leave, but this is always rude and makes a scene — he
loses a Reputation point. In addition, any successful use
of the Fascinate or Taunt feats during this time lasts for the
entire duration (provided the subject doesn’t walk out).
If you fail by 5 or more, the subject becomes unfriendly
toward you and will never contract your services again.

Citizen of the World (Expert)

Prerequisite: Connected, Etiquette, Linguist, Safe
Passage, Trailblazer, Diplomacy 8 ranks, Knowledge
(earth sciences) 8 ranks, Survival (8 ranks), Reputation
+3, Speak 5 Languages

Your extensive travels abroad have earned you a good
reputation. Whenever you travel to a new place you may
spend a Conviction point to be well received. Either you
have been there before or your reputation precedes you.
All your Knowledge skills are acclimated, and you are
able to find someone who speaks your language. You and
all your companions receive free room and board. You
also find restrictions on travel, curfews, weapon permits,
and other minor laws eased up. Slight infractions against
the law are overlooked. You are given help pertaining to
your travels, such as ship repairs or choice of fine steeds
from a stable.

Cooking the Books (Expert)

Prerequisite: Dishonest Law, Trained in Knowledge
(business) and Knowledge (civics)

You make a convincing ledger that creates a false
impression of a business’ earnings. When you (or
someone you’re working for) must make a Wealth check
to pay your taxes, make a Knowledge (business) check
against a DC equal to your (or your employer’s) Wealth
score. For every 5 points by which you succeed, reduce
the Difficulty of all taxes by one for a month. However,
if you fail by 5 or more, you (or your employer) comes
under investigation. If you fail by 10 or more, a dramatic
failure occurs and a warrant is put out for your arrest (and
your employer).

Costume Maker (Expert)

Prerequisite: Trained in Disguise

You may use the Disguise skill to make costumes as per
the Craft skill. Like the Craft skill this requires a Wealth
check, and extra time. The Craft Difficulty becomes
the Difficulty of any Notice checks to see through the
costume. The costume is made for a specific person who
doesn’t need to be trained in Disguise to use it; however
if they are, they increase the Difficulty of the Notice
check to see through the costume by +2. If a person who
the costume wasn’t meant for wears it, they suffer the
penalties listed under the Disguise skill.

Da’is (Expert)

Prerequisite: Amoral, Deceitful Aura, Dedicated,
Fearless, Inspire (Fear), Instill Panic, Secrets of Alamut,
Sleeper Agents, Sow Distrust, Bluff 8 ranks, Diplomacy 8§
ranks, Gather Information 8 ranks, Intimidate 8 ranks, and
Knowledge (theology and philosophy) 8 ranks, Charisma
+1, Must have sworn allegiance to the Assassins

You have been elevated to the status of da "is, missionaries
working directly under the guidance of the Old Man. You
are responsible for finding and training new recruits,
collecting debts, passing on missives to the rest of the

fedayeen, directing counter-espionage, keeping the secrets

of Alamut safe, and disseminating propaganda. You may
attempt to influence the Old Man’s decisions about who
is slain or threatened, thereby condemning new targets
to death or minimizing the damage done to targets you
are sympathetic towards. Doing so requires a Diplomacy
check. The DC is 15 for popular rulings or policies in line
with the Old Man’s goals, DC 25 for unpopular rulings or
policies divergent from the Old Man’s goals, and DC 35
or more for rulings or policies which are overwhelmingly
partisan, self-motivated, or contrary to current goals.
Failing by 5 or more prevents you from using this feat
for several months. Failing by 10 or more results in your
being labeled as a traitor; access to this feat is suspended
until you restore your good standing.

Deduction (Expert or Supernatural)
Prerequisite: Wisdom +2

Firasa is the ability to make inferences from just a little
information, a form of physiognomic divination. Your
skill at deduction is truly amazing, and borders on magic.
You may spend a Conviction point to extrapolate upon
what you already know or gain access to out-of-character
knowledge.

Extrapolate: Choose a skill appropriate to the information
you are seeking. For example, ifit is information regarding
a crime scene, you might rely on your Search skill. The
Narrator must agree with your choice of skill to make a
deduction check. You may not take 10 or take 20 on this
check.

Deduce out of character knowledge: You may make
use of out-of-character knowledge, provided you offer

—



Deduction: Firasa and Deduction

Check Result | Information Example (Searching horse stables)

15 Review pertinent information The princess usually wears sandals and you found bare footprints her size
in the stables.

20 Discover a minor overlooked clue | None of the saddles have been taken off the rack, and judging by the
footprints it would seem the princess went for a bareback ride last night.

25 Discover a major new clue Judging from the impressions left in the hay, the intertwined hair, and
scattered articles of clothing you deduce the princess had a torpid affair
with the musician in the stables.

30 An inspired revelation! The princess’s illicit suitor is actually a djinn disguised as a horse!

a convincing way your character deduces it. For
example, you might deduce that an ally has been
captured by knowing your friend’s psychology and
guessing they went ahead of the group already.

Dishonest Law (Expert)

Prerequisite: Trained in Knowledge (civics)

You know how to manipulate the Sharia to your
own advantage. You may use Knowledge (civics) to
perform cunning legal tricks.

Emperor’s Mirror (Expert)

Prerequisite: Fascinate, Grooming, Suggestion,
Trained in Perform (oratory)

By holding up a mirror to your customer after
finishing a haircut, you may make an unreasonable
suggestion relating to their appearance. For
example, you might suggest they would look far
better with some ridiculous haircut, that they are the
most beautiful person in the kingdom, that you have
splendid robes which will suit their new look (even
though the robes are tattered), etc. This is resolved
as a normal Suggestion attempt.

Escape Route (Expert)

Prerequisite: Blend In, Trained in Stealth

When fleeing from pursuers in a city or town, once
you are out of sight and have cover, you may spend
a Conviction point to take 20 on a Stealth check
as you slip through back alleyways and crowded
streets, utterly confounding your pursuers. If you
are trapped in binds or a prison, you may instead
take 20 on an Escape Artist check to free yourself,
or a Search check to find a secret way out.

Evaluate (Expert)

Prerequisite: Trained in Knowledge (business)
Your business acumen allows you to evaluate the
value of objects, coins, and business deals. This
requires an Intelligence check and at least one
minute. A common object requires a DC 10 check,
whereas a rare object or a wedding dowry might by
DC 15, and a complicated deal involving multiple
merchants might be DC 20. Failure means you have
erred within 25% of the object or deal’s value. For
every 5 full points by which you failed the check,
this margin of error increases by a further 25%. If
you have a suitable tool such as a merchant’s scale
or a book on mercantile law, you gain a +2 bonus
on your check.

Dishonest Law: New Uses for the Knowledge (civics) Skill

DC Task

10 Avoid close inspection within city (not palace) or avoid police harassment

10 Get around the riba — a law preventing the charging of interest

15 Get minor charges dropped or find a biased gadi to try a case

15 Waive minor taxes and fees

20 Create delays (paperwork mismanaged, trials put off)

20 Move wealth between cities or even countries (e.g. from Baghdad to Cordoba), smuggle goods,
or convert illicit goods to silver standard.

25 Find a loophole in the Sharia or make paperwork disappear. Such a loophole may only be used
once and may incite the faithful.

25 Secretly channel money into a “heretical” business or cause

Opposed Skill Check: Create a contract with loose ends. Create/detect a forged legal document. This

is opposed by anyone with Craft (manuscript) or someone with the Dishonest or Honest Law feat

on a Knowledge (civics) check. You must be literate and have Craft (manuscript) in order to forge a

document.
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Favored Audience (Expert)

Prerequisite: Fascinate, Trained in Perform

You specialize in performing to a particular type of
audience, such as an ethnic group (Turks), a social class
(kings), or even a type of djinn (Ifreeti). You must speak
the native language of your favored audience. Gain a +2
bonus on all Fascinate, Inspire, Suggest, and Taunt checks
with your favored audience, as well as a +2 bonus on all
Bluff, Diplomacy, Intimidate, Sense Motive, and Perform
checks with them. You also gain a +2 bonus on your story
modifier when spending a Conviction point to frame a
story before your favored audience.

Great Inspiration (Expert)

Prerequisite: Inspire (any), Charisma +1

Choose one type of inspiration in which you are trained.
You may use that type of inspiration an extra time per
day (so a 6" level Expert specialized in awe can Inspire
three times per day and use awe one additional time per
day). When used on willing subjects, the effects of the
inspiration are doubled. Unwilling subjects must make
a Will saving throw (Difficulty 10 + your level + your
Charisma). In either case, the effects of the inspiration
last for a number of minutes equal to your expert level.
Special: This feat may be taken multiple times, once for
each type of inspiration.

Grooming (Expert)

Your skills at making others look their best are well-
appreciated by all, though rumors do circulate that you’re
quite mad with your razor. All the better to keep your
clientele still! You may groom another given an hour.
Make an Expert level check against a DC of 10 + your
subject’s Charisma. If successful, your subject receives
a +1 bonus to Charisma, and for every 5 points by
which you succeed, your subject gains an additional +1
Charisma. This lasts until the next sunrise.

Special: If you don’t have razors, scissors, and perfumes
you take a -4 penalty on your grooming check.

Guide Conversation (Expert)

Prerequisite: Inspire (complacency), Trained in Gather
Information

You know how to get people to talk about what you want
to hear, without them realizing they’re being manipulated.

When you successfully use Inspire (complacency) on a
target, you may make a Gather Information check opposed
by the target’s Sense Motive check. The target receives a
bonus based on the importance of the information you are
trying to obtain:

Target’s Bonus

Importance | Example to Sense Motive

Trivial What’s your name? +0
Significant Why did the Caliph arrest the Imam? +5
Secret Where is the Caliph keeping him? +10

Top Secret Do they plan to murder him? How? +20

If your Gather Information check is successful, your
target reveals the desired information without realizing it.
If you fail the check by 5 or more, your target realizes that
you were manipulating him or her and becomes hostile.
You may only make one check for each use of Inspire
(Complacency) on the target. You may not take 20 on the
Gather Information check when guiding a conversation.
Your Narrator may give you a bonus or penalty to your
check according to your role-playing the situation.

Hidden Lesson (Expert)

Prerequisite: Trained in Bluff and Perform, and must
have two of the following feats: Fascinate, Inspire (any),
Suggest, or Taunt.

You may conceal a hidden lesson in your stories and
songs, such as an indictment of a king’s taxation policy
hidden amidst flowery prose, or praise for an unsung hero
disguised as rhetoric against traitors. When you perform,
you may use two of these feats simultaneously: Fascinate,
Inspire, Suggest and Taunt. The majority is affected by
one of these feats, and a minority which you designate is
affected by another.

Historiography (Expert)

Prerequisites: 4 ranks in one language, Trained in
Knowledge (history)

1Im ar-rijal, or the “science of biography”, developed after
Muhammad’s death. Islam began to divide into factions
and it became important to trace narrators to the source,
investigating their reputation and reliability. This study is
also known as the science of the Hadith, or the sayings
and life of Muhammad. With access to a document or a
report in question, you may use Knowledge (history) to
analyze it and confirm its authenticity.

Historiography: New Uses for the Knowledge (history) Skill

DC Information

10 Is the author a reliable reporter? Could these individuals have met given where they were in time and
space? Is it likely the author would have access to the information he wrote about?

15 Is the report logically consistent? Does the reported information agree with other historical accounts?
Who is the intended audience?

20 What is the motive of the author? Is he of sound morals or is he motivated by politics, ideology, money,
or factional concerns? What sources were privileged or ignored?

25 Does the report linguistically reflect the words of its supposed author? Does it use vocabulary consistent

with its supposed date of authoring? If the author is unknown, who is a likely author?

—



Honest Law (Expert)

Prerequisite: 4 ranks in one language, Trained in
Knowledge (civics)

You are well versed in the letter and spirit of the
Sharia, and you’re committed to using such
knowledge for the good of your community and
nation. You may use Knowledge (civics) in new
ways.

Illicit Venues (Expert)

Prerequisite: Business, Trained in Bluff and
Diplomacy

You know how to get in touch with “questionable”
elements of society, and you gain access to normally
restricted areas in your city of operations, such as
gambling dens, thieves’ guilds, smugglers, and
slavery rings. You know any secret codes involved,
and you can vouch for a small group of guests. You
always have access to illegal goods when in a city.

Information Network (Expert)
Prerequisite: Contacts, Trained in
Information

You have a network of informants who keep you up
to date on events in your demesnes. You may make
Gather Information checks for an area in which you
aren’t immediately present but your informants are.
You can take 10 on this check, but you cannot take
20. This feat may be taken multiple times to enlarge
your network’s area.

1% feat = A city (check takes one day)

2" feat = A province (check takes one week)

3¢ feat = The entire caliphate (check takes 2-3
weeks)

4" feat = The entire known world (check takes 1-2
months)

Gather

Inspire (Expert)

Prerequisite: Charisma +1

Characters can select the following new effects for
the Inspire feat.

Confidence: You inspire a subject to put their
confidence in you and give you a chance; this may
be choosing you for a dangerous mission, giving you
a chance to atone for a sin, or entrusting you with
important information. To what extent the subject
confides in you depends on their base reaction to
you.

Critical Thinking: Subjects feel more able to think
for themselves, and you empower them to shake
off the effects of mental influence. Make an Inspire
check with a Difficulty equal to the check result of
the mind-affecting feat or power which influenced
the subject. If you succeed, that feat or power no
longer affects the subject. This does not remove
permanent effects like a Curse, heal damage caused
by a psychic attack, or undo the effects of Mind
Shaping. You may not retry using this feat on the
same target still under the influence of the same feat
or power.

Pity: Subjects are filled with pity for you or for one
of your allies. If they are hostile or unfriendly, the
subjects hold off from harming you (or the object
of pity) in word or deed for the duration of the
inspiration effect. If they are indifferent, the subjects
are filled with pity for you, lament your fate, and
exhibit symptoms of sympathetic suffering (e.g. a
lame beggar inspiring pity would leave his audience
with dull pain in their legs, perhaps reducing their
movement by -5 temporarily). If they are friendly
or helpful, the subjects only want to provide for you
(or the object of their pity); gain the benefits of the
Connected feat with the subjects for the duration.

Penitence: You can inspire a guilty subject to
confess their wrongdoing. If the subject is a member
of a differing religion you suffer a -5 penalty on
your Inspire check. If he is a member of the same
sect you get a +2 bonus. If he fails, he confesses a
petty sin. If he fails by 5 or more, he confesses to a
greater sin. If he fails by 10 or more he confesses to

Honest Law: New Uses for the Knowledge (civics) Skill

DC Task

10 Prompt reply for minor request (application, license, permit, visa)

10 Knowing which official to approach and the best time

15 Find an unbiased gadi to try a case

15 Get backup for a specific legal task. Typically this includes a number of 1% level characters equal
to your Expert level who are assembled in one day. You must be able to communicate with a
mosque or honest government official to get backup. Using backup negligently or manipulating
them for extra-legal activities is a criminal offense.

20 Get access to normally secret government documents if they in some way pertain to your
current case.

Opposed Skill Check: Design a contract with no loose ends. Track illicitly gotten wealth. Defend/

prosecute a court case heard by a council (not a dictator). Detect a forged legal document (see Dishonest

Law).
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a terrible sin. Of course, if he has committed no terrible
sin he will not confess, but instead begs for an act of
penance from you. Appropriate penance might consist of
seeking forgiveness from the person he wronged, going
on pilgrimage, or performing a charitable deed.

Instill Panic (Expert)

Prerequisite: Inspire (fear), Trained in Intimidate and
Stealth, Charisma +1

You may cause a crowd of people to panic. Usually this
involves killing someone publicly, but some assassins
prefer to create panic first and strike second. After
performing a suitable terrifying action in a crowded place,
you cause the crowd to work like partial concealment
and total cover for you. Others in the crowd do not have
concealment and receive only partial cover. In addition,
by spending a standard action frightening the crowd,
you subject anyone in the path of the crowd or inside the
crowd to both a rush and trip attempt (Strength +2, Attack
+2). After 10 rounds (1 minute) the crowd disperses.

King of the Beggars (Expert)

Prerequisite: 6" level, Beggar’s Savvy, Blend In,
Contacts, Leadership, Mark, Plausible Deniability, Read
Character, Shadowing, Urban Tracking, Bluff 8 ranks,
Disguise 8 ranks, Gather Information 8 ranks, Sense
Motive 8 ranks, Sleight of Hand 8 ranks, Wisdom+1

You’ve become a banner to whom beggars and other
harafish (urban layabouts) flock, and you provide for
their protection in return for tribute — a choice cut of
the profits they make from their panhandling, scams,
and thieving. It is your responsibility to speak on the
behalf of your beggars with the authorities, and you are
authorized to speak before a qadi. In most cases short of
murder, the authorities will defer to you and allow you to
handle the miscreant as you see fit. However, if you do
not administer justice, the authorities will move in and
are less likely to defer to you in the future. You may spend
Conviction in new ways:

Decoy: When someone thinks they’ve caught you, it
turns out it’s one of your beggars instead if you spend a
Conviction point. Alternately, you can have some object
be a decoy, reflecting your and your beggars’ sleight of
hand.

Word on the street: You can spend a Conviction point to
make a Gather Information check instantly and to take
20 on it.

Knife-Fighting (Expert or Martial)
Prerequisite: Trained in Sleight of Hand, Weapon Focus
(dagger)

Called the “art of dogs” by high-brow nobles, knife-
fighting is practiced in every major city by slum-dwellers,
rogues, murderers, and prize fighters. You can use a
dagger in a grapple or pin. When wielding a dagger, you
may feint as a move action instead of a standard action.
When resisting being disarmed or parrying with a dagger,
you may use Dexterity instead of Strength.

Legal Scholar (Expert)

Prerequisite: Benefit (sheikh or noble title), Eidetic
Memory, Hafiz, Historiography, Honest Law, Informed
Citizen, Well-Informed, Diplomacy 8 ranks, Knowledge
(civics) 8 ranks, Knowledge (history) 8 ranks, and
Knowledge (theology and philosophy) 8 ranks, Reputation
+3

You have been accepted into the Ulema, the clerical body
that dispenses justice, elects the Caliph and guides him
in statecraft. You may attempt to change the outcome
of court cases, influence gadis, and even influence the
Caliph’s policies. Doing so requires a Diplomacy check.
The DC is 15 for popular rulings or policies in line with
the target’s current beliefs, DC 25 for unpopular rulings
or policies divergent from the target’s current beliefs,
and DC 35 or more for rulings or policies which are
overwhelmingly partisan, self-motivated, or contrary to
current policies. Failing by 5 or more prevents you from
using this feat for a month. Failing by 10 or more results
in your being labeled as a heretic; access to this feat is
suspended until you restore your good standing.

—



Linguist (Expert)

Prerequisite: Speak 5 languages

You have a gift for languages. You suffer no penalty
on interaction checks when the subject doesn’t
speak the same language as you. You automatically
understand dialects of any language you are trained
in, though you must make a DC 10 Intelligence check
to successfully communicate in the dialect. When
you are confronted with an unknown language,
make a DC 10 Intelligence check to understand the
gist of what is said by one source; if you are trying
to communicate in the unknown language, the DC
is 15. If you can read and write 5 languages as well,
this feat also applies to the written word. Note that
you only learn the rough idea, not subtle nuances
like hidden biases, poetry, or innuendo.

Mark (Expert)

Prerequisite: Read Character, Trained in Sense
Motive, Wisdom +1

You can size up suitable victims of your trade, and
can readily identify fellow thieves. As a full action,
you may size up a character as either a victim or a
fellow rogue (chose one). You may use this feat a
number of times per day equal to your Wisdom.
Marking a Victim: You learn the target’s total skill
ranks for Notice and Sense Motive.

Identifying a Thief: You learn the target’s total skill
ranks for two skills. You must choose these two
skills from the following list, unless your Narrator
allows otherwise: Acrobatics, Bluff, Climb, Escape
Artist, Intimidate, Sleight of Hand, and Stealth.

Master Storyteller (Expert)

Prerequisite: Trained in Perform (oratory)

Your stories are always enchanting, well crafted,
and leave the audience hungry for more. When
using a Conviction point to frame a story, you
gain a bonus to your story modifier equal to half
your Expert level. You never suffer a penalty for
not finishing your story within a certain time limit,
provided you can end with a clifthanger. In addition,
you are so expressive that you can use Fascinate,
Inspire, Suggest, and Taunt even with those who
don’t understand the language you are speaking.

Medical Science (Expert)

Prerequisite: Institutional Education, Trained in
Medicine and Knowledge (life sciences)

You are trained in the most advanced medical
techniques known in your day. You can take this feat
multiple times. Each time, you acquire a new medical
specialty. References to Difficulties in parentheses
refer to new uses of the Medicine skill. Each time you
take this feat, choose one of the following specialties,
provided you meet any additional prerequisites:
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Bacteriology: You are conversant with principles
of infection and contagion. You are authorized to
examine the dead and to enter a plague quarantine.
Determine if a disease is contagious (DC 10).
Determine if an article of clothing, a corpse, food
or water is (or recently was) a disease carrier (DC
15). With a sample, determines the effects of a
disease, how it spread, and its origin (DC 20). If you
are trained in Craft (alchemy) you make devise an
antidote; this requires achieving a Difficulty equal
to the disease’s strength.

Internal Medicine: You are conversant in the
functioning of the body’s inner organs. Your skills
are in such demand that you are often waived
through when visiting restricted areas, such as an
enemy’s camp, a prison, or a harem. Administer
artificial feeding tube, recuperating a starving or
dehydrating patient who can’t eat or drink (DC 10).
Perform gastric lavage in case of poisoning, thereby
removing the poison entirely from the patient’s
system (DC 15). Resuscitate a victim who is
suffocating or suffocated within the last minute by
introducing a tube directly into the lung (DC 20).

Ophthalmology: You are conversant in the study of
optics and eye disorders. By looking into a patient’s
eye you may determine if they are blind or have a
vision disorder, if they have Dark Vision or Night
Vision, and whether they are seeing something that
others cannot, like an illusion or a djinn (DC 10).
Remove cataracts or treat disease-induced blindness
(DC 15). You can devise a way to pinpoint exactly
where something (or someone) is which is hidden
by invisibility or optical illusion; this requires a DC
20 Notice check, your complete attention, and you
may move no more than 5 feet per round.

Pharmacology: (Prerequisite: Trainedin Knowledge
(earth sciences): You are conversant in the medicinal
uses for herbs and creating drugs out of them. You are
authorized to investigate apothecaries and request
samples if you are suspicious they are adulterating
drugs. Determine the effect of an unknown drug,
herb, or potion (DC 10). Determine whether a drug
will actually do what it is purported to or if it’s a
fraud (DC 15). Reverse engineer a drug or potion to
determine how it was made (DC 20).

Psychology: (Prerequisite: Trained in Knowledge
(behavioral sciences) You are conversant in
treating mental diseases through dialogue. You are
authorized to enter mental asylums to visit any
patient, request case histories, and you can send
a mentally ill person there provided the person is
willing, tricked, or they’ve committed a crime and
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the presiding gadi agrees with your diagnosis. You can
detect subtle or deliberately hidden madness on a Sense
Motive check (DC 20 or opposed by the target’s Bluff
skill). Treating madness is a long, complicated affair (DC
20+) and may involve additional steps beyond those you
were formally trained in.

Surgery: You are conversant in performing advanced
operations. You are authorized to perform autopsies on
the recently dead. Perform minor surgery like extracting
an arrow, removing a rotten tooth, or repairing light burn
damage (DC 10). Perform an autopsy of a corpse to
determine time and cause of death (DC 15 + 2 per day
after death). Perform a complex surgery like amputation,
tracheotomy, removing a tumor, or major cosmetic
surgery (DC 20).

Messenger of Death (Expert)

Prerequisite: Dedicated, Fearless, Hide in Plain Sight,
Improved Critical, Inspire (fear), Instill Panic, Silent Step,
Sleeper Agents, Surprise Attack, Gather Information 8
ranks, Intimidate 8 ranks, Stealth 13 ranks, Charisma +1
When you wish, you are seen as Death incarnate. You
may choose whether you appear as Death to only your
target or to everyone. When you appear as Death, you
automatically Inspire (Fear) and Instill Panic, ifapplicable,
as a free action; the target suffers a -5 penalty on their Will
save. Furthermore, when you do strike, you may take 20
on any surprise attacks you make against your designated
target, automatically scoring an improved critical hit.

Mimicry (Expert)

Prerequisite: Trained in Bluff

You are able to mimic a variety of sounds. Make a Bluff
check. The DC is 10 for basic animal calls, 15 to imitate
voices and accents, 20 to imitate unnatural sounds, 25
to throw your voice as a ventriloquist, and 30 to imitate
another sound and use ventriloquism. If you fail your
check your effort is immediately recognized as a sound
created by a person. If used in conjunction with a disguise
you gain a +2 bonus on your Disguise check.

Monkey Companion (Expert)

You have a trained monkey who follows you around,
helps you beg and maybe to steal, does some neat tricks,
and occasionally has run-ins with the law.

MoNKEY COMPANION

Level | Abilities | Tricks | Special

1-2 +0 1 Monkey Feat, Monkey See
Monkey Do, Usual Suspects

3-5 +0 2

6-8 +1 3 Monkey Feat

9-11 +1 4

12-14 | +2 5 Monkey Feat

15-17 | +2 6

1820 | +3 7 Monkey Feat

Abilities: This is a bonus to the monkey’s Dexterity,
Intelligence, and Wisdom scores.

Bonus Tricks: This is the total number of tricks the familiar
knows, in addition to any you might choose to teach it
using the Handle Animal skill. These tricks don’t require
any training time and don’t count against the normal limit
of tricks known by an animal.

Monkey Feat: Your monkey gets a bonus feat at levels
1, 6, 12, and 18 selected from this list: Acrobatic Bluff,
Blend In, Dodge, Escape Route, Evasion, Far Shot,
Fascinate, Hide in Plain Sight, Improved Evasion,
Improved Initiative, On the Run, Point Blank Shot,
Set-Up, Skill Focus, Skill Training, Slow Fall, Surprise
Attack, Talented, Taunt, Uncanny Dodge. You Narrator
may approve other feats.

Monkey See Monkey Do: You know how to show a
monkey what you want, often making a fool out of
yourself. You can handle or push your monkey as a free
action even if you aren’t trained in Handle Animal. You
can convey complex messages to your monkey through
simple pantomime. You get a +4 bonus on interaction
checks with your monkey.

Usual Suspects: Unfortunately, the law doesn’t look
kindly on monkeys; in fact, you are often preferentially
rounded up when there has been a theft. You are held
responsible for any crimes your monkey commits.
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New Look (Expert)

Prerequisite: Grooming

You can totally overhaul someone’s look on a
successful Grooming check, provided they are
willing. Choose one of the following new looks:
From Rags to Riches: For beggars who have become
princes (and can pay like they’re princes too).
Provided the newly made noble can act the part,
he appears to be lesser nobility (Station 4). If you
succeed your Grooming check by 10 or more you can
make him appear to be greater nobility (Station 5).
From Riches to Rags: For nobles who wish to hide as
commoners. Provided the newly made peasant can
act the part, she appears to be a Banu Sasan (Station
1), and if you succeed your Grooming check by 10
or more you can make her appear to be untouchable
(Station 0).

Hidden/Redeemed Villain: For villains with a
bad reputation they’re trying to beat. Eliminate a
notorious villain’s +10, +5 or +2 Reputation check
modifier. This lasts so long as the villain doesn’t
commit a crime.

Innocuous Hero: For heroes who are tired of the
limelight or who need to keep their activities
secret. Eliminate a notorious hero’s +10, +5 or +2
Reputation check modifier. This lasts so long as the
hero doesn’t take a heroic action.

Plausible Deniability (Expert)
Prerequisite: Belong to the Banu Sasan (Station 1)
No one ever suspects you due to your low status in
the community. Whenever the authorities or elders
look for a culprit or question people involved in a
situation, you are always the last person they think
of. You may claim “I’m but a simple beggar.” This
is always good enough for them unless they have
testimony or evidence of your wrong-doing.
Special: At the Narrator’s permission, a noble
character might be allowed to take this feat,
representing being above reproach and always
having numerous alibis.

Presence (Expert)

Prerequisite: Belong to at least the lesser nobility
(Station 4), Charisma +2

The way you carry yourself marks you as a noble
of impeccable grace. Conversation stops when you
enter the room, and people whisper about you for
hours after you leave. You may take 10 on Bluff,
Diplomacy, Intimidate, and Perform checks even
when under duress. Anytime you succeed by 5 or
more at one of these checks, you have such stunning
flair that it affects not only the person you were
targeting but everyone present in their retinue.
However, you suffer -2 on Disguise checks when
attempting to appear as a commoner.

Revisionist Historian (Expert)
Prerequisite: Historiography, 5 ranks in one
language, Knowledge (history) 8 ranks

As any true scholar knows, history is written by
winners. You are able to come up with alternate
theories of what went down, and to provide
heretofore lost evidence that strengthens your claim.
This requires a Knowledge (history) check with a
Difficulty according to how much the Caliphate
resists your version of history. The DC is 20-25 for
versions of history that fit well in the establishment,
DC 30-35 for histories that are divergent from
current beliefs, and DC 40 or more for histories
that clash with the Caliphate’s version or attack
popular heroes. If you succeed in establishing your
claim, you win a small following of believers. You
must use Diplomacy (or Bluff if it’s all a hoax) to
convince society at large. However, if you fail by 5
or more, you lose 1 point of Reputation, and if you
fail by 10 or more you are accused of heresy and
may be arrested.

Rhythmic Prosody (Expert)

Prerequisite: Trained in Perform (any music)

You have a gifted ear for musical timing and can

communicate messages through your music. When

you use your Perform specialty, you may choose to
follow one of these rhythms:

*  Additive Rhythm: When using the Fascinate,
Inspire, Suggestion, or Taunt feats, you may
extend the duration of whatever feat you used
by making a Perform check, so long as the
subject is still affected. It now lasts for as long
as it normally would.

*  Divisive Rhythm: When using the Fascinate,
Inspire, Suggestion, or Taunt feats you may
choose to delay the effects by up to your
level in rounds, and you may choose to affect
specific targets at different times before then,
or to affect a target for less than the feat would
normally last.

*  Polyrhythm: You may use two of the following

feats simultaneously: Fascinate, Inspire,
Suggestion, or Taunt. Both feats affect everyone
listening.

You may make a Perform check to pick up when
someone is using one of these rhythms. Also, you
may use your Perform skill to make an innuendo
as you would with Bluff; the recipient must make
the same Perform check as you made to pick up the
innuendo.

Rumor-Monger (Expert)

Prerequisite: Affect the Masses, Fascinate, Trained
in Perform (oratory)

You are skilled at biting satire as well as effulgent
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praise, and you can change public opinion towards a
desired target. Make a Perform (oratory) check against
a DC of 15 + your target’s Reputation. When satirizing
the target, for every 5 points by which you succeed, the
target loses one point of Reputation. However, if you fail
by 5 or more you lose one point of Reputation as others
reproach you for your slander. When praising the target,
for every 5 points by which you succeed, the public’s
opinion toward the person improves by one step (e.g.
Indifferent to Friendly). You may not use this feat on the
same target more than once per month. If you are trying
to convince more than 100 people (such as an entire city
or tribe) you must spend a Conviction point.

Ruthless Cliffhanger (Expert)

Prerequisite: Fascinate, Master Storyteller, Trained in
Perform (oratory), Charisma +1

You know how to manipulate your audience. When
you end a story with a cliffhanger, your audience mulls
over what might happen next. Even after the story ends,
whatever feat you were using in telling the story (e.g.
Fascinate, Inspire, Suggest) continues to affect that
audience for a number of rounds equal to your Perform
skill rank. During the intervening period between when
you leave off and when you finish the story, the audience
discusses your story and anticipates its resolution. You
may automatically activate the feat you were using
(Fascinate, Inspire, or Suggest) when you resume telling
the story to the audience again, without needing to make
aroll, assuming the audience is still willing to listen. You
can break a story up into a number of additional parts
equal to your Charisma before losing this advantage.

Safe Passage (Expert)
Prerequisite: Trained in Survival
When traveling you and anyone traveling with you
get along more easily. You may perform any one of
the following actions without having to reduce your
movement (i.e. you may move at your full speed).
*  Get along in the wild by foraging and hunting
(Survival).
* Protect yourselves from dangerous weather
(Survival).
*  Travel in darkness or fog.
*  Avoiding encounters with dangerous animals or
enemy patrols.
Special: You may take this feat multiple times. Each time,
you may perform an additional action while traveling
without reducing your speed.

Shadowing (Expert)

Prerequisite: Blend In, Plausible Deniability, Trained in
Bluff and Stealth

You are a master at the art of trailing others. When in
a crowded street, you may take 20 on Bluff checks to
convince someone you are trailing with Stealth that your

presence is coincidence or otherwise irrelevant. You may
not use shadowing in other environments, such as the
desert or the sultan’s palace.

Silent Step (Expert)

Prerequisite: Stealth 13 ranks

You can make Stealth checks at no penalty when moving,
even when attacking, moving all out, or charging. Like
normal, you still need cover or concealment to hide and
cannot make Stealth checks while being observed.

Skepticism (Expert or Supernatural)
Prerequisite: Intelligence +2 and Wisdom +2

You question your own faculties and motives constantly,
knowing the senses are easily swayed by falsehood. You
are immune to all mind-affecting powers and effects,
including the Fascinate, Inspire, and Suggest feats, as well
as the Dominate, Heart Shaping, [llusion, and Suggestion
powers. However, you also cannot be inspired by allies
or receive benefit of powers like Imbuement. You must
uphold rigorous standards of scholarship, confer with
others about their observations of you, and always seek
to learn the truth or else you risk losing this feat.

Sleeper Agents (Expert)
Prerequisite: Master Plan,
Information

You have “sleeper” agents planted in the households of
your prospective enemies just in the event they might
ultimately be needed. These agents rarely kill — a knife or
note left by an enemy’s bedside usually serves to achieve
your objectives. You have a number of agents equal to
your Charisma, though you may leave where they are
planted open-ended until the need arises, reflecting your
foresight. Once a sleeper has been matched to a household,
they cannot be reassigned for at least one year (to keep
their identity secret). Sleepers are always ordinaries. A
sleeper can make skill checks in regards to the target you
are keeping tabs on, but they cannot attack or kill.

Trained in Gather

Sow Distrust (Expert)

Prerequisite: Inspire (fear), Trained in Bluff, Knowledge
(theology and philosophy), and Perform (oratory),
Charisma +1

Through rhetoric and false analogy you can turn one
person against another or even spark a crisis of faith in
a faithful Muslim. You must spend at least a minute in
conversation with the target. The target makes a Will
save opposed by your Perform (oratory) check. If the
target fails, her attitude toward the other person worsens
one step for every 5 points (or fraction thereof) that you
win the test (friendly turns to indifferent, indifferent to
unfriendly, etc). You may continue sowing distrust in
subsequent rounds until the target makes her Will save.
If the target becomes hostile, she usually won’t attack
outright, rather she’ll begin plotting the downfall of her
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“enemy” out of self-preservation. A successful Will
save doesn’t restore previous attitudinal shifts, but
it does render the target immune to further attempts
to sow distrust.

Alternately you may instead opt to spark a crisis
of faith. If you win the test by 5 or more the target
gains the inner conflict Complication. If you win
the test by 10 or more the target also loses access
to any powers or feats that are based on faith, and
begins to question her religion and its clerics; she
may even seek you out demanding explanation or
seeking guidance.

Street Preaching (Expert)

Prerequisite: Trained in Perform (oratory)

You know how to play on the guilty consciences and
heart-strings of your audience. When you preach
against a vice (or in favor of a virtue) for at least
one minute, anyone listening must make a Will save
against a Difficulty of 10 + half your Expert level.
Anyone who fails the save finds their conscience
won’t let them indulge that vice (or requires them to
act in accordance with that virtue) for a number of
days equal to your Expert level.

Surveyor (Expert)

Prerequisite: Trained in Craft (cartography),
Knowledge (earth sciences), and Knowledge
(physical sciences)

You know if an area has been mapped before,
roughly how long ago, and which library to visit to
find a copy of the map. If the area is highly guarded,
long since forgotten, or a secret, you must spend
a Conviction point to gain this benefit. You know
how to read archaic maps, use a compass and how
to survey land for a building project. As long as
you keep a record of your travels, you may create
authoritative maps of any place you’ve traveled to
(as per the Author feat).

Theologian (Expert)

Prerequisite: Eidetic Memory, Hafiz, Honest Law,
Diplomacy 8 ranks, Knowledge (civics) 8 ranks,
Knowledge (theology and philosophy) 8 ranks,
Wisdom +1, Reputation +3

You are widely recognized as an expert in
jurisprudence, ethics, and philosophy. If you belong
to the Shi’a sect you are given the title Ayatollah
(sign of God). Your views influence not only the
public, but also public policy. You can introduce
new ethical and legal interpretations into Islamic
discourse, and you can attempt to transform heresies
into mere differences of doctrine, thereby saving the
believers from persecution. First, you must formulate
your doctrine. Make a Knowledge (theology and
philosophy) check. The DC is 20-25 for beliefs that

fill well in Islam, DC 30-35 for beliefs divergent
from current thought, and DC 40 or more for beliefs
that clash with core Islamic values. Once you
formulate your doctrine, you must spread it through
oratory. Make a Diplomacy or Perform (oratory)
check opposed by those listening; those who fail
are converted to your doctrine and begin to spread
it. Eventually you will be invited to argue before
the Ulema; during this debate you gain +1 on your
check for every 100 people you’ve converted or for
every political figure you’ve swayed. If your views
hold out, your work will enter the canon of currently
debated theology. You may be invited to meet with
the Imam or the Caliph and if you can convince him,
your doctrine will become an accepted practice of
Islam, or at least your sect of Islam. However if the
check fails by 5 or more, you cannot use this feat for
a month as the scandal simmers down, and if you
fail by 10 or more you are accused of heresy.

Trading Empire (Expert)

Prerequisite: Benefit (writ of trade), Business,
Buying Power, Contacts, Connected, Dishonest
Law, Evaluate, Diplomacy 8 ranks, Knowledge
(business) 8 ranks, Knowledge (civics) 8 ranks,
Wealth +16

Either you are the heir to a vast trading empire or
you have built one through hard work. Your network
consists of several cities with your agents, a couple
ships and numerous caravans. No more than 25% of
your assets can ever be taken from you as they are
so diversified. You may attempt to control the price
of a certain good in a certain area, altering its price
by 25% for every 5 points by which you exceed DC
20 on a Diplomacy check. You may never adjust the
price of a good lower than 25% of its original price,
though there is no upper limit to how expensive you
can make it. You can even influence trade policy with
a Diplomacy check, outlawing a good, or making a
previously outlawed good permissible; the Difficulty
ranges from 25 to 40 depending on how the good is
viewed by the authorities, merchants, royalty, and
society at large. In addition, you have the power to
declare an embargo on another merchant or family.

Universal Appeal (Expert)

Used to working with people from every station in
society, from beggars to princes, you do not suffer
the normal penalties of speaking with those outside
your station, though you do retain the benefits
(intimidating those beneath you, bluffing those
above you). However, if you persist in using your
social station to your advantage in this way, you may
very well lose this feat at the Narrator’s discretion.
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Veiled Threats (Expert)

Prerequisite: Trained in Intimidate

You know how to disguise your attempts at intimidation
with poetically poignant prose. You may retry your
Intimidate checks so long as you fail by 4 or less; the
target doesn’t become firmly resolved to resist. Even if
your Intimidate check fails by 5 or more, the target does
not do the opposite of what you wanted. Observers must
make a Sense Motive check opposed by your Intimidate
check to realize that you were attempting to intimidate.

Wartial Feats

Adaptive Fighting (Martial)

Prerequisite: Assessment, Intelligence +1

You can match the style of your opponent with
mathematically precise postures and moves. For every
2 rounds you fight an opponent you gain one of these
benefits:

*  Adjust Defense: +1 dodge and you are immune
to a single maneuver from your chosen opponent
for the remainder of the encounter. Choose one
maneuver such as Combined Attack, Demoralize,
Disarm, Feint, Finesse, Rush, or Trip.

* Counter: Negate a single combat feat (any
martial feat or general/expert feat with combat
application) they possess in regards to you only.

e Find Weakness: +1 initiative, attack, and
damage.

The maximum number of benefits you can get is equal to
your Intelligence score.

Battle Cry (Martial)

Prerequisite: Rage, Trained in Intimidate, Charisma +1
Your battle cry resonates with the fury of your faith.
When making a battle cry, make an Intimidate check. If
successful, your opponents are not only shaken, but suffer
an additional penalty to attack rolls, checks, and saving
throws (except Toughness saves) equal to your Charisma
modifier. Your foes’ Will saving throws are modified by
+1 for each of their allies you are trying to intimidate. In
addition, if they fail the save by 5 or more, they lose the
benefit of one Command, Exhortation, or Inspire feat they
were benefiting from (your choice). If they fail by 10 or
more, they lose the benefit of all Command, Exhortation,
and Inspire feats they were benefiting from. The Narrator
must decide whether it is possible to intimidate just part
of a large group. You may only use this feat once per
battle.

Special: Your allies can join you in your battle cry if they
are under the effect of Inspire (fury) or Exhortation, or
they have the Rage feat. Each ally joining your cry adds a
+1 bonus to your Intimidate check.

Battle of Focus (Martial)

Prerequisite: Trained in Concentration

You know that the real battle is being fought in people’s
hearts and minds, and that crossing swords is only the
outward expression of a deeper conflict being played out.
Before beginning an anticipated battle make an opposed
Concentration check with your opponent (or the leader if
facing multiple opponents). If you succeed, your opponent
senses that you have already won the mental game and
is more likely to seek a peaceful resolution. However, if
they still seek to fight you, you gain a +10 bonus on your
first attack roll.

Benefit, Pardon of the State (Martial)
Prerequisite: Merciful Combatant

You are authorized to pardon a non-Muslim or a rebel
who you have fought in combat. This promise of safety is
referred to as aman, and is legally binding to all Muslims.
Aman guarantees safe passage to a destination that you
name. It may be given at the cessation of hostilities or,
more commonly, to a non-Muslim visiting the Islamic
empire for a time. You are authorized to collect diyya
from anyone who hurts or kills your protected charge.

Bonded Ward (Martial)

Prerequisite: Dedicated, Trained in Notice

You have sworn an oath to protect someone and you have
a sixth sense that alerts you when the subject is in danger.
You gain the duties complication. If you sense danger,
you usually cannot be surprised by it. This feat may be
taken multiple times; each time it is selected the oath
covers more people:
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1. Individual: When you are adjacent to the
subject they gain a +2 bonus to Defense.
You make a Wisdom check to sense
whenever the individual is in danger. If you
succeed by 5 or more you have a general
sense of the type of danger.

2. Family: When you are adjacent to any
member of the family they gain a +2 bonus
to Defense. You make a Wisdom check to
sense whenever any member of the family
is in danger. If you succeed by 5 or more
you know exactly who is in danger. If you
succeed by 10 or more you have a general
sense of the type of danger.

3. City/Sect/Tribe: When you are adjacent to
any member of the city/tribe/sect they gain
a+2 bonus to Defense. You make a Wisdom
check to sense whenever the city/sect/tribe
is in danger. If you succeed by 5 or more
you know exactly who is in danger. If you
succeed by 10 or more you have a general
sense of the type of danger.

Difficulty Immediacy of Danger

10 Imminent threat to the subject within one
or two rounds.

15 Impending threat to the subject within
a few minutes.

20 Distant threat to the subject within
a few hours.

Burden Bearer (Martial)

You can take on the burdens that others are not
strong enough to bear. By spending a Conviction
point you may transfer another’s Complication to
yourself provided you could feasibly take action to
do so (e.g. transferring another’s shame is possible,
but not their missing hand). Also, treat your Strength
as 2 points higher for the purpose of carrying and
lifting.

Call Mount (Martial)

Prerequisite: Faithful Steed, Trained in Handle
Animal

With a whistle your horse appears in one round,
as long as it could have been reasonably close
by. If you are separated from your horse, such as
having gone to Jinnistan without it or the horse was
knocked overboard during a storm, you may spend
a Conviction point to gain this benefit; fate has
smiled upon your worthy steed and brought you two
together again.

Captain of the Guard (Martial)
Prerequisites: Bonded Ward, Dedicated, Defensive
Attack, Defensive Stance, Eye for Treachery, Read
Character, Upon My Life, Notice 8 ranks, Search 8
ranks, Sense Motive 8 ranks

You have been appointed to the vaunted post of
captain of the guard. Most cities have five such
positions, for the caravanserai, the city watch, the
ruler’s harem, the palace, and the prison. Thus your
title might be “Captain of the Harem Guard” or
“Royal Bodyguard of the Sultan.” You are always
considered to be taking 20 on your Notice, Search,
and Sense Motive checks, unless you are flat-footed
or distracted. You may spend a Conviction point to
keep an eye on someone who you’re suspicious of;
before that person takes any action against whom or
whatever you are guarding, you may make a Sense
Motive check to realize their intention in advance
(you can’t take 20 on this check).

Champion of the Faith (Martial)
Prerequisite: True Faith

People revere your faith and prowess. Anywhere you
travel, devout laypeople will give you lodging and
food, and mosques will provide you with healing
and guidance. Among believers of your same sect
you gain +4 on all Diplomacy checks. You may
be called upon by religious authorities to redress
attacks against the faith; failing to act in this regard
may result in loss of this feat.

Command (Martial)

Prerequisite: Trained in Intimidate, Charisma +1
You know how to command large numbers of
troops with your intimidating voice. When issuing
commands, make an Intimidate check to determine
how many soldiers obey your commands. Player
characters with warrior levels who choose to follow
your commands also gain the benefits of your
commands. Adepts and experts only benefit from
your commands if they have some value in battle
and have trained with you. You can affect any
number of subjects who can hear your voice. You
can use Command once per day per two Warrior
levels (rounded up).

Difficulty | Percentage of Troops Obeying Commands
10 25% of untrained force (50% of trained force)
20 50% of untrained force (75% of trained force)
30 75% of untrained force (100% of trained force)

You may give the following commands using a
move action:

Ambush: Provided all your troops are hidden from
the enemy, you give a cry which causes your troops
to attack at the same time. Your troops share your
initiative during the surprise round.
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Charge: Your troops share your attack roll on a charge.
In addition, they also share either your Overrun or Rush
check, if you command them so.

Defense: Your troops share your Defense for either a
dodge or parry roll.

Rally: Your troops share your Will save on a single roll.
If resisting an Intimidate attempt, you may share your
Intimidate check instead.

Retreat: For one round, your troops maintain their
dodge bonus while moving all out. In addition they gain
partial concealment that round, using the terrain to their
advantage.

Special: Inspire becomes a favored feat for you.

Formation Tactics (Martial)

Prerequisite: Shield Training

When standing next to another person with this feat,
you may confer the defense bonus from your shield to
your ally. When performing the Aid action in combat on
behalf of an ally with this feat, you automatically grant
your ally either a +2 attack bonus or +2 Defense bonus
without needing to roll. If you are in a line with multiple
ranks bracing for a charge and you successfully strike the
charging enemy, your ally behind you gets a +3 bonus to
attack; if you miss your ally gets to attack (without the
bonus) as normal.

Drinker of Wind (Martial)

Prerequisite: Animal Empathy, Call Mount, Faithful
Steed, Horse Savvy, Horseback Stunts, Improved
Mounted Combat, Mounted Combat, Warrior’s Steed,
Handle Animal 8 ranks, Ride 8 ranks

You are a legend among those who know about horses and
watching you ride is like poetry in motion. No one will
ever willingly harm your horse, and even your enemies

7 will take good care of it and will consider returning it to

you (though they may ransom it at an exorbitant price).
Wherever you go, your horse always receives the best
care. Your horse gains the Attractive feat and either the
Dashing or Enchanting Beauty feat. If its Charisma is
less than +2, increase it to +2. Furthermore, your horse
gains the benefits of any virtues you possess, when
applicable. When you ride your faithful steed, your horse
may make an extra effort to perform any of the following
maneuvers. At the Narrator’s discretion you may create
new maneuvers.

Faster than the wind: When galloping, your mount can
make an extra effort to move at x10 its base speed for
as long as it continues to gallop until it tires. During this
time, you gain a +4 bonus to Defense and you suffer no
damage when charging through fire or smoke. If you are
running on loose earth or sand, you may kick up a cloud
of dust in a line behind you that acts as fog for a minute
and can be seen for a mile.

In mountains or at sea: Your horse may make an extra
effort to make a Climb or Swim check as if it had 4 ranks
in that skill. The horse spring, strains, and carefully picks
its way up a steep slope with astounding grace, and it
swims through even fierce waves with determination.

Jump the spawning gap: Your mount may make an extra
effort when making a running jump to gain a +10 bonus
on its Jump check.

Exhortation (Martial)

Prerequisite: True Faith, Charisma +1

Your words inspire the faithful who fight alongside
you, allowing you to transfer certain feats to the valiant
fighters you lead. Choose one of the feats you possess to
preach the virtues of. After speaking for one minute make
a Diplomacy or Perform (oratory) check with a Difficulty
according to the chart below.

Difficulty | Faith of the Troops

10 Most possess the Dedicated or True Faith
feats and are devout Muslims

20 A few very pious men lead a more secular
group of Muslims or dhimmi

30 Impious, wunruly, pagan, politically
splintered, or otherwise difficult group

i



If you succeed, the troops gain the feat. Only those
troops who meet the prerequisites of the feat gain
its benefit (as if they had spent a Conviction point).
If other heroes are among those listening they must
make a Wisdom check against a Difficulty of 30 minus
your Diplomacy check in order to benefit from your
exhortation. The bestowed feat lasts for one scene as
determined by the Narrator; you may only bestow one
feat at a time.

Special: You gain Inspire as a favored feat.

Eye for Treachery (Martial)

You have a penchant for identifying the tell-tale signs
of betrayal. You gain a +2 bonus on all checks to detect
concealed weapons and poison. You are entitled to a
Search check to notice concealed weapons as if you
were actively looking, so long as you are within 60
feet of the person and you can see them (though you
do not gain the +2 bonus when searching this way).

Fearless (Martial)

You resist fear and intimidation. Effects that would
result in you being “panicked” are reduced to being
“frightened”, “frightened” results are reduced to
“shaken,” and “shaken” effects are ignored.

General’s Conference (Martial)

Prerequisite: 6" level, Leadership, Read Character,

Tactician, Trained in Knowledge (tactics) and Sense

Motive

When you meet with an opposing army’s commander

on the eve of battle, you may attempt to learn what

they’re planning or even to influence them. However,

because this involves sharing information in order to

learn more, even if the other commander doesn’t have

this feat, they can benefit from it if they beat you at an

opposed interaction check as described below.

Anticipate battle plans: Make a Sense Motive check.

If successful, you learn one piece of information.

For every 5 points by which you exceed their Bluff

check you learn an additional piece of information.

Information you might learn includes:

*  Time of day troops will deploy

e Direction of main offensive; which flank will be
attacked

*  Which troops will be fielded and condition of
those troops

*  Who will be leading the attack

*  How you can identify the opposing commander in
battle

Influence battle plans: Make a Bluff, Diplomacy,
or Intimidate check, depending on the situation. If
successful, you can make one of the following changes
to the commander’s plans. For every 5 points by which
you win the opposed check you can make an additional

change. Ways you might influence the plans include:

e Delay battle by up to one day or until better
weather

* Agreeing to move the battlefield to a different
site

»  Guarantee withdrawal of badly wounded troops

»  Secure the release of a key prisoner of war

*  Pressurethe commander into making an immediate
offensive

Heroic Charge (Martial)

Prerequisite: Mounted Combat, Move-by Action,
Spirited Charge, Ride 8 ranks

Riding through your enemies you strike them all down.
While moving at an accelerated pace while mounted
you may strike any enemy adjacent to your movement,
whether or not they attempt to block you. You make
one attack against each opponent who you ride past.
When blocked by an opponent you may make a melee
attack instead of a trip attack; if you succeed by 5 or
more on the attack, you continue your movement as
normal, otherwise your charge is blocked. Using this
feat is a full-round action.

Horse Breaking (Martial)

Prerequisite: Animal Empathy, Trained in Handle
Animal and Ride

You know how to tame wild horses. You may use
your Ride skill as a grapple check when attempting
to mount a wild horse. If you succeed in pinning the
hostile horse you may use Handle Animal on the horse
as an extra effort. You must grapple the horse several
times in order to completely break it, after which it
may be trained as a normal horse.

Horseback Stunts (Martial)

Prerequisite: Trained in Acrobatics and Ride

You can perform death-defying maneuvers on
horseback. You may perform any of these challenges
with the Ride skill:

Fistful of Reins: Increase the Difficulty by +5 to get up
to three additional animals to perform the same riding
maneuver as you provided you hold the reins and are
mounted. You may take this challenge multiple times,
each time increasing the number of animals by three.
Stand: You can stand on your mount by increasing the
Difficulty by +5. You can increase the Difficulty by
+10 to stand on two horses at once and ride them.
Swooping Grab: You can pick up an object or willing
person and swoop them into your saddle by increasing
the Difficulty by +5. If the person is unwilling you
must have the Improved Grab and Move-by Action
feats, and succeed at a grapple check.

Wheeling Charge: While moving all out you can
change direction by up to 180 degrees when moving
all out by increasing the Difficulty by +5.
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Improved Mounted Archery (Martial)
Prerequisite: Mounted Archery, Mounted Combat, Trained
in Ride

The penalty you take when using a ranged weapon while
mounted in halved: -0 instead of -2 if your mount is taking a
double move, and -2 instead of -4 if your mount is running.
In addition, you may fire at any point during the move, not
necessarily at the halfway point, and you may fire in a 360
degree circle around you even while galloping.

Improved Mounted Combat (Martial)
Prerequisite: Mounted Combat, Trained in Ride

For every 4 levels you have as a Warrior (round up), you
may use the Mounted Combat feat one additional time per
round. In addition, add your mount’s Defense to your Ride
check to negate a hit.

In Whose Hands is My Life (Martial)
Prerequisite: Champion of the Faith, True Faith

Your immortal soul is assured Paradise, and you are immune
to any effects which target your soul, such as an undead
creature’s energy drain, or the Drain Vitality and Imbue
Unlife powers; however, you are also immune to Imbue
Life. When you fight in battle, you are completely immune
to fear and intimidation. All allies fighting alongside you
who have the True Faith feat are inspired by your valor
in the face of death and gain the temporary benefits of the
Fearless fate. Should you die in battle, you become a martyr
for the faith.

Innocuous Combatant (Martial)

You blend into the background of large battle. Others
overlook you as long as you aren’t taking offensive action.
Your enemies must make a Notice check to target you
specifically. The base Difficulty is 25 — your Reputation.
There must be at least 10 combatants involved to use
this feat. The Difficulty is increased by one for every 100
combatants involved. In addition, the Difficulty is decreased
by 2 for each of the following conditions you meet: You are
on horseback, you are bearing a standard, you are issuing
commands or you are in the midst of battle, instead of on the
outskirts. Once you have taken violent action, or otherwise
clearly identified yourself as a target, this feat no longer aids
you in the battle.

Interpose (Martial)

Prerequisite: Seize Initiative

You can place yourself between an ally and an attacker,
saving their life while risking your own. When you are
adjacent to a target you may declare you are interposing
yourself as a reaction before the attack is rolled. If the attack
misses the target by 5 or more it hits neither of you. If the
attack just misses or hits the target, you are hit instead. If the
attack hits the target by 5 or more, it bypasses you and hits
the target as intended.

Intimidating Reputation (Martial)

Prerequisite: Lasting Intimidation, Trained in Intimidation,
Reputation +1

Even stories about you are fearsome. You may spend a
Conviction point to have a member of the supporting cast
on your enemy’s side relay a story of just how terrifying
you are. This acts as an Intimidate check even if you are
not there; make an Intimidate check modified by your
Reputation. If successful the enemy is automatically shaken
upon encountering you for the first time. Furthermore, when
you actually meet your enemy they become frightened for
one scene if you manage to successfully intimidate them.

Issue Challenge (Martial)

You may issue a challenge to a person who is either present
or within the same city or province as you. If they are not
physically present, they hear about the challenge within
1-4 weeks, depending how far away they are. Failing to
respond to the challenge or outright refusing the challenge
results in the loss of a Reputation point. You may only issue
a challenge against a given opponent once; subsequent
challenges against the same opponent require you spend a
Conviction point. Challenges must be spaced at least one
month apart.

Landed (Martial)

Prerequisite: Benefit (noble title)

You possess lands which you must oversee, protect, and
gather taxes from; you gain the duties Complication. You
have the right to impress peasants on your land to fight in
your battles and you have the right to confiscate the property
held by a free tenant found guilty of committing a crime.
When impressing peasants, make either a Diplomacy or
Intimidate check; the Difficulty of this check is according
to how popular your cause is. Using Diplomacy implies
that you will share the spoils with the people whereas
using Intimidate risks driving some families away (thereby
lowering your effective Wealth score the next time you try to
impress peasants). The Narrator may modify this check by
up to +/- 5 according to the circumstances, like your chance
of victory or having an ally muster popular support. You
gain a number of 1*-level Warriors equal to your Wealth
score as a base. For every margin of 5 you beat the check by,
you gain an additional number of 1%-level Warriors equal to
your Charisma. Each additional time you attempt to impress
peasants within the same year, the Difficulty increases by
+5.

Difficulty | Popularity of Cause

10 Immensely popular cause with broad
support

20 Somewhat supported cause that benefits the
peasantry

30 Partisan or questionable cause lacking
popular support

>
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Lasting Intimidation (Martial)
Prerequisite: Trained in Intimidate

When you intimidate an enemy, your name is burned
in their minds for a long time. You may make one
demand of the target’s future behavior, such as
not revealing that they saw you, not attempting to
waylay travelers on the bridge anymore, etc. Before
violating your demand for the first time, the target
must make a successful Will save against your
Intimidate check. The target may attempt to violate
your demand once per day. After they succeed their
Will save, the force of your intimidation fades.

Legend of the Seven Seas (Martial)
Prerequisite: Corsair Savvy, Deceitful Aura,
Intimidating Reputation, Lasting Intimidation,
Leadership, Navigation, Sailor’s Lore, Sea Dog,
Acrobatics 8 ranks, Climb 8 ranks, Intimidate
8 ranks, Knowledge (earth sciences) 8 ranks,
Reputation +2

Your name is whispered with dread and awe on
the high seas. You gain ownership of your own
boat if you don’t own one already; typically this
is a finely crafted dhow whose crew recently lost
their captain. You may make a Gather Information
check to learn about corsair contracts being offered
by the various emirates, imamates and kingdoms,
as well as the caliphate. You gain a +5 bonus on
your checks to recognize other corsairs. You may
secure a contract from a government on a successful
interaction check (Bluff, Diplomacy, or Intimidate).
The Difficulty ranges from 25 to 40 depending
on your past allegiances, your past successes or
failures, how desperate the target is, and the general
trends of trade and piracy. If you succeed, you gain
a contract which guarantees you the right to keep
what you steal provided you only target the ships of
the government’s enemies.

You may spend a Conviction point to take 20 on
your Intimidate checks. In addition, you may spend
Conviction on behalf of your ship.

Lion of God (Martial)

Prerequisite: Battle Cry, Champion of the Faith,
Exhortation, In Whose Hands is My Life, Inspire
(courage), Inspire (fury), Merciful Combatant, Rage,
True Faith, 8 ranks in Diplomacy and Intimidate,
Charisma +1, Must have a code of honor

The spirit of God enters you when you are fighting
on behalf of your faith. When you enter a rage, you
may spend a Conviction point to replace the normal
Rage benefits with the following: +4 Constitution,
+4 Damage, +4 Defense, +4 Dexterity, +4 Initiative,
+4 Strength, +4 Fortitude, Reflex, Will and
Toughness saves. The spirit of God usually enters
you with a battle cry. In addition, the round after the

Islamic Laws of War
The following acts are forbidden according to
medieval Islamic jurists based upon the Qur’an,
the Sunnah, and books of Figh and Jihad:
1. Killing of non-combatants
2. Executing prisoners of war, except
under very rare circumstances
Mutilation of corpses
4. Burning or otherwise cruelly murdering
people or animals
5. Destruction of crops or

(O8]

wanton

destruction of property

spirit of God enters you, your closest companions
are affected by Inspire (courage) and Inspire (fury)
without you needing to take any action; follow the
normal Inspire guidelines with the exception that
their inspired state lasts till the end of the battle.
Unlike a normal rage, you can use skills or powers
requiring concentration and you may take 10 or take
20 on checks. The spirit of God lasts until the end of
the battle at which point you become exhausted; you
must recover from this fatigue normally.

Master of the Battlefield (Martial)
Prerequisite: 6" level, Command, Exemplary,
General’s Conference, Innocuous Combatant,
Leadership, Read Character, Siege Warfare,
Tactician, Intimidate 8 ranks, Knowledge (physical
sciences) 8 ranks, Knowledge (tactics) 8 ranks, and
Sense Motive 8 ranks
Vast armies are yours to command; you are at home
acting as a commander whether from the sidelines
or in the heat of battle.
When in battle, you are impervious to missile fire
so long as you wear armor, cannot be grappled by
minions so long as you are armed, and can never
be attacked by more than three opponents at a time
when fighting alongside allies.
When directing a battle from the sidelines, make
an opposed Knowledge (tactics) check with the
enemy’s commander. If you succeed, you gain one
of the following commander s boons. Additionally,
for every 5 points by which you succeed, you gain
an additional commander s boon.

* Double the number of times you can use the
Command feat in the battle.

* Use the Exemplary feat an additional number
of times equal to your Charisma.

* Double the degree of your success on a
Knowledge (physical sciences) or (tactics)
check for the purposes of using the Siege
Warfare feat.

*  You may use the Tactician feat a number of
times equal to your Warrior level during the
battle.
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Merciful Combatant (Martial)

Though you may kill, you do so quickly and humanely,
offering to spare the lives of those you fight if they
surrender. Your mercy radiates about you and others
cannot help but to see the earnestness in your offer. Those
who surrender to you will not take action against you
(directly or covertly) while surrendered. If you (or an
ally) ever break the Islamic laws of war, you must make
atonement or lose this feat.

Military Rank (Martial)

You belong to an organized military unit. Though you
must obey the commands of higher-ranking officers,
you can issue commands to those soldiers beneath you
in rank. In general, if a member of your unit outranks
you by 3 levels or more, their orders are to be obeyed
immediately and without question. Of course, this also
applies to those beneath you in the chain of command.
You may requisition military equipment from your unit.
When doing so, treat your Wealth as 4 points higher for
the purpose of Wealth checks made to requisition arms,
armor, supplies, camels and horses. During a requisition
check, add the cost of all the items together — don’t make
a check for each item individually. You are expected to
return all requisitioned equipment when you are finished.
If you repeatedly destroy equipment, your rights to
requisition will be revoked.
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Mounted Archery (Martial)
Prerequisite: Mounted Combat, Trained in Ride

The penalty you take when using a ranged weapon while
mounted is halved: -2 instead of -4 if your mount is
taking a double move, and -4 instead of -8 if your mount
is running.

None Shall Pass (Martial)

Prerequisite: Dedicated, Interpose, Stalwart

When you place yourself between a subject and an
attacker, the attacker has no way to get to the subject
except through you. The subject may flee or stay nearby,
but so long as they don’t engage in battle, they may not be
harmed by the attacker. Only once your are dealt with can
the attacker pursue or target the subject. Certain powers,
such as Wind Walk, may disregard this feat. You can
protect the subject from up to three attackers in this way,
but no more.

On Hallowed Ground (Martial)

Prerequisite: True Faith

When fighting near a sacred site (such as a mosque or
saint’s tomb), you gain the following benefits: Your
weapon and shield cannot be sundered, you always resist
a rush or overrun attempt, and you cannot be surprised.
Furthermore, when resting in a sacred site you gain a
+2 bonus on your Constitution checks to recover from
damage and fatigue. You also get a +5 bonus to Diplomacy
to convince others not to fight during the holy months or
within the sacred territories of Mecca and Medina.

il



One Against Many (Martial or Expert)
Prerequisite: Weapon Focus, Dexterity +1

When fighting against a group of opponents with
your chosen weapon, you may make any special
maneuvers (disarm, feint, trip, rush) simultaneously
against a number of extra people no greater than your
Dexterity score.

Riposte (Martial)

You can spot the weaknesses in your opponent’s
offense created by their blundering attacks. Whenever
an opponent’s attack misses you by 5 or more, you
may make an immediate attack against them as a
reaction out of turn.

Saint of Swords (Martial)

Prerequisite: Adaptive Fighting, Assessment,
Flexible Style, Issue Challenge, One Against Many,
Riposte, Weapon Focus, Weapon Specialization,
Dexterity +1, Intelligence +1, Must have a code of
honor

You have an uncanny knack for being at the right
place at the right time, always ready to defend the
honor of those who cannot defend themselves. Among
the masses, you are known as something of a folk
hero, and they will conspire to aid you when you’re
fighting in their interests. They will always give you
room and board, seek to hide you, retrieve your horse
for you, etc. By rallying the masses, you can also
pressure rulers to grant you the right to collect diyya
from a normally untouchable person (e.g. governor
or prince). This requires an Intimidate check against
the authority figure you want to capitulate; you must
not only intimidate the authority, but you must attain
a certain Difficulty depending on the authority’s
attitude toward the subject you wish to bring justice
to. The DC is 15 if the subject is on shaky terms with
the authority, DC 25 if the subject is on good terms
with the authority, and DC 35 or more if the subject is
the authority’s own flesh and blood.

Also, you may spend a Conviction point to deprive an
opponent of one of these things during one scene that
you face them, provided you come up with a plausible

explanation:
e Their Dexterity bonus (attack, dodge,
initiative)

*  Their Strength bonus (parry and damage)
*  Asingle feat you know they possess

Sea Dog (Martial)

Prerequisite: Trained in Acrobatics and Climb

You know how to fight on a ship. You are not flat-
footed while climbing. You gain a +10 bonus on
Jump checks made on a ship, as you swing around on
ropes. When two ships are broadside, you can make
an immediate attack when boarding the other ship

with a grappling hook. Also, while on a ship you are
always treated as having partial concealment.

Siege Warfare (Martial)

Prerequisite: Trained in Knowledge (physical
sciences) and Knowledge (tactics)

You are conversant in the art of preparing and
defending a siege. You may perform the following
maneuvers:

Fortification: You fortify the area you are protecting.
Make a Difficulty 10 Knowledge (physical sciences)
or (Knowledge (tactics) check. For every point you
succeed by, you gain a bonus point which you may
apply to Fortitude saves for objects. Once the pool
of bonus points is exhausted, your fortifications have
been overcome.

Trench: You dig a trench to stop oncoming troops.
Make an opposed Knowledge (physical sciences) or
Knowledge (tactics) check with the general (or key
advisor) leading the siege. For every point by which
you succeed you can delay the battle one day.

Lay Siege: Using siege weapons you attack a fortified
area. Make a Difficulty 10 Knowledge (physical
sciences) or Knowledge (tactics) check. For every
point you succeed by, you gain a bonus point which
you may apply to Damage inflicted by siege weapons.
You may apply no more than 1 point per 10 rounds
of battle, though you may wait several minutes and
build up several bonus points for a massive offensive.
Once the pool of bonus points is exhausted, your
siege continues as normal.

Stalwart (Martial)

Prerequisite: Dedicated

You stand your ground. Gain a +2 bonus against all
attempts to overrun, rush, or trip you when working
on behalf of whomever or whatever you are dedicated
to.

Sword Dancing (Martial)

Prerequisite: Weapon Focus (scimitar), Trained in
Acrobatics, Intimidate and Perform (dance)

Many tribes throughout the caliphate practice some
form of sword dance, a highly ritualized mock combat
with music, in celebration of victory. By spending a
full round showing off with your sword you gain a +4
bonus to Intimidate. Any sword you wield gains a 5 foot
range increment if used as a range weapon. In addition,
while performing a sword dance to an unsuspecting
audience that is fascinated (as per the Fascinate feat),
you can draw a sword without ending the fascination
on a Difficulty 10 Perform (dance) check. Once your
sword is drawn you can automatically surprise any
fascinated person watching you.
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Tactician (Martial)

Prerequisite: Trained in Knowledge (tactics)

You know how to plan large scale battles, taking advantage

of the terrain, exploiting weaknesses in your enemies, and

knowing when to retreat. In order to use this feat you must
have familiarity with or maps of the battlefield, and scouts
who can report on the enemy’s numbers and position.

When you have time to prepare for a battle in advance,

you gain one of these benefits at any time during the battle,

reflecting your advanced tactical mind:

»  Cover: You are able to find cover.

»  Firing into melee: Ignore the -4 penalty on your attack
roll when making ranged attacks against an opponent
engaged in melee with an ally.

» Imbedded commands: Having planned for this
eventually before battle, you can issue two commands
as a move action, either both to the same group or
each to different groups.

*  Negate opponent’s advantage: Attackers lose one
advantage they have, such as the +1 attack bonus from
higher ground or from being mounted.

*  Ready full action: You can ready a full round action.

*  Wait it out: When both you and your enemy are
delaying and trying to go after each other, you get to
go last, no matter whose initiative is greater.

This bonus is contingent upon some plan that you must
explain; for example an aerial perch for archers might
explain the firing into melee benefit. If this advantage
is compromised, say by warriors raiding the perch, then
the benefit is lost. You may apply this benefit to another
using the Aid Another action, or you issue it to your troops
using the Command feat. At the Narrator’s discretion other
benefits might be allowed.

Special: You may take this feat multiple times, allowing

yourself to gain multiple benefits in a single battle. Master

Plan becomes a favored feat for you.

Terrifying Charge (Martial)

Prerequisites: Mounted Combat, Trained in Intimidate
and Ride

You shake the resolve of even large groups of enemies
when charging into battle on horseback. When you
declare a mounted charge, make an Intimidate check to
demoralize your foes as a free action. You affect a number
of enemies equal to your warrior level plus your Charisma
or Reputation (whichever is greater) instead of just one. If
successful, your enemies are shaken for one round. You
may not use this feat on the same foe more than once per
encounter.

Unparalleled Skill at Arms (Martial)
Prerequisite: Weapon Focus, Weapon Specialization, and
special

Whenever you are put to a test with your chosen fighting
style, you may take 20 on your attack roll for the purposes
of passing the test only. For example, if you are specialized

in archery, you could take 20 on your attack roll during
a test to snuff the flame of a candle with an arrow. In
addition, you gain a benefit according to your fighting
style, provided you have the required feat:

Fighting | Required
Style Feat Benefit
You may take 10 on
your attacks with
Point Blank your chosen ranged
Archery Shot weapon.
You may take 10 on
Weapon attacks with your
Melee Specialization | chosen melee weapon.
Improved You may take 10 on
Unarmed | Strike your unarmed attacks.
You may take 10 on
Improved your opposed grapple
Wrestling | Grab checks.

Veteran (Martial)

Prerequisite: Combat +3

You have fought in many battles and are no stranger to the
wounds of war; indeed, you often resort to combat as a last
resort. You are not stunned after becoming wounded and
you suffer no penalty using Heal on yourself. You gain +2
on Diplomacy checks to avoid violence.

Upon My Life (Martial)

Prerequisite: Dedicated

You may swear an oath upon your life provided you are
following the directions of the person or organization
you are dedicated to, or else trying to protect them.
Anyone hearing you swear this oath has no doubt as to
its veracity. If necessary, this allows you to temporarily
change the target of your dedication (e.g. if your lady
asks you to protect a man, you must do so). Furthermore,
when protecting your ward, or acting in their interest, you
may take standard actions while disabled without falling
unconscious. Instead when you become disabled add
another Aurt result to your condition monitor and you are
stunned for one round. However if you charge or move all
out, you fall unconscious and begin dying the next round.
Additionally, if you are no longer working to protect your
ward you suffer the normal penalties of being disabled.

Ustadh (Martial)

Prerequisite: Dedicated, Formation Tactics, Leadership,
Military Rank, Mounted Archery, Mounted Combat, Shield
Training, Spirited Charge, Ve