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Wakyambi
“The Weavers”

Physical Appearance
The Wakyambi look less like their legendary namesake’s from 
Earth’s Africa and more like beautiful humans with slim, 
sculpted bodies, long fingers, and equally long flexible toes. 
They have little-to-no body hair and can’t grow beards, but 
sport heads full of thick, curly dark hair. Both their skin and 
eyes come in a range of colors from cinnamon to chocolate.

Life Cycle
Except for the fact that most of it happens high in a jungle 
canopy, Wakyambi mating, pregnancy, and birth work similar 
to that of Humans. Their telepathic babies are usually detect-
able by other telepathic family members after about the third 
month of a pregnancy, when conscious thought begins, and 
steps are taken to protect and nurture their emerging intel-
lects as early as possible. Within less than a month after her 
birth, it can be established whether or not a telepathic child 
also has deafness.

Starting Wakyambi Characters
(596, 1,066*, or 1,026** Character Points)

B  A  S  E  W  I  P  R   Rep  HP SP
Cm Cm Cm Cm Cm Cm Cm Dr  Dr  26 23

 Skills
 · Languages: Ki-Wakyambi, Traveler’s Creole

 Powers
 · Climb: Gd
 · Telepathy: Dr * **

 Limitations
 · Deafness: Ph **
 · Muteness: Ex * **

Wakyambi have opposable big toes and can accomplish 
anything with their feet that Humans can do with their 
hands, at a (-1) penalty. They are ambidexterous in both 
their hands and feet, and are as comfortable moving 
through branches and perching in trees as Humans are 
with walking on the ground and sitting in chairs. Between 
their ambidexterity and sense of balance, Wakyambi have 
a slight edge over Humans in hand-to-hand combat. The 
natural upper limit on Wakyambi Brawling is Fantastic, 
and even this limit may be exceeded through magic.

About half of all Wakyambi are born with Telepathy*, and 
can detect the minds of other creatures within 20 m (60 ft) 
of them, just by concentrating. They can hear the surface 
thoughts of anyone of their species that they detect, and 
can communicate mind-to-mind with them. Breaking off 
telepathic communication with a Wakyambi requires a 
Willpower check vs. the level of her Telepathy, unless she 
willing breaks it off herself. It operates with a (-1) penalty 
and range on the minds of other sentient species, and at 
(-2) on non-sentient creatures (animals), so starting Waky-
ambi characters can’t use Telepathy on other species. 
Beyond increasing the level of his Telepathy power, a tele-
pathic Wakyambi can also opt to add on any of the 
Telepathy power’s feats later in the story.

All telepathic Wakyambi have Muteness*, and about half 
of those are also born with Deafness**. A Wakyambi with 
Muteness can only communicate with other characters 
through signing or Telepathy. A Wakyambi with Deafness 
has a (-2) penalty when defending in distance combat, 
unless she can telepathically detect her opponents.

Wakyambi minds are slightly more resilient than those of 
humans, with a natural upper limit of Extraordinary Will-
power, that can be exceeded through magic.
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Children with and without telepathy, a voice, or hearing are 
all raised and educated in the same holistic environment. In 
fact, Wakyambi of all age groups do not segregate them-
selves by their primary way of communicating, and most 
group conversations occur in multiple modes. Wakyambi live 
about a decade or two longer than Humans, but this may 
have more to do with the typical care they give their elders. 
When he dies and exits the story, a Wakyambi drops into his 
own shadow, then the shadow slowly fades away.

Habitat & Range
Most Wakymabi homes are open-walled tree houses with 
simple, circular structures, carved posts, and complex 
patterned weaves on the undersides of their lacquer-sealed 
leaf roofs. When they build on the ground, they may use the 
same general plan and the same roof, but the buildings 
have walls of interlocking clay bricks in tessellating 
patterns. Most Wakyambi furniture either folds up 
or comes apart like a puzzle and is light and easy 
to transport, often incorporating its own travel-
bag into its design. In fact, many of their house-
hold goods are made of patterned cloth 
that the Wakyambi weave on special 
looms, which require the use of four 
limbs at once. The most precious 
items in Wakyambi culture are the 
things most often ignored by 
would-be raiders: their mfumo wa 
kisa, or story-cloths, which look 
like tapestries full of errors in 
their abstract patterns, but are 
actually their writing. Mfumo 
wa kisa are used to pass on a 
settlements’ knowledge of 
mathematics, astronomy, agriculture,
and even some of its martial arts.

Wakyambi settlements tend to be in 
the tropics, but a few pine forest villages 
exist. Major structures are usually linked together 
with rope bridges and ladders. They are often ringed 
with the nests of semi-domesticated monkeys and birds 
that act as sentries and occasional service animals. A few 
of their more powerful settlements have made alliances 
with the colony organisms known as living clouds.

Culture & Customs

The World’s Healers
Their almost complete lack of material wealth, combined 
with their martial arts and unnerving mental weapons, has 
kept most Wakyambi settlements free from raids by other 
species for most of their history. Of course, they get hurt as 
badly as everyone else when Haven is rocked by a War of the 
Falling Stars. However, their injured and maimed manage to 
live far better lives than those of other species, in part 
because the Wakyambi extend what they know —about 

thriving in a culture with multiple modes of communication— 
to a society full of people with differing abilities and disabili-
ties. People whose injuries would confine them to a cot in 
other societies are still useful members of Wakyambi culture. 
Sometimes, a Human, Korobokuru, or even Lutin parent may 
petition the nearest Wakyambi settlement to take in his 
disabled child for a year, so the child can learn better ways 
to function.

The first time that sort thing happened was so long ago 
that the details have mostly been forgotten, even as 

the event itself has become a piece of folklore. In 
essence, a Korobokuru without the use of multiple 

senses was hidden by his sister among his 
clan’s best and brightest on one of his 

mountain’s Great Caravans. She was 
his guardian, and couldn’t bear 
to leave him behind on a 
mountain where everyone else 

thought he was too mentally 
damaged to function, since he couldn’t really 

communicate with anyone. One night, he wan-
dered away from camp and met up with a 

group of telepathic Wakyambi, who 
had little trouble understanding his 

situation. The next morning, they 
presented him back to his camp, and as he signed the 

first Ki-Wakyambi signs he’d learned, the Wakyambi trans-
lated for him; He had his first conversation with his own 

people. After that, the caravan leaders 
decided to take a side-trip to the Wakyambi’s 

settlement and formed what be came their 
first alliance, a medical and educational 

exchange between their two species.

Many joint projects followed that first alli-
ance, the most important of which sent 

Wakyambi teachers on Koro caravans to meet 
the other sentient species of Haven. In those first encounters, 
they realized a need for a common trade language, and 
helped to shape what became Traveler’s Creole. Then they 
built on that success and convinced traders from different 
cultures to use standardized weights and measures, and to 
use compatible currencies. All of these innovations worked 
their way into the traders’ native cultures, and had the 
ultimate effect of connecting together the peoples of Haven 
in a slow, low-tech, but strong communications network.

Bluffing Your Way Through Ki-Wakyambi

The oral and written parts of the Ki-Wakyambi language 
of Haven are simulated by linking together real Kiswahili 
words and giving them a few twists. Players who speak 
Kiswahili will probably find that quite annoying to read, 
and should feel free use some other language for Ki-
Wakyambi, or even invent their own Ki-Wakyambi words 
for stories set in Haven. The signed part of Ki-Wakyambi is 
simulated with French Sign Language (LSF) signs, and the 
same suggestions apply to LSF signers.
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Creative Commons License
Attribution - NonCommercial - Share Alike

This work is licensed under a Creative Commons Attribution-
Noncommercial-Share Alike 3.0 United States License by 
Rodolfo Arredondo, 2009.

To view a copy of this license, visit

 http://creativecommons.org/licenses/by-nc-sa/3.0/us/

or send a letter to

 Creative Commons
  543 Howard Street, 5th Floor
  San Francisco, California
  94105
  USA

I chose to release this work in this way so you can adjust it to 
suit the needs of you and your friends, and so you can create 
your own characters and stories based on this game and still 
own them yourself —which is as it should be. I do ask that 
you give me credit when you make something based on this 
work (preferably by linking to www.TenThousandWorlds.org) 
and I ask that you not try to make any money off of it.

This should go without saying, but this work is a supplement 
to a game, Ten Thousand Worlds, and is meant to make a 
rainy afternoon more enjoyable for you and a few friends. 
This game requires you to use your imagination. If you have 
trouble telling the difference between fantasy and reality, 
then this game is not for you.
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