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INTRODUCTION

In the future as imagined by Lois McMaster Bujold,
human beings are still human - but new worlds have
evolved widely different cultures. Cloning, interstellar
travel, plasma rifles, and genetic design are now common-
place. The Vorkosigans’ universe can hold space opera and
gutter politics, high romance and low farce . . . every kind
of human behavior, and the adventure and danger that
make roleplaying so much fun.

Your heroes can sacrifice themselves to save empires,
fight to preserve their family honor, intrigue to extend their
personal power, gamble in dingy spaceports, research the
scientific advance that could save their planet, or navigate
strange cultures to investigate crimes and find the guilty.
It's a big universe, and it’s still evolving. The players may be
the ones who will shape its future.

WHAT ELSE You
WiLL NEED

The Vorkosigan Saga Sourcebook and Roleplaying
Game is both a game book and a sourcebook. If you're a
lover of the stories of House Vorkosigan, we think you will
enjoy this book, whether or not you are a roleplayer.

As a GURPS sourcebook, this is a self-contained role-
playing guide. Along with pencils, paper, and three six-
sided dice, this book is all you need to play. If you want
more detail, you can find it in the GURPS Basic Set. Game
Masters may also find GURPS Bio-Tech and GURPS
Ultra-Tech useful in modeling some of the devices and
weaponry that adventurers may encounter.

SOME WARNINGS

Spoiler Alert: This book gives away the broad strokes,
and some of the details, of most of the Vorkosigan books.
(Given the impact that Miles Vorkosigan and his family

have had on the universe, it could hardly be otherwise!)
Plot twists are revealed here; you have been warned.

Miles Vorkosigan

However, this is not an attempt to recount the entire his-
tory of the Vorkosigan universe. Nor does it presume to cre-
ate canon; if something here is contradicted by past or
future Bujold fiction, then the Bujoldiana is definitive.
(GMs, of course, will do as they wish in their private cam-
paigns . . .)

ABOUT THE AUTHORS

Genevieve Cogman has been roleplaying for more than
half her 36 years, and has no intention of stopping any time
soon. She is the author of You Are Here: Around the World
in 666 Days and In Nomine Anime, and has also written
for White Wolf's Exalted game, among others. She lives in
England, where she spends far too much time on the
Internet.

Lois McMaster Bujold is the author of the Vorkosigan
series (see the Bibliography, p. 234) and the fantasy novels
The Spirit Ring, The Curse of Chalion, Paladin of Souls, The

Hallowed Hunt, and The Sharing Knife tetralogy. She co-
edited the anthology Women at War with Roland Green
from Tor Books. She has won five Hugo awards, three Neb-
ulas, three Locus awards, the Mythopoeic Award, a Min-
nesota Book Award, the Ohioana Library Career Award,
and has been nominated for several more. In 2008, she was
Writer Guest of Honor at the World Science Fiction Con-
vention. Her works have been translated into more than 20
languages so far.

INTRODUCTION
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scenarios, 137.

Imperial Military Academy, 26.

Imperial Residence, 18.

Imperial Security, 8, 13, 27, 30-32,
56, 66, 132, 133; characters, 69;
headquarters, 19, 27; scenarios,
134, 137.

Implants, 80.

ImpSec, see Imperial Security.

Independent Income advantage, 58.

Influence, 146; influence rolls, 172.

Injury, 178-180.

Intelligence, 144.

—J

Jackson’s Whole, 42-45, 78;
characters, 73; scenarios, 138.

Jobs, 61-62.

Jump Pilot Aptitude perk, 59.

Jump pilot implants, 80.

Jumpsickness disadvantage, 60.

—K

Kirlian aura detector, 98.

Kline Station, 46, 48-49, 55.

Knives, 14, 23, 169.

Komarr, 15, 29-33, 54; characters, 32

Komarran Revolt, 17, 31; rebel
characters, 73; scenarios, 138.

Koudelka, Commodore Clement,
119.

Koudelka, Kareen, 121.

Koudelka, Madame Ludmilla, 120.

Kyril Island, 20.

—L

Languages, 22, 58, 146.

Larouba, 51.

Laser rifles, 85.

Lasers (ship), 93.

Law, Barrayaran, 20-21, 24-25;
Betan, 36-37; Jacksonian, 42-43.

Lazkowski Base, 20.

Legal Enforcement Powers
advantage, 58.

Licensed Practicing Sexuality
Therapists, 37, 65.

Lift tubes, 98.

Lightflyers, 96.

Limitations, 159.

Livery, 23, 68.

Longevity advantage, 58.

—M

Marilac, 51, 53

Marriage, 24, 36, 40, 134.

Maser scramblers, 94.

Mass detector jammers, 99.

Mass shields, 94.

Mathematics skill, 60.

Medicine, 79-84.

Medscanner, 84.

Melee Weapon skills, 61.

Memory implants, 80.

Memory suppression, 83.

Mental Health Board, 36.

Mercenaries, 53-54, 66, 67; see also
Dendarii Mercenaries.

Merchants, 54, 55, 66; scenarios, 137,
ships, 91-92, 93, 203; see also
Trade.

Miles Vorkosigan, see Vorkosigan,
Lord Auditor Miles.

Military rank, 26; Military Rank
advantage, 61.

Ministry of Political Education, 16-17.

Money, 66.

Mutations, 14, 15.

—N

Naismith, Admiral Miles, 54, 101,
104, 219; see also Vorkosigan,
Lord Auditor Miles.

Naismith, Captain Cordelia, see
Vorkosigan, Vicereine Countess
Cordelia.

Navigation skill, 61.

Necklin drive, 90, 192, 210; see also
Wormbholes.

Needle grenades, 89.

Needle guns, 85.

Nerve disruptors, 86; shield-nets, 87.




New Hope II, 52.
Newts, 49.

North Continent, 14.
Null-gee bubbles, 98.
Nuovo Brasil, 52, 78.

—0
Oath, 25.

Orb of Unearthly Delights, 35, 55.
—P
Passenger liner, 204.
Patron advantage, 149.
Perks, 59.

Physical feats, 170.
Piloting skill, 61.
Plasma arcs, 87.

Plasma cannon, 94, 198.

Plasma mirrors, 35, 94, 193; personal, 87.

Plasma shields, 94.
Plastiskin, 84.
Power cartridges, 98.

Quaddies, 50, 75; characters, 75;
quaddie floaters, 95.

Quinn, Admiral Elli, 53, 125.

Quirks, 159.

—R

Radiation, 183, 227.

Rank advantage, 146.

Reaction rolls, 142.

Rejuvenation, 35, 44; scenarios, 138.

Religion, 47.

Resistant to Disease advantage, 5.

Ryoval, House, 43.

—S

Scanners, 99.

Scat-cats, 97.

Scenarios, 137-139.

Sense of Duty disadvantage, 59.

Sense rolls, 172.

Sergyar, 16, 33.

Serifosa, 29.

Service, see Barrayaran Imperial
Service.

Shareholders, 31.

Shinkibou Ni, 52, 81.

Shock sticks, 90.

Shuttleports, 20, 36.

Shuttles, 93, 205, 206.

Skills, 60, 159-166.

Smuggling, 55, 99.

Social Stigma disadvantage, 59.

Soletta, 17, 29, 30-31.

Solstice Massacre, 31.

Soltoxin gas, 89.

Sonic grenades, 89.

South Continent, 14, 20.

Space combat, 215-231.

Space stations, see Stations.

Space travel, 9, 90-94, 207-231.

Spacecraft, 90-94, 184-231.

Star Creche, 39, 40, 41.

Stations, 92, 203.

Status advantage, 61-62, 146.

Strength, 144.

Stunners, 87, 88; medical, 84.

Success rolls, 141-142.

Super-soldiers, 44, 74.

Survey, see Betan Astronomical
Survey.

Survival skill, 61.

Susceptible (Fast-Penta Allergy)
disadvantage, 60.

Swords, 23, 61, 169.

Sword-Swallower, 94, 195.

Synergine, 83.

—T

Tangle-nets, 89.

Tau Ceti, 52.

Tau Verde IV, 52..

Taura, Sergeant, 78, 126, 127.

Technology level, 8, 146, 184.

Telepathy, 47, 77; scenario, 138.

Templates, 68-73.

Terraforming, 14, 30, 47.

Terrence Cee, 77-78.

Thorne, Captain Bel, 128, 129.

Thrusters, 207.

Timeline, 232-233.

Toscane family, 8, 31.

Trade fleets, 32; escorts, 32;
see also Merchants.

Trade routes, 10.

Transponders, 214.

—U
Uniforms, see Clothing.

Union of Free Habitats, 50, 75.
Universities, 19.

Uterine replicators, 8, 12, 25, 47, 48, 85.

—V
Vacuum, 183.
Vega Station, 52.
Vegetation, 14.
Vehicles, 94-97.
Vervain, 52.

Vibra-blades, 90.

Vor, 14, 22; characters, 71;
family names, 22.

Vorbarra, Emperor Dorca, 14, 15.

Vorbarra, Emperor Ezar, 16-17.

Vorbarra, Emperor Gregor, 13, 17,
21, 135, 138, 148, 235.

Vorbarra, Emperor Yuri, 15.

Vorbarra, Empress Laisa, 17, 31,
135.

Vorbarra, Prince Serg, 16-17.

Vorbarra, Prince Xav, 16.

Vorbretten House, 18.

Vordarian, Count Vidal, 17.

Vorfemme blade, 23.

Vorhartung Castle, 18.

Vorkosigan House, 18.

Vorkosigan Surleau, 20.

Vorkosigan Vashnoi, 15.

Vorkosigan, Count Piotr, 114.

Vorkosigan, Lady Ekaterin, 18,
105-106, 233.

Vorkosigan, Lord Auditor Miles, 6, 7,
57, 100-105, 101, 102, 110, 219,
232, 233.

Vorkosigan, Lord Mark Pierre, 109,
110, 111

Vorkosigan, Vicereine Countess
Cordelia, 13, 16, 33, 108-109, 233.

Vorkosigan, Viceroy Count Aral, 15,
26, 31, 33,57, 106-108, 233.

Vorkosigan’s District, 19.

Vorloupulous, Lord, 14.

Vorpatril, Lady Alys, 111-112.

Vorpatril, Lord Ivan, 112, 113.

Vorrutyer House, 19.

Vorrutyer, Byerly, 116, 117.

Vorrutyer, Count Pierre
“Le Sanguinaire,” 15.

Vorrutyer, Lord Dono, 21.

Vorsoisson, Lady Ekaterin, see
Vorkosigan, Lady Ekaterin.

Vortala, Lord Midnight, 21.

Vorthys, Lord Auditor Professor
Georg, 115, 116.

—W

Warships, 92-93.

Wealth, 61-62, 66, 146, 167;
Wealth advantage, 59.

Weapons, 19, 85-90, 167-170.

Will rolls, 172.

Winterfair, 23.

Wormbhole collapsers, 8, 139.

Wormbholes, 9-11, 14, 90-91, 210;
discovery scenarios, 138;
wormhole map, 10.

—Y

Yarrow incident, 134.

—7

Zero-G, 171.






