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To Charles R. Saunders, Valjeanne Jeffers, and Ronald T. Jones

Sword and Soul Forever!
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​Introduction
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We’d like to start by thanking you for participating in this exciting venture. Ki Khanga is the first Sword and Soul role playing game, and one of few based on African culture, mythology, history, and tradition. We have developed a game and playing experience that has been well received. We hope it will be the same for you.

Welcome to the world of Ki Khanga!

-Milton Davis, Owner/Publisher of MVmedia, LLC

***
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The best places to find new ideas for fantasy world-building are in reading about history, culture, and “real-world” systems of belief. If an author’s only research is fantasy novels, he or she will wind up borrowing Eurocentric milieus from the rest of the genre – and give us even more cliché from the Land of Nod.

We need more worlds like Charles Saunders’ Nyumbani – “home” in Swahili – a world based on the traditions, legends, and lands of Africa. Saunders, the founder and father of the fantasy subgenre Sword and Soul, has created a world that is fantastic, yet very real. Nyumbani is home to Saunders’ Imaro, one of the greatest and most interesting heroes in the history of fantasy fiction.

Taking inspiration from Charles Saunders, authors Milton J. Davis and Balogun Ojetade, no strangers to world-building themselves, joined forces to create Ki-Khanga, a unique world that draws readers in and keeps them there. What exactly is Ki-Khanga? How does this world “work”? Well, Charles Saunders says it best:

“Ki-Khanga is an Africa that could have been, located in a world that might have been. Sprung from the fertile minds of Milton J. Davis and Balogun Ojetade, Ki-Khanga is a place of magic and mystery, heroism and horror, spears, and seduction. It is a place roiled by the long-reaching repercussions of an ancient feud between pre-City-Born origins and the subsequent wrath of an affronted deity. Not only does magic work in Ki-Khanga – magic defines Ki-Khanga, in more ways than one.”

I invite you to join us on the sandy shores, perilous mountains, and mysterious savannahs of our world. I invite you to ride beneath the dunes of Targa in the bowels of the oga’koi-koi or to do battle with the Ndoko in the Great Circle. I invite you to share in our tales of triumph; of tragedy; of terror and tenacity. I invite you to free yourself from the Land of Nod...and flee to Ki-Khanga!

Sword and Soul forever!

-Balogun Ojetade, Owner/Publisher of Roaring Lions Productions



The Womb of it All


The original inhabitants of the area now known as “The Cleave” were the Utuchekulu – an origin of Stone-Born – and their mortal enemies, the Rom – an origin of stone giants.

The eons old war between the Utuchekulu and the Rom was one of the bloodiest in the history of Duniyaa (“the World / Earth”) and both sides even stormed heaven in an attempt to murder each other’s ancestors.

Daarila – the Creator of Laarees and Duniyaa (“the Heavens and the Earth”) – in His fury at the two warring origins (and humanoids in general) for their assault on Laarees – decided to destroy all of Ki-Khanga.

Daarila’s wife – Eda (also called “Odu” in some parts of Ki-Khanga; considered to be Daarila in mortal flesh) – pleaded and bargained for Ki-Khanga and its inhabitants. Daarila complied but demanded that the Utuchekulu and the Rom be destroyed. Daarila struck the homeland of the two doomed origins with His powerful spirit-axe, causing a devastating earthquake that destroyed the Utuchekulu and the Rom and carved out the island mass known as The Cleave.

The raw anger and wrath of Daarila, which coursed through His spirit-axe, possessed the flora, fauna – and even corpses of the two destroyed origins – creating many of the monstrosities that inhabit Ki-Khanga today.

The most powerful and miscreant of these malevolent creatures are kept bound in The Cleave by the Tyrak [TY-rahk] – a powerful origin of were-orca (killer whales), were-dolphins, and were-octopi.

The were-dolphins rule the four islands above The Cleave (also called Tyrak). They are skilled diviners and wise administrators. The were-dolphins are also capable Warriors when necessary.

The were-orca are the powerful warrior class of the Tyrak. Their immense strength, incredible speed and amazing resilience augment their fearsome and brutal combat skills.

The were-octopi are the psionic class. They possess great control of oceanic animals and water elementals; they also cast illusions that fool all senses.

The Tyrak inhabit all four islands above The Cleave. They patrol the island lands in their City-Born or City-Born-animal hybrid forms; underwater in their animal forms; and on the surface of the water with their dreaded “Black Armada” – war galleys forged from the nigh-indestructible bones and flesh of the now extinct indigo dragons, which once roamed the farthest depths of the ocean.

The Black Armada ships are propelled by magic means, moving up to 20mph (incredible speed for a ship of that era).

Each Galley is armed with ten onagers (a siege engine similar to the catapult) per side, which fire flaming stones – and a huge ram made from the spiked skull of an indigo dragon. These ships are feared throughout Ki-Khanga.

The Tyrak keep the creatures from The Cleave in and would-be explorers of The Cleave out.

Charged with their mission by Eda – their Creator – the Tyrak take their duties seriously and execute them with a loyalty and zeal unmatched by anyone – or anything – on the planet.

Ki-Khanga is a world of heroes...a world of champions...a world of gods, monsters, magic, and magnificent places of wonder...and the mysterious Cleave is the womb of it all.
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Welcome to 2.0!
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Welcome to Ki Khanga: The Sword and Soul Role-Playing Game 2.0. Why 2.0? Because we’ve learned a lot since the first edition of Ki Khanga: The Sword and Soul Role-Playing Game came out in 2017. Many gave suggestions, critiques, and even criticisms and we listened. So, Ki Khanga 2.0 is streamlined, easier to understand, draws faster and goes deeper into the lore established in novels, short stories, and anthologies by Milton Davis, and Balogun Ojetade.
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The Game
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Every game has rules. Rules establish how characters measure what they can and cannot do, how they go about taking turns describing their actions, and what possible consequences the actions can have. Most games have rules for describing character capabilities, turn sequences, how devices work, and, of course, fighting. 

Your character’s success or failure at any particular action is determined by comparing your character’s described capabilities to the difficulty of the situation and then applying some means of randomization. This randomizer is often provided by cards. In Ki Khanga: The Sword and Soul Role-Playing Game, we use a standard deck of playing cards. Two decks, in fact – a Fate Deck and an Event Deck.

Mundane tasks, like walking across a road, need no rules. Walking across a road covered in slippery oil probably does. You already know how to walk across a room, pick up a sack of cowries, and run like mad for the nearest exit. You just describe those mundane tasks. The rules and randomizer come in when something you do might or might not have the result you desire. 
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Role of the Griot
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The Griot is responsible for setting up scenes with a description of what is happening throughout the course of the game. Griots are, in many ways, the primary authors of the ongoing “story” in a role playing game. They choose the adventure, the situations in that adventure, present those situations to the players with as much verbal picture-painting as possible, and then decide how the rules governing the action are interpreted. 

The Griot must also be a role player and skilled at improvisation. While he or she does not play a character on the players’ team, the Griot has the daunting task of playing everyone else in the adventure!

A Griot is part writer, part actor, and part referee. If you have a good one, appreciate him or her! Bring them chips, or maybe a slice of your mama’s sweet potato pie; pay for their share of the pizza; and remember his or her birthday. Good Griots are as rare and precious as chocolate diamonds! 


Like The Last of Us, House of the Dragon, or The Boys

One good way to look at the construction of a role playing campaign is as a television series. A TV series will have a central cast of continuing characters (the player characters) played by the series’ stars (the players). There will be an overall theme and background to the series (the campaign’s theme and setting), and a number of supporting characters (important non-player characters) who don’t show up every episode but add continuity to the series so it isn’t just a number of unconnected stories. 

While the campaign is like a TV drama series, each adventure in that campaign is like an individual episode of that series. In every episode there is likely to be a “teaser” – a short, dramatic scene at the beginning, before the opening credits. The teaser is designed to get the action moving quickly and bring the viewers into the mood right away. In a like manner, a good Griot will begin an adventure with something exciting to start the players off and put them in the right frame of mind for play. 

Following the teaser is the “establishing scene,” in which the characters discover what the problem or task of the episode is to be. Here, the dramatic conflict of the episode is set up. There is some problem to be solved or obstacle to be overcome. This scene is more exposition than action, as the characters need to find out what is happening before they can act. 

Scenes then alternate between action scenes – called “encounters” in role playing – in which characters tackle whatever their immediate problem is, and exposition or “talk” scenes, where the characters have a break to discuss what has just happened to them and prepare for the next task. Each encounter moves the characters toward the goal of the adventure (resolving the conflict), while each exposition scene lets the characters put together whatever information they gained from the last encounter and plan for the next one. 

This eventually leads to the episode’s (or adventure’s) climax, in which the final step toward the goal is taken. This scene or encounter should present the characters with the greatest challenge of the adventure, and the successful conclusion of the encounter should resolve the conflict set up in the first scenes. 

Finally, the adventure (like a TV episode) often ends with a “tag,” which is a short scene in which the characters tie up the loose ends of the adventure and find out how their resolution of the conflict will affect them and those around them. Draw credits, bring up the music, and fade out. 

Unlike the writer of a TV series, however, the Griot doesn’t know exactly what the main characters will say or do. He must prepare each situation, present them to the players, and let them react to those situations as they wish. For that reason, the Griot must have some flexibility in how the plot of the adventure proceeds. If the player characters react in an unexpected manner or fail to accomplish some critical step in the adventure, the Griot must be prepared to make it up as he goes. He can rework the adventure encounters on the spot to lead the characters back into the adventure main plot, provide the characters with an alternate method to reach their goals, or just allow the characters to go wherever they want, creating new and different conflicts “on the fly” for them to meet and overcome. 

Over the course of a number of adventures, (as in a good TV series with a long run) things may gradually change. Some characters prosper and gain wealth, fame, and rewards. Some just run into more and more trouble. Some may card or leave, only to be replaced with new characters. The series (campaign) only comes to an end when the director and actors (Griot and players) decide to wrap it all up (with a bang, no doubt) and move on to a new campaign with all new characters and adventures.



Ki Khanga: The Sword and Soul Roleplaying Game 2.0 is designed with a powerful and flexible exploration engine that rewards players willing to take risks. The player characters (PCs) are actors in a bigger picture and no assumption is made about the role they will assume within this mysterious world shaped by more powerful forces. There are locations, factions, threats, and problems; all of which are hinted at through short and sometimes ominous descriptions and drawing tables. Take all of that in consideration when defining your setting.

Think about what the world looks like, what kinds of creatures live there, who the major factions are, and what are the main threats, conflicts or issues players will have to deal with. Is a relationship broken, or is something or someone trying to shake the status quo? Think about recent events and hint at them in the game to give a sense of history and context.
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Stories to Tell
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In Ki Khanga 2.0, you weave stories of a motley crew of adventurers that live in Ki Khanga, a continent of intrigue, violence, the attainment of wealth and the building of civilization and even a lush and beautiful life among the darkness and chaos birthed by the creation of the Cleave millennia ago. As citizens of Ki Khanga and adventurers in its lands, you will tell stories that mostly focus on three aspects of life:
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Messy, Complicated Living
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Ki Khanga is, of course, made up of people. And people are... people. People are messy, complicated, brilliant, ignorant, emotional beings. You will encounter people and navigate through your relationships with them and play up the drama that inevitably ensues.
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Physical and Spiritual Challenges
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Kipande – shards of the creator-god’s axe that are all over Ki Khanga – cause occasional mutations that complicate or endanger life or stability. When that happens, you’ll need to determine how to adapt life to the new circumstance.

Gods, ancestors, nature spirits, ghosts, fairies, and other spiritual entities inhabit Ki Khanga right along with, and often beside, the characters and may hire, harass, bless, or curse them as situations dictate.
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Dealing with the Encroaching Cleave

[image: ]





As you face problems, you will need to organize others to help out with crises and manage your ever-evolving world. The denizens of the Cleave seek to breach the barriers that keep them confined to the mysterious Cleave, source of much conjecture, rumors and nightmares, and live in Ki Khanga, conquer it, or crush it and over the centuries, they have become quite clever in affecting the land beyond their reach, sending the dread disease Bacillus, which brought about the Guguna’kiniwa and the subsequent Gnaw Maw Outbreaks, which nearly decimated Sati Baa, the major trade city and “Shining Jewel” of Ki Khanga.
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Aesthetics
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Core aesthetics for Ki Khanga 2.0 are rooted in a fantastical Sword and Soul world. The aesthetics can swing wildly depending on personal preferences and what you enjoy, but following are some ideas to help you flesh out YOUR vision of Ki Khanga.
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