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Gulliver’s Trading
Company
Travels into Several Remote
Nations of the World
A True and Accurate Account of
Previously Unexplored Regions of the
World, as Discovered by Lemuel Gulliver,
and your adventures in these Regions.
Including:
The efforts of a new trading company to establish profitable trade
with these unusual nations and your part in these endeavours. This
work details several styles of campaign, and provides a framework
for introducing your characters and improving these during play.
Rules of play are given including those for: various kinds of
conflict, maritime journeys, scale, and sorcery.
And
Chapters for the referee provide detailed accounts of the trading
company and a miscellany of resources of great use.
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The Basics
Gulliver’s Trading Company is a new venture to make use of the
opportunities for trade and learning presented by the new lands
discovered by my father, Lemuel Gulliver.
Reading this
book
Several types of fonts
are used in this book.
Sidebars like this one
use this smaller font.
Sidebars
contain
examples
and
commentary
useful
for
clarifying
the
material presented in
the main text.

This larger font is
used for the body of
the book.
In both the main text
and sidebars this grey
shade
and
italics
indicates a quote from
the Swift’s original
Gulliver’s Travels. Such
quotes are most often
used as examples of the
situations the rules are
intended to handle or a
taste of the imaginary
world the game seeks to
emulate.

Gulliver’s
Trading
Company (GTC) is a
roleplaying
game
of
exploration of strange lands
in the 18th century. It is
based on the classic
satirical novel Gulliver’s
Travels. For the spoiler
sensitive
perhaps
you
should read Gulliver’s
Travels before reading this
book.
This section discusses what
a roleplaying game is,
briefly
introduces
the
intended background to the
stories you will tell, and
explains some of the basic
rules for the game.

What are
Roleplaying
Games?

The term roleplaying is
used a great deal, often in
the context of computer
games wherein players
control an avatar in a fantasy world. Many people are
not aware that these kinds of games began as attempts to
translate older tabletop roleplaying games (rpg) into the
then new media. The resulting computer games are very
entertaining and have become a hobby in their own
right.
Like computer rpgs, tabletop rpgs give players a chance
to guide a character through a series of challenges that
together form a continuous narrative.
Unfortunately, the translation from the tabletop to the
computer was not completely successful, many of the
best features of tabletop games were lost. Tabletop
games offer more creative freedom than computer rpgs.
Players can create any character consistent with the
game’s setting, any scenario they can imagine, and add
to or rewrite the rules of the game; this degree of
creative freedom can only be enjoyed by programmers
of computer games. Tabletop rpgs are also a social
experience that computer games only approach during
LAN parties.
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The basic format of a tabletop RPG is one participant
(the referee) describing to the players the surroundings
their characters find themselves in. In turn the players
describe how their characters react. The referee then
responds by describing the next scene. Critical actions,
such as combat, are often resolved in a partially random
manner using dice rolls modified for good tactics or
other factors.
The referee is also responsible for preparing maps,
encounters, and other information needed for the
unfolding story ahead of time. This job is made easier
by ready to use encounters and background information
provided in this book.

Gulliver’s Travels and
Gulliver’s Trading
Company.
This game, Gulliver’s Trading Company is an unwritten
sequel to Gulliver’s Travels. Gulliver’s son organises
trading expeditions to the remote countries described in
his father’s book. You will determine what happens in
this sequel by playing the game. Material in this book
has been carefully written to help you create a campaign
true to the world of the novel and a play experience that
reflects the tone of Swifts original work.
Gulliver’s Travels is a novel first published in 1726 by
the Irish satirist Jonathon Swift. The book is a parody of
the genre of traveller’s tales that was popular in the 18th
century. It follows the adventures of the honest ship’s
surgeon Lemuel Gulliver in his voyages to a collection
of very strange lands. Many of us know of Gulliver’s
Travels as little more than this from children’s
expurgated versions featuring only the land of the
diminutive Lilliputians and perhaps Brobdingrag, a land
of giants. However, there is much more to the original
novel. As well as the Lilliputians and giants there is a
flying island, mathematician savants rapt in trances,
projectors trying to extract sunlight from cucumbers,
ghosts, cursed immortals, strange customs, talking
horses, and a continent awaiting exploration.
All of this occurs against the backdrop of the real 18th
century, a tumultuous period of exploration, war,
colonisation, intellectual endeavour, piracy, and
political turmoil. Authors can use information about
historical events, persons, fashions, factions, places,
trades and manufactures from the period to add depth to
their games. You don’t have to be an expert in the 18th

century (most of the events in the original novel occur
in imaginary countries)
but if you look, history
GTC, FATE, FUDGE,
provides
unlimited
OGL and the Queen’s
resources to inspire you.
English
Jonathon Swift’s novel
Many core rules are derivative
was not written to be an
of material taken from the FATE
idle fantasy for children
2e
or
FUDGE
Standard
or just a parody of the
Reference Documents and used
wild traveller’s tales
under the Open Game Licence.
popular at the time; it
This material has seen much
was a scathing satire
mechanical
and
stylistic
criticising
the
alteration.
government of Great
Stylistic changes include use of
Britain and corruption
United Kingdom spelling, in
common in England in
keeping with the English origin
the 18th century. Swift’s
of Gulliver’s Travels. Examples
view of the world was
that were unsuitable for the 18th
one
of
inevitable
century have been deleted or
replaced.
degeneration providing
a bleak core behind the
façade of whimsy. You too can use satire. Some players
will be entertained by satirical treatment of 21st century
issues,
governments,
corporations,
ideologies,
celebrities, and politicians in the game.
You can incorporate these elements (traveller’s tales,
history, and satire) to differing degrees. Gulliver’s
Travels, history, and this book give you a lot of
inspirations and guidance but in the end you are in
control, make the game something you enjoy. Make
your version of the sequel to Gulliver’s Travels as
engaging as the original novel.

Terminology
Like any other hobby, roleplaying games have a whole
vocabulary of their own. Many common terms have
specific meanings in
this context, some new
Précis, Chapters and
terms
have
been
Parts
invented, and many
Role playing games often
abbreviations are used.
emulate
particular
source
In addition this game
material.
Gulliver’s
Trading
uses a few terms not
Company is designed to
common elsewhere in
emulate a work of literature. As
the hobby. There are
a constant reminder of this the
also nouns invented by
literary terms Introduction,
Swift for his novel.
Précis, Part, Chapter are used to
Finally, many archaic
describe portions of the ongoing
terms or word usages
story
as
you
introduce
are peppered throughout
characters then play the game.
the text (for example
&c for etc and ‘humour’ to mean ‘mood’ not hilarity).
Therfore a glossary is given at the back of the book.

FATE and FUDGE
Gulliver’s Trading Company (GTC) is a self-contained
game. Everything you need to play is in this book.

However, I should acknowledge the game’s roots. This
game has evolved from FATE 2e: Fantastic Adventures
in Tabletop Entertainment second edition (FUDGE
Version). FATE 2e is a story-oriented roleplaying game
system by Robert Donoghue and Fred Hicks. Though it
is a full-fledged stand-alone system, FATE can also be
incorporated into a variety of popular roleplaying
systems. The core FATE 2e system is available free at
http://www.faterpg.com/. In this book, we present a
version of FATE that has been tailored to work with
FUDGE, an RPG by Steffan O'Sullivan. As such, we
assume the reader is familiar with FUDGE, and while
everything necessary to play is included in the book you
are holding, you are strongly encouraged to acquire a
copy of FUDGE, either at your local game store, or for
free online at fudgerpg.com.

FATE 2e vs 3e
This game is substantially
different to most FATE games
available. Those used to these
other FATE games need to pay
careful attention. This game was developed before the
advent of the third edition of the FATE rules. The
second and third editions of FATE are both story telling
games built using Fudge but the mechanics differ. For
example, in FATE 2e aspects are only attached to
characters not locations or scenes; the effect of the
environment is instead covered by difficulties set by the
referee; the method used in most other roleplaying
games. Aspects work differently too, in 2e act directly
on the dice, limiting the effect of aspects compared to
the more cinematic results bonuses from aspects can
produce in 3e. The relationship between fate points and
aspects is also very different to FATE 3e. Both GTC
and FATE 3e share an ancestor but have upgraded the
foundation game in different ways to meet different
objectives. GTC has developed alterations to 2e that
smoothe play and intensify the storytelling just as FATE
3e has but while FATE 3e excels at cinematic or pulp
action, GTC’s mechanics are geared to capturing the
fantastic adventure, social challenges, and corrupt heart
of Swift’s classic.

About Fudge
FUDGE is a role-playing game written by Steffan
O’Sullivan, with extensive input from the Usenet
community of rec.games.design. The basic rules of
FUDGE are available on the internet at
http://www.fudgerpg.com and in book form from Grey
Ghost Games, P.O. Box 838, Randolph, MA 02368.
They may be used with any gaming genre. While an
individual work derived from FUDGE may specify
certain attributes and skills, many more are possible
with FUDGE. Every Game Master using FUDGE is
encouraged to add or ignore any character traits. Fudge
is now covered by an OGL.
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Electronic FUDGE Dice
There are also sites on the internet that roll fudge
dice or if you have a program that rolls dice 4d3-8 is
the same as four fudge dice.

Making your own FUDGE dice
Though you can buy special FUDGE dice converting
regular six sided dice to FUDGE dice is easy. Use a
permanent marker pen to colour two sides of each
dice. Then use a marker pen of a different colour to
colour in two more sides on each dice. Finally, spray
lightly with an aerosol varnish, the kind used on
wood available from a hardware store is perfect.
Assign one colour to be +1, another to be -1 and the
third to be 0. Write this down and leave the paper
on the gaming table so there can be no
misunderstandings.

Adjectives
The most important thing to understand about FUDGE
is how it describes things. Rather than assigning
numerical values to elements like skills it uses
adjectives, which are ranked as follows: Abysmal,
Terrible, Poor, Mediocre, Average, Fair, Good, Great,
Extraordinary, Epic, and Legendary. Consider: a
bodyguard might be a Good swordsman but have
mediocre social skills. He’ll probably win a fight with
an artist who’s an extraordinary painter but a poor
swordsman. Almost anything can be described using
this ladder — an empire may field a great army.
To roll dice for FATE, pick your starting level (say,
good) and roll four Fudge dice, these are special dice
available for Fudge that have plus (+), minus (-) and
blank (0) faces. For each -, move down one step, and for
each + move up one.

Visualize it like this:
The Ladder
Value

Descriptor

+6

Legendary

+5

Epic

+4

Extraordinary

+3

Great

+2

Good

+1

Fair

0

Average

-1

Mediocre

-2

Poor

-3

Terrible

-4

Abysmal

Why Adjectives?
Firstly, there is the issue of flavour, a great pistol skill
is more satisfying than pistol +3 and within the
narrative of the game the character’s can discuss their
abilities in character.
Secondly, there is the math. The dice produce a bell
curve of probabilities
with zero the most common result the therefore steps
in the ladder are not linear. Each step is about 1.5
times more potent than the one below. Numbering the
steps is therefore misleading. For example a good (+2)
skill is not twice as good as a fair (+1), only 1.5 times.
An extraordinary (+4) skill is about five times more
powerful than a fair one, not four.

When the dice are rolled, there is usually a target
difficulty described according to the ladder For instance,
it might take a good climbing effort to ascend a steep
wall. To face this challenge, the player consults the
appropriate skill, rolls the dice, and compares the
outcome to the difficulty. If the outcome is equal to or
higher than the difficulty, it's a success; if not, it's a
failure. The difference between the difficulty and the
outcome is called the margin of success (or failure),
MoS or MoF respectively. It is often used to determine
how well the character succeeded or how badly they
failed.
When two characters are competing in a task, they both
roll; the difference between the outcomes is the MoS for
the winner and the MoF for the loser. There are rules
(see “Tests and Challenges” p42 and “Scale” p49) for
handling more complicated circumstances, but most of
the time, this is all there is to it.
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Campaigns
The keystone of this venture will be nautical expeditions to several
remote nations of the world seeking advantage in trade or knowledge.
Begin with the referee talking to the players about the
game, in order to set appropriate expectations. The
referee should address any rules considerations, such as
how many Parts there will be (see below). More
importantly, she should make sure that everyone gets a
clear idea of the theme and tone of the game. If all of
the players want a game of exploration and traveller’s
tales and the referee is planning to run a London only
campaign, this is a good time to find that out. Finally,
the referee should give the players whatever background
information they need to know.
The following discussions of styles and models should
help you formulate what you want from your game.
Players might benefit from reading the original novel
(included in this book) and/or briefly researching
England in the 1700’s. The referee should be familiar
with the novel, this book, and his own campaign’s style
and model so that he can advise the players on making
appropriate choices during character creation and play.

Campaign Style
Several styles of campaign could be conducted in the
18th century of Lemuel Gulliver. In actuality most
campaigns will probably be a mix of these types tailored
to the group playing. Players and referees should
discuss what kind of campaign they want.

Traveller’s Tale
The simplest, but often most fun, is the traveller’s tales
campaign where the characters engage in phant’sy full
adventures in remote lands returning to England only to
re-provision and rest. Gulliver’s Travels was at one
level a parody of this genre. This style resembles more
mainstream RPGs where heroes go on action filled
adventures.
A variant is the ‘extraordinary persons’ style of play.
The tone is light like ‘traveller’s tales’ but the focus is
on the characters who are drawn into adventure and
rewarded with fame because of their extraordinary
abilities. The exploits of Lemuel Gulliver during his
time in Lilliput come close to this style but Lemuel is
soon humbled by his later adventures. Lilliputians,
Brobdingragians and sorcerers all make excellent
extraordinary persons but larger-than-life natives of
England and other mundane nations are equally suitable.
One can easily imagine an unbelievably strong
Scotsman or an ingenious English horologist-inventor.
This style of play is much like mainstream fantasy and
superhero rpgs enjoyed by many gaming groups.
However this requires authors to handle the amazing
abilities and skills of the characters.

Morality Play
A morality play campaign is much like a traveller’s
tales campaign except the referee is trying to
communicate a point about human nature or a theme
such as ‘pride comes before a fall’. This style of play
fits well with the bleak world depicted in Gulliver’s
Travels. Behind the phantastic lands and engaging
characters the world is ultimately a grim place where
virtues are burdens, vices are commonplace, and human
nature is leading society
into degeneration. For
Historical
variety the referee can
characters
change the theme after
Though
Gulliver’s
each Part. Here the
Travels does not dwell
character’s face choices
on important persons
and
temptations
of the era, with the
illustrating vices and
referee’s
permission
virtues.
some players could
This kind of campaign
gives players lots of
opportunities to develop
their characters and the
interplay of personalities
and temptations can be
highly entertaining.

Historical

also take on the roles
of famous persons.
Players should choose
personages who had
an equivalent amount
of experience to the
other
player
characters. At the start
of a campaign this
probably
means
someone at the start of
their career and about
20-30 years old.
While research into the
person
selected
is
useful remember that a
GTC history diverges
from real history and
that
Lemuel’s
experiences
with
ghosts
on
Glubbdubdrib tells us
that official histories
cannot be trusted. Do
not let accuracy get
ahead of enjoyment.

The historical campaign
projects the lands found
by Gulliver onto wellknown locations and
historical events. In its
pure form a historical
game sticks to real
history, but in GTC the
discovery, colonisation,
and exploitation of bizarre
lands will impact on
history. A GTC history
begins to diverge from
our Europe after Lemuel’s
first voyage in 1701 and
once play begins the
influence of Gulliver’s Trading Company will
accelerate the divergence. Elsewhere in the world real
nations have been in trade with imaginary ones for
centuries.
Historical sources add much depth and richness
breathing life into the campaign. Around the characters
and out of their sight a world goes about its business.
Historical persons, such as King George, Benjamin
11

Franklin, or Swift himself can make appearances.
Characters can become embroiled in historical events.
This style works well if referee and players spend even
the smallest amounts of time researching the period. An
interesting twist is to set the action in 18th century
Europe and have the players take the roles of outsiders
from Japan, Laputa, or one of the other strange lands.
To the modern player 18th century Europe can be just as
strange and exciting as any of the lands Swift imagined.
Was Swift a misanthrope?
Swift’s satirical writings were intended to prompt
changes to help the oppressed. While there are
numerous instances of vices and flaws in Gulliver’s
Travels there are also instances of virtue, particularly
charity to strangers. Swift is not just heaping scorn
upon humanity. His novel is telling us that
humanity is universal to our species, that there is
light and dark that defeats any pretence of being
enlightened logical beings, and that fully reasonable
beings like the houyhnhnm are alien and lack
humanity. We should not expect humans to be
different than they are but should seek to oppose
corruption and support what is good in humanity,
as Lemuel had hoped his book would inspire us to
do.

Satirical
The satirical campaign is most like the original accounts
of Lemuel Gulliver. You could combine this with a
historical campaign and critique the politics and culture
of the day but this may fall flat with modern players. A
better approach is to adopt a ‘reoccurring themes’ angle
where you draw parallels between modern current
affairs and the events in your campaign. Like the
morality play a satirical campaign is well suited to the
rotten core of the world seen in Gulliver’s Travels.

Divergent
The final option is the divergent campaign. Here one of
the central assumptions of GTC has been changed.
Campaigns set in Lilliput before Gulliver’s visit, in the
Victorian era, or with entirely new strange lands are all
examples of divergent campaigns. Another type of
divergent campaign is the stationary campaign where
characters are not travellers but spend their time in a
single location, this is especially divergent if characters
are natives of that land. London and Laputa would be
good places for a stationary campaign. Changes in the
style or tone might qualify as divergent if of sufficient
degree. A swashbuckling style or gothic horror tone
could be in keeping with the era but not Gulliver’s
Travels. However since the material presented here has
been designed to remain true to the novel, divergent
campaigns require more work from the referee to adapt
the materials presented in this book to his vision.
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Campaign Models
Ship’s Crew
Once stylistic decisions have been made consider the
details of how the campaign will be run. The default
assumption is that the player characters are notable
members of a larger crew aboard a merchant ship. The
players are most likely Englishmen but perhaps could be
from Europe or nations well known in Europe, i.e. not
from any of the strange lands visited by Lemuel
Gulliver. The referee might allow natives of new nations
to join the crew during visits to these odd lands. This
campaign captures the exploration of strange lands
theme of Gulliver’s Travels well but not the isolation of
Lemuel abroad and at home.
Variations of the ship’s crew model use other 18th
century groups such as companies (private or public) or
clubs. Companies are roughly the same as commercial
companies today. Clubs were formed for a variety of
reasons, for example to solve a specific crime or
promote natural philosophy. Club members paid dues,
attended regular meetings, and drew on club funds to
conduct club activities.
One advantage of this model is that the presence of the
ship and its crew can explain new characters and
temporary absences.

Single Explorer and other
Players as Natives.
This type of campaign most closely resembles Lemuel’s
solitary exploration of unknown lands. One player takes
on the role of a stranded English traveller the other
players that of the natives of new lands. The main
advantage of this campaign is most players get to enjoy
a number of phantastic roles. The main disadvantages
are: lack of continuity for players of natives (unless the
campaign is restricted to a single nation), the need to
make new PCs of odd nationalities often, the odd
abilities of strange nationalities which might be a
challenge for novices, and the need for a devoted player
to control the central explorer.

Multiple Referees by Site.
This model is much like the Ship’s Crew model except
each player is also a referee responsible for events in
one area. Areas could be any combination of nations,
cities, regions &c. For example one player could control
games in London, another the flying island of Laputa,
and a third Lilliput and Blefuscu. Each of these could
have different themes and styles of adventure but the
model works best if the players agree on some themes in
common. This model has the advantages of Ship’s Crew
and spreads the workload of preparing adventures over
several people. The main disadvantages of this
campaign
are
inconsistencies
especially
if

communication between authors is poor. A good idea is
to set aside 10 minutes for planning each session.

Single Explorer
In this model there is only a single player and a referee.
This explorer could be a narratively important member
of a ship’s crew or a stranded traveller like Lemuel.
This is actually the model that most closely resembles
Swift’s novel. The main problems are that all of the
entertainment must come from two people and all of the
solutions to challenges must come from the one player
and her character. This problem is largely removed

because the player can expend aspects and conscience to
create events and coincidences to circumvent some
obstacles (see p45, 48). Combat is not as lethal as most
other roleplaying games, increasing survivability of lone
explorers. Many adventures will focus on exploration
rather than conflict. Entertainment can come from
problem solving, narrative, and novelty rather than
danger and risk.

13

England
This is a notable time of peace and prosperity and therefore an
opportune time to invest in a new trading venture
Though these rules can handle PC’s from all of the
nations of Gulliver’s Travels, even Brobdingragians, the
GTC is an English company so player characters are
likely to be predominantly English. The. This is a brief
introduction to England in the world of Gulliver’s
Travels, a grim version of the 18th century.

shirt. Legs are covered by velvet breeches and silk
stockings; the feet by leather high-heeled shoes. On
journeys shoes are replaced by high boots and a long
cloak is added. Men of all ranks and many ladies carry
snuffboxes. No gentleman would be without a pocket
watch.

It is the historical calm after the English Civil Wars but
before the Napoleonic Age of Sail. England is a small
vulnerable emerging power with barely an inkling of the
world dominating empire that will come in the next
century.

Lower class English dress more plainly. Women, even
servants, wear plainer versions of the farthingale or
contouche, and lace caps. Women working in
fashionable shops could be as well dressed as genteel
ladies. Tradesmen and labourers might wear a simple
shirt beneath a dark coloured jacket with a short collar
and the sleeves turned up. A farm labourer might wear a
smock. Working class men did not usually wear wigs.
Lower class men wore knee length breeches and black
woollen stockings. Both men and women might wear
hardwearing waterproof clogs over their shoes.

Permission is given to print or photocopy this chapter
for personal use. It makes an excellent handout for new
players.

National Character
Seen through the bleak lens of Gulliver’s Travels the
English are a proud and factious people living in a land
of vice, crime, and corruption. If recent history is any
indication
then
avarice,
faction,
hypocrisy,
perfidiousness, cruelty, rage, madness, hatred, envy,
lust, malice, and ambition are common personality traits
of the English, especially those with political power.
Like Lemuel Gulliver, player characters may be
exceptionally honest and upstanding.

Fashion
English ladies wear lace caps, wide hooped gowns
(farthingale), loose around the shoulders, low necked,
with three quarter length sleeves. Conservative women
swayed by the clergy’s opposition to the ‘hoop’ might
still wear the similar but unhooped old-fashioned
(contouche) gown. The gowns were decorated with
ribbons, lace, pleating, and fine gauze false undersleeves. A decorative apron might be worn over this.
Small lace caps were also common. Out-of-doors a
hooded red cloak, a ‘cardinel’, is worn. All this hides a
supporting corset. Shoes are high heeled. At home
women wore slippers. When travelling a longer cloak is
added.
English gentlemen prefer long brown wigs or shorter
wigs with a pigtail, increasingly within a black bag. The
bagwig was originally for use on the battlefield and is
considered improper by most and rakish by some.
Embroidered silk or Lilliputian wool waistcoats beneath
sombre coats fitted and flared with deep cuffs. The
waistcoats and coats are so long they almost cover the
breeches. A new fashion has just emerged for leaving
the top buttons of the waistcoat open to display a frilled
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There are no national military uniforms yet. The New
Model Army is unusual in that members wear red and
grey. This is not a uniform just a colour scheme to a
motely collection of civilian cloths. There are no naval
uniforms at all. Uniforms are properly part of the later
Napoleonic era, issued from 1748.
England is an armed society; no gentleman’s attire is
complete without a small sword and flintlock pocket
pistol. Many people carry a knife or bludgeon.

Diet
The English reputation for poor cooking is well
established by this time. The English philosophy on
cooking seems to be ‘when in doubt boil it’. Proper
English food like cold roast beef and Yorkshire pudding
was supposed to be simple hearty fair, read bland and
stoggy, quite unlike the fancy sauces of the French.
Meat was an important part of the diet with even
servants regularly eating meats. King George I can have
up to nine meat dishes in a dinner including whole
roasted Lilliputian bullock. In cities and towns the
quality of meat could be very poor, so much so that
holding ones breath when consuming it is advised. Meat
is roasted, boiled, or salted. Meat is most often eaten
cold with hot meat dishes reserved for special
occasions.
Vegetables eaten could include artichokes and French
beans on richer tables. More common were potatoes and
peas. Dried peas were common in soups. Often
vegetables were boiled with a mix of flour and butter.

Fruits are only seen on the tables of the well-to-do and
then only cooked fruit. Raw fruit is believed to cause
indigestion and possibly spread the plague!
Milk is hard to get unless taken straight from the cow. It
is often sold watered down by cheating shopkeepers.
There are tens of different cheeses made in England at
this time.
Typical dinners contained cold meats, puddings, and
wine, or if there were visitors a hot meal. Cold meat as a
smaller supper before sleeping was also common.
Puddings were often served beside the meats. Pudding
ingredients include milk, butter, sugar, suet, marrow and
raisins. Most are puddings are steamed or boiled. Gruel
is common (boiled oatmeal, butter and perhaps wine).
Aboard English ships diet is monotonous and can cause
poor health. The daily menu consists of salt beef and
pork, sauerkraut, dried anchovies, hard tack (a dry
biscuit) and peas, with breakfasts of oatmeal and raisins.
The national drink of England is open to debate; tea,
beer, coffee, cider, and increasingly gin are good
candidates. Tea is very expensive. It is a crime to dry,
roll, and resell tea leaves but many servants still do this.
Coffee houses are also popular especially since the
beverage is believed to enhance male virility. For
women chocolate, as a drink, is said to improve fertility.
To prepare chocolate boil for hours, remove cocoa
butter, reheat with milk, and thicken with eggs.

of the Catholic Church. In all nations not following the
state sponsored faith reduces your rights or is illegal.
In progressive England limited dissent is allowed from
the State-sponsored Anglican Church. There are
numerous Protestant sects in England. Religious
freedom is far from perfect though, Catholic, nonChristian worship, or atheism is illegal and socially
unacceptable.

Occupations
Labour is strictly divided by class. The nobility and
wealthier gentry engage in learning, the clergy, military
leadership, government, and managing their estates.
Gentry of lesser means engage in business (including
stock markets), or learn a profession (such as lawyer,
navigator, or surgeon). The best off of the working
classes are those in a trade (such as carpentry) who if
frugal and skilled can become very comfortable. For the
poor there are limited opportunities in the army and
navy but most are trapped in hard labour, begging, or
crime.
Englishmen proudly gave their women ‘lenity and
indulgence’. Women often dominated the household
and their husbands, a situation unacceptable in other
nations or the next century. Women work openly as
common sailors in the nation’s navy and covertly
disguised as men in England’s army. There are literary
‘blue stocking clubs’ for women. One notable English
woman, Mary Read (1690-1721), during her life worked
as a man as a cabinboy, soldier, and merchant-sailor. In
addition she at times lived as a woman working as an
innkeeper’s wife, pirate, commissioned privateer, and
died a prisoner. Despite all this women do not enjoy all
the rights and liberties afforded to men. The high rate of
literacy is beginning to produce female writers who
push for change, such as Mary Astell, but organisations
such as the suffragettes do not yet exist.

Housing
English architecture has seen many recent stylistic
movements. Older Baroque buildings are still common.
Palladian architecture, based on classical Roman styles,
is a popular choice for great mansions such as Houghton
Hall in Norfolk. More common are plain new red brick
or white stucco Georgian style homes and terrace
houses. Older homely Queen Anne era red brick houses
with large windows are also quite common. In rural
areas there are two story farmhouses and more humble
single story cottages.

Religion
Western Europe’s nations are Christian and either
Catholic or Protestant. Catholics support the ancient
traditions of the Church led by the Pope in Rome.
Protestants are split into hundreds of sects all sharing a
desire to move away from the ceremony and hierarchy

The home of a prosperous shopkeeper or lawyer is a red
brick building with fine doorway sheltered by a pillared
porch. Inside are a dining room, drawing room, study,
kitchen, pantry, china closet, washhouse, and perhaps a
home brewery. Upstairs there are four bedrooms for the
family while the servants live in the attic. There is no
bathroom. The privy is located within the productive
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back garden. The front garden is decorative with hedges
and roses.
The mansions of the wealthy include a grand central
block with a portico flanked by wings for the stables
and kitchens. Within there is likely a private library,
salon, dining room, multiple bedrooms &c. Interior
decorating includes Italian velvets or silks hanging on
walls painted in gentle colours, ornamental mouldings
for the ceilings, and slender pillars.

Customs and Diversions
The English have numerous sports and past times.
These diversions differ somewhat across social classes.
For the rich sports include: cricket, horse racing, cards,
hunting, and bare-knuckle boxing (as sponsors, not
participants). Coffee houses are alive with politics,
business, poetry, and intrigue. There are Aristocratic
Clubs for gentlemen and less-exclusive Literary Clubs.
Plays are popular, including those by Foote, as are
Italian operas. Vauxhall Gardens has all these
attractions together with music, wine punch, and
chocolate.
The diversions of the poor and middle classes are many.
Since the art of distilling gin became well known at the
start of the century an increasing number of ‘Dram
Shoppes’ bring cheap drink to the poor and complaints
from the public houses and breweries that supply the
nation’s beer. Brothels and bagnios (vapour baths) cater
to all classes. Covent Garden is a less aristocratic
version of Vauxhall and also is London’s main fruit and
vegetables market. There are plans for a new theatre at
Covent Garden. Beyond the towns rural villages meet in
football matches that resemble brawls. Country inns are
venues for bowls, skittles, shovelboard, cockfighting,
and brawling.

Crafts and Learning
Having freed the presses from the royal censorship
normal to most nations the English can enjoy
newspapers, pamphlets, poems, stories, and histories
full of uncouth or slanderous declarations. It is notable
that even servants and shoeblacks are often literate in
England while much of continental Europe is illiterate.
Common people club together to buy newspapers
creating a large readership for the presses of Grubb and
Fleet streets.
England has two great universities where many sons of
nobles and some gentry attend. Despite this, the king of
Brobdingrag was not convinced that the development of
the minds and bodies of English nobles was sufficient
for them to hold their places in the House of Lords,
particularly with regard to their understanding of the
law.
Lower class English is peppered with colourful slang.
The Universal Etymological English Dictionary, by N.
Bailey, London, 1737, Vol. II, can be found on-line and
provides a wealth of vulgar 1720s-1730s slang.
From the 1690’s Newcomen atmospheric engines are
used to pump water out of mines. Such devices are
huge, stationary devices that occasionally explode.
Steam power is not used in factories and cannot power
ships or other vehicles. In 1700 Britain produces 2 ½
million tones of coal, more than any other nation of the
world. This feeds an incredible manufacturing industry
for such a small island.
Other recent innovations include spring suspension for
coaches since 1704 and constant improvement in
timepieces.

Law and Justice

There is no national police force; parish constables and
watchmen ineffectually enforce the Law. Constables are
generally lazy or corrupt deputies of the parish high
constable who are paid bounties for criminals caught.
Watchmen are old men good for raising the alarm and
little else. Street gangs roam at night, almost everyone
buys from smugglers, and highwaymen are common.
The Courts of Justice are busy places in England. There
seems to be an excess of laws governing everything;
bakers give you a thirteenth loaf when you buy a dozen
to avoid prosecution for short weight. Crimes in
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England are perpetrated despite the whipping-posts,
pillories, gibbets, dungeons and other places of misery
where draconian punishments are meted out. As well as
dealing with criminals the courts are also called upon to
arbitrate many other disputes since a person can bring a
case to court even if manifestly unjust. The outcome of
a case can often be swayed by political or religious
factors that are extraneous to the matter under
judgement. Those who seek resolution through the law
will find that the lawyers of this nation are particularly
skilled at arguing unjust causes, prolonging
proceedings, and extracting fees.

Geography and Nature
England is blessed with a temperate climate and rich
soils. This has enabled the growth of the population
nearly six million people. A large population for a small
island, but compared to the other powers of the world
England is a tiny upstart island nation.
Recent improvements in agriculture including new plant
varieties, new livestock breeds, and imported breeds,
such as the Lilliputian cattle brought back by Lemuel
Gulliver, all have increased the quantity, quality, and
variety of England’s produce.
The harvesting of forests for charcoal to feed the
growing iron, glass and gunne powder industries relies
on copsing, the cutting of branches rather than whole
trees. This practice thins the woodlands letting in light
and allowing bluebells to grow. Here industry leaves not
a scar, but beatifies the landscape. Elsewhere forests
utterly vanish to supply wood for ships and free land for
the plough. This is generally considered good progress.
The earth of the nation is also harvested for vast
amounts of coal as well as lead, iron, tin, and silver.
Travel between towns is by mail coach along muddy
roads, by river barge, or by sea. Canals are still rare.

Trade and Relations
England governs itself, Northern Ireland, Scotland, and
13 American colonies. From dominated lands the
companies of England extract great wealth for their
shareholders some of which is diverted by taxation into
the coffers of the Treasury. Gulliver’s Trading
Company seeks out new lands suitable for similar
treatment. Law restricts international trade, for example
a Royal Charter grants a monopoly to the East India
Company in trade between England and Asia. The
American colonies and Ireland can only legally trade
with England, no other nation. Trade into England is
also restricted. For example it is illegal to import calicos
and silks from India, Persia, and China (to protect
English weavers).
Several civil wars are within living memory. The most
recent being the failed Jacobite Revolt of 1715. James
The Pretender failed to seize the throne with the aid of
Scottish Catholics and French support. The recent civil

wars won common English people greater freedoms
than the citizens of France, placed even the King under
the Law, and put more power in the hands of
parliament.
In 1730 England is not at war, a most unusual state for
this nation. Recent hostility with France and Spain may
soon flare up again. Usually wars are fought at least
with the pretext of conflict between faiths, England
being Protestant while France and Spain Catholic.
Portugal is an ally of England.
Like most modern nations England maintains a costly
standing army. The cost is not due to the rate of pay
received by soldiers, they are often close to destitute,
but the sheer number of them. However its small
population cannot supply enough soldiers to defend the
colonies so the budding Empire must supplement its
forces with native allies.
The nation also maintains an impressive fleet of
warships but conditions for sailors are, if anything,
worse than for infantry. While impressive for the 1730’s
the number of ships and the sizes of the vessels are
much smaller than the better known Age of Sail that is
yet to come.

Fifty Years of English Living
Memory
This history of recent events provides inspiration for
players detailing backgrounds for characters. Also
provided are dates relivant to the history of the GTC and
Lemuel Gulliver.
1680: William Dockwra establishes the London Penny
Post. Items up to one pound delivered within 10 miles
of London for one penny.
1681 4 March: A royal charter provides a land grant to
William Penn in the new world, beginning of the
Pennsylvania Colony. Lemuel Gulliver ends his
apprenticeship.
1682: Edmund Halley predicts the return of a comet.
Lemuel Gulliver begins his study of Physic at Leyden.
There are no British medical schools at this time.
1683 28th July: Wedding of Princess Anne of Britain to
George, Prince of Denmark.
1684: Lemuel Gulliver takes a position on the Swallow
and voyages include those to the Levant.
1685: 6 February: Coronation of King James II.
1685: Monmouth Rebellion, The would-be king, the
Duke of Monmouth is defeated and later executed.
1686: James II suspends the laws persecuting Protestant
Dissenters and Catholics and promotes Catholics to key
positions.
1687 June: Lemuel Gulliver marries Mary Burton and
begins a clinic with his old master Dr Bates.
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1688: The Whig Revolution, Churchill defects from
supporting James II to the side of William Prince of
Orange. In December James II flees to France. William
and Mary take the throne.

cattle and sheep from Lilliput and Blefuscu arrive in
England with Lemuel Gulliver. He makes some money
showing them to persons of Quality. The fine fleeces of
miniature sheep begin to be greatly valued.

1689 February: James II lands in Ireland accompanied
by a small French force. Graham of Claverhouse,
viscount Dundee raises a Jacobite army in the Highlands
of Scotland. This army disperses soon after his death in
Ireland.

1703: Signing of the Methuen Treaty giving preference
to importing Portuguese wines over the French. Port
begins to become popular in England. The Great Storm
kills thousands in southern England.

1689: Bill of Rights defines the powers of king and
Parliament. Toleration Act grants freedom of worship to
Protestant Dissenters and Puritans. Catholic and nonChristian worship remains illegal, as does atheism.
Lemuel’s business partner Dr Bates dies. Business at
the clinic declines. Jonathan Swift starts work as
secretary to Sir William Temple. Lemuel’s first son,
Johnny, is born.
1690: Battle of Boyne between the forces of William
and James II. James deserts to France and his Irish
forces retreat. Irish resistance to English rule continues.
1691: September: Limerick surrenders in exchange for
better terms for Catholics, a promise that is later broken.
1692: January: Unrest in Scotland. William gathers
oaths from all the Chiefs of the Clans.
1693: The Barony of Culbin in Northern Scotland is
destroyed by a sandstorm.
1694 27th July: Bank of England founded. Beginning of
national debt.
1695: The Bank of Scotland founded. A window tax is
introduced in England. Many shopkeepers brick up
display windows.
1696: The Licencing Act is allowed to expire. Printing
presses are now free of royal censorship.
1697: The Treaty of Ryswick ends both the Nine Years
War and King William’s War. The hostilities between
England and the Grand Alliance led by France resume
five years later.
1698: An Act of Parliament grants the English
Company the right to compete with the British East
India Company in the East Indies. The Tories seize
power from the Whigs.
1699 5th November: the Antelope is wrecked near
Lilliput.
1700: Death of Prince William Duke of Gloucester
Queen Anne’s only surviving child aged 11. This leave
the Protestant succession to the throne of England in
doubt.
1701: Act of Settlement limits royal power in Britain.
Start of the War of Spanish Succession.
1702: Newspapers become available in London.
Marlborough’s British troops drive the French from
Holland. Death of King William. Anne corronated
Queen of England, Scotland, and Ireland. Miniature
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1704: Malborough’s forces victorious at Blenheim
preventing the fall of Vienna and Austria to the French.
Marshall Tallard commander of the French forces is
captured.
1705: Isaac Newton is Knighted. Edmund Hailey
predicts the return of a comet in 1757.
1706: Marlborough’s army victorious at Ramilles,
Belgium is conquered. Curiosities from Lemuel
Gulliver’s voyage to Brobdingrag arrive in England.
1707: Scottish and English Parliaments agree to unite
the countries. Scotland looses its own parliament.
1708: Prince Eugene of Austria and Marlborough
victorious at Oudenarde after the latter marching army,
guns and baggage 50 miles in 65 hours.
1709: Marlborough and Prince Eugene lead armies to
victory at the siege of Tournai and at Malplaqet.
1709 6th May: Lemuel leaves the Court of Luggnagg for
the port of Glangruenstald.
1709, 12th May: Lemuel leaves Luggnagg.
1709 27th May: Lemuel arrives in Xamoschi, Japan still
claiming to be Dutch.
1709 21st April: Lemuel arrives in Clumennig, a port of
Luggnagg.
1711 9th May: Lemuel
Houyhnhnm Land.

Gulliver

marooned

on

1710: A novel new law the Statute of Anne or ‘An Act
for the Encouragement of Learning, by vesting the
Copies of Printed Books in the Authors or purchasers of
such Copies, during the Times therein mentioned’
granting ‘copyright’ to authors comes into effect.
1711: The South Sea Company formed to trade with the
Spanish colonies.
1712: a £100 bounty is announced for members of
London street gangs including the Mohocks. The gang
problem abates but never quite vanishes.
1713: Treaty of Utrecht ends the Spanish War of
Succession.
1714: Queen Anne dies. George I coronated. The ring
bayonet replaces the plug bayonet.
1714: December: Houyhnhnm Council meets.
1715: Scottish Jacobite rebellion in favour of James II.
Riots in London and West Country.

1715, 15th February, 9am, Lemuel Gulliver leaves
Houyhnhnm Land.
1715, 5th November, Lemuel arrives at Lisbon on the
ship of Captain Pedro de Mendez.
1715, 25
England

th

November, Lemuel leaves Lisbon for

th

1715, 5 December, Lemuel arrives at Downs and is
home by that afternoon.
1716: The Jacobite rebellion falls apart. James II
escapes to Rome becoming a guest of the Pope.
1717: Britain, France and the Netherlands form the
Triple Alliance, there is uneasy peace as all eyes
nervously watch Spain. King George I expels his son
from the royal household.

1721: Walpole now ‘runs’ England. The first ‘Prime
Minister’ though that title does not exist for many years
yet.
1722: Death of John Churchill,
Marlborough aged 72 from stroke.

1st

Duke

of

1723: Death of the acclaimed architect and man of
reason Sir Christopher Wren, designer of St. Paul’s
Cathedral.
1724: Hanging of Jack Sheppard notorious robber, thief,
and gaolbreaker.
1725: England, France, Hannover & Prussia sign
Covenant of Hannover.
1726: First publication of Gulliver’s Travels.

1718: Austria joins the alliance and the War of the
Quadruple Alliance is declared on Spain.

1727 April 2: A new edition of Gulliver’s Travels
includes a letter to his publisher airing grievances about
changes made to the manuscript.

1719: Daniel Defoe publishes Robinson Crusoe.
Jacobites defeated at Geln Shiel.

1728: Lemuel Gulliver publishes his extended work
detailing Lilliput.

1720: The South Sea’s stock bubble. The South Sea
Company takes over the national debt. Stocks in the
company soar but soon there are no more buyers. Share
holders panic and soon the stocks are worthless. The
finances of hundreds are ruined. First minister Walpole
acts to restore calm. End of the War of the Quadruple
Alliance

1729: Lemuel Gulliver publishes his treaty on the
manners and virtues of the Houyhnhnms. Herman Moll
produces an updated map of the world featuring the
discoveries of Lemuel Gulliver.
1730, 30 June: present day.
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Introducing Characters
We seek officers, sailors, surgeons, and tradesmen willing to join our
first expedition in return for suitable payment. Investors and paying
passengers are also most welcome
As for any further particulars relating to the author,
the reader will receive satisfaction from the first
pages of the book.
RICHARD SYMPSON.

Doughty John
sets an example

Overview

Character introduction or
character creation, will be
largely familiar to veterans
of FATE 2e. In summary,
character introduction begins
with a discussion of what
kind of game will be played
and what kinds of characters
will be suitable. Players
formulate a concept to guide
their further choices. Then a
nationality aspect is chosen.
Next the player develops the
character’s
back-story
through several periods of the character’s life called
parts. In Gulliver’s Trading Company ‘phases’ (the
FATE term) are called ‘parts’, just as the novel is
divided into one part for each of Lemuel’s journeys. For
character introduction these initial parts are condensed
just as the early years of Lemuel’s life are in the first
few pages of the novel. During each part the player
chooses an aspect and four skills or extras. Most
characters will be built with four parts. For a single
player a five to eight rather than four part character is
recommended. Increasing the meta-game resources
available can help lone character survivability. The parts
produce a preliminary list of skills and extras. Only after
the parts are completed is the list of skills and extras
If any portion of the
character
introduction process
is unclear see the
worked
example
given at the end of
this chapter.
Also throughout this
book the character of
Lemuel Gulliver is
developed
and
presented.

Random Gentleman Generator
Some players find the number of choices involved in
character generation bewildering or simply need a
launch point to get the creative juices flowing for these
reasons sidebars with this heading are provided.
Characters generated by these rolls create middle class
gentlemen of similar education and experience as
Lemuel Gulliver when he first took to the sea. Feel free
to mix and match random rolls with deliberate
choices.
For each random roll use four fudge dice and total the
result just as for any other roll in this game.
For those truly in a hurry see Instant Sailors at the end
of this chapter.
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finalised and values assigned to these items.
Having detailed the character’s past and skills, A few
details of the character’s current personality and
aspirations are described. Three Conscience points are
assigned. A desired aspect is chosen as a goal. A short
description and name completes the character.

Literary Terms
Précis, Part, and Chapter used
here as a tip of the hat to the
fact that this is an rpg based
around an 18th century novel.

Gulliver, The Swallow’s Surgeon
As Swift is to be a single explorer, his referee grants
five parts instead of the usual four. This will grant him
more aspect and skills to overcome obsticles with.
Based on the first few pages of the account of his
travels we can represent Lemuel Gulliver as he steps
aboard the Swallow to go to sea for the first time. Here
are Parts 1 to 3 for Lemuel.
Nationality Aspect: English

Part 1: Introduction:
The author gives an account of himself and his family.
Aspect: Family. Extras: Father, uncle John, literate.
Skills: geography

Part 2: Childhood
Swift wants Lemuel to have the trait Mechanically
Inclined but this does not fit well with the imagined
character’s life story. So he decides on a childhood
part to cover this.
Aspect: Mechanically Inclined. No Extras. Skills: add
play spinet, trade sewing, trade carpentry, boating.

Part 3: Emanuel College
Where I resided three years, and applied myself close to my
studies
Aspect: Facility with Languages. No Extras. Skills:
Latin, French, High Dutch, geography.

précis, aspects, extras, and skills associated with each
part, these are only named here, they are assigned
values on the second sheet. This first sheet has much
more room than you’ll need so you can use several lines
for each Part if you wish and there is plenty of room for
additional Parts gained during play.

Discussion between
authors

Concept

The second sheet is for use during play. Here you will
record assigned skill ranks, conscience, tally up Aspect
boxes and other items used during play.

Nationality Aspect

After these sheets is a filled in character sheet for use
when creating ‘instant sailors’.

Discussion

Part title

Précis

1 Aspect

Repeat
(usually
four Parts)

List 1 to 4
skills or
Extras

Tally up Aspects

Assign ranks

Conscience

Goal

Name

Description

Character Sheets
As you proceed through your character’s introduction
you should record the details on a character sheet, like
the one given at the end of this chapter. Use a pencil to
fill out the sheets so you can make changes. The
character sheet has two pages. The first is a ‘synopsis’
page used to record details during character introduction
and advancement. It includes spaces to record the titles,

The journey through a character’s life story via
introductory Parts works best when players have some
idea of what kind of character they want to play and
what kind of travels the referee intends. A discussion of
these matters should precede introduction of characters.
The style and model decided on by the participants’
influences the kinds of characters that will suit the
campaign. Most campaigns will begin in England and
the characters will most likely be English, though
travellers from other ‘mundane’ nations might be
present. After visiting the unusual lands discovered by
Crew Positions and ranks
A sailing ship of the 18th century requires a variety of
skills to function. A partial list of positions and
passengers follows: bo’sun, cabin boy, captain,
carpenter, cook, marine, master (navigator),
midshipman, powder monkey, passenger, purser,
sailor, ship’s surgeon, sponsor, and steward.
In GTC all of these positions can be taken as aspects
or filled by characters with appropriate skills.
Rank is also an important consideration. Aboard
civilian vessels person in charge of the ship’s day-today operations is the master. Land-lubbers often
incorrectly call this person the captain. The master
answers to the ship’s owners or expedition’s
sponsors, but the crew will obey the master over
these investors. The master is expected to be a skilled
navigator.
Below the master there might be a master’s mate who
is an apprentice navigator.
Other skilled positions such as the carpenter are also
officers sometimes with their own mates.
Common sailors are of the lowest rank.
Military vessels add another layer of command over
the top of the normal civilian scheme. The masters,
carpenters, and other skilled positions needed to
keep the ship afloat and on heading are considered
warrant officers able to order common sailors in
order to get work done but who are out-ranked by
proper officers including captains and lieutenants.
Note that a small ship may not have someone with
the rank of captain in charge of her. To prevent
confusion the officer in charge is addressed as
‘commander’. In some instances a single person can
hold multiple positions, for example a ‘master and
commander’ who holds the rank of lieutenant.
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Lemuel Gulliver, groups favouring a fantasy flavour
might allow natives of these odd lands as player
characters. One exception is the ‘extraordinary persons’
campaign style where the odd abilities of citizens of
these distant lands will fit right in.
It's often helpful for players to get a sense of the sort of
character they'd like to play. A lot of things can happen
during the parts, so it's easiest to start with a simple
idea, and build on it over the course of character
introduction. Once everyone has a concept, players
should feel free to discuss these, unless the referee says
otherwise. No player is obliged to participate in the
discussion. In fact, no player is even obliged to have an
idea at this point. However, doing so allows players to
get a sense of what direction their fellow players want to
take things, and it gives the referee a sense of what the
group dynamic might look like.
A worked example of the character generation process
is given at the end of this chapter. This example
illustrates not only the process of character introduction
but also how introducing characters is an opportunity
for players to influence the story, style, and themes of
the campaign to create a true collaboration.

Concept
Begin by recording a few words about the kind of
character
you
are
introducing. A concept
Random
could be as simple as
Gentleman
‘sailor’ or as detailed as
Generator
‘ship’s surgeon with a
The random generator
thirst for travel’ but
creates
Europeans
probably should not be
suitable for use in most
much more detailed than
campaign styles except
that. Look through the
perhaps
the
personal aspects (p88) and
Extraordinary Persons
skills (p124) for ideas.
variant.
Your concept is there to
guide you in making later
choices but don’t be too tied to
it, as your character evolves
Random
changing your concept is
Gentleman
allowed.
Generator
Nationality:
-4
Italian
-3
Portuguese
-2
Dutch
-1
Scottish
0
English
1
Cornish
2
Irish
3
French
4
Spaniard

Nationality
Aspect

Before the character’s first part
she receives a single aspect to
represent
her
nationality.
Nationalism is rampant in the
18th century. Even if a
character considers herself a
citizen of the world and a
friend of humanity others will still make judgements
and assumptions based on her place of origin, accent,
and appearance. For many a fellow expatriate in a
foreign land is a friend and citizens of rival nations
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suspect or automatic enemies. In short behaviour that is
reprehensible in the 21st century is often the norm in the
18th.
In many campaigns player characters will all be English
or at least European. In others player characters
originating in the strange nations discovered by Lemuel
Gulliver will be allowed. The version of Fate used here
can handle very odd, tiny, or large PC’s
Nationalities are described from page 77.

Parts
Gulliver’s Trading Company parts represent periods
between substantial changes in a character’s conditions
or fortunes. For most characters parts will be around
three years long but in practice could be any length of
time as long as each represents a discreet period during
which the character’s circumstances are stable.
There is one exception to this guidance; the first part
represents the character’s general background. This
could focus on family, social standing, innate traits,
inherited wealth, or other aspects of background.
People who put to sea vary greatly in experience. The
recommended number of parts is four. Since this genre
is not one focussed on incredible powers and great
heroes, fewer parts are needed to define characters. This
level of (in)experience is equivalent to Lemuel when he
first went to sea on the Swallow late in his 23rd year. At
this level many NPCs will be more experienced with
better skill levels. Gulliver embarked on the ill-fated
voyage that left him stranded in Lilliput as an
experienced mariner with ten parts, more than most
stay-at-home Englishmen ever accumulate.
As already noted a single player may be granted a five
to eight rather than four part character. For the style of
campaign with extraordinary persons, six or more parts
parts will help create individuals of appropriate power.
In each part the player begins with a title describing it.
If desired this may be followed by a short statement, the
précis. An aspect is assigned to the part and finally one
to four skills or extras are selected. At this stage the
skills and extras selected are not rated nor are they
finalised. Each part grants one aspect but note that the
nationality aspect is not within a part so the number of
parts and the number of aspects is not equal. The
purpose of this portion of character introduction is to
map out the character’s personality and background
including the kind of skills and extras they will have.
Only after all the parts are completed skill ranks are
distributed.

Introduction Aspects
Aspects represent elements of the character that are not
reflected by their skills, including things like the
character’s advantages, disadvantages, connections, and

even attributes such as strength or intelligence. Example
aspects are given from page 65.
In each part players pick one aspect
to represent an important element
of the character that can tie into the
events of the part. You must make
a different choice of aspect for each
of the first four parts.

Choose Skills
and Extras
Once the aspects are chosen, the
player then picks one to four skills
or extras appropriate to the events
of the part and within certain
restrictions (p23). Skills represent
specific
knowledge
and
competencies held by the character.
Skills can be quite limited. For
example a character with skill in
pistols gains no advantage from
this when using longarms. If you
desire broad knowledge or talents
then supplement your skill
selection with appropriate aspects.
For example to simulate general
competence in firearms use a
‘Marksman’ aspect in addition to
skill in pistols. Skills are described
from page 124. Extras are similar
to aspects but of lesser importance,
Extras are discussed on p117 and
some examples are given from
p117. This process provides a list
of skills. Values are not assigned to
these skills yet.

Restrictions on and
guidance for skill
choices
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still choose Athletics (conflict or physical). The skills
groups are Conflict, Maritime, Physical, Social, and
World.
Allowed boxes/Aspect
When individuals or nations fight conflict
skills are of use. The 18th century is a
1
turbulent time and most people would
have some experience in a few skills from
2
this group. Soldiers and criminals should
take numerous skills from this group.
3
Yahoos are experienced in a few primitive
conflict skills. These skills are used in the
4
game’s physical combat rules.

&c

&c

Parts
1-4
5-8
9-12

Random Gentleman
Generator
Aspect. Roll as usual but re-roll if
the same result is rolled twice.
-4
Atheist
-3
Expensive taste
-2
Financial Misfortune
-1
Educated
0
Educated
1
Proud
2
Facility with Languages
3
Historian
4
Mechanically Turned

A note on literacy
Literacy is not assumed, in fact a
great many Europeans are
illiterate. Some aspects enable the
character to be semi-literate; they
must expend an aspect box to
read
a
message.
Educated
characters should take the extra
‘Literate’, which enables reading,
and writing in any language the
character has skill in without
expending aspect boxes.

The choice of skills must be
consistent with the events of the part. If the player had
spent the part training as a surgeon, then skills like
surgeon, Latin, or chemistry would probably be
appropriate, while skills like gardener or half-pike
would not.

The maritime group covers a hodgepodge
of skills useful aboard ship. Many skills
learned in other walks of life are useful
aboard ship so many landlubbers will
incidentally have skills in this group.
Sailors, officers, and pirates should take
numerous skills from this group. These
skills are more common in seagoing
nations such as England, Holland, Spain,
and Luggnagg. Maritime skills are used in
the rules for sea travel and ship-to-ship
combat.
Physical skills cover activities such as
sports and hard labour. Most people learn
some physical skills as children and more
during their work as adults. Yahoos,
Houyhnhnm,
labourers,
Lilliputian
Ministers, and gentlemen of leisure often
have numerous skills from this group.
In normal human life development of
social skills almost unavoidable, even if all
that is learned is being unobtrusive. Social
skills are especially important in courts,
parliaments, and criminal culture. Social
skills are also important in factional and
warlike nations such as Lilliput where
plots and suspicions of treason or heresy
are common. Social skills are used in the
rules for social conflict and intrigue.

The world group covers knowledge of the
natural and physical universe, nations, and
peoples. Most people have a little knowledge from this
group. Travellers and academics have a great deal.
These skills are especially valued in Laputa, Balnibarbi,
and Glubdubdrib.
With the selection of skills the part is completed.

Skills belong to groups, flick forward a few pages and
glance over the table of skill lists. The first skill chosen
for any part must be a social skill. If further skills are
chosen then each skill within a part must be from a
different skill group. No such restriction applies to any
extras chosen. Most skills belong to more than one
group; where a skill belongs in multiple groups it can
count as either when applying the restriction. For
example after choosing Brawling (conflict) you may
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Tally up Aspects
After all the parts are completed tally up your aspects
(including your nationality aspect), for each time an
aspect appears draw a box on the character sheet. You
may wish to draw the boxes in pen. Unless you are
creating an advanced character you will only have a
single box for each aspect, for example:
English



Ship’s Surgeon



At introduction no aspect may have more boxes than a
quarter of the total number of parts (round up). For four
part starting characters this effectively limits them to
one box per aspect. When Lemuel Gulliver was washed
ashore at Lilliput he had nine parts and ten aspects
(including his nationality) all at one box. GTC
characters will often have a breadth of traits, rather than
only a few aspects.
Part 4: Apprenticed to Mr Bates:
I was bound apprentice to Mr. James Bates, an eminent
surgeon in London, with whom I continued four years. My
father now and then sending me small sum of money, I laid
them out in learning navigation, and other parts of the
mathematics, useful to those who intend to travel.
Aspect: Thirst for Travel. Skills: Navigation,
Conversation, Surgeon, and Mathematics.

Part 5: Leyden:
…there I studied Physic two years and seven months,
knowing it would be useful in long voyages.
Aspect: Educated, Skills: Physic, Surgeon, Low Dutch,
Latin.

Aspects: differences from 3e
The relationship between aspects and fate points is
different to that in 3e. Here you do not have a hoard of
generic fate points you can use to fuel any aspect.
Instead each aspect has a limited number of boxes
(uses). Each time the player uses the aspect to her
advantage a box is checked (or a card handed to the
referee if aspect cards are used). Fate points are
fleeting things that recharge your aspect boxes or add
to a conscience then are gone. See Using Aspects (p52)
and Fate Points (p54) for more.

24

Conflict
Acrobatics

Maritime
Alertness

Physical
Acrobatics

Social
Alertness

Alertness
Athletics
Brawling
Deception
Drill
Intimidate

Astronomy
Brawling
Climbing
Cooking
Fishing
Gaming

Athletics
Charioteering
Climbing
Dance
Pick pockets
Play Instrument

Begging
Conversation
Dance
Debate
Deception
Disguise

Intrigue
Observation
Stealth
Strategy
Tactics

Geography
Horology
Intimidate
Intrigue
Languages
(current only)
Logistics

Riding
Stealth
Strength Feats
Strut
Swimming

Etiquette
Flattery
Gaming
Insult
Intimidate

World
Advanced
Mathematics
Alchemy
Apothecary
Art
Astrology
Astronomy
Atmospheric
Engines
Barber
Boating
Charioteering
Chymistry
Cooking

Weapon Skill B
only

Intrigue

Disguise

Languages
Morality
Music
Observation
Oratory
Persuasion
Play Instrument
Poetry
Projection*
Resist
Stewardship
Strut
Tutoring

Engineering
Farming
Fishing
Gaming
Gardening
Geography
Herbalism
History
Horology
Intrigue
Languages
Law
Law, Brobdingrag
Logistics
Mathematics
Mechanics
Morality
Music

Torture
All Weapon Skills

Mathematics
Natural History
Navigation
Observation
Oratory
Physic
Physics
Poisoning
Resist
Sailing
Stewardship
Strategy
Surgeon
Survival
Swimming
Tactics
Trade
Weapon Skills: S,
B, P, C, and T.

Natural History
Navigation
Physic
Physics
Play Instrument
Poetry
Politics
Projection*
Poisoning
Strategy
Surgeon
Sorcery Skills*
Survival
Trade
Torture
Weapon Skills: C,
G, E
Weapon skills available from the maritime and world groups are denoted by their assigned letters: V very long melee; W,
bow; X, crossbow, S, single-handed melee; F, Fencing; B, brawling; D, double handed melee; P, pistol; L, longarms; C,
cannon; T, thrown; G, grenade, E, siege engine. All weapon skills are available from the conflict group; see the weapon
skill description for rare weapon skills not listed above.
* Skills marked with an asterix are not available to everyone; check the descriptions of projection (p130) and the sorcery
skills (p131).

25

Random Gentleman Generator
Extras. A randomly rolled gentleman has only one extra, literacy, taken in his first part.
Skills. The first skill in any part is the social skill at -4 on the table. Other skills are rolled. In the first part roll two times for
skills, in all subsequent parts roll three times.
If the same skill is rolled twice during the same part do not roll again, less than four skills will be listed for that part. The
exception being Languages, play instrument, and weapon skills where the player must choose a different language,
instrument, or weapon skill respectively each time until the available choices have all been selected within that part. For the
purposes of random generation allow two or more skills from the same group in a part, one less thing to check.
Roll the die as usual and consult the column corresponding to the part’s aspect.
Where a weapon skill is indicated only those letters are listed may be chosen.
Skill
Group

Atheist

Expensive
taste

Financial
Misfortune

Mechanically
Turned

Educated

Proud

Facility with
Languages

Historian

-4

Social

Resist

Strut

Intrigue

Play
Instrument

Morality

Oratory

Conversation

Language:
Latin
or
Ancient
Greek

-3

Maritime

Alertness

Sailing

Trade
one

Trade
one

Surgeon

Tactics

Intrigue

Geography

-2

Physical

Athletics

Riding

Stealth

Climbing

Play
instrument
(pick one)

Strut

Play
Instrument
(pick one)

Riding

-1

Conflict

Weapon
skill B

Observation

Weapon Skill
B

Weapon skill:
C, P, L, E, X.

Observation

Weapon skill:
F,P

Deception

Strategy

0

Social

Deception

Dancing

Gaming

Tutoring

Debate

Persuasion

Language

Debate

1

World

Morality

Play
Instrument

Cooking

Engineering

Law

Intrigue

Poetry

History

2

Maritime

Observation

Gaming

Mathematics

Horology

Navigation

Intimidation

Oratory

Observation

3

Conflict

Weapon
Skill F, S, P

Weapon Skill
F, S, P, L

Deception

Observation

Strategy

Athletics

Alertness

Tactics

4

World

Disguise

Logistics

Gardening

Mechanics

Advanced
Mathematics

Strategy

Music

Art Literature

pick

pick

Where a weapon skill is indicated choose one from those listed by their letters: C, cannon; E, siege engine; F, fencing; S, single
handed melee; B, brawling; P, pistol; L, longarms; X, crossbow.
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Assign Ranks
Recommendations
for social skill ranks
The social conflict rules
increase the importance of
social skills in GTC
compared to many games.
PCs should have at least
one social skill per Part. It
is advisable that enough
ranks be assigned to one
skill to raise it to Good.

After all the parts are
completed then assign
ranks. For each part
characters get six
ranks. A typical fourpart character has a
pool of 24 ranks to
assign.

Ranks
may
be
assigned to skills or to
extras (p117). Every
part one rank must
be spent on a social
skill, therefore a typical four part starting character
must spend a minimum of four ranks on social skills.
Skills are described according to the adjective ladder
each rank assigned to the skill will raise it one step up
the ladder. A skills final rating will depend on the
number
of
ranks
assigned and how
Extras?
difficult it is to learn
as explained a little
Extras are small details
later.
that are not important
enough to be aspects. Most
characters will have few or
no extras. Extras are fully
described in their own
chapter (p119). Briefly,
aspects
can
represent
special abilities such as a
Yahoo’s claws or used to
define equipment and
NPCs by giving them
aspects, one rank per
aspect box. For NPCs the
first
aspect
assigned
should
describe
a
relationship between them
and your PC

First, remove ranks
for any extras desired
from your pool, and
then build a skill
pyramid with the
remaining
ranks.
Unlike
standard
FATE it is not the
final rating of a skill
that matters but the
number of ranks spent
on it. There must be
more skills with 1
rank than with 2
ranks, more with 2
ranks than with 3
ranks &c. Difficult skills will be at a lower rating for the
same rank expenditure but this in no way affects the
pyramid.
Since you only choose 1 to 4 skills or extras per
introductory part you may find you have ranks left over
Blank card method for skill ranks
The easiest and recommended way to build a skill
pyramid is with blank cards, one card per rank.
Spend multiple ranks on a skill by stacking cards.
Arrange the cards into an allowed arrangement with
a pleasing distribution of skill levels. Will the
character be a focused expert or jack-of-all trades
(but master of none)? Once this is done label the top
card of each skill pile with a skill name. Labelling is
best done in pencil so cards can be reused. Blank
cards can be made from a sheet of card or ‘visiting
cards’ can be purchased at a stationer or newsagent.

after you draft your pyramid. You can either try to
squeeze these in by rearranging the pyramid or you can
retrospectively add extras or more skills to your parts.
Don’t be afraid to rearrange the ranks until you are
happy with the pyramid.
Once the pyramid is arranged to your satisfaction, the
skills and their respective numbers of ranks can be
recorded. Looking up each skill there will be an entry
such as: Rnk-1’. This gives the method of calculating
the rating of your skill. For example you if spend three
Pyramid Shorthand
Sometimes you need a detailed character on the fly and don’t want
to mess with the headache of tracking the pyramid. In those
situations, the following guidelines may come in handy. These
examples represent pyramids optimized to get high skill ranks as
quickly as possible but not to exceed 4 ranks, which produces a
great level for most skills. There are also no extras taken out of
these pyramids. To add extras without violating the pyramid
dissolve the pyramid from the top down into extras and 1 rank
skills.
Parts
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16

Skills
4x 1 rank, 1x 2 ranks
5x 1rank, 2x 2ranks, 1x 3ranks
6x 1 rank, 3x 2 ranks, 2x 3 ranks
6x 1 rank, 4x 2 ranks, 2x 3 ranks, 1x 4 ranks
8x 1 rank, 5x 2 ranks, 2x 3 ranks, 1x 4 ranks
8x 1 rank, 5x 2 ranks, 4x 3 ranks, 1x 4 ranks
8x 1 rank, 6x 2 ranks, 4x 3 ranks, 2x 4 ranks
8x 1 rank, 7x 2 ranks, 4x 3 ranks, 3x 4 ranks
8x 1 rank, 7x 2 ranks, 6x 3 ranks, 3x 4 ranks
10x 1 rank, 7x 2 ranks, 6x 3 ranks, 4x 4 ranks
10x 1 rank, 8x 2 ranks, 6x 3 ranks, 5x 4 ranks
11x 1 rank, 9x 2 ranks, 7x 3 ranks, 5x 4 ranks
11x 1 rank, 10x 2 ranks, 7x 3 ranks, 6x 4 ranks
11x 1 rank, 10x 2 ranks, 9x 3 ranks, 6x 4 ranks
13x 1 rank, 10x 2 ranks, 9x 3 ranks, 7x 4 ranks
13x 1 rank, 11x 2 ranks, 9x 3 ranks, 8x 4 ranks

Gulliver is recommended to Captain
Abraham Pannell
At this point Lemuel begins his first sea voyage. Unlike
most PCs he starts his journey with five parts and therefore
30 ranks to allocate rather than 24. In allocating ranks the
player adds the extra “John is wealthy” to the first part, a
rank in English to the third part, and mechanics, classical
Greek, music, and observation to the fourth. He also adds
an extra rank to each of Low Dutch, Physic, Observation,
and Navigation.
Aspects:
Family

Mechanically Turned

Facility with languages

Thirst for Travel

Educated

Extras: Father, Uncle John, John is wealthy, literate. Total
of four ranks of extras.
Skills (Rnks): English fair (1), Surgeon mediocre (2),
Navigation mediocre (2), Physic mediocre (2), Mechanics
poor (1), Latin average (2), French mediocre (1), Play spinet
poor (1), Music mediocre (1), Observation average (2),
Conversation mediocre (1) mathematics mediocre (1),
Classical Greek mediocre (1), Low Dutch average (2),
Geography mediocre (2).
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ranks on navigation the rating entry reads Rnk-3, so
3Rnk-3=0. Next look up 0 on the ladder, your skill is
average. You would be an average navigator. At
creation no skill may exceed a rating of great, at 4 parts
this cannot be done anyway.

objects in their pockets. The items should not be ones
that would have logically affected preceding events
unless it is the start of a scene the character cannot
‘suddenly’ be carrying a 10’ ladder nor dressed in a
satyr masquerade costume.

Most extras cost a single rank and can be used at will.
The exception is extras that buy aspects for an NPC or
object; these are simply recorded with boxes (one per
rank spent) just as the character’s own aspects are.

Aspects can be expended to have larger temporary items
relating to the aspect available but only within what the
referee judges to be within the bounds of the narrative.
Often such requests are available only at a change of
scenes. The items can last until the end of the chapter
just as smaller items do.

A Note on Equipment
Those used to more conventional RPG’s may be
expecting an allotment of starting funds to spend on
items chosen from a list
A large item
of
equipment.
request
Gulliver’s
Trading
Company
handles
For example a PC is
equipment differently.
being pursued by angry
Items are defined as
Mohawks. The player
extras or aspects or can
wishes to use a box from
be
determined
his ‘explorer’ aspect to
retrospectively
by
have a canoe waiting
invoking aspects. In the
nearby he can escape in.
The referee reminds the
latter case the player
player that the character
asks the referee if the
trekked into the area on
desired item can be
foot last scene and that
handy or be something
there is no friendly
the character has been
settlement nearby to
carrying all along and
have bought a canoe at.
has
just
become
The
request
is
important to the story. If
disallowed. Had the
the referee consents,
request been allowed it
and the player has an
would have been good
appropriate aspect box
form for the referee to
free to invoke (spend),
require the player to pass
then the item is
a dynamic test to loose
available. The item
the
Mohawks
long
lasts until lost or until
enough to reach the
the end of the current
canoe, thus concluding
chapter,
whichever
the scene.
occurs first. To continue
using the item in the next chapter an aspect needs to be
spent again. Invoking aspects to gain temporary items
should only be allowed for small or worn objects, the
kind of items that the character could have had all
along. What kind of items would qualify can depend
somewhat on the character; a London beggar and a
Lilliputian minister are likely to have very different
Some items
What follows is a list of 18th century items likely to be
invoked by spending an aspect box: alarm geese,
column candle, carrier pigeon, cow bell, hawks bell,
dog sled, flint and steal and tinderbox, glass coach,
half-pike, logarithmic tables, microscope, mine
canary, musket, navigation charts, oxen, paddle,
printing press, reindeer, rue, shirt, spear, spinnet,
sprig of lavender, string, surgical kit, tallow candle,
tobacco, walking staff, and watchdog.
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Invoking aspects for items is a drain on a player’s game
resources therefore for items that you are going to use
often investing an extra is a better option. For example a
grenadier might spend extras on grenades and an
infantry hanger, a type of sword, to avoid having to
invoke (spend) aspects to get them every chapter. For
descriptions of 18th century weapons see Weapons and
Armour (p52+).

Initial Conscience
All characters are introduced with three points to
distribute between the enlightenment, quality, pride, and
corruption components of conscience. These values act
as a guide for role-playing and can provide bonuses to
some rolls (p47). Conscience points provide a ‘report
card’ on the character’s recent actions. Note that unlike
aspects, extras and skills, conscience points are not
permanent once spent they are gone. Nor are they boxes
indicating limits, the components of conscience can
fluctuate from zero up to any number as the character
gives in to base instincts or finds her moral resolve.
Enlightenment Understanding and insight into the
underlying workings of the world and how reason is at
odds with human nature. Enlightened characters have a
good understanding of human nature, are good judges of
character, and shrewd in detecting lies.
Quality: Integrity, good will, kindness, compassion,
and strength of character. Such attributes predispose one
to social and economic failure amongst Europeans. It is
therefore obvious to the enlightened that the aristocracy
who are assumed to be persons of quality are, more
often than not, nothing of the sort. Indeed some noble
houses are known for cruelty, falsehood, or cowardice
in the bloodline. Persons of true quality can be of use in
calming the fearful, making a good impression among
honest people, and convincing potential father-in-laws
of your honourable intentions.
Corruption: The scale for the collected failings of
human nature. Greed, lust, and cruelty are typical
manifestations of corruption. Corruption produces
drives and devious mental habits useful in all dishonest,
spiteful, and criminal activities.
Pride: is the one corruption unique to humanity. Even
the bestial Yahoos, so filled with corruption, do not
display this defect. Many go so far as to view pride as a

virtue pointing to its use in oratory, confidence of
actions, and maintenance of morale. However, the
enlightened few who really know human nature find
little worth exultation and much to be humble about.

decade of your character’s life. This serves as a
statement of intent to help the referee in writing
adventures and as guidance for choosing skills and
aspects as your character advances.

Goal & Ambition

Name

The player should pick what direction they want the
Collections of names taken from Gulliver’s Travels or
character to go in next. This is expressed as a goal,
other 18th century sources are given in nationality
which should be the next aspect the player
aspects (from page 77). Very few names
would like for the character. It’s possible
are listed for wholly imaginary
Ready for the Seas
that the player will not have an idea, and
nationalities, in these cases new names
Before Lemuel sets out on his
that’s fine, but the goals help tell the
can be created by mixing syllables from
first journey two more details
referee the sorts of things the players are
the names given.
are needed:
interested in. See Advancement (p40) for
Goal: Ship’s Surgeon
more information.
Conscience: Quality 2, Pride
1.
Finally, consider naming an advanced
aspect (p41 and p114+ for some
examples) as an ambition. It should take most of a
campaign to achieve your ambition, likely more than a

Description

You may wish to write a short
description of your character, which could include
appearance, mannerisms, personality traits, &c, or draw

Instant Sailors
When a PC dies during play and the player needs a new character, or a new player wants to get started right away an
instant sailor can be created. The character is simply a typical member of the ship’s crew who has stepped up from
anonymity and will now take a more proactive role in the story. Instant sailors can be created very quickly but will all
be somewhat similar common English merchant sailors with four parts.
To create an instant sailor use the instant sailor character sheets given at the end of this chapter. On the second sheet
assign three conscience points (p8). Now assign the first four skills on the second sheet. Each of these belongs to a
particular skill group from one of the lists below. The character has no extras and is not literate, though you can use
your English aspect to struggle through a short note or shoppe sign.

Conflict

Physical

Social

More Social

Languages

Acrobatics

Acrobatics

Alertness

Intrigue

Arabic

Alertness

Athletics

Begging

Languages
(see
next
column)

Dutch (High)

Athletics

Charioteering

Conversation

Morality

Dutch (Low)

Deception

Dance

Dance

Music

French

Drill

Pick pockets

Debate

Observation

Gaelic

Intrigue

Play
Instrument

Deception

Oratory

Spanish

Observation

Riding

Disguise

Play
Instrument

Portuguese

Strategy

Stealth

Etiquette

Poetry

Italian

Tactics

Strength Feats

Flattery

Resist

Scots Gaelic

Torture

Swim

Insult

Tutoring

Greek
(modern)

Any
Weapon
Skill
except
Brawling
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a portrait of your character. This is a good place to put
details that you don’t have enough aspects for. The
description can provide a guide for choosing future
goals. Like your concept, your description is intended to
be an aid not a straight jacket. You don’t have to choose
goals from it and if you character evolves change your
description.
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Doughty John: an example of character generation, initial discussions
Here we present an example of the process of character generation described in full.
At the beginning of the session the referee and players meet and discuss the characters and campaign. The referee
suggests that the ship’s crew campaign model would be most suitable since most of the players will be able to attend
most of the sessions. The players agree this is the case and the matter is settled.
The referee is most keen to run adventures of a traveller’s tales type but also to seek inspiration from the historical
details to some extent. Most players are fine with this though one has concerns about not knowing ‘anything much’
about the period. The referee reassures her that he intends to use history as a source of ideas, not to nit-pick to
recreate a perfect accurate 18th century. Another player, Tim, feels the campaign may be a bit light to support the
characterisation and drama he would like to play. The group considers satire but most players are not enthusiastic
about this grim view and the referee feels it will detract from the tales of high adventure he want to run. Tim suggests
that some adventures be ‘morality plays’, an idea that meets with agreement.
Finally, the authors come to discuss characters. The referee wants to start the campaign in London in the year 1730.
Therefore would like the player characters to be English. Most players agree but one had hoped to play a Lilliputian.
The referee bans this idea but indicates that once the ship has travelled to strange lands players may generate
characters from those places, he just wants them to explore the world first. He also feels that for a traveller’s tales
campaign most characters should be Europeans. After some discussion a compromised is reached, that player’s
character will be Japanese, the others will be English. Tom decides to player an honest sailor; he records the concept
‘Honest Sailor’ on his character sheet. He hopes to use the virtuous temper on a rough sailor’s background to give the
character depth and to influence the campaign adding more ‘morality play’ elements.
Someone suggests that the characters are a tight knit team rather than Machiavellian intrigue between characters or
characters meeting during play. The referee approves since it will suit his plans for daring traveller’s tales. The other
players agree. To this end the players will try to forge connections during the parts.
This example is continued in the next box.
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Doughty John: an example of character generation, aspects and parts
Tom records his character’s Nationality Aspect: English. Swift had very little good to say about the English. Tom plans to
avoid using positive invocations of this aspect but hopes having his honest sailor unfairly judged by foreigners will earn
him a few fate points and bring something of the morality play to the campaign.
Tom intends to play a sailor in his mid-twenties so decides that his first part will describe is childhood to eleven years old.
Inserting some historical detail he happens to know he entitles this first part “The Pool” for he grew up around the Pool of
London. He writes a brief précis ‘I grew up around the docks at the Pool, son of a poor but honest family’. Tom wants to
keep track of the age of his character so records ‘to 11yrs beneath the title, many of the others see no need to keep such
careful track of their ages. Deciding that the ships and sailors captured the imagination of the young boy Tom chooses the
aspect ‘Thirst for Travel’. Tom chooses four skills, each from a different group, (groups in parenthesis) and no extras for
this part: swim (maritime), climb (physical), morality (world). Tom has to choose a social skill so he picks flattery.
For his second Part Tom is eager to get his character to sea and learn sailing. He decides to become a cabin boy. He initially
names this Part ‘The Levant’. One of the other players presents Tom with an opportunity. This other player is going to
play ‘an old sea dog’ and suggests Tom’s character could be the son of this older sailor. Tom consents and makes this other
PC his aspect for the part. This will fit better with the finished character than a ‘cabin boy’ aspect anyway. For his précis he
writes ‘When my father went to sea I followed as the ship’s cabin boy’ which records the idea that the character was once a
cabin boy just as Tom imagined for this part. Tom can choose up to four skills or extras for the part, he decides to choose
only three, the skills of sailing (maritime) and stewardship (social) and an extra. For the Extra Tom decides to establish a
relationship between himself and the captain. He records the shared Extra of ‘Captain-Protective of me’. The referee finds
this is consistent with his plans for that NPC and consents.
For his third part Tom wants to get his character to full adulthood and continue his maritime lifestyle. He records the title
“Journeys to the Indies”. For the précis he writes ‘the ship travels even further, all the way to the East and West Indies. I
live a sailor’s life’. Tom considers the aspect ‘well travelled’ but decides he really needs to have the sailor aspect. To cover
the character’s knowledge of the world Tom chooses the geography skill (world). For his other skills sailing (maritime),
climbing (physical) and resist (social) are chosen. Note that both sailing and climbing have been chosen previously, this is
permitted.
Tom decides that a mutiny would be a good way to showcase his character’s personality. He entitles the fourth and final
part ‘A Mutiny’. For the précis he writes ‘though outnumbered I stand with my
captain. We escape in a sloop’. For his aspect he considers ‘honest’, ‘trustworthy’
and ‘loyal’. None of these seemed quite right. He talks with the other players and
Aspects
Boxes
someone suggests ‘doughty’. This sounds right, everyone can imagine ‘doughty
John’ a big trustworthy fellow, but no one at the table really knows what ‘doughty’

English
means. Dictionaries indicate doughty means valiant and bold, nothing about the
physical characteristics everyone was imagining, it seems it is one of the subtleties

Thirst for travel
of English that knights are valiant while sailors are doughty. A short discussion
ensues and the following description is written down as a result: “Doughty: Valiant

His father
for the working class. You are brave, trustworthy, and loyal with a large solid build
and enduring constitution that helps you stay true to your character in tough

Sailor
situations”. Tom can list up to four skills or extras to this part he chooses three;
weapon skill single handed (maritime), intimidate (social) and the extra ‘iron will’
as an aspect for the captain.

Doughty
Tom then records the character’s aspects:
This example is continued in the next box.
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Doughty John: an example of character generation, assign ranks to skills and extras
Tom thinks about the skills he has already chosen for his character ‘Doughty John’. Tom wants John to be a common sailor
with good physical skills useful in the adventurous campaign style the referee has planned. He decides to put as many
ranks as he can into sailing and swimming. He counts
out 24 cards. Cards representing extras are removed.
Skills
Ranks
(Rnk-X)
Adjectives
John has two extras, his link to the Captain and that
person’s iron will. He decides to spend one rank on the
0
captain and two on the captain’s iron will (top right of
Sailing
3
Average
the diagram below). He could have retrospectively
added more extras to any of his parts or even more
Climbing
3
2
Good
ranks to his listed extras but Tom wants to retain ranks
to spend on skills.
Swimming
2
1
Fair
Tom builds a ‘pyramid’ with the remaining 21 cards
that has two skills at the top (as shown below). The
Morality
2
0
Average
ranks for the pyramid’s skills are two skills at 3 ranks,
three skills 2 ranks and 6 skills with a single rank. Tom
Resist
2
1
Fair
assigns the skills listed during the parts as below. He
finds he has a spare rank. He adds the sentence ‘A long
and dangerous journey in a small boat’ to the précis of
Geography
1
-2
Poor
the last part and the skill navigation.
This example is continued in the next box.

Extras

Boxes

Captain, like a
father



His Iron will

 

Sailing

Intimidate

1

0

Average

Single handed

1

-

varies

Stewardship

1

-1

Mediocre

Flattery

1

-1

Mediocre

Navigation

1

-2

Poor

Climbing

Protective
Captain
Captain’s
Iron Will

Swimming

Geography

Morality

Intimidate

Resist

Single
Handed

Stewardship

Flattery

Navigation
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Doughty John: an example of character generation, conscience, goal, name and description
John was raised to be a ‘good man’ and is a ‘trusty companion’ who knows his place in the class system of England. The
mutiny and a hard life in a poor area of London have opened John’s eyes to the darker sides of human nature. Therefore
Tom assigns one point to enlightenment, two to quality, and none to corruption and pride.
Tom chooses a goal for John. John probably wants ‘Sailor’, as John’s fifth part he will be able assign a second box to an
existing aspect. However, Tom has other ideas he wants to showcase John’s personality and so records Enemy Lilliputian
Minister.
Tom has already decided that his character is known as John or ‘Doughty John’ but chooses the surname of ‘Brown’ for its
working class connotations. Tom describes John as ‘a broad shouldered, solid man, six feet tall with dark hair and a plain
but honest face’. This description enables Tom to record a few other little details about John that have not been covered by
aspects, extras, and skills.
This ends our example. ‘Doughty John’ is ready to sail for distant lands.
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Gulliver’s Trading Company Character
Sheet
Synopsis
Character’s Name:

Player’s Name:

Current Goal:

Nationality:

Ambition:

Concept:

Title

Précis

Aspect

Skills and Extras
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Gulliver’s Trading
Company Play Sheet
Play Sheet
Player’s Name:

Aspects

Boxes

Character’s Name:
Description:

Temporary Items:

Conscience
Enlightenment
Quality

Skill

Corruption
Pride

Extras
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Boxes

Ranks

Rnk-X

Adjective

________Combat

Weapon
Track

Armour

Social Combat

Advantage

Effect

MoS

Result

None

0

scratched

MoS

Result

0

scratched

1

Clipped



-1 to next action

1

Clipped



-1 to next action

2-4

Hurt



-1 to actions for the
scene

2-4

Hurt



-1 to actions for the
scene

5-6

Injured



persistent -1 per box
checked

5-6

Injured



persistent -1
box checked

7+

Taken Out

X

Unconscious
Disabled

7+

Taken Out

X

Beaten

________Combat

Weapon

Armour

________Combat

Weapon

Armour

MoS

Result

Track

Effect

MoS

Result

Track

0

scratched

None

0

scratched

1

Clipped



-1 to next action

1

Clipped



-1 to next action

2-4

Hurt



-1 to actions for the
scene

2-4

Hurt



-1 to actions for the
scene

5-6

Injured



persistent -1 per box
checked

5-6

Injured



persistent -1
box checked

per

7+

Taken Out

X

Unconscious
Disabled

7+

Taken Out

X

Unconscious
Disabled

or

________Combat

Weapon

Armour

________Combat

Weapon

Armour

MoS

Result

Track

Effect

MoS

Result

Track

0

scratched

None

0

scratched

1

Clipped



-1 to next action

1

Clipped



-1 to next action

2-4

Hurt



-1 to actions for the
scene

2-4

Hurt



-1 to actions for the
scene

5-6

Injured



persistent -1 per box
checked

5-6

Injured



persistent -1
box checked

per

7+

Taken Out

X

Unconscious
Disabled

7+

Taken Out

X

Unconscious
Disabled

or

or

or

or

Track

Defence
Effect
None

per

Effect
None

Effect
None
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GTC: Instant
Sailor
Synopsis
Character’s Name:

Nationality: English

Player’s Name:

Current Goal:

Ambition:

Concept: A typical English merchant sailor

Title

Précis

Coastal
Childhood

I grew up by the sea and was drew to the Thirst for Travel
tales of sailors

Social choice,
climbing, stealth

fishing,

The Channel

I took work as a cabin boy on a ship plying Ex-cabin boy
the Channel and the ports of Europe

Physical
stewardship,
gaming

choice,
cooking,

The Levant

I was accepted as a sailor aboard a ship bound Sailor
for the Levant and took several journeys with
her. I visited several cosmopolitan ports and
dealt with the people.

Language choice, sailing,
persuasion, brawling

The East Indies

My thirst to see the world not slaked I found Well travelled
work on a ship sailing the trade routes to the
East Indies. This was a dangerous time for
the waters teamed with the ships of pirates.

Conflict choice, sailing,
intimidate, geography
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Aspect

Skills and Extras

GTC: Instant
Sailor
Play Sheet
Player’s Name:

Aspects

Boxes

Character’s Name:

English



Description: An English sailor

Thirst for travel



Ex-cabin boy



Sailor



Well travelled



Temporary Items:

Conscience
Enlightenment

Skill

Ranks

Quality

Physical skill

1

Corruption

Social skill

2

Pride

Conflict skill

2

Language choice
Extras

Boxes

Rnk-X

Adjective

1

-1

Mediocre

Fishing

2

0

Average

Climbing

2

2

Good

Stealth

1

0

Average

Stewardship

1

-1

Mediocre

Cooking

1

-1

Mediocre

Gaming

2

0

Average

Sailing

3

0

Average

Persuasion

1

-1

Mediocre

Brawling

1

varies

Varies

Intimidate

1

0

Average

Geography

2

1

Mediocre
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Advancement
In our company those officers and crew worthy of advancement will
obtain satisfaction
Advancement and
OGL
This chapter follows the
spirit of FATE 2e’s
Advancement rules but
varies in its details.
Accordingly much of it
is declared open content.

At character generation
the player selects the
first goal. This goal is
often what the character
wants next but could
easily be something the
player wants contrary to
the character’s imagined
wishes.

… I grew weary of the
sea, and intended to stay at home with my wife and
family. I removed from the Old Jewry to Fetter Lane,
and from thence to Wapping, hoping to get business
among the sailors; but it would not turn to account.
After three years expectation that things would
mend, I accepted an advantageous offer from
Captain William Prichard, master of the Antelope,
who was making a voyage to the South Sea.

In GTC the story arcs of FATE, phases that are played
out, are also termed ‘Parts’. Each part should be
equivalent in scope to one of the parts of the original
novel where most were an extended journey to another
nation. The one exception was Part III wherein
Gulliver’s travels take him through shorter sojourns in
several nations.
Aspects and parts
Parts are divided into
A common confusion is
the nature of the
relationships
between
parts, aspects, and skills.
Skills are gained with
parts not aspects. This
confusion usually comes
about since PCs usually
gain aspects when they
gain parts. However this
is not always the case, a
character’s
first
nationality aspect box is
not within any part.

chapters. Each chapter is
a defined portion of play
centred on several linked
encounters and may
include interludes where
little of interest happens
(skipped over in play).
Typically, a chapter is
completed in a session of
play or several shorter
sessions, about six hours
of play. The chapters of
the novel should be a
guide to the scope of a
chapter.

At the conclusion of each chapter the referee should
award a skill rank or a fate point. Fate points must be
assigned immediately. Skill ranks can be hoarded or
spent immediately. If spent the skill pyramid must be
balanced each time. The first rank earned for any new
part must be spent on a social skill. A character must
have had exposure to a skill during the chapter for it to
be chosen. The exception is if one character holds the
tutor skill, if this is the case she may teach any of the
skills she knows to other characters up to a limit of one
less rank than the tutor holds in the skill taught or
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tutoring, whichever is lower. The exception is
languages; any character may teach languages she
knows to a limit of one less rank than the ranks held in
each. This assumes consistent use between the teacher
and student during downtime.
A part should last for 6 to 12 chapters and can be
declared concluded by the referee at any point after six
skill ranks have been awarded. From the character’s
point of view each part will typically contain about
three years of game time,
though Gulliver’s voyage
Gulliver returns
to Lilliput was completed
from the Levant
in a mere nine months. At
After his apprenticeship
this point an aspect is
to Mr Bates, Gulliver
assigned, usually that
wishes to travel and
which was set as a goal,
improve his fortune. His
and a new goal chosen.
goal is the aspect Ship’s
Surgeon. Each chapter
of
this
unwritten
account grants either a
fate point or a rank.
Gulliver spends his skill
No aspect may have more
ranks as he goes
boxes than a quarter of the
balancing his pyramid
total number of parts
each time.
(round up). This restriction
will tend to produce
At the end of this period
characters
of
average
the finalised part looks
capability
with
numerous
like this:
traits important to the
Part 5: Voyages of the
narrative. This matches the
Swallow
character of Lemuel who
has a good number of
Soon after my return from
character traits each used
Leyden,
I
was
sparingly in every chapter.
recommended by my good

Breadth of
character

master, Mr. Bates, to be
surgeon to the Swallow,
Captain Abraham Pannel,
commander; with whom I
continued three years and
a half, making a voyage or
two into the Levant, and
some other parts.

Aspect: Ship’s Surgeon
Skills
(ranks):
Swimming (1), Surgeon
(2), Navigation (1),
Sailing (1), Physic (1).
One rank added to each
of these.
Goal: Spouse

When an aspect is chosen the character gains one level
of that aspect, noted as follows:
Surgeon (Fair)



An aspect may be chosen again on a subsequent part, in
which case it goes up a level and is noted as:
Surgeon (Good)



And then
Surgeon (Great)



Outgrowing Aspects
There are instances where an aspect is no longer
appropriate. A cabin boy can grow up, a midshipman
can get promoted, and a mother can die. In cases like
these do not erase the aspect and replace it, the past ife
events behind the aspect continue to influence the
character. Instead modify it. Promotions and
replacements are best handled by new aspects (if you
don’t have the appropriate aspect perhaps it should be
your next goal). Consider examples above. The grown
man changes ‘cabin boy’ to ‘ex-cabin boy’. He can
apply this aspect to reflect the skills, familiarities, and
relationships from his sea-going childhood. The player
decides to record ‘Sailor’ as his next goal. Similarly, the
‘mid-shipman’ renames this aspect ‘ex-mid-shipman’
when he attains his goal of ‘Master’s Mate’. The tragic
death of a ‘Mother’ converts this aspect to ‘memory of
mother’ or is simply understood.

Interlude Parts
In Gulliver’s Travels Lemuel only briefly describes his
life between his fateful journeys even though in some
cases these interludes consume several years. As an
option if the characters remain at home for a year or
more the referee may declare that an interlude part
occurs. For an interlude part the players each write a
small précis, select one aspect and spends four ranks on
skills and extras that fit the declared aspect. Finally, the
character adds one to a single conscience.
It is recommended that normal adventuring parts
outnumber interlude parts at least three to one
so as not to devalue the efforts of the players
toward advancement during play.

Giants of their time
Skills may not exceed great. There is one way
around this; exceptional individuals such as Sir
Isaac Newton redefine what is considered
humanly possible in their time. If you wish to
play such a prodigy the flowering of your
genius will require playing through several
chapters. First you must raise at least three skills to fair
atop a supporting pyramid and a related aspect to three

boxes (great). Next you must acquire an advanced
aspect related to the rareness of your talent such as
‘Genius’ or ‘Unbelievably Strong’. When all these
prerequisites are met you may raise one of the great
skills to extraordinary. No character may advance more
than one skill in this manner ever. This is a hard rule for
which no ‘work-around rule’ must ever be written.
The system of advanced aspects also provides a way to
regulate PC’s who wish to make important even world
changing advances in knowledge, trades and
manufactures. Such achievements as practical methods
of treating scurvy or determining longitude are achieved
through advanced aspects.

Traveller’s Madness
By conversing with the Houyhnhnms, and looking
upon them with delight, I fell to imitate their gait and
gesture, which is now grown into a habit; and my
friends often tell me, in a blunt way, “that I trot like a
horse;” which, however, I take for a great
compliment. Neither shall I disown, that in speaking
I am apt to fall into the voice and manner of the
Houyhnhnms, and hear myself ridiculed on that
account, without the least mortification.

Traveller’s madness is a mechanism for emulating the
odd behaviour of Lemuel Gulliver after being rescued
from the strange lands he visited. Every year spent by a
character in a foreign land can impact on his behaviour.
In more ordinary lands the character begins to put on
local attitudes and behaviour, to in effect ‘go native’. In
stranger lands odder behaviour results (see below).
After six months, and every half-year thereafter until the
foreign land is left, the character can spend any
conscience point to gain a point of Madness of (Land).
This point can be invoked like an aspect box. If the
referee invokes the madness a conscience point is
gained (not a fate point to spend more freely). If the
player invokes the madness it can provide any effect
that an aspect could but then that point of madness is
lost forever.
Madness is also a guide to roleplaying in that higher
numbers of points indicate greater effect of the madness
on the character’s personality.
For example, a long stay in the land of
the houyhnhnms induces humans to
aspire to mimic the noble horses, feel
misanthropy, and desire to dwell
among the Houyhnhnm rather than
among humans. The character also
picks up unusual habits mimicking the
houyhnhnm so that they trot like a
horse and speak with a neighing
accent. They forget how to lie.
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Playing the Game
Those competent to face the challenges of maritime exploration and
trade would find much advantage in this venture

Tests and Challenges
In FATE, when a character must overcome a particular
obstacle, the dice start rolling. The referee needs to
make a number of decisions regarding how this contest
is going to be resolved and then players make a check of
some sort. The simplest and most common sort of check
is the static test.

Static Tests
For a static test, the referee sets a fixed difficulty, then
the player chooses an appropriate skill, rolls the dice,
and compares the outcome to the difficulty (see p44).
For simple tasks, the player needs to meet or exceed the
difficulty set by the referee.
While that is all that’s needed in situations where all
that matters is the success or failure of the action,
sometimes the degree of success is very important. In
those situations, the check is rolled in the same way as
any other static test, but the referee looks at the
difference between what the character rolled and what
they needed. This difference is called the Margin of
Success (MoS, if the character succeeded) or the Margin
of Failure (MoF, if the character failed). Because a tie is
a success, it is possible to have a margin of success of 0.
The simple rule of thumb is the larger the margin of
success, the more significant the success. The exact
effect varies from case to case, but to give a few
examples:
Information Gathering
Each point of MoS gives one additional fact.
Physical Activities
Greater MoS means the act was done with
greater speed or grace.
Social Actions
Greater MoS allows a longer lasting or
deeper impression.
Magical Actions
Greater MoS creates more potent or longer
lasting effects.
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In general the MoS is broken down as follows:
MoS

Degree

Magnitude

Duration

0

Minimal

Negligible

Instant

1

Competent

Minor

Momentary

2

Solid

Moderate

Scene

3

Significant

Major

Chapter

4

Perfection

Overwhelming

Part
Longer

or

Static Challenges
My master, in a few words, made me a very
gracious reply; allowed me the space of two months
to finish my boat; and ordered the sorrel nag, my
fellow-servant (for so, at this distance, I may
presume to call him), to follow my instruction… we
went into a copse at some distance, where I with my
knife, and he with a sharp flint, fastened very
artificially after their manner, to a wooden handle,
cut down several oak wattles, about the thickness of
a walking-staff, and some larger pieces. But I shall
not trouble the reader with a particular description of
my own mechanics; let it suffice to say, that in six
weeks time with the help of the sorrel nag, who
performed the parts that required most labour, I
finished a sort of Indian canoe, but much larger,
covering it with the skins of Yahoos, well stitched
together with hempen threads of my own making.
My sail was likewise composed of the skins of the
same animal; but I made use of the youngest I could
get, the older being too tough and thick; and I
likewise provided myself with four paddles…
stopping all the chinks with Yahoos’ tallow, till I
found it staunch, and able to bear me and my
freight;…

While a test is a check which can be resolved in a single
check, a challenge takes longer, usually requiring
multiple rolls to ultimately achieve a specific (usually
quite high) MoS. To accomplish this, successes are
tracked on a challenge ladder, which looks something
like this:
MoS

Degree

Ladder Notes

0

Minimal



1

Competent



2

Solid



3

Significant



4

Complete



Each time the character makes a check; they mark off a
box of the appropriate MoS. If all the boxes of a given
level are marked off, they mark a box of the next level
up. If those are all full, mark the next up and so on. In
this manner, it is possible to accumulate enough small
successes to complete a large project and achieve a MoS
of 4 (or whatever is required).
Obviously, the requirements for different challenges can
vary significantly. A challenge is made up of five parts:
difficulty, complexity, fragility, span and recovery.
Difficulty is the target difficulty the player is rolling to
beat. It’s important to note that while this may be quite
high, it does not have to be. Some tasks are not so much
hard, as simply time-consuming.
Complexity is the number and distribution of the boxes
in the ladder. By default, the ladder will look a lot like
the sample (above); a very simple task may have fewer
boxes, while a very complicated task may have many
more. Boxes need not be evenly distributed; for
instance, the steps could be a pyramid or an inverted
pyramid. Uneven distribution of boxes can be especially
apt when there are outcomes from the intervening steps.
For example, the referee creates a challenge ladder for
finding the rumours in a given city. She puts a lot
of boxes at the Solid and Significant level, and MoS
ties each one to a rumour the player's will hear
when they check it off.
0
Fragility is a measure of how well the task
handles failure. Not all tasks are fragile, but most 1
at least have some sort of problem that arises
from a MoF of 3 or 4. Most often, fragility means 2-4
that the MoF can be used to remove successes.
By default, a MoF removes a success from an 5-6
equivalent MoS (if there are no successes at that
level, keep going up the ladder until one is 7+
found). For more fragile challenges, a failure may
remove the highest success, remove all successes,
or even completely destroy the project being worked on.
Alternately, the effects of fragility may not directly
affect the success but instead have some sort of
triggered effect.
Span measures how long the task takes in terms of how
often a check may be made.
Recovery tracks how quickly the challenge recovers
boxes. Span and recovery are often tracked together for
convenience.
Challenges are most apt when they are required by the
difficulty of the task rather than the sheer scope. They
are generally designed to allow repeated effort to build

up to a higher MoS, and thus an effect that could not
normally be accomplished. However, they are not as
useful for modelling tasks that are more about repetition
and consistency, such as building a house. For such
tasks, a series of Static Tests may be more apt, simply
keeping a count of successes until a total is reached,
possibly granting a bonus for very high MoS on a given
roll.
The problem with this method is that it can be
staggeringly boring, especially if a lot of rolls are
involved. The referee is strongly encouraged to make
the span as long as can be reasonably justified to avoid
massive die rolling extravaganzas.

Dynamic Checks
While Static checks are appropriate when the character
has no direct opposition, many conflicts will be directly
with another character. In those situations,
both sides roll dice and compare outcomes.

Dynamic Tests
As with static checks, sometimes all the referee needs
to resolve a situation is the outcome, but sometimes the
margin of success or failure is important. In those
situations, the player makes a dynamic test, and
considers
the result
as follows:
Degree
Magnitude
Duration
Canny
readers
may notice
Competent Minor
Momentary
that
this
table
is
Solid
Moderate
Scene
very
similar to
Significant Major
Chapter
the table
for static
Perfection Overwhelming Part
or
tests,
longer
except that
the
numbers used to determine the MoS are different.
Minimal

Negligible

Instant

Dynamic Challenges
Dynamic challenges are very similar to static
challenges. The same considerations that go into making
a static challenge (Difficulty, Complexity, Fragility and
Span, see p42) are used to create a dynamic challenge.
The only differences are the new numbers for measuring
MoS.
Dynamic challenges can be used to model almost any
sort of contest, from a footrace to a debate to a fencing
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match. Competitions of most kinds are discussed further
in the conflict rules (p51).
Dynamic challenges are also appropriate when the
character is performing an action where a number of
random factors can come into play. In those situations,
even if there is no direct opposition the referee may still
roll dice - in this case the check is considered dynamic.

In Summary
Any given check is going to be one of four types: static
tests, static challenges, dynamic tests or dynamic
challenges. Static checks involve only the player rolling,
while both the player and referee roll for dynamic
checks. Tests are resolved in a single check, while
challenges are resolved over the course of several rolls.

Test

Challenge

Static

Dynamic

Only player
rolls, only
one roll.

Player and referee roll,
only one roll (each)

Only Player
rolls,
multiple
rolls

Player and referee roll,
multiple rolls.

Setting Difficulties
The following guidelines can be used for referees
looking to set difficulties for tasks. It’s important to note
that for many tasks, the difficulty is just the beginning.
Most significant tasks will be challenges rather than
tests, and will require multiple successes to accomplish
their goal.

Simple Tasks (Mediocre) - This is the difficulty for
most tasks that an ordinary person could encounter on a
routine basis. They are the sorts of challenges that can
be overcome without any real drama or struggle,
provided the character is even faintly competent.
Examples: climbing a knotted rope, treating a first
degree burn (such as a sunburn), juggling three balls,
playing an instrument well enough not to scare the pets,
catching a ball, writing a business letter, getting on a
horse, cooking using a recipe, building a campfire.
Mundane Tasks (Average) - these are the sort of tasks
that would challenge the average person, but are
handled regularly by experts and professionals.
Someone with basic skills might be able to perform this
sort of task in a pinch, but not with any regularity.
Examples: researching something obscure in a library,
climbing a cracked stone wall, juggling four balls,
rescuing a drowning swimmer in calm water, splinting a
broken arm, digging a well, skinning an animal, sewing
a maid’s dress, cooking from scratch.
Difficult Tasks (Fair) - These are tasks that are pretty
much entirely out of the realm of a person with only
basic training. These tasks are noteworthy enough that
they are rarely approached without taking proper care to
make preparations.
Examples: Performing simple surgery, climbing a cliff
face, juggling knives, and building a house.
Daunting Tasks (Good) - Even skilled professionals
balk in the face of these tasks, and it's entirely possible
for a person to go their whole life without ever facing a
challenge of this scope. Capability with this sort of task
is indicative of a great deal of training or natural talent
(or both).

Assumptions About Difficulties

Examples: scaling the side of a building, cooking for a
good restaurant, designing a stable.

The baseline for these difficulties is based around the
idea that an extraordinary skill represents the practical
apex of human skill - transcending extraordinary is truly
the stuff of epics and legends.

Staggering Tasks (Great) - Only the best of the best
need apply - there are only a handful of people in the
world at any given time that could do this sort of thing
with any sort of consistency.

Negligible difficulty (Poor) - These are tasks that
should not require a roll. These tasks are easily
completed by anyone with the basic understanding of,
and physical capability for, the task at hand. These
should almost never require a roll.

Examples: cooking for one of the world's finest
restaurants, or simply being Isaac Newton

Examples: climbing a ladder, reading a pamphlet’s title.
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Nearly Impossible Tasks (Extraordinary) - At this
level, it is possible to start doing things that expand the
very nature of the task at hand.

Examples - Researching a new branch of a science,
composing a masterpiece, or Newton’s invention of
Fluxions (Calculus).
Further

Survival
Mediocre

Start a campfire

Average

Build a shelter from the rain

Fair

Find potable water in the forest

Good

Finding potable water in the desert

Great

Live in the desert for a week with no
supplies

Extraordinary

Live among the wolves like one of the
pack

Using Aspects
Aspects have a number of uses, most commonly to gain
a re-roll. After the character makes a roll that is germane
to the Aspect (such as a sword fight with the Strong
aspect), the player describes how the Aspect helps their
character out, checks off a box of the Aspect and either:
• Picks up all four dice and re-rolls them all or
• Chooses a single die and change its value to a +.
As such, it only takes a single re-roll to try to undo a
terrible roll, but it may take many re-rolls to try to get a
really good roll. And that’s fine - if the player’s been
explaining each element, this is probably a pretty
dramatic roll.
When you re-roll, you are stuck with the outcome of the
new roll, unless you want to use another re-roll and have
another aspect box you can spend.

examples:
Climbing
Mediocre

Climb a ladder

Average

Climb a knotted rope

Fair

Scale a stone wall with handholds

Good

Scale a stone wall with finger holds

Great

Climb a cliff bare handed

Extraordinary

Climb a cliff in the rain, bare handed.

Surgeon
Mediocre

Bandage a cut

Average

Apply a tourniquet

Fair

Stitch a deep cut

Good

Surgically repair a serious stab wound
to a limb

Great

Surgically remove a bladder stone

Extraordinary

Heart surgery

Checking off and using an aspect in this way is referred
to as a positive invocation.

Negative Invocation
The other common use of aspects is negative invocation.
The referee does this when she thinks the character's
Aspects would be detrimental or at odds with the action
he has taken. In those situations, the referee declares
that she's invoking the aspect (it's not checked off) and
the player has two options: act in accordance with the
aspect and gain a fate point or do not accordingly and
gain no reward or penalty. Note: this is changed from
the standard FATE 2e SRD rule.
The effect of a negative invocation is ultimately up to
the referee. In most cases a limitation within the
narrative will suggest itself but when unsure a -2 to a
roll by the player could be used to represent
disadvantage.
In GTC games players may petition the referee for a
negative invocation of their Aspects when they feel it is
appropriate. This may seem an odd thing to do until it is
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revealed that in GTC aspect renewal is mostly by
expenditure of Fate points.

Traveller’s Madness
Boxes of Traveller’s Madness are earned by spending
prolonged periods in foreign nations (see p41). This
point of madness acts like an aspect except that, unlike
an aspect, when a box on traveller’s madness is spent on
a positive invocation it is lost permanently.
Aspect Decks
Another use for the same kind of blank cards used to
construct skill pyramids is for keeping track of
aspects. Instead of checking of boxes and erasing the
checks, cards are better suited to the rapid give and
take of aspect use in GTC. Simply use a pencil to label
one card per box for each aspect. Write on the card the
aspect and the names of the player and the character.
To use an aspect give the card to the referee. When an
Aspect is restored by negative invocations or at the
end of a Chapter the referee gives you a card back.
This method also helps everyone remember to look for
opportunities to invoke Aspects. In play-testing these
cards were the difference between a game that worked
and one where Aspects slowly drained away. We
strongly recommend their use.

Aspect Contests
On occasion, you may need to apply an aspect directly
to play. This generally occurs under one of two
circumstances - the character is involved in a contest
purely within the domain of the aspect, or the character
is engaging in an extended activity that calls upon
multiple skills.
A strong character is by definition
stronger than one who lacks this aspect,
and a slow character just doesn't get
around
that
quickly.
In
rare
circumstances, it may be necessary to
roll the aspect. Mechanically, this is no
different than rolling a skill. Resolve
these situations with dice, like any other
contest, but the referee should make
sure to apply common sense to these
things. If one character is “Rich ”
and another is “Poor ” and you
want to know which is wealthier, it
should be obvious without something
as preposterous as a “wealth check” or
the like.
Aspects may also be used to simplify
extended actions. A character with a
Explorer aspect may want to spend a
few weeks cruising a coast, getting the
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lay of the land, and looking for a good harbour. Rather
than require multiple rolls for that, a simple roll on the
Explorer aspect can sum up the outcome.
It’s worth noting that in die rolls using aspects, it’s
appropriate to use the aspects to grant rerolls or to
change a die to a ‘+’ as well.

Narrative Control
Players may also spend an aspect for minor narrative
control of a situation. In this case, the player uses the
aspect for a related advantage that is not related to a test
or challenge, such as checking off a box of “Rich” to get
luxurious accommodations, or checking off a box for an
organization for them to have a chapter in town.
Common uses for this include finding a convenient
item, knowing someone in a particular town, or showing
up at just the right moment in another scene.
Effectively, this expenditure allows the player to take
the role of referee for a moment. The referee has full
veto rights on any such expenditure, in which case the
point is not spent.
More often than not, this sort of expenditure of aspect is
an attempt by the players to keep things moving. It’s
more fun to just assume you have the tool you need in
your hold than to have to sail away from the Land of
Houyhnhnms, find a port and a market, and then sail
back. As a referee, if the expenditure lets people
continue to have fun without breaking anything, it
should generally be allowed.

It’s also important to consider how reasonable the
player’s request is. If it’s really no stretch at all,
spending an aspect shouldn’t even be necessary. This
use of aspects is really for use in that narrow spectrum
between completely
logical and referee
How Much Power Should Players Have?
ruling (see the box
Granting the players any degree of narrative control
“How Much Power
may seem like an odd idea to referees who have not
Should
Players
encountered the idea before. As such, exactly how
Have?”).
far it goes is almost entirely based on the referee’s
comfort level. Referees are welcome to ignore this
option entirely, but we strongly encourage referees
to at least give it a try. Even something so simple as
allowing players to spend an aspect box to have the
right item in their coat pocket can be very satisfying
for everyone involved. As far as we’re concerned,
there’s no limit on how far this power can extend.
It's possible to give player broad narrative power
with this mechanic, allowing them to use aspect
boxes to create plots and NPCs and generally
complicate stories. If that sounds like fun, give it a
try - the only real limitation should be that it’s done
so everyone has more fun. If the players are
spending aspects and things are becoming less fun
as a result, it’s time to tone things down a notch.

Aspect
Refresh
Rate
At the end of each
chapter in addition
to
advancement
rewards
each
character receives a
refresh that restores
one checked box
(returns a card) for
one aspect of the
player’s
choice.

Unlike other methods of regenerating aspects the
player’s choice does not have to reflect the character’s
actions in any way.
NPCs do not benefit from this end of chapter one box
aspect refresh. If an NPC is away from the PC’s for a
length of time the referee can arbitrarily reset the NPC’s
available aspect boxes as they wish.

Fate Points
Earning Fate points
Fate points can sometimes be earned as rewards for
completing a chapter (p40) and for negative invocations
of aspects (p45). A fate point can also be awarded for
any situation where a player chooses to put their
character at a disadvantage for roleplaying reasons.
Fate points must be reassigned immediately to
conscience, aspects, or extras.
Fate points are not stored nor directly spent to alter rolls
or circumstances. When fate points are awarded they
must immediately be assigned as follows:
•

A fate point granted as a chapter reward must
be spent on one of the four conscience
components (see below) that matches the
actions that granted the fate point.

•

If awarded for a referee-invoked use of an
aspect the fate point can be used to:
a) Restore a box of that aspect or an extra
associated with the aspect, or
b) Be spent on a suitable conscience.

•

A Fate point awarded for roleplaying reasons
not tied to an aspect must be spent on an
appropriate conscience component.

The player should be allowed to spend the fate points
where they wish, provided the referee consents to the
player’s wishes meet the above criteria.
Note that not all extras have boxes that need restoration
by fate points.

Conscience
A traveller’s experiences and actions can see him return
home a different man. At the start of his travels Lemuel
is an honest man of mild conscience who easily
befriends the Lilliputians. By the end of Gulliver’s
Travels Lemuel is a virtual hermit disgusted by his own
species.
A character’s conscience is represented by four values:
enlightenment, quality, pride, and corruption. When
spent they produce the same kinds of effects as fate

The flow of play
Lemuel Gulliver rarely relies on great wealth, special
equipment, or extraordinary abilities. The details of
the game have been tuned to a genre that doesn’t
revolve around super-human powers or cinematic
action. For this reason starting characters have few
aspects and there is a slow aspect refresh rate. Players
must rely on earning fate points to restore aspects.
On the other hand Lemuel often calls on his skills and
knowledge of Europe, navigation, and science. Skill
levels in this game are higher than other FATE 2e
settings. Gulliver’s Trading Company characters are
assigned six skill ranks per part; characters will have
a wealth of extras and skills to call on.
Social interaction, virtue, and corruption are also very
important to Lemuel’s account. Therefore rules for
social conflicts are provided and fate points are also
focused through conscience for the same reason.

points do in standard FATE 2e (generally +1 to a roll)
but have limitations on the circumstances in which they
can be used. All characters are created with three ranks
to distribute among of these four measures as their
player chooses (regardless of the number of Parts at
creation). This is an important choice because a
conscience
favours
actions tied to it, which
Conscience or Fate
in turn attracts more
Points
points
to
that
In standard FATE 2e
conscience. Corruption
there is no conscience.
begets more corruption.
Instead fate points are
spent directly on the
Alternately, a character
effects listed here.
tainted by corruption or
Note: unlike fate points
an excess of pride could
in FATE 2e and 3e
be played as repentant,
conscience cannot be
soon his good deeds
used
for
narrative
would cause a rise in
effects, in GTC only
quality bringing some
aspects can be used this
redemption. In play
way.
testing corruption was
Fate also suggests other
much
easier
to
more cinematic uses for
accumulate
than
Fate points that are ill
quality; this nicely
suited to this setting.
models ‘the march of
corruption’ theme of Gulliver’s Travels.

At the other extreme a person of high quality and
enlightenment and low corruption should be played as
wise.
Enlightenment Understanding and insight into the
underlying workings of the world and how such reason
is at odds with human nature.
•

This value rises with experience of the world
and proper education.
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•

Spend enlightenment to detect falsehood in
others or to solve a problem through the
application of reason. Even some physical acts
can be enhanced through application of
principles such as leverage, knowledge of
nature, or inspired insight. Enlightenment can
only be applied to physical acts where there is
some
time
for
contemplation
and
consideration. An enlightened individual is
likely to know others who study nature or
reason such as aesthetic clergy and natural
philosophers.

Quality: Conscience, integrity, good will, kindness, and
strength of character. Such attributes predispose one to
social and economic failure in Europe. In Brobdingrag
people of true Quality are typically found in high office
and rightly admired.
•

Altruistic displays of the attributes listed above
raises Quality.

•

Spend Quality to appeal to the better nature of
others, to push yourself in acts of virtue such as
defending the innocent, or lifting a stone from
a trapped miner. A person with true Quality is
likely to know others of virtue, valour, or
kindness.

Corruption: The scale for the collected failings of
human nature. In Europe these failings are a great
advantage and corrupt people often have wealth and
high office.
•

Acts driven by greed, cruelty, lust, and other
failings garner corruption

•

Corruption can be used to convince others to
be party to criminal, dishonest or otherwise
contemptable acts. It can be used to deceive
and provide the drive to excel in any physical
or mental activities, such as knifing to forgery,
committed for base reasons. Corrupt
individuals often know criminals, liars,
gluttons, bullies, traitors, extortionists, and
other unsavoury individuals.

Pride: is the one Corruption unique to humanity. Even
the bestial Yahoos, so filled with corruption, do not
display this defect. Many go so far as to view pride as a
virtue. However, few who really know themselves and
human nature find anything worth exultation.
•
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Gained by taking pride in the most
insignificant achievements or even the
achievements of others who by accident of
birth share a family or national identity.
Patriotic arguments that are patently ridiculous
are a common way of gaining pride. Blatant
acts or oratory of hubris can also raise Pride.

Contempt for those obviously superior is
another risky method of gaining pride.
•

Pride is a uniquely useful vanity, almost any
action can benefit from over-confidence.
Oratory is an especially common use of pride.
Only actions inherently meek such as hiding or
cowering for mercy cannot benefit from the
application of pride. Pride can often lead to
obstinacy, when the odds are against a
character but they carry on rather than loose
face, pride points can be spent. Finally
insulting others by contempt or familiarity
above your station are prideful acts.

Gulliver begins with two points of true quality; he is
honest, of good conscience. He also has a point of pride
that he often uses to espouse the virtues of England. By
the end of his travels he has gained much
enlightenment, is nearly free from corruption but has
insufficient quality left to forgive less perfect ‘Yahoos’.
Hence other humans disgust him.
A crime lord could have low quality but high
enlightenment and corruption. He will perform many
despicable acts of greed and violence and has insight
into human nature that allows him to manipulate others.
Houyhnhnms are free of vice and rate very highly in
both enlightenment and quality. As such they are pure
and superior characters that show compassion for their
lessers while taking necessary precautions against the
vices of Yahoos. Alas, such a blessed state of mind is
beyond the frail brains of humanity.

Using Conscience
I would mutually communicate our observations and
memorials, through the course of time; remark the
several gradations by which corruption steals into
the world, and oppose it in every step

Provided the expenditure is in keeping with the type of
conscience used, players may spend a conscience point
to receive a +1 to the outcome. This may be spent
before or after the roll, or even after any aspects have
been invoked but only 1pt of conscience can be spent on
any roll. This is the only possible way to increase the
outcome of a roll to +5 without applying Scale.
If the point is spent before the roll and the roll achieves
a good (+2) or better MoS the characters habits are
reinforced and she recieves two more points in that
conscience (i.e. the spent point is restored and another is
gained). If the roll is a success but of a degree lower
than good (+2) the spent point is restored. If the roll is a
failure the character reflects on the how their habits led
to failure and takes a step toward changing her ways, the
point remains spent.

If the conscience is spent after the roll to turn failure
into success or improve a success deemed insufficient in
degree the character reflects on the how their habits
nearly led to failure and takes a step toward changing
her ways, the point remains spent.

Narrative Effects
Conscience can also effect Narrative Control (p46) but
not by spending conscience points. The player may
spend a box (card) of any aspect to use narrative control
in a manner related to her character’s highest
conscience. The aspect need not be related to the effect,
you could use a card of ‘virtuous mother’ to find a fence
for stolen goods. The conscience does not change in
value. If two or more consciences are equal in value the
character cannot use this rule until one is higher than the
others.

Scale
In GTC scale is divided into eleven grades from
miniscule through to titanic. Each scale is 21/3 times
taller or longer than the scale before so that there are a
convenient number of scales between Lilliputians,
Europeans, and Brobdingragians who are separated by
factors of twelve. Lilliputian creatures are three scales
smaller than European ones; Brobdingragian creatures
are three scales higher than European ones and six
scales higher than Lilliputian ones.
Scale is most often included within another aspect but
could be taken as a separate aspect. Scale is too
powerful to be used as an extra (except to purchase
aspects for a NPC). All
nationality
aspects
include scale and can
The Court comes to
be invoked for scale.
John
Any aspects a character
John Brown the doughty
has relating to bulk,
Englishman is too large to
hieght, or build can also
fit within the chambers of
for be invoked for
the court of the Hurgo of
scale. In some instances
Lilliput so he cannot attend
this will be counter
court. The referee offers
intuative for example a
John’s player a Fate point
Tall lilliputian. One
to invoke either doughty or
way of understanding
Englishman. Not wanting to
this is to mentally add
miss out on an important
scene the player asks to
in the nationality. The
have the Hurgo and his
aspect Tall on a
court visit him. The referee
Lilliputian is really
agrees, deciding that the
‘Tall for a Lilliputian’,
court is curious to see the
which
is
still
new man mountain, and
diminuative.
Where there is a
difference in scale and
an appropriate aspect is

invoked then the difference in modifiers can be applied
to a single roll in lieu of the usual re-roll or bonus from
an invocation. If an aspect is not invoked it is assumed
that the advantages and disadvantages cancel out, for
example a if a Lilliputian attempts to hide from a
European there are no nearby hiding places for his
Diminutive size and the spectacle of such a tiny
personage catches the eye of Average size Europeans.
Also do not forget the other senses the scents and
sounds of those of greater or lesser scale are
proportional.
It is envisioned that aspects with a scale component will
be involuntarily invoked very often. When this occurs
the referee may use a calculated difference in scale
modifier or simply describe the difficulty as appropriate
for the situation. As usual the player may choose to
avoid the problem involuntarily invoked; when this
occurs the narrative is altered by the player with the
referee’s consent.

FATE and Scale
Any game dealing with Gulliver’s Travels must
conquer the issue of scale. While the colossal
differences in scale between the characters of the
novel may seem a huge difficulty for game design,
FATE 2e has two traits that make it eminently suited
to dealing with scale as presented in Gulliver’s
Travels, it is narrative in nature and the ‘coarse
grain’ of its underlying (Fudge) mathematics.
As a narrative game scale need only be factored in
when one of the authors (the referee or a player)
decides it affects the story. This is vastly different to
a simulation where scale would be always there.
The scales presented here are fairly coarse, an
Alsatian, a human and a riding horse will all be of
Average scale. A Clydesdale may be just big enough
to be Large. The narrative nature of FATE 2e
requires nothing finer, in fact only large advantages
or disadvantages register on the coarse ladder used
in FATE 2e. This coarse grain is an advantage, often
size need not be factored in, speeding play.

the scene is played out on
the beach near John’s
ruined longboat.
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Scale

Die
Modifier

Linear
Multiplier

Weight
Volume
Multiplier

Miniscule

-5

1/63

Minute

-4

Diminutive

or

Examples

Approximate
Hts/Lts

1/250047

dragonfly

1”

1/28

1/21952

wren

2½”

-3

1/12

1/1728

Lilliputian

5½”

Little

-2

3/16

27/4096

rat

1’

Small

-1

3/7

27/343

cat

2’ 5”

Average

0

1

1

European

5’5”

Large

+1

2 1/3

2 10/27

elephant

12’

Huge

+2

5 1/3

151 19/27

right whale

28’

Colossal

+3

12

1728

Brobdingragian

65’

Gargantuan

+4

28

21952

Brobdigragian
coach

150’

Titanic

+5

63

250047

Brobdingragian
barge

350’

To help you assign scale linear multiplier, weight
multiplier, and approximate heights are given in the
table. Weight multiplier can be used to judge the value
of bulk or unworked goods such as Broddingragian
cheese or diamonds.
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Conflict
Rest assured that utmost care will be taken to safeguard the
investment and lives entrusted to this venture
This chapter covers all kinds of conflict including:
personal combat, mass combat, social conflict, and
intrigue. The conflict record cards presented at the end
of the chapter are used to record the status of each
combatant during any of these types of conflicts.

Personal Combat
Personal combat is usually handled in the turn-based
manner derived from FATE 2e. Characters act in the
order of initiative, each taking an action, often an attack.
Initiative is determined by rolling alertness, with ties
broken by base tactics skill, and then by an unmodified
4dF roll. By base skill we mean the skill level with no
dice roll. The actor rolls dice to attack, and if they beat
the defender’s roll to defend, damage is dealt according
to the combat outcome table. Clipped results affect the
next attack roll (or other proactive action taken), and
have no effect on defence rolls. Obviously, since it has
many rolls, combat can burn through aspects very
quickly. However, creative authors will find many more
opportunities for negative invocations to recharge
aspects.
Clarification
Actions should only be
things that take four
In turn based combat
when a character attacks
seconds or less to
the opponent can act
perform,
such
as
only in a defensive
attacking someone, or
manner (parry, dodge
jumping onto a rope and
&c.) but does not get a +1
swinging to safety.
for defensive actions
There are about 15 turns
(p6). If the defender wins
in a minute. Those
no damage is incurred by
involved roll their dice
the attacker.
and
compare
them
To qualify for the +1 for
against whomever they
defensive fighting in turn
are acting in opposition
based
combat
the
to (or against a refereeopponent forfeits her
determined difficulty, if
attack or other proactive
there are no opponent).
action for that turn
Those
individual
completely.
exchanges are resolved
against the combat outcomes table. If the fight is still
going on, a new exchange begins.
Referees are encouraged to play a little fast and loose
with things; the above is only a guideline. The important
thing is to keep the overall flow of things moving and
not let anyone get bored.

Injuries
Lemuel survives his fights with lion-sized rats, hawksized wasps, and an armada of the diminutive
Blefuscans with only minor hurts. Combat in GTC is
somewhat less deadly than might be expected enabling a
lone traveller to survive many ordeals. The core of the
wound system can be seen on the wound track chart.
Using the chart is simple: when the character suffers a
particular result, mark off (cross or tick, do not colour
in) a box of the appropriate type. If there are no boxes
of that type left, mark off a box of the next category
down the chart. So if both hurt boxes are marked off and
a character takes another hurt result, mark off an injured
result. Of course, this means if both injured boxes are
full, the character goes directly to being taken out.
Clipped results generally result in a -1 to the next roll in
the combat, but have little lasting effect beyond that.
Clipped can be described as a very minor injury, but is
better suited to some sort of momentary advantage.
Practically speaking, there is rarely any need to actually
mark off clipped boxes, since they go away so quickly.
Multiple clipped results do not increase the penalty
beyond -1, though they could conceivably spill up to a
hurt result if four or more are received within a single
turn.
Hurt results generally put the character at a -1 to all
actions until remedied. Generally, problems that qualify
as Hurt may be bad, but can be taken care of with a bit
of downtime - a small cut over the eyes, for example.
As such, hurt is the general yardstick for problems
which can be remedied by action, such as cutting
someone’s
belt.
If
any hurt
boxes are
checked,
the
character
is at a -1
to combat
actions
until the
issue
is
resolved
(generally
the end of
the scene).
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MoS
Result
Track
Effect
Effect on Individuals
Injured
results
0
Scratched
None
A negligible result. A near miss, or a hit that fails to
general
have any real impact.
ly mean
the

1
Clipped
-1 to next action
A noticeable result. A hit or manoeuvre that
charact
provides a momentary advantage to the attacker,
er has
such as knocking a blade out of line, or knocking his
been
opponent back a step. In general, getting clipped
hurt,
applies a -1 penalty to the next action.
and
hurt

2-4
Hurt
-1 to actions for the scene
A palpable result. A hit or manoeuvre that grants a
badly.
persistent advantage, such as a shallow cut or a
Charact
disarm. Getting hurt usually applies a -1 penalty to
ers take
all actions until remedied.
a -1 to
actions

5-6
Injured
persistent -1 per box A significant result. A hit or manoeuvre with impact
for
checked
that carries on beyond the immediate scene - a
each
serious injury being the most obvious example.
injury.
Injuries apply a -1 penalty per box to most actions
This -1
until the injury is healed
to all
actions
7+
Taken Out
X
Unconscious or Disabled
Either from a knockout or perhaps passing out from
extends
injuries. It’s worth noting that this is not automatic
beyond
death - that is left to out-of-combat decision.
the
scene,
means that someone could have every box on their
and continues until the wound heals. How long a wound
wound track filled in, and not have a scratch on them.
takes to heal depends greatly on the severity of the
Clips, hurts and even injuries are just as often the result
wound and the resources available. Assume it takes 2
of a momentary advantage or disadvantage, the
weeks of rest or 3 weeks of light activity to heal a
psychological upper hand, a physical impediment,
wound, with one day removed per MoS above Average
embarrassment or nearly anything else that reduces
of an applied healing skill. Healing in the 18th century is
effectiveness.
a rather inexact art. Any MoF result for a healing skill is
compared to the table above and applied as damage to
Non-lethal damage
the patient.
Taken Out is not killed. Killing usually should occur
after the fight, be it by cutting throats or by leaving
opponents to die. Characters tend to be sufficiently
willing to kill themselves through their own enthusiasm
that there’s no need to help it along with a bad throw of
the dice. A character that has reached taken out requires
attention of someone with surgeon or physician skill to
speed the recovery of their first injured box; lesser
healing skills are of no avail.
Note that the -1 penalty to die rolls is not cumulative
until the second box of injured when it rises to a total of
-2. Progressive stages on the wound track worsen in the
duration for which they apply not their degree.
In general, use common sense when applying the wound
penalty to rolls. If someone is bedridden with injuries,
and people are bringing him books, there isn’t at any
penalties to read, converse, or listen. The penalty comes
in when the character would have to move.
If there is one thing to take away from the combat
system, it is this - All of the results emphasize the end
effect, not how it’s achieved. What does that mean? It
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In certain circumstances, characters may deal or be dealt
non-lethal damage, such as from fists or padded
weapons. This has no impact on things during combat,
but any injured results delivered in this fashion heal
much faster, anywhere from at the end of the scene to
within a day or two, depending on their nature.

Persistent Wounds
Very rarely a character will sustain a persistent wound.
Colour in the wound track box rather than simply
marking it off. A persistent wound does not heal until a
particular condition is met. Most commonly persistent
wounds are caused by thirst, hunger, sleep deprivation,
or scurvy.

Weapons and Armour
Both weapons and armour have ratings, generally
ranging from 0 to 4, though higher and lower ratings
can occur. After a successful attack (one which produces
a Scratch result or better), add the weapon’s rating, then

subtract the armour’s rating, and consult the combat
outcome table for a result.

If further detailed attributes are desired for weapons and

For melee weapons, the weapon’s rating equates to the
penalty to carry it concealed. For armour, the rating
translates into a penalty for endurance activities, such as
long marches. Armour is designed to allow freedom of
movement but is not perfect; most actions are
unhindered by armour but those requiring extreme
agility, such as climbing rigging or French ballet, also
are penalised by AR.

18th Century Armour

The rating of armours has also been improved since
serious injury rarely troubled Lemuel and his buff jerkin
was protection from massed Blefuscian attacks. When
rating weapons and armour do so in relation to the size
of their owner not a typical European then modify for
scale (p57). The potential for negative AR and WR has
been added to allow for less than normal human
capability.
Simple Weapons
-1 or worse

less effective than normal sized fists.
Human jaws

0

Fists

1

Bludgeon, Dagger, Balnibarbi Odd
Tools, Horse Pistol Butt, Pocket
Pistol*, Yahoo claws.

2

Scimitar, Spear, Bayonet, Mace,
Horse Pistol*, composite bow,
Houynhnnm hooves

3

Half-pike, carbine, sporting gun.

4

Pike, musket.

5

Grenade

*Pistols are rated +1AR at very close ranges, across a
typical room or about 10 yards.

Players may wish to equip their character with armour
even though most 18th century European adventurers
would do without it. Armour rating given in parenthesis ().
Buff Jerkin: (1) a gentleman’s jerkin made from leather.
This item is hard wearing and sufficient to repel small
weapons. A leather jerkin protected Lemuel from Blefuscan
spears and arrows.
Mail shirt: (3): Light armour sometimes worn under
normal clothing in Persia and China. These shirts might
also be worn in Brobdingrag.
Mail and plate: (4) an armoured shirt of a kind found
throughout the Islamic nations. Earlier version of this
armour consisted of a few large square plates on the torso
of a mail shirt. This 18th century version is more flexible
consisting of a short sleeve mail shirt with six columns
back and front each of 60-65 small overlapping plates. Each
column is reminiscent of the scales of a snake’s belly. As
the Brobdingragians have an aesthetic similar to the
Persian the King’s Ceremonial Guard cavaliers might wear
this style of armour.
Targe: (2) a round shield regarded as archaic in most of
Europe but favoured by Scottish warriors.
Tosei gusoku: (5) while Europe had all but abandoned
armour, in Japan full suits of lacquered ‘samurai’ armour
had reached their pinnacle of decoration and function.
Given the proximity of Luggnagg to Japan it is reasonable
to assume the use of armour equivalent to the Japanese in
that nation.

armour

While many weapons were common in the 18th century
the invention of firearms, the long marches endured by
common soldiers, and that it was cheaper to replace lost
soldiers than equip them with protection, resulted in
armour being less common than previous eras.
Simple Armour
-1 or worse

Fragile items and small creatures

0

Skin or light clothing

1

Buff Jerkin

2

Leather*, Studded Leather*

3

Mail Shirt, Ringmail*

4

Indian mail and plate

5

Tosei gusoku (‘samurai armour’)

*These armours are not common during the period and
should be assumed to be old or even antique items.

these
are
always
purchased as
extras
or
aspects, no special rules are needed.
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18th Century Firearms
The GTC weapons table lists weapons in use from 1700 to 1730. Several 18th century weapons may not be familiar to
21st century readers. Some of these items are described below. Any of them could be taken as aspects or extras. There
were many experimental attempts to circumvent slow reload times; these rare weapons are given as aspects (p94, 95).
All weapons have three stats the first is a letter denoting the skill category, next is the weapon rating, the final is the
rank adjustment for skill in its use. Most but not all of these weapons can have the rifled extra.
Blunderbuss: (L, 3, Rnk-3) a flintlock muzzle-loading shot gun with a flared barrel. It has a shorter barrel and is
lighter than a musket. Reduce WR to 2 at ranges greater than about 20 yards. A shotgun is a hunting gun very similar
but without the flared barrel of the blunderbuss. Neither of these weapons is ever rifled.
Dragon*: (P, 2, Rnk-3) a pistol form of the blunder bus. The usual bonus to WR for pistols at close ranges applies but
also WR is reduced to 1 at ranges of greater than about 20 yards because the dragon fires shot. This weapon is never
rifled.
Fusil: (L, 3, Rnk-3) a smaller (37” barrel 15-bore) version of the musket designed for military use. Favoured by
Prussians. Also called a carbine (often rifled) or musketoon (always smooth bore).
Grenade: (G, 5, Rnk-4) a small metal gunpowder bomb with a fuse. There is an art to getting the amount of powder
and length of fuse right. Grenades should be loaded by specialist troops (grenade skill and preferably the grenadier
aspect). A failed grenade attack has the following consequences: MoF-1 you miss, MoF-2 it fails to explode, MoF-3 or
worse indicates it explodes in your hands at WR5.
Hand Mortar: (G & C, 5, Rnk-4) an oversized barrel mounted on a stock that uses a charge of powder to launch a
grenade. Combines all the dangers to the user of a grenade and a thin walled canon. Make two rolls in the same turn
to fire the weapon. Use G skill to prepare the grenade and fuse and C skill to fire. Both rolls are at Rnk-4. Failure of
the G roll is described above. Failures of the C roll by –2 or worse results in a miss-fire and then the grenade explodes
injuring the user at WR5 applied to Poor adjusted by a die roll. Cannot be rifled.
Highland Pistol*: (P, 2, Rnk-3) a matched pair of pistols used by highland warriors. They are made entirely of steel
with a hook for the belt next to the lock (opposite sides for the pistols of a matched set)
Horse pistol*: (P, 2, Rnk-3) also called a holster pistol because it was carried in a holster on a cavalier’s saddle.
Holsters worn by people are not available in this era. A larger weapon than the pocket pistol (10” barrel and a 0.64”
calibre) most had an enlarged knob of hardwood and metal on the butt for use as a bludgeon (S,1,Rnk-1, use bludgeon
skill if higher).
Musket: (L, 4, Rnk-3) the signature weapon of the era, larger than the fusil (45”, 18mm calibre barrel). A good musket
has an effective range of about 100 yards. Many Japanese, Indian, and Sri Lankan Muskets are of the old matchlock
design (see p84).
Naval Pistol*: (P, 2, Rnk-3) a pistol without the bludgeon of the horse pistol and a belt hook next to the lock.
Long Fowler: (L, 4, Rnk-3) a long barrelled large bore hunting gun, never rifled.
Pocket Pistol*: (P, 1, Rnk-3) a relatively small pistol lacking the bludgeon handle of the horse pistol. Designed for the
deep coat pockets of 18th century gentlemen.
Rampart Gun: (L, 5, Rnk-3). A heavy weapon with a ~90 calibre bore weighing about 15Lbs and 48” long, 32” barrel.
Usually fired braced by a swivel yoke on a wall, ship’s rail, or heavy wooden tripod 3’ tall. If not braced treat as Rnk-5
to skill. The most obvious way of counteracting this penalty when using the gun unbraced is apply the penalty but
then invoke a strength related aspect and then modify the die as per the normal aspect rules. Rampart Gun aspect
boxes can be used to hit at very long ranges or do more damage. A rampart gun is a perfect weapon for an
'extraordinary person’ (p11). Also called a wall piece or punt gun.
Sporting gun: (L, 3, Rnk-3) a smaller calibre firearm of about half the weight of a musket intended for use in hunting.
Never rifled also called a fowling piece or jager gun.
*Pistols are rated +1AR at very close ranges, across a typical room or about 10 yards.

55

18th Century Weapons
Ankus: (S, 1, Rnk-2) a long (36”) elephant goad often employed in battle by desperate mahouts.
Bayonet: (D, 1, Rnk-2) a blade that can be fixed below the barrel of a musket.
Bludgeon: (S, 1, Rnk-1) a heavy weighed stick as used by watchmen in English streets.
Bow: (W, 1, Rnk-2) a simple bow made of unlaminated wood. While using the same arrows as a composite bow this
weapon launches them with much less force.
Composite bow: (W, 2, Rnk-2) a powerful bow used in Asia, Blefuscu, and Lilliput. Asians draw the bow with the
thumb; Lilliputians do so in the European fashion with the fingers. A typical Asian bow is 34” in length and
launches 30” arrows.
Cutlass: over the centuries various swords have been called cutlasses. At this time the terms cutlass and infantry
hanger refer to the same robust single edged swords (S 2, Rnk-2).
Dirk: (S, 1, Rnk-2) a Scottish highlander’s dagger. This is a working tool with little or no adornment and no guard.
Executioner’s Sword: (D, including Scale 10, Rnk-3) a massive sword forty feet long for ceremonial executions in
Brobdingrag. Given the aesthetic of the nation is it is likely that this weapon is curved similar to a Shamsheer.
Great sword: (D, 4, Rnk-3) a huge Scottish two handed straight sword with a 42-55” blade. One of two weapons
that by the 19th century come to be called claymores (the other is the Scottish broadsword).
Halberd: (V, 4, Rnk-2) After 1700 these were issued to British infantry sergeants.
Hunting Hanger: (S, 2, Rnk-2) a single edged 29” sword intended for use in hunting by gentlemen. As such it has
no guard but is of better quality and decoration than the common infantry hanger.
Infantry ‘Hanger’: (S, 2, Rnk-2) the weapon used by Lemuel Gulliver on his travels. A relatively crude military
version of a gentleman’s hunting sword. The infantry hanger is intended for use by common soldiers, it has a
simple brass guard, grip, and pommel and a 31” straight or slightly curved single edged blade.
Kard: (S, 1, Rnk-2) a straight bladed single edged dagger (15”) with no guard used mostly for stabbing. Of Persian
origin but now found throughout the Islamic world. The Brobdingragian aesthetic is similar to the Persian so it is
likely that the giants have enormous versions of this weapon.
Katana: (D, 2, Rnk-2) single edged Japanese sword reserved for use by the samurai. Given the proximity of
Luggnagg to Japan it is reasonable to assume the use of weapons equivalent to the Japanese in that nation.
Katar: (B, 2, Rnk-2) a 17” Indian blade mounted on two parallel joined by a central grip. It is held like brass
knuckles so the blade extends in front of the fist.
Mace: (S, 2, Rnk-1) regarded as crude and old fashioned in Europe the mace is still used by some high born warriors
of India. There maces consisting of a spiked ball on separated from a guard and handle by a long rod (33’) can be
highly decorated weapons for nobles.
Rapier: (F, 2, Rnk-2) an old fashioned duelling sword heavier than the small sword. The rapier is favoured by
conservative gentry.
Scottish Broadsword: (S, 3, Rnk-2) a massive 30-40” double-edged blade mounted on a basket hilt.
Skean Dubh: (S, 1, Rnk-2) a smaller version of the dirk.
Smallsword: (F, 2, Rnk-2) a modern gentleman’s fencing weapon. The smallsword has a narrower blade than the
rapier designed solely for thrusting. European smallswords are about 39” long but have light thin thrusting blades.
Starter: (S, 1, Rnk-1) a rattan cane used by naval bo’suns and their mates.
Stonebow: (X, 1, Rnk-2) a crossbow firing stones or lead bullets. This light weapon (4Lb, 29”) is designed for
hunting small game and birds. The weapon has a built in spanning lever for convenience of reloading. This weapon
is used in Europe for marksmanship competitions.
Wakazashi: (S, 2, Rnk-2) A Japanese single edged short sword (20”) with a small guard used alone by merchants
and townsmen, and as a sidearm by the samurai. Given the proximity of Luggnagg to Japan it is reasonable to
assume the use of weapons equivalent to the Japanese in that nation.
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Flat of your Sword
… I drew my hanger, and gave him a good blow with
the flat side of it…

Lemuel used the flat of his blade to beat back Yahoos.
When performing this action treat the weapon as having
one less WR and the damage heals as per unarmed
damage.

Reloading and Misfires
In the 18th century the time needed to reload firearms
was a major consideration in altercations. Three shots a
minute
Type
Reload Clear
was
Longarm L

5

3

Pistol P

4

3

Cannon C or
Siege* E

5

4

considered very good for muskets. This means that ships
take time between broadsides, armies fight in drilled
formations, and individuals rarely get off more than a
single shot. Naval borders where known to carry as
many as six pre-loaded pistols (see p105). If it comes up
times to load or clear a misfire are given in the table.
Make a mediocre roll on the appropriate weapon skill
on the last turn. If less time is taken each reduction in
time by a turn increases the difficulty by 1 step, extra
time reduces the difficulty by 1 step per turn.
A number of aspects can hinder reloads including
matchlock, wheelock, and rifling. Similarly, some extras
and aspects can aid reloading including breech loading,
separate chambers, extra magazine, and iron ramrod.
A pre-prepared paper cartridge (cloth in cannon) is
assumed in these times, double reload time (after
adjusting for more or less time taken) if this is not the
case. There are other modifiers to reload time (only)
listed in the table. If cartridges are not used these are
added after the doubling. However if a weapon is rifled
use of a cartridge reduces also reduces WR by -1 due to
loss of accuracy and power.
*The exception is Swivel guns these take two turns to
reload assuming a crew of four to preload the pair of
separate chambers (see the breach loading aspect p105).
Cannon have a crew of four, each missing member
increases the difficulty.
Misfires are not as common with the new flintlocks as
they were with older matchlock weapons. A terrible
attack result indicates a misfire with a flintlock, a
matchlock misfires on a Poor result. It takes a turn and a
average weapon skill roll to clear a misfire. With a
flintlock or a matchlock a MoF of -4 result indicates a
catastrophic misfire, clearing is not enough the weapon

needs repair before it will fire again. Repairs require
common tools and a mediocre roll but will take several
hours. Some aspects, such as flashback, apply additional
effects to a -4 MoF, these are not negative invocations
and do not award fate points.

Scale in Combat
Scale

WR AR
Modifier

Die
Modifier

Miniscule

-31

-5

Minute

-14

-4

Diminutive

-6

-3

Little

-2

-2

Small

-1

-1

Average

0

0

Large

+1

+1

Huge

+2

+2

Colossal

+6

+3

Gargantuan

+14

+4

Titanic

+31

+5

As
well
as
dealing
with
Lilliputians and
Brobdingragians,
the scaling rules
are also used in
naval
combat
allowing the easy
determination of
the effects of
ramming,
or
cannon, on and
by vessels of
differing sizes.
The scale rule is
unifying. Scaling
allows
a
European to fire
a musket at a
Lilliputian
warship without
any
special
ruling.

Scale can affect
physical combat
in two ways. Firstly, aspects can be invoked to change
the chances of an attack hitting. Secondly, once a hit is
scored the effects of that hit are determined by weapons
and armour that must be scaled (at no aspect card/box
cost).
Invoking a scale related aspect allows the difference in
Scales to be used on a die roll. For example if a
Brobdingragian (Colossal +3) invokes an aspect to
attack a Lilliputian (Diminutive -3) the roll will receive
a whopping +6, if the Lilliputian were to attack the giant
the modifier would be -6. Invoking a scale related
aspect can produce one of the following effects:
•

Subtract from dodge type defence rolls.

•

Add to rolls to hit

Smaller size makes one harder to hit and harder for
larger weapons to deal out full damage because of
surface area and knock-down. Remember subtracting a
negative adds.
Alternatively, an aspect can be invoked to achieve some
other scale related effect. For example: as part of a
normal defence roll a Englishman might choose to step
over an Lilliputian wall preventing further melee attacks
from his pursuers; a Brobdingragian might kick a
Frenchman like a football. In cases like the latter a
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typical ‘knock-back’ might be around 10’ per difference
in scale, though exact distances are rarely needed.

diminutive soldier is -3 (AR-3-6=+3, but in this instance
AR is acting as a penalty so -3).

Scaled Weapons and Armour

Other Combat Modifiers

In GTC most weapons and armour have WR and AR
given for items scaled for normal humans. To calculate
WR and AR for at other scales apply the modifiers; no
aspect box need be invoked, these modifiers always
apply. Note that WR and AR can be negative and
unarmoured and unarmed characters must calculate their
WR and AR from zero. Note also how the modifiers for
two characters of the same Scale cancel out.

A number of other elements can affect the direction of a
fight, including:

For example a Broddingragian unarmoured has AR 6
and strikes with his fists for WR6. He is more than a
match for a Lilliputian cavalier whose mail only
provides (3-6) AR-3 and lance (4-6) WR-2. However,
the cavalier is more than a match for an unarmed (0-6)
WR-6, unarmoured (0-6) AR-6 Lilliputian rowdy. On
average (+0) the cavalier does: (WR-2 minus -6AR) =
+4 hurt each hit.
When calculating penalties to conceal weapons, perform
endurance activities, or undertake feats of extreme
agility the characters scale modifier to AR/WR is
subtracted before applying the penalty, which may
never be less than zero. This is so Brobdigragians and
A near miss
Consider two situations as examples of the treatment
of scale in GTC combat when aspects are not spent.
In Brobdingrag, Lemuel has as giant hazel nut (WR1, 5 for a normal nut +6 for scale) thrown at him with
enough force to crack his skull (the attacker rolls +3 to
total +4). Being a small target he is only startled by a
near miss suffering no more than if another
Englishman had pelted him with a nut (AR0 + roll +2
+ invoke aspect English +3 = 6). No aspects were
invoked in this exchange. Remember AR and WR are
only added after a roll indicates a hit.
The narrative nature of FATE is important to
understanding how scale affects combat in GTC. The
levels of injury actually can represent tactical
disadvantages of any kind.
When Lemuel takes on the might of the Blefuscan fleet
he is protected by his buff jerkin and spectacles. If not
for his spectacles the arrows of the Blefuscian sailors
could have easily taken out Lemuel by blindness and
pain. Before then clipped could represent shielding his
eyes and hurt frustration that the diminutive soldiers
keep dodging.

Diminuatives are no more or less hindered by gear of
their own scale than Europeans are. For example the
King of Brobdingrag confiscates McGregor’s great
sword (WR4). The collosal King can easily hide the
weapon on his person (WR4-6=-2, but cannot be
reduced below zero so 0 penalty to conceal). Consider
also a Lilliputian dons a mail shirt made for him (AR-3)
and is ordered on a long march. The penalty for the
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Dodging a Firearm: you can dodge a firearm by
watching where the opponent is pointing prior to firing
but it is difficult (-1). If you are close enough a parry or
block can be used to knock the hand, arm, or firearm at
no penalty but obviously can not be used to knock aside
a ball.
Superior Position: this is something of a catch-all to
cover situational modifiers. Possible reasons for
receiving this modifier include:
•

Elevated position

•

Cover

•

Fighting from horseback

In general, these situations shouldn’t provide more than
a +1 bonus, save in the most egregious of
circumstances.
Outnumbering: +1 bonus for outnumbering your
opponent if they are the same scale. If not see Scale in
Mass Combat for more (p60).
Flanking: +1 bonus for getting in a position where your
opponent’s back is exposed. This bonus is cumulative
with outnumbered.
Surrounding: +1 bonus for completely surrounding
your opponent. This is cumulative with outnumbered
and flanked - since it’s hard to surround someone
without outnumbering and flanking them, this generally
means a +3 bonus total.

The Drop
If a character is not expecting an attack and has no
reason to be on the defensive, the character’s skill is
considered to be equal to their alertness or weapon skill,
whichever is lower (this rule has been altered from the
FATE 2e SRD).

Multiple Opponents
When fighting multiple opponents, a character still only
makes one roll. All members of the attacking group who
beat the character inflict damage as normal. If the
character beats all members of the attacking group, he
may select one opponent (usually the one who rolled
worst) and inflict damage on them.
For large numbers of opponents use the mass combat
rules.

Defence
If a character is unarmed, or does not wish to attack,
many physical skills (especially acrobatics) can be used
in lieu of their combat rolls. If the defender wins the
exchange, no matter how much they win by, it’s treated
as a scratch, though the referee may allow some
defensive manoeuvres, if in keeping with the skill leaping out of the way of a sword blow is in keeping
with leaping off a balcony.
If a character is using their combat skill and wishes to
fight defensively, they may add +1 to their skill, but if
they win the round, they inflict no damage. They may
use this roll to perform manoeuvres, such as getting
away from their opponent, but may not perform
manoeuvres that affect their opponent.
Fighting defensively must be declared before dice are
rolled.

Mass Combat
To represent situations such as Lemuel’s battle with the
Blefuscian Armada the best approach is to switch to
Scene Based resolution. In fact any fight with 12 or
more combatants justifies use of these mass combat
rules. Battles of narrative importance and those that last
many hours are best broken into several scenes. All the
usual modifiers (including for being outnumbered or
flanked) apply (but see p60).
Each scene is much longer than a personal combat turn.
The referee determines the exact length of a scene.
Scenes within a single battle can take differing amounts
of game time. The end of each scene is usually marked
by a change in circumstances or tactics. Players cannot
simply try again if nothing has changed, any retries are
included within that scene. To retry the PCs must
change tactics or wait for circumstances to change. For
great battles a typical turn lasts a day, the fall of
darkness represents a significant change in
circumstances. In a siege a scene could last for months
as defenders huddle behind their walls then the next
scene could last a few hectic hours if they sally forth to
try to break the siege. A European can run from the
coast of Lilliput to the capital in five minutes, therefore
the referee decides that in this particular battle between
the PC’s and the Lilliputian Empire scenes will typically
last 5 minutes. A European can do more damage than a
huge army of diminutives in this short time. Another
trick for the referee is to plan a program of changes in
circumstances, each being a new scene that advances
the story.
In each scene, each group makes only a single roll, and
the overall outcome is determined by the overall result.
Scene based fights are, mechanically, the easiest fights
to run. Note that a single roll represents the actions of
all individuals within that side during the scene.
Therefore it is important to state the main objective of
the group during the scene. It may be that one character

is tending the sick, another hiding and a third leading
their troops but only one action is rolled for. This is
called the group’s primary action. The primary action is
not necessarily what most of the troops are doing, it is
the most narratively important action for that scene.
There may be a battle with armies of thousands clashing
but if a small group is trying to fight their way forward
to kill the enemy general then that is the primary action.
Referees may find it useful to sketch out battles in
advance in terms of likely scenes based on the NPC’s
primary actions that further the narrative. When
combined with a program of changes in circumstances
very entertaining battles can be run that are stories in
their own right. The rules for “Ship to ship combat” p67
provide an example of a program of scenes.
At the beginning of the scene, every group involved
states their primary action in general terms. Then
everyone rolls and re-rolls as normal. Ideally, the
referee should be able to eyeball the results and work
with the narratives to figure out how things went.
That sort of improvisation, while useful, is not always
an option, and for those looking for guidelines, there are
a couple of possibilities. The simplest is to look at the
total numerical difference between the outcomes of each
side, and determine the overall outcome based on the
difference between those figures - the Combat
Outcomes table provides useful guidelines in that
regard.
For a slightly more complicated resolution, consider
pairing off the sides, either by player choice or based on
the narrative, and resolve the larger fight as multiple
sub-fights, using the same guidelines above.

Combat Outcomes
These differ somewhat from turn-based combat.
The combat outcome table is a good yardstick for the
sort of consequences a fight can have. However, the
more minor outcomes (clipped and hurt) have less
bearing, as they don’t tend to extend beyond the scope
of the scene. As such, treat those outcomes as follows:
For groups, crews, and armies:
Scratch - Close thing. No advantage or disadvantage
Clipped - Minor inconvenience. The troops aren’t badly
hurt, but they look like they’ve been in a fight, and may
have suffered minor wear and tear on gear, items or
reputation.
Hurt - Major inconvenience. As clipped, but it’s
something that could be a real problem unless it’s dealt
with – a blow to morale, damage to enough weapons to
disadvantage the whole unit, damage to a crew’s ship
for example. Alternately, it can be an injury that’s too
small to provide a blanket penalty, but which could
cause a problem under specific circumstances (an
army’s cavalry units desert, all the supplies of
gunpowder ruined, &c.). This generally creates a -1
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penalty that the referee can apply in appropriate
situations.
Injured or Taken Out - These are resolved normally,
see “Injuries and Advantages”.
Individuals within mass combat
When resolving the group’s primary action important
individuals can spend aspects and conscience points on
their team’s rolls if they could conceivably provide key
advice or leadership, or influence the battle much more
than a the rank and file. A Brobdingragian in Asia
would be in this later category but even people of
ordinary scale but with the power to influence a battle of
the current scale might do so. An Admiral could exert
influence over warring fleets and anybody could sway a
street fight between two London gangs.
Individuals take the same damage result as the team but
may describe their individual action in general terms to
justify application of conscience or aspect boxes to
reducing their personal wounds (only). In this instance a
conscience reduces the roll by 1 and an Aspect box can
change one die to a negative (‘-‘). Negative invocations
of aspects can raise damage (each changing a die to a
‘+’). For example a ‘brave’ aspect could provide a
negative invocation if the character is attacking the
enemy army and a cowardly aspected character could be
described as hiding in the ship’s hold to reduce their
damage.
Scratch - Close thing. No advantage or disadvantage
Clipped - Minor inconvenience. The character isn’t
badly hurt, but they look like they’ve been in a fight,
and may have suffered minor wear and tear on gear,
items or reputation. Do not mark off any wound boxes.
Hurt - Major inconvenience. As clipped, but it’s
something that could be a real problem unless it’s dealt
with - a damaged weapon or saddle, for example.
Alternately, it can be an injury that’s too small to
provide a blanket penalty, but which could cause a
problem under specific circumstances (running, using
the left hand, &c.). This generally creates a -1 penalty
that the referee can apply in appropriate situations.
Injured or Taken Out - These are resolved normally.

Scale in mass combat
In the novel
Lemuel Gulliver
takes on the
entire Blefuscian
11 or less
0
fleet. A simple
12
+1
rule to deal with
151
+2
extraordinary
1728
+3
persons of great
21952
+4
(relative)
size
250047
+5
has
been
3176509
+6
devised. Scale
rules still apply but are considered in relation to the
Number of
individuals
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Bonus
to Scale

teams or armies rather than individual soldiers, a
colossal Brobdigragian soldier could take on a European
army as easily as Lemuel took on the armada of the
diminutive Blefuscans. If a team or army is of great
enough numbers its scale (including modifiers to
armour and weapons) is considered to be higher. This
automatically affects AR and WR. The force can spend
its usual scale, nationality or numbers related aspects to
use the die modifier for this new scale.
Furthermore multiples of these numbers count towards
determining a bonus for outnumbering a foe or force.
Flanking and surrounding may be possible regardless of
differences in scale or numbers at the discretion of the
referee. When doing so determine the relative number
of the greater force at the scale of the smaller. It is
possible for a larger scale force whom it numerically
fewer to gain a bonus equivalent to outnumbering, this
is called outclassing. To do so the larger soldiers need
only face smaller ones that are ‘worth’ less than their
adjusted scale. Since outnumbering and outclassing are
the same in mass combat you cannot gain a +1 bonus
for both.

Social Conflict
The turn based combat rules can also be used for social
situations such as debates, exchange of wit, seductions,
intimidations &c. In these exchanges characters pit
appropriate skills, extras, and aspects against each other.
Generally players need not roleplay every phrase uttered
by their character, a simple statement of intent such as
“I use quotations from the bible to convince him of the
immoral nature of his plan” and perhaps a few choice
phrases are all that is needed.
There are a number of social skills in GTC. Read the
descriptions of these skills carefully. No one social skill
The Might of the Lilliputian Empire
Despite earlier favour with the court the Lilliputians
have turned on Doughty John. The 3000 troops of the
Lilliputian capital march out to meet John Brown. The
Lilliputian’s are at +3 scale because of their numbers.
John Brown and the Lilliputian army are both average
scale combatants. In the army’s attacks the massed fire
of the diminutive bows (each WR-4) is (WR2 + Scale 0)
WR2. Similarly the unarmoured Lilliputians as a force
have AR0. Meeting in an open field the Lilliputians
could surround and outflank John but are too few to
‘outnumber’ him (total +2). To outclass John they would
need to number 3456 (2 x 1728) or more. The referee
decides that the Lilliputians must win a scene moving
into position to flank John and another to surround him
since the European can move at incredible relative
speed.
If the Lilliputians had fielded less than 1728 soldiers
Doughty John would have outclassed them because he
alone is ‘worth’ this number of Diminutive soldiers. If
John had a single European ally they would outclass
any force with less than 3456 Diminutive soldiers.

is appropriate in all situations. Referees should penalise
players who, for instance, try to barge through every
social conflict with persuasion alone. Some skills have
obvious uses in social combat, do not neglect
opportunities to use other skills. Observation can
determine if someone is not telling the whole truth,
appraise can let buyers know that they are getting a
bargain, and skills like geography can produce facts to
support your argument. Your referee has the final say on
what skills can be reasonably used in any given
situation. Generally at most every second skill roll can
be a non-social skill. For example you cannot win an
argument about the coastline of North America simply
be quoting fact after fact using geography skill, you
need to use persuasion as well (or some other social
skill appropriate to the situation).
Relative advantage is also social, for example at court
the favour of the king is equivalent to higher ground and
an exquisite gown is ‘armour’. The most common
advantage is social class, higher social class gives a +1
‘high ground’ advantage. The referee may choose to
rate these advantages as if they were weapons or
armour. This level of detail might be suitable to
exchanges at royal balls where gowns and gentleman’s
attire, social position, and favour of the high are very
important.
Damage has the same game effects except that the
modifiers for social damage are applied to all social
interactions and to morale. Interpret the result in
context. Most social contexts can be split into two types.
Social conflict can be adversarial or congenial.
Adversarial social conflict is between clear enemies,
damage represents injury to confidence, reduced peace
of mind, loss of face or morale rather than such things
as cuts or damaged gear. Hurt could indicate
disquietude, anxiety, alarm, shy, ‘taken down a peg’,
lost heart, apprehension, lament, willing to listen,
perplexed &c. Injured could represent confused, misery,
embarrassed, listless, lost face, distress, fear, uncertain,
or despair. Taken out indicates unwilling or unable to
put up further fight and could represent submission,
terror, thoroughly ashamed, &c.
In some instances social conflict is not completely
adversarial but is a way of playing out convincing
someone. Congenial social conflict can occur between
friends who don’t agree. It also represents most
seductions, bribes, entertaining conversations &c. In
these instances social damage indicates the NPC could
be: unsure, seeing the logic of their argument unravel,
coming around to your point of view, conceding a point,
rapt by your charm, ogling your ‘attributes’, laughing at
your joke, reassessing their morale framework,
disturbed and justifying their actions, deferring to your
judgement, second guessing in the face of new facts,
filled with lust, &c. as appropriate.
In play-testing the extra roleplaying involved in social
combat extended the real time taken too much. For this

reason social combat (only) uses a truncated wound
track with only one box at each level beyond clipped.
Not every barter at the market leads to total loss of selfconfidence for the loser. Most social conflicts
(especially congenial ones) end well before any
character is taken out. Most NPCs will walk away or
capitulate when socially injured or even merely hurt.
Only when arguing for strongly held beliefs or other
matters very important to them will most characters
push on past an injury to
victory or taken out. The
Mix it up
referee needs to decide
It is likely that canny
how important victory is
players will mix social
to the NPC when
and physical conflict.
determining when she
Intimidating an enemy
will quit.
during a fight is a
common example of this.
This
is
perfectly
reasonable.
Any
character can make a
physical or social action
on their turn but not
both. Damage for social
and physical combat is
tracked
separately
a
taken out on either of
these tracks will win a
desperate fight.

PC’s and NPCs react
slightly differently to a
Taken Out result. While
a taken out NPC can be
convinced to do things a
taken out PC merely no
longer has the ability to
convince her opponents.
For this reason social
combat between PCs is
pointless. Damage from
one social conflict can
affect the next and
‘heals’ at the usual rate.
For healing social injuries ‘rest’ means dropping out of
the social scene and spending time alone in
contemplation. ‘Light activity’ allows minimal day-today communications, but no nights in taverns, courting,
interviews, intrigues, or other taxing social encounters.

Intrigue
Intrigue is to social combat as mass combat is to turn
based combat. Gossip at court, the whisperings that
precede a mutiny, and competing cabals influencing a
stock exchange are all examples of intrigue. The first
step in resolving an intrigue is to determine what is at
stake; wealth, status, and reputation are all typical
targets of intrigue. A character can have several types of
status, for example status in the English court is
independent of status in the underworld and a character
can easily loose one while gaining in the other. If two
intrigues seem to be targeting the same stakes then what
you really have is a single intrigue with multiple groups
involved. Resolve the intrigue like a mass combat but
using appropriate skills, aspects, and extras. Interpret
the wounds in context of the action and the stakes
wounded. Unlike other forms of conflict the stakes
wounded by an intrigue do not heal unless action is
taken. When a character wins a contest in an intrigue the
MoS can be use to wound an opponent or heal ones own
stakes. Often a character or cabal will invest time in a
few more ‘scenes’ of intrigue to ‘heal’ himself or
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herself after their opponents are taken out. During these
scenes the player described the actions and
circumstances that improve his status for approval by
the referee. Wounds from an intrigue only apply to rolls
for that intrigue and its milieu. Your status at court does
not impair your respect aboard a ship.
Intrigue does not use the truncated wound track used for
social combat. In play turns of an intrigue should be
interspersed between other scenes.
The scale of individuals is never a factor in intrigue;
Lemual's scale was of no help when ministers in the
Lilliputian court plotted against him, in fact they
negatively invoked his scale often as they painted him
as a threat to the Kingdom. At the referee’s discretion
the number of individuals involved could provide a
bonus to reflect the greater capabilities of a larger group
acting out a plot. Only those pursuing the intrigue count

toward this number, if a count is trying to get you
arrested for treason then his garrison of soldiers does
not count but his allies in court and a spy among your
servants do. However if the group is trying to act in
secrecy this bonus is applied to any opposing teams
rolls to detect a plot, uncover conspirators, or place
spies. The more people that know about a secret the
harder it is to keep.
Number of
Bonus
individuals
11 or less
12
151
1728
21952
250047
3176509

0
+1
+2
+3
+4
+5
+6

Extended Example: Gulliver battles the Blefuscian fleet
One of the iconic scenes of Gulliver’s Travels is the Lemuel’s fight with the fleet of the diminutive Blefuscans. Here this
battle is an example of scene based combat. Imagine the referee communicates to the player through the Hurgo NPC that
the Blefuscians are preparing to invade.
I communicated to his majesty a project I had formed of seizing the enemy’s whole fleet; which, as our scouts
assured us, lay at anchor in the harbour, ready to sail with the first fair wind.
I consulted the most experienced seamen upon the depth of the channel, which they had often plumbed; who told
me, that in the middle, at high-water, it was seventy glumgluffs deep, which is about six feet of European
measure; and the rest of it fifty glumgluffs at most. I walked towards the north-east coast, over against Blefuscu,
where, lying down behind a hillock, I took out my small perspective glass, and viewed the enemy’s fleet at anchor,
consisting of about fifty men of war, and a great number of transports…
Lemuel’s player expends an enlightenment point to gain the perspective glass. The player then discusses his plan with the
referee. The referee then secretly sketches out likely scenes based on circumstances and Blefuscan actions. Before this
particular mass combat begins the PC needs to make a few preparations.
I then came back to my house, and gave orders (for which I had a warrant) for a great quantity of the strongest
cable and bars of iron. The cable was about as thick as packthread and the bars of the length and size of a
knitting-needle. I trebled the cable to make it stronger, and for the same reason I twisted three of the iron bars
together, bending the extremities into a hook. Having thus fixed fifty hooks to as many cables, I went back to the
north-east coast, and putting off my coat, shoes, and stockings, walked into the sea, in my leathern jerkin, about
half an hour before high water.
The referee asks the player to make a quick persuasion roll to obtain what he desires from the Hurgo. This could be played
out as a social combat but since the Hurgo has a lot to gain and everyone wants to get on with the action and not get
bogged down in this narratively minor point a single roll is reasonable.
The referee secretly rolls against the PC’s sailing skill to check how well these hooks and cables are fashioned. As it turns
out, quite well.
I waded with what haste I could, and swam in the middle about thirty yards, till I felt ground. I arrived at the
fleet in less than half an hour.
Finally, the mass combat actually begins. The player would like Gulliver’s first action to be attaching the cables but the
referee has decided to run a couple of other scenes first. Are the Blefuscan completely surprised and unbalanced by this
new strategy? In a scene lasting but an instant the player rolls a strategy contest with the absent Blefuscan Emperor.
Success! The result is an Injured wound on the Blefuscan navy. The Blefuscan forces are completely off-guard and this
effects their future actions.
The sudden appearance of a proportionally 60’ tall giant in their midst is terrifying. The referee rules that Gulliver must
make an intimidation roll vs. the typical resist skill of a Blefuscan sailor. Lemuel achieves a Hurt result, the referee imposes
a -1 to any sailing rolls by the Blefuscans. This scene might have lasted perhaps a minute.
The enemy was so frightened when they saw me, that they leaped out of their ships, and swam to shore, where
there could not be fewer than thirty thousand souls.
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Having set the scene the referee consents to the player executing his plan. In response the Blefuscans primary action is to
attack.
I then took my tackling, and, fastening a hook to the hole at the prow of each, I tied all the cords together at the
end. While I was thus employed, the enemy discharged several thousand arrows, many of which stuck in my
hands and face, and, beside the excessive smart, gave me much disturbance in my work. My greatest
apprehension was for mine eyes, which I should have infallibly lost, if I had not suddenly thought of an
expedient. I kept, among other little necessaries, a pair of spectacles in a private pocket, which, as I observed
before, had escaped the emperor’s searchers. These I took out and fastened as strongly as I could upon my nose,
and thus armed, went on boldly with my work, in spite of the enemy’s arrows, many of which struck against the
glasses of my spectacles, but without any other effect, further than a little to discompose them.
The Blefuscan attack is just successful (MoS 2) but the player spends an enlightenment point to adjust the result (MoS
becomes 1) and describes the glasses that save his eyes. Lemuel fails to move the ships. Having not foreseen this the referee
improvises, the anchors of the Blecuscans are preventing the plan from working. This scene was perhaps five minutes of
game time.
The player states that Lemuel’s next action is to cut the anchor cables. Seeing few other options the referee has the bulk of
the Blefuscans attack again, the Blefuscan primary action.
I had now fastened all the hooks, and, taking the knot in my hand, began to pull; but not a ship would stir, for
they were all too fast held by their anchors, so that the boldest part of my enterprise remained. I therefore let go
the cord, and leaving the looks fixed to the ships, I resolutely cut with my knife the cables that fastened the
anchors, receiving about two hundred shots in my face and hands; then I took up the knotted end of the cables, to
which my hooks were tied, and with great ease drew fifty of the enemy’s largest men of war after me.
In the next scene the player decides that Lemuel wades away. The referee allows that Lemuel is rapidly out of range and
concedes that there is little the Blesucans can do and the mass combat is over.
The Blefuscans, who had not the least imagination of what I intended, were at first confounded with
astonishment. They had seen me cut the cables, and thought my design was only to let the ships run adrift or fall
foul on each other: but when they perceived the whole fleet moving in order, and saw me pulling at the end, they
set up such a scream of grief and despair as it is almost impossible to describe or conceive. When I had got out of
danger, I stopped awhile to pick out the arrows that stuck in my hands and face; and rubbed on some of the same
ointment that was given me at my first arrival, as I have formerly mentioned. I then took off my spectacles, and
waiting about an hour, till the tide was a little fallen, I waded through the middle with my cargo, and arrived safe
at the royal port of Lilliput.
The emperor and his whole court stood on the shore, expecting the issue of this great adventure. They saw the
ships move forward in a large half-moon, but could not discern me, who was up to my breast in water. When I
advanced to the middle of the channel, they were yet more in pain, because I was under water to my neck. The
emperor concluded me to be drowned, and that the enemy’s fleet was approaching in a hostile manner: but he
was soon eased of his fears; for the channel growing shallower every step I made, I came in a short time within
hearing, and holding up the end of the cable, by which the fleet was fastened, I cried in a loud voice, “Long live
the most puissant king of Lilliput!” This great prince received me at my landing with all possible encomiums, and
created me a nardac upon the spot, which is the highest title of honour among them.
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Maritime Rules
Travels into several remote nations of the World
On the 10th of April,
Amsterdam, having lost
in the voyage, and a
foremast into the sea,
Guinea.
Ship Scale

1710, we arrived safe at
only three men by sickness
fourth, who fell from the
not far from the coast of

Miniscule

Die
Modifier
-5

AR WR
Modifier
-31

Minute

-4

-14

Half a
shell
Egg cup

Diminutive

-3

-6

Mug

4” to 8 ¾ “

Little

-2

-2

8 ¾ “ to 1’ 8”

Small

-1

-1

European
peasant’s clog
Coracle

Average

0

0

3’ 11” to 8’ 8”

Large
Huge
Colossal

+1
+2
+3

+1
+2
+6

8’ 8” to 20’
20’ to 46’
46’ to 107’

0.12 to 1.5
1.5 to 18
18 to 230

Gargantuan

+4

+14

1/10
ton
Lilliputian
merchant; 1/3 ton
Lilliputian
warship,
American canoe.
Eskimaux kayak
5 ton 32’ longboat
Old 150 ton 17th
century
merchantman, 200
ton barque, 80’
10th
century
Viking drakkar,
300 ton English
merchant,
180’
ancient
Roman
grain ship, 350 ton
‘stout’
English
merchant, 450 ton
Dutch merchant,
1000 ton East
Indiaman
The 400’ warship
of Ptolemy IV
300BC;
Brobdingragian
river barge 216’
long, 96’ beam,
7765 tons.

6.9x10-6
6.9x10-6
to
7.3x10-5
7.3x10-5
to
0.00087
0.00087
to
0.011
0.011 to 0.12

107’ to 250’

230 to 2900

Titanic

+5

+31

Examples

While much of this chapter is properly the province of
the referee maritime action is an important part of
Gulliver’s Travels and therefore a working knowledge
of maritime rules on the part of players will speed play
and enable the design of effective PCs. These rules are
designed to encourage players to
Approximate
Approximate
choose a variety of skills for
Lengths
Tonnage
their PCs and enable a variety of
0 to 1 ¾ “
0 to 5.8x10-7
roles to make a contribution to
maritime activities.
1 ¾” to 4”
5.8x10-7
to

walnut

1’ 8” to 3’ 11”

Over 250’

Over 2900

Ships
Ships are characters in their own
right. The player’s ship will be
an important influence on the
story and so should be defined in
game terms. Here is a method of
describing ships so they can be
recorded on a character sheet.

Scale
First determine the ship’s scale.
Most ships of exploration were
small to reduce the risk to
investors. GTC ships crewed by
PC’s will most likely be in the
50-200 ton range with crews of
12-30.
Many
merchantmen
plying established routes and
naval ships are much larger than
this and the 1700’s is a period
when ships slowly increased in
size.
Scaling allows everything from
Lilliputian corales to giant East
Indiamen to be described and
interact with the same rules.
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If you don’t know the tonnage of a ship the Builder’s
Measurement is a reasonable estimate used by tax
collectors. Later called the Builder’s Old Measurment,
this formula was used in England from approximately
1720 to 1849. The formula is:
Tonnage = (L-B x ¾ ) x B x B/2

a typical crew member is in
the crow’s nest.
Cooking

Ship’s cook

Logistics

Higher of master and purser

Geography

Master
or
Commander
whichever is higher.

Intimidation

Highest
of
bo’sun,
commander, master, or head
marine.

Navigation

Of master.

Observation

Commander, master, or
crows nest whichever is
lower. Usually an average
crew member is in the nest

Oratory

Of commander or master if
there is no commander

Persuasion

Of commander or master if
there is no commander

Sailing

Typical of crew

Strategy

Of commander or master if
there is no commander

Tactics

Highest of commander or
head marine for deck
fighting. Only if there is no
commander
substitute
master.

Weapon Skills

As average of crew at
stations. For deck fighting
use average of crew or if 10
or more marines or fighting
men are present use their
skill.

94
where:
L is the length, in feet from the stem to the sternpost;
B is the maximum beam, in feet

Number of
Aspects

Descriptor

Aspects

A ship has a type
aspect just as a person
has a nationality
1
Derelict
aspect.
The
ship
should be assigned a
2
Unseaworthy
number of aspects
according to either
3
Poor repair
it’s importance to the
plot or by quality.
4
Unstable
Better quality ships
with
experienced
5-6
Typical
crews tend to have
more
aspects.
A
7-8
Excellent
ship’s aspects are
refreshed when she is
9+
Exceptional
placed in dry dock for
maintenance
and
careening; typically, after one or more voyages. A
ship’s aspects can also be refreshed by negative
invocations just like a PC’s.

Skills
Ships do not gain skills with parts as people do. Instead
A ship’s skills are determined by her crew. Where
unknown assume an average skill. In many cases only
traits for a ‘typical’ sailor from a given ship will be
given, where this is the case and a skill is rated worse
than average assume that those set to a task are at least
average unless there is a reason for this to be otherwise
in your plot.

Note: the master is the ‘captain’ of a merchant vessel
and also the navigator. On a military vessel an
additional layer of command is added. The commander
is the ‘captain’ of a military ship and the master answers
to the commander. It is possible for one person to be
both master and commander.

Skill

Crew Member(s) providing
it

Alertness

Commander (or master if no
commander) or crow’s nest
whichever is lower. Usually

Finally, determine the ship’s weapons and armour. A
ship’s hull has an AR of 3 modified for scale. A warship
uses stronger timbers giving an AR of 4 modified for
scale. Other vessels could have less protection; the
stretched skins of a coracle would provide AR 2 before
scale.
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Weapons and Armour

In these rules the term ‘captain’ refers to whoever is in
command. On a commercial vessel this will be the
master, on a military one the commander.

Cannon
Any cannon will burst on a MoF of -4 result to fire.
A bursting canon does its full damage to its own
ship in ship to ship combat or to its side in other
mass combat. Conscience, Extras, or Aspects can
boost the roll as usual to avoid this. Cannon are
made of iron and are very heavy, over 100x the
weight of the shot, with a carriage about half as
heavy again; only a Brobdingragian could lift one.
Note that canon are given at the scale of the
intended crew, in these cases Europeans, and not
that of the ship.
1Lb Swivel Gun: C 6 Rnk-4. A small cannon
without the power to damage ship hulls but very
effective against rigging and crew. Reload time is 2
turns assuming a crew of four. These guns have
separate mug shaped chambers that can be loaded
in advance. Unlike larger canon, swivel guns are
breechloaders. Mass 600 lbs.
2Lb Swivel Gun: C 7 Rnk-4 otherwise as per the
1Lb version above.
3Lb Galloper: C 9 Rnk-4, or similar sized naval
‘minion’.
6 Lb Saker Field Cannon: C 12 Rnk-4, or similar
sized naval cannon.
th
Ships’
had not
changed
12 Lbweapons
Naval Cannon:
C 15
Rnk-4 much since the 16
century,
matchlock
muzzle
loading cannons. A list of
16 Lb Naval
Cannon:
C 27 Rnk-4.
ship’s
is givenCin54a Rnk-4
text box.
In general
naval
33 Lbweapons
Naval Cannon:
a huge
rare naval
weapons
gun.
are thoroughly deadly when used against

people. Reload times are given (p57) but these are for
use in turn based combat and can be ignored in scene
based naval combat.

Ship to ship combat
Cannon and Scale
Neither the Diminutives
nor the Brobdingragians
produce
firearms
or
cannon. If these people did
learn
the
art
of
manufacturing
firearms
then scale WR modifiers
would
apply.
A
hypothetical
Brobdingragian
‘Saker’
Field Cannon would have a
terrifying WR18 and would
probably
invoke
scale
aspects against the armies
of Europe. Fortunately,
such nightmare is unlikely.

Ship to ship combat
uses the mass combat
rules. What follows is
guidance on deciding
what the scenes in the
scene based combat
are and what skills are
useful. The referee is
encouraged to alter
this basic framework
to
reflect
the
individual encounter.

Read this section
carefully.
Most
contest results closely
follow the usual mass
combat rules but there
are two exceptions. A
taken out in most
scenes provides an opportunity to end the encounter
sometimes by providing the victor the chance to flee.
The closing scene does not ever produce a penalty to the
enemy instead higher MoS enable the victor to bring
more weapons to bear in the attack scene that follows.

Spot
Both sides contest a dynamic alertness roll. Unless the
encounter ends, this scene is always followed by one of
observation.
Scratch: Close thing. No advantage or disadvantage.
Both ships spot each other at about the same time and
neither has any advantage.
Clipped: Minor Inconvenience. The crew grumbles
about being caught unawares but is not appreciably
disadvantaged.
Hurt: Major Inconvenience. The crew is unprepared for
an attack. A -1 penalty applies to the first roll on any
new portion of the flowchart.
Injured: By the time she spots the enemy the position
of the ship has the wind against her. The crew takes this
as a bad omen. -1 to all subsequent ship rolls per box
checked
Taken Out: The enemy can slink off and you’ll never
even know they were there. Alternatively, if they choose
to attack they are better prepared treat as an injured
result.
Spot: make an
Alertness roll.

Taken out:
enemy can
leave
unobserved.

Observation/
Strategy.

Taken out:
enemy
chooses to
break off.

Manoeuvres:
Sailing
dynamic test

Closing:
Sailing
dynamic test

Boarding

Taken Out:
Exit ship-toship combat.
Enter Deck
Fighting

Taken out:
the enemy
can choose
to escape.
Attacks
Taken
out:
ship disabled
or sinking, or
crew
surrendered or
killed
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Observation/Deception
Having spotted the distant ship your captain tries to
gauge her intentions, type and capabilities while not
giving away too much about his own ship. Conduct a
dynamic observation roll or observation vs. strategy if
one captain is trying to disguise his ship or her
capabilities. Unless the encounter ends, this scene is
always followed by one of manoeuvres.
Scratch: Close thing. No advantage or disadvantage.
Both ships correctly discern some information. In game
terms each captain correctly discerns the type and most
potent aspect of the other.
Clipped: Minor Inconvenience. The type of ship of the
enemy is discerned but no other information. Is not
appreciably disadvantaged.
Hurt: Major Inconvenience. Either the type or aspect is
incorrectly identified. The crew is unprepared for the
true capabilities of the enemy or perhaps to fight the
helpless. A -1 penalty applies to either manoeuvre rolls
or ship weapon rolls or deck fighting rolls as chosen by
the referee.
Injured: Both the type and the aspect of the enemy are
incorrectly identified. Even after the fight crew
confidence in the captain’s ability is shaken; -1 to all
subsequent ship rolls per box checked.
Taken Out: If the other ship is an enemy your
observations and those of your crew indicate that the
other ship is both of a harmless type and peaceful
aspect. The crew will not attack then when the enemy
closes and it is to late your ship is disabled or the crew
too panicked to fight or give chase. The enemy can
choose to end the encounter by leaving the scene.
However, should the enemy board this ‘Taken Out’ is
converted to an Injured -1 result as your crew fights
back.

Manoeuvres
Still at a distance the two ships manoeuvre to gain
advantage of the wind, close the gap, or escape.
Scratch: Close thing. No advantage or disadvantage.
Manoeuvres continue.
Clipped: Minor Inconvenience. While the wind is
against one ship she is not appreciably disadvantaged.
The winner of this scene may choose to close, to
continue manoeuvres or return to observations.
Hurt: Major Inconvenience. You are out-manoeuvred,
the enemy has the advantage of the wind. A -1 penalty
applies to further manoeuvre rolls. The winner of this
scene may choose to close, to continue manoeuvres or
return to observations.
Injured: Your ship is obviously outclassed in speed or
competence of her crew. Even after the fight crew
confidence is shaken; -1 to all subsequent ship rolls per
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box checked. The winner of this scene may choose to
close, to continue manoeuvres or return to observations.
Taken Out: The enemy ship has such an advantage of
the wind that they can break off ending the encounter if
they so desire. If the enemy chooses to stay treat as an
injured result.

Closing
Remember no wounds are inflicted during a Closing
scene.
The distance between the ships is closing, they continue
to manoeuvre seeking a firing position or desperate
escape. The basis of this scene is sailing skill. As part of
closing both ships also make dynamic observation vs.
strategy rolls as described for the observation/deception
scene except that any taken out result is treated as
‘injured’.
MoS 0: Close thing. No advantage or disadvantage.
Closing continues.
MoS 1: Minor Inconvenience. In the next scene the
enemy can train swivel guns on you during the attack
scene that follows. Alternately, the winner of this scene
may choose to close again, or to break away to
manoeuvres.
MoS 2-4: You are out manoeuvred and at close range.
The enemy has a fleeting opportunity to fire canon (the
opportunity for one attack roll with canon in the coming
attack scene and may fire all of her swivel guns).
Alternately, the winner of this scene may choose to
close again, or to break away to manoeuvres.
MoS 5-6: The enemy can choose to position for
broadsides, ram, close again, or flee straight to
manoeuvring.
MoS 7+: The enemy can choose to position for
broadsides, ram, close again, begin boarding, or flee
straight to manoeuvring.

Attack
Finally, the moment of truth, the attack on the enemy
vessel. If one ship chooses to attack after winning the
closing phase the opposing vessel has the same attack
options or can choose to sail defensively (a sailing roll
with a +1).
All attacks are conducted by rolling four dice for the
appropriate weapon skill but for each type of attack
allowed by the outcome of the closing scene the details
of resolving the attack can vary. Armour and weapons
are applied with the usual rules but both can have much
higher ratings than personal arms and armour.
Where a single weapon is fired (or hits) the skill of a PC
can be substituted for the skill of the ship.

Swivel Guns
For a swivel gun attack the MoS is distributed among
the ships swivel guns. A gun not receiving a point of
MoS does not hit. WR for
each swivel gun is applied
and AR of the enemy hull
applied to each. Damage
from swivel guns is most
likely to be to masts, sails,
and crew.
Swivel guns are also used
by
armies
with
devastating
effect.
Tactically these landbased tripod mounted
swivel guns are the
machine guns of their day.

Pot Shot

Injured: The enemy ship Impacts with the sound of
splintering wood. Your hull is damaged and taking on
water. -1 to all subsequent ship rolls per box checked.

Taken out
Taken Out: Possible taken out
results by weapon type follow
feel free to improvise others.
Fire: out of control blaze.
Broadsides: Masts and cannon
out of action or if MoS+WR is
14+ the ship is a floating hulk
beyond repair and will sink in the
first hard weather,
Pot Shot: Rapidly sinking from a
hole below the waterline or a
lucky shot sets off a devastating
gun deck explosion.

Although the ship might actually fire many cannons
only one has any real chance to hit. Conduct the attack
normally. Pot shot damage is typically interpreted as
damage to the hull proper.

Swivel Gun or Shot: much of the crew injured or dead
the remainder surrender.

Broadsides

The boarding scene is one of your crew casting lines to
try to draw close to the enemy ship. In the boarding
scene make a dynamic check using sailing or climbing
skill whichever is highest. The winner can choose to
inflict wounds representing dragging lines, crew fear
&c. or break away to Closing. If the opposing ship is
Taken out the victor may parley, or begin cutting free
rather than initiate deck fighting. Be aware that to
initiate deck fighting is to start a separate mass combat.

As for a swivel gun attack except the MoS is distributed
among the ship’s swivel guns and half of her canon. A
gun or cannon not receiving a point of MoS does not hit.
WR for each weapon is applied and AR of the enemy
hull applied to each. Damage from a typical broadside
of canons does devastating damage to the hull of the
enemy often leaving her a floating hulk.

Ram
An attempt to ram is an attack using sailing skill. Basic
damage for a ram is 1+scale WR if the ship is not
specifically equipped with a ram, 2+scale WR if the
ship is reinforced to ram, and 3+scale WR if the ship
has a ram. A ship that is not reinforced or does not have
a ram receives damage equal to its own MoS+AR+Scale
AR of the enemy hull. If a ram hits (even if no damage
gets through the armour) and the vessels have sails they
will become entangled unless the MoS is 7+ (one ship
ploughs through the other or pushes it aside). If the
attacker is equipped with a ram on an MoS of 5-6 the
ships may separate after one turn if either makes an
average sailing roll.
Scratch: Close thing. No advantage or disadvantage.
Closing continues.
Clipped: Minor Inconvenience. The two ships glance
off each other neither is substantially damaged.
Hurt: Major Inconvenience. The enemy ship impacts
with the sound of splintering wood. Your crew is
knocked down by the impact.

Boarding

If you were at Closing or Attacks distance and your
Opponent was Taken Out you may achieve boarding
with a Poor static Climbing or Sailing check.
Once boarding is achieved the ships are entangled
requiring hours of work to get free.

Repair
A ship may heal hurt results in the middle of the ocean
after a single hour per box. If the ship was not boarded,
rammed, nor damaged by cannon then injured and taken
out is treated the same way.
The procedure is different for injured boxes. To heal
each injured box requires a supply of materials (usually
wood but could be sailcloth, crew, shore leave for
down-hearted crew, or other materials depending on
how the damage was described), and a fair skill check
(typically carpentry for the ship’s carpenter but other
skills could be applicable such as observation to hire
honest crew &c.). If the ship was taken out an additional
good skill check with access to proper materials’ is
needed before other repairs can begin. If taken out by
physical damage a mediocre naval architect can be used
for this roll to begin instead of a good carpentry roll.
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Failure of any of these checks wastes the resources and
uses up the time without healing the box. The time for
each check is two weeks for each injured box and a
month for a taken out. Given materials a skilled crew
can rebuild an all but destroyed hulk in two months.

resting. Each leg the ship makes Average checks to
avoid the following:

In cases where a mix of being out-manoeuvred and
physical damage occurred follow the procedure for
physical damage except that for every second box
assume no materials are needed and the skill check
should be against a social skill, sailing skill, or tactical
skill representing raising morale and training exercises.

Deck Fighting
Deck fighting is a resolved as a Mass Combat but
requires some additional notes. Deck fighting usually
begins after ship to ship combat has Taken Out one
ship. The crew of the ship that was Taken Out begins
with one Injured box filled in. If the other ship was
Injured its crew begins with a Hurt box filled in,
otherwise they have a clean sheet.
Some ship’s Aspects might be appropriate (e.g. Brave
Crew) but others cannot be used in deck fighting (e.g.
Fast).
A ship’s weapons can be fired during deck fighting but
with a -1 penalty. If ship’s weapons are fired this
assumes that her crew is concentrating their efforts on
getting this done; no personal weapon attack can be
made. The opposing crew could also make a ship’s
weapons attack, the winner fires first, or use personal
weapons disrupting on the gun crews. Make one roll. If
MoS was only 0 inflict a single Scratched do not apply
weapon WR or hull AR. If MoS is 1 or higher distribute
the MoS between the weapons. A weapon must be
assigned at least 1 MoS to do damage. Apply WR but
also apply the AR of the enemy ship’s hull.

Sea Travel
A lot of Gulliver’s time is spent in transit but in
Gulliver’s Travels these journeys are a series of hazards
glossed over briefly. Following this lead every ocean
journey is dealt with relatively briefly in real time. That
said two kinds of incident at sea, piracy and mutiny,
must be dealt with in more detail to avoid dissatisfied
players. In any case virtually no sea voyage should be
conducted without incident. Most sea voyages fill a
Chapter and take about a session of play to complete.
Begin each voyage with a solid introduction to the
captain, his ship, and her crew. Where possible place the
players in key crew positions or even involve them in
hiring crew. This introduction lays the ground work for
incidents at sea.
Generally an ocean journey is split into legs. A leg
represents about 3 months sailing covering a distance of
about a third of the circumference of the Earth.
Therefore at the end of each leg Injured characters heal
one box if undertaking light activity and two boxes if
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Incident Type

Skill

Weather

Navigation.

Pirates

Geography.

Illness

Cooking or Logistics.

Mutiny

Cooking,
Intimidation,
Persuasion, or Oratory.

Where two skills or more are listed use the lowest. A
ship may have Aspects that can be used. Careful
planning, provisioning, and hiring can reduce the
likelihood of an incident at sea. Placing players in key
crew positions increases their involvement in the
process and therefore player satisfaction. Better yet,
hand the player’s the ship’s character sheet and let them
control her at the meta-game level.
Be sure to vary the details of encounters for variety. Sea
travel in this period should never be routine and your
players should never expect it to be.
For weather encounters avoid always using storms,
ships can encounter hurricanes but they can also be
becalmed. In cold climes icing can be a problem and in
the tropics the punishing sun can cause mass heatstroke.
The ‘pirates’ category of incidents covers all threats
from without. As well as the obvious it could also
indicate an attack by Polynesians in canoes, thieving
mudlarks in the Pool of London, and ramming by a
colossal sea beast.
The 18th century mariner was prone to many kinds of
illnesses each with it’s own ‘colourful’ narrative
description. Scurvy, diahorria, syphilis, flu, small pox
and food poisoning are all good choices. The illness
could affect most of the crew or a single key character.
‘Mutiny’ includes all impediments from within
including disputes, unrest, drunkenness, theft, sabotage,
desertion, insolence, and of coarse mutiny proper
against the rightful commander, officers, and investors.
A mutiny could begin as a conspiracy of whispers or a
single man exploding into violence,
A referee should prepare a short encounter of each type.
Where possible try to use only one or perhaps a few
rolls and the ship’s character sheet. If more encounters
than the referee has prepared occur he can alter the
details of a previous encounter. In preparing incidents
Weather and Illness incidents should be handled by a
single roll or perhaps a few rolls with a bit of narrative
either side. Pirates and Mutiny should use one or more
of the conflict procedures to provide a satisfying
encounter for your players. Such conflicts should be
short providing a little risk before the ship arrives at its
destination and the adventure proper. Opponents with
average skill levels are appropreate.

Some travel times
London to Tangiers 12 days, 1 incident roll typically for
pirates or weather.
London to Brobdingrag 9 months, 3 legs.
Balnibarbi (Maldonado) to Luggnagg 1 month, 1
incident roll, including a diversion westward out of
Balnibarbi to reach a trade wind that is then followed
for 60 leagues.
Luggnagg to Japan 15 days (about 100 leagues). One
incident roll often for poor weather.

Trade
In 1729 the Gulliver’s Trading Company begins as a
small concern with a handful of investors leasing a
single ship. Will the company thrive or fail? Some
referees will describe the company’s financial losses
and gains as needed for their stories. In other groups the
players will be keen to see the company’s success or
failure depend on the actions of their characters. If, and
only if, your players are of the latter sort use the
following rules.
This is a simple abstract system requiring only two
tallies of numbers. One tally is called ‘opportunities’,
every time a ‘trade roll’ is made this tally is reduced by
one. Trade rolls are described below. The other tally is
‘Future Opportunities’ (FO), the MoS or MoF of any
trade roll modifies this running tally.
Trade rolls occur when players (through PC’s or when
controlling NPCs at the metagame level) negotiate with
NPCs regarding trade, search for cargoes, research
markets, hire crews, choose a ship to lease, or any other
activity that directly affects the profitability of the
business. The referee may declare any roll made to be a
trade roll. Players may also petition the referee to have a
roll be declared a trade roll before the roll is made.
Each ship can only hold so much cargo. In this game
cargo is measured in abstract units called
‘opportunities’. To find the number of opportunities a
ship can carry divide the linear scale of the ship by that
of a crew member. For example a 300ton English
merchant ship (scale Gargantuan linear multiplier 28) is
crewed by normal sized humans (scale average, linear
multiplier 1), therefore the number of opportunities is
28. The exact number of opportunities depends on how
well funded the mission is. The referee sets the number
of opportunities for the first mission. A mission usually
lasts for the duration of a part but can be longer or
shorter. A mission always begins and ends at a major
port of the world, usually where it started. For the GTC

this is usually London. The opportunities available in
future chapters depends on the success or failure of
previous missions.
Each trade roll during a mission uses up one opportunity
even if no goods are exchanged. This includes rolls to
attract investors or other business measures taken before
or after in England. You are not obliged to use up all
opportunities. Larger holds equate to more opportunities
because you can carry larger consignments or can carry
a greater variety of goods if desired. ‘Opportunities’ do
not equate to exact volumes in the hold or to pounds
sterling of value. Similarly, the exact values of cargoes
remain unknown, even the nature of cargoes is simply a
roleplaying factor. For example, a cargo of English bed
sheets will sell as finest silk in Brobdingrag reducing
the difficulty of some rolls in that circumstance. Good
roleplaying and strategic trading on the part of the
players should be rewarded with lower difficulties and
therefore likely greater MoS.
A trade roll increases or decreases profit of the mission.
Profit is measured in Future Opportunities (FO). Unlike
opportunities, FO is not limited by the tonnage of the
ship. The MoS or MoF of every trade roll made during a
mission is added to or subtracted from the FO
respectively. Generally, larger or more expensive cargos
are more carefully negotiated equalling to more trade
rolls and more chances to increase FO. At the end of the
mission, first any remaining opportunities are lost, the
FO is assigned to ships in the next trade mission as
opportunities. Remember every ship has a maximum
number of opportunities it can carry. A profitable
mission will increase the number of ship holds that can
be filled. FO cannot be used for any other purpose.
The referee can alter opportunities and FO according to
demands of the narrative but should rarely do so. If a
ship is lost its opportunities and FO is lost with it. If
mutineers steal some of the cargo FO or opportunities
may be reduced. Where possible referees are
encouraged to work thefts, accidents at sea, water
damage, and the like into rolls that can be declared trade
rolls.
Missions that receive no player input, from PC’s or at
the meta-game level, are assumed to break even unless
the referee decides otherwise for plot purposes.
Ships are assumed to be leased from their owners. PC’s
and NPC’s do not gain ships, liquidity, goods, or
benefits from this system. Such items are only ever
permanently gained by being purchased as aspects and
extras.
This system could be adapted to other business types
other than sea trade.
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Sorcery
Natural philosophers and historians have been incredulous of the
astonishing account of Glubbdubdrib given by Lemuel Gulliver. Later
voyages by our company will provide evidence and witnesses
supporting the veracity of his accounts
The natives of Glubbdubdrib are ruled by a bloodline of
sorcerers. Here ‘sorcerer’ is a general term for a
character who has learned a supernatural power.
Necromancers, conjurers, and magicians are types of
sorcerers.
When Lemuel Gulliver visits Glubbdubdrib the only
native he talked with was the governor who is the most
potent sorcerer of them all. This worthy’s talent has
great depth, few restrictions, but little breadth; he is
capable of only one magical effect, to call up the dead.
If all the sorcerers have this same necromantic power
then the magical extra is simply necromancer. However,
the Governor is called a necromancer but the island is
‘island of sorcerers’ not ‘island of necromancers’ so
perhaps the other inhabitants of Glubbdubdrib manifest
a variety of magical powers. If your referee decides this
is the case then every sorcerer’s magical extra should
reflect the specific magical power the character has.
Any number of powers could exist but in these rules one
taken from Swift’s Gulliver’s Travels and two others
consistent with Lemuel’s world are presented.

Performing Sorcery
There must be some limits to the power of sorcerers or
the world would inevitably be in their thrall. The
capabilities of the Governor of Glubbdubdrib, the
premier sorcerer of his day, can be used to infer some of
the limitations of sorcery:
•

Each sorcerer can only produce one kind of
sorcerous effect, a necromancer can call up the
dead but that is his only sorcerous power.

•

At minimum a small gesture, such as a turn of
a finger is needed to call up sorcery.

•

No sorcerous effect is time delayed; the
governor’s shades appeared and disappeared
instantly after a turn of his finger.

•

No sorcerous effect ever lasts more than 24
hours.

•

No specific effect, such as calling up the same
soul, can be repeated within three months
without great effort.

•

The Governor performs his necromancy alone
and has no other living sorcerers in his
residence.

To perform sorcery player first states the sorcery’s
intended effect and calculates the number of successes
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needed. Then the sorcerer makes one or more gestures
each attended by a sorcery skill roll, finally the
accumulated MoS is used to determine the actual effect
guided by the desired effect stated at the start of
gesturing. The order MoS is spent should the amount
needed for desired effect not be reached: range, targets,
area, aspects, extras, scale, damage, protection, then
duration. This order is designed to avoid magic doing
nothing most of the time.

Sorcerous Challenges
For sorcerous tasks a variation on the standard test and
challenge rules are used. Sorcerous tests consist of one
or more rolls, each roll is an action in turn based
combat. Sorcery rolls are of average difficulty, the
complexity of sorcery is accounted for in the skill’s
Rnk-X. Each roll the sorcerer accumulates MoS that can
be spent on parameters. A failure subtracts from
accumulated MoS and ends the invocation unleashing
the sorcery’s effect. MoS accumulates until the sorcerer
ends the gesturing, is interrupted, fails a roll, he uses a
gesture to abort the spell, or makes a roll that causes the
accumulated successes to reach or exceed that needed
for the intended effect. Unless the sorcerer ends in an
abort gesture the magic will be released and will
produce an effect unless the totalled MoS is zero or less.

Gestures
A sorcerer who is completely immobilised cannot use
sorcery nor can he even cancel his own sorcerous
effects before the durations are expended. However, if
the sorcerer can even move a finger then sorcery can be
performed. A tied up sorcerer is not at your mercy, use
paralysing poison instead. However, a sorcerer can
declare he is using broad gestures before beginning the
series of rolls for a spell, this allows modifying a single
poor roll in the series (as if one aspect box had been
checked) for free. Broad gestures cannot be performed
while tied up or even sitting down. In a series of rolls a
sorcerer cannot combine regular and broad gestures.

Repeats
Producing the same specific effect before a wait of three
months subtracts 4 from all rolls to produce the effect.
In most cases this will result in failed rolls, multiple
false starts, and limited success. Effects differing only in
duration, range, area and/or number of targets are
considered the same for this purpose.

The Effect’s Parameters

Nationality or species aspects must be included when
using metamorphics.

The Governor is a powerful necromancer. Whether the
other sorcerers are all necromancers or have other
powers is not revealed in Lemuel’s account. However,
sometime after his journey to Glubbdubdrib he is
marooned on a strange land where he tries to explain
rational horses. First he rules out that he is dreaming,
then he considers two magical explanations. Firstly, all
these ‘appearances’ were due to magic. Secondly, the
horses are really conjurers who had metamorphosed
themselves into horses. It may be significant that these
explanations seemed plausible to a traveller who having
been to an island of sorcerers had some insight into
what sorcery could do. Only necromancy is undoubtedly
canon but the other two sorcerous skills are in the grey
area between canon and addition. Inclusion of any
sorcery beyond necromancy is subject to referee veto.

If aspects are assigned to multiple targets base the cost
on the individual receiving the most, the next 10 receive
4 less aspects, the next 100 eight less, and the rest 12
less. All targets receive at least one aspect plus their
nationality aspect. Aspects that usually include a size
greater than average must also spend MoS on scale.

Regardless of the type of sorcery the same rules are
used to determine the parameters of the effect. At the
onset the player determines what the desired parameters
are and therefore the MoS needed. If not aborted an act
of sorcery will produce an effect (note 0 MoS still buys
one aspect). Often the accumulated MoS will be more or
less than that needed for the intended effect. Guided by
the initial statement of intent the sorcerer the referee
‘spends’ MoS on parameters. All the accumulated MoS
must be spent. Sorcery is an art dealing with arcane
forces so it is unsurprising that sometimes effects are
lesser or greater than anticipated.
Once the parameters have been assigned they can be
described. For example it is one thing to know the range
of an effect but the author still needs to describe where
it appears.

Area
Use this when the magical effect engulfs an area. A
caster is considered to be touching the area if outside
but immediately adjacent to the area. The caster can
engulf himself in the area and be considered at touching
range but will be affected by the magic as much as
anyone else. Compare with targets.
0

Self

1

A yard across

2

10 yards across, a small room

3

1000 yards across, a castle

4+

A town.

0

0

1

1 to 4

2

5 to 6

3

7 to 12

4+

13 to 16

Damage/Protection
Extras, energy, and objects that provide protection,
damage (or the capability to do damage) have an
additional cost. Use only the highest WR and the
highest AR provided by the effect paying for each
separately.
0

0

1

1

2

2

3

3 to 4

4+

5 to 8

Duration
This determines how long the sorceries invoked last.
Unlike all other parameters a sorcerer may use a gesture
to try to extend the duration; to do so make a roll and
apply all of the MoS to duration of an existing effect,
and add this extra duration to what remains. If this roll
fails, the compare the MoS to the table below and
subtract the result from the remaining duration. No
effects ever last more than 24 hours total.
0

An ‘instant’ to a few seconds (a turn of
combat).

1

A minute

2

An hour

3

Six hours

4+

A day (24 hours).

Extras

Aspects
For describing the dead summoned, objects conjured or
transformations undertaken. For magic and necromancy
each aspect comes with attendant skill ranks for skills
and extras. In metamorhpics only the aspect is gained.
Nationality (or species) aspects do count toward this
total when performing necromancy or magic.

Use this parameter for the transformations undertaken
with metamorphics. Do not use in Necromancy or
Magic, in these types of sorcery extras are bought with
skill ranks from Aspects.
0

0
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1

1 to 4

2

5 to 8

3

9 to 12

4+

13 to 16

one thing to know the range of an effect quite another to
know where it appears. Determine how far away the
effect will strike; who or what will be hit or what area is
effected; and how long the effects last. Finally, assign
the aspects, skills, and extras created.

Necromancy

Range
The caster specifies a direction and distance or a known
location.
0

No displacement, on or touched by the
sorcerer.

1

Up to 1 yard, through a window.

2

Yards, across a small room

3

Across a field, anywhere within a
cathedral, into the next house on a street.

4+

Across town, a few miles

Area: Necromancy does not use the area parameter

Scale
Scale is considered separately and in addition to any
aspects it is associated with.
0

Average or smaller

1

Large

2

Huge

3

Colossal

4+
Gargantuan or larger. Up to the size of a
small island such as Laputa.

Targets
Use targets rather than area when specific individuals or
objects are to be affected rather than filling a volume
with the magic. Compare with area. The Governor can
summon whole armies.
Spartans
0
Self only
1

One individual

2

Up
to
individuals

3

A large group
about
100
individuals

10

4+
A
town’s
population or an army.

Describing
the Effect
Once the parameters have
been assigned they can be
described. For example it is
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Necromancers have the ability to summon the dead.
Necromancy has a major advantage over other sorcery
in that the dead bring their own minds, a necromancer is
not limited to his own knowledge. For example a
necromancer can summon up a well travelled ghost to
act as a translator for a language he does not know.
Ghosts also have limited knowledge of the world, just
like the living their knowledge is only accurate
concerning events they have witnessed themselves. It
was for this reason that the Governor cautioned Lemuel
Gulliver only to question ghosts within the ‘compass of
their lives’.

A handy sorcery when
melee ensues. (MoS cost)
Spartan’s
are
fierce
warriors with 6 aspects
each (2). Every Spartan
carries a spear (2), Hoplite
armour and shield total
WR&AR 6 (4). Ten (2) of
them appear in a tight
phalanx surrounding the
necromancer, and remain
for a minute (1). Total MoS
required 11. The principle
limitation of this sorcery is
that combat is often
decided before an average
necromancer can make the
necessary
gestures
to
summon the warriors.

Aspects: Use aspects to describe the shades summoned.
Ghosts must have a ‘ghost’ aspect and others assigned
by the referee. These aspects include attendant skills
and extras, also assigned by the referee. This assignment
of traits by the referee reflects the fact that history is
often misinformed. It also allows the referee to prepare
NPCs ahead of time and temper the amount of aid given
by ghosts.
Damage/Protection: use this if the ghost has natural or
carried armour or weapons.
Duration: determines how long the ghosts remain.
Extras: Necromancy does not buy extras separately.
Ghosts receive ranks with aspects that are used to buy
skills and extras.
Range: How far away the ghosts first appear. Once
summoned, they can move any distance from the
sorcerer.
Scale: If ghosts of greater than human size are called,
such as Hannibal’s elephants, this parameter is used.
Targets: Indicates the number of ghosts summoned.

Magic
Magicians are perhaps the most versatile of sorcerers,
magicians can create anything that they can imagine and
can physically exist. The chief limitations on this art are
the knowledge of the magician and the temporary nature
of his creations. A magician can only create objects
consistent with what an 18th century scholar of
Gulliver’s world would consider possible. For unusual
and sophisticated objects the referee might require a test
of a relevant skill to properly visualise the desired item
or creature.
A magician is limited to what he personally knows, if he
produced a translator to interpret a language he didn’t

know his creation would not actually understand the
strange tongue and only translate the sorcerer’s words
into gibberish. Similarly, a magician cannot create an
artisan any more competent than the magician himself is
in the desired trade.
Area: Use this parameter when an area is to be covered
such as painting a room.
Aspects: Use aspects to describe any creatures, people
or special items created. These do include attendant
skills and extras for creatures and people.
Damage/Protection: Use this if the creation has natural
or carried armour or
weapons.
Sword
Duration:
Determines how long
the items produced
last before vanishing
like a dream. Food
produced
provides
only
temporary
sustenance, when the
duration is up hunger
strikes as if the person
had not eaten at all.

Create a Luggnaggian
sword equivalent to a
wakazashi. The sword has
four aspects (one box in
each of: Wakazashi, sharp,
balanced, fine steel). The
weapon has WR2 and
exists
for
a
minute.
Required MoS for this
magic is 4.

Extras: do not use this parameter for magic. Extras are
included in the aspects purchased.
Range: How far away the creations first appear. Once
summoned, they can move any distance from the
sorcerer.
Scale: Needed for greater than human scale creations.
Targets: Indicates the number of objects, creatures or
effects created. A target includes any items consistent
with its aspects, for example a ‘soldier’ would likely
have a weapon, clothes, and perhaps armour all counted
as a single target. Any weapons or armour require extra
successes to cover the damage/protection cost.

Metamorphics
Gentlemen, if you be conjurers, as I have good cause
to believe, you can understand my language;
therefore I make bold to let your worships know that
I am a poor distressed Englishman, driven by his
misfortunes upon your coast; and I entreat one of
you to let me ride upon his back, as if he were a real
horse, to some house or village where I can be
relieved.

Conjurers can assume the shape of any animal they have
been able to carefully observe at least once. It can be
assumed that conjurers have observed all animals
common in Glubbdubdrib. For foreign or uncommon
creatures the referee may require a natural history test.
The difficulty of this test is a judgement for the referee
based on the rarity of the creature. The usual nationality
and skill roll rule applies to foreign animals (p124).
Conjurers retain their own rational minds when
metamorphosed.
Area: Conjurers do not use the area parameter
Aspects: Aspects are added to the conjurer temporarily
to represent her new form. If any of these aspects are
used a box of Glubbdubdrib Conjurer must also be
checked off with no additional benefit. Similarly, if the
referee invokes one of these temporary aspects then
both it and Glubbdubdrib Conjurer have a box renewed.
If no Glubbdubdrib Conjurer boxes are free the player
cannot use any of the temporary aspects.
Damage/Protection:
Use this if the animal
form has natural or
carried armour or
weapons.
Duration:
Determines how long
the
transformation
holds. A conjurer can
end
the
transformation at will
any time before this
maximum duration.
In turn based combat
changing back takes
no time.

Horse
The conjurer becomes a
fine horse. While in this
form he gains two boxes in
the aspect ‘horse’ and one
box in each of fast and
powerful. He also has the
extras hooves, endurance,
and bite. The best natural
weapon obtained is WR2.
This transformation can
last 6 hours. MoS 7 is
required to make this
transformation.

Extras: As well as aspects conjurers can temporarily
gain extras. These are very useful since they allow use
of the new body’s advantages without expending an
aspect box. Conjurers can also use this scale to
temporarily buy ranks in any languages skills. No other
skills can be gained this way.
Range: Conjurers have no need of range.
Scale: Needed to assume the form of larger creatures.
Targets: Conjurers only transform themselves so never
use this parameter.
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Aspects
We therefore call upon all good Englishmen, Britons, and those born of
other lands who are our allies to support this endeavour for the benefit
of this United Kingdom and Great Briton, his majesty, and his allies.
Almost anything can be an aspect as long as it is an
important part of the character’s story.
Many aspects are described below but many more could
be readily invented. Ideas for invoking those aspects
described here are given, these are not exclusive but are
merely examples; authors should be constantly
inventing new ways to apply aspects to the situations
that arise within game play. As well as features intrinsic
to the character aspects can also be used to define her
most important items or relationships. Although Lemuel
visits strange nations without travelling companions his
family and the patronage of Mr Bates are important
influences on his story. Conversely, Gulliver does not
have any equipment that consistently follows him on his
travels or has an important influence on all parts of the
novel. Players are encouraged to carefully consider any
equipage aspect for a GTC character, only items central
to the character concept should be assigned aspects, it is
expected most will have no aspected equipment.

The Value of Aspects
Here’s a little secret - the real measure of how powerful
an aspect is can be found in one simple thing - how
interesting it is. Interesting aspects are going to come up
more often, and are more likely to grant re-roll and
provide Fate points. Take an enemy for example - not
only do you get Fate points for him showing up and
messing things up, you also get to invoke the aspect
when you’re fighting him. It’s a serious win.
Interesting aspects are also easier to invoke, because
they tend to make more sense. If a character is a
Brobdingragian he has clearly defined national character
and culture he’ll get re-rolls for the appropriate skills,
such as morality, but he can also invoke the aspect when
he’s defending his nation (or gain Fate points when he
suffers for it) and the aspect can be invoked when
representing his size. Compare that to a merely generic
colossal aspect and the advantage should become clear.
Similarly, combination aspects such as ‘Master and
Commander’ (p96) are easier to invoke and therefore
more valuable provided the player works hard to spot
opportunites for negative invocations to keep his limited
supply of boxes unchecked. Use of a single aspect to
cover more ground results in less boxes available for
use in each descriptor. For example a four-part character
is allowed only a single box in each aspect. A character
with the single aspect ‘Master and Commander’ will
encounter more situations where his aspect could be
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positively invoked but is less able to capitalise on these
situations than a character with one box in the more
limited Master and another box in the separate aspect
Commander. There is nothing wrong with inventing
aspects like ‘grave old mathematician’ just be aware of
the benefits and limitations.
Aspects are not just what define the character; they are
what are important to the character. If you take your
mother as an aspect, she may provide a direct route to
invocation for skills that you learned from her, but you
could also invoke her for almost anything if you’re
fighting to protect or rescue her.
One last secret - there’s nothing to keep PCs from
taking each other as aspects. This is a win-win situation,
since the whole game benefits from the stronger
connections between the characters, and the player in
question gets an aspect that’s likely to see lots of use.

Negative Aspects
A character may have any number of aspects, and each
aspect may have multiple levels. In general, this is
expressed as follows:
Strong 2 (Good) 
This is how a player would denote that their character
has 2 levels of the Strong aspect.
Now, it’s worth noting that they can also look like this:
Weak 3 (Great) 
Obviously, this character is very weak, even though it is
described as great, a positive descriptor. This is an
important example, illustrating that the level of the
aspect is the magnitude of that aspect. As such, a
character with Weak 3 is weaker than one with Weak 2.
That’s not always a simple thing to get one’s head
around, especially for those with a long familiarity with
Fudge - in that case the solution is simple. If you
consider the attribute to be a negative one, treat the
levels as a negative number. As such:
Weak -3 (Terrible) 
While this is an entirely valid approach, its use is
ultimately a matter of taste.

Nationality
Do these miserable animals presume to think, that I
am so degenerated as to defend my veracity? Yahoo
as I am, it is well known through all
Houyhnhnmland, that, by the instructions and
example of my illustrious master, I was able in the
compass of two years (although I confess with the
utmost difficulty) to remove that infernal habit of
lying, shuffling, deceiving, and equivocating, so
deeply rooted in the very souls of all my species;
especially the Europeans.

Nationalities are a kind of intrinsic aspect important to
the 18th century. Where aspects describe nationalities
they include personality traits as well as physical
appearance and scale. Individual characters can downplay national traits by restraint in using the aspect for
these purposes or by acquiring personal aspects, these
always overpower national traits. For example the
Lilliputian people are known for overconfidence but a
Lilliputian with the ‘cowardly’ aspect does not share the
confidence of her countrymen. More unusual
nationalities, such as Houyhnhnm, have abilities beyond
those of Europeans, players may wish to assign extras to
some of these features. Assigning extras enables the use
of features without checking off an aspect box.
Similarly, scale aspects may be useful for Blefuscians,
Brobdindragians and Lilliputians as a way of partially
overcoming the limits on aspects since both the scale
aspect and nationality aspect can be invoked to
represent size.
Like all aspects nationalities can be invoked to produce
equipment. Generally, nationality invocation will allow

An Important Note on Nationalities
The description of the various nationalities derived
from the attitudes of the English in the 18th century
further distorted by the lens of Gulliver’s Travels
‘written’ by the fictional misanthrope Lemuel
Gulliver. The belief in ‘national character’ was
almost universal in Europe and an accepted part of
academic discourse at this time. However, the
national traits described here do not accurately
reflect the historical reality nor are they supported
by evidence. A character struggling against the
prejudices inherent in the aspect descriptions is
entirely valid. Such a character will earn Fate points
whenever these prejudices become an obstacle. In
addition, if to the tastes of your gaming group, the
character can be a source of satire against 21st
century racism.
It should also be noted that Lemuel reports events
without a much bias for Europeans. He recounts
how a Japanese pirate treats him with greater mercy
and politeness than a fellow European and Christian.

items common in, unique to, or associated with your
nation. Most societies in the 18th century are armed
therefore weapons and armour can be obtained in this
manner. As always any items obtained should reflect the
whole character, this is especially true of weaponry. A
English gentleman could invoke his nationality to
collect a smallsword before venturing forth; a common
English sailor could not gain a smallsword this way but
could obtain a knife or gaff hook.
Animal NPCs will have ‘nationality’
representing their breed or species.

aspects
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Africans
No sub-Saharan Africans appear in Gulliver’s Travels
but European travellers of this period might encounter
Africans in a variety of places and situations. Europeans
expect the peoples of sub-Saharan Africa are expected
to have a relaxed attitude with both good and bad
consequences. Linnaeus also described them as
phlegmatic. In Europe they are considered savages or
allies of the Barbary Moors but in reality there is a
staggering diversity of African cultures each with its
own complex traditions. Authors are encouraged to
research African cultures and define more specific
nationality aspects. This is merely a placeholder aspect
intended for use in casual encounters.
Names: The different languages of Africa give their
speakers a great variety of names. A mixed bag of these
follows. Male Names: Amadi (Igbo/Yoruba), Ekwueme
(Igbo), Kwami (Togolese), Olujimi (Yoruba), Uzochi
(Igbo), Yaw (Akan) Female Names: Chika (Igbo),
Dayo (Yoruba), Ife (Yoruba), Nkechi (Igbo), Simisola
(Yoruba), Titilayo (Yoruba), Family Names: Among
most of cultures the Father’s first name is a child’s last
name. Women take the last name of their husband when
they marry. Authors may wish to research the naming
conventions of a particular African culture.
Players can invoke this aspect to: intimidate a
European, to remain ambivalent in the face of adversity,
to endure extreme hot weather, and to speak a
smattering of another African language, blend into the
crowd in Benin.
Referees can invoke this aspect to: have the character
mistaken for an escaped slave in America, be refused
entry to a European court, encounter a patriot of a rival
African nation.

Balnibarbian
Balnibarbians are enthralled by the idea of
improvement. Spurred on by the Royal Academy of
Projectors in Lagado and similar institutes in the
nation’s other cities, Balnibarbians look forward to the
day when improvements in agriculture, manufacture and
society produce a utopia. In the mean time continual
experimentation with imperfect methods and
abandoning of traditional lore has made the nation
unproductive and impoverished. Rather than becoming
disillusioned by their plight the natives have become
more determined. They believe their misery now is a
noble sacrifice in the name of the paradise to come.
Malnourished and impoverished they strive on driven
by hope and despair.
Common Balnibarbians have a harried aire and a glint
of wild desperation in their eyes as they rush from one
strange task to another. For the most part they are
dressed in ill-fitting rags.
A few older persons of quality and those under them
resist the new projects to improve the nation and
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continue to build and cultivate according to the old lore
(see Traditionalist p103). The estates of these men are
oasis of fruitful agriculture and sturdy construction in a
desolate country. Such people are ill regarded by
patriots as enemies of innovation who prefer their own
ease and comfort to the hard work and temporary
suffering that must be endured for the greater good of
Barlnibarbi.
The country of Balnibarbi properly includes Laputa,
Lindalino, and Glubbdubdrib, however these territories
are culturally distinct and therefore are assigned their
own nationality aspects.
Names: Male Names: Munodi. Further names can be
created by mixing syllables from Balnibarbian place
names (Glubbdubdrib is not a Balnibarbese word).
Since Balnibarbese is described as sounding similar to
Italian ending names in ‘i' or ‘o’ and generally giving
them an Italian sound is appropriate. The few
Balnibarbese words we know are three to four syllables,
names should also be this length. Examples: Balpuno,
Nitalini, Barblalino, Bipudani, Lalinbalo, Putdabarbo.
Players can invoke this aspect to: overcome hunger
and exposure, gain advantage during academic debates,
be well received by projectors, and enhance tests for
science and music.
Referees can invoke this aspect to: reduce any roll for
making any material good or any other practical task
such as agriculture; have the character fooled by
charlatans, act on curiosity when discretion would be a
wiser course, become involved in a projector’s flawed
scheme; be ridiculed by foreigners for his ill-fitting and
poorly made clothes.

Blefuscian
A Blefuscian is a native of Blefuscu, the enemy of
Lilliput. Political and geographic power equal to Lilliput
and peopled by a race of equal stature and ability to the
Lilliputians. They age at the same fast rate as
Lilliputians. Similarly, the Blefuscian national character
is very much like that of Lilliput. Blefuscians and
Lilliputians are so similar that some Europeans use the
term ‘Diminutive’ to refer to a member of either
nationality.
They are fast learners, they need to be as they mature
and age in proportion to their size. Like Lilliput,
Blefuscu had no gunpowder or firearms when
encountered by Lemuel Gulliver. The Blefuscian head
of state is an Emperor, his aides include a vice-admiral,
and treasurer. Blefuscu usually stations an Ambassador
to Lilliput except when the two Empires are at war.
Blefuscu is a stronghold of the Big Ender religious sect.
Many Lilliputian Big Enders have found refuge in
Blefuscu.
Names: no Blefuscians are named in Gulliver’s
Travels. The languages of Blefuscu and Lilliput are said
to be about as different as any two European languages.

While translators are needed when the two nations meet
we can assume that there are some similarities. There
are also many descendents of Lilliputian Little-Ender
refugees living in Blefuscu. Therefore, it is reasonable
to create Blefuscian names by mixing syllables from
Lilliputian words with those from the word ‘Blefuscu’.
For example the name Culock was created from
components of the Lilliputian name Frelock and
Blefuscu.
Players can invoke this aspect to: Crawl into small
spaces, escape the notice of Europeans, argue or fight
with Lilliputians, demonstrate pride or bravery.
Blefuscians are fast learners, this aspect can be applied
to any skill if the character can observe another or be
shown how to do a task just prior to her own attempt.
Referees can invoke this aspect: Whenever size
becomes an issue, when menaced by a European cat,
when he struggles to be heard in Europe, when he
singled out by Lilliputians, when boastful or
overconfident behaviour endangers a Blefuscian.

Brobdingragian
Brobdingragians are a race twelve times taller than
Europeans. These people are well proportioned despite
their colossal scale and age at the same rate as
Europeans. They are dexterous and capable of
proportionally fine work. They dress in a manner
reminiscent of Persian and Chinese styles described as
very grave and descent. Dress for men includes
stockings and breeches. Men shave facial hair twice
weekly, often employing barbers for the task.
Brobdingragian national character is focused on
practical concerns and morality. They are the least
corrupt humans in the world. They have no ability to
understand the purely abstract or transcendental. Should
Brobdingragian and Laputan scholars ever enter into
discussion no sensible communication would result.
Furthermore without corrupting contact with other

nations Brobdingragians have finer sensibilities than
most humans (they tend toward high quality but low
enlightenment and corruption). In conversation
Brobdingragians are plainspoken favouring brevity,
unadorned eloquence, and rational arguments.
Names: Male names: Grildrig (a nickname meaning
‘manikin’); Female Names: Glumdalclitch (this is
actually a nick name meaning ‘little nurse’).
Brobdingragians tend to use nick-names or their titles
when dealing with foreigners.
Players can invoke this aspect to: win an argument or
win over a crowd through honesty or appeals to justice;
perform tasks requiring dexterity for one of colossal
scale, make use of their enormous strength and size,
patronise proud Europeans, apply common sense or
wisdom.
Referees can invoke this aspect to: prevent the
character from entering European scale structures, have
the character struggle to understand abstract ideas,
impair any attempt at any corrupt action particularly
deceptions. The race is also more easily duped.
Problems of scale
Of all the unusual nationalities presented here
Brobdingragians are the most difficult to accommodate.
How can a colossal person be shipped to other nations?
What will they eat and drink during the long sea
voyage? If ever one would arrive in Europe, how would
the native princes and armies respond?
Sheer size would also prevent Brobdingragians from
entering foreign buildings except perhaps the largest
cathedrals. Where is a weary giant to sleep?
This is not a ruling banning Brobdingragian PCs only a
notification that such characters should only be
incorporated after careful planning. The easiest way to
sate a player’s thirst for a colossal adventurer is to play
the character in her homeland, perhaps as a native
befriended by a GTC ship’s crew.
Another possibility is to draw on Lemuel’s adventures in
Lilliput and Blefuscu for ideas. Perhaps the first mariner
of Brobdingrag launched a ‘small’ sloop from a platform
built off the treacherous rocks surrounding his
homeland. He then sailed across the sea to the unknown
eastern portion of the continent of which Balnibarbi is a
part. There he must deal with an Empire of tiny but
proud people.

Cornish
A county of England noted for seafaring. Natives of
Cornwall are treated as Englishmen by foreigners and
can use this aspect like the aspect ‘English’ in most
respects. Even the native language of Cornwall has been
all but extinguished since it was declared illegal in the
16th century. During the 1640’s Cornwall sided with the
losing Royalists. Some venerable English veterans and
their descendents might view all things Cornish with
suspicion. Cornwall is noted for its sailors and tin
miners.
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This aspect is an example of how a smaller region of
any nation could be made a nationality aspect. For the
most part such regions are treated as per the greater
nationality but they also provide a few extra details.
Names: Cornish names are a mix of those common in
England and those surviving from old Cornish. The
following lists are mostly old Cornish players are
encouraged to consider names suggested for English
characters also. Male Names Breok, Cador, Gerent,
Myghal, Pedrog, Richard, William, Yestin Female
Names: Ailla, Blejan, Demelza, Hedra, Kerra,
Morvoren, Rosenwyn, Tegan, Wenna. Family Names:
Bodinar, Robinson, Trevithick.
Players can invoke this aspect to: aid any seafaring
activity, have a chance encounter with a fellow
countryman now slave in Barbary, speak a few words of
old Cornish, make money on tin stocks.
Referees can invoke this aspect to: have someone
close to the character taken by Barbary corsairs, have
the characer accosted by old drunken English veterans.

English
The English in the grim world of Gulliver’s Travels are
described in the chapter on England (p14).
Names: English names reflect a long history of
invasion, immigration, and conversion to Christianity
Male Names: Abraham, Edmund, Herman, James,
John, Johnny, Lemuel, Peter, Richard, Robert, Thomas,
William Female Names: Anne, Betty, Mary Family
Names: Bates, Biddle, Burton, Dampier, Gulliver, Moll,
Nicholas, Panell, Pocock, Prichard, Purefoy, Robinson,
Sympson, Welch, Wilcocks, Williams.
Players can invoke this aspect to: commit any corrupt
act, read written English for almost all of England of
every social class has a degree of literacy. Even without
the literacy extra an Englishman may expend an aspect
box to read a few words.
Referees can invoke this aspect to: have the player
despised by a rival national, have foreigners assume the
character is corrupt or given to vices, have a look of
disgust offend your host when fresh fruit is served.

French
The French are rumoured to be prone to malice and
exaggeration. The use of wit is encouraged and the
French are also considered frivolous and playful. This
last shows the disconnect between beliefs about national
character and the facts, the crushing poverty under
which most French nationals live would be expected to
drive out playfulness.
France has a steep class barrier. The upper and lower
classes are even thought to be different races. The upper
classes are decedents of Frank invaders that now rule by
right of conquest over the indigenous Gallo-Roman
peoples of the lower classes.
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The well to do French set the bar for fashion and style in
Europe while the poor are more oppressed than those in
England. French gentlemen wear long curled wigs,
velvet coats over long waistcoats, lace edged cravats to
match lacy cuffs, velvet breeches and silk stockings.
The ladies decorate their ringlet hair with flowers and
feathers, a floor length cape protects a silk gown and
underskirt.
Names: France at this time is a deeply catholic
country therefore many French names are derived from
the names of saints. Male Names, Claude, Jean,
Jacques, Joseph, Louis, Michel, Jean-Baptiste. Female
Names: Adelaide, Blanche, Claire, Dominique,
Emmanuelle, Fleur, Marie, Family Names: Diderot,
Dupleix, Levis, Montcalm, Prevost, Vaudreuil, Voltaire,
Players can invoke this aspect to: endure hardship,
choose a fashionable gown, be well received in catholic
countries, or tell a joke.
Referees can invoke this aspect to: have an aristocrat
order you around, have no money with you (this even
happens to French Aristocracy), be mocked by
Protestants.

Dutch
Dutch gentlemen wear tricorn hats over long wigs, lace
edged stocks, knee length velvet coats over long
waistcoats, velvet knee breaches and knee high heel
boots.
The Dutch are a major sea-trading nation with trade
outposts all over the known world. Hollanders are the
only Europeans allowed into Japan. As a measure to
prevent missionaries the Japanese require the
Hollanders who set foot on their shore to trample on a
crucifix. The Japanese emperor remarked to Lemuel that
none of theses traders showed the least hesitation before
performing this ceremony. It can be inferred from this
incident that the Dutch are a worldly and practical
people as befits those of a Protestant faith. Holland and
England are both Protestant and are in alliance but
individual Hollanders are capable of ignoring this
common ground and treating Englishmen very poorly.
Names: Most Dutch do not have family names and are
not yet required to by law. These people use their
father’s name with –szoon added. Often this suffix is
wrtiien in an abbreviated form (-sz.). This has led to
English speakers using incorrect short forms when
recording or pronouncing Dutch names, such as Jansz
rather than Janszoon; the Dutch of the early 18th century
have not yet adopted these shortened forms. Male
Names: Albert, Augustine, Cryn, Dirk, Govert, Jacob,
Pieter, Theodorus; Female Names: Angelien, Griet,
Hester, Lijsbeth, Margriet, Sara Family Names:
Frederickszoon, van Grult, van Hardenberg, Heermans,
van Rensselear, Loockermans, Minuit, Rensselear.
Players can invoke this aspect to: convince Japanese
nationals not to attack. Haggle, appraise a trade good, to

bend others with a pragmatic argument, or to insult an
Englishman.
Referees can invoke this aspect to: have the character
assaulted by Catholics, be insulted by English sailors,
fail to get into the spirit of a frivolous French masque
ball.

Glubbdubdribian
Glubbdubdrib is an island ruled by a clan of sorcerers.
This aspect alone does not provide any magical power, a
native of Glubbdubdrib has the cultural background to
understand magic but that the ruling clan only marries
within itself indicates that an inherited potential makes
working magic possible. If you are of the ruling
bloodline then choose an appropriate sorcerous extra
such as necromancer. Sorcerous extras allow sorcerous
skill, such as necromancy.
Names: no names are given for natives of this land. We
know that the island has its own language therefore
Balnibarbian names are not appropriate. A suggest
rearranging the letters of the word ‘Glubdubdrib’ and
common vowel sounds from
English to create three to
Houyhnhnms are
four syllable names with all
not racist
syllables beginning and
The noble houyhnhnms
ending with a consonant.
are not racist though
Examples:
Dabluglob,
they
segregate
their
Gridlubdeel, or Bubgegdrub.
Players can invoke this
aspect to: know a sorcerer,
spot a ghost in a crowd, and
resist magic.
Referees can invoke this
aspect to: have American
puritans burn you as a witch,
be ridiculed by children in
London for your silly
sounding name, and be
verbally
abused
in
Balnibarbi as an enemy of
progress.

Houyhnhnm
At
first
glance
the
houyhnhnm appear to be
ordinary
brute
horses.
However,
closer
investigation reveals that
they possess more refined
physical
and
mental
capabilities than normal
horses, just as humans
believe themselves more
refined than yahoos.
Houyhnhnm are paragons of
virtue who strive to be

society by coat colour.
For humans to follow
their example would be
racist because there is no
difference
in
the
intellectual capability or
desire
for
freedom
between human races.
This is not the case for
houyhnhnms
where
there
real
defences
between coat colours.
The houyhnhnm are also
aliens
without
the
human
ambition
to
better themselves or grab
power.
Houyhnhnm
servants are content to
serve.
In the fictional world of
Gulliver’s
Travels
Humans
having
no
obvious
method
of
distinguishing ability, for
there is no relationship
between capability and
physical
appearance,
have fallen foul of people
seeking station above
their
abilities
and
resultant degeneration of
our society.

governed by reason alone. No other race can equal them
for wisdom, honour, justice, truth, temperance, chastity,
friendship, and benevolence. They have fewer desires
than Europeans. Without greed, malice, envy, or
intemperance there is little to motive them to travel.
They are completely without cowardice and pride. They
love everyone of their kind equally placing no extra
value on their own offspring or spouse. For the
houyhnhnm it is the good of the all houyhnhnm that
matters. Houyhnhnm families are strictly regulated by
customs to ensure the population remains stable. Being
without lust or romantic love they have little problem
heeding these traditions.
Devotion to their country might motivate one into
travelling the world. Once among humans such a
traveller would encounter concepts unknown in
Houyhnhnm Land including lying, power, government,
war, law, formal ceremony, and punishment. Similarly
Houyhnhnms do not hold opinions; a thing is either a
fact, is disproved, or the evidence is unclear. They do
not value precious metals or jewels.
Houyhnhnm are often skilled poets or herbalists, and
have a detailed oral history of their race. They have a
natural talent for logic.
The Houyhnhnms use the hollow part, between the
pastern and the hoof of their fore-foot, as we do our
hands, and this with greater dexterity than I could at
first imagine. I have seen a white mare of our family
thread a needle (which I lent her on purpose) with
that joint.

They possess fine bodily flexibility, are able to sit on
their haunches, grasp objects between the hoof and
pastern with sufficient dexterity for flint knapping.
Their feet are obviously more refined than common
horses as the human hand is to the paw of a monkey.
They are as swift and surefooted as any horse in perfect
health. Their hooves are of course deadly weapons.
They go naked but need no clothes in the climate of
their country and feel no embarrassment of their bodies.
Their senses are equivalent to humans except they have
excellent peripheral vision because their eyes are
positioned on the sides of their heads. They appear to
age slower than horses, coming of age at eighteen. It is
likely that they are equal to Europeans in aging and
longevity. They train in speed, strength, and hardiness,
striving for perfection in body to match their minds.
These noble persons never faint or swoon from shock.
Houyhnhnm are unable to pronounce human languages
but humans are able to speak houyhnhnm passably.
When two meet up they greet each other with a short
silence to allow contemplation of what to say.
Houyhnhnm feed on hay, oats, milk, and a simple dish
of oats boiled in milk. In their own country following
their own habits they do not develop disease and
maintain excellent health. When abroad this aspect can
be invoked to avoid infections. They have no natural
predators, in fact they are held in awe by the fauna of
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their homeland. Most avoid misadventure and live 7075 years.
A variety of coats occurs within the race. Unlike the
case in humans, coat colour is an indication of physical
and mental capabilities. Dapple grey, bay and black
houyhnhnm are more perfectly shaped and have greater
intellects, logically these individuals are accorded
greater responsibilities. White, sorrel, and iron-grey
individuals are not as physically or intellectually
capable and understand that they should therefore serve
those of greater capability and are content to do so. A
houyhnhnm character should decide on their coat
colour. Optional separate aspects for coat colour are
presented as personal aspects. By custom no
houyhnhnm will breed outside of his or her coat colour.
Special rules: they may never have pride conscience
points, and may not begin with more than one rank of
astronomy and no ranks in the following skills: physic,
surgeon, advanced mathematics, alchemy, apothecary,
boating, chymistry, disguise, horology, sailing, surgeon,
and torture. Houyhnhnm hooves and bite are rated WR2
and WR1 respectively if an aspect box is spent or the
character has the appropreate extra.
Names: Houyhnhnm names are unpronounceable by
Europeans. Lemuel was in the habit of identifying
individuals by their position (e.g. my master) or
physical appearance (e.g. Sorel nag). A travelling
houyhnhnm may tolerate the yahoos of the greater
world calling them by these labels rather than hear the
terrible mispronunciations of their true names uttered by
the mouths of brute yahoos. Alternatively, the
houyhnhnm may patiently try to get these lesser
creatures to properly mimic the sounds of their real
name. Houyhnhnm names can be generated by
combining a number of syllables from several of the
known words of their language. Players are encouraged
to create reasonably pronounceable names. Examples:
Hhoayn, Hnuyjah, Nymahnm, Luhlyh.
Players can invoke this aspect to: resist disease,
undertake feats of strength and speed, have the
hardiness to endure rough conditions, avoid a swoon
from shock, strike the animals of your homeland with
awe, and resist corrupting influences.
Referees can invoke this aspect:
houyhnhnm’s inability to lie is a liability.

when

the

Indian of the Americas
Are expected to be obstinate and easily angered.
Described by Linnaeus as choleric, straightforward,
eager, and combative. In the 1730’s the English
generally have little knowledge of the ‘Indian’ but they
are simply portrayed as noble woodland savages and
potential allies against the French in North America.
Britons have little concept of the great diversity of
‘Indian’ cultures. Instead, ‘Indians’ are seen as
unsophisticated but having similarities to Europeans.
They have similar in colouration and features to
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Europeans and assumed to have a broadly similar social
hierarchy. Native American leaders brought to London
for treaty negotiations are presented as kings or even
emperors, thier portraits painted with poses and
symbolism usually reserved for aristocracy.
English colonists have rather a different view tending to
regard native Americans as a threat.
The Americas are two vast continents containing a
bewildering variety of cultures. As with Africans, this is
intended only as a placeholder to use in short
encounters. Authors wanting to feature indigenous
Americans are encouraged to create specific aspect for
the cultures portrayed.
Names: The multitude of Native American cultures
produces a diversity of names. Many found in historical
sources often are a single name without a family name.
Names given here are taken from historical sources and
are presented with the culture of origin in parenthesis.
Male Names: Buckongahelas (Lenape), Chochise
(Apache), Deganawida (Iroquois), Geronimo (Apache),
Neolin (Lenape), Osceola (Seminole), Pontiac (Ottawa),
Sakayengwaraton (Mohawk), Shingas (Lenape),
Techumsa (Shawnee), Tenskwatawa (Shawnee),
Female names: Alliquippa (Seneca), Cockacoeskie
(Pamunkey), Degonwadonti (Mohawk), Ehyophsta
(Cheyenne), Gouyen (Apache), Matoaka (Powhatan),
Sacagawea (Shoshone), Tacumwah (Miami), Toypurina
(Tongva), Weetamoe (Pocasset),
Players can invoke this aspect to: maintain dignified
silence long enough for your tormentors to seem
ridiculous, track quarry in the wilds, find berries and
clean water in a forest, negotiate an alliance with
English officers, intimidate a European colonist in
North America, pose as an American ‘King’ in London.
Referees can invoke this aspect to: have the character
attacked by a warriors of a rival native nation, contract
small pox, be threatened by an English colonist.

Irish
Ireland is a land divided. There are three main cultural
groups in Ireland: the native Irish Catholics who make
up the majority but are second class citizens, the
Presbyterians descended from Scottish settlers who
where a little better off, and the Anglo-Irish Protestant
Ascendancy who hold power. This last group being the
descendants of English settlers. An Irish Character
could choose one of these groups. Here I have assumed
that the differences between these groups is covered by
background and faith just as upper and lower class
English of any faith all share the ‘English’ nationality
aspect. That said all Irishmen suffer under English rule
because as a colony Ireland may only trade with
England and pays taxes to the English government. So
draining are the demands of the ruling nation that in
fertile Ireland many are hungry.

At this point in time many Catholic Irish still speak
Gaelic as their mother tongue. However, English is
quite commonly used. An Irish character should have
one language as their mother tongue but can expand an
aspect box of Irish to understand a few words spoken in
the other.
Names: Irish names are a mix of traditional Gaelic
names, biblical names, Scottish names, and more
recently English names. Presbyterian Scots and
Protestant Anglo-Irish could take names from the
Scottish and English lists. Male Names: Charles,
Gerald, Henry, Hugh, James, Jonathan, Nathaniel,
Patrick, Sean, Thomas, Female Names: Aileen,
Caroline, Deirdre, Henrietta, Leticia, Molly, Mary, Una.
Family Names: Clancy, Connelly, Grattan, Grogan,
Jervas, Lever, Mahoney, Malone, Moore, Swift.
Players can invoke this aspect to: brawl, orate against
English rule, befriend fellow Irish of the same faith,
conduct trade with English merchants, to endure
starvation, have an Irish jury refuse to reach a guilty
verdict.
Referees can invoke this aspect to: have English
authorities treat the character unjustly, have the
character be accused of being a Catholic or Catholic
sympathiser.

Japanese
Japan lies on the edge of the world known to the
English. In Europe a Japanese national is easily as
exotic as a Laputan or Yahoo. Despite this Europeans
often ‘know’ that as Asians the Japanese will be
melancholic, severe, proud, distractible, and avaricious.
In reality the Japanese are highly formal and polite
people, even pirates of this nationality are more likely to
show mercy than their European counterparts.
Japan is a highly insular nation shunning contact with
all Europeans except the Dutch. Japan has trade and
diplomatic links with Luggnagg and knows of
Balnibarbi, Laputa, and Glubbdubdrib.
Names: Japanese names are usually written family
name then ‘first’ name. Male Names: Chosun,
Harunobu, Issho, Kiyonobu, Masanobu, Sadataka,
Sekien, Shinmyo, Shunsho, Sukenobu; Female Names:
Gozen, Masako, Miki, Shigemasa, Tomiko, Ujinohime,
Ujiyasu, Wakume; Family Names: Hino, Katsukawa,
Miyagawa Nishikawa, Okumura, Suzuki, Tamenaga,
Torii, Toriyama, Sasaki.
Players can invoke this aspect to: befriend a
Luggnaggian, act in accordance with honour, earn
loyalty through mercy, and aid any action motivated by
pride.
Referees can invoke this aspect to: have pride put the
character in danger, fail to ‘let their hair down’ in a
drunken English pub, take risks because of greed, be
motivated by pride to propose an ill-considered dual, be

ignorant of commonly known information about the
world beyond Japan.

Laputan Lady
High born Ladies of Laputa are far more grounded and
practical than their intellectual husbands but also
capable of caprice. Laputan Ladies relish the common
pleasures of life that their husbands find little interest in.
While the Lords live in apprehension of dooms their
wives are known for their vivacity. There is such
difference between the genders that a separate aspect is
given for each. The women have become contemptuous
of their fathers and husbands. They are fond of the
company of visitors from Balnibarbi below and feel no
love for the flying island where they are virtually
prisoners.
The eccentric fashions of the Lords of Laputa are not
popular with the women. Servants and Ladies of Laputa
often prefer garments taken from the lands below to
Laputan fashion, though of late these are also ill-fitting.
Therefore gowns produced by traditionalists are in great
demand in Laputa.
Names: see Balnibarbian names.
Players can invoke this aspect to: use common sense,
escape from Laputa, befriend or seduce a non-Laputan,
conceal a secret from a Laputan lord.
Referees can invoke this aspect to: have servants
prevent the character from leaving Laputa, endure a
tedious Laputan court dinner when they need to be
elsewhere, be accused of being an enemy of progress by
Balnibarbians on account of your traditionalist gown.

Laputan Lord
This aspect is only used by the king and noble men of
his court, servants who live on Laputa such as the
flappers and tailors use the Balnibarbian aspect. Laputan
women are too sensible to be represented by this aspect.
Laputan lords dress in ill-fitting garments adorned with
images of heavenly bodies and musical instruments.
Laputan intellects are highly attuned to the sublime
portions of the universe; they excel at advanced
mathematics, abstract thought, musical theory, and
astronomy. In this last many are so sensitive that if they
concentrate they can discern the ‘music of the spheres’
created as celestial bodies move through the heavens
(see Music of the Spheres p119).
The scholars of Laputa often ascend into intellectual
reverie. At these times their heads tilt, one of their eyes
turns inward as if in introspection and the other rolls to
point to the heavens. These fugues can occur at any time
even in the middle of conversations or emergencies
preventing the Laputan from noticing events. At these
times their wives can enact great familiarities with
gallants from the lands below right in front them. The
only actions a Laputan can take during a fugue are to
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listen to the music of the spheres, solve abstract
problems, or compose music. To minimise the
distraction created by these reveries Laputans should
spend an aspect or extra on a flapper attendant. Those
not in need of such an attendant are considered to be
contemptable intellectual weaklings by the Laputan
court.
The great mental abilities of the Laputans are highly
focussed. They have poor short-term memories, no
imagination, little curiosity, and no capacity for
invention. Application of the abstract theories of Laputa
to practical inventions required the lesser intellects of
projectors who live below in Balnibarbi.
The Laputans are not constantly absorbed in
mathematical reverie and do have a few less intellectual
interests. Like many astronomers worldwide they are
often keen on astrology but vehemently deny this
interest. They also are fond of conversation on two
topics, politics, and celestial dooms. In the first they
eagerly debate political matters and strongly proclaim
their opinions even though most have had neither
political training nor talent. Though Laputa is the court
of the land below and its citizens often argue over
politics the flying island’s inhabitants seem content to
take no political action beyond ensuring that the taxes
that sustain them continue to be sent up.
The second common topic of conversation in Laputa is
the end of the world. They live in apprehension of
several astronomical dooms causing them to discuss the
state of the sun or approach of comets as often as other
peoples discuss the weather. The sun is expected to
become encrusted with the waste of its own burning
preventing light and heat from reaching the Earth,
failing that the sun will eventually consume all its fuel,
and a comet’s tail is due to collide with the Earth in
1757. These tales of impending doom are listened to
eagerly, thrill them with fear, then latter disturb their
sleep.
Whatever their intellectual abilities, beyond the realm of
the mind they are the most clumsy, awkward, and
unhandy people that Lemuel Gulliver, an experience
traveller, had ever seen.
Names: see Balnibarbian names. Laputans speak the
same language as those below in Balnibarbi.
Players can invoke this aspect to: solve an abstract
mathematical problem, compose Laputan style music, or
make an astronomical observation.
Referees can invoke this aspect to: penalise attempts
at handiwork or poise, to hinder any intrigue roll, have
the character ridiculed by foreigners for his ill-fitting
and oddly decorated clothes, to impede any observation
roll, as a poor reasoner flail in a logical argument, or
become rapt in reverie regardless of the action around
him. This last can be countered by a flapper.
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Lilliputian
Lilliputians are diminutive scale humans. The
Lilliputian race has an olive complexion with a
European, even Germanic, cast to their features. The
men attire themselves in a simple style between Asiatic
and European, including breeches, even the clothes of
their Emperor appear plain even to English eyes.
Women of quality may be magnificently clad in brightly
coloured gowns. Europeans find Lilliputian voices shrill
but clear when they are close enough for hearing.
Lilliputians have acute eyesight by European standards
but in actuality this acuity is merely matched to their
scale. The diminutive race matures quickly. They
measure age in moons (lunar months) not years, in
children each moon the Lilliputian ages about a year
and five months. A Lilliputian comes of age at 20
moons (less than two years). After this time aging
apparently slows, the Hurgo was 28 years 9 months old
at the time Lemuel arrived and was described as in his
middle years. After 20 months of age a Lilliputian ages
at the same rate as a European. As can be seen from this
rapid rate of maturation Lilliputians are fast learners.
Lilliputians are somewhat more agile on average than
other peoples.
Only cottagers and labourers raise their own children,
all others grow up in public nurseries and attend
apprenticeships.
As a race they possess and aptitude for mathematics and
related fields such as mechanical theory. They admire
truth, justice, and temperance but few are paragons of
these ancient virtues instead tending to petty or warlike
behaviour driven by pride and fractiousness. Lilliputians
are, depending on perspective, brave, overconfident, or
rash; they quickly they adapted to the presence of
Lemuel. This portion of their national character would
be of great benefit when adventuring beyond the lands
of Lilliput and Blefuscu.
Blefuscians and Lilliputians are so similar that some
Europeans use the term ‘Diminutive’ to refer to a
member of either nationality.
Names: Male Names: Balmuff, Calin, Clefren, Clustril,
Deffar, Drunlo, Flimnap, Lalcon, Limtoc, Marsi,
Reldresal, Skyresh. Family Names: Bolgolum, Frelock.
Players can invoke this aspect to: Crawl into small
spaces, escape the notice of Europeans, argue or fight
with Blefuscians, demonstrate pride or bravery, show
devotion to your political or religious ideology. The
aspect is also good for rationing since a Lilliputian eats
1728 times less than a European. This nationality aspect
can aid feats of agility or mathematics. Lilliputians are
fast learners, this aspect can be applied to any skill if the
character can observe another or be shown how to do a
task.
Referees can invoke this aspect when: size becomes
an issue, the character is menaced by a European cat,
when he struggles to be heard in Europe, he is singled

out by Blefuscans, and boastful or overconfident
behaviour endangers the Lilliputian.

Lindalinian
Always a proud city the Lindalinians chaffed under the
yoke of Laputan taxes and rule for centuries until their
rebellion just before Lemuel Gulliver’s arrival in
Balnibarbi. While not seceded from the Nation of
Balnibarbi, Lindalino gained many concessions for
liberty including the right to elect their own governor.
Lindalinians are noted as rebellious lovers of liberty and
industrious people. The industry of this people and
rapidity with which they erected the towers indicates
that the city has resisted the projectors influence.
Though the projectors might be present as a minor
pollitical faction, a typical citizen of this city is a
Traditionalist (p103) and treated as such by others of
Balnibarbi.
Names: see those of Balnibarbi
Players can invoke this aspect to: incite rebellion,
argue for democracy, or work long into the night.
Referees can invoke this aspect to: goad the character
into overconfidence, or into being a patriotic bore
extolling the virtues of his proud democratic city, bar
the character from setting foot on Laputa, prevent an
audience with a ruler, or tempt the character into
showing disrespect to Monarchs.

Luggnaggian
Luggnaggians are polite, courteous, but proud people
who have the usual burden of manners and customs
found in any nation, for example they favour even
numbers. The one difference between the Luggnaggians
and the rest of humanity is that they do not fear death
for they have the example of the decrepit struldbrugs as
the alternative. For more information on struldbrugs see
the aspect (p101). Luggnagg is a close ally of Japan and
there is much profitable contact between the two
peoples. Those looking for more on Luggnaggians can
incorporate some of the fashions and customs of the 18th
century Japanese.
Names: No Luggnaggian names are given in Gulliver’s
Travels. Therefore create names by mixing two to three
syllables from known Lugnaggese words. Examples:
Dubhrog, Dribick, Guffhslhiophad, Gurdashtklub
Luggclu,
Mlashzwim,
Naggmeg,
Nalttnodbalk,
Nigtrald, Plinggloff, Ragtril, Serblhiop, Throbbsquut.
Players can invoke this aspect to: aid their
communications in Balnibarbese even if no ranks are
held in that language, deal with your close allies the
Balnibarbians, to take an even number of things or the
symbol for an even number as auspicious inspiring
confidence or hope, to resist death threats, to befriend a
Japanese national.

Referees can invoke this aspect to: have the character
delay a meeting until an even numbered date, have the
character act foolishly because of pride, be
disadvantaged by your polite habits when swapping
insults.

Scottish
Though no Scots appeared in Gulliver’s Travels the
distinct national character, culture, and armoury of the
Scots should be appealing to many players.
A Scottish national will wear similar clothes to the
English with a few distinctive items. For men a shirt,
trews or breeches, jacket and shoes just as in England.
Men might also wear a sporran, an item that fell out of
favour in the rest of Europe centuries ago. The plaid is a
15’ long blanket about 5’ wide worn by men around the
waist under the belt and over one shoulder held there
with a simple iron pin. Plaid is not a pattern but an item
of clothing, it can be brown, white, striped or checked.
Women wore clothing much the same as that worn in
England. Women too wore a plaid but as a shawl pinned
at the breast with a silver brooch. Women’s plaids,
called arisaids, often had brighter patterns than those of
men and were shorter, about 9’ long. Scottish clothing is
often checked but true tartan has not evolved yet.
A Scottish warrior is armed with a musket, set of
Highland pistols, broadsword, targe, dirk, and skean
dubh. On occasion a greatsword would replace the
broadsword and targe.
Scotland recently joined the rest of Britain with the
Treaty of Union 1707. Free Scotland is within living
memory and the desire to regain it burns fierce in many.
The English offered many inducements to draw the
Scots into the Union including the protection of
Britain’s navy when abroad. Many Scots have since
complained that this protection is not as sure as the
English led them to believe.
Scots are easily identifiable by their language, even
when speaking English and not Scot Gaelic their accent
and use of Gaelic loan words makes their speech
unintelligible to Englishmen. Most speak Scot Gaelic as
their mother tongue.
Names: Male Names: Andrew, Charles, Edward,
James, John, Robert, Female Names: Anna, Elizabeth,
Margaret Mary, Sarah, Family Names: Bruce, Balliol,
Claverhouse, Campbell, Gilmour, Macdonald, Mackay,
Murray, Stuart, Wallace.
Players can invoke this aspect to: swing a Scottish
broadsword, insult the English, have a skean dubh
handy.
Referees can invoke this aspect to: declare that the
character’s accent is impenetrable to a listener; have a
British naval escort cancelled, have the character
targeted by a Scots warrior from a rival clan.
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Spaniard
The Spanish have a reputation for pride, shrewdness,
poverty, ignorance, bigotry, superstition, vanity,
jealousy, and preoccupation with ceremony. Lemuel’s
dealings with a Spanish captain found him to be
generous and polite so there is a complexity and variety
to the national character of Spain. The Spanish live
under the constant threat of the Inquisition. Spain is a
Catholic nation and an enemy of England.
Names: Spaniards generally have one or two given
names followed by two family names. Of the family
names the father’s is given first then the mother’s
paternal surname. Women keep their own family names
when they marry. The two family names are separated
by a ‘y’. Given names are usually biblical. For example
Pedro de Olivera y Fullana. Male Names: Casimiro,
Gabriel, Franscisco, Juan, Mateo. Female Names:
Josefa, Isabella, Maria, Eva. Family Names: Aimeric,
de Benavides, Torres, Cano, Aponte,
Players can invoke this aspect to: spot an inquisition
spy, drive a hard bargain, enter with ostentatious flare,
aid any action undertaken with pride, to duel a rival for
love, behave appropriately during a Catholic wedding,
to gain aid from a fellow Spaniard.
Referees can invoke this aspect to: have the character
denounced as a heretic, to find her purse empty,
underestimate a ‘savage’, fail at scientific observation,
be attacked by a jealous wife, wear a crass amount of
gold to an English ball.

Tonquinese
Tonquin is on the far side of the world and what is
known about this nation in England is distorted and
piecemeal.
The natives of Tonquin call the region Dai Viet.
Tonquin was within China until 1368 and was much
influenced by the Chinese. There remains some rivalry
between these nationals despite current peace and trade
between the nations.
Tonquinese have long dark hair and oval faces, paler
than usual for Asiatic. Adults stain their teeth black and
women stain their nails red. Workers dress in long robes
over loin wrappings. Men of wealth or status wear
waistcoats and wide trousers beneath long robes.
Women of wealth wear long gowns of an Asiatic style.
Tonquinese traders travel to Laos, China, and
Cambodia. They also trade with the English but have
snubbed the trade advances of other Europeans. The
Tonquinese trade silks, cotton, muskets, and furniture.
They are also skilled fishers and farmers of rice,
mangos, coconuts, tubers, and citrus. They have great
scholars of their own history and write eloquent
literature.
The Tonquinese are known for quality; for bravery,
honesty, generosity, loyalty and justice. However they
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are also prone to vanity, fickleness, and vengeance; all
related to pride.
Names: Tonquinese have three names. They list their
family name first then two personal names with their
‘first name’ last. Male Names: An, Ba, Cung, Dat, Gon,
Ha, Ky, Linh, Female Names: Chau, Diep, Hang, Kim,
Lien, Mai, Nguyet, Thi, Yen. Family Names: Dang,
Dao, Dinh, Do, Duong, Hoang, Huynh, Le, Ngo,
Nguyen, Pham, Tran, Vo, Vu.
Players can invoke this aspect to: aid a horticultural or
agricultural task, survive an arduous sea voyage, act
bravely, to act with the correct etiquette in a Chinese
noble court.
Referees can invoke this aspect to: be obstructed by
Chinese officials, tempt the character to try to exact
revenge against a dangerous opponent, to have the
character spend too long on their appearance making
them late for an important audience, to be easily spotted
in a European crowd.

Tribnian
Tribnia, whose natives call it Langden, an obscure
Kingdom visited by Lemuel on one of his many
journeys before reaching Laputa. Though the location of
this nation is not revealed it’s likely a small impotent
nation located far from Europe. Lemuel is known to
have visited the East and West Indies, Perhaps Tribnia
is hidden among the numerous island of one of these
distant regions. The intricacy of Tribnian politics
suggests to Europeans a fairly advanced society perhaps
on par with the Hindu’s or the Aztecs. Jonathan Gulliver
of the GTC believes that Tribnia might be near the West
Indies and is likely a small nation with a styles and
customs that seem a mix of the Aztec and the European.
Some accuse Lemuel of disparaging England
(Langden), also known as Britania (Tribnia), and not
having the courage to name that proud nation outright,
Lemuel denighs these accusations.
Tribnia is covered in a nasty web of political intrigues.
Its natives can be expected to be canny schemers,
devious negotiators, cunning liars, and expert flatterers.
The major players in these intrigues are ministers of
state and their deputies but most of the population is
involved. Tribnians are constantly carrying out plots,
revealing secrets, casting accusations, denouncing, and
informing. It is also implied from this description that
the King of Tribnia leaves most of the governing of this
unfortunate nation to his ministry.
The Tribnians have raised encryption to a common
profession and even the average citizen needs some
knowledge of this art for self-preservation. The
encryptors are principally employed to gather evidence
against those someone wishes to accuse of a plot. These
artists of decryption are so skilled that they arte able to
discover treasonous messages that even the writer was
unaware of.

Names: no Tribnian names are given in Gulliver’s
Travels. One method of generating them is as anagrams
of English names. Male Names: Marahba, Nemdud,
Rhanem, Samjas, Honj, Nohnynj, Muleel, Reept,
Female Names: Nean, Ybtet, Ryma, Family Names:
Teabs, Didelb, Notbur, Padimer, Lugliver, Chonlais,
Plelna, Koccop, Cripdrah.

them from howling, growling, screaming and snorting,
often to excess.

Yahoo

Yahoos have no government or organisation beyond
quarrelsome groups of forty or so individuals governed
by the most deformed and malicious among them who
is aided by a favourite.

Yahoos are odious animals resembling humans found in
Houyhnhnm Land. These brute beasts have no language
and no crafts beyond the digging of shallow dens.
Some have speculated that Yahoos are a race of humans
(possibly descended from two stranded Europeans) if so
then they are so deformed as to be undeserving of that
name. Yahoos are hairier than any true human. Males
have especially thick hair in a ridge down their backs,
on the fore-parts of their limbs, and on their shoulders
as well as a goat-like beard. This hair can be straight
and lank or made frizzy by poor treatment. The females
have long lank hair on their heads and a down evenly
covering the rest of their bodies. Yahoo hair of both
genders is of all the colours found in European peoples
and their skin is a buff brown, probably darkened from
exposure to filth and the sun. The deformed physique of
these brutes is made even more repulsive by their
inclination to avoid cleaning and bathing with the
exception of wallowing in the nastiest filth they can
find. A Yahoo’s face is as deformed as its body, broader
than any proper human with a flattened nose and wide
mouth framed by large lips. The native animals of
Houyhnhnm Land react badly to Yahoos having learned
to fear or despise them.
Yahoos are very physically capable, even as toddlers
they swim well and climb like apes. They are stronger
than humans and have greater agility. They have nails
hooked and pointed like claws. For the most part they
travel on all fours and can easily outrun a man with this
gait. Yahoos reach maturity by eleven years of age and
are sturdy enough to serve Houyhnhnms by their twelfth
year.
Both males and females are able fighters, Yahoos will
quarrel with each other regardless of gender. In combat
they are initially fierce attacking with strong nails that
are used like claws. Lemuel judged that a single Yahoo
would be a match for a dozen unarmed Europeans. If
driven back they will retire to a safe distance to howl,
grimace, and throw faeces. Yahoos fear Houyhnhnm
enough to never raise a hand against the noble horses.
The diet of Yahoo’s consists of raw flesh, carrion,
herbs, berries, and roots. From the Houyhnhnms they
steal and consume asses, dogs, cats, and milk. There is
an intoxicating juicy root Yahoo’s are very fond of it.

They are contemptable, greedy, and quarrelsome
creatures who often fight over meat or coloured stones
even if there is an over-supply. They will eat until sick.
Yahoos have primitive versions of behaviours seen in
human cultures with the exception of marriage.

Special Rules: The character’s conscience has no pride
or quality components and never gains any. A Yahoo
character is stupid though cunning. Yahoos can only
ever learn skills that are Rnk-1, skills rated Rank-2,
Rnk-3, or Rnk-4 are simply too complex for them. For
weapon skills they are limited to V, S, B, D, and T
weapon skills and weapons of Rnk-1 difficulty. Though
the barrier of language stands between a Yahoo and a
human tutor the Yahoos tendency to mimic (mockingly)
could be of use in teaching the brutes.
Names: Yahoos do not have proper names. They may
have a particular growl or screech that they refer to
themselves by and may respond to a name given to them
by a Houyhnhnm or other trainer.
Players can invoke this aspect to: swim, leap, climb,
run or take other simple physical movements with speed
but not grace; fight unarmed or with sticks and stones;
throw faeces; resist damage due to innate toughness or
matted hair; use uncouth agility to dodge blows,
perform a feat of strength, catch and eat a weasel;
perform a corrupt act, to lampoon the actions of a
European.
Referees can invoke this aspect to: have the Yahoo’s
pungent body odour give away his hiding place, have an
NPC back away in disgust, have fear hinder the
character’s attempts to attack a Houyhnhnm, tempt the
player into greedy, lusty, lazy, or angry behaviour at an
inappropriate time.

Other possible nationalities
There are a large number of other possible nationalities.
Those wishing to take these on are encouraged to
research the 18th century English beliefs about the
nation, its culture, and national character and to comb
Gulliver’s Travels for references to the nationality.
Other possible nationalities include: Italian, Portuguese,
Yoruba, Iroquois, Chinese, Turk, Levantine, Moroccan,
Algerian, Canadian colonial &c.

A Yahoo character is at best half-tame, does not speak,
and is without any language beyond understanding few
simple commands. This limitation does not prevent
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Personal
Agile
You have excellent balance, flexibility, grip, and while
your strength might only be average it is high for your
weight enabling you to leap higher and further than
others and pull your own weight up onto a branch or
back over a precipice. Compare with graceful.
Players can invoke this aspect to: walk a slender
beam, climb rigging, and leap onto a table.
Referees can invoke this aspect to: have your actions
betray you when disguised as an elderly person, have a
slavemaster select select you for the arena because of
your cat-like agilty, or leave a charge behind as you
glide into a tree to escape wolves.

Ambitious
You are driven by a desire to achieve.
Players can invoke this aspect to: Impress a superior,
achieve a notable result for a difficult task related to
your profession, or make a good impression on a
prospective father-in-law.
Referees can invoke this aspect to: be insulted by
jealous co-workers, be re-assigned by a superior who
feels threatened, and lose a lover because of your
obsession with your ambition. Sometimes your highly
competitive attitude can be grating to inappropriate.

Atheist
Being an atheist is socially unacceptable and illegal in
European countries. In liberal England an atheist faces
life imprisonment and the burning of any writings
deemed to promote atheism. In France a convicted
atheist faces death; in Poland removal of the tongue
with a hot iron, slow burning of the hands, beheading,
and then burning of the remains.
Players can invoke this aspect to: resist persuasion by
a priest, befriend fellow atheists, and spot fraudulent
miracles.
Referees can invoke this aspect to: have the character
scorned or even arrested. Penalise an accused atheist’s
defence in any trial, who can trust one who cannot
really swear on the bible? Help a fanatic murder the
atheist before the trial is complete.

Referees can invoke this aspect to: tempt the character
to steal or swindle, have a person of true quality
repelled by the characters greedy nature, have an
investment revealed to be risky and loose the character
money.

Bawd
You are lewd and lusty.
Players can invoke this aspect to: tell a lewd joke, do
a vulgar dance, find a bawdy play, seduce.
Referees can invoke this aspect to: have the character
spurned by polite company, have a jilted lover show up,
tempt the character to lusty but inappropriate behaviour.

Beggar
Beggars are not found in Lilliput but are a fact of life in
most other nations where the state does not provide for
unfortunate citizens.
Players can invoke this aspect to: beg, be ignored, or
attract attention as required. Also useful for gaining
acceptance among beggars.
Referees can invoke this aspect to: have the character
thrown out, beaten for no reason, fall foul of other
beggars who have claimed a ‘turf’, or gaoled as a
vagabond.

Big Ender
You are a member of the Big Endian religious sect that
originated in Lilliput. Big Endian beliefs are outlawed
in Lilliput but tolerated in Blefuscu. The Big Endians
believe that the most convenient end to break an egg is
the larger end. See also Brundecral (p105).
Players can invoke this aspect to: oppose little ender
intrigues; break an egg at the big end, use secret signs to
identify a fellow believer, or have a copy of the
Brundecral in your room.
Referees can invoke this aspect to: aid attacks of Little
Enders against the character, have the character
imprisoned for her beliefs in Lilliput, or cut her finger
when opening a boiled egg.

Blind
You have lost your sight but your other senses are
growing increasingly sensitive.

You are irredeemably greedy. There is never enough
luxuries or treasure for you. You constantly covet
anything of value that others have.

Players can invoke this aspect to: hear faint noises,
move through a cave, fight in a mine, detect weak
odours, taste poison in a sample of spicy food, feel the
vibration of an assassin’s footfalls on a wooden floor,
angle for charity of some kind.

Players can invoke this aspect to: steal valuables, to
have money on her person, to aid trade rolls.

Referees can invoke this aspect to: hamper the
character in aiming, dodging, locating objects or people,

Avarice
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or prevent the character identifying the nationality of a
ship from its flag.

to have her character behave in a ridiculous manner
when inappropriate.

Blood

Bully

You are a young idle son of the gentry turned bad. You
have a history of violence, whoring, and drinking but
generally not theft. You may even have been a member
of one of London's notorious street gangs. Now that the
gangs are in decline many bloods misbehave with a
small group of debauched friends instead.
Players can invoke this aspect to: aid an act or cruel or
random violence, impress the corrupt with your appetite
and capacity for revellry, recruit a few friends for a
violent scheme, have your family buy you out of trouble
with bribes.
Referees can invoke this aspect to: have the character
accused of belonging to a street gang, encounter a
previous victim now in a position of power, reduce your
chances of avoiding the French pox during a
debauchery.

Bo’sun
You have maintained discipline on a military ship.
Bo’suns have to be the hardest of hard men able to bring
intimidation, fists and rattan to quelling unruliness and
mutiny. The bo’sun administers punishments on sailors
as harsh as 20 lashes. They must also have the trust of
the officers.
Players can invoke this aspect to: intimidate sailors,
be trusted by officers, and wield a starter or lash.
Referees can invoke this aspect to: have the character
the first to be targeted by mutineers, be snubbed as a
brute in polite company, encounter someone who
bitterly remembers discipline by your hand.

Buffoon
One of a trilogy of similar mental deficits: buffoon,
fool, and crack-brain. Read these three entries carefully.
A buffoon differs from the other two as obviously
deficient, or is he? A buffoon’s behaviour is ridiculous,
laughable, and attention grabbing. The buffoon is fond
of laughter and merriment. People assume he doesn’t
realise people are laughing at him as much as with him.
In most cases this is true but rarely there are secretively
shrewd buffoons whose behaviour is a ploy to achieve
unknown ends.
Players can invoke this aspect to: pull off a feat of
comic acrobatics; to make people laugh; sing an
amusingly inappropriate song.
Referees can invoke this aspect to: have the character
excluded from important conversations, be shunned for
his stupidity, or even physically ejected from a
academic symposium or royal court, persuade the player

You like to push people around.
Players can invoke this aspect to: intimidate
weaklings, make a cutting remark, and push someone
back.
Referees can invoke this aspect to: be remembered by
a previous victim, become disliked onboard a ship, have
your manners slip during an audience with a prince.

Cabin Boy
You are a child eleven years or older serving the
officers of a ship, cleaning their quarters, and doing
other menial maritime chores.
Players can invoke this aspect to: wait tables in the
manner expected by officers, gain protection from an
officer, avoid disease through cleanliness, and tie a
knot.
Referees can invoke this aspect to: be overpowered by
a larger sailor, be ordered to do a very unpleasant task,
be targeted by slavers.

Carpenter
A vital member of any ships crew. The carpenter is a
low ranking warrant officer responsible for repair and
maintenance of the ship.
Players can invoke this aspect to: repair a ship’s hull,
gain the help of the ship’s carpenter’s mate, or find
employment aboard a ship.
Referees can invoke this aspect to: be targeted with
petty spite from jealous common sailors, be poisoned by
agents of a rival trading company or navy, or be burned
by the hot pitch you regularly carry to caulk leaks.

Captain
You have the military rank of captain and are usually
the commander of a ship.
Compare with Commander, Merchant Captain, and
Master.
Players can invoke this aspect to: have sailors obey
your commands, to get an invite to dine with a colonial
governor, to commandeer a ship from a lieutenant
commander.
Referees can invoke this aspect to: aid attacks against
him made by mutineers, have the captain targeted by
enemy sharp-shooters during naval combat, have him
ordered into a foolhardly battle by an Admiral.

89

Catholic
You are a devout follower of the Holy Roman Church.
Many people hail from Catholic nationalities and are
therefore probably Catholic, however if you take
Catholic as an aspect then your faith is very important to
you.
Be aware that in 18th century Europe Christians were as
troublesome to each other as to the Turk. The nations of
Western Europe declared for either Catholicism or
Protestantism. 1730’s England is Protestant, the
Catholic diocese in England has been disbanded. For
Catholics in England the right to property and land is
limited by law, they have no vote, pay extra taxes,
cannot join the army, and may not send their children
overseas for Catholic education. It is illegal to be a
practicing Catholic Priest.
Players can invoke this aspect to: befriend a fellow
Catholic, secure a safe barn for a Catholic mass, find a
Catholic priest willing to perform rites, attack a
Protestant, or inspire a mob to burn Protestant buildings
in a Catholic nation. To have the Mercedarian or
Trinitarian Orders apy a ransom to deliver you from
slavery in Barbary.
Referees can invoke this aspect to: have the character
arrested in England perhaps on false charges; grant fate
points if you refuse to trample on a crucifix in Japan or
refuse to denounce your faith to inherit land in England.

Cavalier
You have served as a professional cavalry soldier. Most
civilised
nations
including
England,
France,
Brobdingrag and Luggnagg field cavalry. Cavaliers are
often gentlemen if not nobles and people will generally
assume that someone identifiable as a cavalier is noble.
Players can invoke this aspect to: ride a horse, wield a
lance, overrun infantry while mounted, be invited to a
ball.
Referees can invoke this aspect to: be targeted by a
peasant mob, to have your horse became lame, to be
expected to purchase premium goods.

Chaste
Your virtue is intact and you endeavour to keep it that
way.
Players can invoke this aspect to: resist a bawd’s
advances, befriend a prude, and join a Catholic
monastery or nunnery.

Note that children are still the same scale as adults of
their nationality.
Players can invoke this aspect to: gain aid from
people of true quality, find work appropriate to a child
(poor conditions little pay), to be treated with
tenderness, and crawl into a small hole.
Referees can invoke this aspect to: be beaten by
employers, be detained in an orphan workhouse, and be
ignored by adults in serious discussions.

Christian
Europeans are Christians but most side with the
Protestant or the Catholic. You, while believing in Jesus
Christ and the trinity, believe that the various branches
of the Faith should seek to reconcile their differences
and hold dear what they hold in common. Mostly,
though it is best to keep such thoughts to yourself.
You also believe that God may only truly be found
through Christ and that all other religions are false
faiths.
Players can invoke this aspect to: befriend a Christian
of any sect, argue in a religious debate, and perform an
act of charity.
Referees can invoke this aspect to: be disowned by a
devout catholic or protestant once your non-conformist
views are known, be treated harshly by a Barbary
slaver, to have the character heep scorn on sinners he
needs help from.

Clumglum
A ceremonial title awarded for services to the
Lilliputian state. Clumglums are less prestigious than
Nardacs, similar in status to a marquis. High ministers
are sometimes awarded the Clumglum for services
performed in office. You are addressed as a ‘lord’.
Players can invoke this aspect to: gain entry to the
Lilliputian court, to influence a Lilliputian, or to protest
your innocence in a Lilliputian court of law.
Referees can invoke this aspect to: penalise you in a
contest to sway the Hurgo when your opponent is a
Nardac, be targeted by a jealous untitled high minister
who instigates an intrigue to have you declared a traitor,
or to be targeted by Blefuscan assassins.

Clumsy
You are awkward and unhandy.

Referees can invoke this aspect to: be ridiculed in
bawdy company, have a lusty debaser target you as a
challenge, hinder attempts at appropriately corrupt acts.

Players can invoke this aspect to: have an opponent
underestimate then in combat, avoid being pressed into
helping with ship repairs, or to disguise yourself as a
Laputan Lord.

Child

Referee’s can invoke this aspect to: have you
accidently drop and break a pocket watch, fail the test of

You are not full grown.
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leaping and creeping, penalise any use of a trade, or to
drop your weapon when fighting in the rigging.

Commander
You are in command of a military ship. You are often
called captain though you may not have that naval rank.
Player’s may invoke this aspect to: rally members of
their crew, fight to defend their ship from boarders, or
command a ship during a naval battle.
Referee’s could invoke this aspect to: have news on a
crisis on your ship interrupt a romantic dinner, aid the
attacks of mutineers, or have the character targeted by
enemy snipers during a naval battle.

Cook
There is a literary convention that cooks, especially
those serving on ships are ‘colourful’ characters. On
ships cooks are often maimed or aged sailors unable to
work the rigging and put to other duties.
A good cook is important to maintaining morale on a
ship.
Players can invoke this aspect to: maintain the health
of a crew at sea, please guests at a dinner party, disguise
the taste of poison, apply a colourful personality trait
Referees can invoke this aspect to: tempt the character
to behave ‘colourfully’ when reserve is more
appropriate, to be called upon to create a tasty meal
when the ship’s stores are all but exhausted, to be
treated with contempt by the brave young sailors who
risk their lives in the rigging.

Crack-brain
You propose many schemes and plans, most
convoluted, all of them flawed. You might be well
meaning. You are convinced of your schemes. You try
to convince others to support them. Many crack-brains
become obsessed with getting riches quickly but almost
as common are those bent on solving problems of
applied natural philosophy such as the finding
longitude. Compare to fool and buffoon.
Players can invoke this aspect to: convince fools to
fund a scheme, to defend you wrong-headed theory
during a debate, to befriend a Balnibarbian.
Referees can invoke this aspect to: have one of the
character’s plans fail, to look like a fool when an
academic points out the flaws in your plans, to be
scorned by Balnibarbi Traditionalist.

Cruel
You enjoy the suffering or discomfort of others.
Players can invoke this aspect to: scare a child, flog a
horse to greater speed, and insult someone.

Referees can invoke this aspect to: have his horse kick
the character, be targeted for revenge by a previous
victim, and be shunned by gentle people.

Dapple grey, or black coat
Houyhnhnms of these shades are more perfectly shaped
and have greater intellects. Logically these individuals
are accorded greater responsibilities.
Players can invoke this aspect to: command
Houyhnhnms of lesser coats, be granted an estate to
manage, be heard during the general assembly of
Houyhnhnm Land.
Referees can invoke this aspect to: be required to
supervise servants at an inconvenient time, have the
character’s estate fall into chaos due to the character’s
absence during a journey, be reprimanded by an elder
for neglecting your estate and charges.

Debaser
…encouragers to vice, by seducement or examples…

You are not content to greedily satisfy base pleasures
alone and are not content until you have led the virtuous
astray and revealed their hidden lusty and gluttonous
temper.
Players can invoke this aspect to: lure a sensible man
to drunkenness, a wise man to the card table, and a
devoted wife to bed.
Referees can invoke this aspect to: tempt the character
into drunkenness, gluttony, or worse. Have a jealous
husband target the character, penalise attempts to avoid
disease or run long distances due to the effects of his
habits on his health.

Dignified
You maintain a reserved austere manner.
Players can invoke this aspect to: gain respect, aid an
act motivated by pride, and succeed at oratory.
Referees can invoke this aspect to: be ridiculed for
your self-importance, to fail to adjust when taken as a
slave, to refuse to show proper diffidence to a foreign
official.

Dissenter
You are English and Christian but have cut ties with the
Church of England. Though you enjoy more freedom in
England than you would on the continent, you believe
that the state has no right to interfere with religious
matters. Many immigrated to the colonies of the New
World. You may wish to take a specific dissenting
church as an aspect instead, these included: Baptists,
Quakers, Presbyterians and others.
Players can use this aspect to: engage in a religious
argument, know someone in Pennsylvania, know of old
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barn that functions as a church for your sect where you
can seek shelter.
Referees can invoke the aspect to: entice the character
to insult a bishop, have the character targeted by
Moorish pirates, or be refused a government office
because of your beliefs.

Dissenting Academy
You were a middle class child schooled at a dissenting
academy.
Non-conformists
founded
dissenting
academies for the middle class who had cut ties to the
Church of England. These schools taught languages,
literature, history, and science.
Players can invoke this aspect to: know a nonconformist, get the gist of what a Frenchman is saying,
or recognise an important ghost.
Referees can invoke this aspect to: have a bishop take
a disliking to the character, be approached by a fellow
alumni in financial misfortune, or give the character
mis-information on a ghost (the official histories are
often wrong).

Dwarf
You are smaller than usual for your nationality or
species. However, you are not so small as to be a full
scale below. Dwarves often find work as entertainers or
as amusing favourites at court.
Players can invoke this aspect to: You may invoke
this aspect for similar reasons to a scale aspect but use
the usual rules for aspects instead of the scale rules.
Crawl into a small chimney or hide behind a low
shrubbery.
Referees can invoke this aspect to: have your amorous
advances spurned or attempts at intimidation laughed
off, when your short legs ensure that you run slower
than everyone else, provide martial opponents with
advantages of reach, weight &c.

Educated
You have received a formal education. This aspect is
typically found only within the muddle and upper
classes.
Characters with this aspect but not the literate extra
have been through a formal education but have dyslexia.
Such a person has been exposed to a great many facts
but remains unable to read or write with skill. Such a
person could use this aspect to read or write a few
words. The example uses of this aspect assume that the
character is literate.
This aspect is actually rather bland you might consider
one of the following instead: Dissenting Academy,
Emanuel
College,
Facility
with
Languages,
Mathematician, Physician, Well Read, Ship’s Surgeon,
or something similar of your own devising.
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Players can invoke this aspect to: remember a fact,
read a long book, write an exposition of facts, impress a
projector, show distain for stupid people.
Referees can invoke this aspect to: hinder a practical
endeavour (an understanding of theory is a hindrance in
practice), be disliked by the superstitious, and be misled
by inaccurate official histories.

Elderly
You are old. You have lost strength, flexibility and
endurance to age. You look your age.
Lilliputians and Blefuscians age faster than Europeans
so in long campaigns the referee may insist that these
diminutive races gain this aspect well before other
characters. Struldbrugs can ignore the usual restrictions
and take any number of ranks in this aspect.
Houyhnhnms cannot take this aspect until a few weeks
before their demise.
Players can invoke this aspect to: recall details from
some ‘historical’ event during their lifetime, be ignored
by rampaging soldiers, and meet an old friend.
Referees can invoke this aspect to:
character’s strength or health fail him,
character an easy target for muggers,
character’s amorous advances spurned by
person, have officers of the law spot your
across a busy market.

have the
make the
have the
a younger
white hair

Emanuel College
A residential college of Cambridge University.
Players can invoke this aspect to: enhance a skill
learned at Cambridge, to meet an old roommate, to
befriend a fellow alumni.
Referees can invoke this aspect to: have an old
professor intimidate the character, have someone relate
an embarrassing anecdote from the character’s student
days, be approached by a professor seeking funds from
allumni.

English Noble
The degeneration and vices of English nobles starts
young with a childhood of idle luxury. Once they are of
age they fall into various vices that thoroughly deplete
their fortunes so that they must marry money without
regard for the true quality of the coinage’s possessor.
Their vices also corrupt the blood with pox and disease
so that weakness, sallow complexion, and minor
deformity is the mark of true noble blood (see also
questionable bloodline p98). The minds of these nobles
are degenerate splenetic, dull, ignorant, capricious,
hedonistic, and proud.
Nobles serve in the House of Lords where all laws must
be approved before they are enacted.

Players can invoke this aspect to: win a drinking
contest, find a brothel, get a party started, hide to avoid
hard work, act out of pride, change your mind and get
others to go along with your new plan, have money to
burn foolishly.
Referees can invoke this aspect to: have no money on
your person, hinder you during a card game, have a
member of the opposite sex react badly to advances
because of your sickly appearance, penalise any test of
strength or bodily fitness, hinder the use of intellect or
memory.

Envious
You are inclined to obsess over and belittle the
achievements, possessions, associations, and virtues of
others.
Players can invoke this aspect to: to spread gossip as
part of an intrigue, to strike some more handsome than
yourself, to steal an item you admire.
Referees can invoke this aspect to: have the characters
ugly jealously exposed in a social conflict, have
someone you have brought down take revenge, be
caught vandalising someones elses property out of spite.

Expensive Taste
Only the best will do.
Players can invoke this aspect to: make an impression
at a ball, have an expensive bottle of wine in your cabin,
throw a lavish party.
Referees can invoke this aspect to: have the character
targeted by muggers on account of their jewels and
silks, have the character run out of money, have
expensive shoes ruined by mud.

Explorer
You have been further away for longer and returned
with a record of new lands.
Players can invoke this aspect to: have rare charts,
make observations of remote lands and translate these
into a publishable account, stock a ship for a long
expedition.
Referees can invoke this aspect to: have fate intervene
if the character tries to settle down, have a rival explorer
cast aspersions on your accounts of a distant nation,
encounter a desperate foreigner who recognises you
from a previous journey and embroils you in his
troubles.

Explosive Rage
You have a volatile temper.

Players can invoke this aspect to: strike a blow in
anger, intimidate with an animal roar or rage, or impress
a Yahoo.
Referees can invoke this aspect to: tempt the
characters into attacking someone he shouldn’t, have a
marriage propsal shunned due to your temper, have the
character shout base insults during a civil academic
debate.

Facility with Languages
You have an ear for pronunciation, a good memory or
vocabulary, a knack for inferring meaning from mime,
and generally learn new languages readily.
Players can invoke this aspect to: get the gist even if
you don’t speak the language, make yourself understood
in a foreign bazaar, and modify rolls with your language
skills.
Referees can invoke this aspect to: have the gleam of
understanding give the character away when she is
pretending to not understand, be dragooned into serving
as a translator by a naval officer, or be accused of being
a spy for knowing the language of an enemy nation.

Factious
You define yourself by the groups you belong too and
those that oppose them.
Players can invoke this aspect to: rally a mob against
a ‘common enemy’, infiltrate an enemy group, and fight
a national of a country your homeland is currently at
war with.
Referees can invoke this aspect to: have the character
targeted by an opposing political or religious faction, be
attacked by a member of an enemy group, or have some
small action give her away when infiltrating an enemy
group.

Farmer
A farmer of the 1730’s is a landholder of influence in
the community with responsibility, education, and some
fortune.
Players can invoke this aspect to: help provision a
ship before starting an adventure, gain a favour in your
community, have a few coins in your pocket.
Referees can invoke this aspect to: have an employee
ask for a favour, be called upon to arbitrate a dispute
between tenants, deal with starving labourers when
early hail ruins a harvest.

Fiddler
You obsess over trifles, such as fashion trends, the
weather, peasant gossip, or the habits of insects. So
distracted are you by these trivial matters that important
observations escape you. Others find conversations with
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you tiresome. You are known as a fiddle faddle fellow
without the wit to be dangerous.
Players can invoke this aspect to: be ignored or
underestimated by enemies, to annoy or distract
somebody especially if they are trying to concentrate, to
befriend someone who shares your interests.
Referees can invoke this aspect to: have you treated as
a person of no importance, prevent you from impressing
others with witty repartee, have important details escape
your notice, and worst of all have the King yawn at you.

Financial Misfortune
You are not poor but for whatever reason your savings
and business ventures dry up regularly. Lemuel suffers
from this aspect necessitating seeking loans from his
relatives or reluctantly returning to sea.
Players can invoke this aspect to: find cheap supplies,
find a relative willing to give you a loan, get a
goodnights sleep at a poor quality inn.
Referees can invoke this aspect to: have the character
run out of money, impede attempts to find customers,
have company shares in the character’s possession
plummet in value.

Fool
You are easily fooled, this goes beyond simple naivety,
you can be persuaded to believe the most unlikely ideas,
support doomed uprisings, invest money in crackbrained schemes, be tricked into faux pars, and regularly
fall victim to fraud. Compare to buffoon and crackbrain.
Players can invoke this aspect to: befriend fraudsters,
projectors, knaves, and sharpers; find a new
adventuresome ‘opportunity’, lighten the mood when a
conversation becomes deadly serious.
Referees can invoke this aspect to: persuade the player
to have her character fall for an obvious scam, support a
patently doomed cause, or be tricked into a faux par.

Graceful
You have poise, balance, pleasing proportions, good
manners, and elegant taste. Compare with agile.
Players can invoke this aspect to: enchant those
attracted to your gender, walk a tightrope, choose a
flattering outfit.
Referees can invoke this aspect to: penalise attempt to
befriend rough pirates or criminals, make the character
harder to disguise, attract an undesirable suitor.

Grave
You have an overly serious demeanour.
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Players can invoke this aspect to: break a jovial mood,
give a eulogy, and convince someone that a plan is too
risky.
Referees can invoke this aspect to: penalise attempts
to blend into bawdy company or make small-talk, to fail
to bolster a crew fallen into dispair.

Grenadier
You are a specialist soldier trained in the use of
dangerous and somewhat unpredictable grenades.
Grenadiers wear distinctive uniforms including brimless
hats. Grenadiers recruited men of greater size, strength
and fearlessness because these specialists needed to
carry more, throw further, and handle dangerous
explosives.
As well as grenades you are trained in the use of pistols
and infantry hangers.
Players can invoke this aspect to: have grenades
handy, make a grenade attack, and safely handle
gunpowder. Also good for aiding attacks with pistol or
infantry hanger. Have others impressed or intimidated
by the character’s fearlessness.
Referees can invoke this aspect to: have enemies
concentrate their attacks on you because you’re
dangerous, have a grenade you are carrying explode if
you are in a burning building or ship, have a relative of
a soldier killed by a grenade recognise your uniform.

Hypochondriac
But, besides real diseases, we are subject to many
that are only imaginary, for which the physicians
have invented imaginary cures; these have their
several names, and so have the drugs that are
proper for them

You are often utterly convinced that you are unwell, but
your illness is all in your mind.
Players can invoke this aspect to: convince others you
are unwell, to diagnose a real illness, or to befriend a
physician.
Referees can invoke this aspect to: inflict nausea,
lethargy or some other symptom at an inconvenient
time, have the character fooled by a rogue physician, be
spurned because of his incessant complaints.

Interpreter
You have worked as an interpreter for foreign visitors to
your nation or have been employed to travel with
persons of means. You are skilled at not just translating
word for word but altering the translation to better
reflect intent or nuances. You can also select words to
smooth over faux pas or vitriol and keep people talking.
Players can invoke this aspect to: cover up a client
faux-pas, to translate a joke or play on words, to avoid
appearing impolite in a foreign country.

Referees can invoke this aspect to: have a glimmer of
understanding give you away when you are pretending
to not understand the local language, have the character
be cornered into serving as a translator for a social
superior, or be attacked for translating an insult.

Known Traitor
You are known to be a traitor to some cause or nation.
Decide who you betrayed and to whom. Traitors to their
nation face execution if caught.
Players can invoke this aspect to: hide their identity,
hide from or outrun those you betrayed, have the people
you sold out to help you.
Referees can invoke this aspect to: have pursuers
arrive, have someone wronged (perhaps a patriot of
your homeland) recognise you, be too fearful to visit a
nation or other place inhabited by those wronged.

Laputan Chef
You are a Balnibarbian who in the employ of the Lords
of Laputa learned to create meals in the shape of
musical instruments and geometric solids.
Players can invoke this aspect to: create a whimsical
meal, be hired to produce a curious centre-piece for a
European banquet, or impress a Laputan lord.
Referees can invoke this aspect to: declare that the
meal is disagreeable to the bland pallet of the English,
to have banqueter’s not recognise the ‘harp’ in the
centure of the table is food, or have the chef’s efforts
ridiculed in Paris.

Laputan Tailor
You are a Balnibarbian tailor who has worked for the
lords of Laputa employing their mathematical formulae
to fit clothes to customers. Often the result is ill fitting.
Laputan styles feature embroided and appliqué designs
representing musical instruments, geometric solids, and
heavenly bodies.
Players can invoke this aspect to: tailor clothes in the
Laputan style, to choose clothing that will impress in
Laputa, to be arrange to talk with an important Laputan
lord in private.

Players can invoke this aspect to: root out big ender
traitors, break an egg at the little end, use piety to inpire
Lilliputians, or have a copy of the Brundecral in your
room.
Referees can invoke this aspect to: aid attacks of Big
Enders against the character, accused of being a spy in
Blefuscu, or cut her finger when opening a boiled egg.

Manners and Dispositions
You have either travelled widely or lived in a
cosmopolitan city like Algiers where you have learned
the customs of many cultures and developed an instinct
for guessing the proper way to behave even in
unfamiliar cultures.
This aspect is of no help when among the alien
houyhnhnm.
Players can invoke this aspect to: blend into a
crowded foreign bazaar, behave properly in a Bedouin’s
tent, or avoid scaring a Lilliputian.
Referees can invoke this aspect to: have you breach
etiquette when you assume the manners of the
Brobdingrag court are more similar to those of Algiers
or Tonquin than they really are, make patriotic
Englishmen suspicious of you because of the foreign
words that slip into your speech, or have you accused of
being a spy.

Mariner
In my first voyages, while I was young, I was
instructed by the oldest mariners, and learned to
speak as they did.

Not only held by sailors but also gentlemen officers,
surgeons, and others who have spent much time at sea.
This aspect is for those who do not wish to be bundled
with the superstitions, vices, and reputation of common
sailors. You are familiar with the workings of a ship and
shipboard life.
Players can invoke this aspect to: detect the presence
of distant land, to talk the talk and be accepted by
sailors, to prevent your gunpowder from getting wet, to
perform the duties of a sailor.

Referees can invoke this aspect to: have any clothes
you make fit poorly, penalise attempts to imitate foreign
styles, to have a Laputan lady insult your work.

Referees can invoke this aspect to: have you
recognised as a mariner by some mannerism, have fate
conspire to return to the sea when you would rather take
another trade, or worse be targeted by British naval
press-gang.

Little Ender

Marksman

You are a member of the Little Endian religious sect
that is dominant Lilliput. You are opposed to the Big
Endian sect over the important question of which end of
the egg is the most convenient for opening. Your sect is
the state religeon of Lilliput. See also Brundecral
(p105).

You are fond of the gentleman’s sports of fowling and
sharpshooting and have admirable aim. This aspect does
not indicate military service or even duelling.
Marksmen have knowledge of sporting weapons horse
pistols, long fowlers, sporting guns, and stonebows.
This knowledge and broad competence with firearms
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can be transferred to similar weapons such as military
firearms like muskets.
Players can invoke this aspect to: shoot any pistol,
crossbow, or longarm, hunt birds with a firearm or
crossbow, shoot a target, make an accurate shot.
Referees can use this aspect to: tempt the character to
go hunting even if they don’t quite trust their fellow
hunters, dissuade the character from declining a
sharpshooting contest to settle a wager, be recognised
by a hunting enthusiast when disguised.

Master
The master is the chief navigator aboard a ship. This
person is often but not always the commander. Aboard a
merchant ship the master is usually the commander.
Aboard a naval vessel the Master is a warrant officer,
respected but under the commander of proper officers
during battle. For a person who is both ‘master and
commander’ see that aspect. The Navigator aspect
could represent an ex-Master who currently does not
hold that position on a ship.
Compare to merchant captain, commander and captain.
Players can invoke this aspect to: navigate, assign
tasks to the master’s mate, order sailors about, advise
the commander on the best coarse, plan a long maritime
journey.
Referees can invoke this aspect to: have the character
targeted during a mutiny, be overruled by the
commander, be ordered about during a battle by any
naval officer (not other warrant officers).

Master and Commander
This aspect combines all the benefits of the aspects
Master (above) and Commander (p91).

Mathematician
The presence of giants such as Newton and Leibnitz
causes many other mathematicians to aspire to celebrity.
Players can invoke this aspect to: to solve a fluxions
problem, to calculate vectors and plot a ship’s escape
from pirates, to spot an irregularity in stocks traded
indicating a cabal is manipulating the market.
Referees can invoke this aspect to: have you
encounter a rival mathematician (sometimes this
escalated into duels), be pestered by powerful nobles
who want to handle their dull business affairs, become
befuddled by the theory of a mathematical projector.

Midshipman
A junior officer of a ship. On military vessels this
training position is often filled by upper class boy as
young as 11 years old. Although young you are a
gentleman and an officer able to order the crew.
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Players can invoke this aspect to: give orders to
sailors, pass an exam on navigation, tactics or military
history, or tie a knot.
Referees can invoke this aspect to: have grown sailors
look to you for courage and guidance when the other
officers are taken out, be overpowered by a full grown
mutineer, or be ordered to cover the unpopular night
watch.

Militia Guard
You are a part-time soldier in the Brobdingragian army.
This nation has no full-time soldiers. Having no external
enemies these unseasoned but well disciplined
militiamen are sufficient to contain rare civil unrest in
the kingdom. The militia guard is without the corrupt
habits and poor reputation of other soldiers.
Players can invoke this aspect to: drill as part of a
parade, to calm a citizen’s riot, intimidate a drunkard.
Referees can invoke this aspect to: have the player’s
tactics outclassed by a foreign army, have an
experienced soldier from a foreign nation strike you or
avoid your blows, be outmanoeuvred by a professional
army.

Mechanically Turned
Your mind has an aptitude for solving manual problems.
This aspect can be used with craft skills such as
carpentry. It is of especial benefit when appropriate
tools or materials are not at hand. This aspect enables
Lemuel Gulliver to be very resourceful when stranded
during his adventures. He constructs a table from the
largest trees in the Lilliputian royal court, stockings
from the downy hides of nnuhnoh, and boats from local
materials.
Players can invoke this aspect to: build a raft, aid any
trade task to construct an object, or assess the stability
of a bridge.
Referees can invoke this aspect to: have the character
become fixated on a mechanical solution to a problem
rather than seeking aid, bore a fashionable fop at the
dinner table by discussing craft, or get drawn into a
conversation with a rather dull carpenter.

Merchant Captain
Though the leader of a merchant ship may have
properly been called by another title Lemuel frequently
uses the term ‘captain’ and so we do here.
Players can invoke this aspect to: give orders to your
crew, avoid foul weather, and find cargoes.
Referees can invoke this aspect to: have the captain
targeted by a mutiny, have the character’s devotion to
his ship force him to turn down an opportunity to settle
down or even stay away from it for a long period, feel
obliged to be the last to leave the sinking ship.

Musician
You have both talent and training in music.
Players can invoke this aspect to: try to play any
instrument even though they no skill in it, reproduce a
tune they have heard, put music to words, inspire with a
song.
Referees can invoke this aspect to: have the character
distracted by music while footpads go through his
pockets, be acutely discomforted by the ‘unsual’ music
of Laputa.

Noisy
You have little awareness of quiet. You stomp about,
talk in a too loud voice, and fail to notice when it is
appropriate to be quieter.
Players can invoke this aspect to: frighten away
snakes, help someone find them in a crowd, he heard
over a restless audience.
Referees can invoke this aspect to: hinder attempts to
sneak about, or have the character talk too loud at a
solemn funeral.

Navigator

Officer

You have experience as a navigator on a ship or perhaps
over long land journeys. This aspect is much like master
but you do not hold that position on a ship. This aspect
could also represent a navigator who travels over land
rather than sea.

You hold a position of authority, usually in the army or
navy, but others empowered under the law are also
officers such as customs officers, taxation officers &c.
The player should define the type of officer his
character is.

Players can invoke this aspect to: determine your
position at sea following a storm, plot a course from
Paris to Moscow, find employment as a master’s mate.

Players can invoke this aspect to: command ordinary
troops, sailors, guards, or bureaucrats as appropriate.

Referees can invoke this aspect to: have those
conspiring to mutiny blackmail you into helping them
with your valuable skills.

Nardac
This title is the highest honour the Emperor of Lilliput
can bestow. Nardacs are awarded for only the most
outstanding services to the Empire of Lilliput. This
ceremonial title carries a lot of respect but does not
invest any legal powers nor guarantee a place in the
government, but does carry prestige similar to a Duke.
You are addressed as a ‘lord’.
Players can invoke this aspect to: Impress Lilliputians,
gain entry to the Court of Lilliput, be accepted by
Lilliputian nobility, and ask favours of the Hurgo.
Referees can invoke this aspect to: have the character
accused of treason by jealous clumglums, be assaulted
by Blefuscan patriots, have an embarrassing act echo as
a scandalous rumour.

Noble
Many nations have a noble caste including even those
most distant to Europe including Luggnagg, Balnibarbi,
&c.
See also more specific aspects such as English Noble,
Cavalier, or Questionable Blood.
Players can invoke this aspect to: receive hospitality
from another noble, gain an audience with a king, or
brow-beat a commoner.
Referees can invoke this aspect to: have the character
expected to pay for premium goods and services or
targeted by kidnappers for ransom.

Referees can invoke this aspect to: have a character’s
duty conflict with his conscience.

Overbearing
You have a bossy forceful manner.
Players can invoke this aspect to: to win an argument
by brow beating,
Referees can invoke this aspect to: have a toddling
crown prince cry after you talk to him.

Physician
…there was a sort of people bred up among us in the
profession, or pretence, of curing the sick.

You are a medical doctor. An example of how a skill
can be re-interpreted as an aspect. The character is a
professional physician. Lemuel has a very low opinion
of his own profession is reflected by the fraudulent uses
of this aspect.
Players can invoke this aspect to: concoct a disgusting
clyster or a poison, cheat a hypochondriac, convincingly
declare the most dire prognosis, get away with
administering poison by pretending it is treatment, and
on occasion cure the sick.
Referees can invoke this aspect when: an NPC is
suspicious of the character because of his profession.

Powder Monkey
A powder monkey is a child as young as eleven who
fetched and carried on the gun-deck of a ship. On
merchant vessels cabin boys are often pressed into this
capacity in emergencies.
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Players can invoke this aspect to: load a cannon
without mishap on a burning ship, to prevent a cannon
misfire.

Presbyterian Kirk of the Scotland is strict and intolerant,
it practices including public repenting. All Protestants
are united though by their opposition to the Pope.

Referees can invoke this aspect to: have the character
injured by flying splinters during ship-to-ship combat,
be at a disadvantage when attacked by an adult.

Players can invoke this aspect to: Befriend a fellow
Protestant, attack a Catholic, impress with a hymm.

Prize Fighter

Referees can invoke this aspect to: aid the verbal or
physical attacks of Catholics against you, have you
come under suspicion in a Catholic nation.

Nobles stage prizefights for entertainment. You are one
of the fighters motivated in part by the rich ‘purses’
(prize money) provided by organisers. These fights have
no rules other than being unarmed and last until an
opponent is knocked down and cannot get up. Fights
often last more than 60 savage rounds. A good deal of
money is bet on the outcomes of these fights.

You are a member of one of hundreds of similar puritan
sects.

Players can invoke this aspect to: to attack or defend
unarmed, to find a prizefight, attract a noble patron.

Referees can invoke this aspect to: not forsake your
faith when questioned by the inquisition.

Referees can invoke this aspect to: be ‘called out’ by
drunken rowdies.

Purser

Projector

You are an experienced purser qualified to serve in a
ship’s crew. A purser is responisible for managing the
ship’s accounts and stores.

You are projector affiliated to one of the Academies of
Projection in Balnibarbi. Projectors can be doctors of
many subjects including politics, physic, mechanics,
linguistics &c. Players should note that like projection,
the skill of the projectors, this aspect can never be used
to produce functional inventions nor useful new
knowledge.
Players can invoke this aspect to: seek funding for
their latest experiments, attract a influential patron, be
accepted into a symposium of projectors, present your
work as a seminar, have the apparent progress in your
experiments or designs impress.
Referees can invoke this aspect to: have the character
rebuffed by those with common sense or conservative
views, have an angry sponsor demand progress, have an
experiment fail in a disastrous way, or a prototype
malfunction in a dangerous manner.

Proud
Pride will be your downfall.
Players can invoke this aspect to: Aid any act
committed through pride, make an attack during a
hopeless last stand, boast of your achievements to
impress, belittle an opponent. Any roll where the pride
conscience is applied could benefit from this aspect.
Referees can invoke this aspect to: have any attempt
to be meek come off as insincere, be ridiculed when you
fail after boasting of your prowess.

Protestant
There are a number of Protestant Churches each with its
own peculiarities. For example in this period the
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Puritan

Players can invoke this aspect to: find cheep passage
to Massachusetts, befriend other puritans, and be thrifty.

Players can invoke this aspect to: to detect fraud in a
ship’s accounts, minimise the taxes paid on a cargo,
embezzle money or aid logistics skill rolls.
Referees can invoke this aspect to: have the character
accused of having more than his fair share of the ship’s
rations.

Questionable Bloodline
You are an English noble but contrary to expectation are
robust and might even have virtue rather than the vices
expected of your bloodline. This difference between
yourself and others in your family has led many to
speculate that your true father was healthy servant,
perhaps a groom.
Players can invoke this aspect to: shrug off an illness,
gain the loyalty a servant, or perform a virtuous act.
Referees can invoke this aspect to: have gossip harm
your standing in court, have a groom claim to be your
true father, have your rich father disown you.

Rating
A rating is common naval sailor. In the English Royal
Navy these men and women often dress in blue but have
no true uniform. The life of a naval sailor is a hard one.
They are subject to the supersttions and vices of sailors
everywhere, often suffer hardship, live under the threat
of draconian punishments, and die horribly by the
hundreds in naval battles. While some may be lured into
this life by the promise of prize money from captured
ships most are driven into it by lack of opportunity or

even siezed by the navy from coastal towns and forced
to serve.
Players can invoke this aspect to: fight during a
boarding action, use a gaff hook as a weapon, or fire a
cannon, or make a case for prize money after capturing
a ship.
Referees can invoke this aspect to: aid the attacks of a
bo’sun against you, have you ordered into a risky fight
by an officer, or if English be resented by a Scottish
merchant (see Scottish for why).
For more uses see sailor.

Redhead
This personal aspect is for yahoos only. Redheaded
yahoos exceed others in libido, mischievousness,
strength, and activity (agility and speed).

country beside his own, so he could not be as expert
in distinguishing remote objects at sea, as we who
so much converse in that element.

You have worked the seas long enough to be considered
an experienced sailor. You both suffer and benefit from
the superstitions, vices and reputation of common
sailors. In England sailors are better received than in
continental Europe. See also rating.
Players can invoke this aspect to: spot land at sea, use
impressive foul language to insult a foe, or cling to
rigging during a storm.
Referees can invoke this aspect to: have the character
worry over an old sea superstition, have people of
quality react poorly to the sailor’s uncouth language, or
targeted by press gangs.

Scale

Players can invoke this aspect to: outrun an enemy,
seduce a yahoo of the opposite sex, and break
someone’s arm.

The character’s Scale can be taken as an aspect if the
player wishes it to be of greater importance to the
unfolding narrative.

Referees can invoke this aspect to: tempt you into
trying to ravish an important person, hmmm the
captain’s cat looks tasty…

Players can invoke this aspect to: intimidate those of
smaller scale or other situations where your greater or
smaller size is an advantage.

Roaring

Referees can invoke this aspect to: lift the very large
or manipulate the very small as appropriate.

You are loud, excitable and often drunk.
Players can invoke this aspect to: get a party started,
befriend pirates, declare you are drunk and therefore
gain a boost to a risky action from ‘Dutch Courage’.
Referees can invoke this aspect to: tempt you to party
hard before setting sail early, penalise an action
requiring coordination, concentration, or grace because
you are drunk or hung over.

Rogue
Whereas later writers often make ‘rogue’ to mean a
rakish, dishonest, but likeable adventurer Swift uses the
appellation only with utter scorn to mean only the most
dishonest, scheming, and fraudulent personalities.
Players can invoke this aspect to: aid them in any
dishonest, corrupt, greedy or salacious deed or plan.
Referees can invoke this aspect to: present an
opportunity for the rogue to come undone; such as
coming under suspicion of the Law or perhaps be
blackmailed by an even bigger rogue.

Sailor
I got upon a height, and looking on every side into
the sea; fancied I saw a small island toward the
north-east. I took out my pocket glass, and could
then clearly distinguish it above five leagues off, as I
computed; but it appeared to the sorrel nag to be
only a blue cloud: for as he had no conception of any

Scoundrel
…no scoundrels raised from the dust upon the merit
of their vices…

You have a talent for employing vice to gain advantage
and social status. You are a rogue but one that has come
to be accepted in polite society.
Players can invoke this aspect to: blackmail, seduce,
lie or cheat in order to gain social acceptance or station;
to gain an invitation to genteel soiree, to gossip, to know
someone in ‘society’.
Referees can invoke this aspect to: tempt you into
accepting a bribe, have someone blackmail you.

Sharper
You are skilled at games of chance and not above using
slight of hand to cheat. Sharpers principally prey on
nobles among whom gaming is a common diversion.
From these pigeons sharpers become quite wealthy. In
this process many nobles are bankrupted and become
sharpers themselves to recover their losses.
Players can invoke this aspect to: read the faces of
other card players, cheat, have money or expensive
items at hand, get invited to high stakes or noble card
games.
Referees can invoke this aspect to: be challenged to a
duel by a desperate noble you have ruined, or have a
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noble spread the word that you are a cheat after you
have been caught cheating.

Ship’s
Surgeon
A character must have
the skill of surgeon to
acquire this aspect. The
ship’s surgeon is a
respected member of
any crew. He is an
educated man with a
valuable skill who has
travelled widely in the
world
and
is
accustomed
to
conditions aboard ship.
Players can invoke this
aspect to: avoid seasickness,
perform
simple maritime duties
such as tying down
rigging, treat common
ailments of sailors, have
a flsk of brandy, or
attract custom from
sailors in a coastal
surgery.

Gulliver gets
married
Part 6: Old Jewry
Practice
When I came back I resolved
to settle in London; to
which Mr. Bates, my
master, encouraged me, and
by him I was recommended
to several patients. I took
part of a small house in the
Old Jewry; and being
advised
to
alter
my
condition, I married Mrs.
Mary
Burton,
second
daughter to Mr. Edmund
Burton, hosier, in Newgatestreet, with whom I received
four hundred pounds for a
portion.
Aspect:
Mrs.
Mary
Gulliver.
Skills:
Conversation,
mathematics, trade tailor,
morality, play spinet all
gain one rank.
Extras: House in Old
Jewry
Goal: Surgery Business.

Referees can invoke
this
aspect
when:
rough sailor’s speech
slips out in polite company, a barbary slaver demands a
higher ransom for you, or when being well known to
sailors makes laying low difficult.

Slamecksan
Known as Low Heels, the Slamecksan are one of the
two great political affiliations within Lilliput. Those of
low heel persuasion wear shoes with heels les than one
fourteenth of an inch partially to show agreement
modern reforms to the constitution favoured by the
Hurgo at the time of Lemuel’s visit.
Players can invoke this aspect to: gain favour from a
Hurgo that favours low heels, be well received by other
low heels, and have a reform to a constitution or legal
code ratified.
Referees can invoke this aspect to: be poorly treated
by Tramecksan agitators, loose favour in court should a
High Heel Hurgo ever come to power.

Snilpall
Snilpall, or Legal, is lesser title of honour in Lilliput
bestowed for strict obedience of laws of the country for
seventy-three moons. Snilpalls gain some privileges,
probably much like a Justice of the Peace, and some
100

money proportionate to their social status prior to the
award.
Players can invoke this aspect to: be trusted by the
authorities of Lilliput and its law-abiding citizens,
witness a legal document or agreement, or provide legal
identification for an individual.
Referees can invoke this aspect to: have the character
mistrusted or even beaten by criminals.

Social Quality (high social
standing)
You are an aristocrat. This is a rather plain aspect for an
aristocratic background. There are more specific aspects
that may be more appealing.
Compare with Questionable Bloodline, Snilpall, Officer,
Noble, Nardac, Fop, Expensive Taste, English Noble,
Courtier, and Cavalier.
Players can invoke this aspect to: gain an invitation to
a ball, be granted an audience with a king, gain an
ambassadorial post, observe proper etiquette.
Referees can invoke this aspect to: have the character
targeted by muggers, have merchants insist on the
character buying premium goods, be held for ransom by
foreign forces after common soldiers have been freed.

Soldier
…poor nations are hungry, and rich nations are
proud; and pride and hunger will ever be at
variance. For these reasons, the trade of a soldier is
held the most honourable of all others; because a
soldier is a Yahoo hired to kill, in cold blood, as
many of his own species, who have never offended
him, as possibly he can.

The great nations of the world are always hungry for
more men to throw against each other. To meet this
great need anyone including criminals, drunkards, and
deserters from other nations will be taken into a nation’s
army. These inevitably corrupt the remaining men, poor
labourers who either had no other options left or who
where captured by the army to serve against their own
will.
Soldiers have an unenviable reputation in peacetime and
among enemy populations. Gentlemen should take the
Officer aspect if they don’t wish their reputations to be
soiled. Borbdingragians should take Militia Guard
instead.
Players can invoke this aspect to: march long
distances, perform any corrupt act, get along with a
criminal, use any weapon, fight.
Referees can invoke this aspect to: have honest folk
and those of true quality distrust the soldier, impede
attempts to talk your way out of a brawl, or be targeted
by soldiers of an enemy nation.

Splenetic
An excess of spleen is common among the English and
Yahoos. Splenetic Yahoos will spurn company and
avoid all exercise except howling and groaning as if
suffering some great illness. Among the English
splenetic behaviour most often develops in the lazy,
luxuriant, and rich.
Players can invoke this aspect to: irritation drives you
to win an argument, intimidate another, and make a
cutting remark. To hide from honest work.
Referees can invoke this aspect to: have your manner
turn away a potential suitor, be fired for surliness, to be
refused an invitation to a society gathering, have a crew
under your command mutiny.

Steward
You are good at anticipating the needs of passengers
and officers aboard ship and have the training to provide
table service &c. Often the work of a steward is
performed by a sailor who has other duties.
Players can invoke this aspect to: provide first class
service.
Referees can invoke this aspect to: be bullied by bossy
passengers, or by mutineers because of a perceived
friendliness between you and the officers.

Stolid
You endure.
Players can invoke this aspect to: endure insults,
remain loyal, or forego rations without complaint.
Referees can invoke this aspect to: have your nononsense personality make you a target of good-natured
jokes.

Strong
You are stronger than others of your race but not so
powerful that fame and disbelief result.
Players can invoke this aspect to: lift heavy objects,
intimidate weaklings, or carry a heavy pack.
Referees can invoke this aspect to: have the character
chosen for the galley oars at a slave market, be targeted
by a young blood with something to prove, be assigned
to hard graft by an employer, to break delicate china
because ‘you don’t know your own strength’.

Struldbrug
“That the system of living contrived by me, was
unreasonable and unjust; because it supposed a
perpetuity of youth, health, and vigour, which no
man could be so foolish to hope, however
extravagant he may be in his wishes. That the
question therefore was not, whether a man would

choose to be always in the prime of youth, attended
with prosperity and health; but how he would pass a
perpetual life under all the usual disadvantages
which old age brings along with it…

These cursed immortals appear at random among births
to the people of Luggnagg. Struldbrugs can ignore the
usual limit on aspects (to a quarter of the number of
parts) but only for this aspect and the Elderly aspect. A
struldbrug is easily identified by a spot on the forehead
over the left eyebrow. At birth this spot is small and red
but darkens and grows with age, at twelve years it is
green, at 25 deep blue and from 45 onwards coal black
and the size of a shilling. Struldbrugs are thankfully rare
in the population of Luggnagg, in 1709 there were only
1100 in the whole nation and a mere 50 in the capital.
The youngest at this time was three years old, they
would be 23 in 1729, and the oldest is ancient beyond
the reach of surviving records.
A struldbrug’s player needs to note the age of the
character for Struldbrugs face increasing disadvantage
as they grow older.
The struldbrug’s body and mind fails with age just like
any other mortal but without the sweet release of death.
Prior to thirty years of age they are much like any other
mortal after this they first become increasingly
melancholy, after 80 they begin to suffer from the usual
follies and infirmaries of the old, if any thing they
exceed regular elders being more avaricious,
opinionated peevish, covetous, morose, vain, and
talkative. These defects make them unable to maintain
friendships or show affection. The memory of old
Struldbrugs is very poor, they are only able to recall
their youth and middle years and even theses
recollections become imperfect. Eventually they forget
names and nouns and their memory becomes so poor
that they cannot read. After 90 they loose all their
remaining teeth, hair and the sense of taste. As they age
beyond a natural span their degenerating bodies become
increasingly ghastly and deformed. Most are aware
enough of their plight to envy mortals young and old
alike for their vigour and deaths respectively.
After 200 years the struldbrug’s speech is so archaic
that it shares only a few words with the modern
language. The Struldbrug’s native tongue should be
recorded as Archaic Luggnaggian. Struldbrugs who
differ by more that 200 years in age suffer this
disadvantage when speaking to each other. At this point
the Struldbrug is virtually a foreigner in her homeland
and therefore must record Struldbrug as her nationality
Aspect instead of Luggnaggian. She looses the ability to
invoke the traits of a native of Luggnagg. Any boxes in
Luggnagian are converted into boxes of struldbrug (this
may raise struldbrug above the usual number of allowed
boxes for the number of parts).
As well as the prohibition on leaving Luggnagg
struldbrugs older than 80 years live under several other
restrictive laws. Marriages between struldbrugs are
legally dissolved when the youngest reaches 80. They
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are also considered legally dead at 80 years, and the
inheritance, minus a pittance for the struldbrugs support,
goes to the heirs. Poor struldbrugs are a burden on the
state. They cannot be witnesses or perform other legal
duties.
Struldbrugs are not usually found beyond Luggnagg,
none are born beyond this land and it is illegal for them
to leave. This quarantine has been so effective that the
Japanese and Balnibarbians do not believe in them.
Players can invoke this aspect to: receive pity, politely
beg, be ignored by pirates during deck fighting.
Referees can invoke this aspect to: be hated by a
Balnibarbian, have the authorities try to prevent the
character from leaving Luggnagg.

Stupid

Players can invoke this aspect when: calming children
or the distressed, caring for the sick, or protesting one’s
innocence when accused of violence.
Referees can invoke this aspect when: the character
cannot bare to witness violence, cannot pass by the
pitiful, or is duped by dishonest beggars.

Thirst for travel
What in later times will be called wanderlust. Like
Lemuel, many travellers of note suffer from this Aspect.
A Thirst for Travel can be used to: get hired by a
captain looking for eager sailors or keep hiking over
‘one more hill’.
However a Thirst for Travel can make a character
easily enticed to Sea despite better judgement or the
pleas of his family.

You are not very smart.
Players can invoke this aspect to: make friends with a
simpleton.
Referees can invoke this aspect to: impede attempts to
solve problems or remember details.

Subject
You are loyal to your monarch, placing loyalty to this
person above patriotism believing the good of the nation
is always best served by the sanctity of the highest
office. Even if presented with a revolutionary plot that
seems to be for the good of your nation you will undo
the conspirators out of loyalty to the throne.
Players can invoke this aspect to: make friends with a
supporter of the king, uncover a plot against his
majesty.
Referees can invoke this aspect to: have the character
targeted as part of a revolutionary plot, aid the sword
blows aimed at the character by enemies of the king.

Tedious Talker
You talk in a dull monotone, describe with unnecessary
detail, and often repeat yourself. Unlike a fiddler who is
ridiculed for the trivial content of his conversation you
are avoided because of excruciatingly dull delivery.
Players can invoke this aspect to: avoid letting useful
information slip during an interview.
Referees can invoke this aspect to: have the
character’s attempts to persuade or entertain others fail,
have him avoided by someone he wishes to meet.

Tender-hearted
You have a notable soft spot.

Towardly
You are relatively young, pleasant, and ‘promising’.
Players can invoke this aspect to: befriend others,
learn quickly, and speak with confidence.
Referees can invoke this aspect to: be targeted by
rough elements, has gossip spread by those jealous of
your abilities, disappoint a superior who expects too
much of you.

Traitor
You are a traitor to some cause most often your nation
of birth. Decide if you are an Undiscovered Traitor or a
Known Traitor. See the individual entries for each
variation.
Players can invoke this aspect to: avoid those you
have betrayed
Referees can invoke this aspect to: contact the
‘enemy’.

Tramecksan
You are a member of the High Heel political faction of
Lilliput. High heels can be identified by a propensity to
wear heels more than a fourteenth of an inch high. High
heels favour the undiluted wisdom of the original
constitution of Lilliput to modern reforms. At the time
of Lemuel’s stay in this nation the High Heels were out
of favour with the Hurgo.
Players can invoke this aspect to: gain favour with a
Hurgo that favours the High Heel faction, be well
received by other high heels, to reinstate an older
section of the constitution, to receive better treatment at
the hands of Blefuscians.
Referees can invoke this aspect to: be targeted by a
Low Heel conspiracy.
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Traditionalist
While there are those that prefer tried and proven ways
to new fangled ones all over the world, this aspect refers
to the shunned traditionalists of Balnibarbi who resist
the Academies and their projects.
Players can invoke this aspect to: produce an ample
harvest, manage an estate properly, craft an ordinary
item or tool (one that lacks the improvements of the
projectors).
Referees can invoke this aspect to: have a projector
intrigue pressure you into building a water mill at the
top of a hill, have a request to see someone in high
office ignored, have urchins throw stones at you in the
streets of Balnibarbi.

Undiscovered Traitor
You are a traitor to some cause or nation but no-one has
uncovered your secret, yet. Decide who you have
betrayed and to whom. Most commonly traitors have
sold out their nation. The penalty for such treason is
universally execution.
Players can invoke this aspect to: hide evidence, send
encrypted messages, and notice important details to be
conveyed later.
Referees can invoke this aspect to: create an
opportunity for your secret to be discovered, have
someone blackmail you, have whoever you sold out to
ask additional ‘favours’.

Virtuous Noble
You are of an old aristocratic bloodline but your
commitment to honesty, honour, and other virtues has
left you defenceless against the intrigues of court and
now you have lost your fortune. You have your title but
little else.
Most Brobdingragian nobles are virtuous do not take
this aspect if you hail from that just nation.
Players can invoke this aspect to: gain the loyalty of
servants, be treated with respect by historians or
conservatives, and aid any virtuous act.
Referees can invoke this aspect to: have a conspiracy
try to force you into a compromising position, have a
cabal of corrupt nobles block your attempts to reform
unjust laws, or to have no money on your person.

Well Read
You have read a great deal across a broad selection of
topics and have a good memory for what you have read.
This Aspect can be advantageous when calling upon
almost any kind of rote learned knowledge.
Players can invoke this aspect to: remember a
geographical or historical fact

Referees can invoke this aspect to: give the player
false information from an inaccurate account his
character once read.

Well travelled
You have travelled a great deal.
Players can invoke this aspect to: quickly adapt to
local customs and etiquette.
Referees can invoke this aspect to: have habits you
picked up overseas make your others suspicious of you.

White, sorrel, or iron-grey coat
Houyhnhnms of these shades are not as physically or
intellectually capable as those of ‘quality’ coat colours.
They understand that they can best serve their people by
serving those of greater capability and are content to do
so.
Players can invoke this aspect to: be ignored while
listening in on a meeting of important houyhnhnm,
appeal to a houyhnhnm of superior coat for help, and
get along with humble servants of any nationality.
Referees can invoke this aspect to: have the character
ordered to do a lengthy task by a superior houyhnhnm
when the player would prefer the character to be getting
on with some other plan, penalise an attempt at an
intellectual task.

Writer
You are a writer of professional calibre, perhaps
submitting some pieces for one of the Grubb street
newspapers in London. By defining your writing style
you could create new more interesting aspects. In the
18th century the presses in London were known for
newspapers, captivity narratives, political pamphlets,
sermons, bawdy songs, and satire.
Players can invoke a generalist ‘writer’ aspect to: put
words to music, make a convincing argument in a letter
or other piece of writing, have a piece of writing
accepted for publication.
Referees can invoke this aspect to: have an important
person take offence at some real or imagined insult
within an authored work, be recognised by a literary
admirer at an inopportune time.

Yahoo Favourite
A yahoo herd occupies a region and has a simple social
structure. Each herd has a leader, and each leader has
his favourite. The favourite is deformed in body and has
a mischievous temper. Only the leader is more
deformed and malicious. The favourite does his best to
please the leader by enticing mates towards the leader or
licking his feet and posterior. In return the favourite is
rewarded with meat and the leader’s protection.
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The others of the herd develop a deep hatred of the
favourite. If the leader chooses another favourite then
this new incumbent will lead all the others in the herd in
throwing excrement at the yahoo displaced from the
position until the former favourite is driven away.
Players can invoke this aspect to: gain the aid of the
Yahoo leader and through him that of the whole herd,
scare a European with your ugliness, be given a haunch
of meat by the leader.
Referee’s can invoke this aspect to: have another
yahoo of the herd beat up the PC when the leader is not
looking, disgust a European noble the players are trying
to impress, have the lead yahoo demand his feet be
licked.
Six long years in the East and West
Indies
But my good master Bates dying in two years after, and I
having few friends, my business began to fail; for my
conscience would not suffer me to imitate the bad practice of
too many among my brethren. Having therefore consulted
with my wife, and some of my acquaintance, I determined to
go again to sea. I was surgeon successively in two ships,
and made several voyages, for six years, to the East and
West Indies, by which I got some addition to my fortune.
My hours of leisure I spent in reading the best authors,
ancient and modern, being always provided with a good
number of books; …

Part 7
Aspect: Well Read, Skills: Classical Greek,
Portuguese, history, geography, politics, and Italian.
One rank in each skill. Goal: Well Travelled

Other possible Personal Aspects
Authors can invent further personal aspects. Some
suggestions follow: classical education, curious,
conceited, controvertist, courtier, ear for music, faithful
memory, fanciful, farm labourer, fop, gamester,
gentleman usher, good humoured, good health,
grammar school, groom, hatred, heart, highway-man,
high spirited, historian, honest, housebreaker, hypocrit,
importunate, infamy, integrity, Kilkenny Grammar,
knave, labourer, lewd, little ender, lusty, mad,
malicious, obstinate, odious, pedant, peddler, perfidious,
pick-pocket, pious, pirate, polite, pox, quarrelsome,
ravisher, Roman virtue, swearing, Trinity College,
trusted, Tory, weary, wise, Whig, wit, &c.

Equipage
One option for aspects is an item of some sort such as a
fine sword, an alchemical library, a ship, or even a
castle. These items are considered an intrinsic part of
the character’s story. Items that the character makes
regular use of, but which are less central to their
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concept, are generally purchased as extras. Any given
item may be represented by both an aspect and one or
more extras.
Mechanically, this means that, in addition to the usual
benefits for invoking an aspect, an item that is also an
aspect will generally find its way back to the character’s
hands, even if it requires a conspiracy of coincidence.
Aspect items are assumed to be present if reasonable, it
does not cost the character an invocation just to have the
item. Causing the character to go without the item when
they would reasonably have it qualifies as a negative
invocation, thus granting the player fate points.
Futhermore if the item is unlikely to be present the
player can invoke the aspect to have it present if the
referee agrees. For example while attending a royal
masque a villain attacks the prince royal! McDonald
wants to fire his trust pistol at the attacker. However the
character is not likely to be carrying his highland pistol
during a ball in the palace. However the player declares
that the pistol is hidden by his character’s volumous
masquerade costume and the referee allows the pistol to
be present at the cost of an invocation.
While an item may be described in any way, it may be
necessary to spend skill ranks to generate specific
effects as extras (see p120-122) or define them as
additional aspects. Otherwise, the description of the
item simply determines the circumstances under which
it grants a reroll. Features of an item that could have
both positive and negative effects make better aspects
than extra because the negative effects can then be used
to gain fate points.
Any item listed here could also be taken as an extra.
However, equipment taken as aspects has the advantage
of being harder to loose and if ever the character is
deprived of an aspected item when they would normally
have it fate points are earned. However, aspects are
more valuable than extras, only items very important to
the character should be aspected. None of the characters
in Gulliver’s Travels have items worthy of an aspect.

Almanac of the Known World
Including newly explored remote nations and corrected
ancient and modern history. First printed in 1732 for the
Gulliver’s Trading Company as an aid to its officers
abroad. This almanac of facts useful to a traveller may
not exist at the start of the campaign (usually 1730) and
is distributed only to important officers of the company
after its printing. The referee may not allow you to
begin with this book. Having this aspect enables the
character to consult the work; in game terms the referee
grants the player limited information from reference
sources chosen by the referee.
Players can invoke this aspect to: access information
during play.
Referees can invoke this aspect to: decide to give the
player inaccurate information because the Almanac is

inaccurate or out of date. Alternatively the Almanac has
no information on the topic.

Backflash
The weapon is of an older design, poorly maintained, or
worn. This condition can cause hot gases and flame to
vent back onto the firer on occasion. While this is not
particularly dangerous it can put off one’s aim, give up
your position or foul the gun. In rare MoF of -4 failures
the hot gasses can blind. The blindness is temporary
unless the player wants her character to gain the blind
aspect. Even weapons without this extra could suffer
from some of these effects on a MoF of -3 to -4.
Players can invoke this aspect to: have backflash
occur when an enemy tries to use the weapon.
Referees can invoke this aspect to: penalise use of the
weapon perhaps causing a -4 MoF if the dice are
unkind.

Bow
A fine example of a missile weapon much favoured in
nations such as Lilliput and Brobdingrag that are
without the benefit of gunpowder. The character is
assumed to have about 20 arrows in a quiver but there is
no need to keep track of this. The referee can rule that
the quiver runs out when the bow is needed, this is a
negative invocation. The player might subsequently
invoke the aspect or spend a conscience point to be able
to salvage ‘enough’ arrows after the fight or keep
earning Fate points from negative invocations.
Players can invoke this aspect to: hit a target
Referees can invoke this aspect to: have the bowstring
snap.

Bow-chaser
In rare instances a naval ship would have a connon not
mounted broadsides but on the bow. This weapon
cannot be used on a broadsides result in maritime
combat.
Players can invoke this aspect to: fire this weapon as
well when a swivel guns hit is scored in maritime
combat, add to attacks in maritime combat, intimidate a
fleeing ship.
Referees can invoke this aspect to: declare an enemy
ship in not in a position to be hit by the bowchaser when
a swivel guns result is scored, have high seas make use
of the bowchaser impractical, or impair attempts to
disguise the ship as a harmless whaler.

Brace of Pistols
Six naval pistols hang from a bandolier over your
shoulder.

Players can invoke this aspect to: fire and still have a
loaded pistol ready, hit a target, intimidate an enemy.
Referees can invoke this aspect to: have the player
waste an action trying to fire a pistol when jostling on
the bandolier has dislodged the flint, have the weight of
the weapons hinder attempts to swim, have the weapons
confiscated before entering a hostile royal court.

Breech Loading
Long used in Swivel guns breech loading has been less
than successful in other firearms. Breech loading are
very difficult to manufacture and very expensive. One
was made for King Phillip V of Spain in 1715. A breach
loader only takes three turns to load or clear. Breach
loaders come in two types, decide which type you
weapon is. The simplest is rear-loading, those with
removable chambers (p108) are more complex. On a -4
MoF on an attack the breach flares doing damage as per
an attack with an MoS equal to the WR.
Swivel guns generally do not have this aspect but may if
the player decides that breech loading of the gun will be
important to action during play.
Players can invoke this aspect to: aid rolls to reload
the weapon, too hind an enemy’s defence if they do not
realise the unusual nature of the character’s weapon.
Use this aspect to aid rolls to reload or clear a firearm.
Referees can invoke this aspect to: foul requiring
cleaning, or corrode requiring repair, have a thief try to
steal your expensive weapon.

Brundecral
The Brundecral is the holiest book of the Lilliputians
recording the teachings of Lustrog their greatest
prophet.
Players can invoke this aspect to: perform a virtuous
deed, avoid loosing hope, and win a religious debate.
Referees can invoke this aspect to: have a foreigner
threaten to burn the book.

Calverin
A long thin walled artillery cannon that has fallen out of
favour this century. They were believed to give greater
accuracy (though natural philosophers dispute this) but
where more inclined to burst. Perhaps the apparent
accuracy was due to only the most competent crews
surviving.
Players can invoke this aspect to: hit a target
Referees can invoke this aspect to: penalise the attack
perhaps causing a MoF-4 resulting in an explosion (treat
as a MoS4 attack against anyone within a few yards.)
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Chariot

Extra Magazine

This type of vehicle was once common in Balnibarbi
but is now only used by old wilful men who resist the
new vehicles produced by the projecters. This vehicle is
smaller than a European carriage and can carry only two
passengers and the charioteer.

This aspect can only be added to a swivel gun or
another weapon that already has the Repeating Gun
aspect. It can be used to speed reloading.

Players can invoke this aspect to: outrun a carriage
Referees can invoke this aspect to: loose a wheel
during a high speed chase.
An Unprofitable Journey
Lemuel Gulliver Part 8
…when I was ashore, in observing the manners and
dispositions of the people, as well as learning their
language; wherein I had a great facility, by the strength
of my memory.
The last of these voyages not proving very fortunate, I
grew weary of the sea, and intended to stay at home with
my wife and family.
Aspect: Well travelled
Skills: Spanish, weapons ‘S’ and P, navigation,
observation, Lingua Franca. One rank per skill.
Goal: Surgery Business
Note: that the player wanted geography but could
not take this skill and satisfy the pyramid.

Duck’s Foot Pistol
A pistol (P, 1, Rnk-5) with four barrels designed to be
fired in unison. The barrels are spread at angles enabling
a lucky shooter to hit multiple targets and an unlucky
one to hit none. Reloading a duck’s foot takes 4 turns
per barrel, clearing out a misfire takes 3 turns per barrel.
Players can invoke this aspect to: make a single attack
roll and apply it to up to four opponents who are in front
of him, intimidate a small group, impress enthusiasts of
odd firearms.
Referees can invoke this aspect to: have the gun
misfire, have a collector steal the weapon, shoot an ally.

Executioner’s Axe
The axe is a massive unbalanced weapon, vicious but
unwieldy in combat. This weapon is rated 3 but to those
familiar with its use spending an aspect box can
increase its deadliness.
Players can invoke this aspect to: hit and wound an
opponent in combat, increase damage when dispatching
a helpless victim (as in a formal execution), intimidate
someone.
Referees can invoke this aspect to: have the character
mistaken for or identified as a professional executioner.
Not a profession that makes people feel at ease. The
weapon is also large awkward and very difficult to
conceal.
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Players can invoke this aspect to: aid reload rolls,
pique the curiosity of a gunsmith, distract a projector.
Referees can invoke this aspect to: have the gun crew
not keep up repacking the chambers denying further
positive invocation for a while, invoke any of the
problems typically associated with repeating guns
(p108), have the magazine weigh him down in an
endurance run or explode when the character is exposed
to fire.

Flapper’s Bladder-and-Stick
This tool is an inflated bladder containing a few small
pebbles on the end of a light cane. The flapper’s bladder
is used to interrupt the intellectual meditations of the
aristocrat mathematicians of Laputa. This tool cannot be
used as a weapon even against Lilliputians
Players can invoke this aspect to: gain the attention of
a distracted Laputan noble, make friends with small
children, or be very annoying.
Referees can invoke this aspect to: mark you as a
servant of meagre intellect on Laputa, such people will
not be taken seriously by the noble savants of the flying
island, have the character draw odd looks in Europe.

Geographie & History of Lilliput
“…containing a general description of this empire,
from its first erection, through along series of
princes; with a particular account of their wars and
politics, laws, learning, and religion; their plants and
animals; their peculiar manners and customs, with
other matters very curious and useful…”

The character owns a copy of Lemuel Gulliver’s great
leather bound 1728 publication “On the Geographie &
History of Lilliput”.
Players can use this aspect to: refer to Part 1 of
Gulliver’s Travels or have the referee provide some
other information on Lilliputian during play, navigate to
Lilliput, aid a necromancer calling up the ghost of an
ancient Hurgo, or avoid being accused of being an
enemy of the state. This last is quite difficult when the
height of your shoe heel or the simple act of breaking an
egg can cause admirals and ministery to call for your
extermination.
Referees can invoke this aspect to: have the great
heavy tome left back in your cabin when it would come
in handy, have the character disadvantaged when
abandoning ship by the need to keep the large expensive
book dry, feed you information nearly thirty years out of
date (allow the character consulting the almanac to

check an aspect box then award an extra fate point when
the misinformation is revealed).

Gulliver’s Travels
A copy of the traveller’s tales of Lemuel Gulliver first
printed in 1726. In 1727 newer edition of Gulliver’s
Travels included a letter from Lemuel to his publisher
airing grievances about changes made to the manuscript.
Players can use this aspect to: refer to Swift’s novel
during play, navigate to one of the strange lands visited
by Lemuel, attempt to befriend Lemuel Gulliver by
trying to follow the advice given in the last chapter of
his book.
Referees can invoke this aspect to: deprive the
character of use of the book when it would be useful,
provide the character with out-of-date information
(allow the character consulting the almanac to check an
aspect box then award an extra fate point when the
misinformation is revealed).
Financial Misfortune
Lemuel Gulliver Part 9
The last of these voyages not proving very fortunate, I
grew weary of the sea, and intended to stay at home with
my wife and family. I removed from the Old Jewry to
Fetter Lane, and from thence to Wapping, hoping to get
business among the sailors; but it would not turn to
account.
Aspect: Financial Misfortune
Skills: conversation, Mathematics, Surgeon, Physic,
trade tailor, trade carpentry. One rank on each.
Extras: House in Old Jewry exchanged for one in
Wapping.
Goal: Mariner
Note: This is an interlude part so the player (Mr
Swift) simply writes the précis, creates the aspect and
distributes the ranks. He also assigns one point to
quality.

Laputan Instrument
The noble scholars of Laputa claim to be sublime
musicians attuned to the music of the spheres. Many
foreigners, especially those with an ear for music, find
the music of Laputa too ‘abstract’ to be enjoyable. As
well as many instruments with equivalents in Europe
Laputans have a great many types unknown to England.
One of your prize possessions is such an instrument.
There is a great many different instruments native to
Laputa, write a brief description of yours. The items
below are suggestions only and may not be appropriate
to all Laputan instruments.
Players can invoke this aspect to: Play the music of
the spheres, cause dogs to howl as if tortured, deafen
everyone in a room, attract the attention of a passing
ship, impress fellow Laputans.

Referees can invoke this aspect to: have a nonLaputan audience throw rotten fruit, have an important
person in a European court look puzzled while you are
playing.

Matchlock
A carbine or musket (but not pistols) can be of the old
matchlock design. These weapons are of a simpler more
easily manufactured and maintained design but require
the uses to keep a match-cord lit to be ready to fire.
Problems include hindering reloading, the match going
out, and the glowing end giving away your position at
night.
Japanese firearms are matchlock. This nation is the only
one to manufacture matchlock pistols in any quantity.
Players can use this aspect to: aid rolls to clear
misfires or maintain the weapon
Referees can invoke this aspect to: have an enemy
spot the match-cord in the dark, hinder reloading, have
the match go out.

Merchantman
A civilian ship of 350 tons. The player can spend
additional aspect or extras to outfit and arm the vessel.
Players can invoke this aspect to: be offered a
lucrative cargo.
Referees can invoke this aspect to: have the ship
targeted by pirates, or have the large ship run aground
on a sandbar in a shallow bay.

Miquelet
A snaplock precursor of true flintlocks commonly used
in nations of the Mediterranean including Italy, Greece,
and the Ottoman Empire. The firearm uses a mechanism
of springs and precision parts. In game terms treat like a
flintlock except the firearm is more prone to failure,
harder to repair, and marks the owner as from or having
travelled to the Mediterranean.
Players can invoke this aspect to: engage the curiosity
of a mechanical projector.
Referees can invoke this aspect to: have the weapon
misfire, hinder repairs, and be accused of sympathising
with the Turk by a Christian mob.

Odd Tool
Many odd tools are designed for all trades by the
projectors. The appearance of these tools is so
unconventional that even skilled tradesmen are unable
to determine their proper use. These tools are of
innumerable sizes and shapes. Some make passable
makeshift weapons. If trade is established with
Balnibarbi these tools might be sold as curiosities in
London shoppes.
107

Players can invoke this aspect to: ‘break the ice’ in a
company of natural philosophers or Balnibarbians
Referees can invoke this aspect to: impair tasks the
tool was designed for.

Pocket-perspective
A collapsing telescope small enough to be carried in a
gentleman’s’ coat pocket.
Players can invoke this aspect to: spy a distant ship
perhaps as the opening to a maritime conflict.
Referees can invoke this aspect to: create the
realisation that the perspective glass was left behind in
your cabin when it would be useful.

Rare Charts
You have a collection of rare sea charts that can be
used to navigate treacherous seas in distant lands. Of the
lands that Lemuel Gulliver discovered no charts are
available in Europe prior to 1734 unless the character
has been there themselves. Even then many such charts
are written in foreign languages and use different
symbols to those of Europe. The collection is bulky and
takes up many shelves in captain’s cabin or a couple of
large sea chests.
Players can invoke this aspect to: Navigate to Lilliput
through the shoals and reefs that surround it. Just
happen to have a useful chart from the collection on
their person.
Referees can invoke this aspect to: declare that the
player’s collection contains no charts of the desired
area, have a burglar target the collection, have the
weight of the charts cause difficulty when rescueing
them from a sinking ship.

Repeating Gun
Very rare and experimental guns with a single barrel
designed to fire multiple shots before a reload is
required. There were numerous designs for repeating
guns. This aspect is not to be added to an existing
weapon but to create a whole new type of weapon.
Some had rotating magazines, others slides, and some
had a single vented barrel with multiple firing
mechanisms along its length. Up to ten shots before
reloading was possible. One shot per turn. However all
suffered from problems with fragility, difficult
maintenance, fouling, back-flash, and magazine
explosion. They were also heavy for their calibre and
should be fired from a tripod, stand or other support.
Once expended reload time was equal to the number of
shots that could be fired before reload was necessary
again assuming another barrel or slide was loaded, or 4
turns per shot if utterly unprepared (L, 3, Rnk-4). A
failed attack has the following consequences: MoF-1 to
-2 you miss, MoF-3 or worse indicates it explodes in
your hands damage as per the gun’s full WR. For
further utility the aspect Extra Magazines can be taken.
Players can invoke this aspect to: aid reload, increase
damage, and intimidate enemies, converse with a
projector.
Referees can invoke this aspect to: reduce accuracy,
create any of the effects described for the backflash
extra, have the gun foul reducing accuracy or even
preventing the gun from firing until a couple of minutes
of cleaning are performed, have the gun confiscated by
local authorities, have the gun’s magazine explode.

Removable Chambers
This aspect can only be added to a swivel gun or
another weapon that already has the Breech Loading
aspect. It can be used to speed reloading. The character
either has a ten or so removable chambers, or for a
cannon two or three that the cannon crew constantly
repack during a fight. Ten such chambers weigh about
as much as the weapon they are built for.
Players can invoke this aspect to: aid reload rolls,
pique the curiosity of a gunsmith, or distract a projector.
Referees can invoke this aspect to: have the character
run out of pre-loaded chambers or the gun crew not
keep up denying further positive invocations for a
while, invoke any of the problems typically associated
with breech loading (p105), if a pistol or longarm have
the chambers weigh him down in an endurance run or
rattle when he is trying to be stealthy.
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A repeating gun of 1718. A patent was granted to Mr.
James Puckle for this gun.

Rifled
Rifling is expensive but improves the accuracy of a
firearm. This complicates reloading (negative
invocation) but results in greater accuracy and longer
effective range.

Players can invoke this aspect to: hit a target, do more
damage by striking a vital organ, impress a soldier.
Referee’s can invoke this aspect to: have the
expensive weapon targeted by battlefield scavengers;
impair attempts to reload the weapon.

Shells
Cannon can fire hollow metal spheres filled with
powder and fused instead of regular balls. Make two
rolls in the same turn to fire the weapon. Use G skill to
prepare the shell and fuse and C skill to fire. Both rolls
are at Rnk-4. Failure of the G roll is described above.
Failure of the C roll by –2 or worse results in a miss-fire
and then the shell explodes injuring the user at WR
usual to the cannon applied to Poor adjusted by a die
roll.
A failed shell attack has the following consequences:
MoF-1 you miss, MoF-2 it fails to explode, MoF-3 or
worse indicates it explodes in your hands at WR usual
to the cannon.
Players can use this aspect to: inflict damage to crews,
weaken the morale of the enemy.
The referee can use this aspect to: represent the
difficultly of correctly preparing the shells perhaps
producing a high enough MoF to cause mishap.

Telescope
This is a telescope larger than the pocket perspective.
These come in a variety of sizes and configurations, by
default the telescope 18” long when collapsed and 3’ 6”
long when in use.
Players can invoke this aspect to: observe the moons
of Jupiter or befriend a Laputan lord.
Referees can invoke this aspect to: have the moisture
of the tropics ruin the telescope until time can be found
for minor repairs.

Wheelock
Added to a pistol or longarm. The weapon uses the now
superseded Wheelock firing mechanism. This weapon
has a reload time equal to a flintlock but misfires as per
a matchlock.
Players can use this aspect to: aim the weapon or
reload, keep using the weapon after a long stranding
when others have run out of flints.
Referee’s can use this aspect to: have the weapon
misfire or represent the difficulty in repairing and
maintaining the weapon.

lawyer to ruin my fortune; no informer to watch my
words and actions, or forge accusations against me
for hire: here were no gibers, censurers, backbiters,
pickpockets,
highwaymen,
housebreakers,
attorneys, bawds, buffoons, gamesters, politicians,
wits, splenetics, tedious talkers, controvertists,
ravishers, murderers, robbers, virtuosos; no leaders,
or followers, of party and faction; no encouragers to
vice, by seducement or examples; no dungeon, axes,
gibbets, whipping-posts, or pillories; no cheating
shopkeepers or mechanics; no pride, vanity, or
affectation; no fops, bullies, drunkards, strolling
whores, or poxes; no ranting, lewd, expensive wives;
no stupid, proud pedants; no importunate,
overbearing, quarrelsome, noisy, roaring, empty,
conceited, swearing companions; no scoundrels
raised from the dust upon the merit of their vices, or
nobility thrown into it on account of their virtues; no
lords, fiddlers, judges, or dancing-masters.

It is also possible to have other people as aspects. In this
case, it’s important to define the relationship between
the character and the subject of the aspect. Family
members, mentors, enemies, dependants, old war
buddies, university chums, liege lords, servants, pets,
and rivals are all perfectly good examples of characters
as aspects. The important thing about all of these is that
they form an important part of the character’s story, and
can be expected to appear with reasonable frequency.
The player is expected to work out with the referee what
the nature of the relationship is so the referee can work
the details of the NPC into her game. In general, the
number of aspect boxes reflects how close the bond is
between the character and their aspect, while the actual
game stats of the subject character are up to the referee.
Note that most of these persons are not servants of the
PC over-familiarity to your ‘betters’ or lack of
obedience can have grave consequences. The exception
to this is when the NPC is subservient to the character,
such as a manservant or a pet - in those cases, the player
will help determine the characters stats through their
investment of skill ranks, see “Personal Extras”.
Associates most commonly provide aid when positively
invoked and require aid or send the PC on an unwanted
errand when negatively invoked. However, imaginative
authors will think of many more ways to invoke these
aspects.
Aspects may also be NPCs the referee has created,
entirely new NPCs, or even other PCs!

Ancient Ghost
Ghosts from ancient times represent people not as
degenerated as their modern counterparts as such many
are taller and stronger than their living descendents.
Otherwise this aspect is the same as Ghost.

Associations

Players can invoke this aspect to: obtain moral advice
or remember a fact the ghost told you about the period
he lived in.

I wanted no fence against fraud or oppression: here
was neither physician to destroy my body, nor

Referees can invoke this aspect to: have the ghost act
to foil an amoral plan of the players.
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Backbiter
Unlike a traitor, a backbiter is not untrue to a cause but
to associates. This person is friendly when you are in
front of him but a font of disrespect and accusations
when you are absent.
Players can invoke this
aspect to: gain immediate
assistance from this person,
feed misinformation to your
enemies.
Referees can invoke this
aspect to: have the backbiter
divulge slanderous information
to an enemy during a battle of
gossip.

Bishop

recorded as a Dutch ship and allowed to trade with
Japan.
Referees can invoke this aspect to: Have the favours
granted to you by the customs officer uncovered by an
Imperial investigation into corruption.

Crier

Ships Crews
A ship’s crew can be defined a number of ways.
An average crew is generally assumed to be
included in a ship aspect. They sail the ship but play
no other part in the story beyond her decks.
A crew could also be purchased as an Extra for the
ship aspect. This is an especially good option if
more description is added to this extra. Even ‘loyal
crew’ is better than just ‘crew’. Like the assumed
crew, a crew extra is generally of use on and
considered part of the ship.
The minions rule (p53) can be used to define a
portion of the crew available in scenes beyond the
ship or willing to fight fiercely to defend her.
Finally, notable members of a ship’s crew can be
purchased as aspects or extras.

As well as being a religious
leader a Bishop of The Church
of England has a seat in House
of Lords. Many bishops are
elevated for political reasons and many are secretly
beholden to a Lord whose lead they follow in the votes
of Parliament.

Players can invoke this aspect to: have a law
overturned or aid the character in a church intrigue or
parliamentary debate.
Referees can invoke this aspect to: have the bishop
disown the character at the behest of his lord

Bliffmarklub
There is some connection between you and the High
Chamberlain of Luggnagg.

In England a common form
of crier is the ‘charlie’ an
older man who patrols the
streets, calls the time, and
raises the alarm about crimes.
In other nations this office
might not exist but there are
still men with good voices for
hire.
Players can invoke this
aspect to: spread news of
your
discoveries,
have
‘charlie look the other way’
during a crime, gather street
gossip.

Referees can invoke this aspect to: have the Charlie
request a larger bribe to ignore a crime, have the crier
bribed by a rival to use a disparaging tone when
spreading your news, to have any gossip imparted be
highly exaggerated.

English Yeoman of the Old
Stamp
…famous for the simplicity of their manners, diet,
and dress; for justice in their dealings; for their true
spirit of liberty; for their valour, and love of their
country.

Referees can invoke this aspect to: be targeted by an
intrigue of enemies of the Bliffmarklub.

These yeomen ghosts are the stouthearted ancestors of
today’s Englishmen. They are healthier, more attractive
and virtuous than their degenerate modern descendants.
These shades are generally appalled by the appearance
and vices of their descendents.

Councillor

Players can invoke this aspect to: ask for moral advice
or about early English history.

You know a councillor, this person is most likely
someone who has the ear of a King. Councillors are
found in many nations including Luggnagg.

Referees can invoke this aspect to: have the ghost
interject when you are trying to tempt others into
corrupt acts.

Players can invoke this aspect to: gain access to the
court.

Players can invoke this aspect to: influence new laws
Referees can invoke this aspect to: have the character
hunted should there be an uprising or revolution

Family

The officious customs officers of Japan prevent foreign
trade with most nations.

I staid three months in this country, out of perfect
obedience to his majesty; who was pleased highly to
favour me, and made me very honourable offers.
But I thought it more consistent with prudence and
justice to pass the remainder of my days with my
wife and family.

Players can invoke this aspect to: to avoid trampling
on a crucifix to be allowed to trade with Japan, be

Players can invoke this aspect to: convince a captain
bound for your homeland to grant you passage, build a

Customs Officer
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raft when stranded on an island far from home or
borrow money from a relative.
Referees can invoke this aspect to: have an
incompetent relative ask for employment, have one of
your loved ones kidnapped by criminals.

First Minister
There is some connection between you and the First
Minister of a nation. The referee will determine the
exact character of any particular First Minister but some
advice follows.
Generally First Ministers are cold calculating men who
desire only wealth and power. First ministers will do
whatever it takes to advance themselves including lie,
betray, cast aspersions, pander to the mob, and bribe the
senate. That said most are in reality governed by their
favourite mistress or footman who has come to know
enough to blackmail them.
Players can invoke this aspect to: gain funds by
blackmailing this person, to influence the creation of
laws or government expenditure.
Referees can invoke this aspect to: have the character
and the first minister gaoled when a new king ascends
the throne.

Galbet
There is a connection between yourself and the High
Admiral of the Realm of Lilliput.
Players can invoke this aspect to: use the fleet to
invade Blefuscu, negotiate a break in hostilities between
the ‘great ship of the people of the moon’ (your
longboat) and the Imperial Navy of Lilliput, or to have
the Galbet speak well of you during a court intrigue.

at any time during their lifetime nominated by the
sorcerer. Regardless of appearance they remember all of
their life and conversations held in the lower world
since. Ghosts usually speak only languages they knew
in life, though some have learned others in the lower
world. Ghosts do not lie; there is nothing to gain from
falsehood in the lower world.
Players can invoke this aspect to: have an ancient
parchment translated or gain the aid of the ghost on a
dangerous mission for what do the already dead have to
fear?
Referees can invoke this aspect to: have the ghost
refuse to help the characters with a particular plan, have
your ghostly companion’s ghastly countence and eerie
presence unnerve an NPC you are trying to befriend,
have you tried as a witch in the English American
colonies.

Governor
You have a connection to a governor of a territory
perhaps in Europe, perhaps in the colonies. If you have
travelled to stranger lands you may know a more exotic
person such as the Governor of Glubbdubdrib or other
governors who administer regions of Balnibarbi for the
royal court of Laputa.
Players can invoke this aspect to: gain a pardon,
obtain a charity passage to your homeland, and receive a
small grant of frontier land
Referees can invoke this aspect to: be targeted by
rebels when the territory tries to cede from the nation.

Great Lord/Lady
You know a close relative of some king. This person
has the ear of the king and considerable status but they
are more closely watched than other lords.

Referees can invoke this aspect to: have you targeted
by Blefuscan naval snipers, have your reputation
Players can invoke this aspect to: gain an audience
smeared by enemies of the Galbet at court, be called
with the king, obtain an
upon by the Galbet to perform
invitation to a royal ball, or
a morality dubious act of war.
Player Character Ghosts
impress a sicophant.

Ghost
A ghost is someone called
back from death by a
necromancer
of
Glubbdubdrib. For those
unaccustomed to them there is
something
creepy
about
ghosts that unnerves. They are
perfectly solid; they can serve
as guards and servants. While
on the mortal world ghosts
can be harmed and suffer pain
just as the living do. When
called up by necromancers,
ghosts can appear as they did

While presented as an associate a ghost could be a
PC. Such a character must have an aspect in a
necromancer NPC or PC who summons the ghost
up for adventures. The referee has been provided
with a necromancer NPC of sufficient power to
summon up a PC ghost. This NPC will cost an
aspect and seven extras.
Players can invoke this aspect to: unnerve and
intimidate the living, provide historical facts, to
have one’s account of a historical event believed as
the truth.
Referees can invoke this aspect to: have the magic
summoning the ghost time-out and the ghost wink
out of the mortal world at a critical moment;
prevent the player from lying, when the ghosts lack
of knowledge of 18th century society causes
embarrassment.

Referees can invoke this
aspect to: have the player
character drawn into a deadly
court intrigue.

Hurgo
You have some connection to
the Emperor of Lilliput or that
of Blefuscu. Both of these
heads of state have the title of
Hurgo.
Though the Hurgo is a
monarch his friendship is not
considered an advanced aspect
unless the player character is a
111

diminutive playing in a campaign centred on Lilliput
and Blefuscu.
Players can invoke this aspect to: Convince him to
call off a war between the Empire of Lilliput and the
moon (where Europeans are assumed to hail from).
Referees can invoke this aspect to: have the character
targeted by Blefuscan agents or jealous Lilliputian
ministers.

Lawyer
…there was a society of men among us, bred up
from their youth in the art of proving, by words
multiplied for the purpose, that white is black, and
black is white, according as they are paid.

Lawyers in Europe are notorious because their
knowledge of the law enables them to take property
from rightful owners and perform other injustices for
their clients. They are able to draw out proceedings and
increase fees to the point where both the prosecutor and
the defendant are bankrupt and both lawyers have filled
pockets.
Having a lawyer who is genuinely acting in your best
interest is a great advantage.
Players can invoke this aspect to: have the lawyer act
pro-bono to defend you in exchange for a small favour,
sue an enemy.
Referees can invoke this aspect to: have the lawyer
charge an exorbitant fee for his services.

Minister
You know a member of a nation’s parliament or advisor
to an unrestrained monarch.
Players can invoke this aspect to: have a law
proposed, obtain permission to speak on behalf of a
cause before the parliament or monarch.
Referees can invoke this aspect to: have your crimes
or sins exposed as part of an intrigue by a rival political
faction designed to embarrass the minister.

Mistress/Gallant
You have a mistress; this is not uncommon among
English gentlemen and nobility. Wives also on occasion
have a lover, the Ladies of Laputa are well known for
this practice.
Players can invoke this aspect to: have a secret
rendezvous place you can hide out at, get your lover to
help you escape, have the tenderness of a lover heal
social wounds, receive a gift from your lover.
Referees can invoke this aspect to: have your legal
spouse discover your infidelity, have someone
blackmail you as part of an intrigue, have your lover
demand an outrageous gift.
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Monkey
You have a pet monkey.
Players can invoke this aspect to: have the little beast
steal a trinket you desire, busk for pennies in any city of
the world, or obtain coconuts on a tropical beach.
Referees can invoke this aspect to: have the monkey
steal something (or a diminutive someone) she
shouldn’t, throw faeces at someone important, screech
in fear when you are trying to hide.

Murderer
You know a murderer.
Players can invoke this aspect to: blackmail this
person with their terrible secret.
Referees can invoke this aspect to: have the killer turn
on you…

Necromancer
This person is a sorcerer able to bring forth ghosts of the
dead of ages. Such a person is essential for a ghost PC.
An example necromancer NPC is given in the Referee’s
Miscellany (p239).
Players can invoke this aspect to: have the opportunity
to question the dead, be ‘loaned’ an honor guard of the
dead, or recall a historical fact gleaned from conversing
with this sorceror.
Referees can invoke this aspect to: have the
necromancer contradict you during an academic debate
on ancient history or unfavourably compare you to your
ancestors. Have the necromancer reveal a terrible secret
hidden in your families past.

Prelate
A prelate is high-ranking member of a religion who is
assigned a jurisdiction. A bishop is a prelate and other
ranking members of a religeon may also have this
dignified position. You should describe the exact title
and jurisdiction of this NPC in consultation with your
referee. The blood of foreign prelates can often secretly
runs in noble veins where it has no place being. This
aspect assumes the prelate has such a dalliance but the
player character usually begins the game knowing
nothing of it.
Players can invoke this aspect to: seek sanctuary in
the church of this contact, discover who the illegitimate
children are, be introduced to the Prelates influential
illegitimate offspring, and blackmail the prelate.
Referees can invoke this aspect to: have the character
harassed in protestant nations because of her connection
to the prelate.

Robber
A robber is simply a violent thief. While a highwayman
or pickpocket is often an interesting character the
contemptable robber is devoid of romance and exists
only to threaten, beat, and steal.
Players can invoke this aspect to: have this criminal
steal something as long as you don’t mind if the victim
gets a beating.
Referees can invoke this aspect to: have the character
investigated by a thief-taker for receiving stolen goods.

Spaniel
A small loyal dog. A white breed of spaniel is popular
with gardeners and tradesmen in Brobdingrag.
A pet spaniel might: warn you of danger, bark until
help arrives, befriend small children.

Was Swift a misogynist?
Swift had a bleak view of the species as a whole. In
places he heaps scorn upon women but no more or
less than he does men. In Gulliver’s Travels he
presents a world where vices are often the road to
individual success and societal decay. Where
virtuous and sensible individuals are rare but can be
of any race or gender. There are numerous instances
of vices and flaws but these make the few positives
seem brighter. We must remember it is the women
of Laputa and Balnibarbi who have the good sense
to oppose the insanity of the Astronomer Nobles
and Projectors.
Swift also wrote about the society of his day. His
was a time when women were treated as secondclass citizens or property and when gender roles
were firmly entrenched. His writings describe the
norms (right and wrong) of his times.

She might also: bark or whine when stealth is required,
ruin slippers, bring you unwanted presents of
Diminutive animals (or people!).

Whore

Spouse

Whores are unfortunately all too common on the streets
of London.

You have a spouse. Even if they are not present your
love for them or a feeling of obligation can motivate
you. Though not present on any of his adventures
Lemuel is often driven by a desire to see his wife again.

Players can invoke this aspect to have her: take part
in an intrigue to compromise the reputation of a
clergyman, provide information about goings on in the
criminal community, use what you have learned from
her when seducing others.

Players can invoke this aspect to: aid any effort to
return home, have his tenderness aid your recovery
while at home.
Referees can invoke this aspect to: have your spouse
kidnapped by an enemy.

Warden of the Academy
The Warden of the Academy of Projectors in Balnibarbi
considers you a collegue or perhaps a potential source
of funding for experiments.
Players can invoke this aspect to: gain access to a
laboratory in the middle of the night
Referees can invoke this aspect to: have the character
blackmailed by traditionalist rebels into getting them
inside the academy.

Whore-master
You know a contemptable parasite and debaser of
young women.
Players can invoke this aspect to: find someone to
masquerade as your wife at the last minute.
Referees can invoke this aspect to: create a scandal
around you, be caught up in a dispute between criminal
gangs, and have him blackmail you.

Referees can invoke this aspect to: ruin your marriage,
inflict the pox upon you, and create a scandal.

Yahoo Leader
A yahoo herd is led by the most mischievous and
deformed among them. The principal perks of the leader
is the services of a favourite who grooms the leader and
drives potential mates towards him.
Players can invoke this aspect to: gain the protection
of the leader from assaults by the rest of the yahoo herd.
Referees can invoke this aspect to: have Houyhnhnms
regard the character as a yahoo because of her alliance
to a yahoo leader.

Other Associations
You can make up your own associations. Here are few
ideas: abbot, admiral, ambassador, bully, cardinal,
censorer, chamberlain, cheating shopkeeper, count,
daughter, duke, drunkard, earl, general, giber, guard,
informer, judge, lackey, lord, lord high treasurer, maid
of honor, marquee, politician, prince(ess) royal,
professor, queen, secretary, Secretary of State, son, &c.
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Advanced

Genius

Advanced aspects are of two kinds. The first are those
that qualify a character for an extraordinary skill. The
second type are those aspects that grant a character
political power or riches equivalent to a king,
archbishop, pope, or prime minister; most referees limit
this second type to NPCs. In either case to qualify for an
advanced aspect you must raise at least three related
skills to fair atop a supporting pyramid, and a related
aspect to great. Skills and aspects used to qualify for
one advanced aspect may not be used to qualify for
further advanced aspects.

A rare aspect often further defined by a field of study or
skill, such as Mathematical Genius. To qualify you must
raise three appropreate skills to at least fair and a related
aspect to great. This kind of aspect can be used to
support raising a skill to Extraordinary.

Brobdingragian Master
Horologist

Governor of Glubbdubdrib

Even among the horologists of a nation that excels at
precision clockwork your skill is revered. You are for
example able to craft mannequins as small as 5’ high
that on first glance appear lifelike to other
Brobdingragians. Lemuel Gulliver was first believed to
be such a creation by the King’s scholars until he was
closely inspected. To obtain this aspect horology,
mechanics, and one other skill must be raised to fair. A
horologist aspect must be raised to great. Then this
aspect can be taken and horology raised as high as
extraordinary.
Players can invoke this aspect to: construct a complex
automation such as a bird that bobs its head, struts
blindly forward, and sings.
Referees can invoke this aspect to: be pestered by an
annoying European horologist keen to learn your
secrets.

Friend of the King
It is lonely at the top; kings rarely have trusted friends.
You have become a good and trusted friend of a king,
perhaps even George II, King of England. This is one of
the few position type advanced aspects that will be
acceptable to most referees.
To qualify for this aspect you must raise etiquette,
intrigue, and flattery to fair. In addition you must take
the King as a great aspect representing some connection
between yourself and his majesty (by social station or
perhaps more unusually as a servant). At this point you
may raise intrigue to extraordinary.
Players can use this aspect to: have an influence on
the fashions of the court, receive a gift from those
hoping you will speak to the king for them, persuade the
king to declare someone a traitor.
Referees can use this aspect to: have the PC targeted
during a peasant uprising, have those jealous of your
friendship begin an intrigue to defame you, have
enemies of your nation capture and interrogate you for
state secrets.
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Players can invoke this aspect to: make a
breakthrough in your field, make a good impression in
the court of Laputa, and attract quality students.
Referees can invoke this aspect to: have a jealous rival
academic accuse you of stealing his ideas.

You have become the foremost sorcerer of your day and
as such are charged with the position of Governor of
Glubbdubdrib. This aspect allows a character to raise
necromancy, magic or metamorphics to extraordinary.
This sorcerous skill and any two other skills must be
raised to fair and your nationality aspect raised to great
before obtaining this aspect.
Players can invoke this aspect to: command respect
from sorcerers and ghosts, use your magic, rule the
island of Glubbdubdrib.
Referees can invoke this aspect to: have a ghost
become annoyed with your constant interference with
her afterlife, be accused of being in league with the
devil by New England colonists.

Laputan Royal Astronomer
The very best astronomers of Balnibarbi and Laputa are
appointed by the King to the rank of Royal Astronomer.
As well as the advancement of their science these
worthies are also charged with care of the lodestone
responsible for the flight of the island.
To qualify for this position the character must have fair
or better astronomy, physics, and navigation skills. You
must have the astromomer aspect at great. Royal
Astronomers may raise astronomy to extraordinary.
Players can invoke this aspect to: observe a comet,
gain access to the Laputan lodestone and use it to steer
the flying island, be treated with respect by Laputans,
seek an audience with the King of Laputa and
Balnibarbi.
Referees can invoke this aspect to: earn the scorn of a
Laputan woman, have Lindalinians throw rotten eggs at
you, fall into an argument with a foreign astronomer.

Necromancer Historian
By conversations with ghosts you have pieced together
more historical facts than a European could ever hope to
discover. To qualify for this aspect necromancy must be
raised to great, therefore the character must be a native
of Glubbdubdrib with the necromancer extra. History

and any one other skill must be raised to fair. The
historian aspect must be raised to great. Once this is
done this aspect may be taken and history may be raised
to extraordinary.

Royal Household, and directorship of the Royal
Observatory in Greenwich. The Astronomer Royal can
often obtain Royal patronage for sailing voyages to
observe astronomical phenomena.

Players can invoke this aspect to: know a ghost
personally, recall a historical fact, and correct an official
European history.

To achieve this post you’ll have to wait until Edmond
Halley vacates the position. To qualify you will need
astronomy, navigation and physics at fair. You must
also have either an astronomer aspect or an aspect
describing the favour of the current king at great. This
done you may raise astronomy to extraordinary.

Referees can invoke this aspect to: have the character
run foul of a King who is proud of the official history of
his bloodline.

Eradicate Scurvy
In the past many have saved a ship from scurvy but you
have all but removed the burden of scurvy from the
shipping lanes. This reduces the cost of sea trade and
enables navies to routinely travel further and enables
more explorers to reach the far corners of the world.
Historically no one person had this aspect, numerous
people achieved it over the course of over a hundred
years. The character needs fair understanding of Physic
to determine that the specific kind of acidic principle in
citrus fruits and other foods prevents and cures scurvy.
This is best done by formally proving the hypothesis on
a long sea voyage and presenting your results as a book
or at the Royal Academy. A fair breadth of Logistics
knowledge is needed to find some method of storing the
foods with the acidic principle intact. You need to
spread the word of your discovery. A fair persuasion
skill is needed to have a large maritime organisation,
such as the Royal Navy, to adopt your proposals as
standard procedure. You must possess the aspect ship’s
surgeon at great.
Having met these criteria you may take this aspect
and raise Physic or Logistics to Extraordinary.
Players can invoke this aspect to: treat scurvy aboard
a ship, use logistics to prevent scurvy in a fleet of ships,
present your findings to the Royal Academy, and call in
a favour from a maritime organisation.
Referees can invoke this aspect to: have the player
recognised by surgeons, naturalists or sailors when they
would rather stay incognito, be heckled by hard-headed
old mariners who refuse to believe in the new ‘cure’.
Earn the animosity of rival fleets or merchants or enemy
navies.

Astronomer Royal
Appointed by the King of the United kingdom the
Astronomer Royal is charged to “apply himself with the
most exact care and diligence to the rectifying the tables
of the motions of the heavens, and the places of the fixed
stars, so as to find out the so-much desired longitude of
places for the perfecting the art of navigation.” (King
Charles II). Edmond Halley is only the second
Astronomer Royal, attaining the position in 1720 and
expecting to hold the post until his death. This
prestigious post includes a stipend, membership in the

Players can invoke this aspect to: Obtain a ship and
royal funds for a journey to study astronomical
phenomena, navigate to a tiny island lost in the ocean,
intimidate English astronomers, or impress the lords of
Laputa.
Referees can invoke this aspect to: be cooped up at
Greenwich refining astronomical and navigational
tables for the Royal Navy when the other characters are
enjoying a tavern, be targeted by jealous foreign
astronomers, or be detained by projectors eager to pick
your brains.

Unbelievably Strong
You are so strong that those who have not witnessed
your feats simply disbelieve them as impossible
exaggerations. You almost certainly have a reputation
for strength, though many will suspect you are a
charlatan, liar, and braggart. To qualify for this aspect
Strength Feats and two other skills must be at fair.
Strong or a similar aspect must be at great. This aspect
can be used to qualify for an extraordinary strength feats
skill.
Players can invoke this aspect to: astound an audience
to silence with feats of strength.
Referees can invoke this aspect to: have you accused
of being a liar and a charlatan.

Universal Artist
You have dedicated more than thirty years of your life
to improvement and are considered unchallenged in the
breadth and depth of your experimental enquiries. The
universal artist is respected by all projectors and famous
among patriot citizens of Balnibarbi. To qualify for this
Aspect the character must raise Projection and two other
Rnk-3 or Rnk-4 skills to Fair. They must also have the
projector Aspect at Great. These prerequisites met this
Aspect may be taken and projection raised to
Extraordinary.
Players can invoke this aspect to: to gain funding for
every more ambitious projects and organise a workforce
of assistant projectors working on numerous projects.
Referees can invoke this aspect to: have an intrigue
initiated by jealous peers drive away Laputan sponsors,
ensure events conspire against you if and when the
popular rebellion against the projectors finally occurs.
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World Explorer
As held by Marco Polo, Christopher Columbus, and
now Lemuel Gulliver. The world explorer has added
knowledge of vast tracts of the globe to his society by
travelling off the edge of the maps, recording what he
encountered, and living to tell the tale. This is the dawn
of the age of sail and most explorers are mariners,
however overland explorers could qualify for this
aspect.
To qualify you must hold the explorer aspect at great
and navigation, observation, and geography at fair or
better. Holders of this aspect may raise navigation or
geography to extraordinary.
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Players can invoke this aspect to: have possession of a
rare map, know something about an uncharted coastline,
and navigate to the nearest British colony.
Referees can invoke this aspect to: have someone
claim you have fabricated some of the accounts of your
travels, be harassed by cartographers who want you to
spend dreary hours helping them draft accurate maps,
have fate conspire to set you off travelling again when
you would rather remain at home.

Extras
Tradesmen with their own tools or those with especial talents will be
favourably considered for employment.
Officers, sponsors, and paying passengers may be accompanied by
servants whom they are willing to provide for.
Extras are those elements of the character that require
some representation outside the scope of skills and
aspects. Some examples of the sort of extras that can be
acquired include:
A sword

Promoting Extras to
Aspects

A loyalty in a lackey
A weakness in your arch-nemesis
Hooves
Extras and the
Pyramid
The impact that extras have
on the skill pyramid is
potentially very strong.
Each skill rank used on an
extra is not simply one less
skill level: it makes the
construction of a pyramid
that much more difficult. If
extras are not considered
part of the pyramid,
characters who invest in
extras are going to find
themselves falling short of
their companions with
regard to skills. In theory,
the additional flexibility
and utility of extras offsets
this. In practice, the balance
between extras and the
pyramid is a little finer.
By default, non-skill extras,
like props, allies and the
like are not taken into
account when building the
Pyramid.

the benefits are pronounced. Aspects are tied to the
character so they’re harder to lose and when they’re not
available they pay out Fate points. In general, the more
skill ranks invested in an extra, the better an idea it is to
make it an aspect.

Extras are purchased
with skill ranks. Each
part,
a
character
receives six ranks.
These ranks are often
referred to as “skill
ranks” because their
primary use is to
purchase skills. In
addition to skills,
ranks may be spent on
extras.

The sheer variety of
potential extras makes
it difficult to cover
every
single
possibility, but the
majority of extras fall
into
three
main
categories - Intrinsic,
Personal and Shared.
Intrinsic extras are
permanent parts of the
character, like hooves.
Personal extras are
those things within
the
character’s
control,
like
equipment or servants. Shared extras are elements of the
game environment, like resources and contacts.

Extras and Aspects

When completing a chapter a player may wish to
promote an extra to an aspect. To do this erase the extra,
record the item as a new single box aspect. The player
then gains a rank to spend on a skill or extra.
Gulliver begins his ill fated travels.
I accepted an advantageous offer from Captain William
Prichard, master of the Antelope, who was making a voyage
to the South Sea.
As he sets sail on the journey that will see him washed
ashore in Lilliput Lemuel looks like this:
Aspects: English, Family, Mechanically Inclined,
Facility for Languages, Thirst for Travel, Educated,
Mrs Mary Gulliver, Well Travelled, Well Read,
Financial Misfortune. One box on each Aspect.
Extras: Small house in Wapping, Literate, Uncle John,
Uncle John is Wealthy, Father
Goal: Mariner
Skills: Spanish mediocre (1), Weapon S varies (1),
Swim average (1), French mediocre (1), Trade
Carpentry mediocre (2), Trade Tailor average (3)
Morality mediocre (1), Politics poor (1), Weapon P
varies (1), Classical Greek average (2), Play Spinet
mediocre (2), Conversation fair (3), Mechanics poor
(1), Sailing poor (1), Low Dutch average (2),
Navigation fair (4), Latin average (2), Observation fair
(3), Mathematics average (2), Geography average (3),
Physic fair (4), Surgeon fair (5), English fair (1), Lingua
Franca mediocre (1), Portuguese mediocre (1), High
Dutch mediocre (1), music (1), Boating (1), Italian
mediocre (1), History poor (1)
Though Lemuel at this stage hopes to one day settle in
London with his wife, his player, Jonathan Swift, has
other ideas. He is striving towards the World Explorer
advanced aspect.

Players who invest in extras that are central to their
character are encouraged to consider purchasing the
extra as an aspect. There’s no obligation to do so, but
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Intrinsic Extras

Bite

This is the broadest, and hardest to quantify, type of
extra. Often, characters may have certain “always on”
effects. When creating a character with abilities like
this, it is, first and foremost, important to make sure that
the referee and the player have the same understanding
of what the ability is and how it will work. It's also very
important to look at any such ability and decide if an
aspect would better represent it.

You are a non-human with a terrible bite. Houyhnynm
jaws are WR1. Yahoo’s bite at WR0. Preditors are more
likely to be WR1-2 (but never 3) before scaling.

The line between aspects and passive abilities is a fuzzy
one - both strength and low-light vision are always on,
so it may seem odd that one is an aspect and the other is
not. The line is a fine one, and the logical distinction
stems from the thinking behind aspects - the boxes do
not represent how many times the ability can be used,
rather, they represent how many times they will matter
to the story. While Strength is useful when the player
decides it is, something like low-light vision is
important when the referee decides it is, specifically
through the creation of scenarios where is it may come
into play.
As such, passive effects should be considered to add the
capacity to do something normally, i.e. at default skill
level, which would not otherwise be possible. This may
entail the addition of one or more new skills, depending
on the nature of the new ability. If the extra allows a
new way to do a normal activity, then no new skill may
be required. On the other hand, if the extra allows an
entirely new ability, a skill will usually be required to
represent it.
For lesser effects, if the extra allows something entirely
inappropriate for a skill or aspect, the referee can decide
it simply works, and that's that. However, anything this
peculiar should definitely be the subject of serious
referee scrutiny.
Suitable innate abilities include literacy, low-light
vision, and being able to hear the ‘music of the spheres’.
All of these abilities only extend on what a normal
human character could do, they do not add. That said,
any feature that can be taken as an extra can be taken as
an aspect instead. Intrinsic have been broadened to
include ‘equipment-equivalent’ abilities in addition to
innate abilities whose use is determined by conditions
and therefore the referee. Examples of equipment
equivalents include natural weapons and armour,
spider’s silk, and camouflaging colouring.
Abilities where the player decides when to use are
aspects or included within aspects, they are not extras.
Some aspects add wholly ‘new’ abilities never seen in
normal humans; flight is an example of such an ability.
Such additional abilities are never extras. Generally a
player decides when they want to fly and normal
humans do not fly even a little bit. Flight is usually
gained within aspects such as Eagle.
In GTC all special skills are included in the core
pyramid.
118

Bubber’s Liver
A variation on equipment equivalence. This provides +1
‘armour’ against intoxication from drinking. Other
variations could be invented. Neither this nor the
variations should ever allow greater ‘armour’ than +1. If
you want more protection buy appropriate aspects.

Claws
Example of an extra representing an innate feature of a
creature allowing its claws use without expending an
aspect box. The weapon rating of the claws depends
very much on the creature. Yahoo claws have a weapon
rating of 1.

Cold Blooded
Not held by any people of the world this extra is found
in animals such as amphibians, reptiles and insects.
Such creatures need only a tenth as much food as
mammals of the same size granting a +5 to rolls to keep
such creatures fed and +1 to rolls where cold blooded
creatures make up 1/12th or more of a group.

Conjurer
You must be a native of Glubbdubdrib to have inherited
the power of metamorphics in your blood. Full rules for
the use of this extra are given in the chapter on sorcery.

Endurance
A variation on equipment equivalence. This provides +1
‘armour’ against exhaustion from hard work or
extended exercises.

Flight
An extra for animal NPCs or conjurers in the shape of
animals, requires an explanatory aspect such as ‘eagle’.
Many creatures are weak fliers and sorcerors who take a
bird’s form find they lack the instincts for flight. A
single rank allows clumsy gliding with a turning circle
of 20’ multiplied by the scale modifier for length and -3
to flight related rolls and altitude lost is a quarter of
distance covered, with 2 ranks the character has true
flight and can gain altitude turning circle remains 20’
multiplied by the scale modifier for length and -2
applies to flight related rolls, with 3 ranks turning circle
improves to 10’ multiplied by the scale modifier for
length and -1 applies to flight related rolls, with 4 ranks
flight rolls are unmodified and turning circle is reduced
to 5’ multiplied by the scale modifier for length, with 5

ranks the character can hover and move through the air
with the freedom of a hummingbird.

Hair
The thick, often matted hair, of yahoos sometimes
provides AR1 but never more. Houyhnhnm hair never
provides even this level of defence.

Hooves

character to use Astronomy and Astrology skills without
the use of instruments, during the day, and even without
being able to see the sky.

Natural Armour
An extra for animal NPCs or conjurers in the shape of
animals. Each rank in this extra provides another +1AR
before modifying for scale. Typical natural ARs:
Thick hair or fur like a bear AR1

…battering the warriors’ faces into mummy by
terrible yerks from their hinder hoofs…

Leathery or scaly hide like a rhinoceros AR2

You have hooves and can use them without expending
an aspect box. Houyhnhnm hooves have WR 2.

Torso shell like a tortoise or snail AR4

Horns

Thick scales like a crocodile or armadillo AR3
Exoskeleton like a crab AR5

Oriental Fighter

Bulls horns, elephant tusks, elk antlers all of these are
powerful weapons especially when backed by the bulk
of the charging beast. WR2 or WR3 if the animal is
charging.

Europe is entirely ignorant of the martial techniques
known to some Orientals. This extra raises unarmed
strikes and kicks to WR1.

Iron Stomach

Poison

This provides +1 ‘armour’ against food poisoning from
rotten but not deliberately poisoned food. Scavenging
animals often has this extra. Some yahoos have this
extra. Other resistances each to a specific poison could
be designed.

No PC nationality has this ability; it is for use in
animals such as snakes. Different animals are more or
less venomous, creatures with this extra are given a
venom rating (VR) from 1 to 7. Most creatures have
only VR 1-3 but animals like the tiny blue ringed
octopus who’s venom can kill a European in seconds
have VR7. Each level of VR adds +1 damage if the
attack scores MoS 0 or more after WR and AR. Each
level of VR also adds a use per hour. The exact effects
of the poison are ‘cosmetic’.

Leap
An extra for animal NPCs or conjurers in the shape of
animals. The creature can make very long jumps
effortlessly. Crickets and frogs are leapers of note.

Literate
You are so accustomed to letters that it takes no effort to
read or write i.e. you need not expend an aspect box.
You understand the written word in all of the languages
you speak. It is assumed that when taking time to learn
languages you make an effort to become familiar with
the written form of the tongue.

Magician
You must be a native of Glubbdubdrib to have inherited
the power of magic in your blood. Full rules for the use
of this extra are given in the chapter on sorcery.

Example: a Brobdingragian asp has VR2 causing
muscle spasms. Normally the bite of the snake is WR3,
the first two successful bites are at WR3 but do +2
damage if armour and defences are overcome. Then the
snake must wait half an hour to get one use back and a
full hour for both uses.

Sense of Direction
Provides a simple +1 to navigation rolls.

Speaks

Music of the Spheres

This extra is for ordinary horses who have been taught
the language of the Houyhnhnms. In 1730 only two
horses, those owned by Lemuel Gulliver, have this
Extra. This gives the horse zero ranks in that language
(i.e. speaks at poor) and she may never learn any more.

The character must be a Laputan lord (and therefore
male) to take this extra.

Necromancer

When concentrating or when caught in a Laputan
intellectual reverie the character can ‘hear’ in his ‘minds
ear’ the ‘music of the spheres’ created as celestial
bodies move through the heavens. This enables a

You must be a native of Glubbdubdrib to have inherited
the power of necromancy in your blood. Full rules for
the use of this extra are given in the chapter on sorcery.
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Balanced

Personal Extras
Personal and shared extras are mechanically similar one skill rank translates into one aspect in the target.
The main distinction is simple. If something is within
the character's domain (and thus, personal), the aspects
the PC gives that thing are the only aspects it has.
Things outside of the character's domain (shared) may
have any number of aspects; the player is merely
establishing what some of them are.
Most personal extras come in one
equipment or servants. Both of these
their targets but players should note
aspects these cannot benefit from
granted at the end of each chapter.

of two flavours:
grant ‘aspects’ to
that unlike ‘true’
the refresh box

Equipment is easily dealt with. Assign the item one or
more aspects, and it will grant re-rolls and occasional
passive bonuses when the aspect is appropriate. They
never produce negative invocations.
'Servants' is a catchall phrase that includes things like
bodyguards, spaniels, devoted ghosts, or any other NPC
whose first priority is the character. Servants are
constructed as characters who are generated using the
number of parts equal to the number of skill ranks
invested. This grants that number of aspects as well as
appropriate skills (see “Pyramid Shorthand” box p23).
All NPCs also have a nationality aspect at no cost to the
player; this aspect does not have skill ranks associated
with it.
It's important to note that the player cannot directly use
any of the NPC's aspects - those only help the NPC.
However, if the player has also bought the NPC as an
aspect, the NPC's aspects provide a good guideline for
the sort of benefits proved by the invocation of the NPC
itself. An NPC’s aspects (bought by PC extras) can be
negatively invoked but the fate points are spent on the
NPC’s resources in a manner decided by the referee.
NPCs do not benefit from the end of chapter one box
aspect refresh.
The stats of any such NPC must be approved by the
referee, who should question any NPC with more than
half the parts that the character has, and enthusiastically
reject any NPCs with more parts than their patron
character. The referee also has the option of statting up
the NPC. If this happens, the player should get only a
general sense of their capabilities, but the referee may
construct the NPC in full.
All of the items of equipment given as aspects could be
taken as Extras but extras are perhaps better suited to
consumables (since extras lack the permanency of
aspects) or features of permanent items. Also presented
here are servants and minions.
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A well-made weapon carefully balanced can deliver
swift precise strikes. This extra is most often added to
gentleman’s rapiers and smallswords rendering them far
superior to hangers of common infantry. Boxes of this
extra are used in combat to strike or parry.

Bayonet
Added to a musket or carbine this blade is especially
sharp. Invoke boxes to strike in close combat. Not all
bayonets need be extras but this ensures you have one
when you want one and can aid attack rolls.

Bronze
Most cannons are made of iron not steel. Bronze is a
superior metal for cannons but costs more. Bronze
cannon have become rare after around 1718. Bronze
cannons are less likely to burst and do not rust. In the
navy bronze cannons are mistakenly called brass.

Charioteer
A servant whose job it is to drive a chariot like those
used by conservative persons of quality in Balnibarbi. A
charioteer is often an associated with a chariot bought
with an extra or an aspect. European coachmen are
similar.

Double Barrel
Added to any kind of firearm an additional barrel
provides an extra shot before the tedious process of
reloading. In many instances an enemy will not be
expecting the second shot. Invoke when firing the
second shot or to use ‘the drop’ rule.

Fine Steel
This acts as an aspect belonging to a sword or other
blade. Fine steel weapons are more durable, lighter and
hold an edge longer than those of lesser quality.
A Voyage to Lilliput
Lemuel Gulliver Part 10
Aspect: Explorer
Skills: Lilliputian (1), politics (+1), strategy (1),
intrigue (1), history (1)
Extras: Add Enemy Skyresh Bolgolam. Change small
house in Wapping to house in Redriff. Note uncle
John dies so the two aspects spent on him are
changed to an estate in Epping and The Black Bull in
Fetter Lane.
Traveller’s Madness: Lemuel also gains a single
Madness of Lilliput but this is soon depleted.

Flapper

Groom

This servant will break a Laputan intellectual's trances is
a must if you are to be accepted by the intellectuals of
Laputa.

As well as looking after horses grooms are fit young
men who often distract highborn ladies.

Hog’s Head of Wine
A small barrel of wine holding about 12 pints.

Hog’s Head of Flunec
A small barrel of Lilliputian wine holding about 1 pint.
Flunec tastes much the small wine of Burgundy but
more delicious.

Interpreter
These are common in trading ports worldwide but this
particular interpreter is in your employ as a trusted
servant. The Japanese for example employ many who
speak Low Dutch and Luggnaggese.

Iron ramrod
An iron ramrod for a firearm instead of the usual
wooden one. This is an extra that can be added to a
firearm. Crossing of a box of this reduces the time taken
to reload the firearm by one turn.

Laputan Lenses
This Aspect is added to telescopes to enable them to see
further and clearer than those of other nations. It
includes both fine lenses and an improved Laputan
configuration. Simply installing Laputan lenses into an
existing telescopes can only improve by a single box in
this aspect.

Follower
Note exactly a servant this person is obedient through
admiration or because you are stronger, more
influential, or richer than they are.

Footman
A common sort of domestic servant. With a footman to
handle your chests you could have so much luggage that
they surely have just the right outfit for any situation (a
footman loads and unloads these cases). A footman
might also help fend off robbers or run messages across
town.

Governess
Child characters are often attended by a governess.

Lilliputian Cavalry Horse
A massive and powerful beast 4 to 5 inches at the
shoulder.

Lilliputian Ointment
A soothing antiseptic ointment concocted by Lilliputian
apothecaries. If applied and an aspect spent this healing
salve can remove a single clipped or hurt box that is due
to cuts, punctures or scratches.

Minions
Minions are a special kind of NPC servant that are best
suited to villains, but may be occasionally useful.
Minions are useful for representing large numbers of
relatively unskilled servitors and cannon fodder.
The total number of minions is equal to the number of
ranks spent on the minions, multiplied by the rating in
the controlling aspect. This number represents how
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many minions (who have
one rank in one skill only)
are available in a given
scene.
Minions are assumed to
have a single box in their
Nationality aspect but this
can only be used for
negative invocations with
the minion spending the fate
point as the referee decides.
The rules for minions
provide a cheep way of
paying for ships crews,
militia, and large household
staff. There are several
flocks of Lilliputian sheep
(1 ½ inches high) in
England; if anyone thinks it
worthwhile this rule could
represent these.

Multibarrel

Original
Minions
The FATE rules for
minions have been
altered here the
original text is given
below for those
wishing to use the
original rule:
Minion ranks may
only be purchased in
conjunction
with
aspects
like
“Overlord”.
The
total number of
Minions is equal to
the number of ranks
spent
on
the
minions, multiplied
by the rating in the
controlling aspect.
This
number
represents
how
many minions (who
are usually Average
fighters, Mediocre
everything else) are
available in a given
scene.

An unsophisticated attempt
to overcome the long reload
times of firearms, simply
multiple guns on a single
grip or gun carriage. Each
barrel has its own trigger,
though a user can pull multiple triggers (this allows a
positive invocation to damage that this weapon cannot
achieve otherwise one extra barrel per die changed to a
‘+’ or all barrels for a re-roll). A gun can have up to ten
barrels each granting another shot before reloading but
also making the gun much heavier. For personal
longarms and pistols a practical maximum is three
barrels. If more are desire reduce WR by 1 for each
extra barrel, smaller bores must be used to reduce
weight. Alternatively the weapon becomes so heavy it
cannot be used without a tripod, stand or other support
and the weapon becomes a Rnk-4 weapon if it is not
already. Each barrel must be reloaded and, when
necessary, cleared separately.

Navigator’s Instruments
A leather case holding a serviceable set of instruments
for navigation. A good familiar set of instruments can
aid navigation rolls.

Obedient
Added to a servant NPC this extra can be invoked to
ensure their obedience.

Page
A young boy without much education or a trade who
acts as an attending servant. You could use a page to
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fetch your coat, from home, carry a message to the
servant’s wing of a mansion, and hold your spaniel
while you demonstrate a telescope to a lady.

Parlour Maid
A parlour maid is the household servant of a wealthy
character. As servants, parlour maids wear plain
clothing. In England they don a linen cap, plain dress,
apron and fichu.

Purse
You have a full purse of coins to spend.

Purse of Sprugs
The largest most valuable currency in Lilliput is the
Sprug. This purse contains large gold coins in Lilliput,
in Blefuscu the coins are grudgingly accepted, in
Europe they are tiny spangles of gold, in Brobdingrag
the natives cannot even see an individual coin.

Rich Relative
When I left Mr. Bates, I went down to my father:
where, by the assistance of him and my uncle John,
and some other relations, I got forty pounds, and a
promise of thirty pounds a year to maintain me at
Leyden:

Lemuel uses his rich relative to receive an endowment
for expenses while pursuing an education. Other uses
include have the relative invest in an expedition, gain an
introduction to a wealthy suitor.

Sharp
Added to a bladed weapon.

Servant
This a catchall term for domestics not covered by other
more specific extras or aspects. Some characters of
middling means may only have one general servant.
You could, for example, have him bring your meals to
your cabin to aid a roll against a contagion.

Slide Rule
A variety of slide rules were in use at this time. In an
emergency large hardwood slide rules could be used as
batons (WR1) but would require repair before they
could be used for mathematics.

Volley Gun
This extra is added to a multibarrel weapon (p122). Its
boxes can be used for positive invocations as per that
gun. However the gun has only one trigger. It always
fires all of its loaded barrels at once at great cost to
accuracy. Positive invocation of ‘multibarrel’ or this

extra for attack rolls only ever produces re-rolls, and
never changes a die to a +. Each time the gun is used all
barrels are emptied and require separate reloading time.

Surgical Kit
A leather bag containing sutures, bone saws, cauterising
irons, jars of leaches and other instruments needed by a
surgeon. Having tools you are familiar with could, for
example, aid rolls at surgery or indicate to a potential
employer that you have experience.
A Voyage to Brobdingrag
Part 11
Aspect: Explorer
Skills: Brobdingragian, Weapon S, Geography,
Debate, all gain one rank. Morality gains two.
Extras: no changes his daughter being covered by the
Family aspect.
Traveller’s Madness: Lemuel gains 2 points of
Madness of Brobdingrag out of a possible 4. He has
spent these by the time of his next voyage.

Shared Extras
Player-controlled shared extras usually come in two
forms: contacts and resources.
Shared NPCs are defined a little differently than
personal NPCs. Each skill rank spent translates into one
aspect of the NPC in question. The first such aspect
usually establishes the connection between the PC and
the NPC. Subsequent ranks may be spent to strengthen
that connection - busy and important NPCs may be
favourably inclined towards the characters, but it may
require extra ranks to be able to regularly make it onto
their calendar - or to define some element about the
NPC. The latter is potentially very powerful - it allows a
player to decide during character creation that an
archbishop is corrupt or establish some other element of
that NPC's story. The referee is free to limit the extent to
which players may do this, but it's always wise to give
these ideas due consideration.

an aspect to represent a particular data point, like a
connection to the character, a safehouse, or some
manner of debt. Referees may even offer up a stable of
existing NPCs as “investment opportunities.”
Many of the aspects listed as associations could be used
as shared extras. Especially appropriate are import
NPCs such as Great Lords, Admirals or Hurgos.

Detractor
Add this to an NPC to create a minor enemy scornful of
your abilities and skills but not actually violent against
your person or property.

Handling Powerful Extras
It’s possible to allow for items and abilities that are
more powerful, but these should generally require the
expenditure of more ranks and investment in an
explaniatory aspect, for example a tortoise’s shell
requires the aspect ‘tortoise’ and 4 ranks in the natural
armour extra. The referee should be most careful when
dealing with powers that trump existing skills. An item
that allows its user to fly can now out perform someone
who has invested any number of ranks into things like
climbing or jumping. Other abilities to watch out for
include invisibility, telepathy, or the ability to render a
foe completely helpless casually, such as sleep or
paralysis. This is not to say the referee should disallow
these capabilities altogether. Instead, the referee is
encouraged to find ways to make the power exciting, yet
playable. If this is not possible then declare the extra is
in fact an aspect.

One interesting way to spend these skill ranks is on
enemies. If the PC has a particular enemy, it is entirely
reasonable to spend a skill rank to give him a weakness,
in the form of a negative aspect.
The relationship between a PC and NPC can be
established simply by describing that NPC. But unless
the PC purchases the NPC as an aspect, that relationship
is potentially changeable. This is why the first rank
should usually be spent on a connection.
Resources are somewhat simpler; the player simply
selects an existing organization or location and gives it
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Skills
Those with maritime experience or expertise useful on long voyages are
encouraged to apply
Skill ratings are calculated from the number of points
spent on a skill. Each skill has a Rating entry (for
example rating: Rnk-1). To determine the skill rating
perform the subtraction and compare to the ladder. For
example carpenter, rating: Rnk-2, if a character has
three points in the skill then 3-2=1, on the ladder +1 is
fair. There is a logic behind the ratings, they are
designated based on how well an unskilled character
would perform a typical task. Skills that can be
performed unskilled even routinely by most animals are
at Rnk-1. Rnk-1 skills include run, jump, begging &c.
Only social skills without finesse, such as intimidation,
are at Rnk-1. Skills for which the unskilled could make
a passable but rough attempt are rated Rnk-2. Rnk-2
skills are beyond most brute beasts. Examples of skills
in this group include gardener and barber. Many social
skills including conversation and persuasion are rated
Rnk-2. Skills where an unskilled person can expect only
very limited or ramshackle success probably through
trial and error are rated Rnk-3. Most skills in this group
are trades and professions that require specialised
training to master. Examples of Rnk-3 skills include
carpentry, navigation, and engineering. Finally skills
rated Rnk-4 are those where an untrained person
wouldn’t even know where to start. These skills are
most often scholarly skills such as apothecary,
chymistry, and advanced mathematics (which includes
the new calculus).

Skill List
Acrobatics
Rnk-1
This skill includes tumbling and somersaulting as well
as trapeze and tightrope. Apes and yahoos usually have
high levels of this skill.

Advanced Mathematics
Rnk-4 May not exceed the number of ranks in
Mathematics.
The more advanced formulae and techniques of
mathematics including the new calculus.

Agriculture
Rnk-2
You are able to gain more produce per season from an
estate. This skill covers crops and livestock.

Alchemy
Rnk-4
Alchemy is the tradition that endeavours to rediscover
the quintessence known to Solomon. Many learned
people now consider alchemy to be a collection of
misinformation and cult-like rituals.

Skills are restricted to great or lower, very rare
characters exceed this limit but only ever for one skill as
described in the rules for advancement.

Nationality and skills
Some skills such as geography, law, or
etiquette vary greatly over the world. Faced
with an application of a skill in a foreign
situation the player may decide that the
character can puzzle out the problem or that
she must make the roll at the unskilled level.
If the unskilled level is used, this counts as a
negative invocation of her nationality aspect
which earn a Fate point. Of course the
referee can always insist that the skill roll be
made at the unskilled level as an negative
nationality aspect invocation.
One native language is spoken at Rnk-0,
therefore it costs no ranks to have an
average understanding of your mother
tongue.

124

Alertness

Argue
There is no arguing skill
despite there being
rules for social conflict.
In formal situations use
debate
or
perhaps
oratory. To appeal to
logic, use reason. In
informal situations use
conversation if you are
remaining
polite,
morality if you are
appealing to a sense of
justice, intimidation to
overbear or be pushy
&c.

Rnk-1
This skill is used to react to sudden dangers;
its most common use is in determining
initiative for combat. It is also used to spot
things of interest while not actively
searching, notice odd smells, hear faint
noises without stopping to listen &c. In
social situations alertness spots the small
expressions and postures that cue mood or
deception without you trying.

Apothecary
Rnk-4

from herbs, minerals, gums, oils, shells,
salts, juices, sea-weed, excrements, barks of trees,
serpents, toads, frogs, spiders, dead men’s flesh

and bones, birds, beasts, and fishes, to form a
composition, for smell and taste, the most
abominable, nauseous, and detestable, they can
possibly contrive, which the stomach immediately
rejects with loathing, and this they call a vomit; or
else, from the same store-house, with some other
poisonous additions, they command us to take in at
the orifice above or below (just as the physician then
happens to be disposed) a medicine equally
annoying and disgustful to the bowels; which,
relaxing the belly, drives down all before it; and this
they call a purge, or a clyster.

The nature of infection and the causes of diseases are
poorly understood but that does not prevent
apothecaries from concocting all manner of treatments.
Apothecaries are also knowledgeable in the concocting
of poisons. The apothecary performs duties similar to a
21st century general practitioners except that an
apothecary cannot legally charge for services. They can
charge for medicines and so seek to proscribe some
medicine for every case they treat.
The ability of an apothecary to heal is limited and for
more serious cases a physician will be called in. In
game terms the physician can aid the healing of wound
or diseases of Injured or less. Taken out characters
require a physician or surgeon to speed their recovery.
Note also that all healing skills in GTC are used with a
risk; any MoF is compared to the wounds chart and
applied as damage to the patient.

Appraise
Rnk-2

Atmospheric Engines
Rnk-3
You have been taught the dangerous business of
maintaining steam powered ‘atmospheric engines’ used
to pump water out of mines. These engines are
stationary, huge, hot, and often explode. They are suited
only to low power tasks. Only the utterly mad would
consider placing one on a ship. This skill covers design,
maintenance and operation. Few engineers survive long
enough to gain many ranks in this skill.

Athletics
Rnk-1
This skill covers running and jumping. Covers leaps for
height or length and running for speed or distance.

Begging
Rnk-1
As well as begging for food or money this skill can be
used for any request providing you don’t mind debasing
yourself a little. You can also beg for mercy or just
generally grovel with this skill. Where the stakes are
sufficiently high and circumstances are appropriate,
begging can provide forms of attack (e.g. obtaining
money from a miser by appealing to compassion) or
defence (e.g. begging for mercy).
Attempts at begging are often helped by fawning using
the flattering skill.

Appraising is the skill of assigning monetary values.

Art
Rnk-2
Arts is actually a group of separate skills each
representing a broad art form such as painting,
literature, music, dance sculpture &c. this is an
appreciation of art, the ability to talk about an art
knowledgably and a background of an arts history. To
produce a work of art you use a trade skill.

Astrology
Rnk-4
This discipline is not to be confused with Astronomy.

Astronomy
Rnk-4

Barber
Rnk-2
Barbers of this time also perform minor healing
services. Their knowledge is limited to wounds and
ailments of Hurt or less which they can remove during a
scene. Taken out characters require a physician or
surgeon to speed their recovery. Note also that all
healing skills in GTC are used with a risk; any MoF is
compared to the wounds chart and applied as damage to
the patient.
A Voyage to Laputa &c
Lemuel Gulliver Part 12
Aspect: Explorer
Skills: Navigation, Balnibarbese, Mechanics, and
Oratory one rank each. History gains two ranks.
Goal: Merchant Captain

Perhaps the most ancient of sciences, astronomy can be
used to garner acceptance among the intellectuals of
Laputa. Few Europeans will gain high regard through
their astronomical knowledge since Laputans far excel
Europe in this science.
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Boating

Dance

Rnk-2

Rnk-2

Similar to sailing but restricted to use in vessels with no
more than two masts, crew of twelve or less and no
more than two scales larger than the character. Also
used for small vessels propelled by oars or paddles
including canoes.

You are skilled at the dances of your homeland. When
performing foreign dances a negative invocation of your
nationality aspect could occur. Dances that are
strenuous, like ballet, also call for athletics skill; those
that incorporate flips, somersaults and the like also use
acrobatics.

Brawling

Debate

See Weapon skills ‘B’.
Rnk-2

Charioteering
Rnk-2
Driving chariots, this skill is uncommon in Europe but
used in Balnibarbi.

Chymistry

Debate is the skill at argument in formal settings with
specific rules of conduct, such as debating clubs, courts
of law, or job interviews. This skill is often used in
these situations for social conflict. Within these formal
settings with defined rules of conduct debate can be
used to augments attacks and to defend. In less formal
situations it is on no use at all.

Rnk -4

Deception

Chymistry is the skill of mixing concoctions without all
the occult trappings of alchemy. That said many
chymists are also alchemists. Chymists are also
knowledgeable in the concocting of poisons.

Climbing

Rnk-1
Used to lie or conceal information. Can be used to twist
the outcome of an interview or a risky way to
circumvent torture. Deception is most often used in
social conflict as a defence though a sufficiently
creative liar might be able to use this skill for an attack.

Rnk-1, or Rnk-4 for Hounyhmms and other quadrupeds.

Disguise

Climbing with or without special equipment.

Conversation
Rnk-2
Use this skill to maintain entertaining conversation and
to use a conversation as an opportunity to extract
information. If you are trying to get the target to
inadvertently tell you something its conversation, if you
are openly seeking the information use persuasion, if
you are trying to force them its intimidation.
Conversation only ever produces information; you
cannot use it to get someone to act, for that use
persuasion. Use of the conversation skill maintains a
polite façade but takes longer than other methods. If you
become too pushy or insistent that’s intimidation.
Politely resist another’s use of conversation by steering
talk back onto safe topics (your own conversation skill)
or lies (deception skill).

Rnk-2
Through mannerisms, posture, dress, and cosmetics you
are skilled at hiding your true identity.

Drill
Rnk-2
Drill is skill in the formations and drills commonly used
in armies. This skill is most often used in mass combat
but could also be used to impress during a victory
parade.

Encryption
Rnk-4
You have the ability to encrypt messages into seemingly
mundane writings such as love letters and accounts.

Conversation can also be used to entertain a small
group.

Cooking
Rnk-2
The skill of a ship’s cook is important for maintaining
crew morale and health.
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Etiquette
Rnk-3
Includes the etiquette of duels, noble courts, &c.

Engineering

Herbalism

Rnk-3

Rnk-4

In the 18th century most building, engineering and
fortifications were constructed using tried and true
designs or experience gained from trial and error. A
separate skill, mechanics, covers the application of the
new physics and mathematics to problems of
engineering. An engineer can organise a workforce and
do rough carpentry (difficulty one level higher than for
a carpenter) in order to build his designs, i.e. a good
engineer is a fair carpenter.

Herbalists use plant materials to heal. Very advanced
among the houyhnhnm. Herbalists can also brew
poisons from plant material. Taken out characters
require a physician or surgeon to speed their recovery.
Note also that all healing skills in GTC are used with a
risk; any MoF is compared to the wounds chart and
applied as damage to the patient. This skill can also be
used to cultivate herbs in small amounts. Large scale
production requires either agriculture or horticulture.

Fishing

History

Rnk-2

Rnk-3

You can catch fish with line, net, or spear. Includes
knowledge of the habits of fishes and where they are
likely to congregate. Typically, fishing requires only
one or two rolls to provide meals equal to the MoS.

Professors of history could be lured abroad by the
promise of lost records in far off lands or the chance to
converse with ghosts on Glubdubdrib. Most gentry of
good education know some history. Even common
soldiers and sailors might know a little of historical
battles and explorations.

Animals and people can also use survival skill to catch
fish but this is treated as hunting and often requires
multiple rolls (see Hunting box).

Flattery
Rnk-2
Flattery whether sincere or otherwise can be
used in social conflict as both a offence and
defence. Either way flattery alone cannot
achieve a goal any more specific than the
target having a better opinion of themselves
and the flatterer. Typically, flatterers use this
skill at the start of a social conflict before
switching to persuasion. This is exactly how
Captain William Robinson convinced
Lemuel Gulliver to embark on the Hope-well.

Rnk-3

Hunting
There is no hunting skill,
take survival to find or
track the animal and an
appropriate weapon skill
to engage the animal in
combat and kill it.
Animals and Yahoos use
brawling (B) as their
weapon skill.

Gaming
Rnk-2
Gaming is a diversion of common to most nobles of
Europe. This supply of rich persons at card tables
inevitably attracts sharpers. This skill covers the rules of
diverse games of chance and at higher levels knowledge
of (or instinct for) the odds, a memory for cards, the
dexterity to cheat and the perception to spot a cheater.
Cards and similar games of chance should be handled
using the rules for conflict.

Geography
Rnk-3
You are knowledgeable about the world and its people.
While geography can be book-learned average or better
levels can only be obtained through travel. Often
common sailors know more geography with greater
accuracy than the natural philosophers of London.

Horology
Rnk-4
The skill of producing clocks and watches.
Clockwork has become advanced and
horologists may be sought for the
production of other fine mechanisms
including barometers, sundials, and
navigational instruments.

Horticulture

Rnk-2
Here horticulture is used for tasks of gardening rather
than farming. Gardens great and small are an important
part of rural England and even the cities have small rose
gardens and larger public gardens.

Intimidation
Rnk-1
Intimidation is the use of force to gain obedience from
others. Used whenever you are being threatening or
even just pushy. Often used to attack in social conflicts.
A ‘pushy’ character ‘wont take no for an answer’ or acts
without consideration for others. Pushy social attacks
are capped at Fair rolls higher than fair are treated as
Fair. You might get away with being pushy in a polite
situation especially if you are a social superior.
If you want to avoid this cap you must resort to credible
threats. This is definitely impolite, even criminal,
action.
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Note that for a less than subtle alternative some weapon
skills can be used to intimidate if the appropriate
weapon is in hand, see weapon skills for details.

Intrigue
Rnk-3

European languages including the scholarly tongues of
classical Greek and Latin.
Each language is a separate skill. Languages tend to be
named with –an or –ese suffixes to differentiate them
from the lands and people but there are exceptions.
List of Example Languages:

Intrigue is use to plot and scheme in order to influence
Arabic, Blefuscan, Brobbdingragian, Balnibarbarbese,
groups of people. Another name for this skill could be
Dutch (low), Dutch (High)*, English, French, Gaelic,
‘applied politics’. It can be used to start or quash
Glubdrubdribese, Greek (Classical), Greek (Modern),
rumours, gather a mutiny, or raise or lower standing in a
Italian, Japanese, Latin, Lingua Franca, Lilliputan,
royal court. Usually intrigue is used in mass social
Luggnaggese, Scot Gaelic, Spanish, Tonquinese,
conflict i.e. intrigue. It is of no use in smaller social
*High Dutch would later come to be called German.
conflicts such as trying to convince one
other character.
Law
Interrogate
Intrigue can be thought of as a
social/political version of strategy.
Rnk-4
There
is
no
skill
Typically, intrigue rolls are interspersed
‘interrogate’.
To
trick
Knowledge of the law of one nation. Laws
with rolls against other skills that
someone into admitting
generally have little to do with equity or even
simulate
plots
and
counterplots
something
use
justice and usually amount to national and
conversation, or in formal
unfolding.
local customs and precedents encrypted in the
settings debate. To frighten
jargon of lawyers. One is bound to fail in a
someone into telling a
Insult
case without a lawyer and lawyers therefore
secret, use intimidation.
charge dearly for their services.
Rnk-1
You have a repertoire of curses and injurious terms and
can deliver them with force or precision. This can be
used to reduce the status or confidence of an opponent
in social conflict but be aware that aggressive or
prideful targets may break off social conflict to begin a
duel or simply fly into a berserk rage. Therefore it is
usual to begin by applying the intimidation skill before
proceeding to insults.
A more subtle use of insult is to treat someone with
contempt. Many social superiors will regard such
treatment as more insulting than the worst swearing
sailor’s insults.
The most primitive form of insult is perhaps the
throwing of faeces by yahoos.

Languages
Rnk-2
To read a language Rnk-4 if an Aspect allows semiliteracy in the language or Rnk-2 if literate. Composing
a written work uses language skill but cannot be
attempted unless the character is literate.
Even untaught cadence, gestures, repetition, and facial
expressions can facilitate communication. One native
language is rated at Rnk-0.
Languages play an important role in Gulliver’s Travels.
That each new land has its own language that Lemuel
often has to learn before he can converse with the
inhabitants. Lemuel is noted as having a facility for
language and an education that included several

128

Many injustices can be done under the cover of the law
by those skilled in its practice. Lawyers have their own
‘cant and jargon’ unintelligible to those without this
skill. Typically the law has a collection of precedents
and codicils that make simple fair judgement of no use
in deciding what is legal or defending oneself in court.
Law is often used in a court but one should be prepared
to use other social skills in that setting such as debate,
oratory, deception, and intimidation. If the legal
proceedings are long (they usually are) intrigue is also
of use.

Law, Brobdingrag
Rnk-2
The laws of Brobdingrag are without the obfustication
of legal language and are based on a common notion of
fair judgement. Therefore the laws of this land are easy
to understand and knowledge of the laws of other
nations of no use in understanding this legal code.

Logistics
Rnk-3
Used for organising any endeavour that involves many
people often for many months. Provisioning a ship or
and army are common uses.

Mathematics

naval architects have one or two ranks in this skill
gained through familiarity with ships.

Rnk-2

Navigation
This skill covers arithmetic, basic geometry, a little
algebra and at high levels bookkeeping and
Rnk -3
accountancy, a must for any ship’s purser. Knowledge
of shapes and geometry will help you garner acceptance
Determining your position on the earth and plotting
in Laputa and the speech of the people of
courses to distant destinations. Navigators
that island is rich with mathematical terms.
also develop a keen sense of direction.
Meteorology
Mechanics
Rnk-3

An eye for the weather is
included
in
Sailing,
Survival
and
Agriculture.

This skill is the application of mathematics
to problems of force and matter including
engineering. The character is knowledgeable about why
pulleys and levers enable lifting of loads. This skill can
be used for engineering design tasks. You can work as
an architect, naval architect, or civil engineer. Actually
building your designs requires appropriate trade skills
such as joiner, carpentry &c (see

Trade p132) and should multiple workers be needed
engineering is required to organise them and
mathematics to handle the accounts.

Morality
Rnk-2
This skill includes knowledge of the scriptures of your
faith and moral philosophy in general. Can be used in
attempts to persuade others to perform acts of Quality or
turn aside from Corruption. Moral arguments are
sometimes countered by other moral arguments but
more often by resist.

Music
Rnk-2
The inhabitants of Laputa frequently use musical terms
in conversation. A person who speaks the Balnibarbese
will find music useful in understanding conversations
on Laputa.

Natural History
Rnk-2

Rnk-3
You can design and draft plans for the production of
ships. While a carpenter can build a boat without this
skill larger craft require careful planning. That said
many ship’s carpenters though not formally trained as

Rnk-2

Use to deliberately watch carefully, search,
pause to listen intently or otherwise
concentrate on sensory information. Use this skill to
notice small clues or to search an area. In social
situation observation is used to assess the motives and
reactions of others through words, postures, expressions
&c.

Oratory
Rnk-2
Oratory is the specific ability to deliver a rousing
speech. It requires that you can be clearly heard and
comfortably able to project your voice. You couldn’t
use oratory while being pummelled by thugs or tossed
by a storm. In social conflict oratory is equally useful
for attack and defence.

Persuasion
Rnk-2
Persuasion is used to get someone to do something they
don’t want to do by convincing them they want to do it.
This skill covers a specific range of social actions. Just
because you can describe your character’s action in a
sentence using the word ‘persuade’ does not necessarily
mean use should use this skill. Persuasion, unlike
flattery is direct you can ask for a very specific thing.
Unlike conversation persuasion is open, the target
knows what it is you want. Also because of this
openness some social superiors might take offence or
your action might be impolite. Is ‘Persuading’ someone
to do something or suffer the consequences is covered
by intimidation.

Is especially useful for conjurers who seek to assume
the shapes of various beasts.

Naval Architect

Observation

Physic
Rnk-3
One great excellency in this tribe, is their skill at
prognostics, wherein they seldom fail; their
predictions in real diseases, when they rise to any
degree of malignity, generally portending death,
which is always in their power, when recovery is
not: and therefore, upon any unexpected signs of
amendment, after they have pronounced their
sentence, rather than be accused as false prophets,
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they know how to approve their sagacity to the
world, by a seasonable dose.

This represents the medical skills of physicians
regarding diagnosis, ailments, and disturbances of
bodily humours. Physic is the study of the body, not to
be confused with physics the study of bodies. Taken out
characters require a physician or surgeon to speed their
recovery. Note also that all healing skills in GTC are
used with a risk; any MoF is compared to the wounds
chart and applied as damage to the patient.

improve all human endeavours often through unlikely
methods, such as mixing paint by the blind (example
projects are given in a text box below). Projectors never
complete inventions. Use this skill to obtain funding
from patrons or visitors to the Academy. This skill can
also impress others when lecturing on your experiments
and allay the doubts when experiments inevitably run
over time at great cost. It is not useful for producing
useful inventions during play or a substitute for practical
skills such as carpentry.

Physics

To raise this skill to extraordinary the Universal Artist
advanced aspect is needed.

Rnk-4
Physics is the study of forces including gravity and
magnetism. It is used with navigation to pilot the flying
island of Laputa.

Poisoning
Rnk-2

Pickpockets

The specialised knowledge of poisoning without much
associated knowledge of chymistry or medicines. A
chymist or apothecary could also concoct a poison but
this skill is easier to learn due to its limited range of
knowledge.

You are skilled at delicately manipulating purses away
from their owners without them noticing. This skill can
also be used for other feats of prestidigitation.

Reason

Rnk-2

Rnk-2

Play (Instrument)

You have the ability to win an argument through logic
or solve an intellectual problem through reason.

Each instrument is a separate skill. See also Musician
aspect. Some instruments of the period are the fiddle,
flute, harp, harpsichord, guitar, spinet, and trumpet. In
addition the scholars of Laputa have a great many
instruments unknown in Europe.

Resist

Rnk-3

Poetry
Rnk-2
You can paint a picture with words. When addressing
audiences from other cultures a negative invocation of
your nationality usually applies.

Rnk-1
Resist is a social skill use to resist intimidation and
torture. Resistance is not subtle you are blatantly saying
‘no’, refusing to act, &c. In some circumstances using
resist will be impolite or inappropreate. For example a
servant cannot simply say ‘no’ to a noble instead
persuasion and etiquette might be used to convince the
noble without appearing to order her around or show
contempt. Alternatively, perhaps the lady will listen to
reason if you flatter her first.

Riding

Politics
Rnk-3

Rnk-2

Politics is knowledge of the theories of governance and
statesmanship. This skill is sometimes useful when
debating with your political opposition. In practice
applied politics is usually performed using the Intrigue
skill.

Each type of animal that
can be ridden requires its
own skill.

Projection
Rnk-4 (to obtain this skill the character must have the
Projector Aspect).
Application of the intellectual methods designed in
Laputa to study sublime mathematics and celestial
bodies to practical matters. The results are projects to
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Seduction

Sailing

There is no seduction
skill, use persuasion
augmented
by
appropriate aspects.

Rnk-3
You are able to function as a sailor on a ship. Includes
skill in handling vessels also covered by the boating
skill.

Sorcery Skills
Projection
Projection (p132) is the act of working on projects
designed to improve trades and knowledge. Casting
aside all traditions, customs and practices, projectors are
academics that create new solutions solely by use of
their intellects and experiments. Practical skills, or in fact
any other skill than projecting and any other Aspect
other than Projector, may not be used.
Unfortunately, none of these projects has yet been
completed. In game terms a project will never be
finished let alone perfected. Projection will not produce
fabulous inventions, only non-functional experimental
designs or rubbish. Fantastic devices and inventions are
not part of Gulliver’s Travels.
The projectors assure the other natives of Balnibarbi that
the great cost of the projects and the hardship currently
endured are well worth the future abundance and
advantages the completed projects will eventually
produce. The concrete results of projection are limited
to funds for experiments obtained from patrons and
the curious.
That said you will still need projects to work on to
attract patronage and the acceptance of your peers. A list
of projects that appear in Gulliver’s Travels follows and
you could also concoct your own unlikely schemes.

Pumping water uphill to run a mill

Extracting
and
storing
sunlight
from
cucumbers

Reduce human excrement to its original food

Calcine ice into gunpowder

Construct a house from the roof down
completing the foundations last

Mixing paint by feel and taste

Ploughing a field with hogs

Employing spiders to produce fibres and weave
them into cloth.

A wind dial that uses a great orrie of the
planets to determine the direction of the wind.

‘Pneumatic medicine’, treatment of ills by the
application of bellows to bodily orifices.

Soften marble

Condensing air into a dry solid

Softening marble

Petrifying the hooves of horses

Producing a breed of naked sheep

Farming chaff

A language consisting of only nouns

The Universal Language of gestures and
pointing at objects carried in a great pack

Learning Tinctures that impart knowledge by
being digested.

Numerous unrealistic political schemes such as
choosing appointees to positions based on their
competence and qualifications.

All are Rnk-4

Magic
To learn magic a character must have the
Glubbdubdribian aspect and the magician extra. Magic
creates temporary but otherwise solid and ‘real’ people,
animals, plants, and objects as imagined by the
magician. The ultimate limitation of magic is the
knowledge of the magician. He can create only things
he knows and his creations can never know more than
he does.

Metamorphics
Rnk-4
To learn metamorphics a character must have the
Glubbdubdribian aspect and the conjurer extra. Based
on the use of the word during Lemuel’s account of his
last journey. A sorcerer skilled in metamorphics is able
to transform himself into any animal.

Necromancy
Rnk-4
To learn necromancy a character must have the
Glubbdubdribian aspect and the necromancer extra.
Necromancy is summoning up the dead.

Stealth
Rnk-1
Covers three related activities hiding, creeping quietly,
and ‘fading into the background’. This latter is used in
for people to not notice your arrival, departure or
continued presence at a conversation or other lively
social exchange. Stealth is often held by servants, spies,
hunters, and thieves.

Stewardship
Rnk-2
Ensuring the comfort of officers and passengers. You
know how to set and wait tables, use proper forms of
address, select and lay out clothes, remain unobtrusive
around superiors &c. Land-bound domestics also use
this skill.

Strategy
Rnk-2
You have studied the deployment of armies and navies
and applied that knowledge in the field. Strategy is like
tactics except strategy is used when armies navies clash
and hundreds of lives are at stake.
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Strength Feats
Rnk-1
You have practiced performing feats of strength.

many separate skills that must be learned independently.
Trade skills include sempstress, silversmith, carpenter,
joiner, tailor, upholsterer, and printer. Artists such as
painters and sculptors also use variations of this skill to
produce works.

Strut
Rnk-1

Rnk-1

You know how to strike a pose, strut with confidence,
make and enterance, and wear striking clothes with
panache. This non-verbal skill can be used to make a
good first impression, to look the part before delivering
rousing oratory, or as a prelude to seduction.

Surgeon
Rnk-4
The application of anatomy through diverse bleeding,
cutting, stitching, amputation, bone setting, cauterising,
and puncturing to the treatment of ailments and injuries.
Surgeon is a necessary skill for a ship’s doctor. Taken
out characters require a physician or surgeon to speed
their recovery. Note also that all healing skills in GTC
are used with a risk; any MoF is compared to the
wounds chart and applied as damage to the patient.

Survival
Rnk-1
It is true, I sometimes made a shift to catch a rabbit,
or bird, by springs made of Yahoo’s hairs; and I
often gathered wholesome herbs, which I boiled, and
ate as salads with my bread;…

This skill includes knowledge of tracking, hunting,
gathering kindle or seabirds’ eggs, and striking fire in
adverse conditions. You know how to find or ration
water. Even at sea you know that raw fish can provide
moisture without salt. You also have a weather-eye for
avoiding storms and precipitation of all kinds.

Swim
Rnk-1
You can swim. A surprising number of sailors did not
have this skill.

Tactics
Rnk-1
Provides advantages in skirmishes. Used to break ties of
initiative in combat.

Trade
Rnk-3
You have probably undertaken an apprenticeship and
earned a trade. This is really a catch-all covering a great
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Tutoring
The skill used for the training of others especially the
young. In game terms tutoring does not grant extra skill
points to students beyond those earned in advancement.
However, it does provide an in-game justification for
one character to choose a skill held by the tutor. See
Advancement (p40).
A Voyage to the
Houyhnhnms
Part 13
Aspect:
Admires
Houyhnhnms
Skills: Houyhnhnmese,
morality
and
mechanics, all gain one
ranks. Reason gains
three ranks.
Goal: Hermit
He has also gained six
boxes of Madness of
Houyhnhnm Land.

Torture
Rnk-2
Before torture can be used
the victim must be
helpless, if they are not
then
you’re
using
intimidation.

Weapon Skills

There are several weapon
skills each covering a
category of weapons. Ranks spent on a weapon skill
indicate knowledge of use of a variety of similar
weapons. Every weapon skill has a single letter code
used to identify weapons falling under that category.
Weapon skills do not have a set Rnk-X. The adjustment
for weapon skills varies greatly between weapons.
Example weapons: Scimitar-1, Pocket Pistol -2, Pistol 2, Musket -2, Grenade -3, Cannon -3, swivel gun -2.
For the character to own an actual weapon an aspect or
extra must be purchased.
Weapon skills include aiming and striking with the
weapon as well as maintenance. Knowledge associated
with its use in context such as drills or hunting is
covered by other skills.
Weapons can also be used to Intimidate by menacing or
extravagant displays. In these instances first roll the
intimidation skill for a social attack as usual and
determine success or failure. If the intimidation is
successful the WR of the weapon or the character’s skill
in the weapon (after Rnk-X) whichever is lower can be
added for more extreme effects just like the WR of a
weapon in physical combat.

Very long (V)
Halberd, Pike.

This category covers weapons longer than the
character’s height requiring two hands to wield
properly.

Fencing (F)
Rapier, smallsword, sabre
Weapons held in one hand requiring careful attention to
stance and allowing great finesse in attacks and parries.
The weaponry of gentlemen in Europe uses this skill.

Single Handed Melee (S)
Ankus, bludgeon, cutlass/infantry hanger, dirk, hunting
hanger, mace, Scottish broadsword, wakazashi, kard.
Weapons used one handed and under the character’s
height in length

Brawling (B)
Katar

Pistol (P)
Horse pistol, pocket pistol
Use this skill for firearms under 1/3 of the character’s
height in length. These can be used with one hand but
often the other hand is used to brace the weapon.

Cannon (C)
Cannons, swivel guns
Firearms too heavy to be used as personal weapons.

Thrown (T)
Rock, yahoo faeces
Thrown objects.

Grenade (G)
Grenade, hand mortar

Unarmed attacks and weapons that enhance the damage
of actions normally performed unarmed. Rnk-1

This skill covers weapons that rely on explosive power
to do harm. This skill is also used for makeshift
explosives such as kegs of gunpowder.

Covers wrestling, boxing and the use of natural
weapons such as hooves, claws and teeth.

Siege Engine (E)

th

Other non-18 century examples would be steel capped
shoes or brass knuckles.

Bow (W)

Ballasta, catapult, trebuchet
This skill enables the character to work on the crew of a
pre-gunpowder siege engine.

Bow, composite bow.

Crossbow (X)
Stonebow

Longarms (L)
Carbine, musket, sporting gun
Firearms over 1/3 of the character’s height in
length, used two handed.

Double handed melee (D)
Executioner’s sword, greatsword, katanna
Weapons used with both hands and under the
character’s
height
in
length.
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Gulliver's Travels
Gulliver’s Travels into Several Remote Nations of the World
by Jonathan Swift

The Publisher to the
Reader
As given in the original edition.
The author of these
Travels, Mr. Lemuel
Gulliver, is my ancient
The text of Gulliver’s
and intimate friend; there
Travels by Jonathon
is likewise some relation
Swift is copyright free.
between us on the
The usual convention
mother’s side. About
of fonts to indicate
three years ago, Mr.
source is not used for
Gulliver growing weary
the text of the novel.
of the concourse of
curious people coming to
him at his house in Redriff, made a small purchase of
land, with a convenient house, near Newark, in
Nottinghamshire, his native country; where he now lives
retired, yet in good esteem among his neighbours.
Gulliver’s Travels
and copyright

Although Mr. Gulliver was born in Nottinghamshire,
where his father dwelt, yet I have heard him say his
family came from Oxfordshire; to confirm which, I have
observed in the churchyard at Banbury in that county,
several tombs and monuments of the Gullivers.
Before he quitted Redriff, he left the custody of the
following papers in my hands, with the liberty to
dispose of them as I should think fit. I have carefully
perused them three times. The style is very plain and
simple; and the only fault I find is, that the author, after
the manner of travellers, is a little too circumstantial.
There is an air of truth apparent through the whole; and
indeed the author was so distinguished for his veracity,
that it became a sort of proverb among his neighbours at
Redriff, when any one affirmed a thing, to say, it was as
true as if Mr. Gulliver had spoken it.
By the advice of several worthy persons, to whom, with
the author’s permission, I communicated these papers, I
now venture to send them into the world, hoping they
may be, at least for some time, a better entertainment to
our young noblemen, than the common scribbles of
politics and party.
This volume would have been at least twice as large, if I
had not made bold to strike out innumerable passages
relating to the winds and tides, as well as to the
variations and bearings in the several voyages, together
with the minute descriptions of the management of the
ship in storms, in the style of sailors; likewise the
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account of longitudes and latitudes; wherein I have
reason to apprehend, that Mr. Gulliver may be a little
dissatisfied. But I was resolved to fit the work as much
as possible to the general capacity of readers. However,
if my own ignorance in sea affairs shall have led me to
commit some mistakes, I alone am answerable for
them. And if any traveller hath a curiosity to see the
whole work at large, as it came from the hands of the
author, I will be ready to gratify him.
As for any further particulars relating to the author, the
reader will receive satisfaction from the first pages of
the book.
RICHARD SYMPSON.

A Letter from Captain
Gulliver to his Cousin
Sympson.
Written in the year 1727.
I hope you will be ready to own publicly, whenever you
shall be called to it, that by your great and frequent
urgency you prevailed on me to publish a very loose and
uncorrect account of my travels, with directions to hire
some young gentleman of either university to put them
in order, and correct the style, as my cousin Dampier
did, by my advice, in his book called “A Voyage round
the world.” But I do not remember I gave you power to
consent that any thing should be omitted, and much less
that any thing should be inserted; therefore, as to the
latter, I do here renounce every thing of that kind;
particularly a paragraph about her majesty Queen Anne,
of most pious and glorious memory; although I did
reverence and esteem her more than any of human
species. But you, or your interpolator, ought to have
considered, that it was not my inclination, so was it not
decent to praise any animal of our composition before
my master Houyhnhnm: And besides, the fact was
altogether false; for to my knowledge, being in England
during some part of her majesty’s reign, she did govern
by a chief minister; nay even by two successively, the
first whereof was the lord of Godolphin, and the second
the lord of Oxford; so that you have made me say the
thing that was not. Likewise in the account of the
academy of projectors, and several passages of my
discourse to my master Houyhnhnm, you have either
omitted some material circumstances, or minced or

changed them in such a manner, that I do hardly know
my own work. When I formerly hinted to you
something of this in a letter, you were pleased to answer
that you were afraid of giving offence; that people in
power were very watchful over the press, and apt not
only to interpret, but to punish every thing which looked
like an innuendo (as I think you call it). But, pray how
could that which I spoke so many years ago, and at
about five thousand leagues distance, in another reign,
be applied to any of the Yahoos, who now are said to
govern the herd; especially at a time when I little
thought, or feared, the unhappiness of living under
them? Have not I the most reason to complain, when I
see these very Yahoos carried by Houyhnhnms in a
vehicle, as if they were brutes, and those the rational
creatures? And indeed to avoid so monstrous and
detestable a sight was one principal motive of my
retirement hither.
Thus much I thought proper to tell you in relation to
yourself, and to the trust I reposed in you.
I do, in the next place, complain of my own great want
of judgment, in being prevailed upon by the entreaties
and false reasoning of you and some others, very much
against my own opinion, to suffer my travels to be
published. Pray bring to your mind how often I desired
you to consider, when you insisted on the motive of
public good, that the Yahoos were a species of animals
utterly incapable of amendment by precept or example:
and so it has proved; for, instead of seeing a full stop
put to all abuses and corruptions, at least in this little
island, as I had reason to expect; behold, after above six
months warning, I cannot learn that my book has
produced one single effect according to my intentions. I
desired you would let me know, by a letter, when party
and faction were extinguished; judges learned and
upright; pleaders honest and modest, with some tincture
of common sense, and Smithfield blazing with pyramids
of law books; the young nobility’s education entirely
changed; the physicians banished; the female Yahoos
abounding in virtue, honour, truth, and good sense;
courts and levees of great ministers thoroughly weeded
and swept; wit, merit, and learning rewarded; all
disgracers of the press in prose and verse condemned to
eat nothing but their own cotton, and quench their thirst
with their own ink. These, and a thousand other
reformations, I firmly counted upon by your
encouragement; as indeed they were plainly deducible
from the precepts delivered in my book. And it must be
owned, that seven months were a sufficient time to
correct every vice and folly to which Yahoos are
subject, if their natures had been capable of the least
disposition to virtue or wisdom. Yet, so far have you
been from answering my expectation in any of your
letters; that on the contrary you are loading our carrier
every week with libels, and keys, and reflections, and
memoirs, and second parts; wherein I see myself
accused of reflecting upon great state folk; of degrading
human nature (for so they have still the confidence to
style it), and of abusing the female sex. I find likewise
that the writers of those bundles are not agreed among

themselves; for some of them will not allow me to be
the author of my own travels; and others make me
author of books to which I am wholly a stranger.
I find likewise that your printer has been so careless as
to confound the times, and mistake the dates, of my
several voyages and returns; neither assigning the true
year, nor the true month, nor day of the month: and I
hear the original manuscript is all destroyed since the
publication of my book; neither have I any copy left:
however, I have sent you some corrections, which you
may insert, if ever there should be a second edition: and
yet I cannot stand to them; but shall leave that matter to
my judicious and candid readers to adjust it as they
please.
I hear some of our sea Yahoos find fault with my sealanguage, as not proper in many parts, nor now in use. I
cannot help it. In my first voyages, while I was young, I
was instructed by the oldest mariners, and learned to
speak as they did. But I have since found that the sea
Yahoos are apt, like the land ones, to become newfangled in their words, which the latter change every
year; insomuch, as I remember upon each return to my
own country their old dialect was so altered, that I could
hardly understand the new. And I observe, when any
Yahoo comes from London out of curiosity to visit me
at my house, we neither of us are able to deliver our
conceptions in a manner intelligible to the other.
If the censure of the Yahoos could any way affect me, I
should have great reason to complain, that some of them
are so bold as to think my book of travels a mere fiction
out of mine own brain, and have gone so far as to drop
hints, that the Houyhnhnms and Yahoos have no more
existence than the inhabitants of Utopia.
Indeed I must confess, that as to the people of Lilliput,
Brobdingrag (for so the word should have been spelt,
and not erroneously Brobdingnag), and Laputa, I have
never yet heard of any Yahoo so presumptuous as to
dispute their being, or the facts I have related
concerning them; because the truth immediately strikes
every reader with conviction. And is there less
probability in my account of the Houyhnhnms or
Yahoos, when it is manifest as to the latter, there are so
many thousands even in this country, who only differ
from their brother brutes in Houyhnhnmland, because
they use a sort of jabber, and do not go naked? I wrote
for their amendment, and not their approbation. The
united praise of the whole race would be of less
consequence to me, than the neighing of those two
degenerate Houyhnhnms I keep in my stable; because
from these, degenerate as they are, I still improve in
some virtues without any mixture of vice.
Do these miserable animals presume to think, that I am
so degenerated as to defend my veracity? Yahoo as I
am, it is well known through all Houyhnhnmland, that,
by the instructions and example of my illustrious
master, I was able in the compass of two years
(although I confess with the utmost difficulty) to
remove that infernal habit of lying, shuffling, deceiving,
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and equivocating, so deeply rooted in the very souls of
all my species; especially the Europeans.

street, with whom I received four hundred pounds for a
portion.

I have other complaints to make upon this vexatious
occasion; but I forbear troubling myself or you any
further. I must freely confess, that since my last return,
some corruptions of my Yahoo nature have revived in
me by conversing with a few of your species, and
particularly those of my own family, by an unavoidable
necessity; else I should never have attempted so absurd
a project as that of reforming the Yahoo race in this
kingdom: But I have now done with all such visionary
schemes for ever.

But my good master Bates dying in two years after, and
I having few friends, my business began to fail; for my
conscience would not suffer me to imitate the bad
practice of too many among my brethren. Having
therefore consulted with my wife, and some of my
acquaintance, I determined to go again to sea. I was
surgeon successively in two ships, and made several
voyages, for six years, to the East and West Indies, by
which I got some addition to my fortune. My hours of
leisure I spent in reading the best authors, ancient and
modern, being always provided with a good number of
books; and when I was ashore, in observing the manners
and dispositions of the people, as well as learning their
language; wherein I had a great facility, by the strength
of my memory.

April 2, 1727

Part I - A Voyage to
Lilliput.
Chapter I.
The author gives some account of himself and family.
His first inducements to travel. He is shipwrecked, and
swims for his life. Gets safe on shore in the country of
Lilliput; is made a prisoner, and carried up the country.
My father had a small estate in Nottinghamshire: I was
the third of five sons. He sent me to Emanuel College
in Cambridge at fourteen years old, where I resided
three years, and applied myself close to my studies; but
the charge of maintaining me, although I had a very
scanty allowance, being too great for a narrow fortune, I
was bound apprentice to Mr. James Bates, an eminent
surgeon in London, with whom I continued four years.
My father now and then sending me small sums of
money, I laid them out in learning navigation, and other
parts of the mathematics, useful to those who intend to
travel, as I always believed it would be, some time or
other, my fortune to do. When I left Mr. Bates, I went
down to my father: where, by the assistance of him and
my uncle John, and some other relations, I got forty
pounds, and a promise of thirty pounds a year to
maintain me at Leyden: there I studied physic two years
and seven months, knowing it would be useful in long
voyages.
Soon after my return from Leyden, I was recommended
by my good master, Mr. Bates, to be surgeon to the
Swallow, Captain Abraham Pannel, commander; with
whom I continued three years and a half, making a
voyage or two into the Levant, and some other parts.
When I came back I resolved to settle in London; to
which Mr. Bates, my master, encouraged me, and by
him I was recommended to several patients. I took part
of a small house in the Old Jewry; and being advised to
alter my condition, I married Mrs. Mary Burton, second
daughter to Mr. Edmund Burton, hosier, in Newgate-
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The last of these voyages not proving very fortunate, I
grew weary of the sea, and intended to stay at home
with my wife and family. I removed from the Old
Jewry to Fetter Lane, and from thence to Wapping,
hoping to get business among the sailors; but it would
not turn to account. After three years expectation that
things would mend, I accepted an advantageous offer
from Captain William Prichard, master of the Antelope,
who was making a voyage to the South Sea. We set sail
from Bristol, May 4, 1699, and our voyage was at first
very prosperous.
It would not be proper, for some reasons, to trouble the
reader with the particulars of our adventures in those
seas; let it suffice to inform him, that in our passage
from thence to the East Indies, we were driven by a
violent storm to the north-west of Van Diemen’s Land.
By an observation, we found ourselves in the latitude of
30 degrees 2 minutes south. Twelve of our crew were
dead by immoderate labour and ill food; the rest were in
a very weak condition. On the 5th of November, which
was the beginning of summer in those parts, the weather
being very hazy, the seamen spied a rock within half a
cable’s length of the ship; but the wind was so strong,
that we were driven directly upon it, and immediately
split. Six of the crew, of whom I was one, having let
down the boat into the sea, made a shift to get clear of
the ship and the rock. We rowed, by my computation,
about three leagues, till we were able to work no longer,
being already spent with labour while we were in the
ship. We therefore trusted ourselves to the mercy of the
waves, and in about half an hour the boat was overset by
a sudden flurry from the north. What became of my
companions in the boat, as well as of those who escaped
on the rock, or were left in the vessel, I cannot tell; but
conclude they were all lost. For my own part, I swam as
fortune directed me, and was pushed forward by wind
and tide. I often let my legs drop, and could feel no
bottom; but when I was almost gone, and able to
struggle no longer, I found myself within my depth; and
by this time the storm was much abated. The declivity
was so small, that I walked near a mile before I got to
the shore, which I conjectured was about eight o’clock

in the evening. I then advanced forward near half a
mile, but could not discover any sign of houses or
inhabitants; at least I was in so weak a condition, that I
did not observe them. I was extremely tired, and with
that, and the heat of the weather, and about half a pint of
brandy that I drank as I left the ship, I found myself
much inclined to sleep. I lay down on the grass, which
was very short and soft, where I slept sounder than ever
I remembered to have done in my life, and, as I
reckoned, about nine hours; for when I awaked, it was
just day-light. I attempted to rise, but was not able to
stir: for, as I happened to lie on my back, I found my
arms and legs were strongly fastened on each side to the
ground; and my hair, which was long and thick, tied
down in the same manner. I likewise felt several
slender ligatures across my body, from my arm-pits to
my thighs. I could only look upwards; the sun began to
grow hot, and the light offended my eyes. I heard a
confused noise about me; but in the posture I lay, could
see nothing except the sky. In a little time I felt
something alive moving on my left leg, which
advancing gently forward over my breast, came almost
up to my chin; when, bending my eyes downwards as
much as I could, I perceived it to be a human creature
not six inches high, with a bow and arrow in his hands,
and a quiver at his back. In the mean time, I felt at least
forty more of the same kind (as I conjectured) following
the first. I was in the utmost astonishment, and roared
so loud, that they all ran back in a fright; and some of
them, as I was afterwards told, were hurt with the falls
they got by leaping from my sides upon the ground.
However, they soon returned, and one of them, who
ventured so far as to get a full sight of my face, lifting
up his hands and eyes by way of admiration, cried out in
a shrill but distinct voice, Hekinah degul: the others
repeated the same words several times, but then I knew
not what they meant. I lay all this while, as the reader
may believe, in great uneasiness. At length, struggling
to get loose, I had the fortune to break the strings, and
wrench out the pegs that fastened my left arm to the
ground; for, by lifting it up to my face, I discovered the
methods they had taken to bind me, and at the same
time with a violent pull, which gave me excessive pain,
I a little loosened the strings that tied down my hair on
the left side, so that I was just able to turn my head
about two inches. But the creatures ran off a second
time, before I could seize them; whereupon there was a
great shout in a very shrill accent, and after it ceased I
heard one of them cry aloud Tolgo phonac; when in an
instant I felt above a hundred arrows discharged on my
left hand, which, pricked me like so many needles; and
besides, they shot another flight into the air, as we do
bombs in Europe, whereof many, I suppose, fell on my
body, (though I felt them not), and some on my face,
which I immediately covered with my left hand. When
this shower of arrows was over, I fell a groaning with
grief and pain; and then striving again to get loose, they
discharged another volley larger than the first, and some
of them attempted with spears to stick me in the sides;
but by good luck I had on a buff jerkin, which they
could not pierce. I thought it the most prudent method

to lie still, and my design was to continue so till night,
when, my left hand being already loose, I could easily
free myself: and as for the inhabitants, I had reason to
believe I might be a match for the greatest army they
could bring against me, if they were all of the same size
with him that I saw. But fortune disposed otherwise of
me. When the people observed I was quiet, they
discharged no more arrows; but, by the noise I heard, I
knew their numbers increased; and about four yards
from me, over against my right ear, I heard a knocking
for above an hour, like that of people at work; when
turning my head that way, as well as the pegs and
strings would permit me, I saw a stage erected about a
foot and a half from the ground, capable of holding four
of the inhabitants, with two or three ladders to mount it:
from whence one of them, who seemed to be a person of
quality, made me a long speech, whereof I understood
not one syllable. But I should have mentioned, that
before the principal person began his oration, he cried
out three times, Langro dehul san (these words and the
former were afterwards repeated and explained to me);
whereupon, immediately, about fifty of the inhabitants
came and cut the strings that fastened the left side of my
head, which gave me the liberty of turning it to the
right, and of observing the person and gesture of him
that was to speak. He appeared to be of a middle age,
and taller than any of the other three who attended him,
whereof one was a page that held up his train, and
seemed to be somewhat longer than my middle finger;
the other two stood one on each side to support him. He
acted every part of an orator, and I could observe many
periods of threatenings, and others of promises, pity,
and kindness. I answered in a few words, but in the
most submissive manner, lifting up my left hand, and
both my eyes to the sun, as calling him for a witness;
and being almost famished with hunger, having not
eaten a morsel for some hours before I left the ship, I
found the demands of nature so strong upon me, that I
could not forbear showing my impatience (perhaps
against the strict rules of decency) by putting my finger
frequently to my mouth, to signify that I wanted food.
The hurgo (for so they call a great lord, as I afterwards
learnt) understood me very well. He descended from
the stage, and commanded that several ladders should
be applied to my sides, on which above a hundred of the
inhabitants mounted and walked towards my mouth,
laden with baskets full of meat, which had been
provided and sent thither by the king’s orders, upon the
first intelligence he received of me. I observed there
was the flesh of several animals, but could not
distinguish them by the taste. There were shoulders,
legs, and loins, shaped like those of mutton, and very
well dressed, but smaller than the wings of a lark. I ate
them by two or three at a mouthful, and took three
loaves at a time, about the bigness of musket bullets.
They supplied me as fast as they could, showing a
thousand marks of wonder and astonishment at my bulk
and appetite. I then made another sign, that I wanted
drink. They found by my eating that a small quantity
would not suffice me; and being a most ingenious
people, they slung up, with great dexterity, one of their
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largest hogsheads, then rolled it towards my hand, and
beat out the top; I drank it off at a draught, which I
might well do, for it did not hold half a pint, and tasted
like a small wine of Burgundy, but much more
delicious. They brought me a second hogshead, which I
drank in the same manner, and made signs for more; but
they had none to give me. When I had performed these
wonders, they shouted for joy, and danced upon my
breast, repeating several times as they did at first,
Hekinah degul. They made me a sign that I should
throw down the two hogsheads, but first warning the
people below to stand out of the way, crying aloud,
Borach mevolah; and when they saw the vessels in the
air, there was a universal shout of Hekinah degul. I
confess I was often tempted, while they were passing
backwards and forwards on my body, to seize forty or
fifty of the first that came in my reach, and dash them
against the ground. But the remembrance of what I had
felt, which probably might not be the worst they could
do, and the promise of honour I made them - for so I
interpreted my submissive behaviour - soon drove out
these imaginations. Besides, I now considered myself
as bound by the laws of hospitality, to a people who had
treated me with so much expense and magnificence.
However, in my thoughts I could not sufficiently
wonder at the intrepidity of these diminutive mortals,
who durst venture to mount and walk upon my body,
while one of my hands was at liberty, without trembling
at the very sight of so prodigious a creature as I must
appear to them. After some time, when they observed
that I made no more demands for meat, there appeared
before me a person of high rank from his imperial
majesty. His excellency, having mounted on the small
of my right leg, advanced forwards up to my face, with
about a dozen of his retinue; and producing his
credentials under the signet royal, which he applied
close to my eyes, spoke about ten minutes without any
signs of anger, but with a kind of determinate
resolution, often pointing forwards, which, as I
afterwards found, was towards the capital city, about
half a mile distant; whither it was agreed by his majesty
in council that I must be conveyed. I answered in few
words, but to no purpose, and made a sign with my hand
that was loose, putting it to the other (but over his
excellency’s head for fear of hurting him or his train)
and then to my own head and body, to signify that I
desired my liberty. It appeared that he understood me
well enough, for he shook his head by way of
disapprobation, and held his hand in a posture to show
that I must be carried as a prisoner. However, he made
other signs to let me understand that I should have meat
and drink enough, and very good treatment. Whereupon
I once more thought of attempting to break my bonds;
but again, when I felt the smart of their arrows upon my
face and hands, which were all in blisters, and many of
the darts still sticking in them, and observing likewise
that the number of my enemies increased, I gave tokens
to let them know that they might do with me what they
pleased. Upon this, the hurgo and his train withdrew,
with much civility and cheerful countenances. Soon
after I heard a general shout, with frequent repetitions of
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the words Peplom selan; and I felt great numbers of
people on my left side relaxing the cords to such a
degree, that I was able to turn upon my right, and to
ease myself with making water; which I very plentifully
did, to the great astonishment of the people; who,
conjecturing by my motion what I was going to do,
immediately opened to the right and left on that side, to
avoid the torrent, which fell with such noise and
violence from me. But before this, they had daubed my
face and both my hands with a sort of ointment, very
pleasant to the smell, which, in a few minutes, removed
all the smart of their arrows. These circumstances,
added to the refreshment I had received by their victuals
and drink, which were very nourishing, disposed me to
sleep. I slept about eight hours, as I was afterwards
assured; and it was no wonder, for the physicians, by the
emperor’s order, had mingled a sleepy potion in the
hogsheads of wine.
It seems, that upon the first moment I was discovered
sleeping on the ground, after my landing, the emperor
had early notice of it by an express; and determined in
council, that I should be tied in the manner I have
related, (which was done in the night while I slept;) that
plenty of meat and drink should be sent to me, and a
machine prepared to carry me to the capital city.
This resolution perhaps may appear very bold and
dangerous, and I am confident would not be imitated by
any prince in Europe on the like occasion. However, in
my opinion, it was extremely prudent, as well as
generous: for, supposing these people had endeavoured
to kill me with their spears and arrows, while I was
asleep, I should certainly have awaked with the first
sense of smart, which might so far have roused my rage
and strength, as to have enabled me to break the strings
wherewith I was tied; after which, as they were not able
to make resistance, so they could expect no mercy.
These people are most excellent mathematicians, and
arrived to a great perfection in mechanics, by the
countenance and encouragement of the emperor, who is
a renowned patron of learning. This prince has several
machines fixed on wheels, for the carriage of trees and
other great weights. He often builds his largest men of
war, whereof some are nine feet long, in the woods
where the timber grows, and has them carried on these
engines three or four hundred yards to the sea. Five
hundred carpenters and engineers were immediately set
at work to prepare the greatest engine they had. It was a
frame of wood raised three inches from the ground,
about seven feet long, and four wide, moving upon
twenty-two wheels. The shout I heard was upon the
arrival of this engine, which, it seems, set out in four
hours after my landing. It was brought parallel to me,
as I lay. But the principal difficulty was to raise and
place me in this vehicle. Eighty poles, each of one foot
high, were erected for this purpose, and very strong
cords, of the bigness of packthread, were fastened by
hooks to many bandages, which the workmen had girt
round my neck, my hands, my body, and my legs. Nine
hundred of the strongest men were employed to draw up

these cords, by many pulleys fastened on the poles; and
thus, in less than three hours, I was raised and slung into
the engine, and there tied fast. All this I was told; for,
while the operation was performing, I lay in a profound
sleep, by the force of that soporiferous medicine infused
into my liquor. Fifteen hundred of the emperor’s largest
horses, each about four inches and a half high, were
employed to draw me towards the metropolis, which, as
I said, was half a mile distant.
About four hours after we began our journey, I awaked
by a very ridiculous accident; for the carriage being
stopped a while, to adjust something that was out of
order, two or three of the young natives had the
curiosity to see how I looked when I was asleep; they
climbed up into the engine, and advancing very softly to
my face, one of them, an officer in the guards, put the
sharp end of his half-pike a good way up into my left
nostril, which tickled my nose like a straw, and made
me sneeze violently; whereupon they stole off
unperceived, and it was three weeks before I knew the
cause of my waking so suddenly. We made a long
march the remaining part of the day, and, rested at night
with five hundred guards on each side of me, half with
torches, and half with bows and arrows, ready to shoot
me if I should offer to stir. The next morning at sun-rise
we continued our march, and arrived within two
hundred yards of the city gates about noon. The
emperor, and all his court, came out to meet us; but his
great officers would by no means suffer his majesty to
endanger his person by mounting on my body.
At the place where the carriage stopped there stood an
ancient temple, esteemed to be the largest in the whole
kingdom; which, having been polluted some years
before by an unnatural murder, was, according to the
zeal of those people, looked upon as profane, and
therefore had been applied to common use, and all the
ornaments and furniture carried away. In this edifice it
was determined I should lodge. The great gate fronting
to the north was about four feet high, and almost two
feet wide, through which I could easily creep. On each
side of the gate was a small window, not above six
inches from the ground: into that on the left side, the
king’s smith conveyed fourscore and eleven chains, like
those that hang to a lady’s watch in Europe, and almost
as large, which were locked to my left leg with six-andthirty padlocks. Over against this temple, on the other
side of the great highway, at twenty feet distance, there
was a turret at least five feet high. Here the emperor
ascended, with many principal lords of his court, to
have an opportunity of viewing me, as I was told, for I
could not see them. It was reckoned that above a
hundred thousand inhabitants came out of the town
upon the same errand; and, in spite of my guards, I
believe there could not be fewer than ten thousand at
several times, who mounted my body by the help of
ladders. But a proclamation was soon issued, to forbid
it upon pain of death. When the workmen found it was
impossible for me to break loose, they cut all the strings
that bound me; whereupon I rose up, with as
melancholy a disposition as ever I had in my life. But

the noise and astonishment of the people, at seeing me
rise and walk, are not to be expressed. The chains that
held my left leg were about two yards long, and gave
me not only the liberty of walking backwards and
forwards in a semicircle, but, being fixed within four
inches of the gate, allowed me to creep in, and lie at my
full length in the temple.

Chapter II.
The emperor of Lilliput, attended by several of the
nobility, comes to see the author in his confinement.
The emperor’s person and habit described. Learned
men appointed to teach the author their language. He
gains favour by his mild disposition. His pockets are
searched, and his sword and pistols taken from him.
When I found myself on my feet, I looked about me,
and must confess I never beheld a more entertaining
prospect. The country around appeared like a continued
garden, and the enclosed fields, which were generally
forty feet square, resembled so many beds of flowers.
These fields were intermingled with woods of half a
stang, {1} and the tallest trees, as I could judge,
appeared to be seven feet high. I viewed the town on
my left hand, which looked like the painted scene of a
city in a theatre.
I had been for some hours extremely pressed by the
necessities of nature; which was no wonder, it being
almost two days since I had last disburdened myself. I
was under great difficulties between urgency and
shame. The best expedient I could think of, was to
creep into my house, which I accordingly did; and
shutting the gate after me, I went as far as the length of
my chain would suffer, and discharged my body of that
uneasy load. But this was the only time I was ever
guilty of so uncleanly an action; for which I cannot but
hope the candid reader will give some allowance, after
he has maturely and impartially considered my case,
and the distress I was in. From this time my constant
practice was, as soon as I rose, to perform that business
in open air, at the full extent of my chain; and due care
was taken every morning before company came, that the
offensive matter should be carried off in wheel-barrows,
by two servants appointed for that purpose. I would not
have dwelt so long upon a circumstance that, perhaps, at
first sight, may appear not very momentous, if I had not
thought it necessary to justify my character, in point of
cleanliness, to the world; which, I am told, some of my
maligners have been pleased, upon this and other
occasions, to call in question.
When this adventure was at an end, I came back out of
my house, having occasion for fresh air. The emperor
was already descended from the tower, and advancing
on horseback towards me, which had like to have cost
him dear; for the beast, though very well trained, yet
wholly unused to such a sight, which appeared as if a
mountain moved before him, reared up on its hinder
feet: but that prince, who is an excellent horseman, kept
his seat, till his attendants ran in, and held the bridle,
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while his majesty had time to dismount. When he
alighted, he surveyed me round with great admiration;
but kept beyond the length of my chain. He ordered his
cooks and butlers, who were already prepared, to give
me victuals and drink, which they pushed forward in a
sort of vehicles upon wheels, till I could reach them. I
took these vehicles and soon emptied them all; twenty
of them were filled with meat, and ten with liquor; each
of the former afforded me two or three good mouthfuls;
and I emptied the liquor of ten vessels, which was
contained in earthen vials, into one vehicle, drinking it
off at a draught; and so I did with the rest. The empress,
and young princes of the blood of both sexes, attended
by many ladies, sat at some distance in their chairs; but
upon the accident that happened to the emperor’s horse,
they alighted, and came near his person, which I am
now going to describe. He is taller by almost the
breadth of my nail, than any of his court; which alone is
enough to strike an awe into the beholders. His features
are strong and masculine, with an Austrian lip and
arched nose, his complexion olive, his countenance
erect, his body and limbs well proportioned, all his
motions graceful, and his deportment majestic. He was
then past his prime, being twenty-eight years and three
quarters old, of which he had reigned about seven in
great felicity, and generally victorious. For the better
convenience of beholding him, I lay on my side, so that
my face was parallel to his, and he stood but three yards
off: however, I have had him since many times in my
hand, and therefore cannot be deceived in the
description. His dress was very plain and simple, and
the fashion of it between the Asiatic and the European;
but he had on his head a light helmet of gold, adorned
with jewels, and a plume on the crest. He held his
sword drawn in his hand to defend himself, if I should
happen to break loose; it was almost three inches long;
the hilt and scabbard were gold enriched with
diamonds. His voice was shrill, but very clear and
articulate; and I could distinctly hear it when I stood up.
The ladies and courtiers were all most magnificently
clad; so that the spot they stood upon seemed to
resemble a petticoat spread upon the ground,
embroidered with figures of gold and silver. His
imperial majesty spoke often to me, and I returned
answers: but neither of us could understand a syllable.
There were several of his priests and lawyers present (as
I conjectured by their habits), who were commanded to
address themselves to me; and I spoke to them in as
many languages as I had the least smattering of, which
were High and Low Dutch, Latin, French, Spanish,
Italian, and Lingua Franca, but all to no purpose. After
about two hours the court retired, and I was left with a
strong guard, to prevent the impertinence, and probably
the malice of the rabble, who were very impatient to
crowd about me as near as they durst; and some of them
had the impudence to shoot their arrows at me, as I sat
on the ground by the door of my house, whereof one
very narrowly missed my left eye. But the colonel
ordered six of the ringleaders to be seized, and thought
no punishment so proper as to deliver them bound into
my hands; which some of his soldiers accordingly did,
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pushing them forward with the butt-ends of their pikes
into my reach. I took them all in my right hand, put five
of them into my coat-pocket; and as to the sixth, I made
a countenance as if I would eat him alive. The poor
man squalled terribly, and the colonel and his officers
were in much pain, especially when they saw me take
out my penknife: but I soon put them out of fear; for,
looking mildly, and immediately cutting the strings he
was bound with, I set him gently on the ground, and
away he ran. I treated the rest in the same manner,
taking them one by one out of my pocket; and I
observed both the soldiers and people were highly
delighted at this mark of my clemency, which was
represented very much to my advantage at court.
Towards night I got with some difficulty into my house,
where I lay on the ground, and continued to do so about
a fortnight; during which time, the emperor gave orders
to have a bed prepared for me. Six hundred beds of the
common measure were brought in carriages, and
worked up in my house; a hundred and fifty of their
beds, sewn together, made up the breadth and length;
and these were four double: which, however, kept me
but very indifferently from the hardness of the floor,
that was of smooth stone. By the same computation,
they provided me with sheets, blankets, and coverlets,
tolerable enough for one who had been so long inured to
hardships.
As the news of my arrival spread through the kingdom,
it brought prodigious numbers of rich, idle, and curious
people to see me; so that the villages were almost
emptied; and great neglect of tillage and household
affairs must have ensued, if his imperial majesty had not
provided, by several proclamations and orders of state,
against this inconveniency. He directed that those who
had already beheld me should return home, and not
presume to come within fifty yards of my house,
without license from the court; whereby the secretaries
of state got considerable fees.
In the mean time the emperor held frequent councils, to
debate what course should be taken with me; and I was
afterwards assured by a particular friend, a person of
great quality, who was as much in the secret as any, that
the court was under many difficulties concerning me.
They apprehended my breaking loose; that my diet
would be very expensive, and might cause a famine.
Sometimes they determined to starve me; or at least to
shoot me in the face and hands with poisoned arrows,
which would soon despatch me; but again they
considered, that the stench of so large a carcass might
produce a plague in the metropolis, and probably spread
through the whole kingdom. In the midst of these
consultations, several officers of the army went to the
door of the great council-chamber, and two of them
being admitted, gave an account of my behaviour to the
six criminals above-mentioned; which made so
favourable an impression in the breast of his majesty
and the whole board, in my behalf, that an imperial
commission was issued out, obliging all the villages,
nine hundred yards round the city, to deliver in every

morning six beeves, forty sheep, and other victuals for
my sustenance; together with a proportionable quantity
of bread, and wine, and other liquors; for the due
payment of which, his majesty gave assignments upon
his treasury:- for this prince lives chiefly upon his own
demesnes; seldom, except upon great occasions, raising
any subsidies upon his subjects, who are bound to attend
him in his wars at their own expense. An establishment
was also made of six hundred persons to be my
domestics, who had board-wages allowed for their
maintenance, and tents built for them very conveniently
on each side of my door. It was likewise ordered, that
three hundred tailors should make me a suit of clothes,
after the fashion of the country; that six of his majesty’s
greatest scholars should be employed to instruct me in
their language; and lastly, that the emperor’s horses, and
those of the nobility and troops of guards, should be
frequently exercised in my sight, to accustom
themselves to me. All these orders were duly put in
execution; and in about three weeks I made a great
progress in learning their language; during which time
the emperor frequently honoured me with his visits, and
was pleased to assist my masters in teaching me. We
began already to converse together in some sort; and the
first words I learnt, were to express my desire “that he
would please give me my liberty;” which I every day
repeated on my knees. His answer, as I could
comprehend it, was, “that this must be a work of time,
not to be thought on without the advice of his council,
and that first I must lumos kelmin pesso desmar lon
emposo;” that is, swear a peace with him and his
kingdom. However, that I should be used with all
kindness. And he advised me to “acquire, by my
patience and discreet behaviour, the good opinion of
himself and his subjects.” He desired “I would not take
it ill, if he gave orders to certain proper officers to
search me; for probably I might carry about me several
weapons, which must needs be dangerous things, if they
answered the bulk of so prodigious a person.” I said,
“His majesty should be satisfied; for I was ready to strip
myself, and turn up my pockets before him.” This I
delivered part in words, and part in signs. He replied,
“that, by the laws of the kingdom, I must be searched by
two of his officers; that he knew this could not be done
without my consent and assistance; and he had so good
an opinion of my generosity and justice, as to trust their
persons in my hands; that whatever they took from me,
should be returned when I left the country, or paid for at
the rate which I would set upon them.” I took up the
two officers in my hands, put them first into my coatpockets, and then into every other pocket about me,
except my two fobs, and another secret pocket, which I
had no mind should be searched, wherein I had some
little necessaries that were of no consequence to any but
myself. In one of my fobs there was a silver watch, and
in the other a small quantity of gold in a purse. These
gentlemen, having pen, ink, and paper, about them,
made an exact inventory of every thing they saw; and
when they had done, desired I would set them down,
that they might deliver it to the emperor. This inventory

I afterwards translated into English, and is, word for
word, as follows:
“Imprimis: In the right coat-pocket of the great manmountain” (for so I interpret the words quinbus flestrin,)
“after the strictest search, we found only one great piece
of coarse-cloth, large enough to be a foot-cloth for your
majesty’s chief room of state. In the left pocket we saw
a huge silver chest, with a cover of the same metal,
which we, the searchers, were not able to lift. We
desired it should be opened, and one of us stepping into
it, found himself up to the mid leg in a sort of dust,
some part whereof flying up to our faces set us both a
sneezing for several times together. In his right
waistcoat-pocket we found a prodigious bundle of white
thin substances, folded one over another, about the
bigness of three men, tied with a strong cable, and
marked with black figures; which we humbly conceive
to be writings, every letter almost half as large as the
palm of our hands. In the left there was a sort of engine,
from the back of which were extended twenty long
poles, resembling the pallisados before your majesty’s
court: wherewith we conjecture the man-mountain
combs his head; for we did not always trouble him with
questions, because we found it a great difficulty to make
him understand us. In the large pocket, on the right side
of his middle cover” (so I translate the word ranfulo, by
which they meant my breeches,) “we saw a hollow
pillar of iron, about the length of a man, fastened to a
strong piece of timber larger than the pillar; and upon
one side of the pillar, were huge pieces of iron sticking
out, cut into strange figures, which we know not what to
make of. In the left pocket, another engine of the same
kind. In the smaller pocket on the right side, were
several round flat pieces of white and red metal, of
different bulk; some of the white, which seemed to be
silver, were so large and heavy, that my comrade and I
could hardly lift them. In the left pocket were two black
pillars irregularly shaped: we could not, without
difficulty, reach the top of them, as we stood at the
bottom of his pocket. One of them was covered, and
seemed all of a piece: but at the upper end of the other
there appeared a white round substance, about twice the
bigness of our heads. Within each of these was
enclosed a prodigious plate of steel; which, by our
orders, we obliged him to show us, because we
apprehended they might be dangerous engines. He took
them out of their cases, and told us, that in his own
country his practice was to shave his beard with one of
these, and cut his meat with the other. There were two
pockets which we could not enter: these he called his
fobs; they were two large slits cut into the top of his
middle cover, but squeezed close by the pressure of his
belly. Out of the right fob hung a great silver chain,
with a wonderful kind of engine at the bottom. We
directed him to draw out whatever was at the end of that
chain; which appeared to be a globe, half silver, and half
of some transparent metal; for, on the transparent side,
we saw certain strange figures circularly drawn, and
thought we could touch them, till we found our fingers
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stopped by the lucid substance. He put this engine into
our ears, which made an incessant noise, like that of a
water-mill: and we conjecture it is either some unknown
animal, or the god that he worships; but we are more
inclined to the latter opinion, because he assured us, (if
we understood him right, for he expressed himself very
imperfectly) that he seldom did any thing without
consulting it. He called it his oracle, and said, it pointed
out the time for every action of his life. From the left
fob he took out a net almost large enough for a
fisherman, but contrived to open and shut like a purse,
and served him for the same use: we found therein
several massy pieces of yellow metal, which, if they be
real gold, must be of immense value.
“Having thus, in obedience to your majesty’s
commands, diligently searched all his pockets, we
observed a girdle about his waist made of the hide of
some prodigious animal, from which, on the left side,
hung a sword of the length of five men; and on the right,
a bag or pouch divided into two cells, each cell capable
of holding three of your majesty’s subjects. In one of
these cells were several globes, or balls, of a most
ponderous metal, about the bigness of our heads, and
requiring a strong hand to lift them: the other cell
contained a heap of certain black grains, but of no great
bulk or weight, for we could hold above fifty of them in
the palms of our hands.
“This is an exact inventory of what we found about the
body of the man-mountain, who used us with great
civility, and due respect to your majesty’s commission.
Signed and sealed on the fourth day of the eighty-ninth
moon of your majesty’s auspicious reign.
CLEFRIN FRELOCK, MARSI FRELOCK.”
When this inventory was read over to the emperor, he
directed me, although in very gentle terms, to deliver up
the several particulars. He first called for my scimitar,
which I took out, scabbard and all. In the mean time he
ordered three thousand of his choicest troops (who then
attended him) to surround me at a distance, with their
bows and arrows just ready to discharge; but I did not
observe it, for mine eyes were wholly fixed upon his
majesty. He then desired me to draw my scimitar,
which, although it had got some rust by the sea water,
was, in most parts, exceeding bright. I did so, and
immediately all the troops gave a shout between terror
and surprise; for the sun shone clear, and the reflection
dazzled their eyes, as I waved the scimitar to and fro in
my hand. His majesty, who is a most magnanimous
prince, was less daunted than I could expect: he ordered
me to return it into the scabbard, and cast it on the
ground as gently as I could, about six feet from the end
of my chain. The next thing he demanded was one of
the hollow iron pillars; by which he meant my pocket
pistols. I drew it out, and at his desire, as well as I
could, expressed to him the use of it; and charging it
only with powder, which, by the closeness of my pouch,
happened to escape wetting in the sea (an inconvenience
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against which all prudent mariners take special care to
provide,) I first cautioned the emperor not to be afraid,
and then I let it off in the air. The astonishment here
was much greater than at the sight of my scimitar.
Hundreds fell down as if they had been struck dead; and
even the emperor, although he stood his ground, could
not recover himself for some time. I delivered up both
my pistols in the same manner as I had done my
scimitar, and then my pouch of powder and bullets;
begging him that the former might be kept from fire, for
it would kindle with the smallest spark, and blow up his
imperial palace into the air. I likewise delivered up my
watch, which the emperor was very curious to see, and
commanded two of his tallest yeomen of the guards to
bear it on a pole upon their shoulders, as draymen in
England do a barrel of ale. He was amazed at the
continual noise it made, and the motion of the minutehand, which he could easily discern; for their sight is
much more acute than ours: he asked the opinions of his
learned men about it, which were various and remote, as
the reader may well imagine without my repeating;
although indeed I could not very perfectly understand
them. I then gave up my silver and copper money, my
purse, with nine large pieces of gold, and some smaller
ones; my knife and razor, my comb and silver snuffbox, my handkerchief and journal-book. My scimitar,
pistols, and pouch, were conveyed in carriages to his
majesty’s stores; but the rest of my goods were returned
me.
I had as I before observed, one private pocket, which
escaped their search, wherein there was a pair of
spectacles (which I sometimes use for the weakness of
mine eyes,) a pocket perspective, and some other little
conveniences; which, being of no consequence to the
emperor, I did not think myself bound in honour to
discover, and I apprehended they might be lost or
spoiled if I ventured them out of my possession.

Chapter III.
The author diverts the emperor, and his nobility of both
sexes, in a very uncommon manner. The diversions of
the court of Lilliput described. The author has his
liberty granted him upon certain conditions.
My gentleness and good behaviour had gained so far on
the emperor and his court, and indeed upon the army
and people in general, that I began to conceive hopes of
getting my liberty in a short time. I took all possible
methods to cultivate this favourable disposition. The
natives came, by degrees, to be less apprehensive of any
danger from me. I would sometimes lie down, and let
five or six of them dance on my hand; and at last the
boys and girls would venture to come and play at hideand-seek in my hair. I had now made a good progress
in understanding and speaking the language. The
emperor had a mind one day to entertain me with
several of the country shows, wherein they exceed all
nations I have known, both for dexterity and
magnificence. I was diverted with none so much as that
of the rope-dancers, performed upon a slender white

thread, extended about two feet, and twelve inches from
the ground. Upon which I shall desire liberty, with the
reader’s patience, to enlarge a little.

to the third, which they all wear girt twice round about
the middle; and you see few great persons about this
court who are not adorned with one of these girdles.

This diversion is only practised by those persons who
are candidates for great employments, and high favour
at court. They are trained in this art from their youth,
and are not always of noble birth, or liberal education.
When a great office is vacant, either by death or
disgrace (which often happens,) five or six of those
candidates petition the emperor to entertain his majesty
and the court with a dance on the rope; and whoever
jumps the highest, without falling, succeeds in the
office. Very often the chief ministers themselves are
commanded to show their skill, and to convince the
emperor that they have not lost their faculty. Flimnap,
the treasurer, is allowed to cut a caper on the straight
rope, at least an inch higher than any other lord in the
whole empire. I have seen him do the summerset
several times together, upon a trencher fixed on a rope
which is no thicker than a common packthread in
England. My friend Reldresal, principal secretary for
private affairs, is, in my opinion, if I am not partial, the
second after the treasurer; the rest of the great officers
are much upon a par.

The horses of the army, and those of the royal stables,
having been daily led before me, were no longer shy,
but would come up to my very feet without starting.
The riders would leap them over my hand, as I held it
on the ground; and one of the emperor’s huntsmen,
upon a large courser, took my foot, shoe and all; which
was indeed a prodigious leap. I had the good fortune to
divert the emperor one day after a very extraordinary
manner. I desired he would order several sticks of two
feet high, and the thickness of an ordinary cane, to be
brought me; whereupon his majesty commanded the
master of his woods to give directions accordingly; and
the next morning six woodmen arrived with as many
carriages, drawn by eight horses to each. I took nine of
these sticks, and fixing them firmly in the ground in a
quadrangular figure, two feet and a half square, I took
four other sticks, and tied them parallel at each corner,
about two feet from the ground; then I fastened my
handkerchief to the nine sticks that stood erect; and
extended it on all sides, till it was tight as the top of a
drum; and the four parallel sticks, rising about five
inches higher than the handkerchief, served as ledges on
each side. When I had finished my work, I desired the
emperor to let a troop of his best horses twenty-four in
number, come and exercise upon this plain. His majesty
approved of the proposal, and I took them up, one by
one, in my hands, ready mounted and armed, with the
proper officers to exercise them. As soon as they got
into order they divided into two parties, performed
mock skirmishes, discharged blunt arrows, drew their
swords, fled and pursued, attacked and retired, and in
short discovered the best military discipline I ever
beheld. The parallel sticks secured them and their
horses from falling over the stage; and the emperor was
so much delighted, that he ordered this entertainment to
be repeated several days, and once was pleased to be
lifted up and give the word of command; and with great
difficulty persuaded even the empress herself to let me
hold her in her close chair within two yards of the stage,
when she was able to take a full view of the whole
performance. It was my good fortune, that no ill
accident happened in these entertainments; only once a
fiery horse, that belonged to one of the captains, pawing
with his hoof, struck a hole in my handkerchief, and his
foot slipping, he overthrew his rider and himself; but I
immediately relieved them both, and covering the hole
with one hand, I set down the troop with the other, in
the same manner as I took them up. The horse that fell
was strained in the left shoulder, but the rider got no
hurt; and I repaired my handkerchief as well as I could:
however, I would not trust to the strength of it any
more, in such dangerous enterprises.

These diversions are often attended with fatal accidents,
whereof great numbers are on record. I myself have
seen two or three candidates break a limb. But the
danger is much greater, when the ministers themselves
are commanded to show their dexterity; for, by
contending to excel themselves and their fellows, they
strain so far that there is hardly one of them who has not
received a fall, and some of them two or three. I was
assured that, a year or two before my arrival, Flimnap
would infallibly have broke his neck, if one of the
king’s cushions, that accidentally lay on the ground, had
not weakened the force of his fall.
There is likewise another diversion, which is only
shown before the emperor and empress, and first
minister, upon particular occasions. The emperor lays
on the table three fine silken threads of six inches long;
one is blue, the other red, and the third green. These
threads are proposed as prizes for those persons whom
the emperor has a mind to distinguish by a peculiar
mark of his favour. The ceremony is performed in his
majesty’s great chamber of state, where the candidates
are to undergo a trial of dexterity very different from the
former, and such as I have not observed the least
resemblance of in any other country of the new or old
world. The emperor holds a stick in his hands, both
ends parallel to the horizon, while the candidates
advancing, one by one, sometimes leap over the stick,
sometimes creep under it, backward and forward,
several times, according as the stick is advanced or
depressed. Sometimes the emperor holds one end of the
stick, and his first minister the other; sometimes the
minister has it entirely to himself. Whoever performs
his part with most agility, and holds out the longest in
leaping and creeping, is rewarded with the bluecoloured silk; the red is given to the next, and the green

About two or three days before I was set at liberty, as I
was entertaining the court with this kind of feat, there
arrived an express to inform his majesty, that some of
his subjects, riding near the place where I was first
taken up, had seen a great black substance lying on the
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around, very oddly shaped, extending its edges round,
as wide as his majesty’s bedchamber, and rising up in
the middle as high as a man; that it was no living
creature, as they at first apprehended, for it lay on the
grass without motion; and some of them had walked
round it several times; that, by mounting upon each
other’s shoulders, they had got to the top, which was flat
and even, and, stamping upon it, they found that it was
hollow within; that they humbly conceived it might be
something belonging to the man-mountain; and if his
majesty pleased, they would undertake to bring it with
only five horses. I presently knew what they meant, and
was glad at heart to receive this intelligence. It seems,
upon my first reaching the shore after our shipwreck, I
was in such confusion, that before I came to the place
where I went to sleep, my hat, which I had fastened with
a string to my head while I was rowing, and had stuck
on all the time I was swimming, fell off after I came to
land; the string, as I conjecture, breaking by some
accident, which I never observed, but thought my hat
had been lost at sea. I entreated his imperial majesty to
give orders it might be brought to me as soon as
possible, describing to him the use and the nature of it:
and the next day the waggoners arrived with it, but not
in a very good condition; they had bored two holes in
the brim, within an inch and half of the edge, and
fastened two hooks in the holes; these hooks were tied
by a long cord to the harness, and thus my hat was
dragged along for above half an English mile; but, the
ground in that country being extremely smooth and
level, it received less damage than I expected.
Two days after this adventure, the emperor, having
ordered that part of his army which quarters in and
about his metropolis, to be in readiness, took a fancy of
diverting himself in a very singular manner. He desired
I would stand like a Colossus, with my legs as far
asunder as I conveniently could. He then commanded
his general (who was an old experienced leader, and a
great patron of mine) to draw up the troops in close
order, and march them under me; the foot by twentyfour abreast, and the horse by sixteen, with drums
beating, colours flying, and pikes advanced. This body
consisted of three thousand foot, and a thousand horse.
His majesty gave orders, upon pain of death, that every
soldier in his march should observe the strictest decency
with regard to my person; which however could not
prevent some of the younger officers from turning up
their eyes as they passed under me: and, to confess the
truth, my breeches were at that time in so ill a condition,
that they afforded some opportunities for laughter and
admiration.
I had sent so many memorials and petitions for my
liberty, that his majesty at length mentioned the matter,
first in the cabinet, and then in a full council; where it
was opposed by none, except Skyresh Bolgolam, who
was pleased, without any provocation, to be my mortal
enemy. But it was carried against him by the whole
board, and confirmed by the emperor. That minister
was galbet, or admiral of the realm, very much in his
master’s confidence, and a person well versed in affairs,
144

but of a morose and sour complexion. However, he was
at length persuaded to comply; but prevailed that the
articles and conditions upon which I should be set free,
and to which I must swear, should be drawn up by
himself. These articles were brought to me by Skyresh
Bolgolam in person attended by two under-secretaries,
and several persons of distinction. After they were read,
I was demanded to swear to the performance of them;
first in the manner of my own country, and afterwards
in the method prescribed by their laws; which was, to
hold my right foot in my left hand, and to place the
middle finger of my right hand on the crown of my
head, and my thumb on the tip of my right ear. But
because the reader may be curious to have some idea of
the style and manner of expression peculiar to that
people, as well as to know the article upon which I
recovered my liberty, I have made a translation of the
whole instrument, word for word, as near as I was able,
which I here offer to the public.
“Golbasto Momarem Evlame Gurdilo Shefin Mully
Ully Gue, most mighty Emperor of Lilliput, delight and
terror of the universe, whose dominions extend five
thousand blustrugs (about twelve miles in
circumference) to the extremities of the globe; monarch
of all monarchs, taller than the sons of men; whose feet
press down to the centre, and whose head strikes against
the sun; at whose nod the princes of the earth shake
their knees; pleasant as the spring, comfortable as the
summer, fruitful as autumn, dreadful as winter: his most
sublime majesty proposes to the man-mountain, lately
arrived at our celestial dominions, the following articles,
which, by a solemn oath, he shall be obliged to
perform:“1st, The man-mountain shall not depart from our
dominions, without our license under our great seal.
“2d, He shall not presume to come into our metropolis,
without our express order; at which time, the inhabitants
shall have two hours warning to keep within doors.
“3d, The said man-mountain shall confine his walks to
our principal high roads, and not offer to walk, or lie
down, in a meadow or field of corn.
“4th, As he walks the said roads, he shall take the
utmost care not to trample upon the bodies of any of our
loving subjects, their horses, or carriages, nor take any
of our subjects into his hands without their own consent.
“5th, If an express requires extraordinary despatch, the
man-mountain shall be obliged to carry, in his pocket,
the messenger and horse a six days journey, once in
every moon, and return the said messenger back (if so
required) safe to our imperial presence.
“6th, He shall be our ally against our enemies in the
island of Blefuscu, and do his utmost to destroy their
fleet, which is now preparing to invade us.
“7th, That the said man-mountain shall, at his times of
leisure, be aiding and assisting to our workmen, in
helping to raise certain great stones, towards covering

the wall of the principal park, and other our royal
buildings.
“8th, That the said man-mountain shall, in two moons’
time, deliver in an exact survey of the circumference of
our dominions, by a computation of his own paces
round the coast.
“Lastly, That, upon his solemn oath to observe all the
above articles, the said man-mountain shall have a daily
allowance of meat and drink sufficient for the support of
1724 of our subjects, with free access to our royal
person, and other marks of our favour. Given at our
palace at Belfaborac, the twelfth day of the ninety-first
moon of our reign.”
I swore and subscribed to these articles with great
cheerfulness and content, although some of them were
not so honourable as I could have wished; which
proceeded wholly from the malice of Skyresh
Bolgolam, the high-admiral: whereupon my chains were
immediately unlocked, and I was at full liberty. The
emperor himself, in person, did me the honour to be by
at the whole ceremony. I made my acknowledgements
by prostrating myself at his majesty’s feet: but he
commanded me to rise; and after many gracious
expressions, which, to avoid the censure of vanity, I
shall not repeat, he added, “that he hoped I should prove
a useful servant, and well deserve all the favours he had
already conferred upon me, or might do for the future.”
The reader may please to observe, that, in the last article
of the recovery of my liberty, the emperor stipulates to
allow me a quantity of meat and drink sufficient for the
support of 1724 Lilliputians. Some time after, asking a
friend at court how they came to fix on that determinate
number, he told me that his majesty’s mathematicians,
having taken the height of my body by the help of a
quadrant, and finding it to exceed theirs in the
proportion of twelve to one, they concluded from the
similarity of their bodies, that mine must contain at least
1724 of theirs, and consequently would require as much
food as was necessary to support that number of
Lilliputians. By which the reader may conceive an idea
of the ingenuity of that people, as well as the prudent
and exact economy of so great a prince.

Chapter IV.
Mildendo, the metropolis of Lilliput, described, together
with the emperor’s palace. A conversation between the
author and a principal secretary, concerning the affairs
of that empire. The author’s offers to serve the emperor
in his wars.
The first request I made, after I had obtained my liberty,
was, that I might have license to see Mildendo, the
metropolis; which the emperor easily granted me, but
with a special charge to do no hurt either to the
inhabitants or their houses. The people had notice, by
proclamation, of my design to visit the town. The wall
which encompassed it is two feet and a half high, and at
least eleven inches broad, so that a coach and horses

may be driven very safely round it; and it is flanked
with strong towers at ten feet distance. I stepped over
the great western gate, and passed very gently, and
sidling, through the two principal streets, only in my
short waistcoat, for fear of damaging the roofs and
eaves of the houses with the skirts of my coat. I walked
with the utmost circumspection, to avoid treading on
any stragglers who might remain in the streets, although
the orders were very strict, that all people should keep
in their houses, at their own peril. The garret windows
and tops of houses were so crowded with spectators,
that I thought in all my travels I had not seen a more
populous place. The city is an exact square, each side
of the wall being five hundred feet long. The two great
streets, which run across and divide it into four quarters,
are five feet wide. The lanes and alleys, which I could
not enter, but only view them as I passed, are from
twelve to eighteen inches. The town is capable of
holding five hundred thousand souls: the houses are
from three to five stories: the shops and markets well
provided.
The emperor’s palace is in the centre of the city where
the two great streets meet. It is enclosed by a wall of
two feet high, and twenty feet distance from the
buildings. I had his majesty’s permission to step over
this wall; and, the space being so wide between that and
the palace, I could easily view it on every side. The
outward court is a square of forty feet, and includes two
other courts: in the inmost are the royal apartments,
which I was very desirous to see, but found it extremely
difficult; for the great gates, from one square into
another, were but eighteen inches high, and seven
inches wide. Now the buildings of the outer court were
at least five feet high, and it was impossible for me to
stride over them without infinite damage to the pile,
though the walls were strongly built of hewn stone, and
four inches thick. At the same time the emperor had a
great desire that I should see the magnificence of his
palace; but this I was not able to do till three days after,
which I spent in cutting down with my knife some of
the largest trees in the royal park, about a hundred yards
distant from the city. Of these trees I made two stools,
each about three feet high, and strong enough to bear
my weight. The people having received notice a second
time, I went again through the city to the palace with my
two stools in my hands. When I came to the side of the
outer court, I stood upon one stool, and took the other in
my hand; this I lifted over the roof, and gently set it
down on the space between the first and second court,
which was eight feet wide. I then stept over the
building very conveniently from one stool to the other,
and drew up the first after me with a hooked stick. By
this contrivance I got into the inmost court; and, lying
down upon my side, I applied my face to the windows
of the middle stories, which were left open on purpose,
and discovered the most splendid apartments that can be
imagined. There I saw the empress and the young
princes, in their several lodgings, with their chief
attendants about them. Her imperial majesty was
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pleased to smile very graciously upon me, and gave me
out of the window her hand to kiss.
But I shall not anticipate the reader with further
descriptions of this kind, because I reserve them for a
greater work, which is now almost ready for the press;
containing a general description of this empire, from its
first erection, through along series of princes; with a
particular account of their wars and politics, laws,
learning, and religion; their plants and animals; their
peculiar manners and customs, with other matters very
curious and useful; my chief design at present being
only to relate such events and transactions as happened
to the public or to myself during a residence of about
nine months in that empire.
One morning, about a fortnight after I had obtained my
liberty, Reldresal, principal secretary (as they style him)
for private affairs, came to my house attended only by
one servant. He ordered his coach to wait at a distance,
and desired I would give him an hours audience; which
I readily consented to, on account of his quality and
personal merits, as well as of the many good offices he
had done me during my solicitations at court. I offered
to lie down that he might the more conveniently reach
my ear, but he chose rather to let me hold him in my
hand during our conversation. He began with
compliments on my liberty; said “he might pretend to
some merit in it;” but, however, added, “that if it had
not been for the present situation of things at court,
perhaps I might not have obtained it so soon. For,” said
he, “as flourishing a condition as we may appear to be
in to foreigners, we labour under two mighty evils: a
violent faction at home, and the danger of an invasion,
by a most potent enemy, from abroad. As to the first,
you are to understand, that for about seventy moons past
there have been two struggling parties in this empire,
under the names of Tramecksan and Slamecksan, from
the high and low heels of their shoes, by which they
distinguish themselves. It is alleged, indeed, that the
high heels are most agreeable to our ancient
constitution; but, however this be, his majesty has
determined to make use only of low heels in the
administration of the government, and all offices in the
gift of the crown, as you cannot but observe; and
particularly that his majesty’s imperial heels are lower
at least by a drurr than any of his court (drurr is a
measure about the fourteenth part of an inch). The
animosities between these two parties run so high, that
they will neither eat, nor drink, nor talk with each other.
We compute the Tramecksan, or high heels, to exceed
us in number; but the power is wholly on our side. We
apprehend his imperial highness, the heir to the crown,
to have some tendency towards the high heels; at least
we can plainly discover that one of his heels is higher
than the other, which gives him a hobble in his gait.
Now, in the midst of these intestine disquiets, we are
threatened with an invasion from the island of Blefuscu,
which is the other great empire of the universe, almost
as large and powerful as this of his majesty. For as to
what we have heard you affirm, that there are other
kingdoms and states in the world inhabited by human
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creatures as large as yourself, our philosophers are in
much doubt, and would rather conjecture that you
dropped from the moon, or one of the stars; because it is
certain, that a hundred mortals of your bulk would in a
short time destroy all the fruits and cattle of his
majesty’s dominions: besides, our histories of six
thousand moons make no mention of any other regions
than the two great empires of Lilliput and Blefuscu.
Which two mighty powers have, as I was going to tell
you, been engaged in a most obstinate war for six-andthirty moons past. It began upon the following
occasion. It is allowed on all hands, that the primitive
way of breaking eggs, before we eat them, was upon the
larger end; but his present majesty’s grandfather, while
he was a boy, going to eat an egg, and breaking it
according to the ancient practice, happened to cut one of
his fingers. Whereupon the emperor his father
published an edict, commanding all his subjects, upon
great penalties, to break the smaller end of their eggs.
The people so highly resented this law, that our histories
tell us, there have been six rebellions raised on that
account; wherein one emperor lost his life, and another
his crown. These civil commotions were constantly
fomented by the monarchs of Blefuscu; and when they
were quelled, the exiles always fled for refuge to that
empire. It is computed that eleven thousand persons
have at several times suffered death, rather than submit
to break their eggs at the smaller end. Many hundred
large volumes have been published upon this
controversy: but the books of the Big-endians have been
long forbidden, and the whole party rendered incapable
by law of holding employments. During the course of
these troubles, the emperors of Blefusca did frequently
expostulate by their ambassadors, accusing us of
making a schism in religion, by offending against a
fundamental doctrine of our great prophet Lustrog, in
the fifty-fourth chapter of the Blundecral (which is their
Alcoran). This, however, is thought to be a mere strain
upon the text; for the words are these: ‘that all true
believers break their eggs at the convenient end.’ And
which is the convenient end, seems, in my humble
opinion to be left to every man’s conscience, or at least
in the power of the chief magistrate to determine. Now,
the Big-endian exiles have found so much credit in the
emperor of Blefuscu’s court, and so much private
assistance and encouragement from their party here at
home, that a bloody war has been carried on between
the two empires for six-and-thirty moons, with various
success; during which time we have lost forty capital
ships, and a much a greater number of smaller vessels,
together with thirty thousand of our best seamen and
soldiers; and the damage received by the enemy is
reckoned to be somewhat greater than ours. However,
they have now equipped a numerous fleet, and are just
preparing to make a descent upon us; and his imperial
majesty, placing great confidence in your valour and
strength, has commanded me to lay this account of his
affairs before you.”
I desired the secretary to present my humble duty to the
emperor; and to let him know, “that I thought it would

not become me, who was a foreigner, to interfere with
parties; but I was ready, with the hazard of my life, to
defend his person and state against all invaders.”

Chapter V.
The author, by an extraordinary stratagem, prevents an
invasion. A high title of honour is conferred upon him.
Ambassadors arrive from the emperor of Blefuscu, and
sue for peace. The empress’s apartment on fire by an
accident; the author instrumental in saving the rest of
the palace.
The empire of Blefuscu is an island situated to the
north-east of Lilliput, from which it is parted only by a
channel of eight hundred yards wide. I had not yet seen
it, and upon this notice of an intended invasion, I
avoided appearing on that side of the coast, for fear of
being discovered, by some of the enemy’s ships, who
had received no intelligence of me; all intercourse
between the two empires having been strictly forbidden
during the war, upon pain of death, and an embargo laid
by our emperor upon all vessels whatsoever. I
communicated to his majesty a project I had formed of
seizing the enemy’s whole fleet; which, as our scouts
assured us, lay at anchor in the harbour, ready to sail
with the first fair wind. I consulted the most
experienced seamen upon the depth of the channel,
which they had often plumbed; who told me, that in the
middle, at high-water, it was seventy glumgluffs deep,
which is about six feet of European measure; and the
rest of it fifty glumgluffs at most. I walked towards the
north-east coast, over against Blefuscu, where, lying
down behind a hillock, I took out my small perspective
glass, and viewed the enemy’s fleet at anchor,
consisting of about fifty men of war, and a great number
of transports: I then came back to my house, and gave
orders (for which I had a warrant) for a great quantity of
the strongest cable and bars of iron. The cable was
about as thick as packthread and the bars of the length
and size of a knitting-needle. I trebled the cable to
make it stronger, and for the same reason I twisted three
of the iron bars together, bending the extremities into a
hook. Having thus fixed fifty hooks to as many cables,
I went back to the north-east coast, and putting off my
coat, shoes, and stockings, walked into the sea, in my
leathern jerkin, about half an hour before high water. I
waded with what haste I could, and swam in the middle
about thirty yards, till I felt ground. I arrived at the fleet
in less than half an hour. The enemy was so frightened
when they saw me, that they leaped out of their ships,
and swam to shore, where there could not be fewer than
thirty thousand souls. I then took my tackling, and,
fastening a hook to the hole at the prow of each, I tied
all the cords together at the end. While I was thus
employed, the enemy discharged several thousand
arrows, many of which stuck in my hands and face, and,
beside the excessive smart, gave me much disturbance
in my work. My greatest apprehension was for mine
eyes, which I should have infallibly lost, if I had not
suddenly thought of an expedient. I kept, among other

little necessaries, a pair of spectacles in a private pocket,
which, as I observed before, had escaped the emperor’s
searchers. These I took out and fastened as strongly as I
could upon my nose, and thus armed, went on boldly
with my work, in spite of the enemy’s arrows, many of
which struck against the glasses of my spectacles, but
without any other effect, further than a little to
discompose them. I had now fastened all the hooks,
and, taking the knot in my hand, began to pull; but not a
ship would stir, for they were all too fast held by their
anchors, so that the boldest part of my enterprise
remained. I therefore let go the cord, and leaving the
looks fixed to the ships, I resolutely cut with my knife
the cables that fastened the anchors, receiving about two
hundred shots in my face and hands; then I took up the
knotted end of the cables, to which my hooks were tied,
and with great ease drew fifty of the enemy’s largest
men of war after me.
The Blefuscudians, who had not the least imagination of
what I intended, were at first confounded with
astonishment. They had seen me cut the cables, and
thought my design was only to let the ships run adrift or
fall foul on each other: but when they perceived the
whole fleet moving in order, and saw me pulling at the
end, they set up such a scream of grief and despair as it
is almost impossible to describe or conceive. When I
had got out of danger, I stopped awhile to pick out the
arrows that stuck in my hands and face; and rubbed on
some of the same ointment that was given me at my first
arrival, as I have formerly mentioned. I then took off
my spectacles, and waiting about an hour, till the tide
was a little fallen, I waded through the middle with my
cargo, and arrived safe at the royal port of Lilliput.
The emperor and his whole court stood on the shore,
expecting the issue of this great adventure. They saw
the ships move forward in a large half-moon, but could
not discern me, who was up to my breast in water.
When I advanced to the middle of the channel, they
were yet more in pain, because I was under water to my
neck. The emperor concluded me to be drowned, and
that the enemy’s fleet was approaching in a hostile
manner: but he was soon eased of his fears; for the
channel growing shallower every step I made, I came in
a short time within hearing, and holding up the end of
the cable, by which the fleet was fastened, I cried in a
loud voice, “Long live the most puissant king of
Lilliput!” This great prince received me at my landing
with all possible encomiums, and created me a nardac
upon the spot, which is the highest title of honour
among them.
His majesty desired I would take some other
opportunity of bringing all the rest of his enemy’s ships
into his ports. And so unmeasureable is the ambition of
princes, that he seemed to think of nothing less than
reducing the whole empire of Blefuscu into a province,
and governing it, by a viceroy; of destroying the Bigendian exiles, and compelling that people to break the
smaller end of their eggs, by which he would remain the
sole monarch of the whole world. But I endeavoured to
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divert him from this design, by many arguments drawn
from the topics of policy as well as justice; and I plainly
protested, “that I would never be an instrument of
bringing a free and brave people into slavery.” And,
when the matter was debated in council, the wisest part
of the ministry were of my opinion.
This open bold declaration of mine was so opposite to
the schemes and politics of his imperial majesty, that he
could never forgive me. He mentioned it in a very artful
manner at council, where I was told that some of the
wisest appeared, at least by their silence, to be of my
opinion; but others, who were my secret enemies, could
not forbear some expressions which, by a side-wind,
reflected on me. And from this time began an intrigue
between his majesty and a junto of ministers,
maliciously bent against me, which broke out in less
than two months, and had like to have ended in my utter
destruction. Of so little weight are the greatest services
to princes, when put into the balance with a refusal to
gratify their passions.
About three weeks after this exploit, there arrived a
solemn embassy from Blefuscu, with humble offers of a
peace, which was soon concluded, upon conditions very
advantageous to our emperor, wherewith I shall not
trouble the reader. There were six ambassadors, with a
train of about five hundred persons, and their entry was
very magnificent, suitable to the grandeur of their
master, and the importance of their business. When
their treaty was finished, wherein I did them several
good offices by the credit I now had, or at least
appeared to have, at court, their excellencies, who were
privately told how much I had been their friend, made
me a visit in form. They began with many compliments
upon my valour and generosity, invited me to that
kingdom in the emperor their master’s name, and
desired me to show them some proofs of my prodigious
strength, of which they had heard so many wonders;
wherein I readily obliged them, but shall not trouble the
reader with the particulars.
When I had for some time entertained their excellencies,
to their infinite satisfaction and surprise, I desired they
would do me the honour to present my most humble
respects to the emperor their master, the renown of
whose virtues had so justly filled the whole world with
admiration, and whose royal person I resolved to attend,
before I returned to my own country. Accordingly, the
next time I had the honour to see our emperor, I desired
his general license to wait on the Blefuscudian monarch,
which he was pleased to grant me, as I could perceive,
in a very cold manner; but could not guess the reason,
till I had a whisper from a certain person, “that Flimnap
and Bolgolam had represented my intercourse with
those ambassadors as a mark of disaffection;” from
which I am sure my heart was wholly free. And this
was the first time I began to conceive some imperfect
idea of courts and ministers.
It is to be observed, that these ambassadors spoke to me,
by an interpreter, the languages of both empires
differing as much from each other as any two in Europe,
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and each nation priding itself upon the antiquity, beauty,
and energy of their own tongue, with an avowed
contempt for that of their neighbour; yet our emperor,
standing upon the advantage he had got by the seizure
of their fleet, obliged them to deliver their credentials,
and make their speech, in the Lilliputian tongue. And it
must be confessed, that from the great intercourse of
trade and commerce between both realms, from the
continual reception of exiles which is mutual among
them, and from the custom, in each empire, to send their
young nobility and richer gentry to the other, in order to
polish themselves by seeing the world, and
understanding men and manners; there are few persons
of distinction, or merchants, or seamen, who dwell in
the maritime parts, but what can hold conversation in
both tongues; as I found some weeks after, when I went
to pay my respects to the emperor of Blefuscu, which, in
the midst of great misfortunes, through the malice of my
enemies, proved a very happy adventure to me, as I
shall relate in its proper place.
The reader may remember, that when I signed those
articles upon which I recovered my liberty, there were
some which I disliked, upon account of their being too
servile; neither could anything but an extreme necessity
have forced me to submit. But being now a nardac of
the highest rank in that empire, such offices were looked
upon as below my dignity, and the emperor (to do him
justice), never once mentioned them to me. However, it
was not long before I had an opportunity of doing his
majesty, at least as I then thought, a most signal
service. I was alarmed at midnight with the cries of
many hundred people at my door; by which, being
suddenly awaked, I was in some kind of terror. I heard
the word Burglum repeated incessantly: several of the
emperor’s court, making their way through the crowd,
entreated me to come immediately to the palace, where
her imperial majesty’s apartment was on fire, by the
carelessness of a maid of honour, who fell asleep while
she was reading a romance. I got up in an instant; and
orders being given to clear the way before me, and it
being likewise a moonshine night, I made a shift to get
to the palace without trampling on any of the people. I
found they had already applied ladders to the walls of
the apartment, and were well provided with buckets, but
the water was at some distance. These buckets were
about the size of large thimbles, and the poor people
supplied me with them as fast as they could: but the
flame was so violent that they did little good. I might
easily have stifled it with my coat, which I unfortunately
left behind me for haste, and came away only in my
leathern jerkin. The case seemed wholly desperate and
deplorable; and this magnificent palace would have
infallibly been burnt down to the ground, if, by a
presence of mind unusual to me, I had not suddenly
thought of an expedient. I had, the evening before,
drunk plentifully of a most delicious wine called
glimigrim, (the Blefuscudians call it flunec, but ours is
esteemed the better sort,) which is very diuretic. By the
luckiest chance in the world, I had not discharged
myself of any part of it. The heat I had contracted by

coming very near the flames, and by labouring to
quench them, made the wine begin to operate by urine;
which I voided in such a quantity, and applied so well to
the proper places, that in three minutes the fire was
wholly extinguished, and the rest of that noble pile,
which had cost so many ages in erecting, preserved
from destruction.
It was now day-light, and I returned to my house
without waiting to congratulate with the emperor:
because, although I had done a very eminent piece of
service, yet I could not tell how his majesty might resent
the manner by which I had performed it: for, by the
fundamental laws of the realm, it is capital in any
person, of what quality soever, to make water within the
precincts of the palace. But I was a little comforted by a
message from his majesty, “that he would give orders to
the grand justiciary for passing my pardon in form:”
which, however, I could not obtain; and I was privately
assured, “that the empress, conceiving the greatest
abhorrence of what I had done, removed to the most
distant side of the court, firmly resolved that those
buildings should never be repaired for her use: and, in
the presence of her chief confidents could not forbear
vowing revenge.”

Chapter VI.
Of the inhabitants of Lilliput; their learning, laws, and
customs; the manner of educating their children. The
author’s way of living in that country. His vindication
of a great lady.
Although I intend to leave the description of this empire
to a particular treatise, yet, in the mean time, I am
content to gratify the curious reader with some general
ideas. As the common size of the natives is somewhat
under six inches high, so there is an exact proportion in
all other animals, as well as plants and trees: for
instance, the tallest horses and oxen are between four
and five inches in height, the sheep an inch and half,
more or less: their geese about the bigness of a sparrow,
and so the several gradations downwards till you come
to the smallest, which to my sight, were almost
invisible; but nature has adapted the eyes of the
Lilliputians to all objects proper for their view: they see
with great exactness, but at no great distance. And, to
show the sharpness of their sight towards objects that
are near, I have been much pleased with observing a
cook pulling a lark, which was not so large as a
common fly; and a young girl threading an invisible
needle with invisible silk. Their tallest trees are about
seven feet high: I mean some of those in the great royal
park, the tops whereof I could but just reach with my
fist clenched. The other vegetables are in the same
proportion; but this I leave to the reader’s imagination.
I shall say but little at present of their learning, which,
for many ages, has flourished in all its branches among
them: but their manner of writing is very peculiar, being
neither from the left to the right, like the Europeans, nor
from the right to the left, like the Arabians, nor from up

to down, like the Chinese, but aslant, from one corner of
the paper to the other, like ladies in England.
They bury their dead with their heads directly
downward, because they hold an opinion, that in eleven
thousand moons they are all to rise again; in which
period the earth (which they conceive to be flat) will
turn upside down, and by this means they shall, at their
resurrection, be found ready standing on their feet. The
learned among them confess the absurdity of this
doctrine; but the practice still continues, in compliance
to the vulgar.
There are some laws and customs in this empire very
peculiar; and if they were not so directly contrary to
those of my own dear country, I should be tempted to
say a little in their justification. It is only to be wished
they were as well executed. The first I shall mention,
relates to informers. All crimes against the state, are
punished here with the utmost severity; but, if the
person accused makes his innocence plainly to appear
upon his trial, the accuser is immediately put to an
ignominious death; and out of his goods or lands the
innocent person is quadruply recompensed for the loss
of his time, for the danger he underwent, for the
hardship of his imprisonment, and for all the charges he
has been at in making his defence; or, if that fund be
deficient, it is largely supplied by the crown. The
emperor also confers on him some public mark of his
favour, and proclamation is made of his innocence
through the whole city.
They look upon fraud as a greater crime than theft, and
therefore seldom fail to punish it with death; for they
allege, that care and vigilance, with a very common
understanding, may preserve a man’s goods from
thieves, but honesty has no defence against superior
cunning; and, since it is necessary that there should be a
perpetual intercourse of buying and selling, and dealing
upon credit, where fraud is permitted and connived at,
or has no law to punish it, the honest dealer is always
undone, and the knave gets the advantage. I remember,
when I was once interceding with the emperor for a
criminal who had wronged his master of a great sum of
money, which he had received by order and ran away
with; and happening to tell his majesty, by way of
extenuation, that it was only a breach of trust, the
emperor thought it monstrous in me to offer as a
defence the greatest aggravation of the crime; and truly
I had little to say in return, farther than the common
answer, that different nations had different customs; for,
I confess, I was heartily ashamed. {2}
Although we usually call reward and punishment the
two hinges upon which all government turns, yet I could
never observe this maxim to be put in practice by any
nation except that of Lilliput. Whoever can there bring
sufficient proof, that he has strictly observed the laws of
his country for seventy-three moons, has a claim to
certain privileges, according to his quality or condition
of life, with a proportionable sum of money out of a
fund appropriated for that use: he likewise acquires the
title of snilpall, or legal, which is added to his name, but
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does not descend to his posterity. And these people
thought it a prodigious defect of policy among us, when
I told them that our laws were enforced only by
penalties, without any mention of reward. It is upon this
account that the image of Justice, in their courts of
judicature, is formed with six eyes, two before, as many
behind, and on each side one, to signify circumspection;
with a bag of gold open in her right hand, and a sword
sheathed in her left, to show she is more disposed to
reward than to punish.
In choosing persons for all employments, they have
more regard to good morals than to great abilities; for,
since government is necessary to mankind, they believe,
that the common size of human understanding is fitted
to some station or other; and that Providence never
intended to make the management of public affairs a
mystery to be comprehended only by a few persons of
sublime genius, of which there seldom are three born in
an age: but they suppose truth, justice, temperance, and
the like, to be in every man’s power; the practice of
which virtues, assisted by experience and a good
intention, would qualify any man for the service of his
country, except where a course of study is required. But
they thought the want of moral virtues was so far from
being supplied by superior endowments of the mind,
that employments could never be put into such
dangerous hands as those of persons so qualified; and, at
least, that the mistakes committed by ignorance, in a
virtuous disposition, would never be of such fatal
consequence to the public weal, as the practices of a
man, whose inclinations led him to be corrupt, and who
had great abilities to manage, to multiply, and defend
his corruptions.
In like manner, the disbelief of a Divine Providence
renders a man incapable of holding any public station;
for, since kings avow themselves to be the deputies of
Providence, the Lilliputians think nothing can be more
absurd than for a prince to employ such men as disown
the authority under which he acts.
In relating these and the following laws, I would only be
understood to mean the original institutions, and not the
most scandalous corruptions, into which these people
are fallen by the degenerate nature of man. For, as to
that infamous practice of acquiring great employments
by dancing on the ropes, or badges of favour and
distinction by leaping over sticks and creeping under
them, the reader is to observe, that they were first
introduced by the grandfather of the emperor now
reigning, and grew to the present height by the gradual
increase of party and faction.
Ingratitude is among them a capital crime, as we read it
to have been in some other countries: for they reason
thus; that whoever makes ill returns to his benefactor,
must needs be a common enemy to the rest of mankind,
from whom he has received no obligation, and therefore
such a man is not fit to live.
Their notions relating to the duties of parents and
children differ extremely from ours. For, since the
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conjunction of male and female is founded upon the
great law of nature, in order to propagate and continue
the species, the Lilliputians will needs have it, that men
and women are joined together, like other animals, by
the motives of concupiscence; and that their tenderness
towards their young proceeds from the like natural
principle: for which reason they will never allow that a
child is under any obligation to his father for begetting
him, or to his mother for bringing him into the world;
which, considering the miseries of human life, was
neither a benefit in itself, nor intended so by his parents,
whose thoughts, in their love encounters, were
otherwise employed. Upon these, and the like
reasonings, their opinion is, that parents are the last of
all others to be trusted with the education of their own
children; and therefore they have in every town public
nurseries, where all parents, except cottagers and
labourers, are obliged to send their infants of both sexes
to be reared and educated, when they come to the age of
twenty moons, at which time they are supposed to have
some rudiments of docility. These schools are of
several kinds, suited to different qualities, and both
sexes. They have certain professors well skilled in
preparing children for such a condition of life as befits
the rank of their parents, and their own capacities, as
well as inclinations. I shall first say something of the
male nurseries, and then of the female.
The nurseries for males of noble or eminent birth, are
provided with grave and learned professors, and their
several deputies. The clothes and food of the children
are plain and simple. They are bred up in the principles
of honour, justice, courage, modesty, clemency,
religion, and love of their country; they are always
employed in some business, except in the times of
eating and sleeping, which are very short, and two hours
for diversions consisting of bodily exercises. They are
dressed by men till four years of age, and then are
obliged to dress themselves, although their quality be
ever so great; and the women attendant, who are aged
proportionably to ours at fifty, perform only the most
menial offices. They are never suffered to converse
with servants, but go together in smaller or greater
numbers to take their diversions, and always in the
presence of a professor, or one of his deputies; whereby
they avoid those early bad impressions of folly and vice,
to which our children are subject. Their parents are
suffered to see them only twice a year; the visit is to last
but an hour; they are allowed to kiss the child at
meeting and parting; but a professor, who always stands
by on those occasions, will not suffer them to whisper,
or use any fondling expressions, or bring any presents of
toys, sweetmeats, and the like.
The pension from each family for the education and
entertainment of a child, upon failure of due payment, is
levied by the emperor’s officers.
The nurseries for children of ordinary gentlemen,
merchants, traders, and handicrafts, are managed
proportionably after the same manner; only those
designed for trades are put out apprentices at eleven

years old, whereas those of persons of quality continue
in their exercises till fifteen, which answers to twentyone with us: but the confinement is gradually lessened
for the last three years.
In the female nurseries, the young girls of quality are
educated much like the males, only they are dressed by
orderly servants of their own sex; but always in the
presence of a professor or deputy, till they come to dress
themselves, which is at five years old. And if it be
found that these nurses ever presume to entertain the
girls with frightful or foolish stories, or the common
follies practised by chambermaids among us, they are
publicly whipped thrice about the city, imprisoned for a
year, and banished for life to the most desolate part of
the country. Thus the young ladies are as much
ashamed of being cowards and fools as the men, and
despise all personal ornaments, beyond decency and
cleanliness: neither did I perceive any difference in their
education made by their difference of sex, only that the
exercises of the females were not altogether so robust;
and that some rules were given them relating to
domestic life, and a smaller compass of learning was
enjoined them: for their maxim is, that among peoples
of quality, a wife should be always a reasonable and
agreeable companion, because she cannot always be
young. When the girls are twelve years old, which
among them is the marriageable age, their parents or
guardians take them home, with great expressions of
gratitude to the professors, and seldom without tears of
the young lady and her companions.
In the nurseries of females of the meaner sort, the
children are instructed in all kinds of works proper for
their sex, and their several degrees: those intended for
apprentices are dismissed at seven years old, the rest are
kept to eleven.
The meaner families who have children at these
nurseries, are obliged, besides their annual pension,
which is as low as possible, to return to the steward of
the nursery a small monthly share of their gettings, to be
a portion for the child; and therefore all parents are
limited in their expenses by the law. For the
Lilliputians think nothing can be more unjust, than for
people, in subservience to their own appetites, to bring
children into the world, and leave the burthen of
supporting them on the public. As to persons of quality,
they give security to appropriate a certain sum for each
child, suitable to their condition; and these funds are
always managed with good husbandry and the most
exact justice.
The cottagers and labourers keep their children at home,
their business being only to till and cultivate the earth,
and therefore their education is of little consequence to
the public: but the old and diseased among them, are
supported by hospitals; for begging is a trade unknown
in this empire.
And here it may, perhaps, divert the curious reader, to
give some account of my domestics, and my manner of
living in this country, during a residence of nine

months, and thirteen days. Having a head mechanically
turned, and being likewise forced by necessity, I had
made for myself a table and chair convenient enough,
out of the largest trees in the royal park. Two hundred
sempstresses were employed to make me shirts, and
linen for my bed and table, all of the strongest and
coarsest kind they could get; which, however, they were
forced to quilt together in several folds, for the thickest
was some degrees finer than lawn. Their linen is
usually three inches wide, and three feet make a piece.
The sempstresses took my measure as I lay on the
ground, one standing at my neck, and another at my
mid-leg, with a strong cord extended, that each held by
the end, while a third measured the length of the cord
with a rule of an inch long. Then they measured my
right thumb, and desired no more; for by a mathematical
computation, that twice round the thumb is once round
the wrist, and so on to the neck and the waist, and by the
help of my old shirt, which I displayed on the ground
before them for a pattern, they fitted me exactly. Three
hundred tailors were employed in the same manner to
make me clothes; but they had another contrivance for
taking my measure. I kneeled down, and they raised a
ladder from the ground to my neck; upon this ladder one
of them mounted, and let fall a plumb-line from my
collar to the floor, which just answered the length of my
coat: but my waist and arms I measured myself. When
my clothes were finished, which was done in my house
(for the largest of theirs would not have been able to
hold them), they looked like the patch-work made by
the ladies in England, only that mine were all of a
colour.
I had three hundred cooks to dress my victuals, in little
convenient huts built about my house, where they and
their families lived, and prepared me two dishes apiece. I took up twenty waiters in my hand, and placed
them on the table: a hundred more attended below on
the ground, some with dishes of meat, and some with
barrels of wine and other liquors slung on their
shoulders; all which the waiters above drew up, as I
wanted, in a very ingenious manner, by certain cords, as
we draw the bucket up a well in Europe. A dish of their
meat was a good mouthful, and a barrel of their liquor a
reasonable draught. Their mutton yields to ours, but
their beef is excellent. I have had a sirloin so large, that
I have been forced to make three bites of it; but this is
rare. My servants were astonished to see me eat it,
bones and all, as in our country we do the leg of a lark.
Their geese and turkeys I usually ate at a mouthful, and
I confess they far exceed ours. Of their smaller fowl I
could take up twenty or thirty at the end of my knife.
One day his imperial majesty, being informed of my
way of living, desired “that himself and his royal
consort, with the young princes of the blood of both
sexes, might have the happiness,” as he was pleased to
call it, “of dining with me.” They came accordingly,
and I placed them in chairs of state, upon my table, just
over against me, with their guards about them. Flimnap,
the lord high treasurer, attended there likewise with his
white staff; and I observed he often looked on me with a
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sour countenance, which I would not seem to regard,
but ate more than usual, in honour to my dear country,
as well as to fill the court with admiration. I have some
private reasons to believe, that this visit from his
majesty gave Flimnap an opportunity of doing me ill
offices to his master. That minister had always been my
secret enemy, though he outwardly caressed me more
than was usual to the moroseness of his nature. He
represented to the emperor “the low condition of his
treasury; that he was forced to take up money at a great
discount; that exchequer bills would not circulate under
nine per cent. below par; that I had cost his majesty
above a million and a half of sprugs” (their greatest gold
coin, about the bigness of a spangle) “and, upon the
whole, that it would be advisable in the emperor to take
the first fair occasion of dismissing me.”
I am here obliged to vindicate the reputation of an
excellent lady, who was an innocent sufferer upon my
account. The treasurer took a fancy to be jealous of his
wife, from the malice of some evil tongues, who
informed him that her grace had taken a violent
affection for my person; and the court scandal ran for
some time, that she once came privately to my lodging.
This I solemnly declare to be a most infamous
falsehood, without any grounds, further than that her
grace was pleased to treat me with all innocent marks of
freedom and friendship. I own she came often to my
house, but always publicly, nor ever without three more
in the coach, who were usually her sister and young
daughter, and some particular acquaintance; but this was
common to many other ladies of the court. And I still
appeal to my servants round, whether they at any time
saw a coach at my door, without knowing what persons
were in it. On those occasions, when a servant had
given me notice, my custom was to go immediately to
the door, and, after paying my respects, to take up the
coach and two horses very carefully in my hands (for, if
there were six horses, the postillion always unharnessed
four,) and place them on a table, where I had fixed a
movable rim quite round, of five inches high, to prevent
accidents. And I have often had four coaches and
horses at once on my table, full of company, while I sat
in my chair, leaning my face towards them; and when I
was engaged with one set, the coachmen would gently
drive the others round my table. I have passed many an
afternoon very agreeably in these conversations. But I
defy the treasurer, or his two informers (I will name
them, and let them make the best of it) Clustril and
Drunlo, to prove that any person ever came to me
incognito, except the secretary Reldresal, who was sent
by express command of his imperial majesty, as I have
before related. I should not have dwelt so long upon
this particular, if it had not been a point wherein the
reputation of a great lady is so nearly concerned, to say
nothing of my own; though I then had the honour to be a
nardac, which the treasurer himself is not; for all the
world knows, that he is only a glumglum, a title inferior
by one degree, as that of a marquis is to a duke in
England; yet I allow he preceded me in right of his
post. These false informations, which I afterwards came
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to the knowledge of by an accident not proper to
mention, made the treasurer show his lady for some
time an ill countenance, and me a worse; and although
he was at last undeceived and reconciled to her, yet I
lost all credit with him, and found my interest decline
very fast with the emperor himself, who was, indeed,
too much governed by that favourite.

Chapter VII.
The author, being informed of a design to accuse him of
high-treason, makes his escape to Blefuscu. His
reception there.
Before I proceed to give an account of my leaving this
kingdom, it may be proper to inform the reader of a
private intrigue which had been for two months forming
against me.
I had been hitherto, all my life, a stranger to courts, for
which I was unqualified by the meanness of my
condition. I had indeed heard and read enough of the
dispositions of great princes and ministers, but never
expected to have found such terrible effects of them, in
so remote a country, governed, as I thought, by very
different maxims from those in Europe.
When I was just preparing to pay my attendance on the
emperor of Blefuscu, a considerable person at court (to
whom I had been very serviceable, at a time when he
lay under the highest displeasure of his imperial
majesty) came to my house very privately at night, in a
close chair, and, without sending his name, desired
admittance. The chairmen were dismissed; I put the
chair, with his lordship in it, into my coat-pocket: and,
giving orders to a trusty servant, to say I was indisposed
and gone to sleep, I fastened the door of my house,
placed the chair on the table, according to my usual
custom, and sat down by it. After the common
salutations were over, observing his lordship’s
countenance full of concern, and inquiring into the
reason, he desired “I would hear him with patience, in a
matter that highly concerned my honour and my life.”
His speech was to the following effect, for I took notes
of it as soon as he left me:“You are to know,” said he, “that several committees of
council have been lately called, in the most private
manner, on your account; and it is but two days since
his majesty came to a full resolution.
“You are very sensible that Skyresh Bolgolam” (galbet,
or high-admiral) “has been your mortal enemy, almost
ever since your arrival. His original reasons I know not;
but his hatred is increased since your great success
against Blefuscu, by which his glory as admiral is much
obscured. This lord, in conjunction with Flimnap the
high-treasurer, whose enmity against you is notorious
on account of his lady, Limtoc the general, Lalcon the
chamberlain, and Balmuff the grand justiciary, have
prepared articles of impeachment against you, for
treason and other capital crimes.”

This preface made me so impatient, being conscious of
my own merits and innocence, that I was going to
interrupt him; when he entreated me to be silent, and
thus proceeded:“Out of gratitude for the favours you have done me, I
procured information of the whole proceedings, and a
copy of the articles; wherein I venture my head for your
service.
“‘Articles of Impeachment against
FLESTRIN, (the Man-Mountain.)

QUINBUS

ARTICLE I.
“‘Whereas, by a statute made in the reign of his imperial
majesty Calin Deffar Plune, it is enacted, that, whoever
shall make water within the precincts of the royal
palace, shall be liable to the pains and penalties of hightreason; notwithstanding, the said Quinbus Flestrin, in
open breach of the said law, under colour of
extinguishing the fire kindled in the apartment of his
majesty’s most dear imperial consort, did maliciously,
traitorously, and devilishly, by discharge of his urine,
put out the said fire kindled in the said apartment, lying
and being within the precincts of the said royal palace,
against the statute in that case provided, &c. against the
duty, &c.
ARTICLE II.
“‘That the said Quinbus Flestrin, having brought the
imperial fleet of Blefuscu into the royal port, and being
afterwards commanded by his imperial majesty to seize
all the other ships of the said empire of Blefuscu, and
reduce that empire to a province, to be governed by a
viceroy from hence, and to destroy and put to death, not
only all the Big-endian exiles, but likewise all the
people of that empire who would not immediately
forsake the Big-endian heresy, he, the said Flestrin, like
a false traitor against his most auspicious, serene,
imperial majesty, did petition to be excused from the
said service, upon pretence of unwillingness to force the
consciences, or destroy the liberties and lives of an
innocent people.
ARTICLE III.
“‘That, whereas certain ambassadors arrived from the
Court of Blefuscu, to sue for peace in his majesty’s
court, he, the said Flestrin, did, like a false traitor, aid,
abet, comfort, and divert, the said ambassadors,
although he knew them to be servants to a prince who
was lately an open enemy to his imperial majesty, and
in an open war against his said majesty.
ARTICLE IV.
“‘That the said Quinbus Flestrin, contrary to the duty of
a faithful subject, is now preparing to make a voyage to
the court and empire of Blefuscu, for which he has
received only verbal license from his imperial majesty;
and, under colour of the said license, does falsely and
traitorously intend to take the said voyage, and thereby

to aid, comfort, and abet the emperor of Blefuscu, so
lately an enemy, and in open war with his imperial
majesty aforesaid.’
“There are some other articles; but these are the most
important, of which I have read you an abstract.
“In the several debates upon this impeachment, it must
be confessed that his majesty gave many marks of his
great lenity; often urging the services you had done him,
and endeavouring to extenuate your crimes. The
treasurer and admiral insisted that you should be put to
the most painful and ignominious death, by setting fire
to your house at night, and the general was to attend
with twenty thousand men, armed with poisoned
arrows, to shoot you on the face and hands. Some of
your servants were to have private orders to strew a
poisonous juice on your shirts and sheets, which would
soon make you tear your own flesh, and die in the
utmost torture. The general came into the same opinion;
so that for a long time there was a majority against you;
but his majesty resolving, if possible, to spare your life,
at last brought off the chamberlain.
“Upon this incident, Reldresal, principal secretary for
private affairs, who always approved himself your true
friend, was commanded by the emperor to deliver his
opinion, which he accordingly did; and therein justified
the good thoughts you have of him. He allowed your
crimes to be great, but that still there was room for
mercy, the most commendable virtue in a prince, and
for which his majesty was so justly celebrated. He said,
the friendship between you and him was so well known
to the world, that perhaps the most honourable board
might think him partial; however, in obedience to the
command he had received, he would freely offer his
sentiments. That if his majesty, in consideration of your
services, and pursuant to his own merciful disposition,
would please to spare your life, and only give orders to
put out both your eyes, he humbly conceived, that by
this expedient justice might in some measure be
satisfied, and all the world would applaud the lenity of
the emperor, as well as the fair and generous
proceedings of those who have the honour to be his
counsellors. That the loss of your eyes would be no
impediment to your bodily strength, by which you
might still be useful to his majesty; that blindness is an
addition to courage, by concealing dangers from us; that
the fear you had for your eyes, was the greatest
difficulty in bringing over the enemy’s fleet, and it
would be sufficient for you to see by the eyes of the
ministers, since the greatest princes do no more.
“This proposal was received with the utmost
disapprobation by the whole board. Bolgolam, the
admiral, could not preserve his temper, but, rising up in
fury, said, he wondered how the secretary durst presume
to give his opinion for preserving the life of a traitor;
that the services you had performed were, by all true
reasons of state, the great aggravation of your crimes;
that you, who were able to extinguish the fire by
discharge of urine in her majesty’s apartment (which he
mentioned with horror), might, at another time, raise an
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inundation by the same means, to drown the whole
palace; and the same strength which enabled you to
bring over the enemy’s fleet, might serve, upon the first
discontent, to carry it back; that he had good reasons to
think you were a Big-endian in your heart; and, as
treason begins in the heart, before it appears in overtacts, so he accused you as a traitor on that account, and
therefore insisted you should be put to death.
“The treasurer was of the same opinion: he showed to
what straits his majesty’s revenue was reduced, by the
charge of maintaining you, which would soon grow
insupportable; that the secretary’s expedient of putting
out your eyes, was so far from being a remedy against
this evil, that it would probably increase it, as is
manifest from the common practice of blinding some
kind of fowls, after which they fed the faster, and grew
sooner fat; that his sacred majesty and the council, who
are your judges, were, in their own consciences, fully
convinced of your guilt, which was a sufficient
argument to condemn you to death, without the formal
proofs required by the strict letter of the law.
“But his imperial majesty, fully determined against
capital punishment, was graciously pleased to say, that
since the council thought the loss of your eyes too easy
a censure, some other way may be inflicted hereafter.
And your friend the secretary, humbly desiring to be
heard again, in answer to what the treasurer had
objected, concerning the great charge his majesty was at
in maintaining you, said, that his excellency, who had
the sole disposal of the emperor’s revenue, might easily
provide against that evil, by gradually lessening your
establishment; by which, for want of sufficient for you
would grow weak and faint, and lose your appetite, and
consequently, decay, and consume in a few months;
neither would the stench of your carcass be then so
dangerous, when it should become more than half
diminished; and immediately upon your death five or
six thousand of his majesty’s subjects might, in two or
three days, cut your flesh from your bones, take it away
by cart-loads, and bury it in distant parts, to prevent
infection, leaving the skeleton as a monument of
admiration to posterity.
“Thus, by the great friendship of the secretary, the
whole affair was compromised. It was strictly enjoined,
that the project of starving you by degrees should be
kept a secret; but the sentence of putting out your eyes
was entered on the books; none dissenting, except
Bolgolam the admiral, who, being a creature of the
empress, was perpetually instigated by her majesty to
insist upon your death, she having borne perpetual
malice against you, on account of that infamous and
illegal method you took to extinguish the fire in her
apartment.
“In three days your friend the secretary will be directed
to come to your house, and read before you the articles
of impeachment; and then to signify the great lenity and
favour of his majesty and council, whereby you are only
condemned to the loss of your eyes, which his majesty
does not question you will gratefully and humbly submit
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to; and twenty of his majesty’s surgeons will attend, in
order to see the operation well performed, by
discharging very sharp-pointed arrows into the balls of
your eyes, as you lie on the ground.
“I leave to your prudence what measures you will take;
and to avoid suspicion, I must immediately return in as
private a manner as I came.”
His lordship did so; and I remained alone, under many
doubts and perplexities of mind.
It was a custom introduced by this prince and his
ministry (very different, as I have been assured, from
the practice of former times,) that after the court had
decreed any cruel execution, either to gratify the
monarch’s resentment, or the malice of a favourite, the
emperor always made a speech to his whole council,
expressing his great lenity and tenderness, as qualities
known and confessed by all the world. This speech was
immediately published throughout the kingdom; nor did
any thing terrify the people so much as those
encomiums on his majesty’s mercy; because it was
observed, that the more these praises were enlarged and
insisted on, the more inhuman was the punishment, and
the sufferer more innocent. Yet, as to myself, I must
confess, having never been designed for a courtier,
either by my birth or education, I was so ill a judge of
things, that I could not discover the lenity and favour of
this sentence, but conceived it (perhaps erroneously)
rather to be rigorous than gentle. I sometimes thought
of standing my trial, for, although I could not deny the
facts alleged in the several articles, yet I hoped they
would admit of some extenuation. But having in my
life perused many state-trials, which I ever observed to
terminate as the judges thought fit to direct, I durst not
rely on so dangerous a decision, in so critical a juncture,
and against such powerful enemies. Once I was
strongly bent upon resistance, for, while I had liberty
the whole strength of that empire could hardly subdue
me, and I might easily with stones pelt the metropolis to
pieces; but I soon rejected that project with horror, by
remembering the oath I had made to the emperor, the
favours I received from him, and the high title of nardac
he conferred upon me. Neither had I so soon learned
the gratitude of courtiers, to persuade myself, that his
majesty’s present seventies acquitted me of all past
obligations.
At last, I fixed upon a resolution, for which it is
probable I may incur some censure, and not unjustly; for
I confess I owe the preserving of mine eyes, and
consequently my liberty, to my own great rashness and
want of experience; because, if I had then known the
nature of princes and ministers, which I have since
observed in many other courts, and their methods of
treating criminals less obnoxious than myself, I should,
with great alacrity and readiness, have submitted to so
easy a punishment. But hurried on by the precipitancy
of youth, and having his imperial majesty’s license to
pay my attendance upon the emperor of Blefuscu, I took
this opportunity, before the three days were elapsed, to
send a letter to my friend the secretary, signifying my

resolution of setting out that morning for Blefuscu,
pursuant to the leave I had got; and, without waiting for
an answer, I went to that side of the island where our
fleet lay. I seized a large man of war, tied a cable to the
prow, and, lifting up the anchors, I stripped myself, put
my clothes (together with my coverlet, which I carried
under my arm) into the vessel, and, drawing it after me,
between wading and swimming arrived at the royal port
of Blefuscu, where the people had long expected me:
they lent me two guides to direct me to the capital city,
which is of the same name. I held them in my hands,
till I came within two hundred yards of the gate, and
desired them “to signify my arrival to one of the
secretaries, and let him know, I there waited his
majesty’s command.” I had an answer in about an hour,
“that his majesty, attended by the royal family, and
great officers of the court, was coming out to receive
me.” I advanced a hundred yards. The emperor and his
train alighted from their horses, the empress and ladies
from their coaches, and I did not perceive they were in
any fright or concern. I lay on the ground to kiss his
majesty’s and the empress’s hands. I told his majesty,
“that I was come according to my promise, and with the
license of the emperor my master, to have the honour of
seeing so mighty a monarch, and to offer him any
service in my power, consistent with my duty to my
own prince;” not mentioning a word of my disgrace,
because I had hitherto no regular information of it, and
might suppose myself wholly ignorant of any such
design; neither could I reasonably conceive that the
emperor would discover the secret, while I was out of
his power; wherein, however, it soon appeared I was
deceived.
I shall not trouble the reader with the particular account
of my reception at this court, which was suitable to the
generosity of so great a prince; nor of the difficulties I
was in for want of a house and bed, being forced to lie
on the ground, wrapped up in my coverlet.

Chapter VIII.
The author, by a lucky accident, finds means to leave
Blefuscu; and, after some difficulties, returns safe to his
native country.
Three days after my arrival, walking out of curiosity to
the north-east coast of the island, I observed, about half
a league off in the sea, somewhat that looked like a boat
overturned. I pulled off my shoes and stockings, and,
wailing two or three hundred yards, I found the object to
approach nearer by force of the tide; and then plainly
saw it to be a real boat, which I supposed might by
some tempest have been driven from a ship.
Whereupon, I returned immediately towards the city,
and desired his imperial majesty to lend me twenty of
the tallest vessels he had left, after the loss of his fleet,
and three thousand seamen, under the command of his
vice-admiral. This fleet sailed round, while I went back
the shortest way to the coast, where I first discovered
the boat. I found the tide had driven it still nearer. The
seamen were all provided with cordage, which I had

beforehand twisted to a sufficient strength. When the
ships came up, I stripped myself, and waded till I came
within a hundred yards off the boat, after which I was
forced to swim till I got up to it. The seamen threw me
the end of the cord, which I fastened to a hole in the
fore-part of the boat, and the other end to a man of war;
but I found all my labour to little purpose; for, being out
of my depth, I was not able to work. In this necessity I
was forced to swim behind, and push the boat forward,
as often as I could, with one of my hands; and the tide
favouring me, I advanced so far that I could just hold up
my chin and feel the ground. I rested two or three
minutes, and then gave the boat another shove, and so
on, till the sea was no higher than my arm-pits; and
now, the most laborious part being over, I took out my
other cables, which were stowed in one of the ships, and
fastened them first to the boat, and then to nine of the
vessels which attended me; the wind being favourable,
the seamen towed, and I shoved, until we arrived within
forty yards of the shore; and, waiting till the tide was
out, I got dry to the boat, and by the assistance of two
thousand men, with ropes and engines, I made a shift to
turn it on its bottom, and found it was but little
damaged.
I shall not trouble the reader with the difficulties I was
under, by the help of certain paddles, which cost me ten
days making, to get my boat to the royal port of
Blefuscu, where a mighty concourse of people appeared
upon my arrival, full of wonder at the sight of so
prodigious a vessel. I told the emperor “that my good
fortune had thrown this boat in my way, to carry me to
some place whence I might return into my native
country; and begged his majesty’s orders for getting
materials to fit it up, together with his license to depart;”
which, after some kind expostulations, he was pleased
to grant.
I did very much wonder, in all this time, not to have
heard of any express relating to me from our emperor to
the court of Blefuscu. But I was afterward given
privately to understand, that his imperial majesty, never
imagining I had the least notice of his designs, believed
I was only gone to Blefuscu in performance of my
promise, according to the license he had given me,
which was well known at our court, and would return in
a few days, when the ceremony was ended. But he was
at last in pain at my long absence; and after consulting
with the treasurer and the rest of that cabal, a person of
quality was dispatched with the copy of the articles
against me. This envoy had instructions to represent to
the monarch of Blefuscu, “the great lenity of his master,
who was content to punish me no farther than with the
loss of mine eyes; that I had fled from justice; and if I
did not return in two hours, I should be deprived of my
title of nardac, and declared a traitor.” The envoy
further added, “that in order to maintain the peace and
amity between both empires, his master expected that
his brother of Blefuscu would give orders to have me
sent back to Lilliput, bound hand and foot, to be
punished as a traitor.”
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The emperor of Blefuscu, having taken three days to
consult, returned an answer consisting of many civilities
and excuses. He said, “that as for sending me bound,
his brother knew it was impossible; that, although I had
deprived him of his fleet, yet he owed great obligations
to me for many good offices I had done him in making
the peace. That, however, both their majesties would
soon be made easy; for I had found a prodigious vessel
on the shore, able to carry me on the sea, which he had
given orders to fit up, with my own assistance and
direction; and he hoped, in a few weeks, both empires
would be freed from so insupportable an encumbrance.”
With this answer the envoy returned to Lilliput; and the
monarch of Blefuscu related to me all that had passed;
offering me at the same time (but under the strictest
confidence) his gracious protection, if I would continue
in his service; wherein, although I believed him sincere,
yet I resolved never more to put any confidence in
princes or ministers, where I could possibly avoid it;
and therefore, with all due acknowledgments for his
favourable intentions, I humbly begged to be excused. I
told him, “that since fortune, whether good or evil, had
thrown a vessel in my way, I was resolved to venture
myself on the ocean, rather than be an occasion of
difference between two such mighty monarchs.”
Neither did I find the emperor at all displeased; and I
discovered, by a certain accident, that he was very glad
of my resolution, and so were most of his ministers.
These considerations moved me to hasten my departure
somewhat sooner than I intended; to which the court,
impatient to have me gone, very readily contributed.
Five hundred workmen were employed to make two
sails to my boat, according to my directions, by quilting
thirteen folds of their strongest linen together. I was at
the pains of making ropes and cables, by twisting ten,
twenty, or thirty of the thickest and strongest of theirs.
A great stone that I happened to find, after a long
search, by the sea-shore, served me for an anchor. I had
the tallow of three hundred cows, for greasing my boat,
and other uses. I was at incredible pains in cutting
down some of the largest timber-trees, for oars and
masts, wherein I was, however, much assisted by his
majesty’s ship-carpenters, who helped me in smoothing
them, after I had done the rough work.
In about a month, when all was prepared, I sent to
receive his majesty’s commands, and to take my leave.
The emperor and royal family came out of the palace; I
lay down on my face to kiss his hand, which he very
graciously gave me: so did the empress and young
princes of the blood. His majesty presented me with
fifty purses of two hundred sprugs a-piece, together
with his picture at full length, which I put immediately
into one of my gloves, to keep it from being hurt. The
ceremonies at my departure were too many to trouble
the reader with at this time.
I stored the boat with the carcases of a hundred oxen,
and three hundred sheep, with bread and drink
proportionable, and as much meat ready dressed as four
hundred cooks could provide. I took with me six cows
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and two bulls alive, with as many ewes and rams,
intending to carry them into my own country, and
propagate the breed. And to feed them on board, I had a
good bundle of hay, and a bag of corn. I would gladly
have taken a dozen of the natives, but this was a thing
the emperor would by no means permit; and, besides a
diligent search into my pockets, his majesty engaged my
honour “not to carry away any of his subjects, although
with their own consent and desire.”
Having thus prepared all things as well as I was able, I
set sail on the twenty-fourth day of September 1701, at
six in the morning; and when I had gone about fourleagues to the northward, the wind being at south-east,
at six in the evening I descried a small island, about half
a league to the north-west. I advanced forward, and cast
anchor on the lee-side of the island, which seemed to be
uninhabited. I then took some refreshment, and went to
my rest. I slept well, and as I conjectured at least six
hours, for I found the day broke in two hours after I
awaked. It was a clear night. I ate my breakfast before
the sun was up; and heaving anchor, the wind being
favourable, I steered the same course that I had done the
day before, wherein I was directed by my pocket
compass. My intention was to reach, if possible, one of
those islands. which I had reason to believe lay to the
north-east of Van Diemen’s Land. I discovered nothing
all that day; but upon the next, about three in the
afternoon, when I had by my computation made twentyfour leagues from Blefuscu, I descried a sail steering to
the south-east; my course was due east. I hailed her, but
could get no answer; yet I found I gained upon her, for
the wind slackened. I made all the sail I could, and in
half an hour she spied me, then hung out her ancient,
and discharged a gun. It is not easy to express the joy I
was in, upon the unexpected hope of once more seeing
my beloved country, and the dear pledges I left in it.
The ship slackened her sails, and I came up with her
between five and six in the evening, September 26th;
but my heart leaped within me to see her English
colours. I put my cows and sheep into my coat-pockets,
and got on board with all my little cargo of provisions.
The vessel was an English merchantman, returning from
Japan by the North and South seas; the captain, Mr.
John Biddel, of Deptford, a very civil man, and an
excellent sailor.
We were now in the latitude of 30 degrees south; there
were about fifty men in the ship; and here I met an old
comrade of mine, one Peter Williams, who gave me a
good character to the captain. This gentleman treated
me with kindness, and desired I would let him know
what place I came from last, and whither I was bound;
which I did in a few words, but he thought I was raving,
and that the dangers I underwent had disturbed my
head; whereupon I took my black cattle and sheep out of
my pocket, which, after great astonishment, clearly
convinced him of my veracity. I then showed him the
gold given me by the emperor of Blefuscu, together
with his majesty’s picture at full length, and some other
rarities of that country. I gave him two purses of two
hundreds sprugs each, and promised, when we arrived

in England, to make him a present of a cow and a sheep
big with young.
I shall not trouble the reader with a particular account of
this voyage, which was very prosperous for the most
part. We arrived in the Downs on the 13th of April,
1702. I had only one misfortune, that the rats on board
carried away one of my sheep; I found her bones in a
hole, picked clean from the flesh. The rest of my cattle
I got safe ashore, and set them a-grazing in a bowlinggreen at Greenwich, where the fineness of the grass
made them feed very heartily, though I had always
feared the contrary: neither could I possibly have
preserved them in so long a voyage, if the captain had
not allowed me some of his best biscuit, which, rubbed
to powder, and mingled with water, was their constant
food. The short time I continued in England, I made a
considerable profit by showing my cattle to many
persons of quality and others: and before I began my
second voyage, I sold them for six hundred pounds.
Since my last return I find the breed is considerably
increased, especially the sheep, which I hope will prove
much to the advantage of the woollen manufacture, by
the fineness of the fleeces.
I stayed but two months with my wife and family, for
my insatiable desire of seeing foreign countries, would
suffer me to continue no longer. I left fifteen hundred
pounds with my wife, and fixed her in a good house at
Redriff. My remaining stock I carried with me, part in
money and part in goods, in hopes to improve my
fortunes. My eldest uncle John had left me an estate in
land, near Epping, of about thirty pounds a-year; and I
had a long lease of the Black Bull in Fetter-Lane, which
yielded me as much more; so that I was not in any
danger of leaving my family upon the parish. My son
Johnny, named so after his uncle, was at the grammarschool, and a towardly child. My daughter Betty (who
is now well married, and has children) was then at her
needle-work. I took leave of my wife, and boy and girl,
with tears on both sides, and went on board the
Adventure, a merchant ship of three hundred tons,
bound for Surat, captain John Nicholas, of Liverpool,
commander. But my account of this voyage must be
referred to the Second Part of my Travels.

Part II. A Voyage To
Brobdingnag.
Chapter I.
A great storm described; the long boat sent to fetch
water; the author goes with it to discover the country.
He is left on shore, is seized by one of the natives, and
carried to a farmer’s house. His reception, with several
accidents that happened there. A description of the
inhabitants.
Having been condemned, by nature and fortune, to
active and restless life, in two months after my return, I
again left my native country, and took shipping in the

Downs, on the 20th day of June, 1702, in the Adventure,
Captain John Nicholas, a Cornish man, commander,
bound for Surat. We had a very prosperous gale, till we
arrived at the Cape of Good Hope, where we landed for
fresh water; but discovering a leak, we unshipped our
goods and wintered there; for the captain falling sick of
an ague, we could not leave the Cape till the end of
March. We then set sail, and had a good voyage till we
passed the Straits of Madagascar; but having got
northward of that island, and to about five degrees south
latitude, the winds, which in those seas are observed to
blow a constant equal gale between the north and west,
from the beginning of December to the beginning of
May, on the 19th of April began to blow with much
greater violence, and more westerly than usual,
continuing so for twenty days together: during which
time, we were driven a little to the east of the Molucca
Islands, and about three degrees northward of the line,
as our captain found by an observation he took the 2nd
of May, at which time the wind ceased, and it was a
perfect calm, whereat I was not a little rejoiced. But he,
being a man well experienced in the navigation of those
seas, bid us all prepare against a storm, which
accordingly happened the day following: for the
southern wind, called the southern monsoon, began to
set in.
Finding it was likely to overblow, we took in our spritsail, and stood by to hand the fore-sail; but making foul
weather, we looked the guns were all fast, and handed
the mizen. The ship lay very broad off, so we thought it
better spooning before the sea, than trying or hulling.
We reefed the fore-sail and set him, and hauled aft the
fore-sheet; the helm was hard a-weather. The ship wore
bravely. We belayed the fore down-haul; but the sail
was split, and we hauled down the yard, and got the sail
into the ship, and unbound all the things clear of it. It
was a very fierce storm; the sea broke strange and
dangerous. We hauled off upon the laniard of the whipstaff, and helped the man at the helm. We would not get
down our topmast, but let all stand, because she scudded
before the sea very well, and we knew that the top-mast
being aloft, the ship was the wholesomer, and made
better way through the sea, seeing we had sea-room.
When the storm was over, we set fore-sail and mainsail, and brought the ship to. Then we set the mizen,
main-top-sail, and the fore-top-sail. Our course was
east-north-east, the wind was at south-west. We got the
starboard tacks aboard, we cast off our weather-braces
and lifts; we set in the lee-braces, and hauled forward by
the weather-bowlings, and hauled them tight, and
belayed them, and hauled over the mizen tack to
windward, and kept her full and by as near as she would
lie.
During this storm, which was followed by a strong wind
west-south-west, we were carried, by my computation,
about five hundred leagues to the east, so that the oldest
sailor on board could not tell in what part of the world
we were. Our provisions held out well, our ship was
staunch, and our crew all in good health; but we lay in
the utmost distress for water. We thought it best to hold
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on the same course, rather than turn more northerly,
which might have brought us to the north-west part of
Great Tartary, and into the Frozen Sea.
On the 16th day of June, 1703, a boy on the top-mast
discovered land. On the 17th, we came in full view of a
great island, or continent (for we knew not whether;) on
the south side whereof was a small neck of land jutting
out into the sea, and a creek too shallow to hold a ship
of above one hundred tons. We cast anchor within a
league of this creek, and our captain sent a dozen of his
men well armed in the long-boat, with vessels for water,
if any could be found. I desired his leave to go with
them, that I might see the country, and make what
discoveries I could. When we came to land we saw no
river or spring, nor any sign of inhabitants. Our men
therefore wandered on the shore to find out some fresh
water near the sea, and I walked alone about a mile on
the other side, where I observed the country all barren
and rocky. I now began to be weary, and seeing nothing
to entertain my curiosity, I returned gently down
towards the creek; and the sea being full in my view, I
saw our men already got into the boat, and rowing for
life to the ship. I was going to holla after them,
although it had been to little purpose, when I observed a
huge creature walking after them in the sea, as fast as he
could: he waded not much deeper than his knees, and
took prodigious strides: but our men had the start of him
half a league, and, the sea thereabouts being full of
sharp-pointed rocks, the monster was not able to
overtake the boat. This I was afterwards told, for I durst
not stay to see the issue of the adventure; but ran as fast
as I could the way I first went, and then climbed up a
steep hill, which gave me some prospect of the country.
I found it fully cultivated; but that which first surprised
me was the length of the grass, which, in those grounds
that seemed to be kept for hay, was about twenty feet
high.
I fell into a high road, for so I took it to be, though it
served to the inhabitants only as a foot-path through a
field of barley. Here I walked on for some time, but
could see little on either side, it being now near harvest,
and the corn rising at least forty feet. I was an hour
walking to the end of this field, which was fenced in
with a hedge of at least one hundred and twenty feet
high, and the trees so lofty that I could make no
computation of their altitude. There was a stile to pass
from this field into the next. It had four steps, and a
stone to cross over when you came to the uppermost. It
was impossible for me to climb this stile, because every
step was six-feet high, and the upper stone about
twenty. I was endeavouring to find some gap in the
hedge, when I discovered one of the inhabitants in the
next field, advancing towards the stile, of the same size
with him whom I saw in the sea pursuing our boat. He
appeared as tall as an ordinary spire steeple, and took
about ten yards at every stride, as near as I could guess.
I was struck with the utmost fear and astonishment, and
ran to hide myself in the corn, whence I saw him at the
top of the stile looking back into the next field on the
right hand, and heard him call in a voice many degrees
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louder than a speaking-trumpet: but the noise was so
high in the air, that at first I certainly thought it was
thunder. Whereupon seven monsters, like himself,
came towards him with reaping-hooks in their hands,
each hook about the largeness of six scythes. These
people were not so well clad as the first, whose servants
or labourers they seemed to be; for, upon some words
he spoke, they went to reap the corn in the field where I
lay. I kept from them at as great a distance as I could,
but was forced to move with extreme difficulty, for the
stalks of the corn were sometimes not above a foot
distant, so that I could hardly squeeze my body betwixt
them. However, I made a shift to go forward, till I came
to a part of the field where the corn had been laid by the
rain and wind. Here it was impossible for me to
advance a step; for the stalks were so interwoven, that I
could not creep through, and the beards of the fallen
ears so strong and pointed, that they pierced through my
clothes into my flesh. At the same time I heard the
reapers not a hundred yards behind me. Being quite
dispirited with toil, and wholly overcome by grief and
dispair, I lay down between two ridges, and heartily
wished I might there end my days. I bemoaned my
desolate widow and fatherless children. I lamented my
own folly and wilfulness, in attempting a second
voyage, against the advice of all my friends and
relations. In this terrible agitation of mind, I could not
forbear thinking of Lilliput, whose inhabitants looked
upon me as the greatest prodigy that ever appeared in
the world; where I was able to draw an imperial fleet in
my hand, and perform those other actions, which will be
recorded for ever in the chronicles of that empire, while
posterity shall hardly believe them, although attested by
millions. I reflected what a mortification it must prove
to me, to appear as inconsiderable in this nation, as one
single Lilliputian would be among us. But this I
conceived was to be the least of my misfortunes; for, as
human creatures are observed to be more savage and
cruel in proportion to their bulk, what could I expect but
to be a morsel in the mouth of the first among these
enormous barbarians that should happen to seize me?
Undoubtedly philosophers are in the right, when they
tell us that nothing is great or little otherwise than by
comparison. It might have pleased fortune, to have let
the Lilliputians find some nation, where the people were
as diminutive with respect to them, as they were to me.
And who knows but that even this prodigious race of
mortals might be equally overmatched in some distant
part of the world, whereof we have yet no discovery.
Scared and confounded as I was, I could not forbear
going on with these reflections, when one of the reapers,
approaching within ten yards of the ridge where I lay,
made me apprehend that with the next step I should be
squashed to death under his foot, or cut in two with his
reaping-hook. And therefore, when he was again about
to move, I screamed as loud as fear could make me:
whereupon the huge creature trod short, and, looking
round about under him for some time, at last espied me
as I lay on the ground. He considered awhile, with the
caution of one who endeavours to lay hold on a small

dangerous animal in such a manner that it shall not be
able either to scratch or bite him, as I myself have
sometimes done with a weasel in England. At length he
ventured to take me behind, by the middle, between his
fore-finger and thumb, and brought me within three
yards of his eyes, that he might behold my shape more
perfectly. I guessed his meaning, and my good fortune
gave me so much presence of mind, that I resolved not
to struggle in the least as he held me in the air above
sixty feet from the ground, although he grievously
pinched my sides, for fear I should slip through his
fingers. All I ventured was to raise mine eyes towards
the sun, and place my hands together in a supplicating
posture, and to speak some words in a humble
melancholy tone, suitable to the condition I then was in:
for I apprehended every moment that he would dash me
against the ground, as we usually do any little hateful
animal, which we have a mind to destroy. But my good
star would have it, that he appeared pleased with my
voice and gestures, and began to look upon me as a
curiosity, much wondering to hear me pronounce
articulate words, although he could not understand
them. In the mean time I was not able to forbear
groaning and shedding tears, and turning my head
towards my sides; letting him know, as well as I could,
how cruelly I was hurt by the pressure of his thumb and
finger. He seemed to apprehend my meaning; for,
lifting up the lappet of his coat, he put me gently into it,
and immediately ran along with me to his master, who
was a substantial farmer, and the same person I had first
seen in the field.
The farmer having (as I suppose by their talk) received
such an account of me as his servant could give him,
took a piece of a small straw, about the size of a
walking-staff, and therewith lifted up the lappets of my
coat; which it seems he thought to be some kind of
covering that nature had given me. He blew my hairs
aside to take a better view of my face. He called his
hinds about him, and asked them, as I afterwards
learned, whether they had ever seen in the fields any
little creature that resembled me. He then placed me
softly on the ground upon all fours, but I got
immediately up, and walked slowly backward and
forward, to let those people see I had no intent to run
away. They all sat down in a circle about me, the better
to observe my motions. I pulled off my hat, and made a
low bow towards the farmer. I fell on my knees, and
lifted up my hands and eyes, and spoke several words as
loud as I could: I took a purse of gold out of my pocket,
and humbly presented it to him. He received it on the
palm of his hand, then applied it close to his eye to see
what it was, and afterwards turned it several times with
the point of a pin (which he took out of his sleeve,) but
could make nothing of it. Whereupon I made a sign that
he should place his hand on the ground. I then took the
purse, and, opening it, poured all the gold into his palm.
There were six Spanish pieces of four pistoles each,
beside twenty or thirty smaller coins. I saw him wet the
tip of his little finger upon his tongue, and take up one
of my largest pieces, and then another; but he seemed to

be wholly ignorant what they were. He made me a sign
to put them again into my purse, and the purse again
into my pocket, which, after offering it to him several
times, I thought it best to do.
The farmer, by this time, was convinced I must be a
rational creature. He spoke often to me; but the sound
of his voice pierced my ears like that of a water-mill, yet
his words were articulate enough. I answered as loud as
I could in several languages, and he often laid his ear
within two yards of me: but all in vain, for we were
wholly unintelligible to each other. He then sent his
servants to their work, and taking his handkerchief out
of his pocket, he doubled and spread it on his left hand,
which he placed flat on the ground with the palm
upward, making me a sign to step into it, as I could
easily do, for it was not above a foot in thickness. I
thought it my part to obey, and, for fear of falling, laid
myself at full length upon the handkerchief, with the
remainder of which he lapped me up to the head for
further security, and in this manner carried me home to
his house. There he called his wife, and showed me to
her; but she screamed and ran back, as women in
England do at the sight of a toad or a spider. However,
when she had a while seen my behaviour, and how well
I observed the signs her husband made, she was soon
reconciled, and by degrees grew extremely tender of
me.
It was about twelve at noon, and a servant brought in
dinner. It was only one substantial dish of meat (fit for
the plain condition of a husbandman,) in a dish of about
four-and-twenty feet diameter. The company were, the
farmer and his wife, three children, and an old
grandmother. When they were sat down, the farmer
placed me at some distance from him on the table,
which was thirty feet high from the floor. I was in a
terrible fright, and kept as far as I could from the edge,
for fear of falling. The wife minced a bit of meat, then
crumbled some bread on a trencher, and placed it before
me. I made her a low bow, took out my knife and fork,
and fell to eat, which gave them exceeding delight. The
mistress sent her maid for a small dram cup, which held
about two gallons, and filled it with drink; I took up the
vessel with much difficulty in both hands, and in a most
respectful manner drank to her ladyship’s health,
expressing the words as loud as I could in English,
which made the company laugh so heartily, that I was
almost deafened with the noise. This liquor tasted like a
small cider, and was not unpleasant. Then the master
made me a sign to come to his trencher side; but as I
walked on the table, being in great surprise all the time,
as the indulgent reader will easily conceive and excuse,
I happened to stumble against a crust, and fell flat on
my face, but received no hurt. I got up immediately,
and observing the good people to be in much concern, I
took my hat (which I held under my arm out of good
manners,) and waving it over my head, made three
huzzas, to show I had got no mischief by my fall. But
advancing forward towards my master (as I shall
henceforth call him,) his youngest son, who sat next to
him, an arch boy of about ten years old, took me up by
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the legs, and held me so high in the air, that I trembled
every limb: but his father snatched me from him, and at
the same time gave him such a box on the left ear, as
would have felled an European troop of horse to the
earth, ordering him to be taken from the table. But
being afraid the boy might owe me a spite, and well
remembering how mischievous all children among us
naturally are to sparrows, rabbits, young kittens, and
puppy dogs, I fell on my knees, and pointing to the boy,
made my master to understand, as well as I could, that I
desired his son might be pardoned. The father
complied, and the lad took his seat again, whereupon I
went to him, and kissed his hand, which my master
took, and made him stroke me gently with it.
In the midst of dinner, my mistress’s favourite cat
leaped into her lap. I heard a noise behind me like that
of a dozen stocking-weavers at work; and turning my
head, I found it proceeded from the purring of that
animal, who seemed to be three times larger than an ox,
as I computed by the view of her head, and one of her
paws, while her mistress was feeding and stroking her.
The fierceness of this creature’s countenance altogether
discomposed me; though I stood at the farther end of the
table, above fifty feet off; and although my mistress
held her fast, for fear she might give a spring, and seize
me in her talons. But it happened there was no danger,
for the cat took not the least notice of me when my
master placed me within three yards of her. And as I
have been always told, and found true by experience in
my travels, that flying or discovering fear before a fierce
animal, is a certain way to make it pursue or attack you,
so I resolved, in this dangerous juncture, to show no
manner of concern. I walked with intrepidity five or six
times before the very head of the cat, and came within
half a yard of her; whereupon she drew herself back, as
if she were more afraid of me: I had less apprehension
concerning the dogs, whereof three or four came into
the room, as it is usual in farmers’ houses; one of which
was a mastiff, equal in bulk to four elephants, and
another a greyhound, somewhat taller than the mastiff,
but not so large.
When dinner was almost done, the nurse came in with a
child of a year old in her arms, who immediately spied
me, and began a squall that you might have heard from
London-Bridge to Chelsea, after the usual oratory of
infants, to get me for a plaything. The mother, out of
pure indulgence, took me up, and put me towards the
child, who presently seized me by the middle, and got
my head into his mouth, where I roared so loud that the
urchin was frighted, and let me drop, and I should
infallibly have broke my neck, if the mother had not
held her apron under me. The nurse, to quiet her babe,
made use of a rattle which was a kind of hollow vessel
filled with great stones, and fastened by a cable to the
child’s waist: but all in vain; so that she was forced to
apply the last remedy by giving it suck. I must confess
no object ever disgusted me so much as the sight of her
monstrous breast, which I cannot tell what to compare
with, so as to give the curious reader an idea of its bulk,
shape, and colour. It stood prominent six feet, and
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could not be less than sixteen in circumference. The
nipple was about half the bigness of my head, and the
hue both of that and the dug, so varied with spots,
pimples, and freckles, that nothing could appear more
nauseous: for I had a near sight of her, she sitting down,
the more conveniently to give suck, and I standing on
the table. This made me reflect upon the fair skins of
our English ladies, who appear so beautiful to us, only
because they are of our own size, and their defects not
to be seen but through a magnifying glass; where we
find by experiment that the smoothest and whitest skins
look rough, and coarse, and ill-coloured.
I remember when I was at Lilliput, the complexion of
those diminutive people appeared to me the fairest in
the world; and talking upon this subject with a person of
learning there, who was an intimate friend of mine, he
said that my face appeared much fairer and smoother
when he looked on me from the ground, than it did upon
a nearer view, when I took him up in my hand, and
brought him close, which he confessed was at first a
very shocking sight. He said, “he could discover great
holes in my skin; that the stumps of my beard were ten
times stronger than the bristles of a boar, and my
complexion made up of several colours altogether
disagreeable:” although I must beg leave to say for
myself, that I am as fair as most of my sex and country,
and very little sunburnt by all my travels. On the other
side, discoursing of the ladies in that emperor’s court,
he used to tell me, “one had freckles; another too wide a
mouth; a third too large a nose;” nothing of which I was
able to distinguish. I confess this reflection was obvious
enough; which, however, I could not forbear, lest the
reader might think those vast creatures were actually
deformed: for I must do them the justice to say, they are
a comely race of people, and particularly the features of
my master’s countenance, although he was but a farmer,
when I beheld him from the height of sixty feet,
appeared very well proportioned.
When dinner was done, my master went out to his
labourers, and, as I could discover by his voice and
gesture, gave his wife strict charge to take care of me. I
was very much tired, and disposed to sleep, which my
mistress perceiving, she put me on her own bed, and
covered me with a clean white handkerchief, but larger
and coarser than the mainsail of a man-of-war.
I slept about two hours, and dreamt I was at home with
my wife and children, which aggravated my sorrows
when I awaked, and found myself alone in a vast room,
between two and three hundred feet wide, and above
two hundred high, lying in a bed twenty yards wide.
My mistress was gone about her household affairs, and
had locked me in. The bed was eight yards from the
floor. Some natural necessities required me to get
down; I durst not presume to call; and if I had, it would
have been in vain, with such a voice as mine, at so great
a distance from the room where I lay to the kitchen
where the family kept. While I was under these
circumstances, two rats crept up the curtains, and ran
smelling backwards and forwards on the bed. One of

them came up almost to my face, whereupon I rose in a
fright, and drew out my hanger to defend myself. These
horrible animals had the boldness to attack me on both
sides, and one of them held his fore-feet at my collar;
but I had the good fortune to rip up his belly before he
could do me any mischief. He fell down at my feet; and
the other, seeing the fate of his comrade, made his
escape, but not without one good wound on the back,
which I gave him as he fled, and made the blood run
trickling from him. After this exploit, I walked gently
to and fro on the bed, to recover my breath and loss of
spirits. These creatures were of the size of a large
mastiff, but infinitely more nimble and fierce; so that if
I had taken off my belt before I went to sleep, I must
have infallibly been torn to pieces and devoured. I
measured the tail of the dead rat, and found it to be two
yards long, wanting an inch; but it went against my
stomach to drag the carcass off the bed, where it lay still
bleeding; I observed it had yet some life, but with a
strong slash across the neck, I thoroughly despatched it.
Soon after my mistress came into the room, who seeing
me all bloody, ran and took me up in her hand. I
pointed to the dead rat, smiling, and making other signs
to show I was not hurt; whereat she was extremely
rejoiced, calling the maid to take up the dead rat with a
pair of tongs, and throw it out of the window. Then she
set me on a table, where I showed her my hanger all
bloody, and wiping it on the lappet of my coat, returned
it to the scabbard. I was pressed to do more than one
thing which another could not do for me, and therefore
endeavoured to make my mistress understand, that I
desired to be set down on the floor; which after she had
done, my bashfulness would not suffer me to express
myself farther, than by pointing to the door, and bowing
several times. The good woman, with much difficulty,
at last perceived what I would be at, and taking me up
again in her hand, walked into the garden, where she set
me down. I went on one side about two hundred yards,
and beckoning to her not to look or to follow me, I hid
myself between two leaves of sorrel, and there
discharged the necessities of nature.
I hope the gentle reader will excuse me for dwelling on
these and the like particulars, which, however
insignificant they may appear to groveling vulgar
minds, yet will certainly help a philosopher to enlarge
his thoughts and imagination, and apply them to the
benefit of public as well as private life, which was my
sole design in presenting this and other accounts of my
travels to the world; wherein I have been chiefly
studious of truth, without affecting any ornaments of
learning or of style. But the whole scene of this voyage
made so strong an impression on my mind, and is so
deeply fixed in my memory, that, in committing it to
paper I did not omit one material circumstance:
however, upon a strict review, I blotted out several
passages. Of less moment which were in my first copy,
for fear of being censured as tedious and trifling,
whereof travellers are often, perhaps not without justice,
accused.

Chapter II.
A description of the farmer’s daughter. The author
carried to a market-town, and then to the metropolis.
The particulars of his journey.
My mistress had a daughter of nine years old, a child of
towardly parts for her age, very dexterous at her needle,
and skilful in dressing her baby. Her mother and she
contrived to fit up the baby’s cradle for me against
night: the cradle was put into a small drawer of a
cabinet, and the drawer placed upon a hanging shelf for
fear of the rats. This was my bed all the time I staid
with those people, though made more convenient by
degrees, as I began to learn their language and make my
wants known. This young girl was so handy, that after I
had once or twice pulled off my clothes before her, she
was able to dress and undress me, though I never gave
her that trouble when she would let me do either
myself. She made me seven shirts, and some other
linen, of as fine cloth as could be got, which indeed was
coarser than sackcloth; and these she constantly washed
for me with her own hands. She was likewise my
school-mistress, to teach me the language: when I
pointed to any thing, she told me the name of it in her
own tongue, so that in a few days I was able to call for
whatever I had a mind to. She was very good-natured,
and not above forty feet high, being little for her age.
She gave me the name of Grildrig, which the family
took up, and afterwards the whole kingdom. The word
imports what the Latins call nanunculus, the Italians
homunceletino, and the English mannikin. To her I
chiefly owe my preservation in that country: we never
parted while I was there; I called her my Glumdalclitch,
or little nurse; and should be guilty of great ingratitude,
if I omitted this honourable mention of her care and
affection towards me, which I heartily wish it lay in my
power to requite as she deserves, instead of being the
innocent, but unhappy instrument of her disgrace, as I
have too much reason to fear.
It now began to be known and talked of in the
neighbourhood, that my master had found a strange
animal in the field, about the bigness of a splacnuck, but
exactly shaped in every part like a human creature;
which it likewise imitated in all its actions; seemed to
speak in a little language of its own, had already learned
several words of theirs, went erect upon two legs, was
tame and gentle, would come when it was called, do
whatever it was bid, had the finest limbs in the world,
and a complexion fairer than a nobleman’s daughter of
three years old. Another farmer, who lived hard by, and
was a particular friend of my master, came on a visit on
purpose to inquire into the truth of this story. I was
immediately produced, and placed upon a table, where I
walked as I was commanded, drew my hanger, put it up
again, made my reverence to my master’s guest, asked
him in his own language how he did, and told him he
was welcome, just as my little nurse had instructed me.
This man, who was old and dim-sighted, put on his
spectacles to behold me better; at which I could not
forbear laughing very heartily, for his eyes appeared
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like the full moon shining into a chamber at two
windows. Our people, who discovered the cause of my
mirth, bore me company in laughing, at which the old
fellow was fool enough to be angry and out of
countenance. He had the character of a great miser;
and, to my misfortune, he well deserved it, by the
cursed advice he gave my master, to show me as a sight
upon a market-day in the next town, which was half an
hour’s riding, about two-and-twenty miles from our
house. I guessed there was some mischief when I
observed my master and his friend whispering together,
sometimes pointing at me; and my fears made me fancy
that I overheard and understood some of their words.
But the next morning Glumdalclitch, my little nurse,
told me the whole matter, which she had cunningly
picked out from her mother. The poor girl laid me on
her bosom, and fell a weeping with shame and grief.
She apprehended some mischief would happen to me
from rude vulgar folks, who might squeeze me to death,
or break one of my limbs by taking me in their hands.
She had also observed how modest I was in my nature,
how nicely I regarded my honour, and what an indignity
I should conceive it, to be exposed for money as a
public spectacle, to the meanest of the people. She said,
her papa and mamma had promised that Grildrig should
be hers; but now she found they meant to serve her as
they did last year, when they pretended to give her a
lamb, and yet, as soon as it was fat, sold it to a butcher.
For my own part, I may truly affirm, that I was less
concerned than my nurse. I had a strong hope, which
never left me, that I should one day recover my liberty:
and as to the ignominy of being carried about for a
monster, I considered myself to be a perfect stranger in
the country, and that such a misfortune could never be
charged upon me as a reproach, if ever I should return to
England, since the king of Great Britain himself, in my
condition, must have undergone the same distress.
My master, pursuant to the advice of his friend, carried
me in a box the next market-day to the neighbouring
town, and took along with him his little daughter, my
nurse, upon a pillion behind him. The box was close on
every side, with a little door for me to go in and out, and
a few gimlet holes to let in air. The girl had been so
careful as to put the quilt of her baby’s bed into it, for
me to lie down on. However, I was terribly shaken and
discomposed in this journey, though it was but of half
an hour: for the horse went about forty feet at every step
and trotted so high, that the agitation was equal to the
rising and falling of a ship in a great storm, but much
more frequent. Our journey was somewhat farther than
from London to St. Alban’s. My master alighted at an
inn which he used to frequent; and after consulting
awhile with the inn-keeper, and making some necessary
preparations, he hired the grultrud, or crier, to give
notice through the town of a strange creature to be seen
at the sign of the Green Eagle, not so big as a splacnuck
(an animal in that country very finely shaped, about six
feet long,) and in every part of the body resembling a
human creature, could speak several words, and perform
a hundred diverting tricks.
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I was placed upon a table in the largest room of the inn,
which might be near three hundred feet square. My
little nurse stood on a low stool close to the table, to
take care of me, and direct what I should do. My
master, to avoid a crowd, would suffer only thirty
people at a time to see me. I walked about on the table
as the girl commanded; she asked me questions, as far
as she knew my understanding of the language reached,
and I answered them as loud as I could. I turned about
several times to the company, paid my humble respects,
said they were welcome, and used some other speeches I
had been taught. I took up a thimble filled with liquor,
which Glumdalclitch had given me for a cup, and drank
their health, I drew out my hanger, and flourished with
it after the manner of fencers in England. My nurse
gave me a part of a straw, which I exercised as a pike,
having learnt the art in my youth. I was that day shown
to twelve sets of company, and as often forced to act
over again the same fopperies, till I was half dead with
weariness and vexation; for those who had seen me
made such wonderful reports, that the people were
ready to break down the doors to come in. My master,
for his own interest, would not suffer any one to touch
me except my nurse; and to prevent danger, benches
were set round the table at such a distance as to put me
out of every body’s reach. However, an unlucky
school-boy aimed a hazel nut directly at my head, which
very narrowly missed me; otherwise it came with so
much violence, that it would have infallibly knocked out
my brains, for it was almost as large as a small
pumpkin, but I had the satisfaction to see the young
rogue well beaten, and turned out of the room.
My master gave public notice that he would show me
again the next market-day; and in the meantime he
prepared a convenient vehicle for me, which he had
reason enough to do; for I was so tired with my first
journey, and with entertaining company for eight hours
together, that I could hardly stand upon my legs, or
speak a word. It was at least three days before I
recovered my strength; and that I might have no rest at
home, all the neighbouring gentlemen from a hundred
miles round, hearing of my fame, came to see me at my
master’s own house. There could not be fewer than
thirty persons with their wives and children (for the
country is very populous;) and my master demanded the
rate of a full room whenever he showed me at home,
although it were only to a single family; so that for
some time I had but little ease every day of the week
(except Wednesday, which is their Sabbath,) although I
were not carried to the town.
My master, finding how profitable I was likely to be,
resolved to carry me to the most considerable cities of
the kingdom. Having therefore provided himself with
all things necessary for a long journey, and settled his
affairs at home, he took leave of his wife, and upon the
17th of August, 1703, about two months after my
arrival, we set out for the metropolis, situate near the
middle of that empire, and about three thousand miles
distance from our house. My master made his daughter
Glumdalclitch ride behind him. She carried me on her

lap, in a box tied about her waist. The girl had lined it
on all sides with the softest cloth she could get, well
quilted underneath, furnished it with her baby’s bed,
provided me with linen and other necessaries, and made
everything as convenient as she could. We had no other
company but a boy of the house, who rode after us with
the luggage.
My master’s design was to show me in all the towns by
the way, and to step out of the road for fifty or a
hundred miles, to any village, or person of quality’s
house, where he might expect custom. We made easy
journeys, of not above seven or eight score miles a-day;
for Glumdalclitch, on purpose to spare me, complained
she was tired with the trotting of the horse. She often
took me out of my box, at my own desire, to give me
air, and show me the country, but always held me fast
by a leading-string. We passed over five or six rivers,
many degrees broader and deeper than the Nile or the
Ganges: and there was hardly a rivulet so small as the
Thames at London-bridge. We were ten weeks in our
journey, and I was shown in eighteen large towns,
besides many villages, and private families.
On the 26th day of October we arrived at the
metropolis, called in their language Lorbrulgrud, or
Pride of the Universe. My master took a lodging in the
principal street of the city, not far from the royal palace,
and put out bills in the usual form, containing an exact
description of my person and parts. He hired a large
room between three and four hundred feet wide. He
provided a table sixty feet in diameter, upon which I
was to act my part, and pallisadoed it round three feet
from the edge, and as many high, to prevent my falling
over. I was shown ten times a-day, to the wonder and
satisfaction of all people. I could now speak the
language tolerably well, and perfectly understood every
word, that was spoken to me. Besides, I had learnt their
alphabet, and could make a shift to explain a sentence
here and there; for Glumdalclitch had been my
instructor while we were at home, and at leisure hours
during our journey. She carried a little book in her
pocket, not much larger than a Sanson’s Atlas; it was a
common treatise for the use of young girls, giving a
short account of their religion: out of this she taught me
my letters, and interpreted the words.

Chapter III.
The author sent for to court. The queen buys him of his
master the farmer, and presents him to the king. He
disputes with his majesty’s great scholars. An
apartment at court provided for the author. He is in
high favour with the queen. He stands up for the
honour of his own country. His quarrels with the
queen’s dwarf.
The frequent labours I underwent every day, made, in a
few weeks, a very considerable change in my health: the
more my master got by me, the more insatiable he
grew. I had quite lost my stomach, and was almost
reduced to a skeleton. The farmer observed it, and

concluding I must soon die, resolved to make as good a
hand of me as he could. While he was thus reasoning
and resolving with himself, a sardral, or gentlemanusher, came from court, commanding my master to
carry me immediately thither for the diversion of the
queen and her ladies. Some of the latter had already
been to see me, and reported strange things of my
beauty, behaviour, and good sense. Her majesty, and
those who attended her, were beyond measure delighted
with my demeanour. I fell on my knees, and begged the
honour of kissing her imperial foot; but this gracious
princess held out her little finger towards me, after I was
set on the table, which I embraced in both my arms, and
put the tip of it with the utmost respect to my lip. She
made me some general questions about my country and
my travels, which I answered as distinctly, and in as few
words as I could. She asked, “whether I could be
content to live at court?” I bowed down to the board of
the table, and humbly answered “that I was my master’s
slave: but, if I were at my own disposal, I should be
proud to devote my life to her majesty’s service.” She
then asked my master, “whether he was willing to sell
me at a good price?” He, who apprehended I could not
live a month, was ready enough to part with me, and
demanded a thousand pieces of gold, which were
ordered him on the spot, each piece being about the
bigness of eight hundred moidores; but allowing for the
proportion of all things between that country and
Europe, and the high price of gold among them, was
hardly so great a sum as a thousand guineas would be in
England. I then said to the queen, “since I was now her
majesty’s most humble creature and vassal, I must beg
the favour, that Glumdalclitch, who had always tended
me with so much care and kindness, and understood to
do it so well, might be admitted into her service, and
continue to be my nurse and instructor.”
Her majesty agreed to my petition, and easily got the
farmer’s consent, who was glad enough to have his
daughter preferred at court, and the poor girl herself was
not able to hide her joy. My late master withdrew,
bidding me farewell, and saying he had left me in a
good service; to which I replied not a word, only
making him a slight bow.
The queen observed my coldness; and, when the farmer
was gone out of the apartment, asked me the reason. I
made bold to tell her majesty, “that I owed no other
obligation to my late master, than his not dashing out
the brains of a poor harmless creature, found by chance
in his fields: which obligation was amply recompensed,
by the gain he had made in showing me through half the
kingdom, and the price he had now sold me for. That
the life I had since led was laborious enough to kill an
animal of ten times my strength. That my health was
much impaired, by the continual drudgery of
entertaining the rabble every hour of the day; and that, if
my master had not thought my life in danger, her
majesty would not have got so cheap a bargain. But as I
was out of all fear of being ill-treated under the
protection of so great and good an empress, the
ornament of nature, the darling of the world, the delight
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of her subjects, the phoenix of the creation, so I hoped
my late master’s apprehensions would appear to be
groundless; for I already found my spirits revive, by the
influence of her most august presence.”
This was the sum of my speech, delivered with great
improprieties and hesitation. The latter part was
altogether framed in the style peculiar to that people,
whereof I learned some phrases from Glumdalclitch,
while she was carrying me to court.
The queen, giving great allowance for my defectiveness
in speaking, was, however, surprised at so much wit and
good sense in so diminutive an animal. She took me in
her own hand, and carried me to the king, who was then
retired to his cabinet. His majesty, a prince of much
gravity and austere countenance, not well observing my
shape at first view, asked the queen after a cold manner
“how long it was since she grew fond of a splacnuck?”
for such it seems he took me to be, as I lay upon my
breast in her majesty’s right hand. But this princess,
who has an infinite deal of wit and humour, set me
gently on my feet upon the scrutoire, and commanded
me to give his majesty an account of myself, which I did
in a very few words: and Glumdalclitch who attended at
the cabinet door, and could not endure I should be out of
her sight, being admitted, confirmed all that had passed
from my arrival at her father’s house.
The king, although he be as learned a person as any in
his dominions, had been educated in the study of
philosophy, and particularly mathematics; yet when he
observed my shape exactly, and saw me walk erect,
before I began to speak, conceived I might be a piece of
clock-work (which is in that country arrived to a very
great perfection) contrived by some ingenious artist.
But when he heard my voice, and found what I
delivered to be regular and rational, he could not
conceal his astonishment. He was by no means satisfied
with the relation I gave him of the manner I came into
his kingdom, but thought it a story concerted between
Glumdalclitch and her father, who had taught me a set
of words to make me sell at a better price. Upon this
imagination, he put several other questions to me, and
still received rational answers: no otherwise defective
than by a foreign accent, and an imperfect knowledge in
the language, with some rustic phrases which I had
learned at the farmer’s house, and did not suit the polite
style of a court.
His majesty sent for three great scholars, who were then
in their weekly waiting, according to the custom in that
country. These gentlemen, after they had a while
examined my shape with much nicety, were of different
opinions concerning me. They all agreed that I could
not be produced according to the regular laws of nature,
because I was not framed with a capacity of preserving
my life, either by swiftness, or climbing of trees, or
digging holes in the earth. They observed by my teeth,
which they viewed with great exactness, that I was a
carnivorous animal; yet most quadrupeds being an
overmatch for me, and field mice, with some others, too
nimble, they could not imagine how I should be able to
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support myself, unless I fed upon snails and other
insects, which they offered, by many learned arguments,
to evince that I could not possibly do. One of these
virtuosi seemed to think that I might be an embryo, or
abortive birth. But this opinion was rejected by the
other two, who observed my limbs to be perfect and
finished; and that I had lived several years, as it was
manifest from my beard, the stumps whereof they
plainly discovered through a magnifying glass. They
would not allow me to be a dwarf, because my littleness
was beyond all degrees of comparison; for the queen’s
favourite dwarf, the smallest ever known in that
kingdom, was near thirty feet high. After much debate,
they concluded unanimously, that I was only relplum
scalcath, which is interpreted literally lusus naturae; a
determination exactly agreeable to the modern
philosophy of Europe, whose professors, disdaining the
old evasion of occult causes, whereby the followers of
Aristotle endeavoured in vain to disguise their
ignorance, have invented this wonderful solution of all
difficulties, to the unspeakable advancement of human
knowledge.
After this decisive conclusion, I entreated to be heard a
word or two. I applied myself to the king, and assured
his majesty, “that I came from a country which
abounded with several millions of both sexes, and of my
own stature; where the animals, trees, and houses, were
all in proportion, and where, by consequence, I might be
as able to defend myself, and to find sustenance, as any
of his majesty’s subjects could do here; which I took for
a full answer to those gentlemen’s arguments.” To this
they only replied with a smile of contempt, saying, “that
the farmer had instructed me very well in my lesson.”
The king, who had a much better understanding,
dismissing his learned men, sent for the farmer, who by
good fortune was not yet gone out of town. Having
therefore first examined him privately, and then
confronted him with me and the young girl, his majesty
began to think that what we told him might possibly be
true. He desired the queen to order that a particular care
should be taken of me; and was of opinion that
Glumdalclitch should still continue in her office of
tending me, because he observed we had a great
affection for each other. A convenient apartment was
provided for her at court: she had a sort of governess
appointed to take care of her education, a maid to dress
her, and two other servants for menial offices; but the
care of me was wholly appropriated to herself. The
queen commanded her own cabinet-maker to contrive a
box, that might serve me for a bedchamber, after the
model that Glumdalclitch and I should agree upon. This
man was a most ingenious artist, and according to my
direction, in three weeks finished for me a wooden
chamber of sixteen feet square, and twelve high, with
sash-windows, a door, and two closets, like a London
bed-chamber. The board, that made the ceiling, was to
be lifted up and down by two hinges, to put in a bed
ready furnished by her majesty’s upholsterer, which
Glumdalclitch took out every day to air, made it with
her own hands, and letting it down at night, locked up

the roof over me. A nice workman, who was famous
for little curiosities, undertook to make me two chairs,
with backs and frames, of a substance not unlike ivory,
and two tables, with a cabinet to put my things in. The
room was quilted on all sides, as well as the floor and
the ceiling, to prevent any accident from the
carelessness of those who carried me, and to break the
force of a jolt, when I went in a coach. I desired a lock
for my door, to prevent rats and mice from coming in.
The smith, after several attempts, made the smallest that
ever was seen among them, for I have known a larger at
the gate of a gentleman’s house in England. I made a
shift to keep the key in a pocket of my own, fearing
Glumdalclitch might lose it. The queen likewise
ordered the thinnest silks that could be gotten, to make
me clothes, not much thicker than an English blanket,
very cumbersome till I was accustomed to them. They
were after the fashion of the kingdom, partly resembling
the Persian, and partly the Chinese, and are a very grave
and decent habit.
The queen became so fond of my company, that she
could not dine without me. I had a table placed upon
the same at which her majesty ate, just at her left elbow,
and a chair to sit on. Glumdalclitch stood on a stool on
the floor near my table, to assist and take care of me. I
had an entire set of silver dishes and plates, and other
necessaries, which, in proportion to those of the queen,
were not much bigger than what I have seen in a
London toy-shop for the furniture of a baby-house:
these my little nurse kept in her pocket in a silver box,
and gave me at meals as I wanted them, always cleaning
them herself. No person dined with the queen but the
two princesses royal, the eldest sixteen years old, and
the younger at that time thirteen and a month. Her
majesty used to put a bit of meat upon one of my dishes,
out of which I carved for myself, and her diversion was
to see me eat in miniature: for the queen (who had
indeed but a weak stomach) took up, at one mouthful, as
much as a dozen English farmers could eat at a meal,
which to me was for some time a very nauseous sight.
She would craunch the wing of a lark, bones and all,
between her teeth, although it were nine times as large
as that of a full-grown turkey; and put a bit of bread into
her mouth as big as two twelve-penny loaves. She
drank out of a golden cup, above a hogshead at a
draught. Her knives were twice as long as a scythe, set
straight upon the handle. The spoons, forks, and other
instruments, were all in the same proportion. I
remember when Glumdalclitch carried me, out of
curiosity, to see some of the tables at court, where ten or
a dozen of those enormous knives and forks were lifted
up together, I thought I had never till then beheld so
terrible a sight.
It is the custom, that every Wednesday (which, as I have
observed, is their Sabbath) the king and queen, with the
royal issue of both sexes, dine together in the apartment
of his majesty, to whom I was now become a great
favourite; and at these times, my little chair and table
were placed at his left hand, before one of the saltcellars. This prince took a pleasure in conversing with

me, inquiring into the manners, religion, laws,
government, and learning of Europe; wherein I gave
him the best account I was able. His apprehension was
so clear, and his judgment so exact, that he made very
wise reflections and observations upon all I said. But I
confess, that, after I had been a little too copious in
talking of my own beloved country, of our trade and
wars by sea and land, of our schisms in religion, and
parties in the state; the prejudices of his education
prevailed so far, that he could not forbear taking me up
in his right hand, and stroking me gently with the other,
after a hearty fit of laughing, asked me, “whether I was
a whig or tory?” Then turning to his first minister, who
waited behind him with a white staff, near as tall as the
mainmast of the Royal Sovereign, he observed “how
contemptible a thing was human grandeur, which could
be mimicked by such diminutive insects as I: and yet,”
says he, “I dare engage these creatures have their titles
and distinctions of honour; they contrive little nests and
burrows, that they call houses and cities; they make a
figure in dress and equipage; they love, they fight, they
dispute, they cheat, they betray!” And thus he
continued on, while my colour came and went several
times, with indignation, to hear our noble country, the
mistress of arts and arms, the scourge of France, the
arbitress of Europe, the seat of virtue, piety, honour, and
truth, the pride and envy of the world, so
contemptuously treated.
But as I was not in a condition to resent injuries, so
upon mature thoughts I began to doubt whether I was
injured or no. For, after having been accustomed
several months to the sight and converse of this people,
and observed every object upon which I cast mine eyes
to be of proportionable magnitude, the horror I had at
first conceived from their bulk and aspect was so far
worn off, that if I had then beheld a company of English
lords and ladies in their finery and birth-day clothes,
acting their several parts in the most courtly manner of
strutting, and bowing, and prating, to say the truth, I
should have been strongly tempted to laugh as much at
them as the king and his grandees did at me. Neither,
indeed, could I forbear smiling at myself, when the
queen used to place me upon her hand towards a
looking-glass, by which both our persons appeared
before me in full view together; and there could be
nothing more ridiculous than the comparison; so that I
really began to imagine myself dwindled many degrees
below my usual size.
Nothing angered and mortified me so much as the
queen’s dwarf; who being of the lowest stature that was
ever in that country (for I verily think he was not full
thirty feet high), became so insolent at seeing a creature
so much beneath him, that he would always affect to
swagger and look big as he passed by me in the queen’s
antechamber, while I was standing on some table
talking with the lords or ladies of the court, and he
seldom failed of a smart word or two upon my littleness;
against which I could only revenge myself by calling
him brother, challenging him to wrestle, and such
repartees as are usually in the mouths of court pages.
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One day, at dinner, this malicious little cub was so
nettled with something I had said to him, that, raising
himself upon the frame of her majesty’s chair, he took
me up by the middle, as I was sitting down, not thinking
any harm, and let me drop into a large silver bowl of
cream, and then ran away as fast as he could. I fell over
head and ears, and, if I had not been a good swimmer, it
might have gone very hard with me; for Glumdalclitch
in that instant happened to be at the other end of the
room, and the queen was in such a fright, that she
wanted presence of mind to assist me. But my little
nurse ran to my relief, and took me out, after I had
swallowed above a quart of cream. I was put to bed:
however, I received no other damage than the loss of a
suit of clothes, which was utterly spoiled. The dwarf
was soundly whipt, and as a farther punishment, forced
to drink up the bowl of cream into which he had thrown
me: neither was he ever restored to favour; for soon
after the queen bestowed him on a lady of high quality,
so that I saw him no more, to my very great satisfaction;
for I could not tell to what extremities such a malicious
urchin might have carried his resentment.
He had before served me a scurvy trick, which set the
queen a-laughing, although at the same time she was
heartily vexed, and would have immediately cashiered
him, if I had not been so generous as to intercede. Her
majesty had taken a marrow-bone upon her plate, and,
after knocking out the marrow, placed the bone again in
the dish erect, as it stood before; the dwarf, watching his
opportunity, while Glumdalclitch was gone to the sideboard, mounted the stool that she stood on to take care
of me at meals, took me up in both hands, and
squeezing my legs together, wedged them into the
marrow bone above my waist, where I stuck for some
time, and made a very ridiculous figure. I believe it was
near a minute before any one knew what was become of
me; for I thought it below me to cry out. But, as princes
seldom get their meat hot, my legs were not scalded,
only my stockings and breeches in a sad condition. The
dwarf, at my entreaty, had no other punishment than a
sound whipping.
I was frequently rallied by the queen upon account of
my fearfulness; and she used to ask me whether the
people of my country were as great cowards as myself?
The occasion was this: the kingdom is much pestered
with flies in summer; and these odious insects, each of
them as big as a Dunstable lark, hardly gave me any rest
while I sat at dinner, with their continual humming and
buzzing about mine ears. They would sometimes alight
upon my victuals, and leave their loathsome excrement,
or spawn behind, which to me was very visible, though
not to the natives of that country, whose large optics
were not so acute as mine, in viewing smaller objects.
Sometimes they would fix upon my nose, or forehead,
where they stung me to the quick, smelling very
offensively; and I could easily trace that viscous matter,
which, our naturalists tell us, enables those creatures to
walk with their feet upwards upon a ceiling. I had much
ado to defend myself against these detestable animals,
and could not forbear starting when they came on my
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face. It was the common practice of the dwarf, to catch
a number of these insects in his hand, as schoolboys do
among us, and let them out suddenly under my nose, on
purpose to frighten me, and divert the queen. My
remedy was to cut them in pieces with my knife, as they
flew in the air, wherein my dexterity was much
admired.
I remember, one morning, when Glumdalclitch had set
me in a box upon a window, as she usually did in fair
days to give me air (for I durst not venture to let the box
be hung on a nail out of the window, as we do with
cages in England), after I had lifted up one of my
sashes, and sat down at my table to eat a piece of sweet
cake for my breakfast, above twenty wasps, allured by
the smell, came flying into the room, humming louder
than the drones of as many bagpipes. Some of them
seized my cake, and carried it piecemeal away; others
flew about my head and face, confounding me with the
noise, and putting me in the utmost terror of their
stings. However, I had the courage to rise and draw my
hanger, and attack them in the air. I dispatched four of
them, but the rest got away, and I presently shut my
window. These insects were as large as partridges: I
took out their stings, found them an inch and a half
long, and as sharp as needles. I carefully preserved
them all; and having since shown them, with some other
curiosities, in several parts of Europe, upon my return to
England I gave three of them to Gresham College, and
kept the fourth for myself.

Chapter IV.
The country described. A proposal for correcting
modern maps. The king’s palace; and some account of
the metropolis. The author’s way of travelling. The
chief temple described.
I now intend to give the reader a short description of
this country, as far as I travelled in it, which was not
above two thousand miles round Lorbrulgrud, the
metropolis. For the queen, whom I always attended,
never went farther when she accompanied the king in
his progresses, and there staid till his majesty returned
from viewing his frontiers. The whole extent of this
prince’s dominions reaches about six thousand miles in
length, and from three to five in breadth: whence I
cannot but conclude, that our geographers of Europe are
in a great error, by supposing nothing but sea between
Japan and California; for it was ever my opinion, that
there must be a balance of earth to counterpoise the
great continent of Tartary; and therefore they ought to
correct their maps and charts, by joining this vast tract
of land to the north-west parts of America, wherein I
shall be ready to lend them my assistance.
The kingdom is a peninsula, terminated to the north-east
by a ridge of mountains thirty miles high, which are
altogether impassable, by reason of the volcanoes upon
the tops: neither do the most learned know what sort of
mortals inhabit beyond those mountains, or whether
they be inhabited at all. On the three other sides, it is

bounded by the ocean. There is not one seaport in the
whole kingdom: and those parts of the coasts into which
the rivers issue, are so full of pointed rocks, and the sea
generally so rough, that there is no venturing with the
smallest of their boats; so that these people are wholly
excluded from any commerce with the rest of the
world. But the large rivers are full of vessels, and
abound with excellent fish; for they seldom get any
from the sea, because the sea fish are of the same size
with those in Europe, and consequently not worth
catching; whereby it is manifest, that nature, in the
production of plants and animals of so extraordinary a
bulk, is wholly confined to this continent, of which I
leave the reasons to be determined by philosophers.
However, now and then they take a whale that happens
to be dashed against the rocks, which the common
people feed on heartily. These whales I have known so
large, that a man could hardly carry one upon his
shoulders; and sometimes, for curiosity, they are
brought in hampers to Lorbrulgrud; I saw one of them in
a dish at the king’s table, which passed for a rarity, but I
did not observe he was fond of it; for I think, indeed, the
bigness disgusted him, although I have seen one
somewhat larger in Greenland.
The country is well inhabited, for it contains fifty-one
cities, near a hundred walled towns, and a great number
of villages. To satisfy my curious reader, it may be
sufficient to describe Lorbrulgrud. This city stands
upon almost two equal parts, on each side the river that
passes through. It contains above eighty thousand
houses, and about six hundred thousand inhabitants. It
is in length three glomglungs (which make about fiftyfour English miles,) and two and a half in breadth; as I
measured it myself in the royal map made by the king’s
order, which was laid on the ground on purpose for me,
and extended a hundred feet: I paced the diameter and
circumference several times barefoot, and, computing
by the scale, measured it pretty exactly.
The king’s palace is no regular edifice, but a heap of
buildings, about seven miles round: the chief rooms are
generally two hundred and forty feet high, and broad
and long in proportion. A coach was allowed to
Glumdalclitch and me, wherein her governess
frequently took her out to see the town, or go among the
shops; and I was always of the party, carried in my box;
although the girl, at my own desire, would often take me
out, and hold me in her hand, that I might more
conveniently view the houses and the people, as we
passed along the streets. I reckoned our coach to be
about a square of Westminster-hall, but not altogether
so high: however, I cannot be very exact. One day the
governess ordered our coachman to stop at several
shops, where the beggars, watching their opportunity,
crowded to the sides of the coach, and gave me the most
horrible spectacle that ever a European eye beheld.
There was a woman with a cancer in her breast, swelled
to a monstrous size, full of holes, in two or three of
which I could have easily crept, and covered my whole
body. There was a fellow with a wen in his neck, larger
than five wool-packs; and another, with a couple of

wooden legs, each about twenty feet high. But the most
hateful sight of all, was the lice crawling on their
clothes. I could see distinctly the limbs of these vermin
with my naked eye, much better than those of a
European louse through a microscope, and their snouts
with which they rooted like swine. They were the first I
had ever beheld, and I should have been curious enough
to dissect one of them, if I had had proper instruments,
which I unluckily left behind me in the ship, although,
indeed, the sight was so nauseous, that it perfectly
turned my stomach.
Besides the large box in which I was usually carried, the
queen ordered a smaller one to be made for me, of about
twelve feet square, and ten high, for the convenience of
travelling; because the other was somewhat too large for
Glumdalclitch’s lap, and cumbersome in the coach; it
was made by the same artist, whom I directed in the
whole contrivance. This travelling-closet was an exact
square, with a window in the middle of three of the
squares, and each window was latticed with iron wire on
the outside, to prevent accidents in long journeys. On
the fourth side, which had no window, two strong
staples were fixed, through which the person that
carried me, when I had a mind to be on horseback, put a
leathern belt, and buckled it about his waist. This was
always the office of some grave trusty servant, in whom
I could confide, whether I attended the king and queen
in their progresses, or were disposed to see the gardens,
or pay a visit to some great lady or minister of state in
the court, when Glumdalclitch happened to be out of
order; for I soon began to be known and esteemed
among the greatest officers, I suppose more upon
account of their majesties’ favour, than any merit of my
own. In journeys, when I was weary of the coach, a
servant on horseback would buckle on my box, and
place it upon a cushion before him; and there I had a full
prospect of the country on three sides, from my three
windows. I had, in this closet, a field-bed and a
hammock, hung from the ceiling, two chairs and a table,
neatly screwed to the floor, to prevent being tossed
about by the agitation of the horse or the coach. And
having been long used to sea-voyages, those motions,
although sometimes very violent, did not much
discompose me.
Whenever I had a mind to see the town, it was always in
my travelling-closet; which Glumdalclitch held in her
lap in a kind of open sedan, after the fashion of the
country, borne by four men, and attended by two others
in the queen’s livery. The people, who had often heard
of me, were very curious to crowd about the sedan, and
the girl was complaisant enough to make the bearers
stop, and to take me in her hand, that I might be more
conveniently seen.
I was very desirous to see the chief temple, and
particularly the tower belonging to it, which is reckoned
the highest in the kingdom. Accordingly one day my
nurse carried me thither, but I may truly say I came back
disappointed; for the height is not above three thousand
feet, reckoning from the ground to the highest pinnacle
167

top; which, allowing for the difference between the size
of those people and us in Europe, is no great matter for
admiration, nor at all equal in proportion (if I rightly
remember) to Salisbury steeple. But, not to detract from
a nation, to which, during my life, I shall acknowledge
myself extremely obliged, it must be allowed, that
whatever this famous tower wants in height, is amply
made up in beauty and strength: for the walls are near a
hundred feet thick, built of hewn stone, whereof each is
about forty feet square, and adorned on all sides with
statues of gods and emperors, cut in marble, larger than
the life, placed in their several niches. I measured a
little finger which had fallen down from one of these
statues, and lay unperceived among some rubbish, and
found it exactly four feet and an inch in length.
Glumdalclitch wrapped it up in her handkerchief, and
carried it home in her pocket, to keep among other
trinkets, of which the girl was very fond, as children at
her age usually are.
The king’s kitchen is indeed a noble building, vaulted at
top, and about six hundred feet high. The great oven is
not so wide, by ten paces, as the cupola at St. Paul’s: for
I measured the latter on purpose, after my return. But if
I should describe the kitchen grate, the prodigious pots
and kettles, the joints of meat turning on the spits, with
many other particulars, perhaps I should be hardly
believed; at least a severe critic would be apt to think I
enlarged a little, as travellers are often suspected to do.
To avoid which censure I fear I have run too much into
the other extreme; and that if this treatise should happen
to be translated into the language of Brobdingnag
(which is the general name of that kingdom,) and
transmitted thither, the king and his people would have
reason to complain that I had done them an injury, by a
false and diminutive representation.
His majesty seldom keeps above six hundred horses in
his stables: they are generally from fifty-four to sixty
feet high. But, when he goes abroad on solemn days, he
is attended, for state, by a military guard of five hundred
horse, which, indeed, I thought was the most splendid
sight that could be ever beheld, till I saw part of his
army in battalia, whereof I shall find another occasion to
speak.

Chapter V.
Several adventurers that happened to the author. The
execution of a criminal. The author shows his skill in
navigation.
I should have lived happy enough in that country, if my
littleness had not exposed me to several ridiculous and
troublesome accidents; some of which I shall venture to
relate. Glumdalclitch often carried me into the gardens
of the court in my smaller box, and would sometimes
take me out of it, and hold me in her hand, or set me
down to walk. I remember, before the dwarf left the
queen, he followed us one day into those gardens, and
my nurse having set me down, he and I being close
together, near some dwarf apple trees, I must needs
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show my wit, by a silly allusion between him and the
trees, which happens to hold in their language as it does
in ours. Whereupon, the malicious rogue, watching his
opportunity, when I was walking under one of them,
shook it directly over my head, by which a dozen
apples, each of them near as large as a Bristol barrel,
came tumbling about my ears; one of them hit me on the
back as I chanced to stoop, and knocked me down flat
on my face; but I received no other hurt, and the dwarf
was pardoned at my desire, because I had given the
provocation.
Another day, Glumdalclitch left me on a smooth grassplot to divert myself, while she walked at some distance
with her governess. In the meantime, there suddenly
fell such a violent shower of hail, that I was
immediately by the force of it, struck to the ground: and
when I was down, the hailstones gave me such cruel
bangs all over the body, as if I had been pelted with
tennis-balls; however, I made a shift to creep on all
fours, and shelter myself, by lying flat on my face, on
the lee-side of a border of lemon-thyme, but so bruised
from head to foot, that I could not go abroad in ten
days. Neither is this at all to be wondered at, because
nature, in that country, observing the same proportion
through all her operations, a hailstone is near eighteen
hundred times as large as one in Europe; which I can
assert upon experience, having been so curious as to
weigh and measure them.
But a more dangerous accident happened to me in the
same garden, when my little nurse, believing she had
put me in a secure place (which I often entreated her to
do, that I might enjoy my own thoughts,) and having left
my box at home, to avoid the trouble of carrying it,
went to another part of the garden with her governess
and some ladies of her acquaintance. While she was
absent, and out of hearing, a small white spaniel that
belonged to one of the chief gardeners, having got by
accident into the garden, happened to range near the
place where I lay: the dog, following the scent, came
directly up, and taking me in his mouth, ran straight to
his master wagging his tail, and set me gently on the
ground. By good fortune he had been so well taught,
that I was carried between his teeth without the least
hurt, or even tearing my clothes. But the poor gardener,
who knew me well, and had a great kindness for me,
was in a terrible fright: he gently took me up in both his
hands, and asked me how I did? but I was so amazed
and out of breath, that I could not speak a word. In a
few minutes I came to myself, and he carried me safe to
my little nurse, who, by this time, had returned to the
place where she left me, and was in cruel agonies when
I did not appear, nor answer when she called. She
severely reprimanded the gardener on account of his
dog. But the thing was hushed up, and never known at
court, for the girl was afraid of the queen’s anger; and
truly, as to myself, I thought it would not be for my
reputation, that such a story should go about.
This accident absolutely determined Glumdalclitch
never to trust me abroad for the future out of her sight. I

had been long afraid of this resolution, and therefore
concealed from her some little unlucky adventures, that
happened in those times when I was left by myself.
Once a kite, hovering over the garden, made a stoop at
me, and if I had not resolutely drawn my hanger, and
run under a thick espalier, he would have certainly
carried me away in his talons. Another time, walking to
the top of a fresh mole-hill, I fell to my neck in the hole,
through which that animal had cast up the earth, and
coined some lie, not worth remembering, to excuse
myself for spoiling my clothes. I likewise broke my
right shin against the shell of a snail, which I happened
to stumble over, as I was walking alone and thinking on
poor England.
I cannot tell whether I were more pleased or mortified to
observe, in those solitary walks, that the smaller birds
did not appear to be at all afraid of me, but would hop
about within a yard’s distance, looking for worms and
other food, with as much indifference and security as if
no creature at all were near them. I remember, a thrush
had the confidence to snatch out of my hand, with his
bill, a of cake that Glumdalclitch had just given me for
my breakfast. When I attempted to catch any of these
birds, they would boldly turn against me, endeavouring
to peck my fingers, which I durst not venture within
their reach; and then they would hop back unconcerned,
to hunt for worms or snails, as they did before. But one
day, I took a thick cudgel, and threw it with all my
strength so luckily, at a linnet, that I knocked him down,
and seizing him by the neck with both my hands, ran
with him in triumph to my nurse. However, the bird,
who had only been stunned, recovering himself gave me
so many boxes with his wings, on both sides of my head
and body, though I held him at arm’s-length, and was
out of the reach of his claws, that I was twenty times
thinking to let him go. But I was soon relieved by one
of our servants, who wrung off the bird’s neck, and I
had him next day for dinner, by the queen’s command.
This linnet, as near as I can remember, seemed to be
somewhat larger than an English swan.
The maids of honour often invited Glumdalclitch to
their apartments, and desired she would bring me along
with her, on purpose to have the pleasure of seeing and
touching me. They would often strip me naked from
top to toe, and lay me at full length in their bosoms;
wherewith I was much disgusted because, to say the
truth, a very offensive smell came from their skins;
which I do not mention, or intend, to the disadvantage
of those excellent ladies, for whom I have all manner of
respect; but I conceive that my sense was more acute in
proportion to my littleness, and that those illustrious
persons were no more disagreeable to their lovers, or to
each other, than people of the same quality are with us
in England. And, after all, I found their natural smell
was much more supportable, than when they used
perfumes, under which I immediately swooned away. I
cannot forget, that an intimate friend of mine in Lilliput,
took the freedom in a warm day, when I had used a
good deal of exercise, to complain of a strong smell
about me, although I am as little faulty that way, as

most of my sex: but I suppose his faculty of smelling
was as nice with regard to me, as mine was to that of
this people. Upon this point, I cannot forbear doing
justice to the queen my mistress, and Glumdalclitch my
nurse, whose persons were as sweet as those of any lady
in England.
That which gave me most uneasiness among these
maids of honour (when my nurse carried me to visit
then) was, to see them use me without any manner of
ceremony, like a creature who had no sort of
consequence: for they would strip themselves to the
skin, and put on their smocks in my presence, while I
was placed on their toilet, directly before their naked
bodies, which I am sure to me was very far from being a
tempting sight, or from giving me any other emotions
than those of horror and disgust: their skins appeared so
coarse and uneven, so variously coloured, when I saw
them near, with a mole here and there as broad as a
trencher, and hairs hanging from it thicker than
packthreads, to say nothing farther concerning the rest
of their persons. Neither did they at all scruple, while I
was by, to discharge what they had drank, to the
quantity of at least two hogsheads, in a vessel that held
above three tuns. The handsomest among these maids
of honour, a pleasant, frolicsome girl of sixteen, would
sometimes set me astride upon one of her nipples, with
many other tricks, wherein the reader will excuse me for
not being over particular. But I was so much
displeased, that I entreated Glumdalclitch to contrive
some excuse for not seeing that young lady any more.
One day, a young gentleman, who was nephew to my
nurse’s governess, came and pressed them both to see
an execution. It was of a man, who had murdered one
of
that
gentleman’s
intimate
acquaintance.
Glumdalclitch was prevailed on to be of the company,
very much against her inclination, for she was naturally
tender-hearted: and, as for myself, although I abhorred
such kind of spectacles, yet my curiosity tempted me to
see something that I thought must be extraordinary. The
malefactor was fixed in a chair upon a scaffold erected
for that purpose, and his head cut off at one blow, with a
sword of about forty feet long. The veins and arteries
spouted up such a prodigious quantity of blood, and so
high in the air, that the great jet d’eau at Versailles was
not equal to it for the time it lasted: and the head, when
it fell on the scaffold floor, gave such a bounce as made
me start, although I was at least half an English mile
distant.
The queen, who often used to hear me talk of my seavoyages, and took all occasions to divert me when I was
melancholy, asked me whether I understood how to
handle a sail or an oar, and whether a little exercise of
rowing might not be convenient for my health? I
answered, that I understood both very well: for although
my proper employment had been to be surgeon or
doctor to the ship, yet often, upon a pinch, I was forced
to work like a common mariner. But I could not see
how this could be done in their country, where the
smallest wherry was equal to a first-rate man of war
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among us; and such a boat as I could manage would
never live in any of their rivers. Her majesty said, if I
would contrive a boat, her own joiner should make it,
and she would provide a place for me to sail in. The
fellow was an ingenious workman, and by my
instructions, in ten days, finished a pleasure-boat with
all its tackling, able conveniently to hold eight
Europeans. When it was finished, the queen was so
delighted, that she ran with it in her lap to the king, who
ordered it to be put into a cistern full of water, with me
in it, by way of trial, where I could not manage my two
sculls, or little oars, for want of room. But the queen
had before contrived another project. She ordered the
joiner to make a wooden trough of three hundred feet
long, fifty broad, and eight deep; which, being well
pitched, to prevent leaking, was placed on the floor,
along the wall, in an outer room of the palace. It had a
cock near the bottom to let out the water, when it began
to grow stale; and two servants could easily fill it in half
an hour. Here I often used to row for my own diversion,
as well as that of the queen and her ladies, who thought
themselves well entertained with my skill and agility.
Sometimes I would put up my sail, and then my
business was only to steer, while the ladies gave me a
gale with their fans; and, when they were weary, some
of their pages would blow my sail forward with their
breath, while I showed my art by steering starboard or
larboard as I pleased. When I had done, Glumdalclitch
always carried back my boat into her closet, and hung it
on a nail to dry.
In this exercise I once met an accident, which had like
to have cost me my life; for, one of the pages having put
my boat into the trough, the governess who attended
Glumdalclitch very officiously lifted me up, to place me
in the boat: but I happened to slip through her fingers,
and should infallibly have fallen down forty feet upon
the floor, if, by the luckiest chance in the world, I had
not been stopped by a corking-pin that stuck in the good
gentlewoman’s stomacher; the head of the pin passing
between my shirt and the waistband of my breeches, and
thus I was held by the middle in the air, till
Glumdalclitch ran to my relief.
Another time, one of the servants, whose office it was to
fill my trough every third day with fresh water, was so
careless as to let a huge frog (not perceiving it) slip out
of his pail. The frog lay concealed till I was put into my
boat, but then, seeing a resting-place, climbed up, and
made it lean so much on one side, that I was forced to
balance it with all my weight on the other, to prevent
overturning. When the frog was got in, it hopped at
once half the length of the boat, and then over my head,
backward and forward, daubing my face and clothes
with its odious slime. The largeness of its features
made it appear the most deformed animal that can be
conceived. However, I desired Glumdalclitch to let me
deal with it alone. I banged it a good while with one of
my sculls, and at last forced it to leap out of the boat.
But the greatest danger I ever underwent in that
kingdom, was from a monkey, who belonged to one of
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the clerks of the kitchen. Glumdalclitch had locked me
up in her closet, while she went somewhere upon
business, or a visit. The weather being very warm, the
closet-window was left open, as well as the windows
and the door of my bigger box, in which I usually lived,
because of its largeness and conveniency. As I sat
quietly meditating at my table, I heard something
bounce in at the closet-window, and skip about from
one side to the other: whereat, although I was much
alarmed, yet I ventured to look out, but not stirring from
my seat; and then I saw this frolicsome animal frisking
and leaping up and down, till at last he came to my box,
which he seemed to view with great pleasure and
curiosity, peeping in at the door and every window. I
retreated to the farther corner of my room; or box; but
the monkey looking in at every side, put me in such a
fright, that I wanted presence of mind to conceal myself
under the bed, as I might easily have done. After some
time spent in peeping, grinning, and chattering, he at
last espied me; and reaching one of his paws in at the
door, as a cat does when she plays with a mouse,
although I often shifted place to avoid him, he at length
seized the lappet of my coat (which being made of that
country silk, was very thick and strong), and dragged
me out. He took me up in his right fore-foot and held
me as a nurse does a child she is going to suckle, just as
I have seen the same sort of creature do with a kitten in
Europe; and when I offered to struggle he squeezed me
so hard, that I thought it more prudent to submit. I have
good reason to believe, that he took me for a young one
of his own species, by his often stroking my face very
gently with his other paw. In these diversions he was
interrupted by a noise at the closet door, as if somebody
were opening it: whereupon he suddenly leaped up to
the window at which he had come in, and thence upon
the leads and gutters, walking upon three legs, and
holding me in the fourth, till he clambered up to a roof
that was next to ours. I heard Glumdalclitch give a
shriek at the moment he was carrying me out. The poor
girl was almost distracted: that quarter of the palace was
all in an uproar; the servants ran for ladders; the monkey
was seen by hundreds in the court, sitting upon the ridge
of a building, holding me like a baby in one of his
forepaws, and feeding me with the other, by cramming
into my mouth some victuals he had squeezed out of the
bag on one side of his chaps, and patting me when I
would not eat; whereat many of the rabble below could
not forbear laughing; neither do I think they justly ought
to be blamed, for, without question, the sight was
ridiculous enough to every body but myself. Some of
the people threw up stones, hoping to drive the monkey
down; but this was strictly forbidden, or else, very
probably, my brains had been dashed out.
The ladders were now applied, and mounted by several
men; which the monkey observing, and finding himself
almost encompassed, not being able to make speed
enough with his three legs, let me drop on a ridge tile,
and made his escape. Here I sat for some time, five
hundred yards from the ground, expecting every
moment to be blown down by the wind, or to fall by my

own giddiness, and come tumbling over and over from
the ridge to the eaves; but an honest lad, one of my
nurse’s footmen, climbed up, and putting me into his
breeches pocket, brought me down safe.
I was almost choked with the filthy stuff the monkey
had crammed down my throat: but my dear little nurse
picked it out of my mouth with a small needle, and then
I fell a-vomiting, which gave me great relief. Yet I was
so weak and bruised in the sides with the squeezes given
me by this odious animal, that I was forced to keep my
bed a fortnight. The king, queen, and all the court, sent
every day to inquire after my health; and her majesty
made me several visits during my sickness. The
monkey was killed, and an order made, that no such
animal should be kept about the palace.
When I attended the king after my recovery, to return
him thanks for his favours, he was pleased to rally me a
good deal upon this adventure. He asked me, “what my
thoughts and speculations were, while I lay in the
monkey’s paw; how I liked the victuals he gave me; his
manner of feeding; and whether the fresh air on the roof
had sharpened my stomach.” He desired to know,
“what I would have done upon such an occasion in my
own country.” I told his majesty, “that in Europe we
had no monkeys, except such as were brought for
curiosity from other places, and so small, that I could
deal with a dozen of them together, if they presumed to
attack me. And as for that monstrous animal with
whom I was so lately engaged (it was indeed as large as
an elephant), if my fears had suffered me to think so far
as to make use of my hanger,” (looking fiercely, and
clapping my hand on the hilt, as I spoke) “when he
poked his paw into my chamber, perhaps I should have
given him such a wound, as would have made him glad
to withdraw it with more haste than he put it in.” This I
delivered in a firm tone, like a person who was jealous
lest his courage should be called in question. However,
my speech produced nothing else beside a laud laughter,
which all the respect due to his majesty from those
about him could not make them contain. This made me
reflect, how vain an attempt it is for a man to endeavour
to do himself honour among those who are out of all
degree of equality or comparison with him. And yet I
have seen the moral of my own behaviour very frequent
in England since my return; where a little contemptible
varlet, without the least title to birth, person, wit, or
common sense, shall presume to look with importance,
and put himself upon a foot with the greatest persons of
the kingdom.
I was every day furnishing the court with some
ridiculous story: and Glumdalclitch, although she loved
me to excess, yet was arch enough to inform the queen,
whenever I committed any folly that she thought would
be diverting to her majesty. The girl, who had been out
of order, was carried by her governess to take the air
about an hour’s distance, or thirty miles from town.
They alighted out of the coach near a small foot-path in
a field, and Glumdalclitch setting down my travelling
box, I went out of it to walk. There was a cow-dung in

the path, and I must need try my activity by attempting
to leap over it. I took a run, but unfortunately jumped
short, and found myself just in the middle up to my
knees. I waded through with some difficulty, and one of
the footmen wiped me as clean as he could with his
handkerchief, for I was filthily bemired; and my nurse
confined me to my box, till we returned home; where
the queen was soon informed of what had passed, and
the footmen spread it about the court: so that all the
mirth for some days was at my expense.

Chapter VI.
Several contrivances of the author to please the king
and queen. He shows his skill in music. The king
inquires into the state of England, which the author
relates to him. The king’s observations thereon.
I used to attend the king’s levee once or twice a week,
and had often seen him under the barber’s hand, which
indeed was at first very terrible to behold; for the razor
was almost twice as long as an ordinary scythe. His
majesty, according to the custom of the country, was
only shaved twice a-week. I once prevailed on the
barber to give me some of the suds or lather, out of
which I picked forty or fifty of the strongest stumps of
hair. I then took a piece of fine wood, and cut it like the
back of a comb, making several holes in it at equal
distances with as small a needle as I could get from
Glumdalclitch. I fixed in the stumps so artificially,
scraping and sloping them with my knife toward the
points, that I made a very tolerable comb; which was a
seasonable supply, my own being so much broken in the
teeth, that it was almost useless: neither did I know any
artist in that country so nice and exact, as would
undertake to make me another.
And this puts me in mind of an amusement, wherein I
spent many of my leisure hours. I desired the queen’s
woman to save for me the combings of her majesty’s
hair, whereof in time I got a good quantity; and
consulting with my friend the cabinet-maker, who had
received general orders to do little jobs for me, I
directed him to make two chair-frames, no larger than
those I had in my box, and to bore little holes with a fine
awl, round those parts where I designed the backs and
seats; through these holes I wove the strongest hairs I
could pick out, just after the manner of cane chairs in
England. When they were finished, I made a present of
them to her majesty; who kept them in her cabinet, and
used to show them for curiosities, as indeed they were
the wonder of every one that beheld them. The queen
would have me sit upon one of these chairs, but I
absolutely refused to obey her, protesting I would rather
die than place a dishonourable part of my body on those
precious hairs, that once adorned her majesty’s head.
Of these hairs (as I had always a mechanical genius) I
likewise made a neat little purse, about five feet long,
with her majesty’s name deciphered in gold letters,
which I gave to Glumdalclitch, by the queen’s consent.
To say the truth, it was more for show than use, being
not of strength to bear the weight of the larger coins,
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and therefore she kept nothing in it but some little toys
that girls are fond of.
The king, who delighted in music, had frequent concerts
at court, to which I was sometimes carried, and set in
my box on a table to hear them: but the noise was so
great that I could hardly distinguish the tunes. I am
confident that all the drums and trumpets of a royal
army, beating and sounding together just at your ears,
could not equal it. My practice was to have my box
removed from the place where the performers sat, as far
as I could, then to shut the doors and windows of it, and
draw the window curtains; after which I found their
music not disagreeable.
I had learned in my youth to play a little upon the
spinet. Glumdalclitch kept one in her chamber, and a
master attended twice a-week to teach her: I called it a
spinet, because it somewhat resembled that instrument,
and was played upon in the same manner. A fancy
came into my head, that I would entertain the king and
queen with an English tune upon this instrument. But
this appeared extremely difficult: for the spinet was near
sixty feet long, each key being almost a foot wide, so
that with my arms extended I could not reach to above
five keys, and to press them down required a good smart
stroke with my fist, which would be too great a labour,
and to no purpose. The method I contrived was this: I
prepared two round sticks, about the bigness of common
cudgels; they were thicker at one end than the other, and
I covered the thicker ends with pieces of a mouse’s skin,
that by rapping on them I might neither damage the tops
of the keys nor interrupt the sound. Before the spinet a
bench was placed, about four feet below the keys, and I
was put upon the bench. I ran sideling upon it, that way
and this, as fast as I could, banging the proper keys with
my two sticks, and made a shift to play a jig, to the great
satisfaction of both their majesties; but it was the most
violent exercise I ever underwent; and yet I could not
strike above sixteen keys, nor consequently play the
bass and treble together, as other artists do; which was a
great disadvantage to my performance.
The king, who, as I before observed, was a prince of
excellent understanding, would frequently order that I
should be brought in my box, and set upon the table in
his closet: he would then command me to bring one of
my chairs out of the box, and sit down within three
yards distance upon the top of the cabinet, which
brought me almost to a level with his face. In this
manner I had several conversations with him. I one day
took the freedom to tell his majesty, “that the contempt
he discovered towards Europe, and the rest of the world,
did not seem answerable to those excellent qualities of
mind that he was master of; that reason did not extend
itself with the bulk of the body; on the contrary, we
observed in our country, that the tallest persons were
usually the least provided with it; that among other
animals, bees and ants had the reputation of more
industry, art, and sagacity, than many of the larger
kinds; and that, as inconsiderable as he took me to be, I
hoped I might live to do his majesty some signal
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service.” The king heard me with attention, and began
to conceive a much better opinion of me than he had
ever before. He desired “I would give him as exact an
account of the government of England as I possibly
could; because, as fond as princes commonly are of
their own customs (for so he conjectured of other
monarchs, by my former discourses), he should be glad
to hear of any thing that might deserve imitation.”
Imagine with thyself, courteous reader, how often I then
wished for the tongue of Demosthenes or Cicero, that
might have enabled me to celebrate the praise of my
own dear native country in a style equal to its merits and
felicity.
I began my discourse by informing his majesty, that our
dominions consisted of two islands, which composed
three mighty kingdoms, under one sovereign, beside our
plantations in America. I dwelt long upon the fertility
of our soil, and the temperature of our climate. I then
spoke at large upon the constitution of an English
parliament; partly made up of an illustrious body called
the House of Peers; persons of the noblest blood, and of
the most ancient and ample patrimonies. I described
that extraordinary care always taken of their education
in arts and arms, to qualify them for being counsellors
both to the king and kingdom; to have a share in the
legislature; to be members of the highest court of
judicature, whence there can be no appeal; and to be
champions always ready for the defence of their prince
and country, by their valour, conduct, and fidelity. That
these were the ornament and bulwark of the kingdom,
worthy followers of their most renowned ancestors,
whose honour had been the reward of their virtue, from
which their posterity were never once known to
degenerate. To these were joined several holy persons,
as part of that assembly, under the title of bishops,
whose peculiar business is to take care of religion, and
of those who instruct the people therein. These were
searched and sought out through the whole nation, by
the prince and his wisest counsellors, among such of the
priesthood as were most deservedly distinguished by the
sanctity of their lives, and the depth of their erudition;
who were indeed the spiritual fathers of the clergy and
the people.
That the other part of the parliament consisted of an
assembly called the House of Commons, who were all
principal gentlemen, freely picked and culled out by the
people themselves, for their great abilities and love of
their country, to represent the wisdom of the whole
nation. And that these two bodies made up the most
august assembly in Europe; to whom, in conjunction
with the prince, the whole legislature is committed.
I then descended to the courts of justice; over which the
judges, those venerable sages and interpreters of the
law, presided, for determining the disputed rights and
properties of men, as well as for the punishment of vice
and protection of innocence. I mentioned the prudent
management of our treasury; the valour and
achievements of our forces, by sea and land. I
computed the number of our people, by reckoning how

many millions there might be of each religious sect, or
political party among us. I did not omit even our sports
and pastimes, or any other particular which I thought
might redound to the honour of my country. And I
finished all with a brief historical account of affairs and
events in England for about a hundred years past.
This conversation was not ended under five audiences,
each of several hours; and the king heard the whole with
great attention, frequently taking notes of what I spoke,
as well as memorandums of what questions he intended
to ask me.
When I had put an end to these long discources, his
majesty, in a sixth audience, consulting his notes,
proposed many doubts, queries, and objections, upon
every article. He asked, “What methods were used to
cultivate the minds and bodies of our young nobility,
and in what kind of business they commonly spent the
first and teachable parts of their lives? What course was
taken to supply that assembly, when any noble family
became extinct? What qualifications were necessary in
those who are to be created new lords: whether the
humour of the prince, a sum of money to a court lady, or
a design of strengthening a party opposite to the public
interest, ever happened to be the motive in those
advancements? What share of knowledge these lords
had in the laws of their country, and how they came by
it, so as to enable them to decide the properties of their
fellow-subjects in the last resort? Whether they were
always so free from avarice, partialities, or want, that a
bribe, or some other sinister view, could have no place
among them? Whether those holy lords I spoke of were
always promoted to that rank upon account of their
knowledge in religious matters, and the sanctity of their
lives; had never been compliers with the times, while
they were common priests; or slavish prostitute
chaplains to some nobleman, whose opinions they
continued servilely to follow, after they were admitted
into that assembly?”
He then desired to know, “What arts were practised in
electing those whom I called commoners: whether a
stranger, with a strong purse, might not influence the
vulgar voters to choose him before their own landlord,
or the most considerable gentleman in the
neighbourhood? How it came to pass, that people were
so violently bent upon getting into this assembly, which
I allowed to be a great trouble and expense, often to the
ruin of their families, without any salary or pension?
because this appeared such an exalted strain of virtue
and public spirit, that his majesty seemed to doubt it
might possibly not be always sincere.” And he desired
to know, “Whether such zealous gentlemen could have
any views of refunding themselves for the charges and
trouble they were at by sacrificing the public good to the
designs of a weak and vicious prince, in conjunction
with a corrupted ministry?” He multiplied his
questions, and sifted me thoroughly upon every part of
this head, proposing numberless inquiries and
objections, which I think it not prudent or convenient to
repeat.

Upon what I said in relation to our courts of justice, his
majesty desired to be satisfied in several points: and this
I was the better able to do, having been formerly almost
ruined by a long suit in chancery, which was decreed for
me with costs. He asked, “What time was usually spent
in determining between right and wrong, and what
degree of expense? Whether advocates and orators had
liberty to plead in causes manifestly known to be unjust,
vexatious, or oppressive? Whether party, in religion or
politics, were observed to be of any weight in the scale
of justice? Whether those pleading orators were persons
educated in the general knowledge of equity, or only in
provincial, national, and other local customs? Whether
they or their judges had any part in penning those laws,
which they assumed the liberty of interpreting, and
glossing upon at their pleasure? Whether they had ever,
at different times, pleaded for and against the same
cause, and cited precedents to prove contrary opinions?
Whether they were a rich or a poor corporation?
Whether they received any pecuniary reward for
pleading, or delivering their opinions? And particularly,
whether they were ever admitted as members in the
lower senate?”
He fell next upon the management of our treasury; and
said, “he thought my memory had failed me, because I
computed our taxes at about five or six millions a-year,
and when I came to mention the issues, he found they
sometimes amounted to more than double; for the notes
he had taken were very particular in this point, because
he hoped, as he told me, that the knowledge of our
conduct might be useful to him, and he could not be
deceived in his calculations. But, if what I told him
were true, he was still at a loss how a kingdom could
run out of its estate, like a private person.” He asked
me, “who were our creditors; and where we found
money to pay them?” He wondered to hear me talk of
such chargeable and expensive wars; “that certainly we
must be a quarrelsome people, or live among very bad
neighbours, and that our generals must needs be richer
than our kings.” He asked, what business we had out of
our own islands, unless upon the score of trade, or
treaty, or to defend the coasts with our fleet?” Above
all, he was amazed to hear me talk of a mercenary
standing army, in the midst of peace, and among a free
people. He said, “if we were governed by our own
consent, in the persons of our representatives, he could
not imagine of whom we were afraid, or against whom
we were to fight; and would hear my opinion, whether a
private man’s house might not be better defended by
himself, his children, and family, than by half-a-dozen
rascals, picked up at a venture in the streets for small
wages, who might get a hundred times more by cutting
their throats?”
He laughed at my “odd kind of arithmetic,” as he was
pleased to call it, “in reckoning the numbers of our
people, by a computation drawn from the several sects
among us, in religion and politics.” He said, “he knew
no reason why those, who entertain opinions prejudicial
to the public, should be obliged to change, or should not
be obliged to conceal them. And as it was tyranny in
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any government to require the first, so it was weakness
not to enforce the second: for a man may be allowed to
keep poisons in his closet, but not to vend them about
for cordials.”
He observed, “that among the diversions of our nobility
and gentry, I had mentioned gaming: he desired to know
at what age this entertainment was usually taken up, and
when it was laid down; how much of their time it
employed; whether it ever went so high as to affect their
fortunes; whether mean, vicious people, by their
dexterity in that art, might not arrive at great riches, and
sometimes keep our very nobles in dependence, as well
as habituate them to vile companions, wholly take them
from the improvement of their minds, and force them,
by the losses they received, to learn and practise that
infamous dexterity upon others?”
He was perfectly astonished with the historical account
gave him of our affairs during the last century;
protesting “it was only a heap of conspiracies,
rebellions,
murders,
massacres,
revolutions,
banishments, the very worst effects that avarice, faction,
hypocrisy, perfidiousness, cruelty, rage, madness,
hatred, envy, lust, malice, and ambition, could
produce.”
His majesty, in another audience, was at the pains to
recapitulate the sum of all I had spoken; compared the
questions he made with the answers I had given; then
taking me into his hands, and stroking me gently,
delivered himself in these words, which I shall never
forget, nor the manner he spoke them in: “My little
friend Grildrig, you have made a most admirable
panegyric upon your country; you have clearly proved,
that ignorance, idleness, and vice, are the proper
ingredients for qualifying a legislator; that laws are best
explained, interpreted, and applied, by those whose
interest and abilities lie in perverting, confounding, and
eluding them. I observe among you some lines of an
institution, which, in its original, might have been
tolerable, but these half erased, and the rest wholly
blurred and blotted by corruptions. It does not appear,
from all you have said, how any one perfection is
required toward the procurement of any one station
among you; much less, that men are ennobled on
account of their virtue; that priests are advanced for
their piety or learning; soldiers, for their conduct or
valour; judges, for their integrity; senators, for the love
of their country; or counsellors for their wisdom. As for
yourself,” continued the king, “who have spent the
greatest part of your life in travelling, I am well
disposed to hope you may hitherto have escaped many
vices of your country. But by what I have gathered
from your own relation, and the answers I have with
much pains wrung and extorted from you, I cannot but
conclude the bulk of your natives to be the most
pernicious race of little odious vermin that nature ever
suffered to crawl upon the surface of the earth.”
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Chapter VII.
The author’s love of his country. He makes a proposal
of much advantage to the king, which is rejected. The
king’s great ignorance in politics. The learning of that
country very imperfect and confined. The laws, and
military affairs, and parties in the state.
Nothing but an extreme love of truth could have
hindered me from concealing this part of my story. It
was in vain to discover my resentments, which were
always turned into ridicule; and I was forced to rest with
patience, while my noble and beloved country was so
injuriously treated. I am as heartily sorry as any of my
readers can possibly be, that such an occasion was
given: but this prince happened to be so curious and
inquisitive upon every particular, that it could not
consist either with gratitude or good manners, to refuse
giving him what satisfaction I was able. Yet thus much
I may be allowed to say in my own vindication, that I
artfully eluded many of his questions, and gave to every
point a more favourable turn, by many degrees, than the
strictness of truth would allow. For I have always borne
that laudable partiality to my own country, which
Dionysius Halicarnassensis, with so much justice,
recommends to an historian: I would hide the frailties
and deformities of my political mother, and place her
virtues and beauties in the most advantageous light.
This was my sincere endeavour in those many
discourses I had with that monarch, although it
unfortunately failed of success.
But great allowances should be given to a king, who
lives wholly secluded from the rest of the world, and
must therefore be altogether unacquainted with the
manners and customs that most prevail in other nations:
the want of which knowledge will ever produce many
prejudices, and a certain narrowness of thinking, from
which we, and the politer countries of Europe, are
wholly exempted. And it would be hard indeed, if so
remote a prince’s notions of virtue and vice were to be
offered as a standard for all mankind.
To confirm what I have now said, and further to show
the miserable effects of a confined education, I shall
here insert a passage, which will hardly obtain belief. In
hopes to ingratiate myself further into his majesty’s
favour, I told him of “an invention, discovered between
three and four hundred years ago, to make a certain
powder, into a heap of which, the smallest spark of fire
falling, would kindle the whole in a moment, although it
were as big as a mountain, and make it all fly up in the
air together, with a noise and agitation greater than
thunder. That a proper quantity of this powder rammed
into a hollow tube of brass or iron, according to its
bigness, would drive a ball of iron or lead, with such
violence and speed, as nothing was able to sustain its
force. That the largest balls thus discharged, would not
only destroy whole ranks of an army at once, but batter
the strongest walls to the ground, sink down ships, with
a thousand men in each, to the bottom of the sea, and
when linked together by a chain, would cut through

masts and rigging, divide hundreds of bodies in the
middle, and lay all waste before them. That we often
put this powder into large hollow balls of iron, and
discharged them by an engine into some city we were
besieging, which would rip up the pavements, tear the
houses to pieces, burst and throw splinters on every
side, dashing out the brains of all who came near. That
I knew the ingredients very well, which were cheap and
common; I understood the manner of compounding
them, and could direct his workmen how to make those
tubes, of a size proportionable to all other things in his
majesty’s kingdom, and the largest need not be above a
hundred feet long; twenty or thirty of which tubes,
charged with the proper quantity of powder and balls,
would batter down the walls of the strongest town in his
dominions in a few hours, or destroy the whole
metropolis, if ever it should pretend to dispute his
absolute commands.” This I humbly offered to his
majesty, as a small tribute of acknowledgment, in turn
for so many marks that I had received, of his royal
favour and protection.
The king was struck with horror at the description I had
given of those terrible engines, and the proposal I had
made. “He was amazed, how so impotent and
grovelling an insect as I” (these were his expressions)
“could entertain such inhuman ideas, and in so familiar
a manner, as to appear wholly unmoved at all the scenes
of blood and desolation which I had painted as the
common effects of those destructive machines;
whereof,” he said, “some evil genius, enemy to
mankind, must have been the first contriver. As for
himself, he protested, that although few things delighted
him so much as new discoveries in art or in nature, yet
he would rather lose half his kingdom, than be privy to
such a secret; which he commanded me, as I valued any
life, never to mention any more.”
A strange effect of narrow principles and views! that a
prince possessed of every quality which procures
veneration, love, and esteem; of strong parts, great
wisdom, and profound learning, endowed with
admirable talents, and almost adored by his subjects,
should, from a nice, unnecessary scruple, whereof in
Europe we can have no conception, let slip an
opportunity put into his hands that would have made
him absolute master of the lives, the liberties, and the
fortunes of his people! Neither do I say this, with the
least intention to detract from the many virtues of that
excellent king, whose character, I am sensible, will, on
this account, be very much lessened in the opinion of an
English reader: but I take this defect among them to
have risen from their ignorance, by not having hitherto
reduced politics into a science, as the more acute wits of
Europe have done. For, I remember very well, in a
discourse one day with the king, when I happened to
say, “there were several thousand books among us
written upon the art of government,” it gave him
(directly contrary to my intention) a very mean opinion
of our understandings. He professed both to abominate
and despise all mystery, refinement, and intrigue, either
in a prince or a minister. He could not tell what I meant

by secrets of state, where an enemy, or some rival
nation, were not in the case. He confined the
knowledge of governing within very narrow bounds, to
common sense and reason, to justice and lenity, to the
speedy determination of civil and criminal causes; with
some other obvious topics, which are not worth
considering. And he gave it for his opinion, “that
whoever could make two ears of corn, or two blades of
grass, to grow upon a spot of ground where only one
grew before, would deserve better of mankind, and do
more essential service to his country, than the whole
race of politicians put together.”
The learning of this people is very defective, consisting
only in morality, history, poetry, and mathematics,
wherein they must be allowed to excel. But the last of
these is wholly applied to what may be useful in life, to
the improvement of agriculture, and all mechanical arts;
so that among us, it would be little esteemed. And as to
ideas, entities, abstractions, and transcendentals, I could
never drive the least conception into their heads.
No law in that country must exceed in words the
number of letters in their alphabet, which consists only
of two and twenty. But indeed few of them extend even
to that length. They are expressed in the most plain and
simple terms, wherein those people are not mercurial
enough to discover above one interpretation: and to
write a comment upon any law, is a capital crime. As to
the decision of civil causes, or proceedings against
criminals, their precedents are so few, that they have
little reason to boast of any extraordinary skill in either.
They have had the art of printing, as well as the
Chinese, time out of mind: but their libraries are not
very large; for that of the king, which is reckoned the
largest, does not amount to above a thousand volumes,
placed in a gallery of twelve hundred feet long, whence
I had liberty to borrow what books I pleased. The
queen’s joiner had contrived in one of Glumdalclitch’s
rooms, a kind of wooden machine five-and-twenty feet
high, formed like a standing ladder; the steps were each
fifty feet long. It was indeed a moveable pair of stairs,
the lowest end placed at ten feet distance from the wall
of the chamber. The book I had a mind to read, was put
up leaning against the wall: I first mounted to the upper
step of the ladder, and turning my face towards the
book, began at the top of the page, and so walking to the
right and left about eight or ten paces, according to the
length of the lines, till I had gotten a little below the
level of mine eyes, and then descending gradually till I
came to the bottom: after which I mounted again, and
began the other page in the same manner, and so turned
over the leaf, which I could easily do with both my
hands, for it was as thick and stiff as a pasteboard, and
in the largest folios not above eighteen or twenty feet
long.
Their style is clear, masculine, and smooth, but not
florid; for they avoid nothing more than multiplying
unnecessary words, or using various expressions. I have
perused many of their books, especially those in history
and morality. Among the rest, I was much diverted with
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a little old treatise, which always lay in Glumdalclitch’s
bed chamber, and belonged to her governess, a grave
elderly gentlewoman, who dealt in writings of morality
and devotion. The book treats of the weakness of
human kind, and is in little esteem, except among the
women and the vulgar. However, I was curious to see
what an author of that country could say upon such a
subject. This writer went through all the usual topics of
European moralists, showing “how diminutive,
contemptible, and helpless an animal was man in his
own nature; how unable to defend himself from
inclemencies of the air, or the fury of wild beasts: how
much he was excelled by one creature in strength, by
another in speed, by a third in foresight, by a fourth in
industry.” He added, “that nature was degenerated in
these latter declining ages of the world, and could now
produce only small abortive births, in comparison of
those in ancient times.” He said “it was very reasonable
to think, not only that the species of men were originally
much larger, but also that there must have been giants in
former ages; which, as it is asserted by history and
tradition, so it has been confirmed by huge bones and
skulls, casually dug up in several parts of the kingdom,
far exceeding the common dwindled race of men in our
days.” He argued, “that the very laws of nature
absolutely required we should have been made, in the
beginning of a size more large and robust; not so liable
to destruction from every little accident, of a tile falling
from a house, or a stone cast from the hand of a boy, or
being drowned in a little brook.” From this way of
reasoning, the author drew several moral applications,
useful in the conduct of life, but needless here to repeat.
For my own part, I could not avoid reflecting how
universally this talent was spread, of drawing lectures in
morality, or indeed rather matter of discontent and
repining, from the quarrels we raise with nature. And I
believe, upon a strict inquiry, those quarrels might be
shown as ill-grounded among us as they are among that
people.
As to their military affairs, they boast that the king’s
army consists of a hundred and seventy-six thousand
foot, and thirty-two thousand horse: if that may be
called an army, which is made up of tradesmen in the
several cities, and farmers in the country, whose
commanders are only the nobility and gentry, without
pay or reward. They are indeed perfect enough in their
exercises, and under very good discipline, wherein I saw
no great merit; for how should it be otherwise, where
every farmer is under the command of his own landlord,
and every citizen under that of the principal men in his
own city, chosen after the manner of Venice, by ballot?
I have often seen the militia of Lorbrulgrud drawn out to
exercise, in a great field near the city of twenty miles
square. They were in all not above twenty-five
thousand foot, and six thousand horse; but it was
impossible for me to compute their number, considering
the space of ground they took up. A cavalier, mounted
on a large steed, might be about ninety feet high. I have
seen this whole body of horse, upon a word of
command, draw their swords at once, and brandish them
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in the air. Imagination can figure nothing so grand, so
surprising, and so astonishing! it looked as if ten
thousand flashes of lightning were darting at the same
time from every quarter of the sky.
I was curious to know how this prince, to whose
dominions there is no access from any other country,
came to think of armies, or to teach his people the
practice of military discipline. But I was soon
informed, both by conversation and reading their
histories; for, in the course of many ages, they have
been troubled with the same disease to which the whole
race of mankind is subject; the nobility often contending
for power, the people for liberty, and the king for
absolute dominion. All which, however happily
tempered by the laws of that kingdom, have been
sometimes violated by each of the three parties, and
have more than once occasioned civil wars; the last
whereof was happily put an end to by this prince’s
grand-father, in a general composition; and the militia,
then settled with common consent, has been ever since
kept in the strictest duty.

Chapter VIII.
The king and queen make a progress to the frontiers.
The author attends them. The manner in which he
leaves the country very particularly related. He returns
to England.
I had always a strong impulse that I should some time
recover my liberty, though it was impossible to
conjecture by what means, or to form any project with
the least hope of succeeding. The ship in which I sailed,
was the first ever known to be driven within sight of
that coast, and the king had given strict orders, that if at
any time another appeared, it should be taken ashore,
and with all its crew and passengers brought in a tumbril
to Lorbrulgrud. He was strongly bent to get me a
woman of my own size, by whom I might propagate the
breed: but I think I should rather have died than
undergone the disgrace of leaving a posterity to be kept
in cages, like tame canary-birds, and perhaps, in time,
sold about the kingdom, to persons of quality, for
curiosities. I was indeed treated with much kindness: I
was the favourite of a great king and queen, and the
delight of the whole court; but it was upon such a foot
as ill became the dignity of humankind. I could never
forget those domestic pledges I had left behind me. I
wanted to be among people, with whom I could
converse upon even terms, and walk about the streets
and fields without being afraid of being trod to death
like a frog or a young puppy. But my deliverance came
sooner than I expected, and in a manner not very
common; the whole story and circumstances of which I
shall faithfully relate.
I had now been two years in this country; and about the
beginning of the third, Glumdalclitch and I attended the
king and queen, in a progress to the south coast of the
kingdom. I was carried, as usual, in my travelling-box,
which as I have already described, was a very

convenient closet, of twelve feet wide. And I had
ordered a hammock to be fixed, by silken ropes from
the four corners at the top, to break the jolts, when a
servant carried me before him on horseback, as I
sometimes desired; and would often sleep in my
hammock, while we were upon the road. On the roof of
my closet, not directly over the middle of the hammock,
I ordered the joiner to cut out a hole of a foot square, to
give me air in hot weather, as I slept; which hole I shut
at pleasure with a board that drew backward and
forward through a groove.
When we came to our journey’s end, the king thought
proper to pass a few days at a palace he has near
Flanflasnic, a city within eighteen English miles of the
seaside. Glumdalclitch and I were much fatigued: I had
gotten a small cold, but the poor girl was so ill as to be
confined to her chamber. I longed to see the ocean,
which must be the only scene of my escape, if ever it
should happen. I pretended to be worse than I really
was, and desired leave to take the fresh air of the sea,
with a page, whom I was very fond of, and who had
sometimes been trusted with me. I shall never forget
with what unwillingness Glumdalclitch consented, nor
the strict charge she gave the page to be careful of me,
bursting at the same time into a flood of tears, as if she
had some forboding of what was to happen. The boy
took me out in my box, about half an hours walk from
the palace, towards the rocks on the sea-shore. I
ordered him to set me down, and lifting up one of my
sashes, cast many a wistful melancholy look towards the
sea. I found myself not very well, and told the page that
I had a mind to take a nap in my hammock, which I
hoped would do me good. I got in, and the boy shut the
window close down, to keep out the cold. I soon fell
asleep, and all I can conjecture is, while I slept, the
page, thinking no danger could happen, went among the
rocks to look for birds’ eggs, having before observed
him from my window searching about, and picking up
one or two in the clefts. Be that as it will, I found
myself suddenly awaked with a violent pull upon the
ring, which was fastened at the top of my box for the
conveniency of carriage. I felt my box raised very high
in the air, and then borne forward with prodigious
speed. The first jolt had like to have shaken me out of
my hammock, but afterward the motion was easy
enough. I called out several times, as loud as I could
raise my voice, but all to no purpose. I looked towards
my windows, and could see nothing but the clouds and
sky. I heard a noise just over my head, like the clapping
of wings, and then began to perceive the woful
condition I was in; that some eagle had got the ring of
my box in his beak, with an intent to let it fall on a rock,
like a tortoise in a shell, and then pick out my body, and
devour it: for the sagacity and smell of this bird enables
him to discover his quarry at a great distance, though
better concealed than I could be within a two-inch
board.
In a little time, I observed the noise and flutter of wings
to increase very fast, and my box was tossed up and
down, like a sign in a windy day. I heard several bangs

or buffets, as I thought given to the eagle (for such I am
certain it must have been that held the ring of my box in
his beak), and then, all on a sudden, felt myself falling
perpendicularly down, for above a minute, but with such
incredible swiftness, that I almost lost my breath. My
fall was stopped by a terrible squash, that sounded
louder to my ears than the cataract of Niagara; after
which, I was quite in the dark for another minute, and
then my box began to rise so high, that I could see light
from the tops of the windows. I now perceived I was
fallen into the sea. My box, by the weight of my body,
the goods that were in, and the broad plates of iron fixed
for strength at the four corners of the top and bottom,
floated about five feet deep in water. I did then, and do
now suppose, that the eagle which flew away with my
box was pursued by two or three others, and forced to
let me drop, while he defended himself against the rest,
who hoped to share in the prey. The plates of iron
fastened at the bottom of the box (for those were the
strongest) preserved the balance while it fell, and
hindered it from being broken on the surface of the
water. Every joint of it was well grooved; and the door
did not move on hinges, but up and down like a sash,
which kept my closet so tight that very little water came
in. I got with much difficulty out of my hammock,
having first ventured to draw back the slip-board on the
roof already mentioned, contrived on purpose to let in
air, for want of which I found myself almost stifled.
How often did I then wish myself with my dear
Glumdalclitch, from whom one single hour had so far
divided me! And I may say with truth, that in the midst
of my own misfortunes I could not forbear lamenting
my poor nurse, the grief she would suffer for my loss,
the displeasure of the queen, and the ruin of her
fortune. Perhaps many travellers have not been under
greater difficulties and distress than I was at this
juncture, expecting every moment to see my box dashed
to pieces, or at least overset by the first violent blast, or
rising wave. A breach in one single pane of glass would
have been immediate death: nor could any thing have
preserved the windows, but the strong lattice wires
placed on the outside, against accidents in travelling. I
saw the water ooze in at several crannies, although the
leaks were not considerable, and I endeavoured to stop
them as well as I could. I was not able to lift up the roof
of my closet, which otherwise I certainly should have
done, and sat on the top of it; where I might at least
preserve myself some hours longer, than by being shut
up (as I may call it) in the hold. Or if I escaped these
dangers for a day or two, what could I expect but a
miserable death of cold and hunger? I was four hours
under these circumstances, expecting, and indeed
wishing, every moment to be my last.
I have already told the reader that there were two strong
staples fixed upon that side of my box which had no
window, and into which the servant, who used to carry
me on horseback, would put a leathern belt, and buckle
it about his waist. Being in this disconsolate state, I
heard, or at least thought I heard, some kind of grating
noise on that side of my box where the staples were
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fixed; and soon after I began to fancy that the box was
pulled or towed along the sea; for I now and then felt a
sort of tugging, which made the waves rise near the tops
of my windows, leaving me almost in the dark. This
gave me some faint hopes of relief, although I was not
able to imagine how it could be brought about. I
ventured to unscrew one of my chairs, which were
always fastened to the floor; and having made a hard
shift to screw it down again, directly under the slippingboard that I had lately opened, I mounted on the chair,
and putting my mouth as near as I could to the hole, I
called for help in a loud voice, and in all the languages I
understood. I then fastened my handkerchief to a stick I
usually carried, and thrusting it up the hole, waved it
several times in the air, that if any boat or ship were
near, the seamen might conjecture some unhappy mortal
to be shut up in the box.
I found no effect from all I could do, but plainly
perceived my closet to be moved along; and in the space
of an hour, or better, that side of the box where the
staples were, and had no windows, struck against
something that was hard. I apprehended it to be a rock,
and found myself tossed more than ever. I plainly heard
a noise upon the cover of my closet, like that of a cable,
and the grating of it as it passed through the ring. I then
found myself hoisted up, by degrees, at least three feet
higher than I was before. Whereupon I again thrust up
my stick and handkerchief, calling for help till I was
almost hoarse. In return to which, I heard a great shout
repeated three times, giving me such transports of joy as
are not to be conceived but by those who feel them. I
now heard a trampling over my head, and somebody
calling through the hole with a loud voice, in the
English tongue, “If there be any body below, let them
speak.” I answered, “I was an Englishman, drawn by ill
fortune into the greatest calamity that ever any creature
underwent, and begged, by all that was moving, to be
delivered out of the dungeon I was in.” The voice
replied, “I was safe, for my box was fastened to their
ship; and the carpenter should immediately come and
saw a hole in the cover, large enough to pull me out.” I
answered, “that was needless, and would take up too
much time; for there was no more to be done, but let
one of the crew put his finger into the ring, and take the
box out of the sea into the ship, and so into the captain’s
cabin.” Some of them, upon hearing me talk so wildly,
thought I was mad: others laughed; for indeed it never
came into my head, that I was now got among people of
my own stature and strength. The carpenter came, and
in a few minutes sawed a passage about four feet
square, then let down a small ladder, upon which I
mounted, and thence was taken into the ship in a very
weak condition.
The sailors were all in amazement, and asked me a
thousand questions, which I had no inclination to
answer. I was equally confounded at the sight of so
many pigmies, for such I took them to be, after having
so long accustomed mine eyes to the monstrous objects
I had left. But the captain, Mr. Thomas Wilcocks, an
honest worthy Shropshire man, observing I was ready to
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faint, took me into his cabin, gave me a cordial to
comfort me, and made me turn in upon his own bed,
advising me to take a little rest, of which I had great
need. Before I went to sleep, I gave him to understand
that I had some valuable furniture in my box, too good
to be lost: a fine hammock, a handsome field-bed, two
chairs, a table, and a cabinet; that my closet was hung
on all sides, or rather quilted, with silk and cotton; that
if he would let one of the crew bring my closet into his
cabin, I would open it there before him, and show him
my goods. The captain, hearing me utter these
absurdities, concluded I was raving; however (I suppose
to pacify me) he promised to give order as I desired, and
going upon deck, sent some of his men down into my
closet, whence (as I afterwards found) they drew up all
my goods, and stripped off the quilting; but the chairs,
cabinet, and bedstead, being screwed to the floor, were
much damaged by the ignorance of the seamen, who
tore them up by force. Then they knocked off some of
the boards for the use of the ship, and when they had got
all they had a mind for, let the hull drop into the sea,
which by reason of many breaches made in the bottom
and sides, sunk to rights. And, indeed, I was glad not to
have been a spectator of the havoc they made, because I
am confident it would have sensibly touched me, by
bringing former passages into my mind, which I would
rather have forgot.
I slept some hours, but perpetually disturbed with
dreams of the place I had left, and the dangers I had
escaped. However, upon waking, I found myself much
recovered. It was now about eight o’clock at night, and
the captain ordered supper immediately, thinking I had
already fasted too long. He entertained me with great
kindness, observing me not to look wildly, or talk
inconsistently: and, when we were left alone, desired I
would give him a relation of my travels, and by what
accident I came to be set adrift, in that monstrous
wooden chest. He said “that about twelve o’clock at
noon, as he was looking through his glass, he spied it at
a distance, and thought it was a sail, which he had a
mind to make, being not much out of his course, in
hopes of buying some biscuit, his own beginning to fall
short. That upon coming nearer, and finding his error,
he sent out his long-boat to discover what it was; that
his men came back in a fright, swearing they had seen a
swimming house. That he laughed at their folly, and
went himself in the boat, ordering his men to take a
strong cable along with them. That the weather being
calm, he rowed round me several times, observed my
windows and wire lattices that defended them. That he
discovered two staples upon one side, which was all of
boards, without any passage for light. He then
commanded his men to row up to that side, and
fastening a cable to one of the staples, ordered them to
tow my chest, as they called it, toward the ship. When
it was there, he gave directions to fasten another cable
to the ring fixed in the cover, and to raise up my chest
with pulleys, which all the sailors were not able to do
above two or three feet.” He said, “they saw my stick
and handkerchief thrust out of the hole, and concluded

that some unhappy man must be shut up in the cavity.”
I asked, “whether he or the crew had seen any
prodigious birds in the air, about the time he first
discovered me.” To which he answered, that
discoursing this matter with the sailors while I was
asleep, one of them said, he had observed three eagles
flying towards the north, but remarked nothing of their
being larger than the usual size:” which I suppose must
be imputed to the great height they were at; and he
could not guess the reason of my question. I then asked
the captain, “how far he reckoned we might be from
land?” He said, “by the best computation he could
make, we were at least a hundred leagues.” I assured
him, “that he must be mistaken by almost half, for I had
not left the country whence I came above two hours
before I dropped into the sea.” Whereupon he began
again to think that my brain was disturbed, of which he
gave me a hint, and advised me to go to bed in a cabin
he had provided. I assured him, “I was well refreshed
with his good entertainment and company, and as much
in my senses as ever I was in my life.” He then grew
serious, and desired to ask me freely, “whether I were
not troubled in my mind by the consciousness of some
enormous crime, for which I was punished, at the
command of some prince, by exposing me in that chest;
as great criminals, in other countries, have been forced
to sea in a leaky vessel, without provisions: for although
he should be sorry to have taken so ill a man into his
ship, yet he would engage his word to set me safe
ashore, in the first port where we arrived.” He added,
“that his suspicions were much increased by some very
absurd speeches I had delivered at first to his sailors,
and afterwards to himself, in relation to my closet or
chest, as well as by my odd looks and behaviour while I
was at supper.”
I begged his patience to hear me tell my story, which I
faithfully did, from the last time I left England, to the
moment he first discovered me. And, as truth always
forces its way into rational minds, so this honest worthy
gentleman, who had some tincture of learning, and very
good sense, was immediately convinced of my candour
and veracity. But further to confirm all I had said, I
entreated him to give order that my cabinet should be
brought, of which I had the key in my pocket; for he had
already informed me how the seamen disposed of my
closet. I opened it in his own presence, and showed him
the small collection of rarities I made in the country
from which I had been so strangely delivered. There
was the comb I had contrived out of the stumps of the
king’s beard, and another of the same materials, but
fixed into a paring of her majesty’s thumb-nail, which
served for the back. There was a collection of needles
and pins, from a foot to half a yard long; four wasp
stings, like joiner’s tacks; some combings of the queen’s
hair; a gold ring, which one day she made me a present
of, in a most obliging manner, taking it from her little
finger, and throwing it over my head like a collar. I
desired the captain would please to accept this ring in
return for his civilities; which he absolutely refused. I
showed him a corn that I had cut off with my own hand,

from a maid of honour’s toe; it was about the bigness of
Kentish pippin, and grown so hard, that when I returned
England, I got it hollowed into a cup, and set in silver.
Lastly, I desired him to see the breeches I had then on,
which were made of a mouse’s skin.
I could force nothing on him but a footman’s tooth,
which I observed him to examine with great curiosity,
and found he had a fancy for it. He received it with
abundance of thanks, more than such a trifle could
deserve. It was drawn by an unskilful surgeon, in a
mistake, from one of Glumdalclitch’s men, who was
afflicted with the tooth-ache, but it was as sound as any
in his head. I got it cleaned, and put it into my cabinet.
It was about a foot long, and four inches in diameter.
The captain was very well satisfied with this plain
relation I had given him, and said, “he hoped, when we
returned to England, I would oblige the world by putting
it on paper, and making it public.” My answer was,
“that we were overstocked with books of travels: that
nothing could now pass which was not extraordinary;
wherein I doubted some authors less consulted truth,
than their own vanity, or interest, or the diversion of
ignorant readers; that my story could contain little
beside common events, without those ornamental
descriptions of strange plants, trees, birds, and other
animals; or of the barbarous customs and idolatry of
savage people, with which most writers abound.
However, I thanked him for his good opinion, and
promised to take the matter into my thoughts.”
He said “he wondered at one thing very much, which
was, to hear me speak so loud;” asking me “whether the
king or queen of that country were thick of hearing?” I
told him, “it was what I had been used to for above two
years past, and that I admired as much at the voices of
him and his men, who seemed to me only to whisper,
and yet I could hear them well enough. But, when I
spoke in that country, it was like a man talking in the
streets, to another looking out from the top of a steeple,
unless when I was placed on a table, or held in any
person’s hand.” I told him, “I had likewise observed
another thing, that, when I first got into the ship, and the
sailors stood all about me, I thought they were the most
little contemptible creatures I had ever beheld.” For
indeed, while I was in that prince’s country, I could
never endure to look in a glass, after mine eyes had been
accustomed to such prodigious objects, because the
comparison gave me so despicable a conceit of myself.
The captain said, “that while we were at supper, he
observed me to look at every thing with a sort of
wonder, and that I often seemed hardly able to contain
my laughter, which he knew not well how to take, but
imputed it to some disorder in my brain.” I answered,
“it was very true; and I wondered how I could forbear,
when I saw his dishes of the size of a silver three-pence,
a leg of pork hardly a mouthful, a cup not so big as a
nut-shell;” and so I went on, describing the rest of his
household-stuff and provisions, after the same manner.
For, although he queen had ordered a little equipage of
all things necessary for me, while I was in her service,
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yet my ideas were wholly taken up with what I saw on
every side of me, and I winked at my own littleness, as
people do at their own faults. The captain understood
my raillery very well, and merrily replied with the old
English proverb, “that he doubted mine eyes were
bigger than my belly, for he did not observe my
stomach so good, although I had fasted all day;” and,
continuing in his mirth, protested “he would have gladly
given a hundred pounds, to have seen my closet in the
eagle’s bill, and afterwards in its fall from so great a
height into the sea; which would certainly have been a
most astonishing object, worthy to have the description
of it transmitted to future ages:” and the comparison of
Phaëton was so obvious, that he could not forbear
applying it, although I did not much admire the conceit.
The captain having been at Tonquin, was, in his return
to England, driven north-eastward to the latitude of 44
degrees, and longitude of 143. But meeting a tradewind two days after I came on board him, we sailed
southward a long time, and coasting New Holland, kept
our course west-south-west, and then south-south-west,
till we doubled the Cape of Good Hope. Our voyage
was very prosperous, but I shall not trouble the reader
with a journal of it. The captain called in at one or two
ports, and sent in his long-boat for provisions and fresh
water; but I never went out of the ship till we came into
the Downs, which was on the third day of June, 1706,
about nine months after my escape. I offered to leave
my goods in security for payment of my freight: but the
captain protested he would not receive one farthing. We
took a kind leave of each other, and I made him promise
he would come to see me at my house in Redriff. I
hired a horse and guide for five shillings, which I
borrowed of the captain.
As I was on the road, observing the littleness of the
houses, the trees, the cattle, and the people, I began to
think myself in Lilliput. I was afraid of trampling on
every traveller I met, and often called aloud to have
them stand out of the way, so that I had like to have
gotten one or two broken heads for my impertinence.
When I came to my own house, for which I was forced
to inquire, one of the servants opening the door, I bent
down to go in, (like a goose under a gate,) for fear of
striking my head. My wife run out to embrace me, but I
stooped lower than her knees, thinking she could
otherwise never be able to reach my mouth. My
daughter kneeled to ask my blessing, but I could not see
her till she arose, having been so long used to stand with
my head and eyes erect to above sixty feet; and then I
went to take her up with one hand by the waist. I
looked down upon the servants, and one or two friends
who were in the house, as if they had been pigmies and
I a giant. I told my wife, “she had been too thrifty, for I
found she had starved herself and her daughter to
nothing.” In short, I behaved myself so unaccountably,
that they were all of the captain’s opinion when he first
saw me, and concluded I had lost my wits. This I
mention as an instance of the great power of habit and
prejudice.
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In a little time, I and my family and friends came to a
right understanding: but my wife protested “I should
never go to sea any more;” although my evil destiny so
ordered, that she had not power to hinder me, as the
reader may know hereafter. In the mean time, I here
conclude the second part of my unfortunate voyages.

Part III. A Voyage To
Laputa, Balnibarbi,
Luggnagg, Glubbdubdrib,
And Japan.
Chapter I.
The author sets out on his third voyage. Is taken by
pirates. The malice of a Dutchman. His arrival at an
island. He is received into Laputa.
I had not been at home above ten days, when Captain
William Robinson, a Cornish man, commander of the
Hopewell, a stout ship of three hundred tons, came to
my house. I had formerly been surgeon of another ship
where he was master, and a fourth part owner, in a
voyage to the Levant. He had always treated me more
like a brother, than an inferior officer; and, hearing of
my arrival, made me a visit, as I apprehended only out
of friendship, for nothing passed more than what is
usual after long absences. But repeating his visits often,
expressing his joy to find I me in good health, asking,
“whether I were now settled for life?” adding, “that he
intended a voyage to the East Indies in two months,” at
last he plainly invited me, though with some apologies,
to be surgeon of the ship; “that I should have another
surgeon under me, beside our two mates; that my salary
should be double to the usual pay; and that having
experienced my knowledge in sea-affairs to be at least
equal to his, he would enter into any engagement to
follow my advice, as much as if I had shared in the
command.”
He said so many other obliging things, and I knew him
to be so honest a man, that I could not reject this
proposal; the thirst I had of seeing the world,
notwithstanding my past misfortunes, continuing as
violent as ever. The only difficulty that remained, was
to persuade my wife, whose consent however I at last
obtained, by the prospect of advantage she proposed to
her children.
We set out the 5th day of August, 1706, and arrived at
Fort St. George the 11th of April, 1707. We staid there
three weeks to refresh our crew, many of whom were
sick. From thence we went to Tonquin, where the
captain resolved to continue some time, because many
of the goods he intended to buy were not ready, nor
could he expect to be dispatched in several months.
Therefore, in hopes to defray some of the charges he
must be at, he bought a sloop, loaded it with several
sorts of goods, wherewith the Tonquinese usually trade

to the neighbouring islands, and putting fourteen men
on board, whereof three were of the country, he
appointed me master of the sloop, and gave me power to
traffic, while he transacted his affairs at Tonquin.
We had not sailed above three days, when a great storm
arising, we were driven five days to the north-northeast, and then to the east: after which we had fair
weather, but still with a pretty strong gale from the
west. Upon the tenth day we were chased by two
pirates, who soon overtook us; for my sloop was so
deep laden, that she sailed very slow, neither were we in
a condition to defend ourselves.
We were boarded about the same time by both the
pirates, who entered furiously at the head of their men;
but finding us all prostrate upon our faces (for so I gave
order), they pinioned us with strong ropes, and setting
guard upon us, went to search the sloop.
I observed among them a Dutchman, who seemed to be
of some authority, though he was not commander of
either ship. He knew us by our countenances to be
Englishmen, and jabbering to us in his own language,
swore we should be tied back to back and thrown into
the sea. I spoken Dutch tolerably well; I told him who
we were, and begged him, in consideration of our being
Christians and Protestants, of neighbouring countries in
strict alliance, that he would move the captains to take
some pity on us. This inflamed his rage; he repeated his
threatenings, and turning to his companions, spoke with
great vehemence in the Japanese language, as I suppose,
often using the word Christianos.
The largest of the two pirate ships was commanded by a
Japanese captain, who spoke a little Dutch, but very
imperfectly. He came up to me, and after several
questions, which I answered in great humility, he said,
“we should not die.” I made the captain a very low
bow, and then, turning to the Dutchman, said, “I was
sorry to find more mercy in a heathen, than in a brother
christian.” But I had soon reason to repent those foolish
words: for that malicious reprobate, having often
endeavoured in vain to persuade both the captains that I
might be thrown into the sea (which they would not
yield to, after the promise made me that I should not
die), however, prevailed so far, as to have a punishment
inflicted on me, worse, in all human appearance, than
death itself. My men were sent by an equal division
into both the pirate ships, and my sloop new manned.
As to myself, it was determined that I should be set
adrift in a small canoe, with paddles and a sail, and four
days’ provisions; which last, the Japanese captain was
so kind to double out of his own stores, and would
permit no man to search me. I got down into the canoe,
while the Dutchman, standing upon the deck, loaded me
with all the curses and injurious terms his language
could afford.
About an hour before we saw the pirates I had taken an
observation, and found we were in the latitude of 46 N.
and longitude of 183. When I was at some distance
from the pirates, I discovered, by my pocket-glass,

several islands to the south-east. I set up my sail, the
wind being fair, with a design to reach the nearest of
those islands, which I made a shift to do, in about three
hours. It was all rocky: however I got many birds’ eggs;
and, striking fire, I kindled some heath and dry seaweed, by which I roasted my eggs. I ate no other
supper, being resolved to spare my provisions as much
as I could. I passed the night under the shelter of a rock,
strewing some heath under me, and slept pretty well.
The next day I sailed to another island, and thence to a
third and fourth, sometimes using my sail, and
sometimes my paddles. But, not to trouble the reader
with a particular account of my distresses, let it suffice,
that on the fifth day I arrived at the last island in my
sight, which lay south-south-east to the former.
This island was at a greater distance than I expected,
and I did not reach it in less than five hours. I
encompassed it almost round, before I could find a
convenient place to land in; which was a small creek,
about three times the wideness of my canoe. I found the
island to be all rocky, only a little intermingled with
tufts of grass, and sweet-smelling herbs. I took out my
small provisions and after having refreshed myself, I
secured the remainder in a cave, whereof there were
great numbers; I gathered plenty of eggs upon the rocks,
and got a quantity of dry sea-weed, and parched grass,
which I designed to kindle the next day, and roast my
eggs as well as I could, for I had about me my flint,
steel, match, and burning-glass. I lay all night in the
cave where I had lodged my provisions. My bed was
the same dry grass and sea-weed which I intended for
fuel. I slept very little, for the disquiets of my mind
prevailed over my weariness, and kept me awake. I
considered how impossible it was to preserve my life in
so desolate a place, and how miserable my end must be:
yet found myself so listless and desponding, that I had
not the heart to rise; and before I could get spirits
enough to creep out of my cave, the day was far
advanced. I walked awhile among the rocks: the sky
was perfectly clear, and the sun so hot, that I was forced
to turn my face from it: when all on a sudden it became
obscure, as I thought, in a manner very different from
what happens by the interposition of a cloud. I turned
back, and perceived a vast opaque body between me and
the sun moving forwards towards the island: it seemed
to be about two miles high, and hid the sun six or seven
minutes; but I did not observe the air to be much colder,
or the sky more darkened, than if I had stood under the
shade of a mountain. As it approached nearer over the
place where I was, it appeared to be a firm substance,
the bottom flat, smooth, and shining very bright, from
the reflection of the sea below. I stood upon a height
about two hundred yards from the shore, and saw this
vast body descending almost to a parallel with me, at
less than an English mile distance. I took out my pocket
perspective, and could plainly discover numbers of
people moving up and down the sides of it, which
appeared to be sloping; but what those people where
doing I was not able to distinguish.
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The natural love of life gave me some inward motion of
joy, and I was ready to entertain a hope that this
adventure might, some way or other, help to deliver me
from the desolate place and condition I was in. But at
the same time the reader can hardly conceive my
astonishment, to behold an island in the air, inhabited by
men, who were able (as it should seem) to raise or sink,
or put it into progressive motion, as they pleased. But
not being at that time in a disposition to philosophise
upon this phenomenon, I rather chose to observe what
course the island would take, because it seemed for
awhile to stand still. Yet soon after, it advanced nearer,
and I could see the sides of it encompassed with several
gradations of galleries, and stairs, at certain intervals, to
descend from one to the other. In the lowest gallery, I
beheld some people fishing with long angling rods, and
others looking on. I waved my cap (for my hat was
long since worn out) and my handkerchief toward the
island; and upon its nearer approach, I called and
shouted with the utmost strength of my voice; and then
looking circumspectly, I beheld a crowd gather to that
side which was most in my view. I found by their
pointing towards me and to each other, that they plainly
discovered me, although they made no return to my
shouting. But I could see four or five men running in
great haste, up the stairs, to the top of the island, who
then disappeared. I happened rightly to conjecture, that
these were sent for orders to some person in authority
upon this occasion.
The number of people increased, and, in less than half
all hour, the island was moved and raised in such a
manner, that the lowest gallery appeared in a parallel of
less then a hundred yards distance from the height
where I stood. I then put myself in the most
supplicating posture, and spoke in the humblest accent,
but received no answer. Those who stood nearest over
against me, seemed to be persons of distinction, as I
supposed by their habit. They conferred earnestly with
each other, looking often upon me. At length one of
them called out in a clear, polite, smooth dialect, not
unlike in sound to the Italian: and therefore I returned an
answer in that language, hoping at least that the cadence
might be more agreeable to his ears. Although neither
of us understood the other, yet my meaning was easily
known, for the people saw the distress I was in.
They made signs for me to come down from the rock,
and go towards the shore, which I accordingly did; and
the flying island being raised to a convenient height, the
verge directly over me, a chain was let down from the
lowest gallery, with a seat fastened to the bottom, to
which I fixed myself, and was drawn up by pulleys.

Chapter II.
The humours and dispositions of the Laputians
described. An account of their learning. Of the king
and his court. The author’s reception there. The
inhabitants subject to fear and disquietudes. An
account of the women.
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At my alighting, I was surrounded with a crowd of
people, but those who stood nearest seemed to be of
better quality. They beheld me with all the marks and
circumstances of wonder; neither indeed was I much in
their debt, having never till then seen a race of mortals
so singular in their shapes, habits, and countenances.
Their heads were all reclined, either to the right, or the
left; one of their eyes turned inward, and the other
directly up to the zenith. Their outward garments were
adorned with the figures of suns, moons, and stars;
interwoven with those of fiddles, flutes, harps, trumpets,
guitars, harpsichords, and many other instruments of
music, unknown to us in Europe. I observed, here and
there, many in the habit of servants, with a blown
bladder, fastened like a flail to the end of a stick, which
they carried in their hands. In each bladder was a small
quantity of dried peas, or little pebbles, as I was
afterwards informed. With these bladders, they now
and then flapped the mouths and ears of those who
stood near them, of which practice I could not then
conceive the meaning. It seems the minds of these
people are so taken up with intense speculations, that
they neither can speak, nor attend to the discourses of
others, without being roused by some external taction
upon the organs of speech and hearing; for which
reason, those persons who are able to afford it always
keep a flapper (the original is climenole) in their family,
as one of their domestics; nor ever walk abroad, or
make visits, without him. And the business of this
officer is, when two, three, or more persons are in
company, gently to strike with his bladder the mouth of
him who is to speak, and the right ear of him or them to
whom the speaker addresses himself. This flapper is
likewise employed diligently to attend his master in his
walks, and upon occasion to give him a soft flap on his
eyes; because he is always so wrapped up in cogitation,
that he is in manifest danger of falling down every
precipice, and bouncing his head against every post; and
in the streets, of justling others, or being justled himself
into the kennel.
It was necessary to give the reader this information,
without which he would be at the same loss with me to
understand the proceedings of these people, as they
conducted me up the stairs to the top of the island, and
from thence to the royal palace. While we were
ascending, they forgot several times what they were
about, and left me to myself, till their memories were
again roused by their flappers; for they appeared
altogether unmoved by the sight of my foreign habit and
countenance, and by the shouts of the vulgar, whose
thoughts and minds were more disengaged.
At last we entered the palace, and proceeded into the
chamber of presence, where I saw the king seated on his
throne, attended on each side by persons of prime
quality. Before the throne, was a large table filled with
globes and spheres, and mathematical instruments of all
kinds. His majesty took not the least notice of us,
although our entrance was not without sufficient noise,
by the concourse of all persons belonging to the court.
But he was then deep in a problem; and we attended at

least an hour, before he could solve it. There stood by
him, on each side, a young page with flaps in their
hands, and when they saw he was at leisure, one of them
gently struck his mouth, and the other his right ear; at
which he startled like one awaked on the sudden, and
looking towards me and the company I was in,
recollected the occasion of our coming, whereof he had
been informed before. He spoke some words,
whereupon immediately a young man with a flap came
up to my side, and flapped me gently on the right ear;
but I made signs, as well as I could, that I had no
occasion for such an instrument; which, as I afterwards
found, gave his majesty, and the whole court, a very
mean opinion of my understanding. The king, as far as
I could conjecture, asked me several questions, and I
addressed myself to him in all the languages I had.
When it was found I could neither understand nor be
understood, I was conducted by his order to an
apartment in his palace (this prince being distinguished
above all his predecessors for his hospitality to
strangers), where two servants were appointed to attend
me. My dinner was brought, and four persons of
quality, whom I remembered to have seen very near the
king’s person, did me the honour to dine with me. We
had two courses, of three dishes each. In the first
course, there was a shoulder of mutton cut into an
equilateral triangle, a piece of beef into a rhomboides,
and a pudding into a cycloid. The second course was
two ducks trussed up in the form of fiddles; sausages
and puddings resembling flutes and hautboys, and a
breast of veal in the shape of a harp. The servants cut
our bread into cones, cylinders, parallelograms, and
several other mathematical figures.
While we were at dinner, I made bold to ask the names
of several things in their language, and those noble
persons, by the assistance of their flappers, delighted to
give me answers, hoping to raise my admiration of their
great abilities if I could be brought to converse with
them. I was soon able to call for bread and drink, or
whatever else I wanted.
After dinner my company withdrew, and a person was
sent to me by the king’s order, attended by a flapper.
He brought with him pen, ink, and paper, and three or
four books, giving me to understand by signs, that he
was sent to teach me the language. We sat together four
hours, in which time I wrote down a great number of
words in columns, with the translations over against
them; I likewise made a shift to learn several short
sentences; for my tutor would order one of my servants
to fetch something, to turn about, to make a bow, to sit,
or to stand, or walk, and the like. Then I took down the
sentence in writing. He showed me also, in one of his
books, the figures of the sun, moon, and stars, the
zodiac, the tropics, and polar circles, together with the
denominations of many plains and solids. He gave me
the names and descriptions of all the musical
instruments, and the general terms of art in playing on
each of them. After he had left me, I placed all my
words, with their interpretations, in alphabetical order.
And thus, in a few days, by the help of a very faithful

memory, I got some insight into their language. The
word, which I interpret the flying or floating island, is in
the original Laputa, whereof I could never learn the true
etymology. Lap, in the old obsolete language, signifies
high; and untuh, a governor; from which they say, by
corruption, was derived Laputa, from Lapuntuh. But I
do not approve of this derivation, which seems to be a
little strained. I ventured to offer to the learned among
them a conjecture of my own, that Laputa was quasi lap
outed; lap, signifying properly, the dancing of the
sunbeams in the sea, and outed, a wing; which,
however, I shall not obtrude, but submit to the judicious
reader.
Those to whom the king had entrusted me, observing
how ill I was clad, ordered a tailor to come next
morning, and take measure for a suit of clothes. This
operator did his office after a different manner from
those of his trade in Europe. He first took my altitude
by a quadrant, and then, with a rule and compasses,
described the dimensions and outlines of my whole
body, all which he entered upon paper; and in six days
brought my clothes very ill made, and quite out of
shape, by happening to mistake a figure in the
calculation. But my comfort was, that I observed such
accidents very frequent, and little regarded.
During my confinement for want of clothes, and by an
indisposition that held me some days longer, I much
enlarged my dictionary; and when I went next to court,
was able to understand many things the king spoke, and
to return him some kind of answers. His majesty had
given orders, that the island should move north-east and
by east, to the vertical point over Lagado, the metropolis
of the whole kingdom below, upon the firm earth. It
was about ninety leagues distant, and our voyage lasted
four days and a half. I was not in the least sensible of
the progressive motion made in the air by the island.
On the second morning, about eleven o’clock, the king
himself in person, attended by his nobility, courtiers,
and officers, having prepared all their musical
instruments, played on them for three hours without
intermission, so that I was quite stunned with the noise;
neither could I possibly guess the meaning, till my tutor
informed me. He said that, the people of their island
had their ears adapted to hear “the music of the spheres,
which always played at certain periods, and the court
was now prepared to bear their part, in whatever
instrument they most excelled.”
In our journey towards Lagado, the capital city, his
majesty ordered that the island should stop over certain
towns and villages, from whence he might receive the
petitions of his subjects. And to this purpose, several
packthreads were let down, with small weights at the
bottom. On these packthreads the people strung their
petitions, which mounted up directly, like the scraps of
paper fastened by school boys at the end of the string
that holds their kite. Sometimes we received wine and
victuals from below, which were drawn up by pulleys.
The knowledge I had in mathematics, gave me great
assistance in acquiring their phraseology, which
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depended much upon that science, and music; and in the
latter I was not unskilled. Their ideas are perpetually
conversant in lines and figures. If they would, for
example, praise the beauty of a woman, or any other
animal, they describe it by rhombs, circles,
parallelograms, ellipses, and other geometrical terms, or
by words of art drawn from music, needless here to
repeat. I observed in the king’s kitchen all sorts of
mathematical and musical instruments, after the figures
of which they cut up the joints that were served to his
majesty’s table.
Their houses are very ill built, the walls bevil, without
one right angle in any apartment; and this defect arises
from the contempt they bear to practical geometry,
which they despise as vulgar and mechanic; those
instructions they give being too refined for the intellects
of their workmen, which occasions perpetual mistakes.
And although they are dexterous enough upon a piece of
paper, in the management of the rule, the pencil, and the
divider, yet in the common actions and behaviour of
life, I have not seen a more clumsy, awkward, and
unhandy people, nor so slow and perplexed in their
conceptions upon all other subjects, except those of
mathematics and music. They are very bad reasoners,
and vehemently given to opposition, unless when they
happen to be of the right opinion, which is seldom their
case. Imagination, fancy, and invention, they are
wholly strangers to, nor have any words in their
language, by which those ideas can be expressed; the
whole compass of their thoughts and mind being shut up
within the two forementioned sciences.
Most of them, and especially those who deal in the
astronomical part, have great faith in judicial astrology,
although they are ashamed to own it publicly. But what
I chiefly admired, and thought altogether unaccountable,
was the strong disposition I observed in them towards
news and politics, perpetually inquiring into public
affairs, giving their judgments in matters of state, and
passionately disputing every inch of a party opinion. I
have indeed observed the same disposition among most
of the mathematicians I have known in Europe,
although I could never discover the least analogy
between the two sciences; unless those people suppose,
that because the smallest circle has as many degrees as
the largest, therefore the regulation and management of
the world require no more abilities than the handling
and turning of a globe; but I rather take this quality to
spring from a very common infirmity of human nature,
inclining us to be most curious and conceited in matters
where we have least concern, and for which we are least
adapted by study or nature.
These people are under continual disquietudes, never
enjoying a minutes peace of mind; and their
disturbances proceed from causes which very little
affect the rest of mortals. Their apprehensions arise
from several changes they dread in the celestial bodies:
for instance, that the earth, by the continual approaches
of the sun towards it, must, in course of time, be
absorbed, or swallowed up; that the face of the sun, will,
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by degrees, be encrusted with its own effluvia, and give
no more light to the world; that the earth very narrowly
escaped a brush from the tail of the last comet, which
would have infallibly reduced it to ashes; and that the
next, which they have calculated for one-and-thirty
years hence, will probably destroy us. For if, in its
perihelion, it should approach within a certain degree of
the sun (as by their calculations they have reason to
dread) it will receive a degree of heat ten thousand times
more intense than that of red hot glowing iron, and in its
absence from the sun, carry a blazing tail ten hundred
thousand and fourteen miles long, through which, if the
earth should pass at the distance of one hundred
thousand miles from the nucleus, or main body of the
comet, it must in its passage be set on fire, and reduced
to ashes: that the sun, daily spending its rays without
any nutriment to supply them, will at last be wholly
consumed and annihilated; which must be attended with
the destruction of this earth, and of all the planets that
receive their light from it.
They are so perpetually alarmed with the apprehensions
of these, and the like impending dangers, that they can
neither sleep quietly in their beds, nor have any relish
for the common pleasures and amusements of life.
When they meet an acquaintance in the morning, the
first question is about the sun’s health, how he looked at
his setting and rising, and what hopes they have to avoid
the stroke of the approaching comet. This conversation
they are apt to run into with the same temper that boys
discover in delighting to hear terrible stories of spirits
and hobgoblins, which they greedily listen to, and dare
not go to bed for fear.
The women of the island have abundance of vivacity:
they, contemn their husbands, and are exceedingly fond
of strangers, whereof there is always a considerable
number from the continent below, attending at court,
either upon affairs of the several towns and
corporations, or their own particular occasions, but are
much despised, because they want the same
endowments. Among these the ladies choose their
gallants: but the vexation is, that they act with too much
ease and security; for the husband is always so rapt in
speculation, that the mistress and lover may proceed to
the greatest familiarities before his face, if he be but
provided with paper and implements, and without his
flapper at his side.
The wives and daughters lament their confinement to
the island, although I think it the most delicious spot of
ground in the world; and although they live here in the
greatest plenty and magnificence, and are allowed to do
whatever they please, they long to see the world, and
take the diversions of the metropolis, which they are not
allowed to do without a particular license from the king;
and this is not easy to be obtained, because the people of
quality have found, by frequent experience, how hard it
is to persuade their women to return from below. I was
told that a great court lady, who had several children, is married to the prime minister, the richest subject in
the kingdom, a very graceful person, extremely fond of

her, and lives in the finest palace of the island, - went
down to Lagado on the pretence of health, there hid
herself for several months, till the king sent a warrant to
search for her; and she was found in an obscure eatinghouse all in rags, having pawned her clothes to maintain
an old deformed footman, who beat her every day, and
in whose company she was taken, much against her
will. And although her husband received her with all
possible kindness, and without the least reproach, she
soon after contrived to steal down again, with all her
jewels, to the same gallant, and has not been heard of
since.
This may perhaps pass with the reader rather for an
European or English story, than for one of a country so
remote. But he may please to consider, that the caprices
of womankind are not limited by any climate or nation,
and that they are much more uniform, than can be easily
imagined.
In about a month’s time, I had made a tolerable
proficiency in their language, and was able to answer
most of the king’s questions, when I had the honour to
attend him. His majesty discovered not the least
curiosity to inquire into the laws, government, history,
religion, or manners of the countries where I had been;
but confined his questions to the state of mathematics,
and received the account I gave him with great
contempt and indifference, though often roused by his
flapper on each side.

Chapter III.
A phenomenon solved by modern philosophy and
astronomy. The Laputians’ great improvements in the
latter. The king’s method of suppressing insurrections.
I desired leave of this prince to see the curiosities of the
island, which he was graciously pleased to grant, and
ordered my tutor to attend me. I chiefly wanted to
know, to what cause, in art or in nature, it owed its
several motions, whereof I will now give a
philosophical account to the reader.
The flying or floating island is exactly circular, its
diameter 7837 yards, or about four miles and a half, and
consequently contains ten thousand acres. It is three
hundred yards thick. The bottom, or under surface,
which appears to those who view it below, is one even
regular plate of adamant, shooting up to the height of
about two hundred yards. Above it lie the several
minerals in their usual order, and over all is a coat of
rich mould, ten or twelve feet deep. The declivity of the
upper surface, from the circumference to the centre, is
the natural cause why all the dews and rains, which fall
upon the island, are conveyed in small rivulets toward
the middle, where they are emptied into four large
basins, each of about half a mile in circuit, and two
hundred yards distant from the centre. From these
basins the water is continually exhaled by the sun in the
daytime, which effectually prevents their overflowing.
Besides, as it is in the power of the monarch to raise the
island above the region of clouds and vapours, he can

prevent the falling of dews and rain whenever he
pleases. For the highest clouds cannot rise above two
miles, as naturalists agree, at least they were never
known to do so in that country.
At the centre of the island there is a chasm about fifty
yards in diameter, whence the astronomers descend into
a large dome, which is therefore called flandona
gagnole, or the astronomer’s cave, situated at the depth
of a hundred yards beneath the upper surface of the
adamant. In this cave are twenty lamps continually
burning, which, from the reflection of the adamant, cast
a strong light into every part. The place is stored with
great variety of sextants, quadrants, telescopes,
astrolabes, and other astronomical instruments. But the
greatest curiosity, upon which the fate of the island
depends, is a loadstone of a prodigious size, in shape
resembling a weaver’s shuttle. It is in length six yards,
and in the thickest part at least three yards over. This
magnet is sustained by a very strong axle of adamant
passing through its middle, upon which it plays, and is
poised so exactly that the weakest hand can turn it. It is
hooped round with a hollow cylinder of adamant, four
feet yards in diameter, placed horizontally, and
supported by eight adamantine feet, each six yards
high. In the middle of the concave side, there is a
groove twelve inches deep, in which the extremities of
the axle are lodged, and turned round as there is
occasion.
The stone cannot be removed from its place by any
force, because the hoop and its feet are one continued
piece with that body of adamant which constitutes the
bottom of the island.
By means of this loadstone, the island is made to rise
and fall, and move from one place to another. For, with
respect to that part of the earth over which the monarch
presides, the stone is endued at one of its sides with an
attractive power, and at the other with a repulsive.
Upon placing the magnet erect, with its attracting end
towards the earth, the island descends; but when the
repelling extremity points downwards, the island
mounts directly upwards. When the position of the
stone is oblique, the motion of the island is so too: for in
this magnet, the forces always act in lines parallel to its
direction.
By this oblique motion, the island is conveyed to
different parts of the monarch’s dominions. To explain
the manner of its progress, let A B represent a line
drawn across the dominions of Balnibarbi, let the line c
d represent the loadstone, of which let d be the repelling
end, and c the attracting end, the island being over C: let
the stone be placed in position c d, with its repelling end
downwards; then the island will be driven upwards
obliquely towards D. When it is arrived at D, let the
stone be turned upon its axle, till its attracting end
points towards E, and then the island will be carried
obliquely towards E; where, if the stone be again turned
upon its axle till it stands in the position E F, with its
repelling point downwards, the island will rise obliquely
towards F, where, by directing the attracting end
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towards G, the island may be carried to G, and from G
to H, by turning the stone, so as to make its repelling
extremity to point directly downward. And thus, by
changing the situation of the stone, as often as there is
occasion, the island is made to rise and fall by turns in
an oblique direction, and by those alternate risings and
fallings (the obliquity being not considerable) is
conveyed from one part of the dominions to the other.
But it must be observed, that this island cannot move
beyond the extent of the dominions below, nor can it
rise above the height of four miles. For which the
astronomers (who have written large systems
concerning the stone) assign the following reason: that
the magnetic virtue does not extend beyond the distance
of four miles, and that the mineral, which acts upon the
stone in the bowels of the earth, and in the sea about six
leagues distant from the shore, is not diffused through
the whole globe, but terminated with the limits of the
king’s dominions; and it was easy, from the great
advantage of such a superior situation, for a prince to
bring under his obedience whatever country lay within
the attraction of that magnet.
When the stone is put parallel to the plane of the
horizon, the island stands still; for in that case the
extremities of it, being at equal distance from the earth,
act with equal force, the one in drawing downwards, the
other in pushing upwards, and consequently no motion
can ensue.
This loadstone is under the care of certain astronomers,
who, from time to time, give it such positions as the
monarch directs. They spend the greatest part of their
lives in observing the celestial bodies, which they do by
the assistance of glasses, far excelling ours in goodness.
For, although their largest telescopes do not exceed
three feet, they magnify much more than those of a
hundred with us, and show the stars with greater
clearness. This advantage has enabled them to extend
their discoveries much further than our astronomers in
Europe; for they have made a catalogue of ten thousand
fixed stars, whereas the largest of ours do not contain
above one third part of that number. They have
likewise discovered two lesser stars, or satellites, which
revolve about Mars; whereof the innermost is distant
from the centre of the primary planet exactly three of his
diameters, and the outermost, five; the former revolves
in the space of ten hours, and the latter in twenty-one
and a half; so that the squares of their periodical times
are very near in the same proportion with the cubes of
their distance from the centre of Mars; which evidently
shows them to be governed by the same law of
gravitation that influences the other heavenly bodies.
They have observed ninety-three different comets, and
settled their periods with great exactness. If this be true
(and they affirm it with great confidence) it is much to
be wished, that their observations were made public,
whereby the theory of comets, which at present is very
lame and defective, might be brought to the same
perfection with other arts of astronomy.
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The king would be the most absolute prince in the
universe, if he could but prevail on a ministry to join
with him; but these having their estates below on the
continent, and considering that the office of a favourite
has a very uncertain tenure, would never consent to the
enslaving of their country.
If any town should engage in rebellion or mutiny, fall
into violent factions, or refuse to pay the usual tribute,
the king has two methods of reducing them to
obedience. The first and the mildest course is, by
keeping the island hovering over such a town, and the
lands about it, whereby he can deprive them of the
benefit of the sun and the rain, and consequently afflict
the inhabitants with dearth and diseases: and if the
crime deserve it, they are at the same time pelted from
above with great stones, against which they have no
defence but by creeping into cellars or caves, while the
roofs of their houses are beaten to pieces. But if they
still continue obstinate, or offer to raise insurrections, he
proceeds to the last remedy, by letting the island drop
directly upon their heads, which makes a universal
destruction both of houses and men. However, this is an
extremity to which the prince is seldom driven, neither
indeed is he willing to put it in execution; nor dare his
ministers advise him to an action, which, as it would
render them odious to the people, so it would be a great
damage to their own estates, which all lie below; for the
island is the king’s demesne.
But there is still indeed a more weighty reason, why the
kings of this country have been always averse from
executing so terrible an action, unless upon the utmost
necessity. For, if the town intended to be destroyed
should have in it any tall rocks, as it generally falls out
in the larger cities, a situation probably chosen at first
with a view to prevent such a catastrophe; or if it
abound in high spires, or pillars of stone, a sudden fall
might endanger the bottom or under surface of the
island, which, although it consist, as I have said, of one
entire adamant, two hundred yards thick, might happen
to crack by too great a shock, or burst by approaching
too near the fires from the houses below, as the backs,
both of iron and stone, will often do in our chimneys.
Of all this the people are well apprised, and understand
how far to carry their obstinacy, where their liberty or
property is concerned. And the king, when he is highest
provoked, and most determined to press a city to
rubbish, orders the island to descend with great
gentleness, out of a pretence of tenderness to his people,
but, indeed, for fear of breaking the adamantine bottom;
in which case, it is the opinion of all their philosophers,
that the loadstone could no longer hold it up, and the
whole mass would fall to the ground.
By a fundamental law of this realm, neither the king,
nor either of his two eldest sons, are permitted to leave
the island; nor the queen, till she is past child-bearing.

Chapter IV.
The author leaves Laputa; is conveyed to Balnibarbi;
arrives at the metropolis. A description of the
metropolis, and the country adjoining. The author
hospitably received by a great lord. His conversation
with that lord.
Although I cannot say that I was ill treated in this island,
yet I must confess I thought myself too much neglected,
not without some degree of contempt; for neither prince
nor people appeared to be curious in any part of
knowledge, except mathematics and music, wherein I
was far their inferior, and upon that account very little
regarded.
On the other side, after having seen all the curiosities of
the island, I was very desirous to leave it, being heartily
weary of those people. They were indeed excellent in
two sciences for which I have great esteem, and wherein
I am not unversed; but, at the same time, so abstracted
and involved in speculation, that I never met with such
disagreeable companions. I conversed only with
women, tradesmen, flappers, and court-pages, during
two months of my abode there; by which, at last, I
rendered myself extremely contemptible; yet these were
the only people from whom I could ever receive a
reasonable answer.
I had obtained, by hard study, a good degree of
knowledge in their language: I was weary of being
confined to an island where I received so little
countenance, and resolved to leave it with the first
opportunity.
There was a great lord at court, nearly related to the
king, and for that reason alone used with respect. He
was universally reckoned the most ignorant and stupid
person among them. He had performed many eminent
services for the crown, had great natural and acquired
parts, adorned with integrity and honour; but so ill an
ear for music, that his detractors reported, “he had been
often known to beat time in the wrong place;” neither
could his tutors, without extreme difficulty, teach him to
demonstrate the most easy proposition in the
mathematics. He was pleased to show me many marks
of favour, often did me the honour of a visit, desired to
be informed in the affairs of Europe, the laws and
customs, the manners and learning of the several
countries where I had travelled. He listened to me with
great attention, and made very wise observations on all I
spoke. He had two flappers attending him for state, but
never made use of them, except at court and in visits of
ceremony, and would always command them to
withdraw, when we were alone together.
I entreated this illustrious person, to intercede in my
behalf with his majesty, for leave to depart; which he
accordingly did, as he was pleased to tell me, with
regret: for indeed he had made me several offers very
advantageous, which, however, I refused, with
expressions of the highest acknowledgment.

On the 16th of February I took leave of his majesty and
the court. The king made me a present to the value of
about two hundred pounds English, and my protector,
his kinsman, as much more, together with a letter of
recommendation to a friend of his in Lagado, the
metropolis. The island being then hovering over a
mountain about two miles from it, I was let down from
the lowest gallery, in the same manner as I had been
taken up.
The continent, as far as it is subject to the monarch of
the flying island, passes under the general name of
Balnibarbi; and the metropolis, as I said before, is
called Lagado. I felt some little satisfaction in finding
myself on firm ground. I walked to the city without any
concern, being clad like one of the natives, and
sufficiently instructed to converse with them. I soon
found out the person’s house to whom I was
recommended, presented my letter from his friend the
grandee in the island, and was received with much
kindness. This great lord, whose name was Munodi,
ordered me an apartment in his own house, where I
continued during my stay, and was entertained in a most
hospitable manner.
The next morning after my arrival, he took me in his
chariot to see the town, which is about half the bigness
of London; but the houses very strangely built, and most
of them out of repair. The people in the streets walked
fast, looked wild, their eyes fixed, and were generally in
rags. We passed through one of the town gates, and
went about three miles into the country, where I saw
many labourers working with several sorts of tools in
the ground, but was not able to conjecture what they
were about: neither did observe any expectation either
of corn or grass, although the soil appeared to be
excellent. I could not forbear admiring at these odd
appearances, both in town and country; and I made bold
to desire my conductor, that he would be pleased to
explain to me, what could be meant by so many busy
heads, hands, and faces, both in the streets and the
fields, because I did not discover any good effects they
produced; but, on the contrary, I never knew a soil so
unhappily cultivated, houses so ill contrived and so
ruinous, or a people whose countenances and habit
expressed so much misery and want.
This lord Munodi was a person of the first rank, and had
been some years governor of Lagado; but, by a cabal of
ministers, was discharged for insufficiency. However,
the king treated him with tenderness, as a well-meaning
man, but of a low contemptible understanding.
When I gave that free censure of the country and its
inhabitants, he made no further answer than by telling
me, “that I had not been long enough among them to
form a judgment; and that the different nations of the
world had different customs;” with other common
topics to the same purpose. But, when we returned to
his palace, he asked me “how I liked the building, what
absurdities I observed, and what quarrel I had with the
dress or looks of his domestics?” This he might safely
do; because every thing about him was magnificent,
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regular, and polite. I answered, “that his excellency’s
prudence, quality, and fortune, had exempted him from
those defects, which folly and beggary had produced in
others.” He said, “if I would go with him to his
country-house, about twenty miles distant, where his
estate lay, there would be more leisure for this kind of
conversation.” I told his excellency “that I was entirely
at his disposal;” and accordingly we set out next
morning.
During our journey he made me observe the several
methods used by farmers in managing their lands, which
to me were wholly unaccountable; for, except in some
very few places, I could not discover one ear of corn or
blade of grass. But, in three hours travelling, the scene
was wholly altered; we came into a most beautiful
country; farmers’ houses, at small distances, neatly
built; the fields enclosed, containing vineyards, corngrounds, and meadows. Neither do I remember to have
seen a more delightful prospect. His excellency
observed my countenance to clear up; he told me, with a
sigh, “that there his estate began, and would continue
the same, till we should come to his house: that his
countrymen ridiculed and despised him, for managing
his affairs no better, and for setting so ill an example to
the kingdom; which, however, was followed by very
few, such as were old, and wilful, and weak like
himself.”
We came at length to the house, which was indeed a
noble structure, built according to the best rules of
ancient architecture. The fountains, gardens, walks,
avenues, and groves, were all disposed with exact
judgment and taste. I gave due praises to every thing I
saw, whereof his excellency took not the least notice till
after supper; when, there being no third companion, he
told me with a very melancholy air “that he doubted he
must throw down his houses in town and country, to
rebuild them after the present mode; destroy all his
plantations, and cast others into such a form as modern
usage required, and give the same directions to all his
tenants, unless he would submit to incur the censure of
pride, singularity, affectation, ignorance, caprice, and
perhaps increase his majesty’s displeasure; that the
admiration I appeared to be under would cease or
diminish, when he had informed me of some particulars
which, probably, I never heard of at court, the people
there being too much taken up in their own speculations,
to have regard to what passed here below.”
The sum of his discourse was to this effect: “That about
forty years ago, certain persons went up to Laputa,
either upon business or diversion, and, after five months
continuance, came back with a very little smattering in
mathematics, but full of volatile spirits acquired in that
airy region: that these persons, upon their return, began
to dislike the management of every thing below, and fell
into schemes of putting all arts, sciences, languages, and
mechanics, upon a new foot. To this end, they procured
a royal patent for erecting an academy of projectors in
Lagado; and the humour prevailed so strongly among
the people, that there is not a town of any consequence
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in the kingdom without such an academy. In these
colleges the professors contrive new rules and methods
of agriculture and building, and new instruments, and
tools for all trades and manufactures; whereby, as they
undertake, one man shall do the work of ten; a palace
may be built in a week, of materials so durable as to last
for ever without repairing. All the fruits of the earth
shall come to maturity at whatever season we think fit to
choose, and increase a hundred fold more than they do
at present; with innumerable other happy proposals.
The only inconvenience is, that none of these projects
are yet brought to perfection; and in the mean time, the
whole country lies miserably waste, the houses in ruins,
and the people without food or clothes. By all which,
instead of being discouraged, they are fifty times more
violently bent upon prosecuting their schemes, driven
equally on by hope and despair: that as for himself,
being not of an enterprising spirit, he was content to go
on in the old forms, to live in the houses his ancestors
had built, and act as they did, in every part of life,
without innovation: that some few other persons of
quality and gentry had done the same, but were looked
on with an eye of contempt and ill-will, as enemies to
art, ignorant, and ill common-wealth’s men, preferring
their own ease and sloth before the general
improvement of their country.”
His lordship added, “That he would not, by any further
particulars, prevent the pleasure I should certainly take
in viewing the grand academy, whither he was resolved
I should go.” He only desired me to observe a ruined
building, upon the side of a mountain about three miles
distant, of which he gave me this account: “That he had
a very convenient mill within half a mile of his house,
turned by a current from a large river, and sufficient for
his own family, as well as a great number of his tenants;
that about seven years ago, a club of those projectors
came to him with proposals to destroy this mill, and
build another on the side of that mountain, on the long
ridge whereof a long canal must be cut, for a repository
of water, to be conveyed up by pipes and engines to
supply the mill, because the wind and air upon a height
agitated the water, and thereby made it fitter for motion,
and because the water, descending down a declivity,
would turn the mill with half the current of a river
whose course is more upon a level.” He said, “that
being then not very well with the court, and pressed by
many of his friends, he complied with the proposal; and
after employing a hundred men for two years, the work
miscarried, the projectors went off, laying the blame
entirely upon him, railing at him ever since, and putting
others upon the same experiment, with equal assurance
of success, as well as equal disappointment.”
In a few days we came back to town; and his
excellency, considering the bad character he had in the
academy, would not go with me himself, but
recommended me to a friend of his, to bear me company
thither. My lord was pleased to represent me as a great
admirer of projects, and a person of much curiosity and
easy belief; which, indeed, was not without truth; for I
had myself been a sort of projector in my younger days.

Chapter V.
The author permitted to see the grand academy of
Lagado. The academy largely described. The arts
wherein the professors employ themselves.
This academy is not an entire single building, but a
continuation of several houses on both sides of a street,
which growing waste, was purchased and applied to that
use.
I was received very kindly by the warden, and went for
many days to the academy. Every room has in it one or
more projectors; and I believe I could not be in fewer
than five hundred rooms.
The first man I saw was of a meagre aspect, with sooty
hands and face, his hair and beard long, ragged, and
singed in several places. His clothes, shirt, and skin,
were all of the same colour. He has been eight years
upon a project for extracting sunbeams out of
cucumbers, which were to be put in phials hermetically
sealed, and let out to warm the air in raw inclement
summers. He told me, he did not doubt, that, in eight
years more, he should be able to supply the governor’s
gardens with sunshine, at a reasonable rate: but he
complained that his stock was low, and entreated me “to
give him something as an encouragement to ingenuity,
especially since this had been a very dear season for
cucumbers.” I made him a small present, for my lord
had furnished me with money on purpose, because he
knew their practice of begging from all who go to see
them.
I went into another chamber, but was ready to hasten
back, being almost overcome with a horrible stink. My
conductor pressed me forward, conjuring me in a
whisper “to give no offence, which would be highly
resented;” and therefore I durst not so much as stop my
nose. The projector of this cell was the most ancient
student of the academy; his face and beard were of a
pale yellow; his hands and clothes daubed over with
filth. When I was presented to him, he gave me a close
embrace, a compliment I could well have excused. His
employment, from his first coming into the academy,
was an operation to reduce human excrement to its
original food, by separating the several parts, removing
the tincture which it receives from the gall, making the
odour exhale, and scumming off the saliva. He had a
weekly allowance, from the society, of a vessel filled
with human ordure, about the bigness of a Bristol barrel.
I saw another at work to calcine ice into gunpowder;
who likewise showed me a treatise he had written
concerning the malleability of fire, which he intended to
publish.
There was a most ingenious architect, who had
contrived a new method for building houses, by
beginning at the roof, and working downward to the
foundation; which he justified to me, by the like practice
of those two prudent insects, the bee and the spider.

There was a man born blind, who had several
apprentices in his own condition: their employment was
to mix colours for painters, which their master taught
them to distinguish by feeling and smelling. It was
indeed my misfortune to find them at that time not very
perfect in their lessons, and the professor himself
happened to be generally mistaken. This artist is much
encouraged and esteemed by the whole fraternity.
In another apartment I was highly pleased with a
projector who had found a device of ploughing the
ground with hogs, to save the charges of ploughs, cattle,
and labour. The method is this: in an acre of ground
you bury, at six inches distance and eight deep, a
quantity of acorns, dates, chestnuts, and other mast or
vegetables, whereof these animals are fondest; then you
drive six hundred or more of them into the field, where,
in a few days, they will root up the whole ground in
search of their food, and make it fit for sowing, at the
same time manuring it with their dung: it is true, upon
experiment, they found the charge and trouble very
great, and they had little or no crop. However it is not
doubted, that this invention may be capable of great
improvement.
I went into another room, where the walls and ceiling
were all hung round with cobwebs, except a narrow
passage for the artist to go in and out. At my entrance,
he called aloud to me, “not to disturb his webs.” He
lamented “the fatal mistake the world had been so long
in, of using silkworms, while we had such plenty of
domestic insects who infinitely excelled the former,
because they understood how to weave, as well as
spin.” And he proposed further, “that by employing
spiders, the charge of dyeing silks should be wholly
saved;” whereof I was fully convinced, when he showed
me a vast number of flies most beautifully coloured,
wherewith he fed his spiders, assuring us “that the webs
would take a tincture from them; and as he had them of
all hues, he hoped to fit everybody’s fancy, as soon as
he could find proper food for the flies, of certain gums,
oils, and other glutinous matter, to give a strength and
consistence to the threads.”
There was an astronomer, who had undertaken to place
a sun-dial upon the great weathercock on the townhouse, by adjusting the annual and diurnal motions of
the earth and sun, so as to answer and coincide with all
accidental turnings of the wind.
I was complaining of a small fit of the colic, upon which
my conductor led me into a room where a great
physician resided, who was famous for curing that
disease, by contrary operations from the same
instrument. He had a large pair of bellows, with a long
slender muzzle of ivory: this he conveyed eight inches
up the anus, and drawing in the wind, he affirmed he
could make the guts as lank as a dried bladder. But
when the disease was more stubborn and violent, he let
in the muzzle while the bellows were full of wind,
which he discharged into the body of the patient; then
withdrew the instrument to replenish it, clapping his
thumb strongly against the orifice of then fundament;
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and this being repeated three or four times, the
adventitious wind would rush out, bringing the noxious
along with it, (like water put into a pump), and the
patient recovered. I saw him try both experiments upon
a dog, but could not discern any effect from the former.
After the latter the animal was ready to burst, and made
so violent a discharge as was very offensive to me and
my companion. The dog died on the spot, and we left
the doctor endeavouring to recover him, by the same
operation.
I visited many other apartments, but shall not trouble
my reader with all the curiosities I observed, being
studious of brevity.
I had hitherto seen only one side of the academy, the
other being appropriated to the advancers of speculative
learning, of whom I shall say something, when I have
mentioned one illustrious person more, who is called
among them “the universal artist.” He told us “he had
been thirty years employing his thoughts for the
improvement of human life.” He had two large rooms
full of wonderful curiosities, and fifty men at work.
Some were condensing air into a dry tangible substance,
by extracting the nitre, and letting the aqueous or fluid
particles percolate; others softening marble, for pillows
and pin-cushions; others petrifying the hoofs of a living
horse, to preserve them from foundering. The artist
himself was at that time busy upon two great designs;
the first, to sow land with chaff, wherein he affirmed the
true seminal virtue to be contained, as he demonstrated
by several experiments, which I was not skilful enough
to comprehend. The other was, by a certain
composition of gums, minerals, and vegetables,
outwardly applied, to prevent the growth of wool upon
two young lambs; and he hoped, in a reasonable time to
propagate the breed of naked sheep, all over the
kingdom.
We crossed a walk to the other part of the academy,
where, as I have already said, the projectors in
speculative learning resided.
The first professor I saw, was in a very large room, with
forty pupils about him. After salutation, observing me
to look earnestly upon a frame,
which took up the greatest part
of both the length and breadth of
the room, he said, “Perhaps I
might wonder to see him
employed in a project for
improving
speculative
knowledge, by practical and
mechanical operations. But the
world would soon be sensible of
its usefulness; and he flattered
himself, that a more noble,
exalted thought never sprang in
any other man’s head. Every one
knew how laborious the usual
method is of attaining to arts and
sciences; whereas, by his
contrivance, the most ignorant
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person, at a reasonable charge, and with a little bodily
labour, might write books in philosophy, poetry,
politics, laws, mathematics, and theology, without the
least assistance from genius or study.” He then led me
to the frame, about the sides, whereof all his pupils
stood in ranks. It was twenty feet square, placed in the
middle of the room. The superfices was composed of
several bits of wood, about the bigness of a die, but
some larger than others. They were all linked together
by slender wires. These bits of wood were covered, on
every square, with paper pasted on them; and on these
papers were written all the words of their language, in
their several moods, tenses, and declensions; but
without any order. The professor then desired me “to
observe; for he was going to set his engine at work.”
The pupils, at his command, took each of them hold of
an iron handle, whereof there were forty fixed round the
edges of the frame; and giving them a sudden turn, the
whole disposition of the words was entirely changed.
He then commanded six-and-thirty of the lads, to read
the several lines softly, as they appeared upon the
frame; and where they found three or four words
together that might make part of a sentence, they
dictated to the four remaining boys, who were scribes.
This work was repeated three or four times, and at every
turn, the engine was so contrived, that the words shifted
into new places, as the square bits of wood moved
upside down.
Six hours a day the young students were employed in
this labour; and the professor showed me several
volumes in large folio, already collected, of broken
sentences, which he intended to piece together, and out
of those rich materials, to give the world a complete
body of all arts and sciences; which, however, might be
still improved, and much expedited, if the public would
raise a fund for making and employing five hundred
such frames in Lagado, and oblige the managers to
contribute in common their several collections.
He assured me “that this invention had employed all his
thoughts from his youth; that he had emptied the whole
vocabulary into his frame, and made the strictest
computation of the general proportion there is in books
between the numbers of particles, nouns, and verbs, and
other parts of speech.”
I
made
my
humblest
acknowledgment to this illustrious
person,
for
his
great
communicativeness; and promised,
“if ever I had the good fortune to
return to my native country, that I
would do him justice, as the sole
inventor of this wonderful machine;”
the form and contrivance of which I
desired leave to delineate on paper,
as in the figure here annexed. I told
him, “although it were the custom of
our learned in Europe to steal
inventions from each other, who had
thereby at least this advantage, that it

became a controversy which was the right owner; yet I
would take such caution, that he should have the honour
entire, without a rival.”
We next went to the school of languages, where three
professors sat in consultation upon improving that of
their own country.
The first project was, to shorten discourse, by cutting
polysyllables into one, and leaving out verbs and
participles, because, in reality, all things imaginable are
but norms.
The other project was, a scheme for entirely abolishing
all words whatsoever; and this was urged as a great
advantage in point of health, as well as brevity. For it is
plain, that every word we speak is, in some degree, a
diminution of our lunge by corrosion, and,
consequently, contributes to the shortening of our lives.
An expedient was therefore offered, “that since words
are only names for things, it would be more convenient
for all men to carry about them such things as were
necessary to express a particular business they are to
discourse on.” And this invention would certainly have
taken place, to the great ease as well as health of the
subject, if the women, in conjunction with the vulgar
and illiterate, had not threatened to raise a rebellion
unless they might be allowed the liberty to speak with
their tongues, after the manner of their forefathers; such
constant irreconcilable enemies to science are the
common people. However, many of the most learned
and wise adhere to the new scheme of expressing
themselves by things; which has only this
inconvenience attending it, that if a man’s business be
very great, and of various kinds, he must be obliged, in
proportion, to carry a greater bundle of things upon his
back, unless he can afford one or two strong servants to
attend him. I have often beheld two of those sages
almost sinking under the weight of their packs, like
pedlars among us, who, when they met in the street,
would lay down their loads, open their sacks, and hold
conversation for an hour together; then put up their
implements, help each other to resume their burdens,
and take their leave.
But for short conversations, a man may carry
implements in his pockets, and under his arms, enough
to supply him; and in his house, he cannot be at a loss.
Therefore the room where company meet who practise
this art, is full of all things, ready at hand, requisite to
furnish matter for this kind of artificial converse.
Another great advantage proposed by this invention
was, that it would serve as a universal language, to be
understood in all civilised nations, whose goods and
utensils are generally of the same kind, or nearly
resembling, so that their uses might easily be
comprehended. And thus ambassadors would be
qualified to treat with foreign princes, or ministers of
state, to whose tongues they were utter strangers.
I was at the mathematical school, where the master
taught his pupils after a method scarce imaginable to us

in Europe. The proposition, and demonstration, were
fairly written on a thin wafer, with ink composed of a
cephalic tincture. This, the student was to swallow
upon a fasting stomach, and for three days following,
eat nothing but bread and water. As the wafer digested,
the tincture mounted to his brain, bearing the
proposition along with it. But the success has not
hitherto been answerable, partly by some error in the
quantum or composition, and partly by the perverseness
of lads, to whom this bolus is so nauseous, that they
generally steal aside, and discharge it upwards, before it
can operate; neither have they been yet persuaded to use
so long an abstinence, as the prescription requires.

Chapter VI.
A further account of the academy. The author proposes
some improvements, which are honourably received.
In the school of political projectors, I was but ill
entertained; the professors appearing, in my judgment,
wholly out of their senses, which is a scene that never
fails to make me melancholy. These unhappy people
were proposing schemes for persuading monarchs to
choose favourites upon the score of their wisdom,
capacity, and virtue; of teaching ministers to consult the
public good; of rewarding merit, great abilities, eminent
services; of instructing princes to know their true
interest, by placing it on the same foundation with that
of their people; of choosing for employments persons
qualified to exercise them, with many other wild,
impossible chimeras, that never entered before into the
heart of man to conceive; and confirmed in me the old
observation, “that there is nothing so extravagant and
irrational, which some philosophers have not
maintained for truth.”
But, however, I shall so far do justice to this part of the
Academy, as to acknowledge that all of them were not
so visionary. There was a most ingenious doctor, who
seemed to be perfectly versed in the whole nature and
system of government. This illustrious person had very
usefully employed his studies, in finding out effectual
remedies for all diseases and corruptions to which the
several kinds of public administration are subject, by the
vices or infirmities of those who govern, as well as by
the licentiousness of those who are to obey. For
instance: whereas all writers and reasoners have agreed,
that there is a strict universal resemblance between the
natural and the political body; can there be any thing
more evident, than that the health of both must be
preserved, and the diseases cured, by the same
prescriptions? It is allowed, that senates and great
councils are often troubled with redundant, ebullient,
and other peccant humours; with many diseases of the
head, and more of the heart; with strong convulsions,
with grievous contractions of the nerves and sinews in
both hands, but especially the right; with spleen, flatus,
vertigos, and deliriums; with scrofulous tumours, full of
fetid purulent matter; with sour frothy ructations: with
canine appetites, and crudeness of digestion, besides
many others, needless to mention. This doctor therefore
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proposed, “that upon the meeting of the senate, certain
physicians should attend it the three first days of their
sitting, and at the close of each day’s debate feel the
pulses of every senator; after which, having maturely
considered and consulted upon the nature of the several
maladies, and the methods of cure, they should on the
fourth day return to the senate house, attended by their
apothecaries stored with proper medicines; and before
the members sat, administer to each of them lenitives,
aperitives,
abstersives,
corrosives,
restringents,
palliatives,
laxatives,
cephalalgics,
icterics,
apophlegmatics, acoustics, as their several cases
required; and, according as these medicines should
operate, repeat, alter, or omit them, at the next meeting.”
This project could not be of any great expense to the
public; and might in my poor opinion, be of much use
for the despatch of business, in those countries where
senates have any share in the legislative power; beget
unanimity, shorten debates, open a few mouths which
are now closed, and close many more which are now
open; curb the petulancy of the young, and correct the
positiveness of the old; rouse the stupid, and damp the
pert.
Again: because it is a general complaint, that the
favourites of princes are troubled with short and weak
memories; the same doctor proposed, “that whoever
attended a first minister, after having told his business,
with the utmost brevity and in the plainest words,
should, at his departure, give the said minister a tweak
by the nose, or a kick in the belly, or tread on his corns,
or lug him thrice by both ears, or run a pin into his
breech; or pinch his arm black and blue, to prevent
forgetfulness; and at every levee day, repeat the same
operation, till the business were done, or absolutely
refused.”
He likewise directed, “that every senator in the great
council of a nation, after he had delivered his opinion,
and argued in the defence of it, should be obliged to
give his vote directly contrary; because if that were
done, the result would infallibly terminate in the good of
the public.”
When parties in a state are violent, he offered a
wonderful contrivance to reconcile them. The method
is this: You take a hundred leaders of each party; you
dispose them into couples of such whose heads are
nearest of a size; then let two nice operators saw off the
occiput of each couple at the same time, in such a
manner that the brain may be equally divided. Let the
occiputs, thus cut off, be interchanged, applying each to
the head of his opposite party-man. It seems indeed to
be a work that requires some exactness, but the
professor assured us, “that if it were dexterously
performed, the cure would be infallible.” For he argued
thus: “that the two half brains being left to debate the
matter between themselves within the space of one
skull, would soon come to a good understanding, and
produce that moderation, as well as regularity of
thinking, so much to be wished for in the heads of those,
who imagine they come into the world only to watch
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and govern its motion: and as to the difference of brains,
in quantity or quality, among those who are directors in
faction, the doctor assured us, from his own knowledge,
that “it was a perfect trifle.”
I heard a very warm debate between two professors,
about the most commodious and effectual ways and
means of raising money, without grieving the subject.
The first affirmed, “the justest method would be, to lay
a certain tax upon vices and folly; and the sum fixed
upon every man to be rated, after the fairest manner, by
a jury of his neighbours.” The second was of an opinion
directly contrary; “to tax those qualities of body and
mind, for which men chiefly value themselves; the rate
to be more or less, according to the degrees of excelling;
the decision whereof should be left entirely to their own
breast.” The highest tax was upon men who are the
greatest favourites of the other sex, and the assessments,
according to the number and nature of the favours they
have received; for which, they are allowed to be their
own vouchers. Wit, valour, and politeness, were
likewise proposed to be largely taxed, and collected in
the same manner, by every person’s giving his own
word for the quantum of what he possessed. But as to
honour, justice, wisdom, and learning, they should not
be taxed at all; because they are qualifications of so
singular a kind, that no man will either allow them in his
neighbour or value them in himself.
The women were proposed to be taxed according to
their beauty and skill in dressing, wherein they had the
same privilege with the men, to be determined by their
own judgment. But constancy, chastity, good sense, and
good nature, were not rated, because they would not
bear the charge of collecting.
To keep senators in the interest of the crown, it was
proposed that the members should raffle for
employment; every man first taking an oath, and giving
security, that he would vote for the court, whether he
won or not; after which, the losers had, in their turn, the
liberty of raffling upon the next vacancy. Thus, hope
and expectation would be kept alive; none would
complain of broken promises, but impute their
disappointments wholly to fortune, whose shoulders are
broader and stronger than those of a ministry.
Another professor showed me a large paper of
instructions for discovering plots and conspiracies
against the government. He advised great statesmen to
examine into the diet of all suspected persons; their
times of eating; upon which side they lay in bed; with
which hand they wipe their posteriors; take a strict view
of their excrements, and, from the colour, the odour, the
taste, the consistence, the crudeness or maturity of
digestion, form a judgment of their thoughts and
designs; because men are never so serious, thoughtful,
and intent, as when they are at stool, which he found by
frequent experiment; for, in such conjunctures, when he
used, merely as a trial, to consider which was the best
way of murdering the king, his ordure would have a
tincture of green; but quite different, when he thought

only of raising an insurrection, or burning the
metropolis.
The whole discourse was written with great acuteness,
containing many observations, both curious and useful
for politicians; but, as I conceived, not altogether
complete. This I ventured to tell the author, and
offered, if he pleased, to supply him with some
additions. He received my proposition with more
compliance than is usual among writers, especially
those of the projecting species, professing “he would be
glad to receive further information.”
I told him, “that in the kingdom of Tribnia, {3} by the
natives called Langdon, {4} where I had sojourned
some time in my travels, the bulk of the people consist
in a manner wholly of discoverers, witnesses, informers,
accusers, prosecutors, evidences, swearers, together
with their several subservient and subaltern instruments,
all under the colours, the conduct, and the pay of
ministers of state, and their deputies. The plots, in that
kingdom, are usually the workmanship of those persons
who desire to raise their own characters of profound
politicians; to restore new vigour to a crazy
administration; to stifle or divert general discontents; to
fill their coffers with forfeitures; and raise, or sink the
opinion of public credit, as either shall best answer their
private advantage. It is first agreed and settled among
them, what suspected persons shall be accused of a plot;
then, effectual care is taken to secure all their letters and
papers, and put the owners in chains. These papers are
delivered to a set of artists, very dexterous in finding out
the mysterious meanings of words, syllables, and letters:
for instance, they can discover a close stool, to signify a
privy council; a flock of geese, a senate; a lame dog, an
invader; the plague, a standing army; a buzzard, a prime
minister; the gout, a high priest; a gibbet, a secretary of
state; a chamber pot, a committee of grandees; a sieve, a
court lady; a broom, a revolution; a mouse-trap, an
employment; a bottomless pit, a treasury; a sink, a
court; a cap and bells, a favourite; a broken reed, a court
of justice; an empty tun, a general; a running sore, the
administration. {5}
“When this method fails, they have two others more
effectual, which the learned among them call acrostics
and anagrams. First, they can decipher all initial letters
into political meanings. Thus N, shall signify a plot; B,
a regiment of horse; L, a fleet at sea; or, secondly, by
transposing the letters of the alphabet in any suspected
paper, they can lay open the deepest designs of a
discontented party. So, for example, if I should say, in a
letter to a friend, ‘Our brother Tom has just got the
piles,’ a skilful decipherer would discover, that the same
letters which compose that sentence, may be analysed
into the following words, ‘Resist -, a plot is brought
home - The tour.’ And this is the anagrammatic
method.”
The professor made me great acknowledgments for
communicating these observations, and promised to
make honourable mention of me in his treatise.

I saw nothing in this country that could invite me to a
longer continuance, and began to think of returning
home to England.

Chapter VII.
The author leaves Lagado: arrives at Maldonada. No
ship ready. He takes a short voyage to Glubbdubdrib.
His reception by the governor.
The continent, of which this kingdom is apart, extends
itself, as I have reason to believe, eastward, to that
unknown tract of America westward of California; and
north, to the Pacific Ocean, which is not above a
hundred and fifty miles from Lagado; where there is a
good port, and much commerce with the great island of
Luggnagg, situated to the north-west about 29 degrees
north latitude, and 140 longitude. This island of
Luggnagg stands south-eastward of Japan, about a
hundred leagues distant. There is a strict alliance
between the Japanese emperor and the king of
Luggnagg; which affords frequent opportunities of
sailing from one island to the other. I determined
therefore to direct my course this way, in order to my
return to Europe. I hired two mules, with a guide, to
show me the way, and carry my small baggage. I took
leave of my noble protector, who had shown me so
much favour, and made me a generous present at my
departure.
My journey was without any accident or adventure
worth relating. When I arrived at the port of Maldonada
(for so it is called) there was no ship in the harbour
bound for Luggnagg, nor likely to be in some time. The
town is about as large as Portsmouth. I soon fell into
some acquaintance, and was very hospitably received.
A gentleman of distinction said to me, “that since the
ships bound for Luggnagg could not be ready in less
than a month, it might be no disagreeable amusement
for me to take a trip to the little island of Glubbdubdrib,
about five leagues off to the south-west.” He offered
himself and a friend to accompany me, and that I should
be provided with a small convenient bark for the
voyage.
Glubbdubdrib, as nearly as I can interpret the word,
signifies the island of sorcerers or magicians. It is about
one third as large as the Isle of Wight, and extremely
fruitful: it is governed by the head of a certain tribe,
who are all magicians. This tribe marries only among
each other, and the eldest in succession is prince or
governor. He has a noble palace, and a park of about
three thousand acres, surrounded by a wall of hewn
stone twenty feet high. In this park are several small
enclosures for cattle, corn, and gardening.
The governor and his family are served and attended by
domestics of a kind somewhat unusual. By his skill in
necromancy he has a power of calling whom he pleases
from the dead, and commanding their service for
twenty-four hours, but no longer; nor can he call the
same persons up again in less than three months, except
upon very extraordinary occasions.
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When we arrived at the island, which was about eleven
in the morning, one of the gentlemen who accompanied
me went to the governor, and desired admittance for a
stranger, who came on purpose to have the honour of
attending on his highness. This was immediately
granted, and we all three entered the gate of the palace
between two rows of guards, armed and dressed after a
very antic manner, and with something in their
countenances that made my flesh creep with a horror I
cannot express. We passed through several apartments,
between servants of the same sort, ranked on each side
as before, till we came to the chamber of presence;
where, after three profound obeisances, and a few
general questions, we were permitted to sit on three
stools, near the lowest step of his highness’s throne. He
understood the language of Balnibarbi, although it was
different from that of this island. He desired me to give
him some account of my travels; and, to let me see that I
should be treated without ceremony, he dismissed all his
attendants with a turn of his finger; at which, to my
great astonishment, they vanished in an instant, like
visions in a dream when we awake on a sudden. I could
not recover myself in some time, till the governor
assured me, “that I should receive no hurt:” and
observing my two companions to be under no concern,
who had been often entertained in the same manner, I
began to take courage, and related to his highness a
short history of my several adventures; yet not without
some hesitation, and frequently looking behind me to
the place where I had seen those domestic spectres. I
had the honour to dine with the governor, where a new
set of ghosts served up the meat, and waited at table. I
now observed myself to be less terrified than I had been
in the morning. I stayed till sunset, but humbly desired
his highness to excuse me for not accepting his
invitation of lodging in the palace. My two friends and
I lay at a private house in the town adjoining, which is
the capital of this little island; and the next morning we
returned to pay our duty to the governor, as he was
pleased to command us.
After this manner we continued in the island for ten
days, most part of every day with the governor, and at
night in our lodging. I soon grew so familiarized to the
sight of spirits, that after the third or fourth time they
gave me no emotion at all: or, if I had any
apprehensions left, my curiosity prevailed over them.
For his highness the governor ordered me “to call up
whatever persons I would choose to name, and in
whatever numbers, among all the dead from the
beginning of the world to the present time, and
command them to answer any questions I should think
fit to ask; with this condition, that my questions must be
confined within the compass of the times they lived in.
And one thing I might depend upon, that they would
certainly tell me the truth, for lying was a talent of no
use in the lower world.”
I made my humble acknowledgments to his highness for
so great a favour. We were in a chamber, from whence
there was a fair prospect into the park. And because my
first inclination was to be entertained with scenes of
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pomp and magnificence, I desired to see Alexander the
Great at the head of his army, just after the battle of
Arbela: which, upon a motion of the governor’s finger,
immediately appeared in a large field, under the window
where we stood. Alexander was called up into the
room: it was with great difficulty that I understood his
Greek, and had but little of my own. He assured me
upon his honour “that he was not poisoned, but died of a
bad fever by excessive drinking.”
Next, I saw Hannibal passing the Alps, who told me “he
had not a drop of vinegar in his camp.”
I saw Caesar and Pompey at the head of their troops,
just ready to engage. I saw the former, in his last great
triumph. I desired that the senate of Rome might appear
before me, in one large chamber, and an assembly of
somewhat a later age in counterview, in another. The
first seemed to be an assembly of heroes and demigods;
the other, a knot of pedlars, pick-pockets, highwayman,
and bullies.
The governor, at my request, gave the sign for Caesar
and Brutus to advance towards us. I was struck with a
profound veneration at the sight of Brutus, and could
easily discover the most consummate virtue, the greatest
intrepidity and firmness of mind, the truest love of his
country, and general benevolence for mankind, in every
lineament of his countenance. I observed, with much
pleasure, that these two persons were in good
intelligence with each other; and Caesar freely
confessed to me, “that the greatest actions of his own
life were not equal, by many degrees, to the glory of
taking it away.” I had the honour to have much
conversation with Brutus; and was told, “that his
ancestor Junius, Socrates, Epaminondas, Cato the
younger, Sir Thomas More, and himself were
perpetually together:” a sextumvirate, to which all the
ages of the world cannot add a seventh.
It would be tedious to trouble the reader with relating
what vast numbers of illustrious persons were called up
to gratify that insatiable desire I had to see the world in
every period of antiquity placed before me. I chiefly
fed mine eyes with beholding the destroyers of tyrants
and usurpers, and the restorers of liberty to oppressed
and injured nations. But it is impossible to express the
satisfaction I received in my own mind, after such a
manner as to make it a suitable entertainment to the
reader.

Chapter VIII.
A further account of Glubbdubdrib.
modern history corrected.

Ancient and

Having a desire to see those ancients who were most
renowned for wit and learning, I set apart one day on
purpose. I proposed that Homer and Aristotle might
appear at the head of all their commentators; but these
were so numerous, that some hundreds were forced to
attend in the court, and outward rooms of the palace. I
knew, and could distinguish those two heroes, at first

sight, not only from the crowd, but from each other.
Homer was the taller and comelier person of the two,
walked very erect for one of his age, and his eyes were
the most quick and piercing I ever beheld. Aristotle
stooped much, and made use of a staff. His visage was
meagre, his hair lank and thin, and his voice hollow. I
soon discovered that both of them were perfect strangers
to the rest of the company, and had never seen or heard
of them before; and I had a whisper from a ghost who
shall be nameless, “that these commentators always kept
in the most distant quarters from their principals, in the
lower world, through a consciousness of shame and
guilt, because they had so horribly misrepresented the
meaning of those authors to posterity.” I introduced
Didymus and Eustathius to Homer, and prevailed on
him to treat them better than perhaps they deserved, for
he soon found they wanted a genius to enter into the
spirit of a poet. But Aristotle was out of all patience
with the account I gave him of Scotus and Ramus, as I
presented them to him; and he asked them, “whether the
rest of the tribe were as great dunces as themselves?”
I then desired the governor to call up Descartes and
Gassendi, with whom I prevailed to explain their
systems to Aristotle. This great philosopher freely
acknowledged his own mistakes in natural philosophy,
because he proceeded in many things upon conjecture,
as all men must do; and he found that Gassendi, who
had made the doctrine of Epicurus as palatable as he
could, and the vortices of Descartes, were equally to be
exploded. He predicted the same fate to attraction,
whereof the present learned are such zealous asserters.
He said, “that new systems of nature were but new
fashions, which would vary in every age; and even
those, who pretend to demonstrate them from
mathematical principles, would flourish but a short
period of time, and be out of vogue when that was
determined.”
I spent five days in conversing with many others of the
ancient learned. I saw most of the first Roman
emperors. I prevailed on the governor to call up
Heliogabalus’s cooks to dress us a dinner, but they
could not show us much of their skill, for want of
materials. A helot of Agesilaus made us a dish of
Spartan broth, but I was not able to get down a second
spoonful.
The two gentlemen, who conducted me to the island,
were pressed by their private affairs to return in three
days, which I employed in seeing some of the modern
dead, who had made the greatest figure, for two or three
hundred years past, in our own and other countries of
Europe; and having been always a great admirer of old
illustrious families, I desired the governor would call up
a dozen or two of kings, with their ancestors in order for
eight or nine generations. But my disappointment was
grievous and unexpected. For, instead of a long train
with royal diadems, I saw in one family two fiddlers,
three spruce courtiers, and an Italian prelate. In another,
a barber, an abbot, and two cardinals. I have too great a
veneration for crowned heads, to dwell any longer on so

nice a subject. But as to counts, marquises, dukes, earls,
and the like, I was not so scrupulous. And I confess, it
was not without some pleasure, that I found myself able
to trace the particular features, by which certain families
are distinguished, up to their originals. I could plainly
discover whence one family derives a long chin; why a
second has abounded with knaves for two generations,
and fools for two more; why a third happened to be
crack-brained, and a fourth to be sharpers; whence it
came, what Polydore Virgil says of a certain great
house, Nec vir fortis, nec foemina casta; how cruelty,
falsehood, and cowardice, grew to be characteristics by
which certain families are distinguished as much as by
their coats of arms; who first brought the pox into a
noble house, which has lineally descended scrofulous
tumours to their posterity. Neither could I wonder at all
this, when I saw such an interruption of lineages, by
pages, lackeys, valets, coachmen, gamesters, fiddlers,
players, captains, and pickpockets.
I was chiefly disgusted with modern history. For having
strictly examined all the persons of greatest name in the
courts of princes, for a hundred years past, I found how
the world had been misled by prostitute writers, to
ascribe the greatest exploits in war, to cowards; the
wisest counsel, to fools; sincerity, to flatterers; Roman
virtue, to betrayers of their country; piety, to atheists;
chastity, to sodomites; truth, to informers: how many
innocent and excellent persons had been condemned to
death or banishment by the practising of great ministers
upon the corruption of judges, and the malice of
factions: how many villains had been exalted to the
highest places of trust, power, dignity, and profit: how
great a share in the motions and events of courts,
councils, and senates might be challenged by bawds,
whores, pimps, parasites, and buffoons. How low an
opinion I had of human wisdom and integrity, when I
was truly informed of the springs and motives of great
enterprises and revolutions in the world, and of the
contemptible accidents to which they owed their
success.
Here I discovered the roguery and ignorance of those
who pretend to write anecdotes, or secret history; who
send so many kings to their graves with a cup of poison;
will repeat the discourse between a prince and chief
minister, where no witness was by; unlock the thoughts
and cabinets of ambassadors and secretaries of state;
and have the perpetual misfortune to be mistaken. Here
I discovered the true causes of many great events that
have surprised the world; how a whore can govern the
back-stairs, the back-stairs a council, and the council a
senate. A general confessed, in my presence, “that he
got a victory purely by the force of cowardice and ill
conduct;” and an admiral, “that, for want of proper
intelligence, he beat the enemy, to whom he intended to
betray the fleet.” Three kings protested to me, “that in
their whole reigns they never did once prefer any person
of merit, unless by mistake, or treachery of some
minister in whom they confided; neither would they do
it if they were to live again:” and they showed, with
great strength of reason, “that the royal throne could not
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be supported without corruption, because that positive,
confident, restiff temper, which virtue infused into a
man, was a perpetual clog to public business.”
I had the curiosity to inquire in a particular manner, by
what methods great numbers had procured to
themselves high titles of honour, and prodigious estates;
and I confined my inquiry to a very modern period:
however, without grating upon present times, because I
would be sure to give no offence even to foreigners (for
I hope the reader need not be told, that I do not in the
least intend my own country, in what I say upon this
occasion,) a great number of persons concerned were
called up; and, upon a very slight examination,
discovered such a scene of infamy, that I cannot reflect
upon it without some seriousness. Perjury, oppression,
subornation, fraud, pandarism, and the like infirmities,
were among the most excusable arts they had to
mention; and for these I gave, as it was reasonable, great
allowance. But when some confessed they owed their
greatness and wealth to sodomy, or incest; others, to the
prostituting of their own wives and daughters; others, to
the betraying of their country or their prince; some, to
poisoning; more to the perverting of justice, in order to
destroy the innocent, I hope I may be pardoned, if these
discoveries inclined me a little to abate of that profound
veneration, which I am naturally apt to pay to persons of
high rank, who ought to be treated with the utmost
respect due to their sublime dignity, by us their
inferiors.
I had often read of some great services done to princes
and states, and desired to see the persons by whom
those services were performed. Upon inquiry I was
told, “that their names were to be found on no record,
except a few of them, whom history has represented as
the vilest of rogues and traitors.” As to the rest, I had
never once heard of them. They all appeared with
dejected looks, and in the meanest habit; most of them
telling me, “they died in poverty and disgrace, and the
rest on a scaffold or a gibbet.”
Among others, there was one person, whose case
appeared a little singular. He had a youth about
eighteen years old standing by his side. He told me, “he
had for many years been commander of a ship; and in
the sea fight at Actium had the good fortune to break
through the enemy’s great line of battle, sink three of
their capital ships, and take a fourth, which was the sole
cause of Antony’s flight, and of the victory that ensued;
that the youth standing by him, his only son, was killed
in the action.” He added, “that upon the confidence of
some merit, the war being at an end, he went to Rome,
and solicited at the court of Augustus to be preferred to
a greater ship, whose commander had been killed; but,
without any regard to his pretensions, it was given to a
boy who had never seen the sea, the son of Libertina,
who waited on one of the emperor’s mistresses.
Returning back to his own vessel, he was charged with
neglect of duty, and the ship given to a favourite page of
Publicola, the vice-admiral; whereupon he retired to a
poor farm at a great distance from Rome, and there
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ended his life.” I was so curious to know the truth of
this story, that I desired Agrippa might be called, who
was admiral in that fight. He appeared, and confirmed
the whole account: but with much more advantage to
the captain, whose modesty had extenuated or concealed
a great part of his merit.
I was surprised to find corruption grown so high and so
quick in that empire, by the force of luxury so lately
introduced; which made me less wonder at many
parallel cases in other countries, where vices of all kinds
have reigned so much longer, and where the whole
praise, as well as pillage, has been engrossed by the
chief commander, who perhaps had the least title to
either.
As every person called up made exactly the same
appearance he had done in the world, it gave me
melancholy reflections to observe how much the race of
human kind was degenerated among us within these
hundred years past; how the pox, under all its
consequences and denominations had altered every
lineament of an English countenance; shortened the size
of bodies, unbraced the nerves, relaxed the sinews and
muscles, introduced a sallow complexion, and rendered
the flesh loose and rancid.
I descended so low, as to desire some English yeoman
of the old stamp might be summoned to appear; once so
famous for the simplicity of their manners, diet, and
dress; for justice in their dealings; for their true spirit of
liberty; for their valour, and love of their country.
Neither could I be wholly unmoved, after comparing the
living with the dead, when I considered how all these
pure native virtues were prostituted for a piece of
money by their grand-children; who, in selling their
votes and managing at elections, have acquired every
vice and corruption that can possibly be learned in a
court.

Chapter IX.
The author returns to Maldonada. Sails to the kingdom
of Luggnagg. The author confined. He is sent for to
court. The manner of his admittance. The king’s great
lenity to his subjects.
The day of our departure being come, I took leave of his
highness, the Governor of Glubbdubdrib, and returned
with my two companions to Maldonada, where, after a
fortnight’s waiting, a ship was ready to sail for
Luggnagg. The two gentlemen, and some others, were
so generous and kind as to furnish me with provisions,
and see me on board. I was a month in this voyage. We
had one violent storm, and were under a necessity of
steering westward to get into the trade wind, which
holds for above sixty leagues. On the 21st of April,
1708, we sailed into the river of Clumegnig, which is a
seaport town, at the south-east point of Luggnagg. We
cast anchor within a league of the town, and made a
signal for a pilot. Two of them came on board in less
than half an hour, by whom we were guided between
certain shoals and rocks, which are very dangerous in

the passage, to a large basin, where a fleet may ride in
safety within a cable’s length of the town-wall.
Some of our sailors, whether out of treachery or
inadvertence, had informed the pilots “that I was a
stranger, and great traveller;” whereof these gave notice
to a custom-house officer, by whom I was examined
very strictly upon my landing. This officer spoke to me
in the language of Balnibarbi, which, by the force of
much commerce, is generally understood in that town,
especially by seamen and those employed in the
customs. I gave him a short account of some
particulars, and made my story as plausible and
consistent as I could; but I thought it necessary to
disguise my country, and call myself a Hollander;
because my intentions were for Japan, and I knew the
Dutch were the only Europeans permitted to enter into
that kingdom. I therefore told the officer, “that having
been shipwrecked on the coast of Balnibarbi, and cast
on a rock, I was received up into Laputa, or the flying
island (of which he had often heard), and was now
endeavouring to get to Japan, whence I might find a
convenience of returning to my own country.” The
officer said, “I must be confined till he could receive
orders from court, for which he would write
immediately, and hoped to receive an answer in a
fortnight.” I was carried to a convenient lodging with a
sentry placed at the door; however, I had the liberty of a
large garden, and was treated with humanity enough,
being maintained all the time at the king’s charge. I was
invited by several persons, chiefly out of curiosity,
because it was reported that I came from countries very
remote, of which they had never heard.
I hired a young man, who came in the same ship, to be
an interpreter; he was a native of Luggnagg, but had
lived some years at Maldonada, and was a perfect
master of both languages. By his assistance, I was able
to hold a conversation with those who came to visit me;
but this consisted only of their questions, and my
answers.
The despatch came from court about the time we
expected. It contained a warrant for conducting me and
my retinue to Traldragdubh, or Trildrogdrib (for it is
pronounced both ways as near as I can remember), by a
party of ten horse. All my retinue was that poor lad for
an interpreter, whom I persuaded into my service, and,
at my humble request, we had each of us a mule to ride
on. A messenger was despatched half a day’s journey
before us, to give the king notice of my approach, and to
desire, “that his majesty would please to appoint a day
and hour, when it would by his gracious pleasure that I
might have the honour to lick the dust before his
footstool.” This is the court style, and I found it to be
more than matter of form: for, upon my admittance two
days after my arrival, I was commanded to crawl upon
my belly, and lick the floor as I advanced; but, on
account of my being a stranger, care was taken to have
it made so clean, that the dust was not offensive.
However, this was a peculiar grace, not allowed to any
but persons of the highest rank, when they desire an

admittance. Nay, sometimes the floor is strewed with
dust on purpose, when the person to be admitted
happens to have powerful enemies at court; and I have
seen a great lord with his mouth so crammed, that when
he had crept to the proper distance from the throne; he
was not able to speak a word. Neither is there any
remedy; because it is capital for those, who receive an
audience to spit or wipe their mouths in his majesty’s
presence. There is indeed another custom, which I
cannot altogether approve of: when the king has a mind
to put any of his nobles to death in a gentle indulgent
manner, he commands the floor to be strewed with a
certain brown powder of a deadly composition, which
being licked up, infallibly kills him in twenty-four
hours. But in justice to this prince’s great clemency,
and the care he has of his subjects’ lives (wherein it
were much to be wished that the Monarchs of Europe
would imitate him), it must be mentioned for his
honour, that strict orders are given to have the infected
parts of the floor well washed after every such
execution, which, if his domestics neglect, they are in
danger of incurring his royal displeasure. I myself
heard him give directions, that one of his pages should
be whipped, whose turn it was to give notice about
washing the floor after an execution, but maliciously
had omitted it; by which neglect a young lord of great
hopes, coming to an audience, was unfortunately
poisoned, although the king at that time had no design
against his life. But this good prince was so gracious as
to forgive the poor page his whipping, upon promise
that he would do so no more, without special orders.
To return from this digression. When I had crept within
four yards of the throne, I raised myself gently upon my
knees, and then striking my forehead seven times
against the ground, I pronounced the following words,
as they had been taught me the night before, Inckpling
gloffthrobb squut serummblhiop mlashnalt zwin
tnodbalkuffh slhiophad gurdlubh asht. This is the
compliment, established by the laws of the land, for all
persons admitted to the king’s presence. It may be
rendered into English thus: “May your celestial majesty
outlive the sun, eleven moons and a half!” To this the
king returned some answer, which, although I could not
understand, yet I replied as I had been directed: Fluft
drin yalerick dwuldom prastrad mirpush, which
properly signifies, “My tongue is in the mouth of my
friend;” and by this expression was meant, that I desired
leave to bring my interpreter; whereupon the young man
already mentioned was accordingly introduced, by
whose intervention I answered as many questions as his
majesty could put in above an hour. I spoke in the
Balnibarbian tongue, and my interpreter delivered my
meaning in that of Luggnagg.
The king was much delighted with my company, and
ordered his bliffmarklub, or high-chamberlain, to
appoint a lodging in the court for me and my interpreter;
with a daily allowance for my table, and a large purse of
gold for my common expenses.
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I staid three months in this country, out of perfect
obedience to his majesty; who was pleased highly to
favour me, and made me very honourable offers. But I
thought it more consistent with prudence and justice to
pass the remainder of my days with my wife and family.

Chapter X.
The Luggnaggians commended.
A particular
description of the Struldbrugs, with many conversations
between the author and some eminent persons upon that
subject.
The Luggnaggians are a polite and generous people; and
although they are not without some share of that pride
which is peculiar to all Eastern countries, yet they show
themselves courteous to strangers, especially such who
are countenanced by the court. I had many
acquaintance, and among persons of the best fashion;
and being always attended by my interpreter, the
conversation we had was not disagreeable.
One day, in much good company, I was asked by a
person of quality, “whether I had seen any of their
struldbrugs, or immortals?” I said, “I had not;” and
desired he would explain to me “what he meant by such
an appellation, applied to a mortal creature.” He told
me “that sometimes, though very rarely, a child
happened to be born in a family, with a red circular spot
in the forehead, directly over the left eyebrow, which
was an infallible mark that it should never die.” The
spot, as he described it, “was about the compass of a
silver threepence, but in the course of time grew larger,
and changed its colour; for at twelve years old it became
green, so continued till five and twenty, then turned to a
deep blue: at five and forty it grew coal black, and as
large as an English shilling; but never admitted any
further alteration.” He said, “these births were so rare,
that he did not believe there could be above eleven
hundred struldbrugs, of both sexes, in the whole
kingdom; of which he computed about fifty in the
metropolis, and, among the rest, a young girl born;
about three years ago: that these productions were not
peculiar to any family, but a mere effect of chance; and
the children of the struldbrugs themselves were equally
mortal with the rest of the people.”
I freely own myself to have been struck with
inexpressible delight, upon hearing this account: and the
person who gave it me happening to understand the
Balnibarbian language, which I spoke very well, I could
not forbear breaking out into expressions, perhaps a
little too extravagant. I cried out, as in a rapture,
“Happy nation, where every child hath at least a chance
for being immortal! Happy people, who enjoy so many
living examples of ancient virtue, and have masters
ready to instruct them in the wisdom of all former ages!
but happiest, beyond all comparison, are those excellent
struldbrugs, who, being born exempt from that
universal calamity of human nature, have their minds
free and disengaged, without the weight and depression
of spirits caused by the continual apprehensions of
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death!” I discovered my admiration that I had not
observed any of these illustrious persons at court; the
black spot on the forehead being so remarkable a
distinction, that I could not have easily overlooked it:
and it was impossible that his majesty, a most judicious
prince, should not provide himself with a good number
of such wise and able counsellors. Yet perhaps the
virtue of those reverend sages was too strict for the
corrupt and libertine manners of a court: and we often
find by experience, that young men are too opinionated
and volatile to be guided by the sober dictates of their
seniors. However, since the king was pleased to allow
me access to his royal person, I was resolved, upon the
very first occasion, to deliver my opinion to him on this
matter freely and at large, by the help of my interpreter;
and whether he would please to take my advice or not,
yet in one thing I was determined, that his majesty
having frequently offered me an establishment in this
country, I would, with great thankfulness, accept the
favour, and pass my life here in the conversation of
those superior beings the struldbrugs, if they would
please to admit me.”
The gentleman to whom I addressed my discourse,
because (as I have already observed) he spoke the
language of Balnibarbi, said to me, with a sort of a
smile which usually arises from pity to the ignorant,
“that he was glad of any occasion to keep me among
them, and desired my permission to explain to the
company what I had spoke.” He did so, and they talked
together for some time in their own language, whereof I
understood not a syllable, neither could I observe by
their countenances, what impression my discourse had
made on them. After a short silence, the same person
told me, “that his friends and mine (so he thought fit to
express himself) were very much pleased with the
judicious remarks I had made on the great happiness
and advantages of immortal life, and they were desirous
to know, in a particular manner, what scheme of living I
should have formed to myself, if it had fallen to my lot
to have been born a struldbrug.”
I answered, “it was easy to be eloquent on so copious
and delightful a subject, especially to me, who had been
often apt to amuse myself with visions of what I should
do, if I were a king, a general, or a great lord: and upon
this very case, I had frequently run over the whole
system how I should employ myself, and pass the time,
if I were sure to live for ever.
“That, if it had been my good fortune to come into the
world a struldbrug, as soon as I could discover my own
happiness, by understanding the difference between life
and death, I would first resolve, by all arts and methods,
whatsoever, to procure myself riches. In the pursuit of
which, by thrift and management, I might reasonably
expect, in about two hundred years, to be the wealthiest
man in the kingdom. In the second place, I would, from
my earliest youth, apply myself to the study of arts and
sciences, by which I should arrive in time to excel all
others in learning. Lastly, I would carefully record
every action and event of consequence, that happened in

the public, impartially draw the characters of the several
successions of princes and great ministers of state, with
my own observations on every point. I would exactly
set down the several changes in customs, language,
fashions of dress, diet, and diversions. By all which
acquirements, I should be a living treasure of
knowledge and wisdom, and certainly become the
oracle of the nation.
“I would never marry after threescore, but live in a
hospitable manner, yet still on the saving side. I would
entertain myself in forming and directing the minds of
hopeful young men, by convincing them, from my own
remembrance, experience, and observation, fortified by
numerous examples, of the usefulness of virtue in public
and private life. But my choice and constant
companions should be a set of my own immortal
brotherhood; among whom, I would elect a dozen from
the most ancient, down to my own contemporaries.
Where any of these wanted fortunes, I would provide
them with convenient lodges round my own estate, and
have some of them always at my table; only mingling a
few of the most valuable among you mortals, whom
length of time would harden me to lose with little or no
reluctance, and treat your posterity after the same
manner; just as a man diverts himself with the annual
succession of pinks and tulips in his garden, without
regretting the loss of those which withered the
preceding year.
“These struldbrugs and I would mutually communicate
our observations and memorials, through the course of
time; remark the several gradations by which corruption
steals into the world, and oppose it in every step, by
giving perpetual warning and instruction to mankind;
which, added to the strong influence of our own
example, would probably prevent that continual
degeneracy of human nature so justly complained of in
all ages.
“Add to this, the pleasure of seeing the various
revolutions of states and empires; the changes in the
lower and upper world; ancient cities in ruins, and
obscure villages become the seats of kings; famous
rivers lessening into shallow brooks; the ocean leaving
one coast dry, and overwhelming another; the discovery
of many countries yet unknown; barbarity overrunning
the politest nations, and the most barbarous become
civilized. I should then see the discovery of the
longitude, the perpetual motion, the universal medicine,
and many other great inventions, brought to the utmost
perfection.
“What wonderful discoveries should we make in
astronomy, by outliving and confirming our own
predictions; by observing the progress and return of
comets, with the changes of motion in the sun, moon,
and stars!”
I enlarged upon many other topics, which the natural
desire of endless life, and sublunary happiness, could
easily furnish me with. When I had ended, and the sum
of my discourse had been interpreted, as before, to the

rest of the company, there was a good deal of talk
among them in the language of the country, not without
some laughter at my expense. At last, the same
gentleman who had been my interpreter, said, “he was
desired by the rest to set me right in a few mistakes,
which I had fallen into through the common imbecility
of human nature, and upon that allowance was less
answerable for them. That this breed of struldbrugs was
peculiar to their country, for there were no such people
either in Balnibarbi or Japan, where he had the honour
to be ambassador from his majesty, and found the
natives in both those kingdoms very hard to believe that
the fact was possible: and it appeared from my
astonishment when he first mentioned the matter to me,
that I received it as a thing wholly new, and scarcely to
be credited. That in the two kingdoms above
mentioned, where, during his residence, he had
conversed very much, he observed long life to be the
universal desire and wish of mankind. That whoever
had one foot in the grave was sure to hold back the other
as strongly as he could. That the oldest had still hopes
of living one day longer, and looked on death as the
greatest evil, from which nature always prompted him
to retreat. Only in this island of Luggnagg the appetite
for living was not so eager, from the continual example
of the struldbrugs before their eyes.
“That the system of living contrived by me, was
unreasonable and unjust; because it supposed a
perpetuity of youth, health, and vigour, which no man
could be so foolish to hope, however extravagant he
may be in his wishes. That the question therefore was
not, whether a man would choose to be always in the
prime of youth, attended with prosperity and health; but
how he would pass a perpetual life under all the usual
disadvantages which old age brings along with it. For
although few men will avow their desires of being
immortal, upon such hard conditions, yet in the two
kingdoms before mentioned, of Balnibarbi and Japan,
he observed that every man desired to put off death
some time longer, let it approach ever so late: and he
rarely heard of any man who died willingly, except he
were incited by the extremity of grief or torture. And he
appealed to me, whether in those countries I had
travelled, as well as my own, I had not observed the
same general disposition.”
After this preface, he gave me a particular account of
the struldbrugs among them. He said, “they commonly
acted like mortals till about thirty years old; after which,
by degrees, they grew melancholy and dejected,
increasing in both till they came to fourscore. This he
learned from their own confession: for otherwise, there
not being above two or three of that species born in an
age, they were too few to form a general observation
by. When they came to fourscore years, which is
reckoned the extremity of living in this country, they
had not only all the follies and infirmities of other old
men, but many more which arose from the dreadful
prospect of never dying. They were not only
opinionative, peevish, covetous, morose, vain, talkative,
but incapable of friendship, and dead to all natural
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affection, which never descended below their
grandchildren. Envy and impotent desires are their
prevailing passions. But those objects against which
their envy seems principally directed, are the vices of
the younger sort and the deaths of the old. By reflecting
on the former, they find themselves cut off from all
possibility of pleasure; and whenever they see a funeral,
they lament and repine that others have gone to a
harbour of rest to which they themselves never can hope
to arrive. They have no remembrance of anything but
what they learned and observed in their youth and
middle-age, and even that is very imperfect; and for the
truth or particulars of any fact, it is safer to depend on
common tradition, than upon their best recollections.
The least miserable among them appear to be those who
turn to dotage, and entirely lose their memories; these
meet with more pity and assistance, because they want
many bad qualities which abound in others.
“If a struldbrug happen to marry one of his own kind,
the marriage is dissolved of course, by the courtesy of
the kingdom, as soon as the younger of the two comes
to be fourscore; for the law thinks it a reasonable
indulgence, that those who are condemned, without any
fault of their own, to a perpetual continuance in the
world, should not have their misery doubled by the load
of a wife.
“As soon as they have completed the term of eighty
years, they are looked on as dead in law; their heirs
immediately succeed to their estates; only a small
pittance is reserved for their support; and the poor ones
are maintained at the public charge. After that period,
they are held incapable of any employment of trust or
profit; they cannot purchase lands, or take leases;
neither are they allowed to be witnesses in any cause,
either civil or criminal, not even for the decision of
meers and bounds.
“At ninety, they lose their teeth and hair; they have at
that age no distinction of taste, but eat and drink
whatever they can get, without relish or appetite. The
diseases they were subject to still continue, without
increasing or diminishing. In talking, they forget the
common appellation of things, and the names of
persons, even of those who are their nearest friends and
relations. For the same reason, they never can amuse
themselves with reading, because their memory will not
serve to carry them from the beginning of a sentence to
the end; and by this defect, they are deprived of the only
entertainment whereof they might otherwise be capable.
The language of this country being always upon the
flux, the struldbrugs of one age do not understand those
of another; neither are they able, after two hundred
years, to hold any conversation (farther than by a few
general words) with their neighbours the mortals; and
thus they lie under the disadvantage of living like
foreigners in their own country.”
This was the account given me of the struldbrugs, as
near as I can remember. I afterwards saw five or six of
different ages, the youngest not above two hundred
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years old, who were brought to me at several times by
some of my friends; but although they were told, “that I
was a great traveller, and had seen all the world,” they
had not the least curiosity to ask me a question; only
desired “I would give them slumskudask,” or a token of
remembrance; which is a modest way of begging, to
avoid the law, that strictly forbids it, because they are
provided for by the public, although indeed with a very
scanty allowance.
They are despised and hated by all sorts of people.
When one of them is born, it is reckoned ominous, and
their birth is recorded very particularly so that you may
know their age by consulting the register, which,
however, has not been kept above a thousand years past,
or at least has been destroyed by time or public
disturbances. But the usual way of computing how old
they are, is by asking them what kings or great persons
they can remember, and then consulting history; for
infallibly the last prince in their mind did not begin his
reign after they were fourscore years old.
They were the most mortifying sight I ever beheld; and
the women more horrible than the men. Besides the
usual deformities in extreme old age, they acquired an
additional ghastliness, in proportion to their number of
years, which is not to be described; and among half a
dozen, I soon distinguished which was the eldest,
although there was not above a century or two between
them.
The reader will easily believe, that from what I had hear
and seen, my keen appetite for perpetuity of life was
much abated. I grew heartily ashamed of the pleasing
visions I had formed; and thought no tyrant could invent
a death into which I would not run with pleasure, from
such a life. The king heard of all that had passed
between me and my friends upon this occasion, and
rallied me very pleasantly; wishing I could send a
couple of struldbrugs to my own country, to arm our
people against the fear of death; but this, it seems, is
forbidden by the fundamental laws of the kingdom, or
else I should have been well content with the trouble
and expense of transporting them.
I could not but agree, that the laws of this kingdom
relative to the struldbrugs were founded upon the
strongest reasons, and such as any other country would
be under the necessity of enacting, in the like
circumstances. Otherwise, as avarice is the necessary
consequence of old age, those immortals would in time
become proprietors of the whole nation, and engross the
civil power, which, for want of abilities to manage, must
end in the ruin of the public.

Chapter XI.
The author leaves Luggnagg, and sails to Japan. From
thence he returns in a Dutch ship to Amsterdam, and
from Amsterdam to England.
I thought this account of the struldbrugs might be some
entertainment to the reader, because it seems to be a

little out of the common way; at least I do not remember
to have met the like in any book of travels that has come
to my hands: and if I am deceived, my excuse must be,
that it is necessary for travellers who describe the same
country, very often to agree in dwelling on the same
particulars, without deserving the censure of having
borrowed or transcribed from those who wrote before
them.
There is indeed a perpetual commerce between this
kingdom and the great empire of Japan; and it is very
probable, that the Japanese authors may have given
some account of the struldbrugs; but my stay in Japan
was so short, and I was so entirely a stranger to the
language, that I was not qualified to make any
inquiries. But I hope the Dutch, upon this notice, will
be curious and able enough to supply my defects.
His majesty having often pressed me to accept some
employment in his court, and finding me absolutely
determined to return to my native country, was pleased
to give me his license to depart; and honoured me with a
letter of recommendation, under his own hand, to the
Emperor of Japan. He likewise presented me with four
hundred and forty-four large pieces of gold (this nation
delighting in even numbers), and a red diamond, which
I sold in England for eleven hundred pounds.
On the 6th of May, 1709, I took a solemn leave of his
majesty, and all my friends. This prince was so
gracious as to order a guard to conduct me to
Glanguenstald, which is a royal port to the south-west
part of the island. In six days I found a vessel ready to
carry me to Japan, and spent fifteen days in the voyage.
We landed at a small port-town called Xamoschi,
situated on the south-east part of Japan; the town lies on
the western point, where there is a narrow strait leading
northward into along arm of the sea, upon the northwest part of which, Yedo, the metropolis, stands. At
landing, I showed the custom-house officers my letter
from the king of Luggnagg to his imperial majesty.
They knew the seal perfectly well; it was as broad as the
palm of my hand. The impression was, A king lifting up
a lame beggar from the earth. The magistrates of the
town, hearing of my letter, received me as a public
minister. They provided me with carriages and
servants, and bore my charges to Yedo; where I was
admitted to an audience, and delivered my letter, which
was opened with great ceremony, and explained to the
Emperor by an interpreter, who then gave me notice, by
his majesty’s order, “that I should signify my request,
and, whatever it were, it should be granted, for the sake
of his royal brother of Luggnagg.” This interpreter was
a person employed to transact affairs with the
Hollanders. He soon conjectured, by my countenance,
that I was a European, and therefore repeated his
majesty’s commands in Low Dutch, which he spoke
perfectly well. I answered, as I had before determined,
“that I was a Dutch merchant, shipwrecked in a very
remote country, whence I had travelled by sea and land
to Luggnagg, and then took shipping for Japan; where I
knew my countrymen often traded, and with some of

these I hoped to get an opportunity of returning into
Europe: I therefore most humbly entreated his royal
favour, to give order that I should be conducted in
safety to Nangasac.” To this I added another petition,
“that for the sake of my patron the king of Luggnagg,
his majesty would condescend to excuse my performing
the ceremony imposed on my countrymen, of trampling
upon the crucifix: because I had been thrown into his
kingdom by my misfortunes, without any intention of
trading.” When this latter petition was interpreted to the
Emperor, he seemed a little surprised; and said, “he
believed I was the first of my countrymen who ever
made any scruple in this point; and that he began to
doubt, whether I was a real Hollander, or not; but rather
suspected I must be a Christian. However, for the
reasons I had offered, but chiefly to gratify the king of
Luggnagg by an uncommon mark of his favour, he
would comply with the singularity of my humour; but
the affair must be managed with dexterity, and his
officers should be commanded to let me pass, as it were
by forgetfulness. For he assured me, that if the secret
should be discovered by my countrymen the Dutch, they
would cut my throat in the voyage.” I returned my
thanks, by the interpreter, for so unusual a favour; and
some troops being at that time on their march to
Nangasac, the commanding officer had orders to convey
me safe thither, with particular instructions about the
business of the crucifix.
On the 9th day of June, 1709, I arrived at Nangasac,
after a very long and troublesome journey. I soon fell
into the company of some Dutch sailors belonging to
the Amboyna, of Amsterdam, a stout ship of 450 tons. I
had lived long in Holland, pursuing my studies at
Leyden, and I spoke Dutch well. The seamen soon
knew whence I came last: they were curious to inquire
into my voyages and course of life. I made up a story as
short and probable as I could, but concealed the greatest
part. I knew many persons in Holland. I was able to
invent names for my parents, whom I pretended to be
obscure people in the province of Gelderland. I would
have given the captain (one Theodorus Vangrult) what
he pleased to ask for my voyage to Holland; but
understanding I was a surgeon, he was contented to take
half the usual rate, on condition that I would serve him
in the way of my calling. Before we took shipping, I
was often asked by some of the crew, whether I had
performed the ceremony above mentioned? I evaded
the question by general answers; “that I had satisfied the
Emperor and court in all particulars.” However, a
malicious rogue of a skipper went to an officer, and
pointing to me, told him, “I had not yet trampled on the
crucifix;” but the other, who had received instructions to
let me pass, gave the rascal twenty strokes on the
shoulders with a bamboo; after which I was no more
troubled with such questions.
Nothing happened worth mentioning in this voyage.
We sailed with a fair wind to the Cape of Good Hope,
where we staid only to take in fresh water. On the 10th
of April, 1710, we arrived safe at Amsterdam, having
lost only three men by sickness in the voyage, and a
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fourth, who fell from the foremast into the sea, not far
from the coast of Guinea. From Amsterdam I soon after
set sail for England, in a small vessel belonging to that
city.
On the 16th of April we put in at the Downs. I landed
next morning, and saw once more my native country,
after an absence of five years and six months complete.
I went straight to Redriff, where I arrived the same day
at two in the afternoon, and found my wife and family
in
good
health.

Part IV - A Voyage to the
Country of the
Houyhnhnms.
Chapter I.
The author sets out as captain of a ship. His men
conspire against him, confine him a long time to his
cabin, and set him on shore in an unknown land. He
travels up into the country. The Yahoos, a strange sort
of animal, described. The author meets two
Houyhnhnms.
I continued at home with my wife and children about
five months, in a very happy condition, if I could have
learned the lesson of knowing when I was well. I left
my poor wife big with child, and accepted an
advantageous offer made me to be captain of the
Adventurer, a stout merchantman of 350 tons: for I
understood navigation well, and being grown weary of a
surgeon’s employment at sea, which, however, I could
exercise upon occasion, I took a skilful young man of
that calling, one Robert Purefoy, into my ship. We set
sail from Portsmouth upon the 7th day of September,
1710; on the 14th we met with Captain Pocock, of
Bristol, at Teneriffe, who was going to the bay of
Campechy to cut logwood. On the 16th, he was parted
from us by a storm; I heard since my return, that his
ship foundered, and none escaped but one cabin boy.
He was an honest man, and a good sailor, but a little too
positive in his own opinions, which was the cause of his
destruction, as it has been with several others; for if he
had followed my advice, he might have been safe at
home with his family at this time, as well as myself.
I had several men who died in my ship of calentures, so
that I was forced to get recruits out of Barbadoes and
the Leeward Islands, where I touched, by the direction
of the merchants who employed me; which I had soon
too much cause to repent: for I found afterwards, that
most of them had been buccaneers. I had fifty hands
onboard; and my orders were, that I should trade with
the Indians in the South-Sea, and make what discoveries
I could. These rogues, whom I had picked up,
debauched my other men, and they all formed a
conspiracy to seize the ship, and secure me; which they
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did one morning, rushing into my cabin, and binding me
hand and foot, threatening to throw me overboard, if I
offered to stir. I told them, “I was their prisoner, and
would submit.” This they made me swear to do, and
then they unbound me, only fastening one of my legs
with a chain, near my bed, and placed a sentry at my
door with his piece charged, who was commanded to
shoot me dead if I attempted my liberty. They sent me
own victuals and drink, and took the government of the
ship to themselves. Their design was to turn pirates
and, plunder the Spaniards, which they could not do till
they got more men. But first they resolved to sell the
goods the ship, and then go to Madagascar for recruits,
several among them having died since my confinement.
They sailed many weeks, and traded with the Indians;
but I knew not what course they took, being kept a close
prisoner in my cabin, and expecting nothing less than to
be murdered, as they often threatened me.
Upon the 9th day of May, 1711, one James Welch came
down to my cabin, and said, “he had orders from the
captain to set me ashore.” I expostulated with him, but
in vain; neither would he so much as tell me who their
new captain was. They forced me into the long-boat,
letting me put on my best suit of clothes, which were as
good as new, and take a small bundle of linen, but no
arms, except my hanger; and they were so civil as not to
search my pockets, into which I conveyed what money I
had, with some other little necessaries. They rowed
about a league, and then set me down on a strand. I
desired them to tell me what country it was. They all
swore, “they knew no more than myself;” but said, “that
the captain” (as they called him) “was resolved, after
they had sold the lading, to get rid of me in the first
place where they could discover land.” They pushed off
immediately, advising me to make haste for fear of
being overtaken by the tide, and so bade me farewell.
In this desolate condition I advanced forward, and soon
got upon firm ground, where I sat down on a bank to
rest myself, and consider what I had best do. When I
was a little refreshed, I went up into the country,
resolving to deliver myself to the first savages I should
meet, and purchase my life from them by some
bracelets, glass rings, and other toys, which sailors
usually provide themselves with in those voyages, and
whereof I had some about me. The land was divided by
long rows of trees, not regularly planted, but naturally
growing; there was great plenty of grass, and several
fields of oats. I walked very circumspectly, for fear of
being surprised, or suddenly shot with an arrow from
behind, or on either side. I fell into a beaten road,
where I saw many tracts of human feet, and some of
cows, but most of horses. At last I beheld several
animals in a field, and one or two of the same kind
sitting in trees. Their shape was very singular and
deformed, which a little discomposed me, so that I lay
down behind a thicket to observe them better. Some of
them coming forward near the place where I lay, gave
me an opportunity of distinctly marking their form.
Their heads and breasts were covered with a thick hair,
some frizzled, and others lank; they had beards like

goats, and a long ridge of hair down their backs, and the
fore parts of their legs and feet; but the rest of their
bodies was bare, so that I might see their skins, which
were of a brown buff colour. They had no tails, nor any
hair at all on their buttocks, except about the anus,
which, I presume, nature had placed there to defend
them as they sat on the ground, for this posture they
used, as well as lying down, and often stood on their
hind feet. They climbed high trees as nimbly as a
squirrel, for they had strong extended claws before and
behind, terminating in sharp points, and hooked. They
would often spring, and bound, and leap, with
prodigious agility. The females were not so large as the
males; they had long lank hair on their heads, but none
on their faces, nor any thing more than a sort of down
on the rest of their bodies, except about the anus and
pudenda. The dugs hung between their fore feet, and
often reached almost to the ground as they walked. The
hair of both sexes was of several colours, brown, red,
black, and yellow. Upon the whole, I never beheld, in
all my travels, so disagreeable an animal, or one against
which I naturally conceived so strong an antipathy. So
that, thinking I had seen enough, full of contempt and
aversion, I got up, and pursued the beaten road, hoping
it might direct me to the cabin of some Indian. I had not
got far, when I met one of these creatures full in my
way, and coming up directly to me. The ugly monster,
when he saw me, distorted several ways, every feature
of his visage, and stared, as at an object he had never
seen before; then approaching nearer, lifted up his forepaw, whether out of curiosity or mischief I could not
tell; but I drew my hanger, and gave him a good blow
with the flat side of it, for I durst not strike with the
edge, fearing the inhabitants might be provoked against
me, if they should come to know that I had killed or
maimed any of their cattle. When the beast felt the
smart, he drew back, and roared so loud, that a herd of
at least forty came flocking about me from the next
field, howling and making odious faces; but I ran to the
body of a tree, and leaning my back against it, kept
them off by waving my hanger. Several of this cursed
brood, getting hold of the branches behind, leaped up
into the tree, whence they began to discharge their
excrements on my head; however, I escaped pretty well
by sticking close to the stem of the tree, but was almost
stifled with the filth, which fell about me on every side.
In the midst of this distress, I observed them all to run
away on a sudden as fast as they could; at which I
ventured to leave the tree and pursue the road,
wondering what it was that could put them into this
fright. But looking on my left hand, I saw a horse
walking softly in the field; which my persecutors having
sooner discovered, was the cause of their flight. The
horse started a little, when he came near me, but soon
recovering himself, looked full in my face with manifest
tokens of wonder; he viewed my hands and feet,
walking round me several times. I would have pursued
my journey, but he placed himself directly in the way,
yet looking with a very mild aspect, never offering the
least violence. We stood gazing at each other for some

time; at last I took the boldness to reach my hand
towards his neck with a design to stroke it, using the
common style and whistle of jockeys, when they are
going to handle a strange horse. But this animal seemed
to receive my civilities with disdain, shook his head,
and bent his brows, softly raising up his right fore-foot
to remove my hand. Then he neighed three or four
times, but in so different a cadence, that I almost began
to think he was speaking to himself, in some language
of his own.
While he and I were thus employed, another horse came
up; who applying himself to the first in a very formal
manner, they gently struck each other’s right hoof
before, neighing several times by turns, and varying the
sound, which seemed to be almost articulate. They
went some paces off, as if it were to confer together,
walking side by side, backward and forward, like
persons deliberating upon some affair of weight, but
often turning their eyes towards me, as it were to watch
that I might not escape. I was amazed to see such
actions and behaviour in brute beasts; and concluded
with myself, that if the inhabitants of this country were
endued with a proportionable degree of reason, they
must needs be the wisest people upon earth. This
thought gave me so much comfort, that I resolved to go
forward, until I could discover some house or village, or
meet with any of the natives, leaving the two horses to
discourse together as they pleased. But the first, who
was a dapple gray, observing me to steal off, neighed
after me in so expressive a tone, that I fancied myself to
understand what he meant; whereupon I turned back,
and came near to him to expect his farther commands:
but concealing my fear as much as I could, for I began
to be in some pain how this adventure might terminate;
and the reader will easily believe I did not much like my
present situation.
The two horses came up close to me, looking with great
earnestness upon my face and hands. The gray steed
rubbed my hat all round with his right fore-hoof, and
discomposed it so much that I was forced to adjust it
better by taking it off and settling it again; whereat, both
he and his companion (who was a brown bay) appeared
to be much surprised: the latter felt the lappet of my
coat, and finding it to hang loose about me, they both
looked with new signs of wonder. He stroked my right
hand, seeming to admire the softness and colour; but he
squeezed it so hard between his hoof and his pastern,
that I was forced to roar; after which they both touched
me with all possible tenderness. They were under great
perplexity about my shoes and stockings, which they
felt very often, neighing to each other, and using various
gestures, not unlike those of a philosopher, when he
would attempt to solve some new and difficult
phenomenon.
Upon the whole, the behaviour of these animals was so
orderly and rational, so acute and judicious, that I at last
concluded they must needs be magicians, who had thus
metamorphosed themselves upon some design, and
seeing a stranger in the way, resolved to divert
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themselves with him; or, perhaps, were really amazed at
the sight of a man so very different in habit, feature, and
complexion, from those who might probably live in so
remote a climate. Upon the strength of this reasoning, I
ventured to address them in the following manner:
“Gentlemen, if you be conjurers, as I have good cause to
believe, you can understand my language; therefore I
make bold to let your worships know that I am a poor
distressed Englishman, driven by his misfortunes upon
your coast; and I entreat one of you to let me ride upon
his back, as if he were a real horse, to some house or
village where I can be relieved. In return of which
favour, I will make you a present of this knife and
bracelet,” taking them out of my pocket. The two
creatures stood silent while I spoke, seeming to listen
with great attention, and when I had ended, they
neighed frequently towards each other, as if they were
engaged in serious conversation. I plainly observed that
their language expressed the passions very well, and the
words might, with little pains, be resolved into an
alphabet more easily than the Chinese.
I could frequently distinguish the word Yahoo, which
was repeated by each of them several times: and
although it was impossible for me to conjecture what it
meant, yet while the two horses were busy in
conversation, I endeavoured to practise this word upon
my tongue; and as soon as they were silent, I boldly
pronounced Yahoo in a loud voice, imitating at the same
time, as near as I could, the neighing of a horse; at
which they were both visibly surprised; and the gray
repeated the same word twice, as if he meant to teach
me the right accent; wherein I spoke after him as well as
I could, and found myself perceivably to improve every
time, though very far from any degree of perfection.
Then the bay tried me with a second word, much harder
to be pronounced; but reducing it to the English
orthography, may be spelt thus, Houyhnhnm. I did not
succeed in this so well as in the former; but after two or
three farther trials, I had better fortune; and they both
appeared amazed at my capacity.
After some further discourse, which I then conjectured
might relate to me, the two friends took their leaves,
with the same compliment of striking each other’s hoof;
and the gray made me signs that I should walk before
him; wherein I thought it prudent to comply, till I could
find a better director. When I offered to slacken my
pace, he would cry hhuun hhuun: I guessed his
meaning, and gave him to understand, as well as I
could, “that I was weary, and not able to walk faster;”
upon which he would stand awhile to let me rest.

Chapter II.
The author conducted by a Houyhnhnm to his house.
The house described. The author’s reception. The food
of the Houyhnhnms. The author in distress for want of
meat. Is at last relieved. His manner of feeding in this
country.
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Having travelled about three miles, we came to a long
kind of building, made of timber stuck in the ground,
and wattled across; the roof was low and covered with
straw. I now began to be a little comforted; and took
out some toys, which travellers usually carry for
presents to the savage Indians of America, and other
parts, in hopes the people of the house would be thereby
encouraged to receive me kindly. The horse made me a
sign to go in first; it was a large room with a smooth
clay floor, and a rack and manger, extending the whole
length on one side. There were three nags and two
mares, not eating, but some of them sitting down upon
their hams, which I very much wondered at; but
wondered more to see the rest employed in domestic
business; these seemed but ordinary cattle. However,
this confirmed my first opinion, that a people who could
so far civilise brute animals, must needs excel in
wisdom all the nations of the world. The gray came in
just after, and thereby prevented any ill treatment which
the others might have given me. He neighed to them
several times in a style of authority, and received
answers.
Beyond this room there were three others, reaching the
length of the house, to which you passed through three
doors, opposite to each other, in the manner of a vista.
We went through the second room towards the third.
Here the gray walked in first, beckoning me to attend: I
waited in the second room, and got ready my presents
for the master and mistress of the house; they were two
knives, three bracelets of false pearls, a small lookingglass, and a bead necklace. The horse neighed three or
four times, and I waited to hear some answers in a
human voice, but I heard no other returns than in the
same dialect, only one or two a little shriller than his. I
began to think that this house must belong to some
person of great note among them, because there
appeared so much ceremony before I could gain
admittance. But, that a man of quality should be served
all by horses, was beyond my comprehension. I feared
my brain was disturbed by my sufferings and
misfortunes. I roused myself, and looked about me in
the room where I was left alone: this was furnished like
the first, only after a more elegant manner. I rubbed my
eyes often, but the same objects still occurred. I
pinched my arms and sides to awake myself, hoping I
might be in a dream. I then absolutely concluded, that
all these appearances could be nothing else but
necromancy and magic. But I had no time to pursue
these reflections; for the gray horse came to the door,
and made me a sign to follow him into the third room
where I saw a very comely mare, together with a colt
and foal, sitting on their haunches upon mats of straw,
not unartfully made, and perfectly neat and clean.
The mare soon after my entrance rose from her mat, and
coming up close, after having nicely observed my hands
and face, gave me a most contemptuous look; and
turning to the horse, I heard the word Yahoo often
repeated betwixt them; the meaning of which word I
could not then comprehend, although it was the first I
had learned to pronounce. But I was soon better

informed, to my everlasting mortification; for the horse,
beckoning to me with his head, and repeating the hhuun,
hhuun, as he did upon the road, which I understood was
to attend him, led me out into a kind of court, where was
another building, at some distance from the house. Here
we entered, and I saw three of those detestable
creatures, which I first met after my landing, feeding
upon roots, and the flesh of some animals, which I
afterwards found to be that of asses and dogs, and now
and then a cow, dead by accident or disease. They were
all tied by the neck with strong withes fastened to a
beam; they held their food between the claws of their
fore feet, and tore it with their teeth.
The master horse ordered a sorrel nag, one of his
servants, to untie the largest of these animals, and take
him into the yard. The beast and I were brought close
together, and by our countenances diligently compared
both by master and servant, who thereupon repeated
several times the word Yahoo. My horror and
astonishment are not to be described, when I observed
in this abominable animal, a perfect human figure: the
face of it indeed was flat and broad, the nose depressed,
the lips large, and the mouth wide; but these differences
are common to all savage nations, where the lineaments
of the countenance are distorted, by the natives
suffering their infants to lie grovelling on the earth, or
by carrying them on their backs, nuzzling with their face
against the mothers’ shoulders. The fore-feet of the
Yahoo differed from my hands in nothing else but the
length of the nails, the coarseness and brownness of the
palms, and the hairiness on the backs. There was the
same resemblance between our feet, with the same
differences; which I knew very well, though the horses
did not, because of my shoes and stockings; the same in
every part of our bodies except as to hairiness and
colour, which I have already described.
The great difficulty that seemed to stick with the two
horses, was to see the rest of my body so very different
from that of a Yahoo, for which I was obliged to my
clothes, whereof they had no conception. The sorrel
nag offered me a root, which he held (after their
manner, as we shall describe in its proper place)
between his hoof and pastern; I took it in my hand, and,
having smelt it, returned it to him again as civilly as I
could. He brought out of the Yahoos’ kennel a piece of
ass’s flesh; but it smelt so offensively that I turned from
it with loathing: he then threw it to the Yahoo, by whom
it was greedily devoured. He afterwards showed me a
wisp of hay, and a fetlock full of oats; but I shook my
head, to signify that neither of these were food for me.
And indeed I now apprehended that I must absolutely
starve, if I did not get to some of my own species; for as
to those filthy Yahoos, although there were few greater
lovers of mankind at that time than myself, yet I confess
I never saw any sensitive being so detestable on all
accounts; and the more I came near them the more
hateful they grew, while I stayed in that country. This
the master horse observed by my behaviour, and
therefore sent the Yahoo back to his kennel. He then put
his fore-hoof to his mouth, at which I was much

surprised, although he did it with ease, and with a
motion that appeared perfectly natural, and made other
signs, to know what I would eat; but I could not return
him such an answer as he was able to apprehend; and if
he had understood me, I did not see how it was possible
to contrive any way for finding myself nourishment.
While we were thus engaged, I observed a cow passing
by, whereupon I pointed to her, and expressed a desire
to go and milk her. This had its effect; for he led me
back into the house, and ordered a mare-servant to open
a room, where a good store of milk lay in earthen and
wooden vessels, after a very orderly and cleanly
manner. She gave me a large bowlful, of which I drank
very heartily, and found myself well refreshed.
About noon, I saw coming towards the house a kind of
vehicle drawn like a sledge by four Yahoos. There was
in it an old steed, who seemed to be of quality; he
alighted with his hind-feet forward, having by accident
got a hurt in his left fore-foot. He came to dine with our
horse, who received him with great civility. They dined
in the best room, and had oats boiled in milk for the
second course, which the old horse ate warm, but the
rest cold. Their mangers were placed circular in the
middle of the room, and divided into several partitions,
round which they sat on their haunches, upon bosses of
straw. In the middle was a large rack, with angles
answering to every partition of the manger; so that each
horse and mare ate their own hay, and their own mash
of oats and milk, with much decency and regularity.
The behaviour of the young colt and foal appeared very
modest, and that of the master and mistress extremely
cheerful and complaisant to their guest. The gray
ordered me to stand by him; and much discourse passed
between him and his friend concerning me, as I found
by the stranger’s often looking on me, and the frequent
repetition of the word Yahoo.
I happened to wear my gloves, which the master gray
observing, seemed perplexed, discovering signs of
wonder what I had done to my fore-feet. He put his
hoof three or four times to them, as if he would signify,
that I should reduce them to their former shape, which I
presently did, pulling off both my gloves, and putting
them into my pocket. This occasioned farther talk; and
I saw the company was pleased with my behaviour,
whereof I soon found the good effects. I was ordered to
speak the few words I understood; and while they were
at dinner, the master taught me the names for oats, milk,
fire, water, and some others, which I could readily
pronounce after him, having from my youth a great
facility in learning languages.
When dinner was done, the master horse took me aside,
and by signs and words made me understand the
concern he was in that I had nothing to eat. Oats in their
tongue are called hlunnh. This word I pronounced two
or three times; for although I had refused them at first,
yet, upon second thoughts, I considered that I could
contrive to make of them a kind of bread, which might
be sufficient, with milk, to keep me alive, till I could
make my escape to some other country, and to creatures
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of my own species. The horse immediately ordered a
white mare servant of his family to bring me a good
quantity of oats in a sort of wooden tray. These I heated
before the fire, as well as I could, and rubbed them till
the husks came off, which I made a shift to winnow
from the grain. I ground and beat them between two
stones; then took water, and made them into a paste or
cake, which I toasted at the fire and eat warm with
milk. It was at first a very insipid diet, though common
enough in many parts of Europe, but grew tolerable by
time; and having been often reduced to hard fare in my
life, this was not the first experiment I had made how
easily nature is satisfied. And I cannot but observe, that
I never had one hours sickness while I stayed in this
island. It is true, I sometimes made a shift to catch a
rabbit, or bird, by springs made of Yahoo’s hairs; and I
often gathered wholesome herbs, which I boiled, and ate
as salads with my bread; and now and then, for a rarity,
I made a little butter, and drank the whey. I was at first
at a great loss for salt, but custom soon reconciled me to
the want of it; and I am confident that the frequent use
of salt among us is an effect of luxury, and was first
introduced only as a provocative to drink, except where
it is necessary for preserving flesh in long voyages, or in
places remote from great markets; for we observe no
animal to be fond of it but man, and as to myself, when
I left this country, it was a great while before I could
endure the taste of it in anything that I ate.
This is enough to say upon the subject of my diet,
wherewith other travellers fill their books, as if the
readers were personally concerned whether we fare well
or ill. However, it was necessary to mention this matter,
lest the world should think it impossible that I could
find sustenance for three years in such a country, and
among such inhabitants.
When it grew towards evening, the master horse ordered
a place for me to lodge in; it was but six yards from the
house and separated from the stable of the Yahoos.
Here I got some straw, and covering myself with my
own clothes, slept very sound. But I was in a short time
better accommodated, as the reader shall know
hereafter, when I come to treat more particularly about
my way of living

Chapter III.
The author studies to learn the language. The
Houyhnhnm, his master, assists in teaching him. The
language described. Several Houyhnhnms of quality
come out of curiosity to see the author. He gives his
master a short account of his voyage.
My principal endeavour was to learn the language,
which my master (for so I shall henceforth call him),
and his children, and every servant of his house, were
desirous to teach me; for they looked upon it as a
prodigy, that a brute animal should discover such marks
of a rational creature. I pointed to every thing, and
inquired the name of it, which I wrote down in my
journal-book when I was alone, and corrected my bad
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accent by desiring those of the family to pronounce it
often. In this employment, a sorrel nag, one of the
under-servants, was very ready to assist me.
In speaking, they pronounced through the nose and
throat, and their language approaches nearest to the
High-Dutch, or German, of any I know in Europe; but is
much more graceful and significant. The emperor
Charles V. made almost the same observation, when he
said “that if he were to speak to his horse, it should be in
High-Dutch.”
The curiosity and impatience of my master were so
great, that he spent many hours of his leisure to instruct
me. He was convinced (as he afterwards told me) that I
must be a Yahoo; but my teachableness, civility, and
cleanliness, astonished him; which were qualities
altogether opposite to those animals. He was most
perplexed about my clothes, reasoning sometimes with
himself, whether they were a part of my body: for I
never pulled them off till the family were asleep, and
got them on before they waked in the morning. My
master was eager to learn “whence I came; how I
acquired those appearances of reason, which I
discovered in all my actions; and to know my story from
my own mouth, which he hoped he should soon do by
the great proficiency I made in learning and
pronouncing their words and sentences.” To help my
memory, I formed all I learned into the English
alphabet, and writ the words down, with the
translations. This last, after some time, I ventured to do
in my master’s presence. It cost me much trouble to
explain to him what I was doing; for the inhabitants
have not the least idea of books or literature.
In about ten weeks time, I was able to understand most
of his questions; and in three months, could give him
some tolerable answers. He was extremely curious to
know “from what part of the country I came, and how I
was taught to imitate a rational creature; because the
Yahoos (whom he saw I exactly resembled in my head,
hands, and face, that were only visible), with some
appearance of cunning, and the strongest disposition to
mischief, were observed to be the most unteachable of
all brutes.” I answered, “that I came over the sea, from
a far place, with many others of my own kind, in a great
hollow vessel made of the bodies of trees: that my
companions forced me to land on this coast, and then
left me to shift for myself.” It was with some difficulty,
and by the help of many signs, that I brought him to
understand me. He replied, “that I must needs be
mistaken, or that I said the thing which was not;” for
they have no word in their language to express lying or
falsehood. “He knew it was impossible that there could
be a country beyond the sea, or that a parcel of brutes
could move a wooden vessel whither they pleased upon
water. He was sure no Houyhnhnm alive could make
such a vessel, nor would trust Yahoos to manage it.”
The word Houyhnhnm, in their tongue, signifies a horse,
and, in its etymology, the perfection of nature. I told
my master, “that I was at a loss for expression, but
would improve as fast as I could; and hoped, in a short

time, I should be able to tell him wonders.” He was
pleased to direct his own mare, his colt, and foal, and
the servants of the family, to take all opportunities of
instructing me; and every day, for two or three hours, he
was at the same pains himself. Several horses and
mares of quality in the neighbourhood came often to our
house, upon the report spread of “a wonderful Yahoo,
that could speak like a Houyhnhnm, and seemed, in his
words and actions, to discover some glimmerings of
reason.” These delighted to converse with me: they put
many questions, and received such answers as I was
able to return. By all these advantages I made so great a
progress, that, in five months from my arrival I
understood whatever was spoken, and could express
myself tolerably well.
The Houyhnhnms, who came to visit my master out of a
design of seeing and talking with me, could hardly
believe me to be a right Yahoo, because my body had a
different covering from others of my kind. They were
astonished to observe me without the usual hair or skin,
except on my head, face, and hands; but I discovered
that secret to my master upon an accident which
happened about a fortnight before.
I have already told the reader, that every night, when the
family were gone to bed, it was my custom to strip, and
cover myself with my clothes. It happened, one
morning early, that my master sent for me by the sorrel
nag, who was his valet. When he came I was fast
asleep, my clothes fallen off on one side, and my shirt
above my waist. I awaked at the noise he made, and
observed him to deliver his message in some disorder;
after which he went to my master, and in a great fright
gave him a very confused account of what he had seen.
This I presently discovered, for, going as soon as I was
dressed to pay my attendance upon his honour, he asked
me “the meaning of what his servant had reported, that I
was not the same thing when I slept, as I appeared to be
at other times; that his vale assured him, some part of
me was white, some yellow, at least not so white, and
some brown.”
I had hitherto concealed the secret of my dress, in order
to distinguish myself, as much as possible, from that
cursed race of Yahoos; but now I found it in vain to do
so any longer. Besides, I considered that my clothes
and shoes would soon wear out, which already were in a
declining condition, and must be supplied by some
contrivance from the hides of Yahoos, or other brutes;
whereby the whole secret would be known. I therefore
told my master, “that in the country whence I came,
those of my kind always covered their bodies with the
hairs of certain animals prepared by art, as well for
decency as to avoid the inclemencies of air, both hot
and cold; of which, as to my own person, I would give
him immediate conviction, if he pleased to command
me: only desiring his excuse, if I did not expose those
parts that nature taught us to conceal.” He said, “my
discourse was all very strange, but especially the last
part; for he could not understand, why nature should
teach us to conceal what nature had given; that neither

himself nor family were ashamed of any parts of their
bodies; but, however, I might do as I pleased.”
Whereupon I first unbuttoned my coat, and pulled it
off. I did the same with my waistcoat. I drew off my
shoes, stockings, and breeches. I let my shirt down to
my waist, and drew up the bottom; fastening it like a
girdle about my middle, to hide my nakedness.
My master observed the whole performance with great
signs of curiosity and admiration. He took up all my
clothes in his pastern, one piece after another, and
examined them diligently; he then stroked my body very
gently, and looked round me several times; after which,
he said, it was plain I must be a perfect Yahoo; but that I
differed very much from the rest of my species in the
softness, whiteness, and smoothness of my skin; my
want of hair in several parts of my body; the shape and
shortness of my claws behind and before; and my
affectation of walking continually on my two hinder
feet. He desired to see no more; and gave me leave to
put on my clothes again, for I was shuddering with cold.
I expressed my uneasiness at his giving me so often the
appellation of Yahoo, an odious animal, for which I had
so utter a hatred and contempt: I begged he would
forbear applying that word to me, and make the same
order in his family and among his friends whom he
suffered to see me. I requested likewise, “that the secret
of my having a false covering to my body, might be
known to none but himself, at least as long as my
present clothing should last; for as to what the sorrel
nag, his valet, had observed, his honour might command
him to conceal it.”
All this my master very graciously consented to; and
thus the secret was kept till my clothes began to wear
out, which I was forced to supply by several
contrivances that shall hereafter be mentioned. In the
meantime, he desired “I would go on with my utmost
diligence to learn their language, because he was more
astonished at my capacity for speech and reason, than at
the figure of my body, whether it were covered or not;”
adding, “that he waited with some impatience to hear
the wonders which I promised to tell him.”
Thenceforward he doubled the pains he had been at to
instruct me: he brought me into all company, and made
them treat me with civility; “because,” as he told them,
privately, “this would put me into good humour, and
make me more diverting.”
Every day, when I waited on him, beside the trouble he
was at in teaching, he would ask me several questions
concerning myself, which I answered as well as I could,
and by these means he had already received some
general ideas, though very imperfect. It would be
tedious to relate the several steps by which I advanced
to a more regular conversation; but the first account I
gave of myself in any order and length was to this
purpose:
“That I came from a very far country, as I already had
attempted to tell him, with about fifty more of my own
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species; that we travelled upon the seas in a great
hollow vessel made of wood, and larger than his
honour’s house. I described the ship to him in the best
terms I could, and explained, by the help of my
handkerchief displayed, how it was driven forward by
the wind. That upon a quarrel among us, I was set on
shore on this coast, where I walked forward, without
knowing whither, till he delivered me from the
persecution of those execrable Yahoos.” He asked me,
“who made the ship, and how it was possible that the
Houyhnhnms of my country would leave it to the
management of brutes?” My answer was, “that I durst
proceed no further in my relation, unless he would give
me his word and honour that he would not be offended,
and then I would tell him the wonders I had so often
promised.” He agreed; and I went on by assuring him,
that the ship was made by creatures like myself; who, in
all the countries I had travelled, as well as in my own,
were the only governing rational animals; and that upon
my arrival hither, I was as much astonished to see the
Houyhnhnms act like rational beings, as he, or his
friends, could be, in finding some marks of reason in a
creature he was pleased to call a Yahoo; to which I
owned my resemblance in every part, but could not
account for their degenerate and brutal nature. I said
farther, “that if good fortune ever restored me to my
native country, to relate my travels hither, as I resolved
to do, everybody would believe, that I said the thing that
was not, that I invented the story out of my own head;
and (with all possible respect to himself, his family, and
friends, and under his promise of not being offended)
our countrymen would hardly think it probable that a
Houyhnhnm should be the presiding creature of a
nation, and a Yahoo the brute.”

Chapter IV.
The Houyhnhnm’s notion of truth and falsehood. The
author’s discourse disapproved by his master. The
author gives a more particular account of himself, and
the accidents of his voyage.
My master heard me with great appearances of
uneasiness in his countenance; because doubting, or not
believing, are so little known in this country, that the
inhabitants cannot tell how to behave themselves under
such circumstances. And I remember, in frequent
discourses with my master concerning the nature of
manhood in other parts of the world, having occasion to
talk of lying and false representation, it was with much
difficulty that he comprehended what I meant, although
he had otherwise a most acute judgment. For he argued
thus: “that the use of speech was to make us understand
one another, and to receive information of facts; now, if
any one said the thing which was not, these ends were
defeated, because I cannot properly be said to
understand him; and I am so far from receiving
information, that he leaves me worse than in ignorance;
for I am led to believe a thing black, when it is white,
and short, when it is long.” And these were all the
notions he had concerning that faculty of lying, so
208

perfectly well understood, and so universally practised,
among human creatures.
To return from this digression. When I asserted that the
Yahoos were the only governing animals in my country,
which my master said was altogether past his
conception, he desired to know, “whether we had
Houyhnhnms among us, and what was their
employment?” I told him, “we had great numbers; that
in summer they grazed in the fields, and in winter were
kept in houses with hay and oats, where Yahoo servants
were employed to rub their skins smooth, comb their
manes, pick their feet, serve them with food, and make
their beds.” “I understand you well,” said my master:
“it is now very plain, from all you have spoken, that
whatever share of reason the Yahoos pretend to, the
Houyhnhnms are your masters; I heartily wish our
Yahoos would be so tractable.” I begged “his honour
would please to excuse me from proceeding any further,
because I was very certain that the account he expected
from me would be highly displeasing.” But he insisted
in commanding me to let him know the best and the
worst. I told him “he should be obeyed.” I owned “that
the Houyhnhnms among us, whom we called horses,
were the most generous and comely animals we had;
that they excelled in strength and swiftness; and when
they belonged to persons of quality, were employed in
travelling, racing, or drawing chariots; they were treated
with much kindness and care, till they fell into diseases,
or became foundered in the feet; but then they were
sold, and used to all kind of drudgery till they died; after
which their skins were stripped, and sold for what they
were worth, and their bodies left to be devoured by dogs
and birds of prey. But the common race of horses had
not so good fortune, being kept by farmers and carriers,
and other mean people, who put them to greater labour,
and fed them worse.” I described, as well as I could,
our way of riding; the shape and use of a bridle, a
saddle, a spur, and a whip; of harness and wheels. I
added, “that we fastened plates of a certain hard
substance, called iron, at the bottom of their feet, to
preserve their hoofs from being broken by the stony
ways, on which we often travelled.”
My master, after some expressions of great indignation,
wondered “how we dared to venture upon a
Houyhnhnm’s back; for he was sure, that the weakest
servant in his house would be able to shake off the
strongest Yahoo; or by lying down and rolling on his
back, squeeze the brute to death.” I answered “that our
horses were trained up, from three or four years old, to
the several uses we intended them for; that if any of
them proved intolerably vicious, they were employed
for carriages; that they were severely beaten, while they
were young, for any mischievous tricks; that the males,
designed for the common use of riding or draught, were
generally castrated about two years after their birth, to
take down their spirits, and make them more tame and
gentle; that they were indeed sensible of rewards and
punishments; but his honour would please to consider,
that they had not the least tincture of reason, any more
than the Yahoos in this country.”

It put me to the pains of many circumlocutions, to give
my master a right idea of what I spoke; for their
language does not abound in variety of words, because
their wants and passions are fewer than among us. But
it is impossible to express his noble resentment at our
savage treatment of the Houyhnhnm race; particularly
after I had explained the manner and use of castrating
horses among us, to hinder them from propagating their
kind, and to render them more servile. He said, “if it
were possible there could be any country where Yahoos
alone were endued with reason, they certainly must be
the governing animal; because reason in time will
always prevail against brutal strength. But, considering
the frame of our bodies, and especially of mine, he
thought no creature of equal bulk was so ill-contrived
for employing that reason in the common offices of
life;” whereupon he desired to know whether those
among whom I lived resembled me, or the Yahoos of his
country?” I assured him, “that I was as well shaped as
most of my age; but the younger, and the females, were
much more soft and tender, and the skins of the latter
generally as white as milk.” He said, “I differed indeed
from other Yahoos, being much more cleanly, and not
altogether so deformed; but, in point of real advantage,
he thought I differed for the worse: that my nails were
of no use either to my fore or hinder feet; as to my fore
feet, he could not properly call them by that name, for
he never observed me to walk upon them; that they were
too soft to bear the ground; that I generally went with
them uncovered; neither was the covering I sometimes
wore on them of the same shape, or so strong as that on
my feet behind: that I could not walk with any security,
for if either of my hinder feet slipped, I must inevitably
fail.” He then began to find fault with other parts of my
body: “the flatness of my face, the prominence of my
nose, mine eyes placed directly in front, so that I could
not look on either side without turning my head: that I
was not able to feed myself, without lifting one of my
fore-feet to my mouth: and therefore nature had placed
those joints to answer that necessity. He knew not what
could be the use of those several clefts and divisions in
my feet behind; that these were too soft to bear the
hardness and sharpness of stones, without a covering
made from the skin of some other brute; that my whole
body wanted a fence against heat and cold, which I was
forced to put on and off every day, with tediousness and
trouble: and lastly, that he observed every animal in this
country naturally to abhor the Yahoos, whom the
weaker avoided, and the stronger drove from them. So
that, supposing us to have the gift of reason, he could
not see how it were possible to cure that natural
antipathy, which every creature discovered against us;
nor consequently how we could tame and render them
serviceable. However, he would,” as he said, “debate
the matter no farther, because he was more desirous to
know my own story, the country where I was born, and
the several actions and events of my life, before I came
hither.”
I assured him, “how extremely desirous I was that he
should be satisfied on every point; but I doubted much,

whether it would be possible for me to explain myself
on several subjects, whereof his honour could have no
conception; because I saw nothing in his country to
which I could resemble them; that, however, I would do
my best, and strive to express myself by similitudes,
humbly desiring his assistance when I wanted proper
words;” which he was pleased to promise me.
I said, “my birth was of honest parents, in an island
called England; which was remote from his country, as
many days’ journey as the strongest of his honour’s
servants could travel in the annual course of the sun;
that I was bred a surgeon, whose trade it is to cure
wounds and hurts in the body, gotten by accident or
violence; that my country was governed by a female
man, whom we called queen; that I left it to get riches,
whereby I might maintain myself and family, when I
should return; that, in my last voyage, I was commander
of the ship, and had about fifty Yahoos under me, many
of which died at sea, and I was forced to supply them by
others picked out from several nations; that our ship was
twice in danger of being sunk, the first time by a great
storm, and the second by striking against a rock.” Here
my master interposed, by asking me, “how I could
persuade strangers, out of different countries, to venture
with me, after the losses I had sustained, and the hazards
I had run?” I said, “they were fellows of desperate
fortunes, forced to fly from the places of their birth on
account of their poverty or their crimes. Some were
undone by lawsuits; others spent all they had in
drinking, whoring, and gaming; others fled for treason;
many for murder, theft, poisoning, robbery, perjury,
forgery, coining false money, for committing rapes, or
sodomy; for flying from their colours, or deserting to
the enemy; and most of them had broken prison; none of
these durst return to their native countries, for fear of
being hanged, or of starving in a jail; and therefore they
were under the necessity of seeking a livelihood in other
places.”
During this discourse, my master was pleased to
interrupt me several times. I had made use of many
circumlocutions in describing to him the nature of the
several crimes for which most of our crew had been
forced to fly their country. This labour took up several
days’ conversation, before he was able to comprehend
me. He was wholly at a loss to know what could be the
use or necessity of practising those vices. To clear up
which, I endeavoured to give some ideas of the desire of
power and riches; of the terrible effects of lust,
intemperance, malice, and envy. All this I was forced to
define and describe by putting cases and making
suppositions. After which, like one whose imagination
was struck with something never seen or heard of
before, he would lift up his eyes with amazement and
indignation. Power, government, war, law, punishment,
and a thousand other things, had no terms wherein that
language could express them, which made the difficulty
almost insuperable, to give my master any conception of
what I meant. But being of an excellent understanding,
much improved by contemplation and converse, he at
last arrived at a competent knowledge of what human
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nature, in our parts of the world, is capable to perform,
and desired I would give him some particular account of
that land which we call Europe, but especially of my
own country.

Chapter V.
The author at his master’s command, informs him of the
state of England. The causes of war among the princes
of Europe. The author begins to explain the English
constitution.
The reader may please to observe, that the following
extract of many conversations I had with my master,
contains a summary of the most material points which
were discoursed at several times for above two years;
his honour often desiring fuller satisfaction, as I farther
improved in the Houyhnhnm tongue. I laid before him,
as well as I could, the whole state of Europe; I
discoursed of trade and manufactures, of arts and
sciences; and the answers I gave to all the questions he
made, as they arose upon several subjects, were a fund
of conversation not to be exhausted. But I shall here
only set down the substance of what passed between us
concerning my own country, reducing it in order as well
as I can, without any regard to time or other
circumstances, while I strictly adhere to truth. My only
concern is, that I shall hardly be able to do justice to my
master’s arguments and expressions, which must needs
suffer by my want of capacity, as well as by a
translation into our barbarous English.
In obedience, therefore, to his honour’s commands, I
related to him the Revolution under the Prince of
Orange; the long war with France, entered into by the
said prince, and renewed by his successor, the present
queen, wherein the greatest powers of Christendom
were engaged, and which still continued: I computed, at
his request, “that about a million of Yahoos might have
been killed in the whole progress of it; and perhaps a
hundred or more cities taken, and five times as many
ships burnt or sunk.”
He asked me, “what were the usual causes or motives
that made one country go to war with another?” I
answered “they were innumerable; but I should only
mention a few of the chief. Sometimes the ambition of
princes, who never think they have land or people
enough to govern; sometimes the corruption of
ministers, who engage their master in a war, in order to
stifle or divert the clamour of the subjects against their
evil administration. Difference in opinions has cost
many millions of lives: for instance, whether flesh be
bread, or bread be flesh; whether the juice of a certain
berry be blood or wine; whether whistling be a vice or a
virtue; whether it be better to kiss a post, or throw it into
the fire; what is the best colour for a coat, whether
black, white, red, or gray; and whether it should be long
or short, narrow or wide, dirty or clean; with many
more. Neither are any wars so furious and bloody, or of
so long a continuance, as those occasioned by difference
in opinion, especially if it be in things indifferent.
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“Sometimes the quarrel between two princes is to
decide which of them shall dispossess a third of his
dominions, where neither of them pretend to any right.
Sometimes one prince quarrels with another for fear the
other should quarrel with him. Sometimes a war is
entered upon, because the enemy is too strong; and
sometimes, because he is too weak. Sometimes our
neighbours want the things which we have, or have the
things which we want, and we both fight, till they take
ours, or give us theirs. It is a very justifiable cause of a
war, to invade a country after the people have been
wasted by famine, destroyed by pestilence, or embroiled
by factions among themselves. It is justifiable to enter
into war against our nearest ally, when one of his towns
lies convenient for us, or a territory of land, that would
render our dominions round and complete. If a prince
sends forces into a nation, where the people are poor
and ignorant, he may lawfully put half of them to death,
and make slaves of the rest, in order to civilize and
reduce them from their barbarous way of living. It is a
very kingly, honourable, and frequent practice, when
one prince desires the assistance of another, to secure
him against an invasion, that the assistant, when he has
driven out the invader, should seize on the dominions
himself, and kill, imprison, or banish, the prince he
came to relieve. Alliance by blood, or marriage, is a
frequent cause of war between princes; and the nearer
the kindred is, the greater their disposition to quarrel;
poor nations are hungry, and rich nations are proud; and
pride and hunger will ever be at variance. For these
reasons, the trade of a soldier is held the most
honourable of all others; because a soldier is a Yahoo
hired to kill, in cold blood, as many of his own species,
who have never offended him, as possibly he can.
“There is likewise a kind of beggarly princes in Europe,
not able to make war by themselves, who hire out their
troops to richer nations, for so much a day to each man;
of which they keep three-fourths to themselves, and it is
the best part of their maintenance: such are those in
many northern parts of Europe.”
“What you have told me,” said my master, “upon the
subject of war, does indeed discover most admirably the
effects of that reason you pretend to: however, it is
happy that the shame is greater than the danger; and that
nature has left you utterly incapable of doing much
mischief. For, your mouths lying flat with your faces,
you can hardly bite each other to any purpose, unless by
consent. Then as to the claws upon your feet before and
behind, they are so short and tender, that one of our
Yahoos would drive a dozen of yours before him. And
therefore, in recounting the numbers of those who have
been killed in battle, I cannot but think you have said
the thing which is not.”
I could not forbear shaking my head, and smiling a little
at his ignorance. And being no stranger to the art of
war, I gave him a description of cannons, culverins,
muskets, carabines, pistols, bullets, powder, swords,
bayonets, battles, sieges, retreats, attacks, undermines,
countermines, bombardments, sea fights, ships sunk

with a thousand men, twenty thousand killed on each
side, dying groans, limbs flying in the air, smoke, noise,
confusion, trampling to death under horses’ feet, flight,
pursuit, victory; fields strewed with carcases, left for
food to dogs and wolves and birds of prey; plundering,
stripping, ravishing, burning, and destroying. And to set
forth the valour of my own dear countrymen, I assured
him, “that I had seen them blow up a hundred enemies
at once in a siege, and as many in a ship, and beheld the
dead bodies drop down in pieces from the clouds, to the
great diversion of the spectators.”
I was going on to more particulars, when my master
commanded me silence. He said, “whoever understood
the nature of Yahoos, might easily believe it possible for
so vile an animal to be capable of every action I had
named, if their strength and cunning equalled their
malice. But as my discourse had increased his
abhorrence of the whole species, so he found it gave
him a disturbance in his mind to which he was wholly a
stranger before. He thought his ears, being used to such
abominable words, might, by degrees, admit them with
less detestation: that although he hated the Yahoos of
this country, yet he no more blamed them for their
odious qualities, than he did a gnnayh (a bird of prey)
for its cruelty, or a sharp stone for cutting his hoof. But
when a creature pretending to reason could be capable
of such enormities, he dreaded lest the corruption of that
faculty might be worse than brutality itself. He seemed
therefore confident, that, instead of reason we were only
possessed of some quality fitted to increase our natural
vices; as the reflection from a troubled stream returns
the image of an ill shapen body, not only larger but
more distorted.”
He added, “that he had heard too much upon the subject
of war, both in this and some former discourses. There
was another point, which a little perplexed him at
present. I had informed him, that some of our crew left
their country on account of being ruined by law; that I
had already explained the meaning of the word; but he
was at a loss how it should come to pass, that the law,
which was intended for every man’s preservation,
should be any man’s ruin. Therefore he desired to be
further satisfied what I meant by law, and the dispensers
thereof, according to the present practice in my own
country; because he thought nature and reason were
sufficient guides for a reasonable animal, as we
pretended to be, in showing us what he ought to do, and
what to avoid.”
I assured his honour, “that the law was a science in
which I had not much conversed, further than by
employing advocates, in vain, upon some injustices that
had been done me: however, I would give him all the
satisfaction I was able.”
I said, “there was a society of men among us, bred up
from their youth in the art of proving, by words
multiplied for the purpose, that white is black, and black
is white, according as they are paid. To this society all
the rest of the people are slaves. For example, if my
neighbour has a mind to my cow, he has a lawyer to

prove that he ought to have my cow from me. I must
then hire another to defend my right, it being against all
rules of law that any man should be allowed to speak for
himself. Now, in this case, I, who am the right owner,
lie under two great disadvantages: first, my lawyer,
being practised almost from his cradle in defending
falsehood, is quite out of his element when he would be
an advocate for justice, which is an unnatural office he
always attempts with great awkwardness, if not with illwill. The second disadvantage is, that my lawyer must
proceed with great caution, or else he will be
reprimanded by the judges, and abhorred by his
brethren, as one that would lessen the practice of the
law. And therefore I have but two methods to preserve
my cow. The first is, to gain over my adversary’s
lawyer with a double fee, who will then betray his client
by insinuating that he hath justice on his side. The
second way is for my lawyer to make my cause appear
as unjust as he can, by allowing the cow to belong to my
adversary: and this, if it be skilfully done, will certainly
bespeak the favour of the bench. Now your honour is to
know, that these judges are persons appointed to decide
all controversies of property, as well as for the trial of
criminals, and picked out from the most dexterous
lawyers, who are grown old or lazy; and having been
biassed all their lives against truth and equity, lie under
such a fatal necessity of favouring fraud, perjury, and
oppression, that I have known some of them refuse a
large bribe from the side where justice lay, rather than
injure the faculty, by doing any thing unbecoming their
nature or their office.
“It is a maxim among these lawyers that whatever has
been done before, may legally be done again: and
therefore they take special care to record all the
decisions formerly made against common justice, and
the general reason of mankind. These, under the name
of precedents, they produce as authorities to justify the
most iniquitous opinions; and the judges never fail of
directing accordingly.
“In pleading, they studiously avoid entering into the
merits of the cause; but are loud, violent, and tedious, in
dwelling upon all circumstances which are not to the
purpose. For instance, in the case already mentioned;
they never desire to know what claim or title my
adversary has to my cow; but whether the said cow were
red or black; her horns long or short; whether the field I
graze her in be round or square; whether she was milked
at home or abroad; what diseases she is subject to, and
the like; after which they consult precedents, adjourn
the cause from time to time, and in ten, twenty, or thirty
years, come to an issue.
“It is likewise to be observed, that this society has a
peculiar cant and jargon of their own, that no other
mortal can understand, and wherein all their laws are
written, which they take special care to multiply;
whereby they have wholly confounded the very essence
of truth and falsehood, of right and wrong; so that it will
take thirty years to decide, whether the field left me by
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my ancestors for six generations belongs to me, or to a
stranger three hundred miles off.
“In the trial of persons accused for crimes against the
state, the method is much more short and commendable:
the judge first sends to sound the disposition of those in
power, after which he can easily hang or save a
criminal, strictly preserving all due forms of law.”
Here my master interposing, said, “it was a pity, that
creatures endowed with such prodigious abilities of
mind, as these lawyers, by the description I gave of
them, must certainly be, were not rather encouraged to
be instructors of others in wisdom and knowledge.” In
answer to which I assured his honour, “that in all points
out of their own trade, they were usually the most
ignorant and stupid generation among us, the most
despicable in common conversation, avowed enemies to
all knowledge and learning, and equally disposed to
pervert the general reason of mankind in every other
subject of discourse as in that of their own profession.”
Chapter VI.
A continuation of the state of England under Queen
Anne. The character of a first minister of state in
European courts.
My master was yet wholly at a loss to understand what
motives could incite this race of lawyers to perplex,
disquiet, and weary themselves, and engage in a
confederacy of injustice, merely for the sake of injuring
their fellow-animals; neither could he comprehend what
I meant in saying, they did it for hire. Whereupon I was
at much pains to describe to him the use of money, the
materials it was made of, and the value of the metals;
“that when a Yahoo had got a great store of this precious
substance, he was able to purchase whatever he had a
mind to; the finest clothing, the noblest houses, great
tracts of land, the most costly meats and drinks, and
have his choice of the most beautiful females.
Therefore since money alone was able to perform all
these feats, our Yahoos thought they could never have
enough of it to spend, or to save, as they found
themselves inclined, from their natural bent either to
profusion or avarice; that the rich man enjoyed the fruit
of the poor man’s labour, and the latter were a thousand
to one in proportion to the former; that the bulk of our
people were forced to live miserably, by labouring
every day for small wages, to make a few live
plentifully.”
I enlarged myself much on these, and many other
particulars to the same purpose; but his honour was still
to seek; for he went upon a supposition, that all animals
had a title to their share in the productions of the earth,
and especially those who presided over the rest.
Therefore he desired I would let him know, “what these
costly meats were, and how any of us happened to want
them?” Whereupon I enumerated as many sorts as
came into my head, with the various methods of
dressing them, which could not be done without sending
vessels by sea to every part of the world, as well for
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liquors to drink as for sauces and innumerable other
conveniences. I assured him “that this whole globe of
earth must be at least three times gone round before one
of our better female Yahoos could get her breakfast, or a
cup to put it in.” He said “that must needs be a
miserable country which cannot furnish food for its own
inhabitants. But what he chiefly wondered at was, how
such vast tracts of ground as I described should be
wholly without fresh water, and the people put to the
necessity of sending over the sea for drink.” I replied
“that England (the dear place of my nativity) was
computed to produce three times the quantity of food
more than its inhabitants are able to consume, as well as
liquors extracted from grain, or pressed out of the fruit
of certain trees, which made excellent drink, and the
same proportion in every other convenience of life.
But, in order to feed the luxury and intemperance of the
males, and the vanity of the females, we sent away the
greatest part of our necessary things to other countries,
whence, in return, we brought the materials of diseases,
folly, and vice, to spend among ourselves. Hence it
follows of necessity, that vast numbers of our people are
compelled to seek their livelihood by begging, robbing,
stealing, cheating, pimping, flattering, suborning,
forswearing, forging, gaming, lying, fawning, hectoring,
voting, scribbling, star-gazing, poisoning, whoring,
canting, libelling, freethinking, and the like
occupations:” every one of which terms I was at much
pains to make him understand.
“That wine was not imported among us from foreign
countries to supply the want of water or other drinks,
but because it was a sort of liquid which made us merry
by putting us out of our senses, diverted all melancholy
thoughts, begat wild extravagant imaginations in the
brain, raised our hopes and banished our fears,
suspended every office of reason for a time, and
deprived us of the use of our limbs, till we fell into a
profound sleep; although it must be confessed, that we
always awaked sick and dispirited; and that the use of
this liquor filled us with diseases which made our lives
uncomfortable and short.
“But beside all this, the bulk of our people supported
themselves by furnishing the necessities or
conveniences of life to the rich and to each other. For
instance, when I am at home, and dressed as I ought to
be, I carry on my body the workmanship of a hundred
tradesmen; the building and furniture of my house
employ as many more, and five times the number to
adorn my wife.”
I was going on to tell him of another sort of people, who
get their livelihood by attending the sick, having, upon
some occasions, informed his honour that many of my
crew had died of diseases. But here it was with the
utmost difficulty that I brought him to apprehend what I
meant. “He could easily conceive, that a Houyhnhnm,
grew weak and heavy a few days before his death, or by
some accident might hurt a limb; but that nature, who
works all things to perfection, should suffer any pains to

breed in our bodies, he thought impossible, and desired
to know the reason of so unaccountable an evil.”
I told him “we fed on a thousand things which operated
contrary to each other; that we ate when we were not
hungry, and drank without the provocation of thirst; that
we sat whole nights drinking strong liquors, without
eating a bit, which disposed us to sloth, inflamed our
bodies, and precipitated or prevented digestion; that
prostitute female Yahoos acquired a certain malady,
which bred rottenness in the bones of those who fell into
their embraces; that this, and many other diseases, were
propagated from father to son; so that great numbers
came into the world with complicated maladies upon
them; that it would be endless to give him a catalogue of
all diseases incident to human bodies, for they would
not be fewer than five or six hundred, spread over every
limb and joint - in short, every part, external and
intestine, having diseases appropriated to itself. To
remedy which, there was a sort of people bred up
among us in the profession, or pretence, of curing the
sick. And because I had some skill in the faculty, I
would, in gratitude to his honour, let him know the
whole mystery and method by which they proceed.
“Their fundamental is, that all diseases arise from
repletion; whence they conclude, that a great evacuation
of the body is necessary, either through the natural
passage or upwards at the mouth. Their next business is
from herbs, minerals, gums, oils, shells, salts, juices,
sea-weed, excrements, barks of trees, serpents, toads,
frogs, spiders, dead men’s flesh and bones, birds, beasts,
and fishes, to form a composition, for smell and taste,
the most abominable, nauseous, and detestable, they can
possibly contrive, which the stomach immediately
rejects with loathing, and this they call a vomit; or else,
from the same store-house, with some other poisonous
additions, they command us to take in at the orifice
above or below (just as the physician then happens to be
disposed) a medicine equally annoying and disgustful to
the bowels; which, relaxing the belly, drives down all
before it; and this they call a purge, or a clyster. For
nature (as the physicians allege) having intended the
superior anterior orifice only for the intromission of
solids and liquids, and the inferior posterior for ejection,
these artists ingeniously considering that in all diseases
nature is forced out of her seat, therefore, to replace her
in it, the body must be treated in a manner directly
contrary, by interchanging the use of each orifice;
forcing solids and liquids in at the anus, and making
evacuations at the mouth.
“But, besides real diseases, we are subject to many that
are only imaginary, for which the physicians have
invented imaginary cures; these have their several
names, and so have the drugs that are proper for them;
and with these our female Yahoos are always infested.
“One great excellency in this tribe, is their skill at
prognostics, wherein they seldom fail; their predictions
in real diseases, when they rise to any degree of
malignity, generally portending death, which is always
in their power, when recovery is not: and therefore,

upon any unexpected signs of amendment, after they
have pronounced their sentence, rather than be accused
as false prophets, they know how to approve their
sagacity to the world, by a seasonable dose.
“They are likewise of special use to husbands and wives
who are grown weary of their mates; to eldest sons, to
great ministers of state, and often to princes.”
I had formerly, upon occasion, discoursed with my
master upon the nature of government in general, and
particularly of our own excellent constitution,
deservedly the wonder and envy of the whole world.
But having here accidentally mentioned a minister of
state, he commanded me, some time after, to inform
him, “what species of Yahoo I particularly meant by that
appellation.”
I told him, “that a first or chief minister of state, who
was the person I intended to describe, was the creature
wholly exempt from joy and grief, love and hatred, pity
and anger; at least, makes use of no other passions, but a
violent desire of wealth, power, and titles; that he
applies his words to all uses, except to the indication of
his mind; that he never tells a truth but with an intent
that you should take it for a lie; nor a lie, but with a
design that you should take it for a truth; that those he
speaks worst of behind their backs are in the surest way
of preferment; and whenever he begins to praise you to
others, or to yourself, you are from that day forlorn.
The worst mark you can receive is a promise, especially
when it is confirmed with an oath; after which, every
wise man retires, and gives over all hopes.
“There are three methods, by which a man may rise to
be chief minister. The first is, by knowing how, with
prudence, to dispose of a wife, a daughter, or a sister;
the second, by betraying or undermining his
predecessor; and the third is, by a furious zeal, in public
assemblies, against the corruption’s of the court. But a
wise prince would rather choose to employ those who
practise the last of these methods; because such zealots
prove always the most obsequious and subservient to
the will and passions of their master. That these
ministers, having all employments at their disposal,
preserve themselves in power, by bribing the majority
of a senate or great council; and at last, by an expedient,
called an act of indemnity” (whereof I described the
nature to him), “they secure themselves from afterreckonings, and retire from the public laden with the
spoils of the nation.
“The palace of a chief minister is a seminary to breed up
others in his own trade: the pages, lackeys, and porters,
by imitating their master, become ministers of state in
their several districts, and learn to excel in the three
principal ingredients, of insolence, lying, and bribery.
Accordingly, they have a subaltern court paid to them
by persons of the best rank; and sometimes by the force
of dexterity and impudence, arrive, through several
gradations, to be successors to their lord.
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“He is usually governed by a decayed wench, or
favourite footman, who are the tunnels through which
all graces are conveyed, and may properly be called, in
the last resort, the governors of the kingdom.”
One day, in discourse, my master, having heard me
mention the nobility of my country, was pleased to
make me a compliment which I could not pretend to
deserve: “that he was sure I must have been born of
some noble family, because I far exceeded in shape,
colour, and cleanliness, all the Yahoos of his nation,
although I seemed to fail in strength and agility, which
must be imputed to my different way of living from
those other brutes; and besides I was not only endowed
with the faculty of speech, but likewise with some
rudiments of reason, to a degree that, with all his
acquaintance, I passed for a prodigy.”
He made me observe, “that among the Houyhnhnms, the
white, the sorrel, and the iron-gray, were not so exactly
shaped as the bay, the dapple-gray, and the black; nor
born with equal talents of mind, or a capacity to
improve them; and therefore continued always in the
condition of servants, without ever aspiring to match out
of their own race, which in that country would be
reckoned monstrous and unnatural.”
I made his honour my most humble acknowledgments
for the good opinion he was pleased to conceive of me,
but assured him at the same time, “that my birth was of
the lower sort, having been born of plain honest parents,
who were just able to give me a tolerable education; that
nobility, among us, was altogether a different thing from
the idea he had of it; that our young noblemen are bred
from their childhood in idleness and luxury; that, as
soon as years will permit, they consume their vigour,
and contract odious diseases among lewd females; and
when their fortunes are almost ruined, they marry some
woman of mean birth, disagreeable person, and unsound
constitution (merely for the sake of money), whom they
hate and despise. That the productions of such
marriages are generally scrofulous, rickety, or deformed
children; by which means the family seldom continues
above three generations, unless the wife takes care to
provide a healthy father, among her neighbours or
domestics, in order to improve and continue the breed.
That a weak diseased body, a meagre countenance, and
sallow complexion, are the true marks of noble blood;
and a healthy robust appearance is so disgraceful in a
man of quality, that the world concludes his real father
to have been a groom or a coachman. The
imperfections of his mind run parallel with those of his
body, being a composition of spleen, dullness,
ignorance, caprice, sensuality, and pride.
“Without the consent of this illustrious body, no law can
be enacted, repealed, or altered: and these nobles have
likewise the decision of all our possessions, without
appeal.” {6}
Chapter VII.
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The author’s great love of his native country. His
master’s observations upon the constitution and
administration of England, as described by the author,
with parallel cases and comparisons. His master’s
observations upon human nature.
The reader may be disposed to wonder how I could
prevail on myself to give so free a representation of my
own species, among a race of mortals who are already
too apt to conceive the vilest opinion of humankind,
from that entire congruity between me and their
Yahoos. But I must freely confess, that the many virtues
of those excellent quadrupeds, placed in opposite view
to human corruptions, had so far opened my eyes and
enlarged my understanding, that I began to view the
actions and passions of man in a very different light,
and to think the honour of my own kind not worth
managing; which, besides, it was impossible for me to
do, before a person of so acute a judgment as my
master, who daily convinced me of a thousand faults in
myself, whereof I had not the least perception before,
and which, with us, would never be numbered even
among human infirmities. I had likewise learned, from
his example, an utter detestation of all falsehood or
disguise; and truth appeared so amiable to me, that I
determined upon sacrificing every thing to it.
Let me deal so candidly with the reader as to confess
that there was yet a much stronger motive for the
freedom I took in my representation of things. I had not
yet been a year in this country before I contracted such a
love and veneration for the inhabitants, that I entered on
a firm resolution never to return to humankind, but to
pass the rest of my life among these admirable
Houyhnhnms, in the contemplation and practice of every
virtue, where I could have no example or incitement to
vice. But it was decreed by fortune, my perpetual
enemy, that so great a felicity should not fall to my
share. However, it is now some comfort to reflect, that
in what I said of my countrymen, I extenuated their
faults as much as I durst before so strict an examiner;
and upon every article gave as favourable a turn as the
matter would bear. For, indeed, who is there alive that
will not be swayed by his bias and partiality to the place
of his birth?
I have related the substance of several conversations I
had with my master during the greatest part of the time I
had the honour to be in his service; but have, indeed, for
brevity sake, omitted much more than is here set down.
When I had answered all his questions, and his curiosity
seemed to be fully satisfied, he sent for me one morning
early, and commanded me to sit down at some distance
(an honour which he had never before conferred upon
me). He said, “he had been very seriously considering
my whole story, as far as it related both to myself and
my country; that he looked upon us as a sort of animals,
to whose share, by what accident he could not
conjecture, some small pittance of reason had fallen,
whereof we made no other use, than by its assistance, to
aggravate our natural corruptions, and to acquire new
ones, which nature had not given us; that we disarmed

ourselves of the few abilities she had bestowed; had
been very successful in multiplying our original wants,
and seemed to spend our whole lives in vain endeavours
to supply them by our own inventions; that, as to
myself, it was manifest I had neither the strength nor
agility of a common Yahoo; that I walked infirmly on
my hinder feet; had found out a contrivance to make my
claws of no use or defence, and to remove the hair from
my chin, which was intended as a shelter from the sun
and the weather: lastly, that I could neither run with
speed, nor climb trees like my brethren,” as he called
them, “the Yahoos in his country.
“That our institutions of government and law were
plainly owing to our gross defects in reason, and by
consequence in virtue; because reason alone is sufficient
to govern a rational creature; which was, therefore, a
character we had no pretence to challenge, even from
the account I had given of my own people; although he
manifestly perceived, that, in order to favour them, I had
concealed many particulars, and often said the thing
which was not.
“He was the more confirmed in this opinion, because,
he observed, that as I agreed in every feature of my
body with other Yahoos, except where it was to my real
disadvantage in point of strength, speed, and activity,
the shortness of my claws, and some other particulars
where nature had no part; so from the representation I
had given him of our lives, our manners, and our
actions, he found as near a resemblance in the
disposition of our minds.” He said, “the Yahoos were
known to hate one another, more than they did any
different species of animals; and the reason usually
assigned was, the odiousness of their own shapes, which
all could see in the rest, but not in themselves. He had
therefore begun to think it not unwise in us to cover our
bodies, and by that invention conceal many of our
deformities from each other, which would else be hardly
supportable. But he now found he had been mistaken,
and that the dissensions of those brutes in his country
were owing to the same cause with ours, as I had
described them. For if,” said he, “you throw among five
Yahoos as much food as would be sufficient for fifty,
they will, instead of eating peaceably, fall together by
the ears, each single one impatient to have all to itself;
and therefore a servant was usually employed to stand
by while they were feeding abroad, and those kept at
home were tied at a distance from each other: that if a
cow died of age or accident, before a Houyhnhnm could
secure it for his own Yahoos, those in the
neighbourhood would come in herds to seize it, and then
would ensue such a battle as I had described, with
terrible wounds made by their claws on both sides,
although they seldom were able to kill one another, for
want of such convenient instruments of death as we had
invented. At other times, the like battles have been
fought between the Yahoos of several neighbourhoods,
without any visible cause; those of one district watching
all opportunities to surprise the next, before they are
prepared. But if they find their project has miscarried,

they return home, and, for want of enemies, engage in
what I call a civil war among themselves.
“That in some fields of his country there are certain
shining stones of several colours, whereof the Yahoos
are violently fond: and when part of these stones is fixed
in the earth, as it sometimes happens, they will dig with
their claws for whole days to get them out; then carry
them away, and hide them by heaps in their kennels; but
still looking round with great caution, for fear their
comrades should find out their treasure.” My master
said, “he could never discover the reason of this
unnatural appetite, or how these stones could be of any
use to a Yahoo; but now he believed it might proceed
from the same principle of avarice which I had ascribed
to mankind. That he had once, by way of experiment,
privately removed a heap of these stones from the place
where one of his Yahoos had buried it; whereupon the
sordid animal, missing his treasure, by his loud
lamenting brought the whole herd to the place, there
miserably howled, then fell to biting and tearing the
rest, began to pine away, would neither eat, nor sleep,
nor work, till he ordered a servant privately to convey
the stones into the same hole, and hide them as before;
which, when his Yahoo had found, he presently
recovered his spirits and good humour, but took good
care to remove them to a better hiding place, and has
ever since been a very serviceable brute.”
My master further assured me, which I also observed
myself, “that in the fields where the shining stones
abound, the fiercest and most frequent battles are
fought, occasioned by perpetual inroads of the
neighbouring Yahoos.”
He said, “it was common, when two Yahoos discovered
such a stone in a field, and were contending which of
them should be the proprietor, a third would take the
advantage, and carry it away from them both;” which
my master would needs contend to have some kind of
resemblance with our suits at law; wherein I thought it
for our credit not to undeceive him; since the decision
he mentioned was much more equitable than many
decrees among us; because the plaintiff and defendant
there lost nothing beside the stone they contended for:
whereas our courts of equity would never have
dismissed the cause, while either of them had any thing
left.
My master, continuing his discourse, said, “there was
nothing that rendered the Yahoos more odious, than
their undistinguishing appetite to devour every thing
that came in their way, whether herbs, roots, berries, the
corrupted flesh of animals, or all mingled together: and
it was peculiar in their temper, that they were fonder of
what they could get by rapine or stealth, at a greater
distance, than much better food provided for them at
home. If their prey held out, they would eat till they
were ready to burst; after which, nature had pointed out
to them a certain root that gave them a general
evacuation.
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“There was also another kind of root, very juicy, but
somewhat rare and difficult to be found, which the
Yahoos sought for with much eagerness, and would
suck it with great delight; it produced in them the same
effects that wine has upon us. It would make them
sometimes hug, and sometimes tear one another; they
would howl, and grin, and chatter, and reel, and tumble,
and then fall asleep in the mud.”
I did indeed observe that the Yahoos were the only
animals in this country subject to any diseases; which,
however, were much fewer than horses have among us,
and contracted, not by any ill-treatment they meet with,
but by the nastiness and greediness of that sordid brute.
Neither has their language any more than a general
appellation for those maladies, which is borrowed from
the name of the beast, and called hnea-yahoo, or
Yahoo’s evil; and the cure prescribed is a mixture of
their own dung and urine, forcibly put down the
Yahoo’s throat. This I have since often known to have
been taken with success, and do here freely recommend
it to my countrymen for the public good, as an
admirable specific against all diseases produced by
repletion.
“As to learning, government, arts, manufactures, and the
like,” my master confessed, “he could find little or no
resemblance between the Yahoos of that country and
those in ours; for he only meant to observe what parity
there was in our natures. He had heard, indeed, some
curious Houyhnhnms observe, that in most herds there
was a sort of ruling Yahoo (as among us there is
generally some leading or principal stag in a park), who
was always more deformed in body, and mischievous in
disposition, than any of the rest; that this leader had
usually a favourite as like himself as he could get,
whose employment was to lick his master’s feet and
posteriors, and drive the female Yahoos to his kennel;
for which he was now and then rewarded with a piece of
ass’s flesh. This favourite is hated by the whole herd,
and therefore, to protect himself, keeps always near the
person of his leader. He usually continues in office till a
worse can be found; but the very moment he is
discarded, his successor, at the head of all the Yahoos in
that district, young and old, male and female, come in a
body, and discharge their excrements upon him from
head to foot. But how far this might be applicable to
our courts, and favourites, and ministers of state, my
master said I could best determine.”
I durst make no return to this malicious insinuation,
which debased human understanding below the sagacity
of a common hound, who has judgment enough to
distinguish and follow the cry of the ablest dog in the
pack, without being ever mistaken.
My master told me, “there were some qualities
remarkable in the Yahoos, which he had not observed
me to mention, or at least very slightly, in the accounts I
had given of humankind.” He said, “those animals, like
other brutes, had their females in common; but in this
they differed, that the she Yahoo would admit the males
while she was pregnant; and that the hes would quarrel
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and fight with the females, as fiercely as with each
other; both which practices were such degrees of
infamous brutality, as no other sensitive creature ever
arrived at.
“Another thing he wondered at in the Yahoos, was their
strange disposition to nastiness and dirt; whereas there
appears to be a natural love of cleanliness in all other
animals.” As to the two former accusations, I was glad
to let them pass without any reply, because I had not a
word to offer upon them in defence of my species,
which otherwise I certainly had done from my own
inclinations. But I could have easily vindicated
humankind from the imputation of singularity upon the
last article, if there had been any swine in that country
(as unluckily for me there were not), which, although it
may be a sweeter quadruped than a Yahoo, cannot, I
humbly conceive, in justice, pretend to more
cleanliness; and so his honour himself must have
owned, if he had seen their filthy way of feeding, and
their custom of wallowing and sleeping in the mud.
My master likewise mentioned another quality which
his servants had discovered in several Yahoos, and to
him was wholly unaccountable. He said, “a fancy
would sometimes take a Yahoo to retire into a corner, to
lie down, and howl, and groan, and spurn away all that
came near him, although he were young and fat, wanted
neither food nor water, nor did the servant imagine what
could possibly ail him. And the only remedy they found
was, to set him to hard work, after which he would
infallibly come to himself.” To this I was silent out of
partiality to my own kind; yet here I could plainly
discover the true seeds of spleen, which only seizes on
the lazy, the luxurious, and the rich; who, if they were
forced to undergo the same regimen, I would undertake
for the cure.
His honour had further observed, “that a female Yahoo
would often stand behind a bank or a bush, to gaze on
the young males passing by, and then appear, and hide,
using many antic gestures and grimaces, at which time it
was observed that she had a most offensive smell; and
when any of the males advanced, would slowly retire,
looking often back, and with a counterfeit show of fear,
run off into some convenient place, where she knew the
male would follow her.
“At other times, if a female stranger came among them,
three or four of her own sex would get about her, and
stare, and chatter, and grin, and smell her all over; and
then turn off with gestures, that seemed to express
contempt and disdain.”
Perhaps my master might refine a little in these
speculations, which he had drawn from what he
observed himself, or had been told him by others;
however, I could not reflect without some amazement,
and much sorrow, that the rudiments of lewdness,
coquetry, censure, and scandal, should have place by
instinct in womankind.

I expected every moment that my master would accuse
the Yahoos of those unnatural appetites in both sexes, so
common among us. But nature, it seems, has not been
so expert a school-mistress; and these politer pleasures
are entirely the productions of art and reason on our side
of the globe.

Chapter VIII.
The author relates several particulars of the Yahoos.
The great virtues of the Houyhnhnms. The education
and exercise of their youth. Their general assembly.
As I ought to have understood human nature much
better than I supposed it possible for my master to do, so
it was easy to apply the character he gave of the Yahoos
to myself and my countrymen; and I believed I could
yet make further discoveries, from my own
observation. I therefore often begged his honour to let
me go among the herds of Yahoos in the
neighbourhood; to which he always very graciously
consented, being perfectly convinced that the hatred I
bore these brutes would never suffer me to be corrupted
by them; and his honour ordered one of his servants, a
strong sorrel nag, very honest and good-natured, to be
my guard; without whose protection I durst not
undertake such adventures. For I have already told the
reader how much I was pestered by these odious
animals, upon my first arrival; and I afterwards failed
very narrowly, three or four times, of falling into their
clutches, when I happened to stray at any distance
without my hanger. And I have reason to believe they
had some imagination that I was of their own species,
which I often assisted myself by stripping up my
sleeves, and showing my naked arms and breasts in their
sight, when my protector was with me. At which times
they would approach as near as they durst, and imitate
my actions after the manner of monkeys, but ever with
great signs of hatred; as a tame jackdaw with cap and
stockings is always persecuted by the wild ones, when
he happens to be got among them.
They are prodigiously nimble from their infancy.
However, I once caught a young male of three years old,
and endeavoured, by all marks of tenderness, to make it
quiet; but the little imp fell a squalling, and scratching,
and biting with such violence, that I was forced to let it
go; and it was high time, for a whole troop of old ones
came about us at the noise, but finding the cub was safe
(for away it ran), and my sorrel nag being by, they durst
not venture near us. I observed the young animal’s
flesh to smell very rank, and the stink was somewhat
between a weasel and a fox, but much more
disagreeable. I forgot another circumstance (and
perhaps I might have the reader’s pardon if it were
wholly omitted), that while I held the odious vermin in
my hands, it voided its filthy excrements of a yellow
liquid substance all over my clothes; but by good
fortune there was a small brook hard by, where I
washed myself as clean as I could; although I durst not
come into my master’s presence until I were sufficiently
aired.

By what I could discover, the Yahoos appear to be the
most unteachable of all animals: their capacity never
reaching higher than to draw or carry burdens. Yet I am
of opinion, this defect arises chiefly from a perverse,
restive disposition; for they are cunning, malicious,
treacherous, and revengeful. They are strong and hardy,
but of a cowardly spirit, and, by consequence, insolent,
abject, and cruel. It is observed, that the red haired of
both sexes are more libidinous and mischievous than the
rest, whom yet they much exceed in strength and
activity.
The Houyhnhnms keep the Yahoos for present use in
huts not far from the house; but the rest are sent abroad
to certain fields, where they dig up roots, eat several
kinds of herbs, and search about for carrion, or
sometimes catch weasels and luhimuhs (a sort of wild
rat), which they greedily devour. Nature has taught
them to dig deep holes with their nails on the side of a
rising ground, wherein they lie by themselves; only the
kennels of the females are larger, sufficient to hold two
or three cubs.
They swim from their infancy like frogs, and are able to
continue long under water, where they often take fish,
which the females carry home to their young. And,
upon this occasion, I hope the reader will pardon my
relating an odd adventure.
Being one day abroad with my protector the sorrel nag,
and the weather exceeding hot, I entreated him to let me
bathe in a river that was near. He consented, and I
immediately stripped myself stark naked, and went
down softly into the stream. It happened that a young
female Yahoo, standing behind a bank, saw the whole
proceeding, and inflamed by desire, as the nag and I
conjectured, came running with all speed, and leaped
into the water, within five yards of the place where I
bathed. I was never in my life so terribly frightened.
The nag was grazing at some distance, not suspecting
any harm. She embraced me after a most fulsome
manner. I roared as loud as I could, and the nag came
galloping towards me, whereupon she quitted her grasp,
with the utmost reluctancy, and leaped upon the
opposite bank, where she stood gazing and howling all
the time I was putting on my clothes.
This was a matter of diversion to my master and his
family, as well as of mortification to myself. For now I
could no longer deny that I was a real Yahoo in every
limb and feature, since the females had a natural
propensity to me, as one of their own species. Neither
was the hair of this brute of a red colour (which might
have been some excuse for an appetite a little irregular),
but black as a sloe, and her countenance did not make
an appearance altogether so hideous as the rest of her
kind; for I think she could not be above eleven years
old.
Having lived three years in this country, the reader, I
suppose, will expect that I should, like other travellers,
give him some account of the manners and customs of
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its inhabitants, which it was indeed my principal study
to learn.

limited upon this article: these are allowed to produce
three of each sex, to be domestics in the noble families.

As these noble Houyhnhnms are endowed by nature
with a general disposition to all virtues, and have no
conceptions or ideas of what is evil in a rational
creature, so their grand maxim is, to cultivate reason,
and to be wholly governed by it. Neither is reason
among them a point problematical, as with us, where
men can argue with plausibility on both sides of the
question, but strikes you with immediate conviction; as
it must needs do, where it is not mingled, obscured, or
discoloured, by passion and interest. I remember it was
with extreme difficulty that I could bring my master to
understand the meaning of the word opinion, or how a
point could be disputable; because reason taught us to
affirm or deny only where we are certain; and beyond
our knowledge we cannot do either. So that
controversies, wranglings, disputes, and positiveness, in
false or dubious propositions, are evils unknown among
the Houyhnhnms. In the like manner, when I used to
explain to him our several systems of natural
philosophy, he would laugh, “that a creature pretending
to reason, should value itself upon the knowledge of
other people’s conjectures, and in things where that
knowledge, if it were certain, could be of no use.”
Wherein he agreed entirely with the sentiments of
Socrates, as Plato delivers them; which I mention as the
highest honour I can do that prince of philosophers. I
have often since reflected, what destruction such
doctrine would make in the libraries of Europe; and how
many paths of fame would be then shut up in the
learned world.

In their marriages, they are exactly careful to choose
such colours as will not make any disagreeable mixture
in the breed. Strength is chiefly valued in the male, and
comeliness in the female; not upon the account of love,
but to preserve the race from degenerating; for where a
female happens to excel in strength, a consort is chosen,
with regard to comeliness.

Friendship and benevolence are the two principal
virtues among the Houyhnhnms; and these not confined
to particular objects, but universal to the whole race; for
a stranger from the remotest part is equally treated with
the nearest neighbour, and wherever he goes, looks
upon himself as at home. They preserve decency and
civility in the highest degrees, but are altogether
ignorant of ceremony. They have no fondness for their
colts or foals, but the care they take in educating them
proceeds entirely from the dictates of reason. And I
observed my master to show the same affection to his
neighbour’s issue, that he had for his own. They will
have it that nature teaches them to love the whole
species, and it is reason only that makes a distinction of
persons, where there is a superior degree of virtue.

Temperance, industry, exercise, and cleanliness, are the
lessons equally enjoined to the young ones of both
sexes: and my master thought it monstrous in us, to give
the females a different kind of education from the
males, except in some articles of domestic management;
whereby, as he truly observed, one half of our natives
were good for nothing but bringing children into the
world; and to trust the care of our children to such
useless animals, he said, was yet a greater instance of
brutality.

When the matron Houyhnhnms have produced one of
each sex, they no longer accompany with their consorts,
except they lose one of their issue by some casualty,
which very seldom happens; but in such a case they
meet again; or when the like accident befalls a person
whose wife is past bearing, some other couple bestow
on him one of their own colts, and then go together
again until the mother is pregnant. This caution is
necessary, to prevent the country from being
overburdened with numbers. But the race of inferior
Houyhnhnms, bred up to be servants, is not so strictly
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Courtship, love, presents, jointures, settlements have no
place in their thoughts, or terms whereby to express
them in their language. The young couple meet, and are
joined, merely because it is the determination of their
parents and friends; it is what they see done every day,
and they look upon it as one of the necessary actions of
a reasonable being. But the violation of marriage, or
any other unchastity, was never heard of; and the
married pair pass their lives with the same friendship
and mutual benevolence, that they bear to all others of
the same species who come in their way, without
jealousy, fondness, quarrelling, or discontent.
In educating the youth of both sexes, their method is
admirable, and highly deserves our imitation. These are
not suffered to taste a grain of oats, except upon certain
days, till eighteen years old; nor milk, but very rarely;
and in summer they graze two hours in the morning, and
as many in the evening, which their parents likewise
observe; but the servants are not allowed above half that
time, and a great part of their grass is brought home,
which they eat at the most convenient hours, when they
can be best spared from work.

But the Houyhnhnms train up their youth to strength,
speed, and hardiness, by exercising them in running
races up and down steep hills, and over hard stony
grounds; and when they are all in a sweat, they are
ordered to leap over head and ears into a pond or river.
Four times a year the youth of a certain district meet to
show their proficiency in running and leaping, and other
feats of strength and agility; where the victor is
rewarded with a song in his or her praise. On this
festival, the servants drive a herd of Yahoos into the
field, laden with hay, and oats, and milk, for a repast to
the Houyhnhnms; after which, these brutes are
immediately driven back again, for fear of being
noisome to the assembly.
Every fourth year, at the vernal equinox, there is a
representative council of the whole nation, which meets

in a plain about twenty miles from our house, and
continues about five or six days. Here they inquire into
the state and condition of the several districts; whether
they abound or be deficient in hay or oats, or cows, or
Yahoos; and wherever there is any want (which is but
seldom) it is immediately supplied by unanimous
consent and contribution. Here likewise the regulation
of children is settled: as for instance, if a Houyhnhnm
has two males, he changes one of them with another that
has two females; and when a child has been lost by any
casualty, where the mother is past breeding, it is
determined what family in the district shall breed
another to supply the loss.
Chapter IX.
A grand debate at the general assembly of the
Houyhnhnms, and how it was determined. The learning
of the Houyhnhnms. Their buildings. Their manner of
burials. The defectiveness of their language.
One of these grand assemblies was held in my time,
about three months before my departure, whither my
master went as the representative of our district. In this
council was resumed their old debate, and indeed the
only debate that ever happened in their country; whereof
my master, after his return, give me a very particular
account.
The question to be debated was, “whether the Yahoos
should be exterminated from the face of the earth?”
One of the members for the affirmative offered several
arguments of great strength and weight, alleging, “that
as the Yahoos were the most filthy, noisome, and
deformed animals which nature ever produced, so they
were the most restive and indocible, mischievous and
malicious; they would privately suck the teats of the
Houyhnhnms’ cows, kill and devour their cats, trample
down their oats and grass, if they were not continually
watched, and commit a thousand other extravagancies.”
He took notice of a general tradition, “that Yahoos had
not been always in their country; but that many ages
ago, two of these brutes appeared together upon a
mountain; whether produced by the heat of the sun upon
corrupted mud and slime, or from the ooze and froth of
the sea, was never known; that these Yahoos
engendered, and their brood, in a short time, grew so
numerous as to overrun and infest the whole nation; that
the Houyhnhnms, to get rid of this evil, made a general
hunting, and at last enclosed the whole herd; and
destroying the elder, every Houyhnhnm kept two young
ones in a kennel, and brought them to such a degree of
tameness, as an animal, so savage by nature, can be
capable of acquiring, using them for draught and
carriage; that there seemed to be much truth in this
tradition, and that those creatures could not be
yinhniamshy (or aborigines of the land), because of the
violent hatred the Houyhnhnms, as well as all other
animals, bore them, which, although their evil
disposition sufficiently deserved, could never have
arrived at so high a degree if they had been aborigines,
or else they would have long since been rooted out; that
the inhabitants, taking a fancy to use the service of the

Yahoos, had, very imprudently, neglected to cultivate
the breed of asses, which are a comely animal, easily
kept, more tame and orderly, without any offensive
smell, strong enough for labour, although they yield to
the other in agility of body, and if their braying be no
agreeable sound, it is far preferable to the horrible
howlings of the Yahoos.”
Several others declared their sentiments to the same
purpose, when my master proposed an expedient to the
assembly, whereof he had indeed borrowed the hint
from me. “He approved of the tradition mentioned by
the honourable member who spoke before, and
affirmed, that the two Yahoos said to be seen first
among them, had been driven thither over the sea; that
coming to land, and being forsaken by their
companions, they retired to the mountains, and
degenerating by degrees, became in process of time
much more savage than those of their own species in the
country whence these two originals came. The reason
of this assertion was, that he had now in his possession a
certain wonderful Yahoo (meaning myself) which most
of them had heard of, and many of them had seen. He
then related to them how he first found me; that my
body was all covered with an artificial composure of the
skins and hairs of other animals; that I spoke in a
language of my own, and had thoroughly learned theirs;
that I had related to him the accidents which brought me
thither; that when he saw me without my covering, I
was an exact Yahoo in every part, only of a whiter
colour, less hairy, and with shorter claws. He added,
how I had endeavoured to persuade him, that in my own
and other countries, the Yahoos acted as the governing,
rational animal, and held the Houyhnhnms in servitude;
that he observed in me all the qualities of a Yahoo, only
a little more civilized by some tincture of reason, which,
however, was in a degree as far inferior to the
Houyhnhnm race, as the Yahoos of their country were to
me; that, among other things, I mentioned a custom we
had of castrating Houyhnhnms when they were young,
in order to render them tame; that the operation was
easy and safe; that it was no shame to learn wisdom
from brutes, as industry is taught by the ant, and
building by the swallow (for so I translate the word
lyhannh, although it be a much larger fowl); that this
invention might be practised upon the younger Yahoos
here, which besides rendering them tractable and fitter
for use, would in an age put an end to the whole species,
without destroying life; that in the mean time the
Houyhnhnms should be exhorted to cultivate the breed
of asses, which, as they are in all respects more valuable
brutes, so they have this advantage, to be fit for service
at five years old, which the others are not till twelve.”
This was all my master thought fit to tell me, at that
time, of what passed in the grand council. But he was
pleased to conceal one particular, which related
personally to myself, whereof I soon felt the unhappy
effect, as the reader will know in its proper place, and
whence I date all the succeeding misfortunes of my life.
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The Houyhnhnms have no letters, and consequently
their knowledge is all traditional. But there happening
few events of any moment among a people so well
united, naturally disposed to every virtue, wholly
governed by reason, and cut off from all commerce with
other nations, the historical part is easily preserved
without burdening their memories. I have already
observed that they are subject to no diseases, and
therefore can have no need of physicians. However,
they have excellent medicines, composed of herbs, to
cure accidental bruises and cuts in the pastern or frog of
the foot, by sharp stones, as well as other maims and
hurts in the several parts of the body.
They calculate the year by the revolution of the sun and
moon, but use no subdivisions into weeks. They are
well enough acquainted with the motions of those two
luminaries, and understand the nature of eclipses; and
this is the utmost progress of their astronomy.
In poetry, they must be allowed to excel all other
mortals; wherein the justness of their similes, and the
minuteness as well as exactness of their descriptions,
are indeed inimitable. Their verses abound very much
in both of these, and usually contain either some exalted
notions of friendship and benevolence or the praises of
those who were victors in races and other bodily
exercises. Their buildings, although very rude and
simple, are not inconvenient, but well contrived to
defend them from all injuries of and heat. They have a
kind of tree, which at forty years old loosens in the root,
and falls with the first storm: it grows very straight, and
being pointed like stakes with a sharp stone (for the
Houyhnhnms know not the use of iron), they stick them
erect in the ground, about ten inches asunder, and then
weave in oat straw, or sometimes wattles, between
them. The roof is made after the same manner, and so
are the doors.
The Houyhnhnms use the hollow part, between the
pastern and the hoof of their fore-foot, as we do our
hands, and this with greater dexterity than I could at
first imagine. I have seen a white mare of our family
thread a needle (which I lent her on purpose) with that
joint. They milk their cows, reap their oats, and do all
the work which requires hands, in the same manner.
They have a kind of hard flints, which, by grinding
against other stones, they form into instruments, that
serve instead of wedges, axes, and hammers. With tools
made of these flints, they likewise cut their hay, and
reap their oats, which there grow naturally in several
fields; the Yahoos draw home the sheaves in carriages,
and the servants tread them in certain covered huts to
get out the grain, which is kept in stores. They make a
rude kind of earthen and wooden vessels, and bake the
former in the sun.
If they can avoid casualties, they die only of old age,
and are buried in the obscurest places that can be found,
their friends and relations expressing neither joy nor
grief at their departure; nor does the dying person
discover the least regret that he is leaving the world, any
more than if he were upon returning home from a visit
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to one of his neighbours. I remember my master having
once made an appointment with a friend and his family
to come to his house, upon some affair of importance:
on the day fixed, the mistress and her two children came
very late; she made two excuses, first for her husband,
who, as she said, happened that very morning to
shnuwnh. The word is strongly expressive in their
language, but not easily rendered into English; it
signifies, “to retire to his first mother.” Her excuse for
not coming sooner, was, that her husband dying late in
the morning, she was a good while consulting her
servants about a convenient place where his body
should be laid; and I observed, she behaved herself at
our house as cheerfully as the rest. She died about three
months after.
They live generally to seventy, or seventy-five years,
very seldom to fourscore. Some weeks before their
death, they feel a gradual decay; but without pain.
During this time they are much visited by their friends,
because they cannot go abroad with their usual ease and
satisfaction. However, about ten days before their
death, which they seldom fail in computing, they return
the visits that have been made them by those who are
nearest in the neighbourhood, being carried in a
convenient sledge drawn by Yahoos; which vehicle they
use, not only upon this occasion, but when they grow
old, upon long journeys, or when they are lamed by any
accident: and therefore when the dying Houyhnhnms
return those visits, they take a solemn leave of their
friends, as if they were going to some remote part of the
country, where they designed to pass the rest of their
lives.
I know not whether it may be worth observing, that the
Houyhnhnms have no word in their language to express
any thing that is evil, except what they borrow from the
deformities or ill qualities of the Yahoos. Thus they
denote the folly of a servant, an omission of a child, a
stone that cuts their feet, a continuance of foul or
unseasonable weather, and the like, by adding to each
the epithet of Yahoo. For instance, hhnm Yahoo;
whnaholm Yahoo, ynlhmndwihlma Yahoo, and an illcontrived house ynholmhnmrohlnw Yahoo.
I could, with great pleasure, enlarge further upon the
manners and virtues of this excellent people; but
intending in a short time to publish a volume by itself,
expressly upon that subject, I refer the reader thither;
and, in the mean time, proceed to relate my own sad
catastrophe.

Chapter X.
The author’s economy, and happy life, among the
Houyhnhnms. His great improvement in virtue by
conversing with them. Their conversations. The author
has notice given him by his master, that he must depart
from the country. He falls into a swoon for grief; but
submits. He contrives and finishes a canoe by the help
of a fellow-servant, and puts to sea at a venture.

I had settled my little economy to my own heart’s
content. My master had ordered a room to be made for
me, after their manner, about six yards from the house:
the sides and floors of which I plastered with clay, and
covered with rush-mats of my own contriving. I had
beaten hemp, which there grows wild, and made of it a
sort of ticking; this I filled with the feathers of several
birds I had taken with springes made of Yahoos’ hairs,
and were excellent food. I had worked two chairs with
my knife, the sorrel nag helping me in the grosser and
more laborious part. When my clothes were worn to
rags, I made myself others with the skins of rabbits, and
of a certain beautiful animal, about the same size, called
nnuhnoh, the skin of which is covered with a fine
down. Of these I also made very tolerable stockings. I
soled my shoes with wood, which I cut from a tree, and
fitted to the upper-leather; and when this was worn out,
I supplied it with the skins of Yahoos dried in the sun. I
often got honey out of hollow trees, which I mingled
with water, or ate with my bread. No man could more
verify the truth of these two maxims, “That nature is
very easily satisfied;” and, “That necessity is the mother
of invention.” I enjoyed perfect health of body, and
tranquillity of mind; I did not feel the treachery or
inconstancy of a friend, nor the injuries of a secret or
open enemy. I had no occasion of bribing, flattering, or
pimping, to procure the favour of any great man, or of
his minion; I wanted no fence against fraud or
oppression: here was neither physician to destroy my
body, nor lawyer to ruin my fortune; no informer to
watch my words and actions, or forge accusations
against me for hire: here were no gibers, censurers,
backbiters, pickpockets, highwaymen, housebreakers,
attorneys, bawds, buffoons, gamesters, politicians, wits,
splenetics, tedious talkers, controvertists, ravishers,
murderers, robbers, virtuosos; no leaders, or followers,
of party and faction; no encouragers to vice, by
seducement or examples; no dungeon, axes, gibbets,
whipping-posts, or pillories; no cheating shopkeepers or
mechanics; no pride, vanity, or affectation; no fops,
bullies, drunkards, strolling whores, or poxes; no
ranting, lewd, expensive wives; no stupid, proud
pedants; no importunate, overbearing, quarrelsome,
noisy, roaring, empty, conceited, swearing companions;
no scoundrels raised from the dust upon the merit of
their vices, or nobility thrown into it on account of their
virtues; no lords, fiddlers, judges, or dancing-masters.
I had the favour of being admitted to several
Houyhnhnms, who came to visit or dine with my master;
where his honour graciously suffered me to wait in the
room, and listen to their discourse. Both he and his
company would often descend to ask me questions, and
receive my answers. I had also sometimes the honour
of attending my master in his visits to others. I never
presumed to speak, except in answer to a question; and
then I did it with inward regret, because it was a loss of
so much time for improving myself; but I was infinitely
delighted with the station of an humble auditor in such
conversations, where nothing passed but what was
useful, expressed in the fewest and most significant

words; where, as I have already said, the greatest
decency was observed, without the least degree of
ceremony; where no person spoke without being
pleased himself, and pleasing his companions; where
there was no interruption, tediousness, heat, or
difference of sentiments. They have a notion, that when
people are met together, a short silence does much
improve conversation: this I found to be true; for during
those little intermissions of talk, new ideas would arise
in their minds, which very much enlivened the
discourse. Their subjects are, generally on friendship
and benevolence, on order and economy; sometimes
upon the visible operations of nature, or ancient
traditions; upon the bounds and limits of virtue; upon
the unerring rules of reason, or upon some
determinations to be taken at the next great assembly:
and often upon the various excellences of poetry. I may
add, without vanity, that my presence often gave them
sufficient matter for discourse, because it afforded my
master an occasion of letting his friends into the history
of me and my country, upon which they were all
pleased to descant, in a manner not very advantageous
to humankind: and for that reason I shall not repeat what
they said; only I may be allowed to observe, that his
honour, to my great admiration, appeared to understand
the nature of Yahoos much better than myself. He went
through all our vices and follies, and discovered many,
which I had never mentioned to him, by only supposing
what qualities a Yahoo of their country, with a small
proportion of reason, might be capable of exerting; and
concluded, with too much probability, “how vile, as
well as miserable, such a creature must be.”
I freely confess, that all the little knowledge I have of
any value, was acquired by the lectures I received from
my master, and from hearing the discourses of him and
his friends; to which I should be prouder to listen, than
to dictate to the greatest and wisest assembly in Europe.
I admired the strength, comeliness, and speed of the
inhabitants; and such a constellation of virtues, in such
amiable persons, produced in me the highest
veneration. At first, indeed, I did not feel that natural
awe, which the Yahoos and all other animals bear
toward them; but it grew upon me by decrees, much
sooner than I imagined, and was mingled with a
respectful love and gratitude, that they would
condescend to distinguish me from the rest of my
species.
When I thought of my family, my friends, my
countrymen, or the human race in general, I considered
them, as they really were, Yahoos in shape and
disposition, perhaps a little more civilized, and qualified
with the gift of speech; but making no other use of
reason, than to improve and multiply those vices
whereof their brethren in this country had only the share
that nature allotted them. When I happened to behold
the reflection of my own form in a lake or fountain, I
turned away my face in horror and detestation of
myself, and could better endure the sight of a common
Yahoo than of my own person. By conversing with the
Houyhnhnms, and looking upon them with delight, I fell
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to imitate their gait and gesture, which is now grown
into a habit; and my friends often tell me, in a blunt
way, “that I trot like a horse;” which, however, I take
for a great compliment. Neither shall I disown, that in
speaking I am apt to fall into the voice and manner of
the Houyhnhnms, and hear myself ridiculed on that
account, without the least mortification.
In the midst of all this happiness, and when I looked
upon myself to be fully settled for life, my master sent
for me one morning a little earlier than his usual hour. I
observed by his countenance that he was in some
perplexity, and at a loss how to begin what he had to
speak. After a short silence, he told me, “he did not
know how I would take what he was going to say: that
in the last general assembly, when the affair of the
Yahoos was entered upon, the representatives had taken
offence at his keeping a Yahoo (meaning myself) in his
family, more like a Houyhnhnm than a brute animal;
that he was known frequently to converse with me, as if
he could receive some advantage or pleasure in my
company; that such a practice was not agreeable to
reason or nature, or a thing ever heard of before among
them; the assembly did therefore exhort him either to
employ me like the rest of my species, or command me
to swim back to the place whence I came: that the first
of these expedients was utterly rejected by all the
Houyhnhnms who had ever seen me at his house or their
own; for they alleged, that because I had some
rudiments of reason, added to the natural pravity of
those animals, it was to be feared I might be able to
seduce them into the woody and mountainous parts of
the country, and bring them in troops by night to destroy
the Houyhnhnms’ cattle, as being naturally of the
ravenous kind, and averse from labour.”
My master added, “that he was daily pressed by the
Houyhnhnms of the neighbourhood to have the
assembly’s exhortation executed, which he could not
put off much longer. He doubted it would be
impossible for me to swim to another country; and
therefore wished I would contrive some sort of vehicle,
resembling those I had described to him, that might
carry me on the sea; in which work I should have the
assistance of his own servants, as well as those of his
neighbours.” He concluded, “that for his own part, he
could have been content to keep me in his service as
long as I lived; because he found I had cured myself of
some bad habits and dispositions, by endeavouring, as
far as my inferior nature was capable, to imitate the
Houyhnhnms.”
I should here observe to the reader, that a decree of the
general assembly in this country is expressed by the
word hnhloayn, which signifies an exhortation, as near
as I can render it; for they have no conception how a
rational creature can be compelled, but only advised, or
exhorted; because no person can disobey reason,
without giving up his claim to be a rational creature.
I was struck with the utmost grief and despair at my
master’s discourse; and being unable to support the
agonies I was under, I fell into a swoon at his feet.
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When I came to myself, he told me “that he concluded I
had been dead;” for these people are subject to no such
imbecilities of nature. I answered in a faint voice, “that
death would have been too great a happiness; that
although I could not blame the assembly’s exhortation,
or the urgency of his friends; yet, in my weak and
corrupt judgment, I thought it might consist with reason
to have been less rigorous; that I could not swim a
league, and probably the nearest land to theirs might be
distant above a hundred: that many materials, necessary
for making a small vessel to carry me off, were wholly
wanting in this country; which, however, I would
attempt, in obedience and gratitude to his honour,
although I concluded the thing to be impossible, and
therefore looked on myself as already devoted to
destruction; that the certain prospect of an unnatural
death was the least of my evils; for, supposing I should
escape with life by some strange adventure, how could I
think with temper of passing my days among Yahoos,
and relapsing into my old corruptions, for want of
examples to lead and keep me within the paths of
virtue? that I knew too well upon what solid reasons all
the determinations of the wise Houyhnhnms were
founded, not to be shaken by arguments of mine, a
miserable Yahoo; and therefore, after presenting him
with my humble thanks for the offer of his servants’
assistance in making a vessel, and desiring a reasonable
time for so difficult a work, I told him I would
endeavour to preserve a wretched being; and if ever I
returned to England, was not without hopes of being
useful to my own species, by celebrating the praises of
the renowned Houyhnhnms, and proposing their virtues
to the imitation of mankind.”
My master, in a few words, made me a very gracious
reply; allowed me the space of two months to finish my
boat; and ordered the sorrel nag, my fellow-servant (for
so, at this distance, I may presume to call him), to
follow my instruction; because I told my master, “that
his help would be sufficient, and I knew he had a
tenderness for me.”
In his company, my first business was to go to that part
of the coast where my rebellious crew had ordered me
to be set on shore. I got upon a height, and looking on
every side into the sea; fancied I saw a small island
toward the north-east. I took out my pocket glass, and
could then clearly distinguish it above five leagues off,
as I computed; but it appeared to the sorrel nag to be
only a blue cloud: for as he had no conception of any
country beside his own, so he could not be as expert in
distinguishing remote objects at sea, as we who so much
converse in that element.
After I had discovered this island, I considered no
further; but resolved it should if possible, be the first
place of my banishment, leaving the consequence to
fortune.
I returned home, and consulting with the sorrel nag, we
went into a copse at some distance, where I with my
knife, and he with a sharp flint, fastened very artificially
after their manner, to a wooden handle, cut down

several oak wattles, about the thickness of a walkingstaff, and some larger pieces. But I shall not trouble the
reader with a particular description of my own
mechanics; let it suffice to say, that in six weeks time
with the help of the sorrel nag, who performed the parts
that required most labour, I finished a sort of Indian
canoe, but much larger, covering it with the skins of
Yahoos, well stitched together with hempen threads of
my own making. My sail was likewise composed of the
skins of the same animal; but I made use of the
youngest I could get, the older being too tough and
thick; and I likewise provided myself with four paddles.
I laid in a stock of boiled flesh, of rabbits and fowls, and
took with me two vessels, one filled with milk and the
other with water.
I tried my canoe in a large pond, near my master’s
house, and then corrected in it what was amiss; stopping
all the chinks with Yahoos’ tallow, till I found it
staunch, and able to bear me and my freight; and, when
it was as complete as I could possibly make it, I had it
drawn on a carriage very gently by Yahoos to the seaside, under the conduct of the sorrel nag and another
servant.
When all was ready, and the day came for my departure,
I took leave of my master and lady and the whole
family, my eyes flowing with tears, and my heart quite
sunk with grief. But his honour, out of curiosity, and,
perhaps, (if I may speak without vanity,) partly out of
kindness, was determined to see me in my canoe, and
got several of his neighbouring friends to accompany
him. I was forced to wait above an hour for the tide;
and then observing the wind very fortunately bearing
toward the island to which I intended to steer my
course, I took a second leave of my master: but as I was
going to prostrate myself to kiss his hoof, he did me the
honour to raise it gently to my mouth. I am not ignorant
how much I have been censured for mentioning this last
particular. Detractors are pleased to think it improbable,
that so illustrious a person should descend to give so
great a mark of distinction to a creature so inferior as I.
Neither have I forgotten how apt some travellers are to
boast of extraordinary favours they have received. But,
if these censurers were better acquainted with the noble
and courteous disposition of the Houyhnhnms, they
would soon change their opinion.
I paid my respects to the rest of the Houyhnhnms in his
honour’s company; then getting into my canoe, I pushed
off from shore.

Chapter XI.
The author’s dangerous voyage. He arrives at New
Holland, hoping to settle there. Is wounded with an
arrow by one of the natives. Is seized and carried by
force into a Portuguese ship. The great civilities of the
captain. The author arrives at England.
I began this desperate voyage on February 15, 1714-15,
at nine o’clock in the morning. The wind was very
favourable; however, I made use at first only of my

paddles; but considering I should soon be weary, and
that the wind might chop about, I ventured to set up my
little sail; and thus, with the help of the tide, I went at
the rate of a league and a half an hour, as near as I could
guess. My master and his friends continued on the
shore till I was almost out of sight; and I often heard the
sorrel nag (who always loved me) crying out, “Hnuy illa
nyha, majah Yahoo;” “Take care of thyself, gentle
Yahoo.”
My design was, if possible, to discover some small
island uninhabited, yet sufficient, by my labour, to
furnish me with the necessaries of life, which I would
have thought a greater happiness, than to be first
minister in the politest court of Europe; so horrible was
the idea I conceived of returning to live in the society,
and under the government of Yahoos. For in such a
solitude as I desired, I could at least enjoy my own
thoughts, and reflect with delight on the virtues of those
inimitable Houyhnhnms, without an opportunity of
degenerating into the vices and corruptions of my own
species.
The reader may remember what I related, when my
crew conspired against me, and confined me to my
cabin; how I continued there several weeks without
knowing what course we took; and when I was put
ashore in the long-boat, how the sailors told me, with
oaths, whether true or false, “that they knew not in what
part of the world we were.” However, I did then believe
us to be about 10 degrees southward of the Cape of
Good Hope, or about 45 degrees southern latitude, as I
gathered from some general words I overheard among
them, being I supposed to the south-east in their
intended voyage to Madagascar. And although this
were little better than conjecture, yet I resolved to steer
my course eastward, hoping to reach the south-west
coast of New Holland, and perhaps some such island as
I desired lying westward of it. The wind was full west,
and by six in the evening I computed I had gone
eastward at least eighteen leagues; when I spied a very
small island about half a league off, which I soon
reached. It was nothing but a rock, with one creek
naturally arched by the force of tempests. Here I put in
my canoe, and climbing a part of the rock, I could
plainly discover land to the east, extending from south
to north. I lay all night in my canoe; and repeating my
voyage early in the morning, I arrived in seven hours to
the south-east point of New Holland. This confirmed
me in the opinion I have long entertained, that the maps
and charts place this country at least three degrees more
to the east than it really is; which thought I
communicated many years ago to my worthy friend, Mr.
Herman Moll, and gave him my reasons for it, although
he has rather chosen to follow other authors.
I saw no inhabitants in the place where I landed, and
being unarmed, I was afraid of venturing far into the
country. I found some shellfish on the shore, and ate
them raw, not daring to kindle a fire, for fear of being
discovered by the natives. I continued three days
feeding on oysters and limpets, to save my own
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provisions; and I fortunately found a brook of excellent
water, which gave me great relief.
On the fourth day, venturing out early a little too far, I
saw twenty or thirty natives upon a height not above
five hundred yards from me. They were stark naked,
men, women, and children, round a fire, as I could
discover by the smoke. One of them spied me, and gave
notice to the rest; five of them advanced toward me,
leaving the women and children at the fire. I made what
haste I could to the shore, and, getting into my canoe,
shoved off: the savages, observing me retreat, ran after
me: and before I could get far enough into the sea,
discharged an arrow which wounded me deeply on the
inside of my left knee: I shall carry the mark to my
grave. I apprehended the arrow might be poisoned, and
paddling out of the reach of their darts (being a calm
day), I made a shift to suck the wound, and dress it as
well as I could.
I was at a loss what to do, for I durst not return to the
same landing-place, but stood to the north, and was
forced to paddle, for the wind, though very gentle, was
against me, blowing north-west. As I was looking about
for a secure landing-place, I saw a sail to the northnorth-east, which appearing every minute more visible,
I was in some doubt whether I should wait for them or
not; but at last my detestation of the Yahoo race
prevailed: and turning my canoe, I sailed and paddled
together to the south, and got into the same creek
whence I set out in the morning, choosing rather to trust
myself among these barbarians, than live with European
Yahoos. I drew up my canoe as close as I could to the
shore, and hid myself behind a stone by the little brook,
which, as I have already said, was excellent water.
The ship came within half a league of this creek, and
sent her long boat with vessels to take in fresh water
(for the place, it seems, was very well known); but I did
not observe it, till the boat was almost on shore; and it
was too late to seek another hiding-place. The seamen
at their landing observed my canoe, and rummaging it
all over, easily conjectured that the owner could not be
far off. Four of them, well armed, searched every
cranny and lurking-hole, till at last they found me flat
on my face behind the stone. They gazed awhile in
admiration at my strange uncouth dress; my coat made
of skins, my wooden-soled shoes, and my furred
stockings; whence, however, they concluded, I was not
a native of the place, who all go naked. One of the
seamen, in Portuguese, bid me rise, and asked who I
was. I undrstood that language very well, and getting
upon my feet, said, “I was a poor Yahoo banished from
the Houyhnhnms, and desired they would please to let
me depart.” They admired to hear me answer them in
their own tongue, and saw by my complexion I must be
a European; but were at a loss to know what I meant by
Yahoos and Houyhnhnms; and at the same time fell alaughing at my strange tone in speaking, which
resembled the neighing of a horse. I trembled all the
while betwixt fear and hatred. I again desired leave to
depart, and was gently moving to my canoe; but they
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laid hold of me, desiring to know, “what country I was
of? whence I came?” with many other questions. I told
them “I was born in England, whence I came about five
years ago, and then their country and ours were at
peace. I therefore hoped they would not treat me as an
enemy, since I meant them no harm, but was a poor
Yahoo seeking some desolate place where to pass the
remainder of his unfortunate life.”
When they began to talk, I thought I never heard or saw
any thing more unnatural; for it appeared to me as
monstrous as if a dog or a cow should speak in England,
or a Yahoo in Houyhnhnmland. The honest Portuguese
were equally amazed at my strange dress, and the odd
manner of delivering my words, which, however, they
understood very well. They spoke to me with great
humanity, and said, “they were sure the captain would
carry me gratis to Lisbon, whence I might return to my
own country; that two of the seamen would go back to
the ship, inform the captain of what they had seen, and
receive his orders; in the mean time, unless I would give
my solemn oath not to fly, they would secure me by
force. I thought it best to comply with their proposal.
They were very curious to know my story, but I gave
them very little satisfaction, and they all conjectured
that my misfortunes had impaired my reason. In two
hours the boat, which went laden with vessels of water,
returned, with the captain’s command to fetch me on
board. I fell on my knees to preserve my liberty; but all
was in vain; and the men, having tied me with cords,
heaved me into the boat, whence I was taken into the
ship, and thence into the captain’s cabin.
His name was Pedro de Mendez; he was a very
courteous and generous person. He entreated me to give
some account of myself, and desired to know what I
would eat or drink; said, “I should be used as well as
himself;” and spoke so many obliging things, that I
wondered to find such civilities from a Yahoo.
However, I remained silent and sullen; I was ready to
faint at the very smell of him and his men. At last I
desired something to eat out of my own canoe; but he
ordered me a chicken, and some excellent wine, and
then directed that I should be put to bed in a very clean
cabin. I would not undress myself, but lay on the bedclothes, and in half an hour stole out, when I thought the
crew was at dinner, and getting to the side of the ship,
was going to leap into the sea, and swim for my life,
rather than continue among Yahoos. But one of the
seamen prevented me, and having informed the captain,
I was chained to my cabin.
After dinner, Don Pedro came to me, and desired to
know my reason for so desperate an attempt; assured
me, “he only meant to do me all the service he was
able;” and spoke so very movingly, that at last I
descended to treat him like an animal which had some
little portion of reason. I gave him a very short relation
of my voyage; of the conspiracy against me by my own
men; of the country where they set me on shore, and of
my five years residence there. All which he looked
upon as if it were a dream or a vision; whereat I took

great offence; for I had quite forgot the faculty of lying,
so peculiar to Yahoos, in all countries where they
preside, and, consequently, their disposition of
suspecting truth in others of their own species. I asked
him, “whether it were the custom in his country to say
the thing which was not?” I assured him, “I had almost
forgot what he meant by falsehood, and if I had lived a
thousand years in Houyhnhnmland, I should never have
heard a lie from the meanest servant; that I was
altogether indifferent whether he believed me or not;
but, however, in return for his favours, I would give so
much allowance to the corruption of his nature, as to
answer any objection he would please to make, and then
he might easily discover the truth.”
The captain, a wise man, after many endeavours to
catch me tripping in some part of my story, at last began
to have a better opinion of my veracity. But he added,
“that since I professed so inviolable an attachment to
truth, I must give him my word and honour to bear him
company in this voyage, without attempting any thing
against my life; or else he would continue me a prisoner
till we arrived at Lisbon.” I gave him the promise he
required; but at the same time protested, “that I would
suffer the greatest hardships, rather than return to live
among Yahoos.”
Our voyage passed without any considerable accident.
In gratitude to the captain, I sometimes sat with him, at
his earnest request, and strove to conceal my antipathy
against human kind, although it often broke out; which
he suffered to pass without observation. But the
greatest part of the day I confined myself to my cabin,
to avoid seeing any of the crew. The captain had often
entreated me to strip myself of my savage dress, and
offered to lend me the best suit of clothes he had. This I
would not be prevailed on to accept, abhorring to cover
myself with any thing that had been on the back of a
Yahoo. I only desired he would lend me two clean
shirts, which, having been washed since he wore them, I
believed would not so much defile me. These I changed
every second day, and washed them myself.
We arrived at Lisbon, Nov. 5, 1715. At our landing, the
captain forced me to cover myself with his cloak, to
prevent the rabble from crowding about me. I was
conveyed to his own house; and at my earnest request
he led me up to the highest room backwards. I conjured
him “to conceal from all persons what I had told him of
the Houyhnhnms; because the least hint of such a story
would not only draw numbers of people to see me, but
probably put me in danger of being imprisoned, or burnt
by the Inquisition.” The captain persuaded me to accept
a suit of clothes newly made; but I would not suffer the
tailor to take my measure; however, Don Pedro being
almost of my size, they fitted me well enough. He
accoutred me with other necessaries, all new, which I
aired for twenty-four hours before I would use them.
The captain had no wife, nor above three servants, none
of which were suffered to attend at meals; and his whole
deportment was so obliging, added to very good human
understanding, that I really began to tolerate his

company. He gained so far upon me, that I ventured to
look out of the back window. By degrees I was brought
into another room, whence I peeped into the street, but
drew my head back in a fright. In a week’s time he
seduced me down to the door. I found my terror
gradually lessened, but my hatred and contempt seemed
to increase. I was at last bold enough to walk the street
in his company, but kept my nose well stopped with rue,
or sometimes with tobacco.
In ten days, Don Pedro, to whom I had given some
account of my domestic affairs, put it upon me, as a
matter of honour and conscience, “that I ought to return
to my native country, and live at home with my wife
and children.” He told me, “there was an English ship
in the port just ready to sail, and he would furnish me
with all things necessary.” It would be tedious to repeat
his arguments, and my contradictions. He said, “it was
altogether impossible to find such a solitary island as I
desired to live in; but I might command in my own
house, and pass my time in a manner as recluse as I
pleased.”
I complied at last, finding I could not do better. I left
Lisbon the 24th day of November, in an English
merchantman, but who was the master I never inquired.
Don Pedro accompanied me to the ship, and lent me
twenty pounds. He took kind leave of me, and
embraced me at parting, which I bore as well as I could.
During this last voyage I had no commerce with the
master or any of his men; but, pretending I was sick,
kept close in my cabin. On the fifth of December, 1715,
we cast anchor in the Downs, about nine in the morning,
and at three in the afternoon I got safe to my house at
Rotherhith. {7}
My wife and family received me with great surprise and
joy, because they concluded me certainly dead; but I
must freely confess the sight of them filled me only with
hatred, disgust, and contempt; and the more, by
reflecting on the near alliance I had to them. For
although, since my unfortunate exile from the
Houyhnhnm country, I had compelled myself to tolerate
the sight of Yahoos, and to converse with Don Pedro de
Mendez, yet my memory and imagination were
perpetually filled with the virtues and ideas of those
exalted Houyhnhnms. And when I began to consider
that, by copulating with one of the Yahoo species I had
become a parent of more, it struck me with the utmost
shame, confusion, and horror.
As soon as I entered the house, my wife took me in her
arms, and kissed me; at which, having not been used to
the touch of that odious animal for so many years, I fell
into a swoon for almost an hour. At the time I am
writing, it is five years since my last return to England.
During the first year, I could not endure my wife or
children in my presence; the very smell of them was
intolerable; much less could I suffer them to eat in the
same room. To this hour they dare not presume to touch
my bread, or drink out of the same cup, neither was I
ever able to let one of them take me by the hand. The
first money I laid out was to buy two young stone225

horses, which I keep in a good stable; and next to them,
the groom is my greatest favourite, for I feel my spirits
revived by the smell he contracts in the stable. My
horses understand me tolerably well; I converse with
them at least four hours every day. They are strangers
to bridle or saddle; they live in great amity with me and
friendship to each other.

Chapter XII.
The author’s veracity. His design in publishing this
work. His censure of those travellers who swerve from
the truth. The author clears himself from any sinister
ends in writing. An objection answered. The method of
planting colonies. His native country commended. The
right of the crown to those countries described by the
author is justified. The difficulty of conquering them.
The author takes his last leave of the reader; proposes
his manner of living for the future; gives good advice,
and concludes.
Thus, gentle reader, I have given thee a faithful history
of my travels for sixteen years and above seven months:
wherein I have not been so studious of ornament as of
truth. I could, perhaps, like others, have astonished thee
with strange improbable tales; but I rather chose to
relate plain matter of fact, in the simplest manner and
style; because my principal design was to inform, and
not to amuse thee.
It is easy for us who travel into remote countries, which
are seldom visited by Englishmen or other Europeans,
to form descriptions of wonderful animals both at sea
and land. Whereas a traveller’s chief aim should be to
make men wiser and better, and to improve their minds
by the bad, as well as good, example of what they
deliver concerning foreign places.
I could heartily wish a law was enacted, that every
traveller, before he were permitted to publish his
voyages, should be obliged to make oath before the
Lord High Chancellor, that all he intended to print was
absolutely true to the best of his knowledge; for then the
world would no longer be deceived, as it usually is,
while some writers, to make their works pass the better
upon the public, impose the grossest falsities on the
unwary reader. I have perused several books of travels
with great delight in my younger days; but having since
gone over most parts of the globe, and been able to
contradict many fabulous accounts from my own
observation, it has given me a great disgust against this
part of reading, and some indignation to see the
credulity of mankind so impudently abused. Therefore,
since my acquaintance were pleased to think my poor
endeavours might not be unacceptable to my country, I
imposed on myself, as a maxim never to be swerved
from, that I would strictly adhere to truth; neither indeed
can I be ever under the least temptation to vary from it,
while I retain in my mind the lectures and example of
my noble master and the other illustrious Houyhnhnms
of whom I had so long the honour to be an humble
hearer.
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- Nec si miserum Fortuna Sinonem
Finxit, vanum etiam, mendacemque improba finget.
I know very well, how little reputation is to be got by
writings which require neither genius nor learning, nor
indeed any other talent, except a good memory, or an
exact journal. I know likewise, that writers of travels,
like dictionary-makers, are sunk into oblivion by the
weight and bulk of those who come last, and therefore
lie uppermost. And it is highly probable, that such
travellers, who shall hereafter visit the countries
described in this work of mine, may, by detecting my
errors (if there be any), and adding many new
discoveries of their own, justle me out of vogue, and
stand in my place, making the world forget that ever I
was an author. This indeed would be too great a
mortification, if I wrote for fame: but as my sole
intention was the public good, I cannot be altogether
disappointed. For who can read of the virtues I have
mentioned in the glorious Houyhnhnms, without being
ashamed of his own vices, when he considers himself as
the reasoning, governing animal of his country? I shall
say nothing of those remote nations where Yahoos
preside; among which the least corrupted are the
Brobdingnagians; whose wise maxims in morality and
government it would be our happiness to observe. But I
forbear descanting further, and rather leave the judicious
reader to his own remarks and application.
I am not a little pleased that this work of mine can
possibly meet with no censurers: for what objections
can be made against a writer, who relates only plain
facts, that happened in such distant countries, where we
have not the least interest, with respect either to trade or
negotiations? I have carefully avoided every fault with
which common writers of travels are often too justly
charged. Besides, I meddle not the least with any party,
but write without passion, prejudice, or ill-will against
any man, or number of men, whatsoever. I write for the
noblest end, to inform and instruct mankind; over whom
I may, without breach of modesty, pretend to some
superiority, from the advantages I received by
conversing so long among the most accomplished
Houyhnhnms. I write without any view to profit or
praise. I never suffer a word to pass that may look like
reflection, or possibly give the least offence, even to
those who are most ready to take it. So that I hope I
may with justice pronounce myself an author perfectly
blameless; against whom the tribes of Answerers,
Considerers,
Observers,
Reflectors,
Detectors,
Remarkers, will never be able to find matter for
exercising their talents.
I confess, it was whispered to me, “that I was bound in
duty, as a subject of England, to have given in a
memorial to a secretary of state at my first coming over;
because, whatever lands are discovered by a subject
belong to the crown.” But I doubt whether our
conquests in the countries I treat of would be as easy as
those of Ferdinando Cortez over the naked Americans.

The Lilliputians, I think, are hardly worth the charge of
a fleet and army to reduce them; and I question whether
it might be prudent or safe to attempt the
Brobdingnagians; or whether an English army would be
much at their ease with the Flying Island over their
heads. The Houyhnhnms indeed appear not to be so
well prepared for war, a science to which they are
perfect strangers, and especially against missive
weapons. However, supposing myself to be a minister
of state, I could never give my advice for invading
them. Their prudence, unanimity, unacquaintedness
with fear, and their love of their country, would amply
supply all defects in the military art. Imagine twenty
thousand of them breaking into the midst of an
European army, confounding the ranks, overturning the
carriages, battering the warriors’ faces into mummy by
terrible yerks from their hinder hoofs; for they would
well deserve the character given to Augustus,
Recalcitrat undique tutus. But, instead of proposals for
conquering that magnanimous nation, I rather wish they
were in a capacity, or disposition, to send a sufficient
number of their inhabitants for civilizing Europe, by
teaching us the first principles of honour, justice, truth,
temperance, public spirit, fortitude, chastity, friendship,
benevolence, and fidelity. The names of all which
virtues are still retained among us in most languages,
and are to be met with in modern, as well as ancient
authors; which I am able to assert from my own small
reading.
But I had another reason, which made me less forward
to enlarge his majesty’s dominions by my discoveries.
To say the truth, I had conceived a few scruples with
relation to the distributive justice of princes upon those
occasions. For instance, a crew of pirates are driven by
a storm they know not whither; at length a boy
discovers land from the topmast; they go on shore to rob
and plunder, they see a harmless people, are entertained
with kindness; they give the country a new name; they
take formal possession of it for their king; they set up a
rotten plank, or a stone, for a memorial; they murder
two or three dozen of the natives, bring away a couple
more, by force, for a sample; return home, and get their
pardon. Here commences a new dominion acquired
with a title by divine right. Ships are sent with the first
opportunity; the natives driven out or destroyed; their
princes tortured to discover their gold; a free license
given to all acts of inhumanity and lust, the earth
reeking with the blood of its inhabitants: and this
execrable crew of butchers, employed in so pious an
expedition, is a modern colony, sent to convert and
civilize an idolatrous and barbarous people!
But this description, I confess, does by no means affect
the British nation, who may be an example to the whole
world for their wisdom, care, and justice in planting
colonies; their liberal endowments for the advancement
of religion and learning; their choice of devout and able
pastors to propagate Christianity; their caution in
stocking their provinces with people of sober lives and
conversations from this the mother kingdom; their strict
regard to the distribution of justice, in supplying the

civil administration through all their colonies with
officers of the greatest abilities, utter strangers to
corruption; and, to crown all, by sending the most
vigilant and virtuous governors, who have no other
views than the happiness of the people over whom they
preside, and the honour of the king their master.
But as those countries which I have described do not
appear to have any desire of being conquered and
enslaved, murdered or driven out by colonies, nor
abound either in gold, silver, sugar, or tobacco, I did
humbly conceive, they were by no means proper objects
of our zeal, our valour, or our interest. However, if
those whom it more concerns think fit to be of another
opinion, I am ready to depose, when I shall be lawfully
called, that no European did ever visit those countries
before me. I mean, if the inhabitants ought to be
believed, unless a dispute may arise concerning the two
Yahoos, said to have been seen many years ago upon a
mountain in Houyhnhnmland.
But, as to the formality of taking possession in my
sovereign’s name, it never came once into my thoughts;
and if it had, yet, as my affairs then stood, I should
perhaps, in point of prudence and self-preservation,
have put it off to a better opportunity.
Having thus answered the only objection that can ever
be raised against me as a traveller, I here take a final
leave of all my courteous readers, and return to enjoy
my own speculations in my little garden at Redriff; to
apply those excellent lessons of virtue which I learned
among the Houyhnhnms; to instruct the Yahoos of my
own family, is far as I shall find them docible animals;
to behold my figure often in a glass, and thus, if
possible, habituate myself by time to tolerate the sight
of a human creature; to lament the brutality to
Houyhnhnms in my own country, but always treat their
persons with respect, for the sake of my noble master,
his family, his friends, and the whole Houyhnhnm race,
whom these of ours have the honour to resemble in all
their lineaments, however their intellectuals came to
degenerate.
I began last week to permit my wife to sit at dinner with
me, at the farthest end of a long table; and to answer
(but with the utmost brevity) the few questions I asked
her. Yet, the smell of a Yahoo continuing very
offensive, I always keep my nose well stopped with rue,
lavender, or tobacco leaves. And, although it be hard
for a man late in life to remove old habits, I am not
altogether out of hopes, in some time, to suffer a
neighbour Yahoo in my company, without the
apprehensions I am yet under of his teeth or his claws.
My reconcilement to the Yahoo kind in general might
not be so difficult, if they would be content with those
vices and follies only which nature has entitled them to.
I am not in the least provoked at the sight of a lawyer, a
pickpocket, a colonel, a fool, a lord, a gamester, a
politician, a whoremonger, a physician, an evidence, a
suborner, an attorney, a traitor, or the like; this is all
according to the due course of things: but when I behold
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a lump of deformity and diseases, both in body and
mind, smitten with pride, it immediately breaks all the
measures of my patience; neither shall I be ever able to
comprehend how such an animal, and such a vice, could
tally together. The wise and virtuous Houyhnhnms, who
abound in all excellences that can adorn a rational
creature, have no name for this vice in their language,
which has no terms to express any thing that is evil,
except those whereby they describe the detestable
qualities of their Yahoos, among which they were not
able to distinguish this of pride, for want of thoroughly
understanding human nature, as it shows itself in other
countries where that animal presides. But I, who had
more experience, could plainly observe some rudiments
of it among the wild Yahoos.
But the Houyhnhnms, who live under the government of
reason, are no more proud of the good qualities they
possess, than I should be for not wanting a leg or an
arm; which no man in his wits would boast of, although
he must be miserable without them. I dwell the longer
upon this subject from the desire I have to make the
society of an English Yahoo by any means not
insupportable; and therefore I here entreat those who
have any tincture of this absurd vice, that they will not
presume to come in my sight.
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Notes:
{1} A stang is a pole or perch; sixteen feet and a half.
{2} An act of parliament has been since passed by
which some breaches of trust have been made capital.
{3} Britannia. - Sir W. Scott.
{4} London. - Sir W. Scott.
{5} This is the revised text adopted by Dr. Hawksworth
(1766). The above paragraph in the original editions
(1726) takes another form, commencing:- “I told him
that should I happen to live in a kingdom where lots
were in vogue,” &c. The names Tribnia and Langdon
are not mentioned, and the “close stool” and its
signification do not occur.
{6} This paragraph is not in the original editions.
{7} The original editions and Hawksworth’s have
Rotherhith here, though earlier in the work, Redriff is
said to have been Gulliver’s home in England.

Restricted Material
Players should stop reading here. Players to read portions of the chapters that follow when directed by the referee.
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Gulliver’s Trading Company
Gulliver’s Trading Company (GTC) is a new venture to make use of the
opportunities for trade and learning presented by the new lands
discovered by my father Lemuel Gulliver. We seek sailors, surgeon,
tradesmen, &c to crew our first ship.
Enquiries from those wishing to join the investors of this private
company or natural philosophers &c interested in wonders to be found
in remote regions of the world will also be entertained
Interested parties should be at the Black Bull on Fetter Lane on 30th
June from 8pm.

This chapter provides details of the trading company
this game is named for. Referees may wish to restrict
access to this material until the PCs are familiar with
company.
Jonathan Guliver has set up a new trading company to
trade with the new lands described by his father. As
well as Lemuel’s account of his travels, which could be
dismissed as an entertaining phant’sy, other evidence of
Lemuel’s journeys could be found in England. For
example, breeds of Blefuscian sheep and cattle are
steadily increasing in the country. These sheep offer
backers a glimpse of the commercial potential of the
trade with these new lands. The new lands also offer
much to naturalists and natural philosophers; a
tantalising taste of this can be seen in the three
Brobdingragian wasp stings preserved in Gresham
College, Lemuel has a fourth at his residence. The first
venture of this new company is set to sail in July 1730.
The details provided here supply many of the necessary
details for the opening chapter of your first part. A
suggested first scene is for the principles of the
company to interview potential employees and others
who wish to travel with them. PC who lose the social
combat are not invited to join the company and must
find some other way to sneak aboard the ship and then
not be thrown off at the next port.
To keep things interesting perhaps a brawl breaks out
between local bloods and the sailors here seeking work.
Later the players may discover that the fight was
deliberately started as part of an intrigue against a PC or
the company.

Jonathan Gulliver

somewhat. However, Jonathan is a little prouder and
more aware of the duplicity of human nature. Up until
now John has stayed mostly within London and England
so is not as experienced as many adventurers his age.
This he intends to correct by travelling on the
company’s first voyage. With no sea skills no captain
would hire him so he has ‘bought’ himself passage by
creating the company.
Mr Jonathan Gulliver is chiefly interested in what
experience the PC has in ‘High Seas Voyages’ as he
puts it. He thinks he wants to know how the PC will
cope with the stresses of the wild ocean and dangerous
lands. In reality he can be easily swayed by a good story
of high adventure in far away places. An Oratory roll is
a good choice for telling a ripping yarn of high
adventure.
Within the game Jonathan is the link between the PC’s
and the adventures of Lemuel. In the early stages of the
first adventure he can teach any PC that asks
Brobdingragese, Balnibarbese, or Houyhnhnm. The
presence of his pet Liliputian bull in any scene adds a
reminder that this is not just the historical 18th century
but a fantastic world. He is also a protagonist full of
enthusiasm and a thirst for travel much as his father was
before the strains of Lemuel’s travels changed him
forever. Jonathan will propose adventurous (read
dangerous or morally dubious) plans. The players can
go along with these plans or engage in social combat to
change his wilful mind.
Nationality: English 
Conscience: Enlightenment 1, Pride 2

(1691- ) Current age 39. Typical NPC

Aspects: Towardly , Mary Gulliver , Grammar
School , Lemuel Gulliver , Thirst for Travel ,
Faculty for Languages 

Jonathan is the company director. In appearance and
attitude he resembles his father during his thirties

Extras: Litterate, Hurgo the Bull, Travelling box for
Hurgo, Two Sisters, Cousin Sympson
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Skills

Rnk Rnk-X Ladder

Strut

1 0 Average

Geography

4 1 Fair

Swim

1 0 Average

Persuasion

4 2 Good

Low Dutch

3 1 Fair

Lilliputian

3 1 Fair

Alertness

3 2 Good

When recruiting the captain is primarily interested in the
skills of the character and will generally pit his
knowledge against that of the characters (skill vs. skill).

History

2 -1 Mediocre

Experienced NPC

Latin

2 0 Average

Nationality: Cornish 

Brobdingragese

2 0 Average

Conscience: Enlightenment 1, Quality 2.

Balnibarbese

2 0 Average

Aspects

Athletics

1 0 Average

Morality

1 -1 Mediocre

Fisherman’s Son , Lemuel , Captain , Honest ,
The Hopewell , Hates Pirates , Well Travelled 

Mathematics

1 -1 Mediocre

Infantry Hanger

1 0 Average

Houyhnhnm

1 -1 Mediocre

Captain William Robinson

Extras: Literate
For the Hopewell:
Faithful Crew
Stout

Goal: Well Travelled

Well Provisioned

In combat he spends a Conscience to get an Infantry
Hanger.

Hurgo the Bull
Hurgo is a massive black bull easily weighing over a
pound. While in England, Jonathan keeps Hurgo at
home on the lawn in a rabbit hutch. During long
voyages the young Gulliver takes his pet with him in a
travelling box. Though Jonathan dotes on Hurgo, the
beast has a reputation among the servants for a terrible
temper.

Extra Swivel Guns
Skills
Sailing

5 2 Good

Navigation

4 1 Fair

Persuasion

4 3 Great

Logistics

3 0 Average

Swivel Gun

3 1 Fair

Geography

3 0 Average

As a diminuative creature Hurgo has AR -6.
Animal NPC
Nationality: Blefuscan Bull 
Conscience: Hurgo is a loyal pet but retains the temper
and lusts of a bull. Quality 1, Corruption 2.
Aspects
Jonathan’s coddled pet , Choleric temper 
Extras: Horns WR -4, WR-3 if charging (already
modified for scale), Hooves WR2.
Skills:
Brawling

2 1 Fair

Intimidate

2 1 Fair

Alertness

1 0 Average

Athletics

1 0 Average

Resist

1 0 Average

Stength Feats

1 0 Average
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Oratory

2 0 Average

English

3 3 Great

Mathematics

2 0 Average

History

3 0 Average

Flattery

2 0 Average

Literature

3 1 Fair

Cannon

2 -1 Mediocre

Low Dutch

2 0 Average

‘Cutlass’

2 1 Fair

High Dutch

2 0 Average

Strategy

1 0 Mediocre

Alertness

2 1 Fair

Alertness

1 0 Average

Debate

2 0 Average

Tactics

1 0 Average

Art

1 -1 Mediocre

Arabic

1 -1 Mediocre

Persuasion

1 0 Average

Conversation

1 0 Average

Conversation

1 0 Average

Swimming

1 0 Average

Brawling

1 0 Average

Fishing

1 -1 Mediocre

Smallsword

1 0 Average

Brawling

1 0 Average

Goal: Rich

Intimidation

1 0 Average

In combat he spends a Conscience to get a smallsword.

Goal: Retired
Spends a Conscience to get a ‘Cutlass’ (Infantry
hanger).

Richard Sympson
Printer turned investor in GTC. Richard Sympson looks
like an older stouter version of Johnathan Gulliver, his
cousin.
Mr Richard Sympson wants to assess if the character is
a liability in ways related to finance. He is looking to
find out if the character has bad habits that lead them
into debt and therefore, in his mind, inevitably to
treachery. Rich, hard working, or stable personalities
(such as married family men) will meet with his
approval. Letters of recommendation from previous
employers are also well regarded.

Part 14
Aspect: World Explorer
Skills (ranks): Geography (2), observation (1), trade
carpentry (1). Lemuel asks to convert his one rank in
boating to sailing and the referee consents.

Life In England
Part 15
Aspect: Misanthrope
Extras: Jonathan Gulliver, Cousin Sympson, and 4
ranks spent on two horses.
Unknown to Lemuel, the Enemy Skyresh Bogolum has
been converted to a general hatred by all Lilliputian
patriots.

Lemuel Gulliver

Typical NPC
Nationality: English 
Conscience: Enlightenment 1, Quality 1, Pride 1
Aspects: Londoner , Apprenticed to Mr Smith ,
Printing Business , Wife , Grown Son , Investor
in GTC 
Extras: Latest Book, Literate, Nice House,
Servants (minions) 
For his wife
Homely 
Devoted 
Skills
Mathematics

4 2 Good

Printing

4 1 Fair
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Lemuel’s Return to England

While a careful reading of the last pages of Gulliver’s
Travels will find that while Lemuel is wholly against
invasion of the lands he discovered there is no comment
on the prospect of trade with these nations. However,
consistent with his disapproval of travelling the world
when all an Englishman needs can be found within his

own nation, Lemuel disapproves of the entire venture.
He is especially disapproving of his son taking up life at
sea when the misfortunes of his father should be enough
to dissuade any sane person of such a notion.
Employees of the GTC will most likely encounter
Lemuel eventually.
A spry 68 year old gentleman. He has a scar on his left
knee.

the rigging. When commanding a vessel he relies on his
other strong maritime skills such as navigation and use
of his aspects.
Goal: Son Jonathan; to represent the boy coming
around to Lemuel’s point of view on travel and
morality. Alternatively, the aspect could represent his
son’s opposition to his father’s wishes. News from his
son’s voyages may yet raise Lemuel’s geography to
extraordinary.

Lemuel is an exceptional NPC of 15 parts.
Nationality: English 
Conscience: Enlightenment 4, Quality 5.
Madness: Houyhnhnm Land 3 left as of the 1730 start
date.
Aspects
Family , Mechanically Turned , Facility with
Languages , Thirst for travel , Educated , Ship’s
surgeon , Mrs Mary Gulliver , Well Travelled ,
Well Read , Financial Misfortune , Explorer ,
Admires Houyhnhnms , World Explorer ,
Misanthrope 
Extras: Literate, Father, Estate in Epping, Black Bull
inn, House at Redriff, Hated by Lilliputians, all with one
box. Four ranks spent on two horses, see below.
Two horses total cost to 4 ranks, i.e. 2 each.
Connection to each horse one rank
Each horse has: Speaks Houyhnhnm



Skills: Lemuel has a large number of skills. To save
space Lemuel’s skills are presented differently than less
accomplished NPCS. Languages are in italics.
Six Ranks: geography great
Five ranks: surgeon fair, navigation good
Four ranks: morality fair, physic fair, history fair,
observation good
Three ranks: reason fair, conversation fair, mechanics
average, trade tailor average, trade carpentry average.
Two ranks: sailing* mediocre, weapon S varies, politics
mediocre, Classical Greek average, play spinet
mediocre, Low Dutch average, Latin average,
mathematics average.
One rank: oratory mediocre, Lilliputian mediocre,
intrigue poor, Brobdingragian mediocre, debate
mediocre, High Dutch mediocre, Houyhnhnmese
mediocre, Portuguese mediocre, music mediocre,
Italian mediocre, English fair, Spanish mediocre, lingua
franca mediocre, swim average, French mediocre,
Balnibarbese mediocre, strategy mediocre, weapon P
varies.
*Lemuel’s sailing skill is only rated poor because that is
how effective he would be as a member of the crew in

The Black Bull
The Black Bull is a typical London Public House.
Owned by a Brewery, leased out as a business (in this
case to Lemuel Gulliver) and managed by a publican.
As an outlet for a brewery it serves beer and little else.
The Black Bull is located on Fetter Lane. Lemuel
Gulliver lived on this street over thirty years ago. Fetter
Lane is a street in the ward of Farrington Without. It
runs from Fleet Street to south north to Holborn.
The Black bull is a typical two story mortared stone
structure. Over the door hangs a carved muscular bull in
dark wood with off-white bits of shell for eyes and
horns. The heavy wooden door is open and the smell of
hops and rich tobacco wafts out. There is a neat white
sign with red lettering nailed to the door (It reads “NO
Gin Served Here”. Lemuel, the leaseholder, will not
stand for it and the manager is happy to comply). If
anyone asks there is a narrow laneway large enough for
a horse but not a coach on one side. This leads to a
small yard.
Inside is a good size public room strewn with solid
tables and chairs. A portly middle-aged man and a
sturdy young woman tend an oak bar. In one corner a
cold fireplace provides no warmth or light in another
corner is a door leading to the staff only areas including
the publican’s residence. The smoked windows, giving
a cosy private feel, light the room. The patrons are a
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mix of sailors, dockworkers and occasionally a group of
young bloods (p238).

Edmond Smith the Publican
Typical NPC
Edmund is a large broad shouldered man who has gone
to fat in his late middle years. Lemuel employs him
because he values the man’s honesty in both business
and personal dealings. Never the less Edmond is still
capable of bringing trouble-makers to heal with a hard
word or harder bludgeon, a nessisary skill for a publican
given the poor quality of 18th century policing. During a
brawl he will attack all sides indescriminantly sparing
only bystanders and the obviously harmless (a PC
should spend an aspect or quality point to avoid attack).
He will alternate between intimidation and the oaken
bludgeon until ‘the place quietens down a bit’.
His beloved Mrs Mary Smith when out for groceries ten
years ago and never returned. He can forget his woes
while serving the punters but still weeps in the small
hours in his lonely rooms upstairs. His children are now
grown and moved away.
Nationality: English 
Conscience: Enlightenment 2, Quality 1.
Aspects: Experienced publican , Hard but honest ,
Large, broad shouldered, but fat , Mary is gone ,
Not as young as I once was .
Skills

Rnk Rnk-X Ladder

Stewardship

3

1

Fair

Logistics

3

0

Average

Alertness

2

1

Fair

Brawling

2

1

Fair

Converstation

2

0

Average

Intimidation

2

1

Fair

Observation

2

0

Average

Persuasion

1

-1

Mediocre

Appraise

1

-2

Mediocre

Etiquette

1

-2

Mediocre

Mathematics

1

-1

Mediocre

Morality

1

0

Average

Resist

1

0

Average

Strength Feats

1

0

Average

Weapon S

1

0

Average

Extras: Oaken bludgeon WR1, Litteracy, Mr Lemual
Gulliver is my employer, Scruff the loyal dog.
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Scruff the Pub Dog
Animal Minor NPC
Scruff is a small black mongrel. He begs for food and
beer and is not above stealing cold meats if he believes
he can get away with it. On the other hand he obeys his
master whom he would defend to his last breath.
Nationality: Black mongrel 
Conscience: Quality 1, Corruption 2
Aspects: Pub’s dog , Belongs to the Publican 
Skills

Rnk Rnk-X Ladder

Alertness

2

1

Fair

Begging

3

2

Good

The Hopewell
The Hopewell is a stout merchantman of 300 tons. The
Hope-well was once home from home for one Lemuel
Gulliver. On voyages you could give the players the
stats for the Hopewell and let them decide when to use
the ship’s aspects at the meta-game level.

Typical Sailor from the Hopewell
Typical NPC

six 2Lb Swivel guns Mediocre WR12

Sailors of the Hopewell will be present in many scenes
on and off the ship. In the event of PC death or
separation the player can be assigned a sailor to play for
a while. The player can choose Nationality, Languages
spoken, trade, and a personal item to personalise the
character. Make the player aware that the sailor is a
tough experienced 6 part character who cannot
permanently become a PC if the other PC’s have fewer
parts. Fighting under their captain has given them
experience other merchant crews might lack and they
have good morale. Regular drills and competitions
especially with the swivel guns support the captain’s
anti-pirate tactics.

Ram WR18

Nationality: (varies, mostly from United Kingdom) 

300 tons, 116’ Gargantuan.
Aspects: Merchantman , Faithful Crew ,
Stout, Well Provisioned, Extra Swivel
Guns
Weaponry: six (three on each side) 12Lb cannons
Mediocre WR30

Armour: AR17

Conscience: Enlightenment 1, Quality 1, Corruption 1.

The Hopewell used to have a sloop but pirates took this
long ago. She now has four longboats stacked on her
deck under canvas.

Aspects

Unless the PC’s are employed in specific positions
where they contribute skills the skills of the ship are as
follows:

Sailor  (Fair), Well Travelled  (Fair),
Multilingual (Fair), Faithful to Cpt. Robinson
(Good)

Skill

Crew Member(s) providing
it (level)

Alertness

Typical sailor (Fair).

Extras: Armed with knives (Good WR1) and if
expecting attack cutlasses (Fair WR2) and a pocket
pistol (Mediocre WR1/2). Each sailor also has a
personal item such as a good luck charm, dice, gold
earring or tattoo.

Cooking

Ship’s cook (Average)

Skills

Logistics

Commander (Average)

Native Language

0 0 Average

Geography

Master (Average).

Language

2 0 Average

Intimidation

Commander (Average).

Language (third)

1 -1 Mediocre

Observation

Crows nest (Fair)

Sailing

4 1 Fair

Oratory

Of Commander (Average)

Swivel Gun

3 1 Fair

Navigation

Of Master (Fair)

Brawling

3 2 Good

Persuasion

Of Commander (Great)

Knife

3 2 Good

Sailing

Average of crew (Fair)

Observation

3 1 Fair

Strategy

Commander (Mediocre)

Alertness

2 1 Fair

Tactics

Commander (Average)

Climbing

2 1 Fair

Weapon Skills

All based on the typical
sailor. Cannon (Mediocre)
and Swivel Gun (Mediocre).
Deck fighting with brawl
(Good), with knives (Good
WR1) and if expecting attack
cutlasses (Fair WR2) and a
pocket pistol (Mediocre
WR1/2).

Cutlass

2 1 Fair

Pocket Pistol

1 -1 Mediocre

Cannon

2 -1 Mediocre

Gaming

1 -1 Mediocre

Trade (one)

1 -2 Poor

Geography

1 -2 Poor

Cooking

1 -1 Mediocre

235

Player’s Handout: Determining
your ship’s skills

The Hopewell’s Skills
Skill

Crew Member(s) providing
it (level)

Alertness

Typical sailor (Fair).

Cooking

Ship’s cook (Average)

Logistics

Commander (Average)

Ships do not gain skills with parts as people do. Instead
a ship’s skills are determined by her crew. Where
unknown assume an Average skill. In many cases only
traits for a ‘typical’ sailor will be given, where this is
the case and a skill is rated worse than average assume
that those set to a task are at least Average unless there
is a reason for this to be otherwise in your plot.

Geography

Commander (Average).

Intimidation

Commander (Average).

Navigation

Commander (Fair)

Observation

Crows nest (Fair)

Oratory

Commander (Average)

Skill

Crew Member(s) providing
it

Persuasion

Commander (Great)

Alertness

Commander or crow’s nest
whichever is lower. Usually
an average crew member is
in the crow’s nest.

Sailing

Average of crew (Fair)

Strategy

Commander (Mediocre)

Tactics

Commander (Average)

Weapon Skills

All based on the typical
sailor. Cannon (Mediocre)
and Swivel Gun (Mediocre).
Deck fighting with brawl
(Good), with knives (Good
WR1) and if expecting attack
cutlasses (Fair WR2) and a
pocket pistol (Mediocre
WR1/2).

It has been decided that at a meta-game level players
can assess the current skill levels of the Hopewell if
they wish to take on positions in the crew. For this
reason the ship’s skills and the rules used to determine
them are given here.

Cooking

Ship’s cook

Logistics

Higher of Commander and
Purser

Geography

Commander
or
Master
whichever is higher.

Intimidation

Bo’sun, Commander,
Head Marine.

Navigation

Commander or Master

Observation

Commander or crows nest
whichever is lower. Usually
an average crew member is
in the nest

Oratory

Commander

Persuasion

Commander

Sailing

Average of crew

Strategy

Commander

Tactics

Commander or Head Marine
for deck fighting

Weapon Skills

As average of crew at
stations. For deck fighting
use average of crew or if 10
or more marines or fighting
men are present use their
skill.
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or

Referee’s Miscellany
And further into Parts Unknown

Purpose
Preceding pages contain everything needed during play.
Those seeking advice for preparation and administration
of adventures will find satisfaction in these last pages.

Running a game
The first session will be taken up with discussing the
campaign style and model then introducing characters.
These activities have already been discussed. What
follows is advice on running the game after this first
session.
Before the game you need to prepare the adventure.
Within this book are lots of background material, NPCs,
and incidents at sea that you can use to cut down the
work. At first writing out little scripts to read out to
introduce important scenes can help you immerse the
players but after some practice notes with prompts will
be sufficient. Don’t forget you’re the characters’ senses,
all of them, through which your players experience the
world. Though what they see and hear immediately
spring to mind don’t forget to pepper in the smell of
excrement in the streets, the heat of the tropical sun, the
soreness of scurvy sores and other titbits from the other
senses. Do have a rough outline of the whole part but
generally don’t prepare more than a chapter at a time.
Your PCs actions and invocations will introduce new
ideas and directions so planning a chapter at a time will
allow you to respond to your players. Don’t forget to
include scenes that more the PCs towards the goals
suggested by the players. You are not the sole author;
your players should be collaborators.
At the start of the session take down the alertness skill
of each PC so you will be able to make secret rolls. At
the start of each session allow 10 minutes for
bookkeeping and discussion. This is a good time to do
experience. After that hand out the aspect cards and
conscience counters before talking with the players
briefly about the part so to recap. About 5-10 minutes
should be sufficient for a recap. Remind the players to
keep an eye out for opportunities for good and bad
invocations and for actions worthy of conscious point
rewards. You are now ready to begin in earnest.
During the session don’t be too prescriptive allow your
players to take any action their character is capable of
and consider aspect invocations for coincidences and
details with an open mind. Try to get in the habit of
glancing at the aspect cards infront of you every half
hour to remind you of the aspects you need to invoke
and keep an eye out for opportunites to invoke these and
return them to the players for use. Here is the big secret

the more you let the players ‘run free’ and use the
characters’ aspects the more fun they will have and the
less preparation you will need for each session.
At the end of the session ensure players record what
aspect cards they have left and their current conscience
on their character sheets.
After the session while the day’s play is still fresh in
your memory write a sentence on each characters most
significant contribution. This will help with
advancement and the recap at the start of the next
session.

Portraying the world
Even when events are unfolding in mundane lands try to
ensure each chapter contains some reference to the
events, characters and remote lands of the original
Gulliver’s Travels. This gives the players a sense that
they are not just playing in the historical 18th century
and prevents a disjointed feeling when characters leave
the known world and arrive in Blefuscu or another odd
place.
Initially the influence of the remote lands on Europe
will be small and most often not far removed from
Lemuel and the GTC. As time passes these effects will
shift to the general populous.
Another trick is to use place names from the period
given on the map in this game. Instead of crossing the
North Sea to Denmark the players sail over the German
Ocean. This signals to the players that they are acting in
a world very different to our modern one. Many other
maps by Herman Moll and other cartographers of the
period can be found on the net. Look over historical
maps of the region you are setting your adventure in
before the game.

NPCs
All NPC’s receive a bonus nationality aspect box just as
PC’s do. The usual limit of no aspect having more than
a quarter of the total number of aspects still applies. The
following guideline may be useful for determining how
many aspects an NPC has. Many unambitious stay-athome NPCs never gather more than 5 aspects (4 parts)
no matter how old they are. In the table below total
number of aspects including the obligatory nationality
aspect is assigned a descriptor.
NPCs skills can be chosen without the restriction of
skills within a part belonging to different groups.
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Aspects

Parts

Descriptor

Typical Age

2

1

Child

4-13

3

2

Youth

14-15

4

3

Apprentice

16-18

5

4

Inexperienced

19+

6-7

5-6

Typical

23+

8-9

7-8

Experienced

36+

10+

9+

Exceptional

36+

Minor NPCs
There is no need to fully detail every sailor, publican,
farm labourer, or dog the players meet. Unimportant
NPCs need not be created in as much detail as PC’s or
important NPC’s since they appear and disappear from
the narrative before getting to use most of their traits.
Why do all that work for nothing. Instead just write a
sentence or so on the NPC or if the NPC is likely to be
involved in a conflict of some kind use the Pyramid
Shorthand text box in the Introducing Characters
chapter as follows. Decide on the number of aspects
using the guide above, though this method is
recommended for six or less aspects (5 parts).
Remember the character has one less part than it has
aspects and always has a nationality aspect. Dissolve
one or more of the highest rank skills into extras for the
NPC (usually items (such as weapons) or intrinsic extras
such as literacy). Now name a number of skills equal to
the number of parts the NPC has (not including their
native language). Try to pick the skills that are likely to
come up during the scene the NPC is in not just the
skills she would have the most ranks in. The NPCs other
skills are left undefined but can be gradually decided on
if she evolves into a reoccurring character. All
unimportant NPC have 3 Conscious to allocate.

Animals

linked to parts. Instead the scaling rules provide a bonus
to AR and big animals use the same wound tracks as
everyone else. Aspects cover the effects of size and
strength; an elephant would have say, ‘Bull African
Elephant’ as a scale providing nationality aspect. An
animal’s large size makes it easier to hit and hinders it
in many other ways providing regular negative
invocations to ‘recharge’ the aspect; a single box scale
aspect is all that is needed unless the creature is to be an
important encounter.

Example NPCs
These are examples of important NPCs mentioned
elsewhere in these rules or useful for referees writing
their first adventure.

Brobdingragian Asp
Animal NPC
This small poisonous snake is common in the fields of
Brobdingrag where it hunts small animals such as mice,
voles, and occassionally Europeans.
Nationality: Brobdingragian Asp (24’ long but slender
includes Large scale) 
Aspects: Ambush predator , Venom causes painful
muscle spasms 
Conscience: Corruption 1, Enlightenment 2.
Extras: Bite WR3, Cold blooded, Poison VR2,
Endurance, Scales AR3
Skills

Rnks Rnk-X Adjectives

Stealth

2

1

Fair

Alertness

1

0

Average

Brawling

1

0

Average

Resist

1

0

Average

Athletics

1

0

Average

Intimidation

1

0

Average

London Bloods
Typical Minor NPC

Lemuel encounters a great many animals in his travels
including giant rats, huge frogs, brobdingragian wasps,
and diminuative warhorses. Animals are also a common
feature of daily life in the 18th century, even city folk
often keep a pig and horses are common on the streets.

Young idle sons of middle class families turned bad.
Such men are interested in violence, whoring and
drinking but generally not theft. Such men may be
found in the infamous street gangs of London.

Animals never have pride conscience. Animals are
restricted to Rnk-1 skills only, for this reason it is
difficult to create an animals NPC with more than four
parts (five aspects) and most will have less than this.
Unlike most rpgs really big animals don’t have to be to
equivalent to very experienced humans. This is because
in GTC strength and the ability to soak up damage is not

Aspects: Blood , Cruel , Gentleman’s Son 

238

Nationality: English 
Conscience: Corruption 2, Pride 1.
Extras
Fine Smallsword WR2

Fine 

Olde English

2

0

Average

Purse of coins, Hip flask.

Law

2

-1

Mediocre

Before combat he might also spend a Blood or
Gentleman’s Son aspect to have on a buff jerkin AR1

English

2

0

Average

Language*

2

0

Average

Morality

2

0

Average

Oratory

3

1

Fair

Intrigue

3

1

Fair

Geography

3

0

Average

Alertness

3

2

Good

Conversation

4

2

Good

History

4

1

Fair

Necromancy

5

1

Fair

Skills

Rnks Rnk-X Adjectives

Fencing

3

2

varies

Brawling

3

2

Good

Intimidation

2

1

Fair

Alertness

2

1

Fair

Athletics

2

1

Fair

Necromancer
Experienced NPC

•

Nationality: Glubdubdribian 
Description: This rather generic necromancer is
designed to be able to regularly summon a single ghost
PC or important NPC for 24 hours. This NPC will cost
an aspect and seven extras.
He (or she) was raised in an old necromantic aristocratic
family and naturally developed an interest in history as
his powers blossomed. Eventually his sorcerous studies
of history fostered a friendship in a particular ghost who
he came to trust and whose council he sought on all
important decisions. Not being a man of action but an
academic he came to rely on the ghost to act for him in
the dangerous world. The ghost summoned to serve had
become in effect the master.

Pirates
Typical Minor NPCs
Given that these salty rogues are likely to be
encountered in a boarding action they are given here
ready for savage deck fighting.
Nationality: (varies) 
Aspects: Pirate , Bully , Cruel , Debaser ,
Roaring ,
Conscience:
Corruption 3.

Summon PC

Extras

The use of sorcery to summon a single (MoS +1)
inexperienced (MoS +1) ghost for 24 hours (MoS +4).
At a total MoS of 6 this sorcery takes the
necromancer presented here an average of six
turns/gestures. Summoning a more experienced
ghost would have a higher MoS requirement and
take a turn or two more.

Cutlass
WR2

Conscience: Enlightenment 1, Quality 1, Pride 1
Aspects: Necromatic Family , Historian ,
Necromancer  a particular ghost , Loyal .
Extras: Necromancer, literate.
Skills

Rnks Rnk-X Adjectives

Chinese

1

-1

Mediocre

Ancient Egyptian

1

-1

Mediocre

Persuasion

1

-1

Mediocre

Flattery

1

-1

Mediocre

Ancient Greek

1

-1

Mediocre

Latin

1

-1

Mediocre

This language should be the native language of
the ghost or some other tongue the ghost
speaks.

Knife
WR1

Fair
Good

Naval
Pistol
Average WR2
Item of
Jewellry

Gold

Skills
Sailing

3 0 Average

Pistol

3 - varies

Single Handed Melee

3 - varies

Brawling

3 - Good

Alertness

2 1 Fair

Intimidate

2 -1 Mediocre
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Pirate Sloop
Typical Vessel
This is a typical coastal pirate sloop or schooner armed
with small cannon and carrying 40-75 ruthless pirates.
Small single or double masted vessels like this actually
represented the most common form of pirate; only the
most successful pirates had larger vessels and few pirate
ships were over 200 tons. The Fiery Dragon, ironically
destroyed by fire in 1721, was typical.
To threaten larger merchant vessels the sloop relies on
speed, superior numbers on boarding, and intimidation.

These typical sailors should be useful for a variety of
encounters around the world or in the docks of London.
Nationality: (varies) 
Aspects: Sailor , Well Travelled , Multilingual 
Work hard and play hard 
Conscience: Enlightenment 1, Corruption 1, Pride 1.
Extras
Knife Fair WR1
Lucky Charm/religious symbol

150 tons, 52’ Colossal.

A few coins

Aspects: Pirate Sloop , Fast , Open decks above
and below* , Only the Captain has a cabin , Flush
fore and aft (the upper deck is all one level no forecastle
or stern roundhouse)* 

Another personal item
Sailing

3 0 Average

*both of these aspects create more room to house pirates
or canon and for fighting. They are especially useful for
boarding actions.

Climbing

3 2 Good

Single Handed Melee

3 - varies

Brawling

3 2 Good

Alertness

2 1 Fair

Geography

2 -1 Mediocre

Weaponry: five 3Lb minion cannon on each side
(Average WR9)
One 1Lb swivel gun (Average WR6)

Skills

Ram WR7

Spartans

Armour: AR9
Skill levels are those of a typical pirate or average.

Typical NPCs
Nationality: Spartan 

Skill

Crew Member(s) providing
it (level)

Alertness

Typical Pirate (Fair).

Cooking

Ship’s cook (Average)

Logistics

Commander (Average)

Geography

Commander (Average).

Intimidation

Commander (Average).

Observation

Crows nest (Average)

Oratory

Commander (Average)

Navigation

Commander (Average)

Extras: Hoplite armour (includes helmet, breastplate,
greaves AR4), shield (AR2), spear (WR2), literate.

Persuasion

Commander (Average)

Skills

Rnks

Rnk-X Adjectives

Sailing

Typical Pirate (Average)

Classical Greek

0

0

Strategy

Commander (Average)

Weapons S

3

varies varies

Tactics

Commander (Average)

Drill

3

1

Weapon Skills

Cannon (Average). For deck
fighting use the typical sailor
skills and weapons

Weapons T

2

varies varies

Weapons D

2

varies varies

Tactics

2

1

Fair

Intimidate

2

1

Fair

Insult

2

1

Fair

Sailors
Typical Minor NPCs
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Spartans are the ghosts of fierce warriors. Even rank and
file Spartans hold six aspects (five parts) chosen for use
in battle. These are the warriors summoned by the
Spartans sorcery.
Spartan warriors are in active service from 20-30 years
of age. To simulate phalanx fighting use Spartan,
Hoplite and shield aspects to help fend off attacks. Use
Spartan or Militaristic or to aid tactics or strategy rolls
in mass combat.
Aspects: Militaristic , Hoplite , Shield , Tough 

Average
Fair

Law

1

-3

Terrible

Logistics

1

-2

Poor

Gaming

1

-1

Mediocre

Alertness

1

0

Average

Sailing

1

-2

Poor

Strategy

1

-1

Mediocre

Charioteering

1

-1

Mediocre

Resist

1

0

Average

vomiting as per MoF for mass combat. The disease has
weak potency, -1 to its roll. Both ship and PC’s use
medical skill of any treating character, for the ship use
that of the ship’s surgeon. The ship can use aspects such
as ‘well provisioned’ on this roll.

Illness: Scurvy

Nationality: Sperm Whale 

Everyone expects a little scurvy as a fact of life aboard
ship but sometimes for no reason commonly known to
mariners an outbreak occurs. Assume everyone has a
‘resist scurvy skill at average’. Those who have been
ashore in the last month should make an average roll
while those who stayed aboard should make a Fair roll.
For the crew make one roll and apply damage to ‘typical
crew’ and to the ship. MoF is applied as persistent
wounds divided among the social and physical tracks as
determined by the player. If treatment does not occur
roll again after a week. All rolls now at average.

Aspects: Ornery , Collosal Scale  Canny Beast 

Clipped

Spots on thighs, lacklustre

Conscience: Corruption 3 (use for actions fuelled by
anger or deception)

Hurt

bleeding gums, pale skin, depressed

Sperm Whale
Animal NPC
This bull whale is a massive 67’ sea-monster.

Extras
Ramming head WR8 (including scale)
Powerful tail-slap WR7
Conical teeth WR6 (including scale)

Injured

Sore joints partial
depression worsens

immobilisation,

Taken out open suppurating wounds, hurts to move,
lethargy, loss of teeth. Any further damage
from the disease kills.

Thick Blubber AR7 (including scale)

Treatment

Dive Deep and Long

There is no widely accepted treatment for scurvy at this
time. Any medical skill roll of average will reveal
scurvy has long been known, it was describes by
Hippocrates.

Skills
Survival 3 2 Good
Swim 3 2 Good
Alertness 2 1 Fair
Brawling 2 1 Fair
Strength Feats 2 1 Fair
Athletics 2 1 Fair (good for breaching the surface)
Deception 1 0 Average
Intimidate 1 0 Average
Resist 1 0 Average
Stealth 1 0 Average
Tactics 1 0 Average

Incidents at Sea
This section describes example incidents to be used with
the sea travel rules.

Illness: Molucca Belly
Each PC and the ship (representing the crew) makes a
dynamic test to avoid damage from diahorrea and

Surgeon skill: A surgeon may make a Fair test to treats
the wounds, bleeding etc of a Taken Out result reducing
it to merely Injured and but can do little else. This does
not allow further healing nor stop the need for further
rolls.
Physic skill: An Average roll brings to mind that it is an
acidic principle in the diet that is missing in scurvy
sufferers. Unfortunately, it is not known at this time that
acids common aboard ship are of no use. This does not
allow further healing nor stop the need for further rolls.
Apothecary Skill: A fair apothecary roll indicates that
there are numerous proposed herbal cures from tribal
cultures. For example tea of the arbour vitae tree’s
needles described by the explorer Jaques Cartier in
1536. None of these are available aboard ship nor do
they store well. An apothecary cannot help.
The real cure: the only true cure at this time is to find
land and get fresh food. Once this is done healing
resumes at the normal rate (the persistent wounds
become regular ones). Once on land an average physic
roll can aid healing in the usual way. In wild areas
survival rolls may be needed to find acidic foods.
Similarly, a good apothecary roll can find a useful and
foul tasting local plant that is effective.
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Mutiny: Jumping Ship
When the ship is not far from land ten of the crew cook
up a quick plot to leave the ship at the next landfall and
not return. This is a dymanic test comparing the
observation skill of each of the PCs against the Intrigue
of a typical sailor of the crew.
If the PC’s fail to detect the plot the ship sustains an
injured result to represent the lost crew.
If any of the PC’s are successful the plot is uncovered
and the would be run-aways can be dissuaded by the
PCs scoring an injured hit in the ensuing mass combat
or intrigue. In a mass combat the player’s have the rest
of the crew on their side but not in the intrigue. If the
PCs lose the mass combat or intrigue the mutineers will
make good their escape somehow.

Mutiny: A Scurvy Plot
A plot takes root to mutiny and turn pirate. Run this as a
hidden intrigue using the PCs observation agaist the
intrigue of typical crew members.
If the PC’s are taken out before they score an injured
against the mutiny plot then the whole of the crew has
been corrupted and the PCs will be set adrift in a
longboat. If the PC’s are crazy enough to resist be sure
they understand the odds before resorting to mass
combat. Taken out in the mass combat indicates the PCs
are overcome and set afloat.
If the PCs score an injured against the conspiracy before
being taken out the plot is uncovered and ringleaders
shame faced submit to the brig.

Pirates: Thieves by Night
When the ship is near land a small boat approaches it in
the dead of night. This could be a native canoe canoe, a
mudlark rowboat or other vessel consistent with the
location. Make a fair roll against the ship’s observation
skill or the natives managed to sneak aboard at steal a
trade opportunity worth of small valuable goods.
If detected the boat turns around discouraged and
vanished into the night.

Pirates: Barbary Dogs
A small fast pirate ship described to fit the local region.
Begin as a standard maritime combat. In most cases the
player’s ship will escape after a few of turns but
unfortunate or brave characters could end up in actual
canon fire and boarding. Use the pirates described as
example NPCs (p239).

Pirates: Ornery Leviathan
There are recorded instances of bull sperm whales
(p241) attacking sailing ships. A particularly huge and
ornery whale takes a disliking to the vessel. Run this as
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a maritime combat except that the whale uses swimming
rather than sailing and all the whale’s attacks are
brawling attacks. The whale will burn a corruption point
to approach benethe the water in an attempt to avoid
detection. If combat occurs the whale will typically
travel just below the surface and can be attacked as if a
ship but can invoke aspects to use deeper water to aid its
defence, attack from below &c.

Weather: Becalmed
The ship is far from land when the wind lulls to nothing
and the waters become like a glass pane. A logistics or
fishing roll is required to keep the passengers and crew
fed and watered until the wind returns. Starting at
mediocre each completed leg of the journey raises the
static difficulty by one step. If fishing is used invoke
any naval or pirate type ship aspects to raise the
difficulty by two steps if fishing is used, fighting ships
have many more mouths to feed. Regardless of which
skill is used any MoF is applied as damage representing
poor morale, starvation, or deaths among the crew.

Weather: Cyclone
A powerful cyclone is ripping across the Indian Ocean;
the ship skirts the edge of it. The PCs can see the black
heart of the storm on the horizon. This is a static roll
against a fair storm. If anyone was crazy enough to sail
into it they would face successive fair, good and great
sailing rolls with any MoF compared to the combat
outcomes table to damage the ship.

Weather: Storm
A bad weather roll indicates a tropical storm with high
winds, rough seas and heavy downpours. Roll against
the crew’s average sailing skill to sail around or failing
that a second average roll to weather the storm. These
are static rolls against an average storm. Any MoF on
the second roll is applied as per a weapon strike
damaging the ship.

Last Words
Well that’s it. I have been chipping away at this project
on and off since about 1994 and work still continues
around paid work, study, and life in general. Future
work will include more help for the referee, a colour
cover and map, bookmarks in the pdf, an index,
continued polishing of the text, and further playtesting.
As always I’d like to hear any comments you have that
might improve the game.

Glossary
&c: the 18th century spelling of etc.
Advancement: as the game is played the characters
controlled by the players improve, this process and the
rules that guide it are called advancement.
Adventure: an imprecise term used to describe a series
of entertaining events the players vicariously experience
through their characters. In GTC this term could be used
to refer to a ‘Part’ or ‘Chapter’, words that have exact
meanings in GTC.
AR: armour rating.
Aspect: some detail of a character that is important to
the unfolding story created by playing the game.
Lemuel Gulliver’s wanderlust, good memory, and
devotion to his family are examples of aspects. When a
player invokes an aspect, the aspect changes a dice roll
or situation in a way favourable to the character. The
referee can also invoke a player’s aspects to hinder the
character, if this happens the character is compensated
with fate points.
Authors: used here to mean both referees and players.
This is not a term widely used in RPG but is used here
to signify that a GTC game is a collaborative effort.
Balnibari: a nation obsessed with progress and
experimentation.
Bawd: A lusty and leud person.
Big Ender: one of two sects of the faith of the
Lilliputians.
Blefuscu: one of two nations of diminuative people.
Blood: a young idle son of the gentry who has a taste
for debauchery and violence.
Boxes: aspects can be used up. Boxes () are drawn to
indicate the maximum number of uses that can be stored
up.
Brobdingrag: an isolated nation of gigantic people.
Campaign: a connected series of adventures. The
whole of Gulliver’s Travels has a similar scope to a
typical campaign. The novel covered around 16 years of
Lemuel Gulliver’s life.

Character: an imaginary persona within the story being
created during game play. The most important
characters are those controlled by the players but others
are controlled by the referee or by the referee and
players collaborating.
Check: a roll of the dice to determine success or failure
of a character attempting some task. In FATE checks
include tests and challenges.
Clumglum: A ceremonial title awarded for services to
the Lilliputian state.
Conjurer: based on the use of the word within
Gulliver’s Travels ‘conjurer’ is taken to mean a sorcerer
of Glubdubbdrib who can assume the shape of animals.
Conjurers are a logical extension inferred from
Gulliver’s Travels but are not undoubtedly canon. A
referee may decide his world of GTC contains no
conjurers.
Conscience: a rule that mimics how a character’s
personality grows or falls into Corruption through her
experiences and actions. Enlightenment, quality, pride,
and corruption are components of conscience. These
values act as a guide for roleplaying and can provide
bonuses to some rolls.
Dissenter: English Christians that have cut ties with the
Church of England.
Dynamic: a challenge or test where two characters are
opposed. In those situations, both sides roll dice and
compare outcomes.
Extras: those elements of the character that require
some representation outside the scope of skills and
aspects. Extras can represent intrinsic abilities,
equipment, or people.
FATE: This game is built around FATE: Fantastic
Adventures in Tabletop Entertainment (Fudge Version).
FATE is a story-oriented roleplaying game system by
Robert Donoghue and Fred Hicks.
Fate point: a small reward earned by the player to be
used to help her character have a say or succeed the ongoing story. Unlike most FATE games, in GTC fate
points are spent indirectly, each Fate point either
replenishes an aspect or is assigned to a component of
conscience.
FUDGE: an RPG by Steffan O'Sullivan.

Calverin: A long thin walled artillery cannon.

Glubbdubdrib: an island governed by sorcerors.

Challenge: the method used in the game to resolve
tasks that take your character a long time to do or that
require several complicated steps. Building a seaworthy
boat is a challenge.

Goal: as part of the rules for advancement the player
should state the next aspect she would like for her
character. Goals also give the players another
opportunity to tell the referee what kinds of action they
will enjoy.

Chapter: a discrete adventure or portion of a larger
story. A chapter typically takes several hours to play
and has similar scope to a chapter of Gulliver’s Travels.
On completing a chapter characters receive a small
reward of a fate point or skill rank as part of
advancement.

GTC: abbreviation for Gulliver’s Trading Company.
Hanger: also called an infantry hanger. A sword used
by common soldiers and middle-class men.

243

Houyhnhnm: intelligent horses who are paragons of
reason.
Humour: the archaic useage is closer to ‘mood’.
Introducing Characters: the term used here for what is
generally called ‘generating characters’. Hand-in-hand
with creating the character’s skills and aspects a
summary of the character’s past history is revealed,
much like the introduction to Lemuel Gulliver’s
background and early years in the first pages of the
novel.
Langden: See Tribnia.
Laputa: a flying island inhabited by academic nobles
who rule Balnibarbi.
Lilliput: One of two nations of diminuative people.
Lindalino: a rebellious city in Balnibarbi.
Little Ender: one of two sects of the faith of Lilliput.
Luggnagg: a far eastern nation where a small
proportion of the population are cursed with
immortality.
Magician: based on the use of the word within
Gulliver’s Travels ‘magician’ is taken to mean a
sorcerer of Glubdubbdrib who can create energies,
gases, objects, even creatures and people out of nothing.
Magicians are a logical extension inferred from
Gulliver’s Travels but are not undoubtedly canon. A
referee may decide his world of GTC contains no
magicians.
Meta-game level: discussion, considerations and
organisation of the game that the players and referee
engage in but the characters are unaware of. For
example when the referee offers a player an
acquaintance in a town if the player pays for it with an
aspect box they are acting at the level of meta-game.
The character only knows that a fellow alumnus of
Oxford lives in the town and will likely show him
hospitality. Similarly, players may be placed in control
of the army their characters’ are fighting within even if
those characters do not hold command positions nor
issue any orders.
Metamorphics: the magic of the shape-shifting
conjurers of Glubbdubdrib.
Miquelet: a complex form of snap-lock firearm.
MoF/MoS: the difference between the difficulty of a
test or challenge and the outcome is called the margin of
success or failure, MoS or MoF respectively. They are
used to determine how well the character succeeded or
how badly they failed.
Nardac: A ceremonial title awarded for services to the
Lilliputian state.
Necromancer: A sorcerer of Glubbdubdrib who can
call up the ghosts of the dead.
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NPC: a non-player character. Traditionally these are the
minor characters, adversaries, and guest stars played by
the referee. In FATE games players may share control
of some NPC’s, such as sidekicks or henchmen, with
the referee. The referee has the power to veto any action
by an NPC suggested by a player. Players and especially
referees control many of these less important characters.
Part: a discrete portion of a campaign consisting of a
number of chapters. A part typically takes up numerous
sessions of play and has similar scope to a part of
Gulliver’s Travels. On completing a part characters are
rewarded with an aspect.
PC: player character, a character controlled by a player
in an RPG. PC’s are equivalent to the principle
characters of a novel or movie. Each player usually has
only a single PC. Compare with NPC.
Player: Most of the participants in an RPG session will
be players whose primary responsibility is to control the
main characters of the game’s narrative.
Pocket-perspective: A collapsing telescope small
enough to be carried in a gentleman’s’ coat pocket.
Précis: In the novel Gulliver's Travels the précis is the
summary of each chapter given in italix in most
editions. Here it is used to mean the short summary of
each part recorded on the character sheet.
Rank: Points used to purchase and improve skills
during character introduction and advancement. Ranks
may also be spent to buy extras.
Rogue: a scheming, fraudulent and utterly unlikeable
person.
Referee: As well as the players one participant must
take on the responsibility of the referee. The referee is
responsible for creating adventures for the other players.
This person presents situations to the players for their
characters to react to, arbitrates any rules disputes, and
provides the details of the world and events based on the
material presented here. The referee is sometimes called
the games master (GM); this terminology is dropped
here in favour of the less hierarchical term in keeping
with the cooperative nature of the game.
RPG: role playing game.
Scale: a representation of the general size of the
character in game terms. Europeans are of average
scale, Lilliputians are diminutive, and Brobdingragians
are colossal. The scale categories are quite broad an
Alsatian, a human, and a riding horse will all be of
average scale. Scale is usually obtained as part of an
aspect but additional uses of scale can be purchased as a
separate aspect.
Skill: each character has a different selection of skills
listed to describe their knowledge, education and
experience. Skills provide a benefit when attempting
appropriate tests and challenges.

Slamecksan: the ‘Low Heel’ political party of Lilliput,
dedicated to reforms.
Snilpall: a lesser title of honour in Lilliput bestowed for
strict obedience of laws of the country for seventy-three
moons.
Sorcerer: In GTC this word means specifically a native
of the island of Glubbdubdrib who comes from a
bloodline imbued with magical powers. The referee
must decide if there are different types of magical
powers or if all sorcerers are necromancers.
Stat: jargon for game related information of any kind.
For characters this includes aspects, skills, extras,
weapon ratings &c.
Struldbrug: a native of Luggnagg cursed with
immortality.
Static: For a static test, the referee sets a fixed
difficulty, then the player chooses an appropriate skill,
rolls the dice, and compares the outcome to the
difficulty.
Swivel Gun: a small cannon mounted on a ship or on a
tripod. The gun swivels on this base to give a good arc
of fire.
Test: refers to the method used in the game to resolve
short or uncomplicated actions. Striking a foe or
spotting a hidden rat are both examples of tests.
Tonquin: a real nation that covered much the same
territory as 21st century Vietnam.
Tramecksan: the conservative ‘High Heel’ political
faction of Lilliput.
Tribnia: a nation covered in a nasty web of political
intrigues.
WR: Weapon rating
Yahoo: Swift invented the term 'Yahoo' in the 1700's to
describe his bestial branch of humanity. This is the
usage of the word in the world of GTC. Only much later
did yahoo come to mean anyone uncooth, then even
later still an exclamation of excitement used in the
United States.
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Gulliver’s Travels World Map
A world map assembled from the works of Herman Moll and Charles Brock by Karl David Brown (copyright Karl David
Brown, 2010).
This map portays the world according to “Gulliver’s Travels”. The map has been carefully reconstructed using
information from the novel. Herman Moll was the original cartographer for “Gulliver’s Travels” during the lifetime of
Jonathan Swift and a respected mapmaker during the 18th century.
The map was produced for use with “Gulliver’s Trading Company”, a table-top role playing game, but does not contain
any elaborations not gleaned from Swift’s novel “Gulliver’s Travels” and would be of interest to scholars of Swift or fans
of the original novel.
Copies of the map can be purchased at: http://browse.deviantart.com/art/Gulliver-s-Travels-World-Map-294804331
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About the Authors
Karl David Brown is a biologist living in
Melbourne Australia. He has worked in mining,
as a labourer, in retail, and as a volunteer in
dolphin research. He enjoys snorkelling,
running, his work, and occasional goth
clubbing. He is interested in everything except
sport. He has been writing RPG material since
he was twelve. Gulliver’s Trading Company is
his first widely distributed complete game. He
hopes it will instil in others interest in a novel
he is passionate about, inspire creativity, and
provide entertaining gaming sessions for hobby
veterans and newcomers alike.
Image by Elizabeth Bowman 2009. Taken at
Cockington Green, Canberra.

Jonathan Swift was a satirist, poet and Anglican
priest who lived in both Ireland and England.
He was active in politics and eventually became
Dean of St Patrick’s Cathedral in Dublin. He
was a tireless campaigner for justice and
humanity but his weapon was satire with a
cruel edge to it. Many of Swift’s works sought
to better the lot of the Irish people. Swift is best
known for his work Gulliver’s Travels.
Image by Charles Brock 1894
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Legal Notices
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product
and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your"
means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed
by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under
any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.
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11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open
Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.
15 COPYRIGHT NOTICE Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
IDENTITY OF OPEN GAME CONTENT
Gulliver’s*Trading*Company*is#©#2010#Karl#David#Brown.#All#Rights#Reserved.#Gulliver’s*Trading*Company*is#
released#under#version#1.0#of#the#Open#Game#License.#FATE (Fantastic Adventures in Tabletop Entertainment)
copyright 2003 by Evil Hat Productions. The Fudge game system is copyrighted ©2000, 2005 by Grey Ghost Press, Inc.
All non-game mechanic text excluding excerpts from Gulliver’s Travels and text adapted from Open Game License
sources is copyright Karl David Brown. Reproduction#of#copyrighted#nonCOpen#Game#Content#of#this#work#by#any#
means#without#the#written#permission#of#the#author#is#expressly#forbidden.#All#game#mechanics#and#statistics#
(including#the#game#mechanics#of#all#aspects,#extras,#skills,#characters,#creatures)#are#declared#open#content.#First#
printing#2010.#

FUDGE SYSTEM TRADEMARK LICENSE (FSTL)
For Open Game License (OGL) Fudge Material
Version 1.0 (December, 2004)
With this Fudge System Trademark License (hereinafter “FSTL”), Grey Ghost Press, Inc. (“Grey Ghost”) is pleased to
grant you a limited, non-exclusive, royalty-free worldwide license to use its Fudge-related trademarks to indicate that
your game material is compatible with the Fudge Roleplaying Game system.
1. Acceptance of Terms:
By downloading or using the Fudge logos covered by this license or by registering as a Fudge Publisher as detailed at the
end of this document or online at http://www.fudgerpg.com/publishers, you agree to be bound by the terms and conditions
contained in this FSTL for so long as you continue to use any of Grey Ghost trademarks licensed via this agreement.
2. Trademark Ownership:
Grey Ghost owns the Fudge logo and the Fudge System logo (the “Licensed Marks”). Images of these logos are available
at http://www.fudgerpg.com/publishers. The marks GREY GHOST, GREY GHOST PRESS, and the ghost horse logo
associated with Grey Ghost are trademarks of Grey Ghost and may not be used for any purpose without express written
permission of Grey Ghost.
3. Agreement Not to Contest:
You agree not to contest the ownership of the Licensed Marks. You further agree and accept that the Licensed Marks
constitute Product Identity as that term is defined in the OGL, incorporated herein by reference thereto. You further agree
that the terms and conditions outlined in this section shall survive the termination of this agreement.
4. License to Use:
You are hereby granted the non-transferable, non-exclusive, royalty-free license to use the Fudge logo and the Fudge
System logo (the “Licensed Marks”), in accordance with the conditions specified in this license.
You may use the Licensed Marks solely to indicate that your product is Fudge-compatible. You may not use the Licensed
Marks except on or in connection with products that are fully Fudge-compatible.
All uses of the Licensed Marks will be in compliance of the terms of this license and also the Fudge System Trademark
Usage Guidelines (the “Guidelines”), as found at http://www.fudgerpg.com/publishers. The Guidelines may be modified
from time to time, in which case Grey Ghost shall make every reasonable effort to notify you of such modifications,
provided you have registered as a Fudge Publisher (see “Registering as a Fudge Publisher,” attached).
Any other use of the Licensed Marks, except as allowed under “fair use” provisions of United States intellectual property
law, is expressly forbidden and constitutes an infringement of Grey Ghost’s intellectual property rights.
You have no rights of any kind in the Licensed Marks, except to the extent granted by this FSTL. You acknowledge that
this license does not grant you any rights with respect to any other Grey Ghost trademarks.
5. Compliance with the Open Game License:
Per the terms of the Open Game License (hereinafter “OGL”), incorporated herein by reference, you agree not to use the
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Licensed Marks unless you do so in accordance with the terms and conditions described in this FSTL.
6. Goodwill:
You acknowledge that all goodwill associated with your use of the Licensed Marks inures to the exclusive benefit of Grey
Ghost. You will not do anything inconsistent with Grey Ghost’s ownership of the Licensed Marks, such as filing any
trademark application for an identical or similar logo anywhere in the world, now or in the future. You will not use the
Licensed Marks in any manner that suggests Grey Ghost’s endorsement or recommendation of your Product or otherwise
creates a false association with Grey Ghost, or on or in connection with anything that is unlawful or encourages unlawful
conduct.
7. Indemnification:
You will defend, indemnify, and hold harmless Grey Ghost against losses, liability, damage, cost and/or expense
(including reasonable legal fees) arising out of any claims or suits, whatever their nature and however arising, because of
your use of the Licensed Marks in any manner except as expressly permitted by this License, or for any personal injury,
product liability, copyright infringement, or other claim arising from the production, promotion, distribution, sale and/or
offer for sale, and/or the performance of your Product.
8. Breach and Cure:
In the event you fail to comply with the terms of this FSTL, you will be considered to be in breach of this license. Grey
Ghost will attempt to notify you in writing by sending an email and first class mail letter to the email address and mailing
address listed on the most recent license registration information on file, if any. You will have 30 days from the date of
the notice (the “cure period”) to cure the breach to the satisfaction of Grey Ghost. If no license registration information is
on file, you will be considered to be in breach of this License immediately.
9. Termination:
Grey Ghost may terminate this License as follows:
a. In the event that you are in breach of this license and fail to cure your breach within the 30-day notice period, this
License will be deemed terminated without further written notice to you. Upon termination, you shall immediately stop
all use of the Licensed Marks and destroy any inventory or marketing material in your possession bearing the Licensed
Marks. You will at your sole expense remove any use of the Licensed Marks from your advertising, web site, letterhead,
or any other use.
b. This license is revocable at will by Grey Ghost at Grey Ghost’s sole discretion. In the event Grey Ghost revokes your
right to use the covered trademarks, you may deplete existing inventory that is otherwise in compliance with the terms of
this License and the Guidelines.
10. Maintenance and Warranties:
Grey Ghost has no obligation to provide any kind of maintenance or support to you or your product.
The Licensed Marks are provided to you on an “AS IS” basis, Grey Ghost makes no warranties whatsoever regarding the
Licensed Marks, such as noninfringement. In no event will Grey Ghost be liable for any special, incidental, or
consequential damages resulting from the use or distribution of the Licensed Marks.
THE ELECRONIC FILES FOR THE LICENSED MARKS ARE MADE AVAILABLE ON AN “AS IS” BASIS. GREY
GHOST DOES NOT MAKE ANY REPRESENTATION OR WARRANTY, EXPRESS OR IMPLIED, THAT THEY
ARE FREE FROM ERROR, OR AS TO THEIR MERCHANTABILITY OR FITNESS FOR A PARTICULAR
PURPOSE OR USE.
11. Changes to Terms of the License:
Grey Ghost may from time to time issue updates or revisions to this License. If you are a registered Fudge publisher we
will use reasonable efforts to notify you of any such update or revision. Otherwise, posting of the update or revision on
the Grey Ghost website will constitute sufficient notice to you. You will, at the earliest possible opportunity, conform in
all respects to the updated or revised terms of this License. You may continue to distribute any pre-existing material that
complies with a previous version of the License, but may not produce additional copies of that pre-existing material.
Subsequent versions of this License will bear a different version number.
12. Miscellaneous:
This License shall be governed by and construed in accordance with the laws of the United States and the Commonwealth
of Massachusetts, and the state and federal courts located in Massachusetts will have jurisdiction over you and Grey
Ghost in any proceeding relating to this License. If any provision of this license is held by a court of competent
jurisdiction to be contrary to law, that provision will be enforced to the maximum extent permissible, and the remaining
provisions of this license will remain in full force and effect. This license and the Guidelines constitute the entire
agreement between you and Grey Ghost concerning the Licensed Marks. Any waiver or amendment of any part of this
license or the Guidelines is effective only if in writing and signed by an authorized representative of both you and Grey
Ghost.
If you agree to the terms of this License, you may download the Licensed Mark files from the fudgerpg.com website
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and/or proceed to use the Licensed Marks in your Fudge-related materials, provided you use them in accordance with the
terms of the Guidelines. Downloading or commencement of use will be deemed to be acceptance of all of the terms of the
FSTL.
Ann Dupuis
President, Grey Ghost Press, Inc.
ghostgames@fudgerpg.com
Fudge Logo Usage Guidelines
Requirements for using the Fudge Logo:
These requirements apply for any material published, commercially or not, in electronic media or paper or book format or
other format, that uses the Licensed Marks (as defined in the Fudge System Trademark License (FSTL), each of which is
sometimes referred to below as a “logo.”
The primary requirements are: You must include the “About Fudge” paragraph and the proper copyright notices, and you
need to make sure you’re using the trademarks correctly.
The “About Fudge” Paragraph (including Copyright Notice)
If you are using any of the Licensed Marks with any material you create or publish, you must include the following
“About Fudge” paragraph:
“About Fudge: Fudge is a roleplaying game written by Steffan O’Sullivan, with extensive input from the Usenet
community of rec.games.design and other online forums. The core rules of Fudge are available free on the Internet at
http://www.fudgerpg.com and other sites. Fudge was designed to be customized, and may be used with any gaming genre.
Fudge gamemasters and game designers are encouraged to modify Fudge to suit their needs, and to share their
modifications and additions with the Fudge community. The Fudge game system is copyrighted ©2000, 2005 by Grey
Ghost Press, Inc., and is available for use under the Open Game License. See the fudgerpg.com website for more
information.”
If you are using any of the Licensed Marks in any advertising or promotional materials, you must include the following,
abridged paragraph:
“About Fudge: The Fudge game system is copyrighted ©2000, 2005 by Grey Ghost Press, Inc. and is available for use
under the Open Game License. See the fudgerpg.com website for more information.”
Trademark Notices
In addition to the About Fudge paragraph, the following notice must appear on or in any product using the Licensed
Marks:
“The Fudge [or Fudge System] logo is a trademark of Grey Ghost Press, Inc., and is used under license. Logo design by
Daniel M. Davis, www.agyris.net.”
These notices may be included in Section 15 of the Open Game License (also required to be published with any material
published under the FSTL) and/or presented elsewhere. However, they must also be readily visible and located in a
reasonable section on your product itself (on the copyrights or credits page, for example). For material published as web
pages, the “About Fudge” paragraph and trademark notices may be on a separate web page, but there must be a clearly
visible and labeled link (“About Fudge and Trademark Notices”) from the page containing the material to the page
containing the required paragraph and notices.
Proper Use of Trademarks
Trademarks incorporated into text should always be used as an adjective, never as a noun. Proper use would thus be:
“This book uses the [Logo]™ rules.”
You must include the “TM” symbol immediately after the trademark in superscript or subscript form. The trademark
symbol must appear in the first use of the logo in the body of text, although it is not necessary to include the TM symbol
in subsequent appearances of the trademark within that text.
Typography, Design, and Color
You may not alter the typography, design, or color of the Licensed Marks in any way except as specified below.
Color Versus Greyscale
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The Licensed Marks are available in two versions: a color version (black on white with spot colors gray and red) and a
greyscale version. The former is useful for websites, color covers or color interior pages on books, and other presentations
of your material that can use colors. The latter is useful for material printed with black ink (whether that’s a book or a
printout from a downloaded file or other media).
You are responsible for choosing the correct version of the logo for your specific material. You will not be held
responsible for any printouts or other manufacturing of your material that is not under your control. (For example, you’re
not responsible for the color of the ink used by someone else in printing out a downloaded copy of your material.)
Minimum Size and Resolution
The Licensed Marks must be reproduced at a minimum size of one-half inch in width by four-tenths of an inch in height.
If using the Licensed Marks as a graphic on a website, the minimum dimensions in pixels is 36 (width) by 29 (height).
If using the Licensed Marks in print media (including electronic files designed to be downloaded and printed), the logo
must be reproduced at high enough resolution to be legible and without “jaggies” – in other words, make it look good. We
suggest a resolution of 200-300 dpi (dots per inch).
Dimensions and Distortions
You may not distort the logo in any way, by stretching it more in one direction than another or skewing it or applying to it
any graphical textures or effects. You may not overprint any part of the logo with another graphic or with additional text.
Nor may you overprint the logo onto a distracting or confusing background. All parts of the logo must remain visible,
clear, and legible.
Minimum Clear Space and Placement
You must allow enough clear space around all sides of the logo to ensure its clarity. If reproducing the logo at a small
size, leave a minimum of ¼ inch of clear space around all sides of the logo. The larger the logo, the more clear space you
should allow. The logo should be prominent but not overwhelm the design of the web page, book cover, advertisement, or
other presentation of your materials.
Advertising and Marketing
You may use the logo in advertising and marketing, provided you include the text “The [Fudge/ Fudge System] logo is a
trademark of Grey Ghost Press, Inc., and is used under license.” in a legible font in the advertisement or marketing
material.
Other restrictions:
You may not use a Licensed Mark or any part of a Licensed Mark as a decorative illustration or graphic element or as a
basis for a logo of your own design. You may not place a Licensed Mark in such close proximity to any other trademark
as to make it appear that the two are related or that they are a composite mark. You agree not to indicate compatibility or
co-adaptability with any third-party trademark in conjunction with a work pertaining to Fudge except as expressly
licensed by Grey Ghost.
For more information: http://www.fudgerpg.com/publishers
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Explore the world of Gulliver’s Travels!
As well as Lilliputians and giants there is a
flying island, savants rapt in trances,
professors trying to extract sunlight from
cucumbers, sorcerers, ghosts, cursed
immortals, strange customs, talking horses,
and continents awaiting exploration.
Gulliver’s Trading Company is a roleplaying game of exploration
of strange lands in the 18th century. It is based on the classic
satirical novel Gulliver’s Travels.
This game, Gulliver’s Trading Company is an unwritten sequel to
Gulliver’s Travels. Gulliver’s son organises trading expeditions to
the remote countries described in his father’s book. You will
determine what happens in this sequel by playing the game.
Material in this book has been carefully written to help you create a
campaign true to the world of the novel.
All the rules needed to play the game are within this book. This is a
stand-alone game based on Fudge and FATE 2e.
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