An introcfuctory treatise on ‘the tiles’ and
their use in comimon entertainments across
the continent & isles qf Embra
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A map cf the eastern coast
of Embra, detailing the
Empire cf Or



Section 1: The 18 origina( tiles...
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Across the f We o Or indeed throughout all the
nations of Embra, these 18 unique designs
(mmforecf to create a set of 36 tiles) are used for a
vcme o entertamments Jaarfour games and

n cmd' sets can be found in most inns and_
tavems rou hout the redlms, along with stacks qf
cfog-earec[ afe stained, and well use }mzzfe cards qf
various déﬁgns




Originating from the ancient desert tribes (f)f the
Wyeld, whose culture blossomed and faded (ike a
héart beat amidst the N'Durun desert, the tiles
were known as "Pu'lkha’ (fit. trans. as 'riddled-stone’
which when taken in conjunction with their
description, based on Arema’s Histories [Arema
akscmﬁing them as Eeing ‘crystalline lamina shot
tﬁrougﬁ with veins of coloured ore’ - tﬁougﬁ none
are now extant] justifies and explains this naming).
Nowadays, having been culturally cyo‘prqoriated’ﬁ)r
well overa thousand years, they are known by the
Ordish, as viddle-stones, a Corruption of  this
om’gina[ meaning - tﬁ;fact that tﬁey are uséd for a
variety qf puzzles and amusements within Ordish
culture maléing the reason for this corruption
entirefy obvious.

For the olive skinned Manzani (f the Southern Isles
the tiles are known as Oganika™- a commposite word
forme(f from the basic concepts qf:

O-ga:  nature, natural, elemental,
ndamental, base, root,
“foundation.

niki  form, structure, pattern,
arrangement, tile [nika p(]



tﬁougﬁ it should be noted that ‘nika’ has the ﬂavour
(f Eeing associated with something bein 1mjoosec[
ipon something else. Thus the meaning of Oganika,
which could be (iterally translated a5 ‘rature’s
forms’ loses a certain “something in this direct
transfation since, in fits originag[ sense, it is a
fuxtaposition (f that which is both natural et

forma[@ constrained,

For the common man or woman, the tiles are
tmafitiona((y made of thick card or thin wooden
board, painted with the traditional designs shown,
but so popular a pursuit are the games o Riddle or
Oganika that some have been known usuaffy of the
aristocracy or merchant class) to have Had sets
commissioned in a variety o materials - highh
polished stone being the mios dfavourecf and, if the
historians are to "be believed, possibly the “most
authentic.

An em’[y ‘(eﬁ‘-ﬁam{ec{’
set of ceramic Pu'lkha
excavated from a
merchant’s house in the
old quarter of Darium.




In modern Joar[ance the 18 tiles above are known as
‘the (e ﬁamﬁecf set‘ on account tﬁat wﬁen Jo[acec[
with their shortest e ermost they s qoe to th e
[e Traditionally, tﬁo gfgiat begin t%ew study

'Pu'ﬁﬂéa Nika or waﬂe-Stones do so with tﬁts
rec[ucecf set and a comyﬁamentmy collection (f
designs (see section 3).

Section 2: ConfTic’c and connectivity

Let us take, b way examjo[e a classic design
which most in rwou[ Ee aniiliar with, Note that
it clearly delineates the extema[ geomet: qf the tile
set - i.e it shows you where tiles should be }afaceaf -
zwtﬁout tef[mg You where syeaﬁc tiles are meant to
e. ‘E. e

With re erence to this cfestgn we have 2 exam d;o

arm‘rc?ements which illustrate how 6 tiles coule
laced to orm the design's central arrangement.

Mte that the exam}a[e ﬁ hand arrangement has



3 points (circled in green) where the surface design
of the tiles does not match up. This arrangement is
said to eanEtt conﬁct‘ whilst the one on the right
whose su ace cfest n matches at all points does

NOT exhibit con wt

kR

In all i mstances an accep table solution to a cfesw n
is one which does not exﬁtﬁtt con wt although

we _shall see shortly, there are aﬁ erent qualities o
solution.

As a basic exercise, careﬁdlzy pface all 18 tiles in a
stmtgﬁt fine such that the completed row qf tiles
does not exhibit confth. For exam}a[e.

Due to the c(eswgn oé[ the fneces all correct solutions
to this activity [ty connected, However, this
is not necessanfy 50 for af[ solvable d'engns




There are 3 different solution t:lzlpes or solvable
designs (note, some designs do not have a solution).

Fully connected - A ffy co*rmectec[ solution is one
suchthat it is 0551 e td move om any ﬁpartwu ar
iece to any er a _;acent ytece (that which is e ge
connected “to the “piece Eemg considered)
tmve[ﬁng if not cﬁrect[u, then at most tﬁrom@ one

other ptec “For exam}a e:

x)
30

It may be a gooc[ idea to try a c{estgn for yourseﬁ
You could try the design at the begirinin (f this
section or the fo[[omng afestgn over[ec#) = famous
tﬁrou hout OF and known as e Wa farer' It is
re resenmtwe o tﬁe travellin known as
ellers, members of the Tmp ema?‘f e[fers Guild, who
ave their h ead'cluarters on tﬁe main thoroughfare
‘ah Ga Noor, the Empire's capital city. On the
o owing pages are two solutions - neither exhibit
conf[ict but “neither would be considered as fu@
cofinected,




"The Wayfarer‘




‘Partia[fy Connected -

wﬁereB%/ one can trace a
connection om any part qf
the design to an /9 fier, but
the c{eﬁmtwn 0

connécted' is not saﬂsﬁ’ec[.

Note the green circle which
1gﬁﬁgﬁts a fauft‘ which
revenits one from moving
om one tile fo its aa_fjacent

“partner cfirect[y.

Disconnected -

a disconnected design s
disjointed, in that it is
ossible to 'seperate' the
c{esign into distinct areas.

Note the green circles
hgﬁ(?gﬁt the seperation qf
the design into two distinét
areas - cm er portion and
a lower portion,

In all instances a [fy connected solution is c[eemecf
superior. 'Perﬁqps Yoii can fmJ one...



Section 3: ‘Basic CDesigns

As can be seen and exploved, there are a
multiplicity o ways in w ich the tiles can be
connécted giving ¥ise to a profusion of designs.
Mtumfl:y our minds tend towdards syminetry and.
so desigis exhibiting 2-fold, 3-fold and 6-fold
symmetry are usually “the fifst ones formed
creatively through play. The antiquated puzzle
cloths that many Orcfis% still have tucked away in
cupboards or diawers, passed down from previous
génerations bear testarment to this and represent a
ty}aica[ startﬁ}g point [for a novice to the tiles. These
‘Fiddle-clothes’ are stifl on occasion brought out into
the light as a means to entertain a curious child
and 1%6 designs upon them without exception are
ormed from a sirigle handed sub set of the 36 tiles

enerdlly the 18 [eft-handed set - thoigh why there
15 a particular bias towards this handedness is
unkriown). A facsimile of one of these cloths has
been produced as part of this tréatise and displays
a sét of abstrdct designs ty}oica[@ ourid on
exanga(es of this kind along with dice & counter
markers to illustrate the way in which the cloths
initially evolved to be utifised?for play between two
‘challengers’, before ultimately transforming into
the game known by the Om%sﬁ as “Crossing the
Field’, or_in Miraille, the northern kingdom, as
‘Cou-zo’ (fit. ‘combat’ or ‘battle’).






Section 4: ‘Cou-zo’

The game of Cou-zo is based on an empty 5 b

rid gr “feld’ * where each cell is the samg,;cytze as%ﬂz
36 cards that form the card deck. Each card has the
same but mirrored chiral design on either side of its
faces, traditionally marked with a blue ring for a
[éﬁ-ﬁan(fed’ design’ and a green for a right-handed
one.

either the l¢ft-handed Tile set or the right-handed
tile set and attempting to complete puzzles, claim
cards as their own, and ultimately complete a
yatﬁwag from one side of the gridto the other,
whilst blocking or halting the progress of their
opponent.

The game is for two players with each yfa%er taking
g

*T1 ﬁougﬁ different sized ﬁ’e[c[s are known to be adopted in
aﬁﬁ%rent cultures and locations: for example a 6x6 field is a
}Weference when p[aying in the western ci of Dariiim.




T he set up re mres a board or cloth with the cells qf
t e emg 1§p ayec[ Each }afayer takes a set qf

(¢” sided markers and d sixth [ar er ‘base’
mar er, The cards are spread out ed, re-
stacked and shuffled and then a 3 m 0 carcfs
is cfea[t out ﬁom the tqo 0 tﬁe afecz which s set to
one-side.
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Q’[ayers may onfy attempt cfest ns which exhibit
their coloured mark but may use counters to ﬂip
and hold cards thereb preventing their opponent

om attempting them. Once a ‘design fRas been
succesgﬁJf conip leted tﬁe er Jo aces n' in a
Jposition qfvtﬁewc hoosing u on e battle field using
their base marker to 1stmgmsﬁ tﬁew camp.




Markers may be placed on marker points on the
cards to ‘quard’ adjacent spaces upon the_ board,
preventing the opponent from_playing there, so
cm’gﬁd consideration has to beé given as to the
orientation (f the cards when tﬁey are yfaced' into
the field.

Although the aim 1s to com}aléte a Jaatﬁway across
the 'ﬁe& it is Joossiﬁfe to win Ey otfier means. Since
the _patﬁwa must contain somewhere within it the
base markér, then it is }70351’6[22 for a [ayer to
surround their opponeit’s basé marker” card,
tﬁereﬁy preventing hem from Eeing able to win.

Section s: Tigumtive CDesigns - Riddle:Teller

Riddle:Teller is a wunique and fascinatin
oratorical endeavour which is recognised as the
jewel of Ordish culture. We shall not digress too
much for a thorough treatment of the art form can
be found in “The Teller's Handbook', which details
its history and evolution, from the time of Galg la
Moa - [irst Empress of OF and founding ‘patron o
the Teller's Guild (whose portrait adorns the covér
of this treatise) - to that of the present day.
owever, it is useful and initeresting to briefly
ex}ofain the notion qf Riddle:Teller and to bririg
orth examples of ~the pe gf designs  use
throughout which form its foundation and allow for
a free ﬂowing intéractive and responsive narrative.



Teller is traditionally played in its simplest and
most original form by thiee people: The Quester,
The Te e&er and Thé Fate (also known as "The
Wind' or ‘The Mirror' depending upon which
region of Embra one hails” from). It involves a
prodigious amount dg( skill on behalf of the Teller
and utilises dice and counters, and on occasion has
been known to sport a sideline in bets and gambling.
Although theré is a recognised set of designs (known
as 'the Canon' - of which there are over 120 entries),
all of which use only the left-handed set, each Teller
brings their own individual designs and style to this
déck,g and thus Tellers can gain great préstige and
reputation, not only for their oratorical sﬁg s but
also for their creative contribution to the art.

The Dancer

‘Time's Dice', "Fate's Dice' and example puzzle cards &
counter from the storytelling game Riddle:Teller
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Section 6: The fDuafing Houses (f J’ah Ga Noor

"f he ca f”m[ the Ordish Empire, T'ah Ga Noor -
the holy twebve-walled city kitown by some as the
(Rose of Embra: (f the niné noble houses fwe commit
to the nurturing o fDual'tsts and are known because
qf this as the ‘Jgua[mg Houses’.

gl



The game qf Dual is a skilled and sqoﬁisticated
endeavour in which 2 }afa ers compete to com}oléte a
Hex16 by the mamjou[a ion and exchange of tiles
between t}I/iemse[ves, played out on a ‘dualing board’.

There is much prestige given to master Ja[ayers and

the dedication cmdg commitment to becoming a
master and to o{eve[qping yfayers into such is a
formia(aﬁﬁz and time consuming task.

Although Dual is in of itseé'f a complete game, there
are other suﬁsid’iaw ractices which initiates are
trained up on which can be played as games
themselves, one of which - Hex16 - is detailed in a
separate treatise.



Section 7: Embrisian Hex

/gl/m% i sailor’s sodl,
/4.v ] tkfﬁfélve@
Ot give me & furse o coins /4;
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The city port of Embris ( r. Om-Bree), lbcated' on
the southern coast qf Or, 15 a meftmg ot 0 cultures.

icians, Miraillians, Manzani, (gr dish - even
Ki'Ma the chalk skinned tribes from the remotest
reaches of the Southern Isles = all can be seen
min, [ing in the bars and inns. And where there is
drin ing, there is amﬁfmg and where there is
gamﬁ[mg there is Embrisian Hex.

Embrisian Hex is a suEtfe ame of balanced

uncertain for 2 ayers -a t e crowd it
draws canbe considerable. Each Ja ayer starts with
18 ‘coins' and the aim of the” game,

comEmatwn cf wagering and skill with the Pu’ gfﬁa
is to gain a score of 108. Wagers are made on, the
basis of tiles drawri at random from an initial fu[(
comjo[ément Dependent upon he round, differin,
sets’ of tiles aré drawn and in each instaiice the
roun Joroceed's to a test of skill set against a timer.



a tyyica[ ‘wager board® used for FEmbrisian Hex.

T he ame is further com ﬁcated' 6 a set of cards
omw ich avers may mw gpencﬁng upon (uck.
¢ cards can’then be }9 aved dt variotis Tnstances
tﬁrougﬁout the game in an attempt to 11fﬂuence
Jafay and cﬁ(ect outcome.

The rules and stages ¢ Embrisian Hex would
require a treatise in itse and so we shall not dwell
on this here but shall move on to a final
exammatwn of what are considered to be the most

icult and Ey all accounts the most omgma[ tests
0 sEt[T that hdave been devised for the tiles.



Section 8: Monads

Monads, if the studies of antiquity are correct, were
the original Wjeldic puzzles associated with the
Pu'hlka.

In essence, any large equilateral triangle,

constructed in a marmer so that it can be

partitioned into 4 smaller egui(atem[ triangles can

be folded up into a pyramid. What is important to

note, howéver, is that such afﬁ)l'cfing requires an
0

eﬂc\fﬂf symmetry so that when folded, the completed

ndad' exhibits no cory"l'ict along any (f its ec@es.

Any solution for this Monad, by virtue of the
triangles already present, mist have~ side
connections as illiistrated by the 2 additional sets
otf semi circular bands shown. Note: it is traditional
0 include all 6 bands on each side, with those not



showing a connection d'isy(ayec[ as thinner and
greved out.

With a little consideration, one may be able to
perceive how every Monad can take our distinct
solution cfforms Since if one starfs om tﬁe
compfete oﬁject it is }aosstﬁfe to imagine ffacm the
Monad on any of its fours aces and then cuttin
from the upper vertex down”along its 3 exposed side
kngtﬁs bétore opening it out. Thus every Monad
has 4 associated diagrams with corre{pondtn
connection bands for each pair of sides. it is not
unknown for this n%formatwn to form the basis (f a
puzzle (with or without a set of specified tiles).
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As has been mentioned, little is known about the
Wield and their culture, lost as it has been to_the
sands and ravishes o antiquity, but that they have
bequeathed to us this fascinating puzzle can only be
considered a blessing:

Having covered and conveved to the reader the
major entertainments and iisage (f the tiles across
Or and Embra then we shall draw this short
treatise to a close. If the reader has found anythin

qf interest to arouse their curiosity then the author
would entreat them to continue the endeavours qf
their studies and Joerﬁa}as seek out the diﬁ:erent



forms qf entertainment and participate in them.

A A

e of the Teller's Guild:
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