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	Here's a 'furry' cosm I've been working on.  As always any


comments, suggestions, cashier's checks are welcome...





COSM: Stalamin





High Lord: Formerly - Harkken Ironjaw, presently - ???





Axioms: Tech- 21  Magic- 15    Spirit- 15    Social- 21





Cosm Characteristic Limits:


  Same as earth's, but the Str and Tou attribute maxima can be raised by


up to 3 by lowering the maximum of Dex by a like amount.  Dexterity maximum


can be raised by two(2) if the maxima for Str and Tou are lowered by four. 


(or raised by one, and lowered by two, respectively.) This


is due to wide variety of physical sizes and shapes of this cosm's 


inhabitants.





World Laws:


  Law of Specialization: due to Harkken's War and the massive reality storm


that encompassed the world, the axiom's are in a curious state of flux.


All ords abide by the base axioms, but when a storm knight is created the


axiom set s/he gets can be subtly altered.  Any one of the axioms is


increased from one to four for that character and any other axiom is reduced


by the same amount.  Any member of Stalamin who tries to use a device/spell


native to Stalamin that would normally cause a contradiction check simply


cannot use it.


  Law of Sanity: The more in tune will the true nature of things (the more


sane a furry is) then the more likely things will go their way.


  Law of Madness: A corruption of the original Law of Madness.  The Law of


Madness currently states that any being willing to sacrifice some their 


sanity in the pursuit of power can make the trade.  The original law of


madness said that an unbridled lust for power would cause you to go insane.


  [note to readers: Sanity and Madness are going to have charts similar


to the honor/corruption charts in Aysle.  Will post them later.]


  Law of Hidden Potential: Any thinking being can tap into their hidden 


reservoirs of strength and talent.  When FIRST trying a new skill or 


ability in a story if the furry can roll 12+? on the reality skill, the  


furry can purchase that skill immediately for the regular price.  Due 


to this law the people of the realm tend to take no one at face value.  





Brief History:


  The cosm of Stalamin was originally a fairly peaceful place (mostly due to


the laws of Sanity and Madness).  Conquerers would arise and, if not defeated


by their enemies, would eventually fall prey to their own weaknesses.  There


were at least four intelligent races on Stalamin before Ironjaw's rise to


power.  The Hrrkur, the Chickarath, the Sambals, and Jarken.  Stalamin is


a VERY large world with about 20 times the surface area of earth.  So local


customs and racial variations can vary widely.











Ironjaw:


  A mysterious figure, no one knows which race or sex it was.  By every


verifiable account, it appeared as the race of those it was speaking to.


Absolutely ruthless, and quite mad.  It had destroyed 12 cosms when it 


developed the rash plan to take on about 7 more Simultaneously.  A varied


group of storm knights from around the world and from the invaded cosms


gathered together with a powerful eternity shard, the primal stone.  With


its group power (mass reality storm attack, whee!) they raised a storm that


encompassed the Entire World.  In the end, both Ironjaw and the shard were


destroyed.  But no trace of either Ironjaw or his DD was found.





Ebonchain:


  Ironjaw's Darkness Device.  Despite its name, it resembled an elaborate


black helmet inscribed with wierd runes.  Connected to the helmet/shoulder


piece are semi-organic cables that run to gaunlets that turn blood red at 


tips of its claws.  (Stats will be forthcoming...)





Hrrkur:


  A contemplative race of lizard-like creatures.  Long lived and seldom seen


they mostly inhabited the rockier regions near the equator and in cunning


strongholds in other areas of the world.  While not cold-blooded their bodies


are ill-suited for chilly climes.  Some of the best and most enduring magic


items were created by them and are prized when found.  One of Ironjaw's first


acts when he had established a power base was to destroy all enclaves of


Hrrkur that he could find.  His ruthless efficiency is evident in that no


Hrrkur has been seen for at least 20 years.





Chickarath:


  A smallish race of anthropomorphic humanoids greatly resembling earth's


kangaroo rat with shorter legs.  They are about three and a half feet tall


and are the shortest of the races in the new Stalamin cosm.  They are full


of nervous energy (which reaches a manic height during mating season, whee!).


Their energy applies to other areas as well.  They are great travellers,


explorers and researchers.  The only real constants in their lives are the


bonds they form with friends and family.  (+2 max on dex, -4 max on str/tou)





Sambali:


  A feline race and the most diverse of the original four.  They exist from


the hottest equatorial regions to coldest realms.  They also exhibit the


greatest variation in size and fur patterns (basically anything you've seen


on earth plus a whole lot you haven't!).  Their culture is also the most


divergent.  The rule of Ironjaw couldn't squash out all the local variations


in custom and dialect, but all speak a common tongue, now.





Jarken:


  Closely resembling earth's otter/weasel family, the Jarken have very close


ties to the water they love.  You seldom find them away from either natural


or artificial bathing facilities.  Jarken are excellent sailors and merchants


(usually where they can ply their trade by raft or boat).  Though 


characterized as a bit lazy and hedonistic, they can be ruthless and tenacious


when the need occurs.  Jarken usually form tight-knit groups (Clans in rural


areas, companies in the more urban ones.)





Other Races:


  During Ironjaw's invasions many of the inhabitants of the invaded cosms


'leaked' over to Stalamin.  This list is by no means comprehensive!  Whole


nations of refugees from ravished cosms have been found.  Plus the races that


Ironjaw 'imported' to do his bidding.


  [reader's note: Put whatever you like here.  I've got a wolf-like, a 


coyote-like, two avian, a horse like, a unicorn-like, and a bunch of other


races in my campaign.  Personalities for races are likewise open.  One of my


races (descended from ducks) had a much higher magic axiom in their old cosm


and bitterly resent the restriction in Stalamin.  They are constantly


doing dangerous experiments to try to recreate their former levels of power.]





   -john-


