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  This fringe reality of Core Earth functions like a soap opera - 


it is a world of petty backbiting and domestic desperation. 


The natives of this reality call it "The World", because coming 


up with and agreeing on any other name is simply beyond 


them. It was visiting Storm Knights who recognised the nature 


of this reality and called it, sarcastically, Suds. 


  Overall, Suds is apparently peaceful, but this is essentially an 


illusion brought about and maintained by the Law of Petty 


Conflict, which creates tensions, but inhibits their release 


through violence. 


  There is, fortunately, no direct link between Core Earth and 


Suds. Entry is by dimthread or the Extradimensional Gate 


spell. 


  Cosm attribute limits for Suds are 13. 





AXIOMS AND WORLD LAWS 


Magic 6     Social 19     Spiritual 8     Technological 23 





Magic 6. Magic does not play a large part in the soap opera 


reality. It is practised only by those obsessed enough with it 


to put in the effort to get it to work. It takes many years to 


learn the lengthy rituals needed to get magic to work, and 


only Divination functions with any regularity. Apportation is 


possible but weak, and neither Alteration or Conjuration are 


possible at this axiom level. 





Social 19. The continual backbiting that goes on in this world 


makes it virtually impossible to organise the population, 


except through force. In the past this was through force of 


arms, but by clawing the Social axiom upward, it is now 


maintained by punitive actions from the near-fascist 


governments, bureaucracies, and law enforcement bodies. 


  Suds consists of many nations and countries, all of which try 


to undermine one another as they jockey for position in an 


international pecking order in their perpetual cold war. They 


scheme, make and break alliances, and denounce one another 


continually, but because the influence of the Law of Petty 


Conflict applies at all levels (personal, local, national, and 


international) they rarely break into armed conflict. 


  There are three superpowers around which all the other 


nations congregate: the Bardonion League (a hard-line 


economic rationalist state), the Republic of Tessome (a big 


government dominated command economy), and the Tri-Star 


Union (an extremely religiously oriented group of five 


"nations" under one government). All three are, in their own 


way, fiercely conservative. They are rabidly intolerant of the 


social/economic/political/religious positions of the others in 


their foreign policies, both in fact and as a matter of political 


principle. Of the numerous other states and nations, many of 


them are unswervingly aligned with one of the three 


superpowers. Many of the rest swap between the 


superpowers' camps in response to the latest inducements and 


concessions, unheeding of the denunciations of the 


superpowers when they are deserted. Finally, there are an 


extremely small number of countries that refuse to be drawn 


into one power block or another, even temporarily. 


  There is a certain amount of prestige involved for the 


superpowers to have a greater amount of "world opinion" 


behind them, but no practical change in power. Suds' 


equivalent of the United Nations is the so-called League of 


Unity, but it is totally ineffectual at this axiom level. In fact, it 


only exists at this axiom level at all by virtue of the effects of 


the Law of Petty Conflict; an international forum where the 


members can ignore or scream at each other is more in 


keeping with that world law than would be the more usual 


small political alliances. In the case of serious chastisement 


from other members of the League, many of the countries, 


and especially the superpowers, will simply choose to ignore 


and defy opinion against them. Often such opposition doesn't 


even get the opportunity to develop, as the party to be 


sanctioned will use stalling tactics or have chastisements 


watered down by allies. 


  Even within the command economy of the Tessome 


Republic there are still many factions of business, private 


groups, church and state with their own agendas. In all 


countries, and at all levels of society, are groups and 


individuals pursuing their own interests with no care to how it 


may affect others, except perhaps when they're planning 


revenge. 





Spiritual 8. The spiritual power of this reality is moderately 


strong, but it is modified by the divisive nature of the Social 


axiom and world laws into being petty in nature as well. 


Miracles take years to learn, and are almost never spectacular 


in nature, instead being limited to small scale events that are 


either personally comforting or (more often) personally 


vindictive. 


  Suds possesses a number of different religions, most of 


which are monotheist. Almost all of them preach peace, but in 


practice are intolerant of other faiths. 





Technological 23. The technology of the soap opera reality is 


about the same as that of Core Earth's. In many ways this level 


of technology runs ahead of the limited and petty Social 


axiom to cope with it. 


  Technology tends to be divided up between the "have" and 


"have not" nations. Most countries have a relatively 


comfortable lifestyle up through Tech 21 and 22, but only the 


most affluent have Tech 23 available to the majority of their 


citizens; and of course many of the poor countries make do 


with a lot less. There is a nuclear stand-off between all three 


superpowers, and (naturally) the situation is complicated by a 


number of other countries being nuclear capable as well. 





Law of Personal Crisis 


  Superficially this world is average and unremarkable with 


most of its citizens leading quiet and unassuming lives. But 


into the otherwise peaceful lifestyles of its inhabitants this 


world law introduces crises, usually minor domestic 


trivialities. But because of the other world law, these crises 


usually blow out of all proportion. 


  Everyone in this reality should have some form of 


melodramatic and angst producing problem of some type, or 


more likely an ongoing series of them. They may be minor or 


major as the GM chooses, but it is more in keeping with the 


feel of Suds that most of the problems are minor annoyances 


that only seem life-shattering, rather than being major ones 


that actually are. 


  Players should be encouraged to use subplot cards; since a 


conscientious GM should be preparing problems for them in 


any case, they may as well have some say in the problems 


they experience and get possibilities for their troubles as 


well. The Law of Personal Crisis causes the effects of all 


subplot cards to reflect the petty and gossipy nature of this 


world. 


  This is a passive world law, and exists only in the environment 


of its home reality.





Law of Petty Conflict 


  This world law ensures that every time one of the frequent 


problems or misunderstandings occurs, that people do not try 


to sit down and sort it out sensibly. Instead they assume the 


worst, and react accordingly. Thereafter, each meeting is a 


confrontation, and each confrontation ends in a threat. 


However, this law is not directed towards letting these 


hatreds be released in violent (and possibly cathartic) actions. 


Instead, people fume and snarl, and let their bitterness fester 


as they plan vengeance. This accounts for the 


disproportionately large amount of backbiting and gossip that 


goes on. 


  People confronting each other with accusations, insults, 


threats, intimidation, and the like gain a +1 bonus to the total of 


all such actions. However, if they start attacking one another 


with the intent of physical (as opposed to emotional) harm, 


then all such actions receive a -3 penalty. It can be seen that 


if a person chooses to enact physical vengeance on somebody, 


that they will want to set up the conditions so that the attack is 


a "sure thing". 
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