

Introduction

	Micea is an RPG based on the Steve Jackson Game’s GURPS system and the Chaosium Game’s Pendragon system. It uses the skill, advantages and disadvantages lists from GURPS and the combat, skill and personality systems from Pendragon. The fusion system has proven to be very popular and effective at depicting combat, personal interactions and the ‘reality’ of Micean life.

	The world of Micea (Mirgul to the inhabitants) is a middle Renaissance technology world inhabited by myriad sentient races that are rough analogs of various earthly species; mice, rats, lizards, otters and so on. Various English books like The Adventures of Mrs. Bianca, Watership Down, the Littles and so on are part of the inspiration. However, the world of Micea is a cruel and terrible place, filled with wonders and horrors in equal measure. Life is short and brutal and, save for the lucky few, pretty grim.

	Hopefully you will be one of the lucky ones. There are some notes, however, about the general setting:



There is very little magic in the hands of the player characters. Probably 90% of the magic in the game is under GM control.

Battle magic is very unstable and more than one battle has come to an abrupt conclusion when a mage blew his own head off with a failed spell.

The base monetary system revolves around electrum (gold-silver admixture) coinage (guilders to the Micean city-states, yen to the Voleim) and copper pennies.

Iron is very scarce, with only a few known sources. The vast majority of worked metal is bronze.



Startup

Initial Character Points

	150 Base Character points, +5 Character points per year of age of the character over 20.



Note

	In all following calculations, round numbers up to the next integer.



Purchase Characteristics

	There are seven; STR (Strength), CON (Constitution), DEX (Dexterity), INT (Intelligence), WILL (Willpower), SIZ (Size) and POW (Power or Mana).

	The minimum starting characteristic rating is 3. The maximum starting characteristic rating is 18. Note that Racial modifiers may boost a characteristic over the starting limit, but cannot reduce it under the minimum.







Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC \r 1 �1�. Characteristic Costs (By Age Range)

Characteristic�up to 20�21-30 �31-38 �39+��Strength�1�1½�2�2½��Constitution�1�1½�2�3��Dexterity�1�2�3�4��Intelligence�1½�2�2�3��Willpower�1½�2�2�3��Power�1½�2�2�2��Size�1�1�1�1��Hit Points�1�2�3�4��

Example: Nursun the Wily, a young Mici, is 20 years old. His player decides to give him baseline attributes of 10 in STR, CON and DEX, an 11 for INT and WILL, a SIZ of 8 and a POW of 9. His base character point cost is = 10 + 10 + 10 + 16.5 + 16.5 + 8 + 13.5 to equal 85 points. This leaves him 65 character points for other things, like skills and money.



Secondary Characteristics

	There are a number of secondary characteristics that are derived from combinations of the primary stats.These are listed as follows: Damage, Speed, Healing Rate, Unconciousness, Base Hit Points and Base Mana.



Damage is the number of d6 that you roll when you hit someone with a normal weapon in combat.

Speed is how quickly you move and fight in combat situations.

Healing Rate is the number of Hit Points you recover in a week of uniterrupted rest.

Unconciousness is the number of Hit Points you can take in a single blow without having to make a Constitution Check to avoid loosing conciousness.

Base Hit Points are the number of Hit Points you have derived from your base stats.

Base Mana is the number of Mana points that your character regenerates in a night (8 hours) of uniterrupted rest.



Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �2�. Derived Characteristics Table

Characteristic�Formula��Damage�(SIZ+STR) / 6��Speed�(STR+DEX) / 10��Healing Rate�(CON+WILL) / 10��Base Hit Points�SIZ + CON��Unconciousness�HP / 4��Mana�POW��

Example: Nursun the Wily figures out his derived characteristics: His Damage is equal to (10 + 8) / 6 = 3 six-sided dice. His Speed is equal to (10+10) / 10 = 2. His healing rate is equal to (10 + 11) / 10 = 2.1, which rounds up to 3 Hit Points per week of rest. Nursun has (10 + 10) = 20 Hit Points as his base. His Unconciousness rating is (20 / 4 = 5) hit points from a single blow before he passes out. Obviously he should stay out of fights. He regenerates 9 Mana per day.



Advantages & Disadvantages

	A single Advantage (or special capability) can be taken if one or more corresponding Disadvantages of equal total value (as per the ratings listed below) is taken.

	A given character can only have one Advantage.

	The Advantage of  Sorcery (which must be taken if you want access to any of the Sorcerous Skills) has the required Disadvantage of Viewed With Extreme Suspicion and Distaste By Everyone Else.



Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �3�. Advantages List

Advantage�Character Point Cost��Absolute Timing�5��Absolute Direction�5��Acute Hearing�2 per +1 in rating��Acute Taste and Smell�2 per +1 in rating��Acute Vision�2 per +1 in rating��Alertness�5 per +1 in rating��Ambidexterity�10��Animal Telepathy�5��Appearance - Attractive�5��Appearance - Beautiful�15��Appearance - Gorgeous�25��Blessed�10 (Minor), 20 (Major)��Charisma�5 per +1 in rating��Clerical Investment�10��Combat Reflexes�10��Common Sense�10��Contacts�5 (Minor), 10 (Medium), 15 (Major)��Danger Sense�15��Double Jointed�5��Eidetic Memory�30 (Minor), 70 (Major)��Empathy�15��High Pain Threshold�10��Immunity to Disease�10��Intuition�15��Language Talen�10��Law Enforcement Powers�10��Longevity�40��Luck �15 (minor), 30 (major)��Sorcery�15��Magical Resistance�2 per +1 to POW (Def)��Mathematical Ability�10��Military Rank�5 per level��Musical Ability�1 per +1 rating��Night Vision�10��Patron�At least 10 points��Peripheral Vision�15��Psionics : Precognition�10 per level��Psionics : Psychokinesis�5 per level��Psionics : Telepathy�5 per level��Rapid Healing�10��Reputation�5 per +1 rating (max +4)��Status�5 per +1 rating (max +6)��Strong Will�4 per +1 rating��Toughness�10 (Armor 2) or 25 (armor 4)��Undying�175��Unsual Background�10��Voice�10��

Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �4�. Disadvantages List

Disadvantage�Cost��Addiction�Varies (at least -1)��Albinism�-10��Alcoholism�-15 or -20��Appearance: Unattractive�-5��Appearance: Ugly�-10��Appearance: Hideous�-20��Bad Sight�-10 or -25��Bad Temper�-10��Berserker�-15��Blindness�-50��Bully�-10��Color Blindness�-10��Cowardice�-10��Deafness�-20��Delusions�-1, -5 or -15��Dependents�Varies (-5 to -30)��Dwarfism�-15��Duty�-5, -10 or -15��Dyslexia�-5 or -15��Enemy�Varies (-5 to -30)��Epilepsy�-30��Eunuch�-5��Fanatacism�-15��Fat�-10 or -20��Gigantism�-10��Gluttony�-5��Greed�-15��Hard of Hearing�-10��Hemophelia�-30��Honesty�-10��Illiteracy�-10��Impulsiveness�-10��Intolerance�-1, -5 or -10��Jealousy�-10��Kleptomania�-15��Lame: Crippled Leg�-15��Lame: One Leg�-25��Lame: Legless�-35��Laziness�-10��Lecherousness�-15��Megalomania�-10��Miserliness�-10��Mute�-25��No Smell / Taste�-5��Odious Personal Habit�-5 to -25��One Arm�-20��One Eye�-15��One Hand�-15��Overconfidence�-10��Pacifism: Cannot Kill�-15��Pacifism: Self-defence only�-15��Pacifism: total non violence�-30��Paranoia�-10��Phobias�Varies��Pyromania�-5��Quirks�-1 per quirk (up to five of them)��Bad Reputation�-5 per -1 (up to -4 maximum)�����

Example: Nursun the Wily decides to take the Lucky advantage, which is worth 10 character points. As a result, he has to take a 10 point disadvantage to offset it. He decides to take the Missing Eye disadvantage and hopes that no one will blindside him.



Personality Traits

	These pairs of traits describe the rough outlines and tendencies of your character’s personality. They are not iron rules, but indications of the tendencies of your character. In times of stress or ethical conflict, the GM may require you to make a Trait roll, on 1d20 against a given trait. If you roll underneath your trait level, then that tendency should take precedence in your roleplay.

	The traits are intended to help guide you in proper play of your character, not to relieve you of responsibility for developing a coherent style of play.



Generating Personality Traits

	Roll 3d6 for the leftside column and put the difference of (20 - roll) in the rightside column. These traits will be influenced later by your Race and Religion choices. Spending a Character point can subtract or add 2 points to a trait. The trait pairs must always add up to 20 and the minimum for a trait is 1 and the maximum is 19.



Example: Nursun rolls for his various personality traits on 3d6. He rolls for all of the leftside traits and puts the difference in the rightside column. These traits will be modified later when he applies the Race modifiers. Here are the results of some of his rolls:

	For Chaste he rolled a 10, so (20 - 10) = 10 for his Lustful.

	For Energetic he rolled a 5, so (20 - 5) = 15 for his Lazy.

	For Forgiving he rolled a 13, so (20 - 13) = 7 for his Vengeful, and so on...



Social Status

	Each character has a social standing in Micean society. This is broken into his clan or house standing in the society as a whole, and the characters standing within the clan or house. Belonging to a powerful family and being in good favor with the clan hiearch can be very useful. On the other hand, if you turn you back on all that, you get some extra Character points.



Example: Nursun already has a free-wheeling life of crime and adventure in mind, so he chooses to forgoe both clan and societal acceptance. He chooses a Outlaw Clan for his Social Status, getting an extra 10 character points, and - just to prove his daring - Outcaste from the Clan as well, which gets him another 10 character points! Maybe he should be called Nursun the Black instead... Now he has 85 character points to spend on skills, etc, but will be a marked mouse for all society. In the Micean city states the penalty for Outcaste status is stoning and Outlaw clans are generally viewed as open prey for anyone with a pistol or crossbow.



Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �5�. Clan Social Status Table

Clan Social Level�Character Point Cost��Outlaw / Heretic / Traitor�+10��Peasant�0��Yeoman�3��Merchant�5��Knight�10��Lesser Noble�15��Greater Noble�30��Royalty�40��

Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �6�. Character Status in Clan

Status in Clan�Point Cost�Other Modifiers��Exiled / Murderer / Outcast�+10�-3 Honor, No loyalty to lord or family.��Moderate Favor�0�No Modifiers��Favorite of Hierarch�5�+1 Honor, +2 Loyalty to Lord & Love of Family.��Clan Heir�15�+3 Honor, +4 Loyalty to Family.��

Racial Modifiers

	Each race has various physical and mental characteristics that help define it. The following table shows each playable race and the modifiers to physical stats and personality traits.



Race Name (Singular / Plural)��(Race Type)��Stat Modifiers��Trait Modifiers��Mici (Miceans)�Mice�-1 STR, +1 DEX, -1 SIZ, +1 WILL�+1 Lust, +1 Energetic, +1 Cruel, +1 Reckless, +1 Valorous, Hatred (Agasha) 2d6+3, Love (Family) 3d6+2, Loyalty (Lord) 3d6, Honor 3d6.��Vola (Voleim)�Voles�+1 POW, -1 CON, -1 SIZ, +1 INT�+1 Decietful, +1 Proud, +1 Pious, +1 Suspicious, Hatred (Agasha) 2d6, Disdain (Micea) 2d6, Love (Family) 3d6, Loyalty (Lord) 2d6, Honor 2d6+3.��Aga (Agasha)�Minor Rats�+1 STR, -1 INT, +1 CON, -1 POW�+1 Lustful, +1 Vengeful, +1 Worldly, +1 Avaricious, Hatred (Micea) 2d6+3, Hatred (Sodeska) 2d6, Love (Family) 3d6+4, Loyalty (Lord) 3d5+2, Honor 3d6+2.��Pao (Paorani)�Otters�+1 DEX, +1 CON, +1 STR, -2 POW, -1 WILL�+1 Chaste, +1 Energetic, +1 Generous, +3 Worldly, +3 Avaricious. Hatred (Shukut) 3d6, Love (family) 3d6+3, Loyalty (Lord) 2d6, Honor 2d6.��Laka (Lakash)�Raccoons�+1 STR, +1 CON, +2 DEX, -4 POW�+1 Lazy, +1 Selfish, +1 Decietful, +1 Indulgent, +1 Suspicious. Love (Family) 3d6+3, Loyalty (Lord) 1d10, Honor 1d10.��Rifik (Al-Rifiki)�Sand Lizards�+2 CON, +2 WILL, -1 SIZ, -1 STR, �-2 POW�+1 Chaste, +1 Forgiving, +1 Honest, +1 Pious, Hatred (Agasha) 3d6, Hatred (Shukut) 3d6, Love (Family) 2d6, Loyalty (Lord) 3d6+3, Honor 3d6.��Sodai (Sodeska)�Bears�+2 SIZ, +1 STR, +1 CON, -2 POW, �-1 DEX, -1 WILL�+1 Lazy, +1 Vengeful, +1 Just, +1 Modest, +1 Valorous, Hatred (Voleim) 3d6, Hatred (Agasha) 2d6, Love (Family) 3d6+3, Loyalty (Lord) 3d6, Honor 3d6.��The Kurgan�Gila Monster�-1 SIZ, +2 CON, +2 POW, -3 WILL�+1 Energetic, +2 Modest, +1 Worldly, +1 Prudent, -1 Valorous. Loyalty (Questleader) 3d6, Honor 3d6+2.��Nish (Nishurr)�Squirrels�-2 SIZ, -1 STR, -1 CON, +3 DEX, +1 WILL�+1 Lustful, +1 Lazy, +1 Selfish, +1 Cruel, +3 Valorous, Loyalty (Clanchief) 2d6, Love (Family) 3d6+2, Honor 1d10.��Takat (Takii)�Shrews�-3 SIZ, -2 STR, +3 CON, +2 DEX�+2 Energetic, +1 Deceitful, +1 Proud, +1 Reckless, +1 Altruistic. Hatred (Sodeska) 3d6, Love (Family) 1d6, Loyalty (Lord) 3d6+2.��Lerneis (Lernu)�Martens�-2 SIZ, -2 STR, +2 POW, +2 DEX�+2 Energetic, +1 Vengeful, +1 Proud, +2 Indulgent, +2 Suspicious, Dislike (Pao) 2d6, Love (Guild Circle Master) 1d6, Loyalty (Guild Circle Master) 3d6, Honor 2d6+3��



Starting Money

	Each Character Point spent on Money provides the character with 50 guilders (a common Micean trade coin, about ¾ of an ounce of gold mixed with ¼ ounce of silver). Prices of common items are on the last page of the booklet.



Purchasing Skills

	Skills are grouped into three main types (Physical, Mental and Sorcerous).



Physical skills use Dexterity as their base stat.

Mental skills use Intelligence as their base stat.

Sorcerous skills use Willpower as their base stat.



	To purchase a skill, you pay a base number of Character Points (based on the difficulty rating of the skill) which gets you a starting level (based on the base stat of the skill), and then additional points to improve the skill. Skills are divided into four difficulty classes (Easy, Average, Hard and Very Hard).

	The following table shows the point cost to purchase skills for the first time, the beginning level for that skill and then the cost for each additional point in the skill. The minimum starting value of a skill must be at least 1, so if  your Initial Value with the skill is less than 1, you must pay Character points to bring it up to 1. The maximum starting value of a skill is 19. This maximum cannot be exceeded during Character generation!



Example: Nursun the Wily, as part of his general scheme to become a daring and proficent bandit, decides that he needs to know both Pistol and Fastdraw Pistol to keep his edge on the roads and byways of the realms of Micea. Nursun figures that a 15 skill in each will be a good starting point. Nursun's DEX is 10 and Pistol and Fastdraw Pistol are, respectively Easy and Average skills. Paying 1 character point for the Pistol skill base gets him a skill of 8. To bring this up to 15, he spends another 3½ character points. Fastdraw Pistol is an Average difficulty skill, so he pays 2 character points for the base of 6, and another 9 character points to bring it up to 15. So far he's spent 15½ character points. Knowing that he may need to seek aid or a safe hiding place in the Labyrinths of the Ancients, he decides to pick up at least a smattering of Shukut, the tongue of the loathesome colorless rats of the underworld (a more vicious and black-hearted race as never lived). Unfortunately Shukut is a Very Hard skill. It will cost Nursun 4 character points to get the skill at a base of -2, which in turn will require him to spend another 12 character points to get the skill to the minimum of 1.



Sorcerous Skill Notes

	Sorcerous skills have some additional qualities; The Base Power Level is equal to (WILL / 2), this is used to guage the effect of non-resisted or non-combat spell effects. Maximum Effect Dice is equal to (POW / 6) and is used for combat spell effects.

	A Sorceror can only “hold” a certain number of spells and their attendant effect levels in his mind at a time. “Held” spells can be used at the demand of the sorceror. Unheld spells must be restudied and their patterns and incantations moved into “held” memory before they can be used.

	This limitation is reflected by the Maximum Held Spell Levels attribute, which is equal to ( INT + MageSkill / 2 ). Each “held” spell counts as one Spell Level. Each Effect Die, for spells that have Effect Dice, is also counted as an additional Spell Level.



Example: Baruk the Red is a sorceror with a WILL of 14, an INT of 14 and a POW of 12. His Base Power Level is (14 / 2 = 7). His Maximum Effect Dice are (12 / 6 = 2). His starting Sorcery skill would be (14 - 12 = 2), not that great, but no one ever said being a sorceror was easy. Baruk’s Maximum Held Spell Levels are equal to ((14 + 2) / 2 = 8).



Table � STYLEREF 1 \n �2�-� SEQ Table \* ARABIC �7�. Skill Cost Table

Skill Difficulty Class�Initial Cost�Initial Level�Points to 15�Points Above 15��Easy (E)�1�(Stat) - 2�½�1��Average (A)�2�(Stat) - 4�1�2��Hard (H)�3�(Stat) - 8�2�4��Very Hard (VH)�5�(Stat) - 12�4�8��

Skill Lists



Physical Skills (DEX)



Acrobatics (H)

Arquebus (A)

Axe / Mace (A)

Axe Throwing (E)

Blackjack (E)

Blowpipe (H)

Bola (A)

Bow (A)

Brawling (E) [Uses STR as base]

Breath Control (VH)

Broadsword (A)

Carousing (A)

Climbing (A)

Crossbow (E)

Dagger (E)

Escape (H)

Fastdraw Bow (A)

Fastdraw Dagger (A)

Fastdraw Sword (H)

Fighting Staff (H)

Fastdraw Pistol (A)

Flail (H)

Garrote (E)

Judo (H)

Jumping (E)

Karate (H)

Musket (A)

Pickpocket (H)

Pistol (E)

Polearm (A)

Rapier (A)

Running (R)

Saber (A)

Sculpture (A)

Shield (E)

Shortsword (A)

Singing (A)

Skiing (H)

Sleight of Hand (H)

Sling (H)

Spear (A)

Speedload Bow (A)

Speedload Pistol (A)

Swimming (E)

Throwing (H)

Throwing Dagger (E)

Trade Skills (A)

Two Handed Axe / Mace (A)

Two Handed Sword (A)



Mental Skills (INT)



Accounting (H)

Alchemy (H)

Arcane Secrets (VH)

Architecture (A)

Area Knowledge (E)

Armourty (A)

Artist (H)

Astronomy (H)

Bard (A)

Blacksmithing (A)

Caligraphy (A)

Carpentry (E)

Chiurgery (H)

Cooking (E)

Courtesy (A)

Dancing (A)

Diplomacy (H)

Fast Talk (A)

Fireworks (H)

Fishing (E)

Forgery (H)

Gambling (A)

Gardening (E)

Gunner: Arbalest (A)

Gunner: Ballista (A)

Gunner: Cannon (A)

Gunner: Catapult (A)

Heraldry (A)

History (H)

Interrogation (A)

Jeweler (H)

Langauge: Sodeska (H)

Language: Agasha (A)

Language: Al-Rifiki (H)

Language: Lakash (E)

Language: Micean (A)

Language: Paorani (H)

Language: Shukut (VH)

Language: Tradetalk (E)

Language: Volish (A)

Law (H)

Leadership (A)

Leatherworking (E)

Literature (H)

Lockpicking (A)

Mathematics (H)

Merchant (A)

Military Engineering (H)

Musical Instrument (H)

Naturalist (H)

Navigating (H)

Packing (H)

Poetry (A)

Poisons (H)

Politics (A)

Riding (A)

Rif Lizard Handling (H)

Scrounging (E)

Seamanship (E)

Shadowing (A)

Shipwright (H)

Sign Language (E)

Stealth (A)

Strategy (H)

Streetwise (A)

Survival (A)

Tactics (H)

Teamster (A)

Theology (A)

Tracking (A)

Veterinary (A)

War Badger Handling (H)

Warbird Handling (H)

Weasle Handling (H)

Writing (by Language) (A)



Sorcerous Skills (WILL)



Elemental Control: Aether (VH)

Elemental Control: Air (VH)

Elemental Control: Earth (VH)

Elemental Control: Fire (VH)

Elemental Control: Water (VH)

Necromancy (VH)



Some General Notes About Micea

	The following sections describe, in brief, the various cultures and realms of the Micean world. They are not exhaustive and they contain numerous innacuracies, but they are the best views that your characters have available to them.



The Races of Mirgul (The Sunlit World)



Micea

	The city states of Micea are a late renaissance culture, generally ruled by merchant councils or prince-generals. Their armies are composed of smal mercenary bands comprised of specialists supporting regular units of city folk or landed nobility. The armies use a mix of gunpowder weapons and lance and pike. The development of artillery is lagging behind that of small arms due to the general shortage of iron within the Micean world. Some of the northern cities field trained badgers as shock cavalry with howdah borne archers and slingers. 

	There is a high level of internal strife between the Micean principalities and there is no central political authority. The largest political entity is the Seven Cities League, which controls the river traffic on the Pokratis river, which roughly bisects the realms of the Miceans. There is the widespread use of large birds for transport and / or war. The myriad Micean cities speak dialects of a single tongue which is roughly understandable to all.

	In each city the raksa (or knight) caste provides the bulk of the fighting men and the ruling class. Rural culture is centered around communal farms or noble manors for protection against the dangers of the wild (the great ratai or dreaded kataii, for example). The hasaii (hamster) race is held as slave / drudge labor by many clans. Micean society is characterized by very large extended families or clans. There is a rich social culture of epic songs, wall murals and sculpture.

	Religious life is dominated by the Eight Gods of Change and the Eight Gods of Order. Each God is served in turn by a Consort (which reflects some aspect of the initial Godhood). The various temples of the gods are further divided by city state allegiance and internicene strife. There is a very limited use of magic, restricted to the greater temples and occasional wandering sorcerors. Wizardry in all forms is viewed with extreme suspicion and dislike.

	As a whole, Miceans are skilled with tools, machines and mechanical processes of all kinds. A strong, guild-based, mercantile class of trading clans (the wo-san) interlink the cities, sometimes transcending politics, sometimes driving politics.



Table � STYLEREF 1 \n �3�-� SEQ Table \* ARABIC \r 1 �1�. The Micean Calandar

Month�Season�Notes (Month Name source)��Fravardin�Spring�The Fravashi, “the guardians of mici”��Urdvahisht�Spring�Archangel Asha, “The Upright Law”��Khvardad�Spring�Immortal Holy One Khvaris��Tir�Summer�Tishtyra the Dog, star in eastern heavens��Amurdad�Summer�Immortal Holy One Amdar��Shahrevar�Summer�Archangel of the Kingdom��Mihr�Fall�The First God of Order��Aban�Fall�Anahita of the Waters, 2nd of Order��Adur�Fall�Spirit of Fire��Dadhv�Winter�Ohrmazd, the 3rd of Order��Vahman�Winter�Immortal Holy One of Good Thought��Spandarmad�Winter�Archangel of the Earth��Nauruz�Spring�Five day intercalary period of festivals.��

Notes

Each Micean month is thirty days in length and corresponds roughly to the period of the Greater Moon.



Voleim

	The Volemish Empire is a early renaissance culture. A large and spreading centralised empire ruled by the Voltan, a religious - mystical king figure. In theory the Voltan is chosen by lot (in the ritual of the kolumjalim) upon the death of the previous ruler from the Nine Imperial Families. In practice, fierce internal struggles ensue upon the death of each Voltan.

	The voleim field large, disciplined, armies of pike and crossbowmen. There is no intrinsic cavalry force, the empire relying on agasha lancers or micean shock badgers. The empire has only very recently begun to field aerial cavalry of the kind long employed by the Micean city states.

	Sorcery is severely segmented in the society, to the nakash caste, generally regarded as the lowest of castes in the theoretical pecking order. In practice the nakash are the tools of the great nobles and command a high price for their services.

	Volish society is nominally caste bound, but the pressures of constant warfare against the neighboring realms of the empire and internal conflict have collapsed the previously strict prohibitions against marriage and elevation / demotion in caste.

	On one hand the fluidity in the caste structure has promoted vigorous economic activity and a flowering of the arts and sciences (under the heavy influence of Micean culture). On the other hand the collapse of ancient castelines and perogatives, coupled with the elevation of merchants, peasants and even outlanders (Micean and Agasha mercenaries in particular) to the landholding kurash caste has precipitated severe internal stress.

	Peasant (lukush) revolts are common in the rural domains and in some large cities of the empire. In many cases the lukush revolts are work-stoppages and or demonstration marches rather than open warfare, but the effects are the same.

	In addition to the kurash (nobles) and the Nine Imperial Families (the Ikusha), the third face of the pyramid that supports the Voltan are the pakash, the Thousand Houses of God. Unlike the Miceans, who have a strongly defined heavenly heirarchy, the voleim believe that there is but one godhood that reveals itself in myriad forms.

	Each religious order devoted to a godhood form, or kuut, has a large, vociferous, and heavily armed following. The pakash temples are widepread and often quite rich. Many practice obscure rituals and arts. Others are as powerful and politically involved as the Ikusha or the greater Kurash clans.

	The current Ikusha voltan is Pao-Dra, a successful general that won the latest civil war. Pao-Dra expanded the empire by a quarter with a series of bloody wars against the Micean colonies south of the Lisan river, in the Domorian March, and on the Kobuti coast. An exceptionally shrewd general, Pao-Dra now faces a growing internal problem in the ever-swelling ranks of the Radiant Three Faces and the Blossom Lotus orders of the pakash. 



Agasha

	A fedual, semi-nomadic, culture centered in the wester highlands beyond the Tumuz Sea. Within recent generations the Agasha have spread south into the grasslands of Agashima. The agashi tukutza (war chiefs) have long found lucrative employment in the ranks of the private armies of the Volish factions. Some have even been granted lands and titles by the latest voltan, Pao-Dra. These tukutza and their followers are settled along the Micean frontier in the Domorian March. This has agravated tensions between the Micea and the Agasha as races considerably, though they have never been particularly friendly. The agasha traditionally fight on foot in blocks of infantry armed with halberds, greatswords and axes. The southern aga (clans) have domesticated various species of weasle and have begun to field fierce heavy cavalry. The northern aga have long fielded raven air cavalry in their constant internal conflicts. Agashi traders are prevalent in the Voleimish empire and are often seen in the port cities of the Miceans as well. They specialize in slaves, bulk goods and smuggling of all kinds.



Paorani

	The Paorani are a wide-ranging race hailing from the cold and misty islands of Pao and Paorana. They are quick and agile, loving the sea and moving in close-knit clans on great ships and ‘moving islands’ in the currents of the sea. The Paorani are well known sights in the ports of the Tyngvald Sea and the Southern Ocean. They dislike being far from water and are notorious for their fickleness when dealing with land-dwellers that do not speak their tongue well. Through they have little military experience on land, their fleets are the masters of the sea, exacting tribute and toll fees from all merchant shipping. Apparently there are intermittent struggles between the clans at sea, but little or no news of this leaks to the landward races.

	The religion of the Pao is little known, through those few land-bound temples of their primary god, Payaray the Ship-Master, are noted for their dank nature and seeming abandonment. It is believed that the afterlife of the Pao concerns a “Black Fleet” ruled by the Ship-Master and the demons and wights at his command. Those Pao who serve him well in life receive rank and prestige in the eternal travels of the Black Fleet on the Sea of Tears. Those that have displeased the God of the Whirlpool must row, row for all eternity...



Lakasha

	Deep in the forests of the distant land of Laka, the Lakash have a thriving civilization built in the vast groves of the yeh tree. A strongly matriarchial civilization with an intricate social code, the Lakash are best known in Micean lands as technically proficent mercenaries and cunning traders. Only male Lakash are known to have left the deep forests of Laka to wander south into the 'civilized' lands. Lakash mercenaries are particularly good with artillery and siege engineering.

	The Laka also profess an almost racial dislike of sorcery and mages of all kinds and types. They view all supra-normal manefestations with ill will.



Al-Rifiki

	The Al-Rifiki are the seventh of the major races, a widespread race inhabiting the Rikif Sands, the edges of the Obsidian Badlands and the Blackwaste beyond the Knaar mountains. Generally tan with pale green stripes, the Rifiki are lithe, quick moving, lizards with a keen intelligence and melodious language. Their families are small, but closely knit. The relationships between the families that form the great uweid, or battle alliances, change rapidly during the seasons of the wet, which come twice a year. During the little and the great dry seasons the alliances are fixed by long tradition and their religion.

	The Al-Rifiki worship the twin gods of the Greater Moon (Knuf) and the Sun (Rakah). The little moon (Nyan) is never spoken of. The priests of Knuf and Rakah are solitary and hermetic, wandering from tribe to tribe adjucidating the legal matters of the people and dispensing the wisdom of the ancients. Deep in the Rikif Sand lie ancient cities, long turned to dust, leaving only wind-pitted spires and eroded edifices of the ancient rulers of Micea. In such demon-haunted metropolises the holy men of the Rikif spend long seasons in meditation and study, slowly reclaiming the lost wisdom of their predecessors.



Ratai

	The ratai are the distant cousins of the Agasha, though lacking their quick intelligence. The ratai lurk on the borders of civilization, hulking two ro three times the siz eof their cousins or the Miceans. They raid and pillage ruthlessly, wreaking intermittent and vicious havoc on the frontiers of the civilized realms. They are cunning, though they lack a civilization of any sort.



Kataii

	No creature in the lands of Micea is more feared than the awesome kataii. Easily as large as one of the ferocious war badgers of the northern city states, the kataii is a ravenant from the lower hells of Sarku, Lord of the Undead, or so the peasants and freeholders of the frontiers will tell you. Giant claws, a mouth filled with needle teeth, incredible speed, and a voracious appetite for any living thing, the kataii are wide-ranging monsters capable of demolishing an entire town. Luckily for the other inhabitants of Micea, the kataii require an enormous range to support a hunting pair and, further, they dislike water. In recent times the spread of Micean civilization into the forests and hills of Nimur and Gayan has increased the incidence of kataii attacks, leading to large bounties being issued by the Seven Cities League, for example, for kataii kit heads.



Hasaii

	Dull and ponderous, with broad faces and large eyes, the hasaii are seen in menial positions throughout the realms of Micea, often as rural laborers and drudge workers. Many mines, quarries, lumbering operations and construction projects are crewed entirely by hasaii laborers with volish and micean supervisors. Noted for their pacific and level disposition the hasaii are bred by many major cities and sold throughout the land. The hasaii are not known to possess a language or intrinsic culture of their own, instead adopting that of their owners.



The Kurgan

	Also known as the fireblood. The Kurgan are a reptile race, though unlike the Rifik. They are broadly built and stocky, with pebbly black skin (orange and yellow patterning). Their blood is hot, almost boiling, and they are immune to magic of an overt nature. They are quite strong, though slow-moving in most cases. They are a solitary race with a well developed verbal mythology. Their lives and memories are long. They gladly use the tools and artifacts of other races. Originating, at least as popular rumor has it, in the deserts of the far south, the Kurgan are great travellers, often unexpectedly encountered in odd conrers of the world. No more than one Kurgan has ever been seen at one time, however. As each Kurgan refers to itself only as “The Kurgan”, the impression is often fostered that there is only one, possibly, immortal, Kurgan.



The Sodeskayans

	A large race of bear-like creatures that inhabit the endless sun-arctic forests in the far north, living in scattered villages and towns, with a few large cities on the great northern rivers that feed into the boreal sea. They are nominally ruled by a “tzar”, who seems to be only the greatest chief of many “boyae” that command the many clans and fiefdoms of Sodeska. Reknowned as heavy infantry and fighters, they are sometimes seen in the (to them) hot southern lands as mercenaries, bodyguards and hired muscle.

	The Sodeskayans have a rich culture of ribald songs, dance, drinking and pungent epigrams. Like the Kurgan, the Sodeska have a very complex verbal mythology and their own gods of the sky and ice. Oh, they are passable poets, though they — of course — consider themselves to be the finest on all Mirgul. The anecdotal sayings of the Sodeska are well known and have spread beyond the confines of their forested and cold land.

	“The cub that plays alone, soon plays with crag wolves.”



The Takat

	A secretive and reclusive race from the far southern islands, the Takat (shrews) are a small, vicious, race best known for their unbridled energy. Though their homelands are reputedly a raw and primitive place filled with active volcanoes, dangerous jungles and strange vine-covered temples, those Takaii that have made their way into the more settled lands of Mirgul have proven to be exceptionally adept at the new mechanical crafts born from the Micean city-states.

	They are argumentative and ruthless, often giving as much offense as they take. Sought out by the criminal underworld of many Micean and Voleimic cities for their peculiar combat and stealthy skills. Though the Takaii presumably have their own language, in Mirgul lands they prefer to speak their own accented version of Micean. Indeed, very little is known of the culture of Taaka (their homeland) or their religion.



The Lernei

	The Lernei hail from the mountain peaks and highland meadows of Pijenta, Kobuti and Uwode. By nature a solitary race, they do not claim cities or nations as their own. Rather they range the towering peaks and valleys of Mirgul on errands of their own. Cunning trackers and skilled huntsmen, they are particular terrors to the Nish, who call them the “Ghostmen” for their sly skill in the wilderness.

	A short race, with broad back-stripes and a short, stubby head, the Lernei possess their own language — but since they see their fellows so unoften, they easily fall into the use of the more common Micean and Volemic tongue to discourse with their neighbors. They are particularly fond of the use of cunning mechanical devices and machines — though they do not undertake the construction of such mechanism’s themselves.

	Sadly, nothing is known of their own religious uses or practices. For their personal habits, they are noted for their fondness of foul-smelling Agasha cigaretti, which come from the lowland planations of far southern Agashima.



The Races of Bezem (The Lightless Realm)



The Hûkun

	Also known as the “maggot folk”, the blessed of Nakaf and the Skinless Ones. A medium-sized , furless, race with large eyes, clawlike hands and a peculiar spicy smell. Inhabit the underworld of tombs and tunnels beneath the Blackwaste and other portions of the Rifik sands. Believe that they come from the Lesser Moon (Nakaf to the Rifiki) and that they predate all other races on Mirgul and in Bezem. Skilled with tools and implements of all kinds. Speak their own sibilant tongue, with many sub-dialects in the endless tunnels and warrens of Bezem. Possessed of a wide range of technology — in Bezem they use ornate, scalloped, ceramic armors and weapons. After the theft of the Eye of the Hidden World (or the Eye of Devouring) they were forced to come above and undertake commerce with the “zivil” (the other races of Mirgul). The Hu’kun are keen smiths and scribes. They are physically divided into several castes or sub-races:

	The Neskuilko (the “least”) are smaller than a Micean (SIZ 8-9) and form the underclass of farmers, miners, raw soldiers, craftsmen and slaves of the clans and cities of the Hu’kun.

	The Neyad (the “hands”) are average sized (SIZ 9-11) and built. These are the common craftsmen, soldiers and scribes. In bad light they could pass for Shukut or even Micean, as long as their skin (a disgustingly smooth surface with no fur at all, like a snake) were not seen. Unlike the almost non-sentient neskuilko, the neyad are intelligent and cunning. Many of the neyad have mana and become attendants or aides of the K’tayyn. Others have true power and join the myriad secret societies and sorcerors guilds within the Underworld.

	The Tokai (the “blinded”) are a sub-class of those neyad who have experience in the upper world as traders, scouts and spies.

	The Bolzhe (the “great maggot trolls”) are a sub-race of the Hûkun bred for size and cunning and ferocity. Quite large (SIZ 13+), the bolzhe are primarily fighters in the service of the K’tayyn and neyad-Hûkun lords. They are organized into fraternities which teach specific types of fighting skills (both armed and unarmed). Some have served as mercenaries in Vola and Agashan armies in the recent past, particularly as siege engineers. Due to their background in the warrens and mines of Bezem, they do not have much experience with ranged weapons (like bows).



The K’tayyn

	Also known as the Insectmen of Nakaf or the Hidden Masters. The msot foul of the races that descended from the Lesser Moon in ancient days; the hideously insectile, multilimbed, eyeless, K’tayyn rule the Hûkun as their utter masters. Skilled in all manner of sorceries and magics, the strangely moving K’tayyn live amongst the maggot folk as flies upon rotted meat. Foremost among their abilities is the skill to move their intellect from body to body. This extends to other races as well, with the “blessed” of the neyad Hûkun being given ‘eterna;’ life as crystal enshrouded brains used to power all manner of infernal and nefarious devices. There are many orders, guilds and societies of the K’tayyn and they plot and scheme against one another with a vigor almost unmatched by any other race of society on Mirgul. Some K’tayyn are really very powerful neyad Hûkun who have been ‘elevated’ to the highest caste. In some remote pits, the immature bodies of true K’tayyn are gown.



Shukut

	Little is known about the loathesome Shukut, but they are widely reputed to infest the labyrinths that riddle the earth beneath the lands of Micea. Great cities of the ancients, particularly in the Obsidian Badlands and Uwode, are known to be their strongholds. In appearance they resemble the agasha, though without any color in their fur or eyes, but any relationship is vehemently denied by the agasha clans. Common rural legends accuse the skuhut of theft of babies in their cribs, in the failure of the crops, of blights and pests of all sorts. Some little of the complex and lilting shukut language is known by sages and alchemists, but it is exceptionally difficult to learn, particularly since the shukut themselves do not treat visitors or outsiders with anything but malice and hatred.

	The state of relations between the Shukut and the Hûkun are unknown, though given the dispositions of each race, it cannot be favorable.



Other Inhabitants of Mirgul and Bezem



Shrike Cranes

	A very large predatory bird, flightless, with a razor beak and strong legs. Found in marshes, cane-breaks and river bottomland. Lives on fish, unwary Micean fishermen and small animals.



Wolverines

	A semi-intelligent race found in far northern climes. Incredibly strong and quick. Rapacious predators with a taste for blood. Few have ever found their way into civilized lands, but those that have inspired legends of their ferocity and evil demeanour. Can use weapons and armor if they find them. Not to be underestimated. The most well-known wolverine in recent times was the famous Torg the Slayer, who had a short but brilliant career as a pit-fighter in the arenas of Dyonzal.



Vohyom

	Also known as the Blessing of the Eye, Skulleaters or The Blue Death. Another horrid spawn of the Lesser Moon, the vohyom are a flying, tentacle-fringed, creature about the size of a pie-plate. They infest many of the tunnels, crypts and tombs of Bezem, where they are bred by the K’tayyn lords for their succulent taste and other, more dubious, talents. They are close to intelligent and reproduce by affixing themselves to the cranium of a sapient creature (a Micean or hapless Hûkun). Their tentacles then secrete an acid that bores through the skull, allowing hundreds of minute fibrils to enter the brain and spinal cord of the host. This is a particularly agonizing experience for the host and the vohyom feeds upon the rush of chemicals released by the body of the host-creture. With this infusion of raw essence, the vohyom lays hundreds of eggs in the host spinal column; these eggs will grow to maturity in some months, at last erupting through the skin of the back like great purple-black bulboes. The vohyom young will then ooze out, shed an initial amniotic sac and then flutter off into the night like a great cloud of deep blue-violet butterflies.

	During the period of egg-growth, the adult vohyom achieves a sentient fusion of its own intellect and that of its host. These “mated” creatures are indeed dreadful, for the vohyom can achieve an almost perfect degree of bodily control over the host body. The “Brides” are often employed by the K’tayyn as assassins and agents in Mirgul lands.



Hellcrab

	a great dome-shaped creature that inhabits the waterways and sunken rivers of Bezem. It has a tough armored shell, long stilt-like legs, and a mouth filled with ripping and crushing teeth on its underside. Very strong, bone-edged tentacles protrude from its sides, and dull red eyes are spaced around its circumference. It is quite quick and fond of all kinds of meat. It is equally happy above and below water. It spends most of its time under water, however.



Cthonian Worm

	Large, ten to twenty meter long, armored worm that burrows and gnaws at the hart of the world. Responsible for many of the coiing and looping tunnels of Bezem. It’s thousands of teeth can crush rock into gravel and sand. It is very strong and quick in the open air. It is fond of metals, particularly refined alloys. It has a keen sense of smell. Sometimes presaged by a ozone smell in the air of a close tunnel.



Waterstrider

	Distended spider-like creature with translucent limbs and body. No visible eyes. Thousands upon thousands of cillia cover its pod-like body. Its feet have broad pads, allowing it to run quickly across the slow-moving lakes and channels of Bezem. Somewhat like the Hellcrab in that it draws its prey up into a central mouth underneath its body to consume.



Nish

	Also known to the Miceans as the Slinkers. A forest and mountain dwelling race of squirrel-like creatures. They live in clans of one or more villages and support themselves with hunting and gathering, or brigandage and theivery. Their level of toolmaking is pretty much relegated to slings, arrows, carved wood tools and flint-knapping. They expend considerable effort, however, in stealing better stuff from other races and communities and are a real hazard in the high mountains.





�General Prices for the Micean City States

Table � STYLEREF 1 \n �4�-� SEQ Table \* ARABIC \r 1 �1�. Weapon Prices and Notes

Item�Usual Cost�Weapon Dmg�Speed Mod.�Notes��Dagger (Bronze)�5 Gu.�-1 d6�+0�Breaks on even roll against iron weapons.��Dagger (Iron) �15 Gu.�-1 d6�+0���Short Sword (Bronze)�7 Gu.�+0 d6�+1�Breaks on even roll against iron weapons.��Short Sword (Iron)�21 Gu.�+0 d6�+1���Long Sword or Scimitar (Bronze)�10 Gu.�+1 hit per die�+0�Breaks on even roll against iron weapons.��Long Sword or Scimitar (Iron)�30 Gu.�+1 hit per die�+0���Mace�7 Gu.�+1 d6�-1���Spiked Club�3 Gu.�-1 d6�+0���Morning Star�10 Gu.�+1 d6�-1���Warhammer�11 Gu.�+1 d6�-1���Flail�14 Gu.�+1 d6�-1���Two-Handed Sword (Bronze)�15 Gu.�+1 d6, +1 hit per�-1�Breaks on even roll against iron weapons.��Two-Handed Sword (Iron)�45 Gu.�+1 d6, +1 hit per�-1���Two-Handed Flail�17 Gu.�+1 d6, +1 hit per�-1���Two-Handed Mace�20 Gu.�+1 d6, +1 hit per�-1���Halberd�13 Gu.�+1 d6�+1���Poleaxe�16 Gu.�+1 d6�+1���Pike�15 Gu.�+1 d6�+1���Javelin�1 Gu.�-1 d6�+1���Short Spear�5 Gu.�+0 d6�+1���Quarterstaff�2 Gu.�-2 d6�+1���Long Spear�8 Gu.�+0 d6�+1���Self-Bow�8 Gu.�-1 d6�+0���Composite Bow�36 Gu.�+0 d6�+0���Longbow�100 Gu.�+1 d6�+0���Light Crossbow�60 Gu.�2d6�+1���Medium Crossbow�80 Gu.�3d6�+0���Heavy Crossbow�100 Gu.�4d6, +1 hit per die�+0���Quiver for 20 arrows�5 Gu.�����20 Arrows�15 Gu.�����30 Crossbow quarrels�20 Gu.�����Leather Sling�1 Gu.��+1���20 leaden sling pellets�2 Gu.�-1 d6����Bola�3 Gu.��+0���Blowgun�4 Gu.��+0���20 Blowgun darts�1 Gu.�����Incidiary Fire-pot�25 Gu.�2d6 for 1-3 rounds�-1���Staff-sling�4 Gu.�+0 d6�+0���Regular Pistol�75 Gu.�3d6�+0�Takes a round to reload.��Musket�150 Gu.�5d6�+0�Takes a round to reload.��Arquebus�125 Gu.�6d6�-1�Only one shot every two rounds, plus reloading.��“Pepperbox” Pistol�65 Gu.�2d6�+0�Holds six shots.��Rifik Long Rifle�500 Gu.�6d6�+1�Holds five shells in cylinder magazine.��Hûkun Self-Loading Pistol�n/a�5d6, +1 hit per die�+1�Magazine holds 11 rounds��

Table � STYLEREF 1 \n �4�-� SEQ Table \* ARABIC �2�. Armor Prices and Notes

Item�Usual Price�Armor Value�Max Dmg�Speed�Notes��Light Helmet (Bronze)�4 Gu.�1�5�+0���Light Helmet (Iron)�12 Gu.�2�20�+0���Medium Helmet (Bronze)�8 Gu.�2�10�+0���Medium Helmet (Iron)�24 Gu.�3�30�+0���Heavy Helmet (Bronze)�30 Gu.�3�15�-½�No peripheral vision��Heavy Helmet (Iron)�90 Gu.�5�50�-¼�No peripheral vision��Gorget and Shoulder plates�20 Gu.�3�20�-½���Breastplate (Bronze)�25 Gu.�4�20�-1�Directional value (fore attacks)��Breastplate (Iron)�75 Gu.�8�80�-¾�Directional value (fore attacks)��Backplate (Bronze)�20 Gu.�4�20�-½�Directional value (rear attacks)��Backplate (Iron)�60 Gu.�8�80�-¼�Directional value (rear attacks)��Vambraces (Bronze)�10 Gu.�2�10�-½���Vambraces (Iron)�30 Gu.�4�40�-¼���Greaves (Bronze)�10 Gu.�1�5�-½���Greaves (Iron)�30 Gu.�2�20�-¼���Mail Kilt�15 Gu.�2�15�-1���Chainmail Shirt (Bronze)�40 Gu.�3�15�-1���Chainmail Shirt (Iron)�120 Gu.�6�60�-¾���Courboulli tunic�30 Gu.�2�10�-½���Buckler�5 Gu.�3�20�-¼�Value only counts on good skill roll.��Medium Shield�10 Gu.�5�30�-½�Value only counts on good skill roll.��Large Shield�15 Gu.�8�50�-¾�Value only counts on good skill roll. -1 Speed.��

Notes

When calculating the Speed Modifier, round up all fractions to the nearest whole number, after adding all modifiers together.



Table � STYLEREF 1 \n �4�-� SEQ Table \* ARABIC �3�. Miscelanious Items

Item�Usual Cost�Notes��Baldric, Belt and Tabard�2 Gu.���Travellers Cloak�15 Gu.���15 meters of rope�1 Gu.���Staff, 3-meters�1 Gu.���Spike, Bronze�1 Gu.���Lantern, Bronze�10 Gu.���Wax Candle�¼ Gu.���Pottery flask of oil�¼ Gu.���Flint, Steel & Tinder�1 Gu.���Compass�25 Gu.���Astrolabe�75 Gu.���Astronomical Ephemeris�100 Gu.���Pen-box (5 pens, paper)�3 Gu.���Linen Paper roll�1 Gu.���Paint-box (paints, brushes)�9 Gu.���Leather backpack�10 Gu.���Blanket�2 Gu.���Cooking gear�5 Gu.���Chieurgeons Bag�80 gu.���Sorcerors Bag�140 Gu.���Day’s worth of travellers food�½ Gu.���Inn lodgings for a night.�½ Gu.���
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