TEMESIANS - THE IRONITES

By Adam Sonfield

Digging through my old computer files the other day, I came across some notes and writings about a species of sentient iron dragonflies I had populating eastern Temesia.  I remember saying in the past that I would post some of this material, but I guess I never got around to it.  In any case, it's far from finished; in fact, I've only written up one of the five major nations.  But perhaps posting what I have will help me get around to writing up the rest.

I've split what I have into three posts; the first is the longest, detailing the biology and personality of the "Ironites" as a species in general.  The second section details their overall relation with the Temesian environment.  And the third section details one of the Temesian nations, the Worshippers-of-One.

This, by the way, is definitely copyright 1997 by Adam J. Sonfield, with the exception of anything copyrighted by Stephan Michael Sechi (the latter includes details regarding the continent of Temesia, as published in the Talislanta Worldbook, as well as the name Talislanta and the names of it's various inhabitants)

Hey, I care about this stuff, OK?

Oh, and the name "Ironites" is kind of lame; everything is a Talislan translation, but I would have hoped the Ispasian who first encountered them could have been more creative.  Any ideas are quite welcome.

_____________________

The continent of Temesia has long remained unexplored by Talislantans; it has been a mystery to the scholars and a myth to the masses, and few have found any reason to change this situation.  As the wizard Tamerlin once noted in the margins of a surprisingly accurate map, "This demon infested quagmire of a land deserves to remain a legend."  Temesia is not hospitable to members of the civilized races of our continent.  Luckily for the sake of all who prize knowledge, our continent has been found to be far less difficult for native Temesians.

The last five years, since the first expedition across the Far Seas, has brought a wave of Ironite explorers, traders, and scholars, as well as not a few who seem set on colonizing Talislanta, despite the claims of those who presently reside on such lands.  This latter dispute aside, contact with the Ironites has proved extremely fruitful for those of academic pursuit, largely thanks to the talents of the eminent Callidian Cryptomancer, Bayson’i’lar and to the perseverance, patience, and diplomacy of the Ispasian mercantilist

agent, Sau Kora, who, of course, made first contact with the Ironites on route to Faradun.  We can but be thankful that this third expedition by the Burning Delta Ironites was not, like the first two, intercepted by Mangar Corsairs or the Black Savants of Nefaratus.

Our discussion of the Ironites must begin with a physical description of the race.  They appear to be an evolved cousin of the iron dragonfly, long believed native to Temesia.  Although certain scholars have argued that they are mutations stemming from the Great Disaster or from the experiments of the Archaens, the oral history of the Followers-of-the-Tree indicates to most scholars, Talislantan and Temesian, that they instead were evolved to their present form by the fruit of the Tree of Life.

In any case, Ironites typically range between four and five feet long with wingspans between sixteen and twenty feet.  Most weigh between 100 and 150 pounds.  Ironites are outwardly similar to iron dragonflies in most respects.

They have metallic exoskeletons and wings; for males, usually a deep metallic green, although reds and blues are not uncommon; for females, dull blues or grays are the norm.  Ironites have six spiny legs for grasping objects and climbing even relatively smooth surfaces, as well as quite powerful mandibles for feeding and breaking tough materials.  Their wings allow them to fly with startling quickness and agility, changing speed and

direction almost instantly.  Ironites can hover effortlessly for hours at a time; unlike their cousins, their wings can fold up to accommodate confined spaces, and they can still hover with their wings almost parallel to their body in a tight "X" formation.

Also unlike iron dragonflies, Ironites have three tails which serve as additional limbs.  Arranged in a triangle pattern, with one limb on top and two below, the tails account for over half of the body length and can extend approximately half a foot in front of the head in a normal, horizontal, flight position.  As Ironite necks are elongated to allow a vertical,

typically hovering position, the forward reach of the tail limbs is effectively much greater.  The tails are used as prehensile tentacles for grasping objects with some reasonable degree of strength, although not nearly as powerfully as the legs or mandibles.  In addition, the tails end in three mutually opposable digits, which are used for fine manipulative work.

A further evolutionary addition is a third set of small wings, set below and in front of the main wings.  This extra pair of wings is used to create musical sounds with which the Ironites communicate.  Ironite explorers have learned to imitate humanoid language with these wings, which is well and good, considering that only a few races, primarily the Callidians and the Bodor, appear capable of learning Ironite languages with any great success.  However, as they use sounds beyond the range of most humanoid ears and as

they enhance their communication with pheromones describing fine differences in emotional state, Ironites often find communicating with humanoids frustrating and confusing; we have little recognition, much less control, of our own pheromones.  One should note that the pheromones of female Batreans have apparently driven Ironites of both genders into involuntary rages, which is especially remarkable considering the fact that Ironites otherwise enter a state of anger solely by choice.

Ironites lay their eggs in water; their young emerge as six-inch larvae which feed on small insects.  Adults eat larger insects and the metallic plants of their homeland, the Cobalt Jungle.  In Talislanta, they need to supplement their diet with metal, sometimes by sifting iron ore from natural bodies of water.  In addition, Ironites absorb ambient heat through their metallic exoskeletons for additional energy; they radiate excess heat during

physical exertion in a reversed process.

Ironite eyes are mostly used to detect movement, as they provide an extremely wide range of vision but are nearsighted in comparison with humanoid eyes in terms of their ability to focus.  Their spectral range extends into the ultraviolet, and they distinguish between perhaps ten times the number of colors as we do.  Their ears, located on their forelegs, are more sensitive to higher frequency sounds, and their sense of smell is

exceedingly strong and enhanced by taste receptors on their mandibles and tail digits.  Their legs are tactically sensitive enough to detect the small indentations used for climbing.

A high metabolism is essential to their long hours of flight and hovering, and Ironites require ten hours of sleep and eat in excess of three times the amount of food that humanoids of similar weight eat each day.  Although it differs across cultures, an average life span is approximately fifty years, with only one year to reach physical maturity and three years of rapid aging before death.  Although they can think and plan more rapidly than most humanoids, Ironites act typically out of highly-detailed, pre-planned courses

of action.  On a practical level, they are quite creative in such planning, but Ironites are almost incapable of grasping the concepts involved in most magical and metaphysical disciplines.  Their religious beliefs are based around events and powers that they can physically sense, and they consequently do not believe in the other planes of existence; actual expeditions to these realms will be necessary to change such beliefs.

In this respect, it may be serendipitous that Ironites have no conception of perjury.  Their best approximation would be the military concept of the feint.  Thus, lying is understood best by the Defenders-of-Cities, who see it as strategic, aggressive, and hostile; other Ironite groups are almost utterly confounded by the concept.

It may be argued that Ironites display capabilities of conceptual creativity in their wing-produced song.  However, this song is part of their everyday speech and thus quite practical, even if some few aspects of such speech are purely aesthetic in nature.  Usually, the complex musical nature of their speech is necessary to convey large amounts of information.  Furthermore, such musical ability is found in all Ironites at equal ability and is instinctive in use.

The Ironite capability of flight has led to a significantly different view of the world than that of land-bound humanoids.  Like the Gryphs, although not to the same degree, Ironites have an aversion to closed spaces.  Flight has also created a more vertical and three-dimensional conception of space, reflected prominently in their military strategies.  Their architecture at every level of technology prefers the vertical over the horizontal, making common use of step structures and perches.  Ironites are cosmopolitan in the

sense that travel over large distances is relatively easy.  The need for migration is lessened, as individuals can travel far from a stable home.  In addition, their race as a whole is less egotistical and provincial than humanoids, as they see themselves the size of flits on a daily basis.  This may have contributed to the fact that they are less wasteful and selfish than us in our use of natural resources.

Another cause of this selflessness is an instinctive orientation towards the community.  Ironites work together easily, but are not used to giving orders or having to charm others into agreement.  They are more amenable than most humanoids to accepting a role with low status for the good of the community, and their leaders are those who consistently develop the most flexible and viable plans of action.

Memory is also conceived typically from a group perspective, however the group is culturally defined.  Ironites observe carefully others’ perspectives on events and listen with interest to their descriptions; they later incorporate such descriptions and observations into their own memories and telling of incidents on a level of equal importance to their own point of view.  They speak of themselves in the first person plural and the third person singular; the first person singular does not exist in any Ironite

language, although the Singulars of the northern mountains and hill-lands have recently adopted this form from Quan.  Communication in general is extremely quick and detailed, and groups develop intricate dialects with numerous short-hand notations to facilitate this type of thought and memory.

Ironite explorers have attempted to form this sort of group bond with Talislantans, but have found little reciprocation, although the Gnomekin and the Mirin, for quite different reasons, appear somewhat accepting of such bonds.  The communication barriers noted above are the cause of only a fragment of these problems.  Nevertheless, many Ironites are stubborn in trying to form this type of group bond and, reportedly, can eventually become a powerful binding force for bands of adventurers and other small groups.

Similarly, Ironite emotion is a cooperative, not individualistic, effort.  With their communication of detailed emotional states via pheromones, Ironites feed off the emotions of their peers, often enhancing the overall effect.  Anger is a special case; it is a cause, not an effect, a purposefully entered state of resistance to pain and heightened effort.  Ironites are slow to emerge from such a state, and readily reenter it for up

to an hour afterwards.

_______________

[end of part 1]

--Adam
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