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As I've ranted about on various occasions, I'm not entirely happy with some aspects of Talislantan culture:  lack of cross-cultural influence, dearth of minority groups, etc.  One thing that bugs me is that "Man" is the only sentient species with cultural, racial, and ethnic diversity.  Here is one attempt to mitigate that fact.

-----------

The Statuesque are a species of neo-morphs created by the Archaens as living art.  Certain of the more artistic minded mages skilled in sorcerous hybridization decided that they could breed creatures that not only looked like statues, but could also create art themselves, a multilayered and self-sustaining masterpiece in a sense.  At least a dozen such mages dabbled in this project; their individual accomplishments and subsequent cross-breeding resulted in several scores of different Statuesque races.  Although many of them were wiped out in the Great Disaster, more than ten of these races survive today.

In the years since the Disaster, the Statuesque have come to value racial and national identities above a species identity.  They have linked themselves to various nations otherwise dominated by races of Men, first in Phaedra and later with other groups in the waves of immigration that resulted from that society's upheavals.  In the Western Lands, various Statuesque races account for approximately one tenth of the sentient population.  Other such races have become significant minority groups in several other nations, including Cymril, Carantheum, and Gao Din.

In general, the Statuesque are taller in stature than humans and are twice as heavy.  The extra weight is the result of high concentrations of minerals in the skin and skeletal structure of these sentients.  Consequently, their skin has the appearance and texture of stone or metal and a significant degree of those substances' physical resistance.  Although the Archaen mages succeeded in adjusting their creations' constitution to more than compensate for the additional weight, these sentients remain, on average, weaker and slower than humans, as the effort to move their bodies leaves them with less ability to affect the external world.  They are, however, more naturally graceful, dexterous, and charismatic, as they are bred to be well inclined towards a broad range of artistic pursuits and pleasureful activities.

The Zandarir and Zanduri are the two most populous Statuesque races, both of them native to Zandu and comprising, respectively, nine and seven percent of that nation's sentient citizens.  The Zandarir have skin of topaz, with slightly darker hair and eyes; the Zanduri have that darker coloring for their skin as well.  The two groups are well integrated into Zandu society, although members of the three races rarely intermarry.  The Zandarir population is, on average, more prosperous than the other two races, demonstrating a more successful flare for the dramatic that is looked well upon by the national elite.  The Zanduri, by contrast, make up a disproportionately large percentage of the beggars and street entertainers of the four major cities.  Most Zandu citizens, including middle- and upper-class Zanduri, attribute this fact to a chronic lack of motivation among this group, perpetuated by poor parent role models.  The beggars and street entertainers, in contrast, contend that their state-licensed employment is more reliably profitable than so-called "real" jobs.

Both of these racial groups are extant in Aaman as well, although here they are all referred to as Aamanians; individuality and ethnic identity is severely frowned upon by the Orthodoxist Cult.  Informal estimates by visiting scholars have placed the proportion of Statuesque Aamanians as twelve percent, split evenly between the two races.  These same scholars have noted that Statuesque Aamanians serve in most professions in appropriate numbers; the darker skinned sentients, however, are informally barred from the highest ranks of the Cult.

Three other Statuesque races, as well as members of the Zanduri race, comprise almost twenty percent of the Sarista population.  Bronze, lapis lazuli, and white marble skin characterize these races.  Aside from physical appearance, most Talislantans can discern little difference among the four groups; moreover, extensive intermarriage has faded even this distinction.  Nevertheless, within the Sarista population, various ethnic groups take great pride in loudly, although apparently not sincerely, proclaiming the superiority of their traditions and blood, despite the fact that most of these groups include sentients of both human and Statuesque ancestry and thus have little common "blood" of which to speak.  Marriages between Sarista humans and Statuesque are common but sterile; the Sarista compensate for this reality by turning a blind eye towards extramarital affairs.  Aamanian witch-hunters are especially faithful in hunting such couples.

Among the Dhuna, the Statuesque races are similarly common and indistinct, lending credence to the theory that the Dhuna and the Sarista are sister peoples who maintain close ties and occasionally exchange children.  It has been noted by some observers that pure lapis lazuli skinned Statuesque Dhuna are singled out with the moniker, "Laeolia."  These now-rare individuals display unusual magical prowess, particularly when the moon of sorrow is risen, and know of several spells otherwise not learned by the Dhuna, including the Sign of Laelois.  Statuesque Dhuna males are able to learn the mystic kiss normally restricted to women, and the females of this species are the most alluring of all Dhuna.

One Statuesque race is native to Arim, the silver-skinned Mittarans.  This group, comprising six percent of the population, is treated as second-class citizens, relegated primarily to hazardous mining jobs that leave their skin a dull gray.  Arimites are substantially stronger than the Mittarans, who are more vulnerable to accidents within a working environment geared towards and controlled by the majority group.  Such accidents, as well as the Mittarans' low tolerance for chakos, help to justify the Arimites' sense of superiority.  Although a few Mittarans have risen to success as knife-fighters, following in the footsteps of the legendary Korchak, the most promising opportunity for

Mittarans is for the females who become consorts to wealthy Arimites.  Prized for their beauty and accepted as non-threatening to Arimite wives because of their inability to bear Arimite children, many of these females have gained considerable status and comfort.  It is rumored that one Mittaran consort to the Exarch shares those strings of power, limited as they might be, with a Batrean concubine.  Another rumor insinuates that female Mittarans are common throughout all levels of the Revenant hierarchy.

The jade-skinned Jaryllans account for less than five percent of the populations of Cymril and Carantheum, having immigrated from Phaedra with the green-skinned humans.  Until recently, the Jaryllans of Cymril suffered the same discrimination as that experienced by the Pharesians, as both races are of a different hue of green than the dominant Cymrilians.  These Jaryllans typically found employment as entertainers of multiple talents, often working for long stretches of their lives as employees at particular taverns.  In the past twenty years, as Cymril has embraced multi-colorism, the Jaryllan population has risen in status, many emerging as artists to rival the Muses.

In Carantheum, the Jaryllans have always enjoyed high status; in fact, they dominate the priesthood of Jamba, a charismatic influence among an otherwise dour people.  Jaryllans and Dracartans rarely distinguish among themselves in the presence of outsiders, and their similar appearance, especially after days of dusty travel through the Red Desert, leads to few questions.  It is rumored that some Jaryllan Thaumaturges have experimented with transmuting the jade in their bodies into other minerals, following several vague sections of Astramir's translations of the Seventeen Ruby Tablets.

Many of the Statuesque races are well represented among the Gao, especially the races known in Zandu as the Zandarir and Zanduri.  Race, ethnicity, and species are largely ignored among the thieves and miscreants of Gao Din, as their shared profession binds them more strongly than any other factor.

Perhaps the most unusual race among the Statuesque is the obsidian-skinned Koba who live among several of the Jaka tribes of Yrmania.  The two species maintain separate yet parallel tribal social structures, and they cooperate extensively in all endeavors.  The Koba are less effective than the Jaka in close combat and wilderness skills, yet are just as accurate as archers and more proficient as artisans; an elite group of Koba craftsman learn the magic involved in creating luck talismans.  The Jaka and Koba never intermarry; in fact, they live in separate villages, separated by a traditional seven paces.  Koba rarely immigrate to more civilized nations and are considered something of an oddity by most other Statuesque groups.  The Dhuna, however, do have substantial contact with the Jaka and Koba, conducting regular trade and aiding each other in defense against Aamanians, Wildmen, and the Ur.

------------

STATS:
For Statuesque versions of existing archetypes, few things differ:  Physical Characteristics, Attributes (CHA +1; DEX +1; STR -1; SPD -1), and Natural Armor of +2; and HP12.
Zandu:

· Physical Characteristics (Zandarir):  5'10"-6'-6", 200-400 lbs.; topaz skin, darker hair and eyes; enhanced with colored pigments.
· Physical Characteristics (Zanduri):  5'8"-6'4", 180-360 lbs.; dark topaz skin, hair, and eyes; enhanced with colored pigments.
· Duelist archetype as for Zandir Duelist with the general modifications.
Zanduri Street Performer:

· Attributes: WIL -1; CHA +3; STR -1; DEX +3.
· Skills:  Performing (Acrobatics, Legerdemain, Oratory, Sideshow Talents); Thieving (Guile, Perception, Fast Hands, Stealth, Streetwise); Evade, Knives, Beggar; Common Talislan, Thieves' Sign, Urban Customs (Zandu).
· Equipment:  Cloak, costume, knives, stilts (definitely stilts...).
Aaman:

· Physical Characteristics as for the Zandu races; no enhancements, all hair removed.
· All archetypes possible.
Silvanus:

· physical characteristics:  5'2"-6'4", 150-350 lbs.; bronze, lapis lazuli, marble, or mixed coloring; archetype as for Sarista Gypsy, with general modifications.
Werewood:

· physical characteristics as for Silvanus, archetype as for Dhuna Witch with general modifications; males have CHA +4, can use the Mystic Kiss.
· Laeolia version:  add +1 to Magic Rating, add Sign of Laeolis spell.
Arim:

· Physical Characteristics (Mittaran):  5'4"-6'4", 180-340 lbs., silver skin, hair, and eyes (dulled gray if a miner).
· Knife-Fighter archetype is rare; revenant archetype is most often female.
Mittaran Consort:

· Attributes:  INT +2; CHA +3; STR -1; DEX +2; SPD -1.
· Skills:  Thieving (Guile, Forgery, Perception), Consort, Dance, Knives; Common Talislan, Customs (Arim).
· (I'm tempted to just make this a variation on the Revenant archetype; players are unlikely to play a non-revenant consort.)
Cymril:

· Physical Characteristics (Jaryllan):  6'5"-7'2", 250-400 lbs.; jade features Warrior-Mages are possible, but rare.
Jaryllan Performer:

· Attributes:  INT +1; CHA +2; STR -2; DEX +2; SPD -1.
· Skills:  Performer (Acting, Art, Musicianship, Song), Artificer (Instruments), Self-Contractor, Perception, Evade, Staff; Talislan (Common and High), Urban Customs (Cymril).
Carantheum:

· Physical Characteristics as for Cymrilian Jaryllans.
· All archetypes are possible.
Gao Din:

· As for the Sea Rogue archetype (typically using Zandarir or Zanduri characteristics).
Yrmania:

Koba Tribesman:

· Attributes:  PER +2; STR -1; DEX +5; SPD +2.
· Physical Characteristics:  Obsidian skin, hair, and eyes; 5'8"-6'4", 180-350 lbs.

· Skills:  Wilderness (Hunter/Gatherer, Camouflage, Snares, Stalking, Tracking), Artisan, Primitive Enchantment (concoct herbal medicines, make enchanted item), Bows, Dagger, Ambush; Sign, Common Talislan; Tribal Customs (Jaka/Koba).
Drohem (11-03-2010): This article by Adam Sonfield was posted to the archived Talislanta Central website.
