THE MICRO-

COSMOGOG

by Kyle Marquis

An experiment run for almost four centuries and then abandoned, the Micro-
Cosmogog is a miniature solar system created as an independent astrological
system by two frustrated diviners. Its original function largely abandoned, it
continues to function-even to thrive—on its own. But its creators stole from other
magicians and powerful godlings to create their pocket reality, and one day the
anti-scrying magic that hides the Micro-Cosmogog might fail, encouraging
adventurers and treasure-seekers to try their luck in the hidden world...

The Micro-Cosmogog is an adventure site for mid-level characters of roughly
sixth to 1oth level.

The Physical Environment

The Micro-Cosmogog, sometimes just called the
Sphere, is a sphere 40 miles across. It contains one
sun, five planets, three nebulas, and over a dozen
moons, all accessible and explorable. The air is
breathable, but gravity only exists within 100 feet
of planets and moons; beyond that, objects are in
freefall. The astral bodies move on fixed and
unalterable paths on a single ecliptic that is parallel
to the surface of the world above.

Temperature ranges from about -30° F in the
“outer dark” (between the luminous and faintly
warm stars and the outermost of the planetary
rings) to 130°F just above the sun. Reaching the
different worlds is possible through hippogriffs
(which are plentiful), chariots (which are rare), or
spells like fly (which works normally) or teleport
(which works normally, but only inside the
sphere).

Light suffuses the Micro-Cosmogog. Unless
otherwise noted, there is normal light everywhere.
Even in umbral cones (that is, the shadows cast by
planets; what we call “night”), there is at least dim
light because of the stars and reflected light.
Creatures here that normally have night vision,
darkvision, or infravision still have those abilities,

but they take a month away from the constant
light to manifest.

Magic Effects

The artificial, faintly luminous stars were
constructed to enhance divination magic, and they
do an excellent job. If you can learn how to read
them using any Cosmogogic Text (found at most
libraries and owned by most spellcasters in the
Sphere), your divination spells are enhanced. When
casting a divination spells that offers some chance
of failure or disaster (like contact other plane, you
can roll twice and take the better result).

You need regular visual access to the artificial stars
of the Micro-Cosmogog to use its astrology: at
least a day of direct study per year is necessary.
(You also need at least a yearly visit to the outer
world to benefit from its stars.)

The Landings

There are three “landings” that lead from the
normal world to the Micro-Cosmogog: the Sacred
Landing, the Profane Landing, and the Forgotten
Landing. All are equally-spaced fixed points in the
rotating outer circle of stars, which completes a



rotation once every 60 days. They are most of the
way to the “top” of the Sphere and look down on
the planetary ecliptic, so the three Landings are
about ten miles away from each other. All have
gravity that point “down” toward the bottom of
the Sphere.

The Profane Landing is used by visiting wizards.
Only a handful of diviners know about the Micro-
Cosmogog, and they visit only rarely. The Profane
Landing contains a teleport circle for ease of
access, a small inn (the Dusty Trail) run by a
Damantine named Patience (female human rogue
8, neutral), and a general store run by Father
Teppar (male human cleric 8, chaotic good), the
priest of some above-world air deity who has tried
without success to bring the Light of Truth to
these benighted heathens. (He has about a dozen
followers.) Father Teppar’s mission keeps money
and supplies flowing into the Profane Landing,
and so his general store has rations, a few
weapons (especially bows and arrows),
adventuring supplies, a dozen hippogriffs, and a
few basic chariots and chariot-wagons for sale.

The Sacred Landing is used by the radiata, the
sun-angels, on their expeditions to harvest rei (see
below). Ten radiata, ten monitor radiata, ten
Black Wheel monks (Page 17), and four air
elementals are permanently stationed there.
Though well-guarded, it permits visitors, and
actually sees almost as much activity as the
Profane Landing as the radiata bring people into
the Sphere for various reasons. A Black Wheel
monk named Eret-Fana (male dwarf monk g,
lawful neutral) sells quality goods. Despite being
sworn to poverty and humility, he haggles like a
devil who only makes commission. You can
acquire most common items here, though not
weapons or armor. Eret-Fana sells hippogriffs but
not chariots.

The Forgotten Landing is exactly that-only
Mirinari, the Sphere’s creator, remembers it. You
can place it at the bottom of a dungeon in your
campaign world. (Just remember to do some
geometry and make sure that the other two
entrances are ten miles away and that the Sphere
is entirely belowground!) The Forgotten Landing
is abandoned, but dedicated searching will turn up
Mirinari’s escape kit, which includes a wand of

Chariots

Wealthy travelers use chariots made of
blackwood, a strong but near-weightless
hardwood that grows on Sapphire and on
Midnight (the moon of Turquoise). Blackwood
has the unusual property of not “noticing” gravity
until 1d6 hours have passed, meaning it’s fairly
easy to land a blackwood chariot on a planet.
They are light enough that a strong hippogriff
team can take off with one, since gravity ends
100’ up.

The chariots themselves are simple sleds. They
don’t have wheels, and in fact there are almost no
wheels in the Sphere.

Hippogriffs People Cost

Basic Chariot I 2 15 gp
Military Chariot 2 3 250 gp
Chariot-wagon 2 6 35 gp
Chariot-carriage 3 12 100 gp

magic missiles, a potion of healing, and a badly
frayed flying carpet that will work just long
enough to get the party to civilization.

Origins of the Micro-Cosmogog

The Micro-Cosmogog is littered with signs of its
great antiquity: the water-world Turquoise is full
of ancient, verdigrised bronze machinery floating
in its depths, and the cities of Tiger are older
still, so ancient they are little more than
windswept hills of vaguely rectangular outline.
When they deign to speak, the radiata, the “sun
angels” that maintain the Sphere, hint at its great
age.

The Micro-Cosmogog is about 400 years old. It
was conceived by two diviners who struck upon
a clever idea: do you know how, sometimes, the
stars and planets just won't align? Some days
you go to read the star charts and they all say
the same thing: do not go adventuring; you're at
-5 to everything. Just stay in bed. Some days



that’s the last thing you want to hear, but the stars
are the stars, and deaf to the pleas of mortals.

But what if you could create a second set of stars
and planets, and, sort of, point your divination
spells toward them, instead of toward the real
ones? Intrigued by the idea, which began as a
drunken dare, these two diviners, Palandros and
Mirinari, decided to invent their own consistent
stellar system.

Unfortunately, it proved more complex than either
had imagined, and soon they were stealing
powerful magic items from all over the world and
secretly excavating a pocket universe beneath a
mountain...as one does. But after fifty years (and
ten levels—Palandros and Mirinari went from
barely able to cast fireball to near-archmastery in
their quest), the two demiurges had completed the
Micro-Cosmogog, and it worked! They (or any
magician willing to pay them) could now get a
“second opinion” from the universe. Palandros,
thoroughly pleased, settled into his new home
inside the “Sphere” to become fantastically rich
and research immortality.

But Mirinari was not satisfied. She saw in her
artificial world not merely a convenience, or a kind
of cosmic trick, but an entirely new reality.
Uninterested in mere technical immortality, she
dedicated herself to making the Micro-Cosmogog
fully real and becoming a true goddess. When
Palandros opposed her, and threatened to expose
the full scope of their work to the gods (who do
not like rivals), she killed him and hid herself on
the cold world of Amethyst to plan her ascension.
She has been in regular communication with her
creations, the radiata, with long-term plans to
make the Micro-Cosmogog fully real and to
ascend to true divinity.

Rei

Everything real has an essence that makes it real.
Most people don’t think about that much, since-
except for the occasional illusion-everything
around them is real. But illusionists, bards, and
would-be gods spend a lot of time thinking about
the essence of reality. They call that essence rei,
and when a godling gets a Genesis impulse, they
start obsessing over it.

In its natural form, rei is a blue-purple gas, visible
only to spells like detect magic. It disperses quickly
unless captured. Rei is found in creative works,
major pieces of literature, great sculptures, and
among certain natural generative phenomena
(around giant bee queens, for example). It is,
despite years of research, quite useless for anything
except making illusory things real, and even then it
requires extensive processing: an illusionist can’t
just sprinkle some rei on their phantasmal force
spell and turn it into a real dragon.

The main job of Mirinari’s radiatum servants is to
find as much rei as they can and bring it back for
processing so that the Sphere can maintain its
existence. Some rei exists naturally in the Sphere,
formed by the creatures there (who are real), but
the greatest sources are outside, in the natural
world.

This is very likely how the party will find out about
the Micro-Cosmogog: by encountering a radiatum
as it tries to harvest rei from a sculptor, bard, or
major natural gestation event.

The Keystone Treasures

In addition to rei, the Micro-Cosmogog needs five
keystone treasures to continue functioning: the
Plum of Reification on Topaz (the sun), the
Hazelnut of Motion on Pearl, the Coconut of Life
on Emerald, the Lotus of Wisdom in Turquoise,
and the Orchid of Purification on Amethyst. If any
of these keystone treasures are lost or destroyed,
the Micro-Cosmogog is doomed unless a
replacement can be found.

Money

Despite its apparent strangeness, the Micro-
Cosmogog is a civilization like any other. There is
little gold or copper in the Sphere, but platinum
and silver are fairly common. The most common
coin is silver, with platinum-nickel-tin coins (called
pearls for their color) taking the place of gold
pieces, and pure platinum coins used among the
very wealthy.



Peoples of the Micro-Cosmogog

The Micro-Cosmogog contains five main kinds of
people. They are all obviously slightly tweaked
versions of outer-world creatures.

The greenfolk are small, delicate humanoids with
long ears and small antennae-they are slightly
modified elves. Almost all have mental powers. If
your campaign uses psionics, they’re psionic.
Otherwise, they're almost all multiclass magicians,
often enchanters or illusionists, with spells like
detect thoughts, sleep, cause fear, and color spray.
Their antennae are their spellbooks, though they
can write them down normally too. Passionate,
friendly, and (mostly) nonviolent, the greenfolk
hail from the jungles of Emerald, and most are
found within the First Circle.

The bluefolk are rare and almost never travel from
their homeworld of Turquoise. They are merfolk.
They seem to have been given fairly advanced
(clockwork /hydraulic) technology, but without the
knowledge to maintain it, and now live hunter-
gatherer lifestyles amidst massive floating
underground machine-wrecks that serve as reefs.

The tigerfolk are the aggressive and dogmatic
people of the desert-world of Tiger. They are
essentially gnolls, except with cat heads. Organized
into aggressive, competitive clans that dwell in
cities so old they seem to predate the Micro-
Cosmogog, most are fighters or at least warriors.
Their leaders are powerful and dangerous wizards
(or psychics, if you use psionic rules), their limbs
shriveled by strange necromantic energies, carried
about on gilded palanquins. These mentalists seem
to reject every virtue the warlike but honorable
tigerfolk hold dear, but the tigerfolk still revere
them.

The Damantines are the humans of Damant,
divided into warring clans led by Storm-lords,
most of whom are powerful fighters. Each Storm-
lord claims a spire on their home world and
defends it ferociously; the space between the spires
is mostly a no-man’s-land of cannibals and
outcasts. The Damant clans are aggressive,
expansionist, and warlike, though they are also
great lovers of music and poetry.

The Amethysts are dwarves with gemstone beards
and/or hair. Grim, surly, and oddly silent, they
busy themselves with mining and scholarship.
Their gemstones are worth about 100 gp, +100 gp
per level, away from Amethyst, though trade in
“bloodbeards” is illegal most places; even pirates
and vicious Storm-lords hesitate to take such

payment.

Other important intelligent creatures include the
radiata (sun-spirits who harvest rei to maintain the
reality of the Sphere) and stone giants (who have a
population of several hundred-most are asteroid
miners).

THE WORLDS

Topaz (The Sun)

1 mile diameter. 30-day rotation.

Located in the center of the Micro-Cosmogog.
Quite hot: about 350° F on the surface. Contains
the Plum of Reification, which makes the Sphere
real, not an illusion. Protected by the Solar Shield,
an invincible force-field that prevents anyone from
getting in or out without permission from the Blue
Cardinal, the radiatum who rules Topaz and who
is third in command, behind Mirinari herself and
the silver dragon Sheddara (see Page 11).

The Blue Palace, the Mirror Chamber, and the
Hepatizon Grove (described below) are so
important to the functioning of the Sphere that
they are extremely well-defended, with dozens of
radiata, caged fire elementals, and other defenses.

The Blue Palace

Surrounded by a pillar of “cool” (9o° F) air that
allows normal creatures to approach. The radiata
are not actually angels or spirits born from the sun



The Micro-Cosmogog

Midnight

©),

and tasked with maintaining the world, whatever
they say: they are former free-willed humanoids
taken and transformed by the raptor idol deep
within the Blue Palace. Damantine slavers drag the
most powerful and recalcitrant slaves here, where
the Blue Cardinal rewards them handsomely.

Though there are over a hundred radiata in the
Blue Palace, only the Inner Circle (four unusually
potent radiata) retain their free will and know the
truth of their origins. Led by the Blue Cardinal,
they maintain and guard the raptor idol

Raptor Idol: Can fit over a human’s head.
Resembles an eagle’s head, with wings for “ears.”
Can cast charm monster 1/encounter and
dominate monster 1/day. Someone tied up
(helpless) beneath it for a full hour must pass a
Charisma check or become a radiatum (or a
monitor radiatum if they’re a regular person or
rather low level). The new radiatum is loyal to the
raptor idol and whoever controls it.



The Mirror Chamber

The Solar Shield surrounds Topaz and prevents
anyone from getting in or out, even by teleporting
or becoming ethereal. The Mirror Chamber
contains the magic item that generates this effect,
the shield mirror. It’s about the size of a shield. A
red silk ribbon is attached to it; by draping the
ribbon over different parts of the mirror, you can
open holes in the Solar Shield.

The Shield Mirror:

The shield mirror itself is a powerful magic item: a
+2 shield that grants magic resistance and that has
a 50% chance of deflecting spells that are resisted.
Even outside the Micro-Cosmogog, it has the
power to generate an invincible shield of force that
covers a 100’-diameter area. It can perform this
function at will, but not when being used as a
shield. Picking the shield mirror up disrupts the
Solar Shield until it’s returned to its pedestal.

The Hepatizon Grove

A grove of purple plants, sizzling in the heat. One
tree creates quinces that, when eaten, grant fire
resistance. The tree grows 1d4 quinces per day
and holds up to 24. Another tree holds the Plum
of Reification. The grove is guarded by radiata led
by the ifrit Pariza Paar, whom the raptor idol
could not transform. Recognizing her power,
Mirinari personally dominated Pariza Paar, but has
failed to renew the spells; naturally mischievous,
Pariza just needs an opportunity (such as the
arrival of adventurers) to steal the Plum and rescue
her lover, the rakshasa Vashune, who is
imprisoned on Nod (Page 15).

The Plum of Reification: The plum is what makes
the Micro-Cosmogog real, not an illusion. If the
plum is removed from the Hepatizon Grove, two
catastrophic effects occur:

(1) The sun instantly goes dark. Normal outside
temperature will start to leak into the Micro-

Cosmogog at the normal rate. (This may actually
cause many outer areas to warm up.)

(2) While the planets continue to turn and their
gravity still functions, the zero-gravity effect
elsewhere ends, returning the Sphere to normal
gravity. This means that everything not on a planet
or moon falls to the bottom of the sphere. While
certain creatures, like aaracockra, can fly, others
(like the rain piranhas) cannot fly in normal
gravity. Creatures on chariots are in particular
danger once the blackwood’s gravity-resistance
runs out. The death count will be enormous.

Returning the plum to the Grove restores gravity
and sunlight.

The plum has the following powers:

1 Cast convincing audiovisual illusions (based
on whatever system you use) at will.

1 Cast phantasmal killer 1/encounter.
1 Cast mirage arcana and weird each 1/day.

1 If eaten, you receive a wish.

Encounters

Roll a d6 every eight hours. On a 1, there’s an encoun-
ter. Roll on the appropriate chart. If not on a world,
see Page 17 for encounters among the Circles.

Topaz Encounters

o1-og Corpse or remnants; roll again
06-10 Couatl

11-30 Fire elementals

31-65 Radiata

66-9o Radiata, Monitor

91-95 Red Dragon

96-100 Roll again twice



The First Circle

The innermost celestial circle is about two miles
from Topaz. It rotates 1° every minute. The First
Circle contains Pearl, Emerald, and the Fire
Nebula.

Pearl

Va-mile diameter. 12-hour day.

The nearest and smallest planet. Hot, barren, and
moonless. Daytime temperature 110° F, nighttime
80° F. The brittle white surface is dazzling and
can cause “snow-blindness” if you don’t have
protection. Pearl contains the Hazelnut of Motion,
which keeps the planets turning smoothly.

The White Mine

A miserable slaving pit and open-air quarry run by
Eret-Thenes (female tigerfolk fighter g, lawful
evil)—one of the most notorious slavers in the
Sphere. She retired after she brought 30 heroes
from the outside world to Topaz to be processed
into radiata. Slaves are brought to the White Mine
from all over the Sphere to extract nickel, silver,
and platinum until they go blind and die. A nearby
arena, the Pit of Screams and Rapture, provides
entertainment. The White Mine is badly run and
the Amethysts are more productive; its main
function is as a threat, and a place of exile for
political rivals. Powerful Storm-lords make especial
use of it, and its pits are full of would-be usurpers
and the children of rival lords.

Heartway

A central travel depot almost in the middle of the
Sphere, Heartway is a thriving trade-town. For
adventurers, it sells chariots, hippogriffs, maps,

supplies, and hirelings, but almost anything can be
found here—except slaves, since all slavery is
centered on the White Mine, and the people of
Heartway want nothing to do with that place.

Heartway contains an almost equal mix of
greenfolk, tigerfolk, Damantines, and amethysts.
The Council of Ten Thousand (actually about
100) are diplomat-templars who maintain order in
the town. Though masked and robed, they are
visible throughout the city. A book called the
Estunish Codicil determines who must join the
Council for a period of seven years.

The Estunish Codicil: A magic book that identifies
honest, or at least useful, people to serve on the
Council of Ten Thousand. It takes a scribe an hour
to identify a candidate. The book can also be read
to cast the following spells at will, each taking an
hour to cast: know alignment, zone of truth,

identify.
Fort Hazelnut

A spherical fortress of silvery metal, Fort Hazelnut
contains the Hazelnut of Motion, which keeps the
planets turning. It is always guarded by at least 20
of the Council of Ten Thousand (most mid-level
fighters), as well as a company of stone giants
called the Crookteeth Girls (they are in fact quite
comely; their name comes from their hideous multi
-pronged retractable pole arms) and three tamed
fire elementals in the shapes of huge cats.

The Hazelnut of Motion maintains the movements
of the planets. If the hazelnut is removed from
Fort Hazelnut, the planets and moons stop orbiting
and rotating, and their gravity fails.

The Hazelnut of Motion can cast telekinesis and
fly at will and teleport without error 3/day. This
teleportation can move you freely into or out of
the Sphere. (Service to the Council might



encourage them to let you return home using the
Hazelnut, though no outsider is allowed to use it
themselves.)

Lair of Milit-Shemeth

Concealed in a long-abandoned mine. Full of gold
and copper, which Milit-Shemeth misses because
they are so rare in the Sphere. Guarded by 50
tigerfolk cultists who believe Milit-Shemeth will
take them to a world beyond this one. (He actually
does take one or two per year to the Landings,
armed with good weapons and with instructions to
come back after ten years, but none ever do.)

Pearl Encounters

o1-10 Corpse or remnants; roll again
11-15 Air elementals
16-20 Fire elementals
21-30 Earth elementals
31-35 Fire meteor

36-40 Gryphons

41-45 Hippogriffs
46-60 Radiata

61-65 Roc

66-70 Pterodactyls
71-75 Stone giants
76-85 Tigerfolk, bandit
86-95 Tigerfolk, warrior

96-100 Roll again twice

Emerald
7:-mile diameter. 36-hour day.

Covered in dense veietation, siecifically junile.



