Hey guys, I just wanted to give you the run down on what you would be getting into with playing new characters in the same setting.  This is a world history extrapolated from the current events under way, so keep that in mind.

30 years have passed and the world has been drastically changed.  The party continued to adventure for another year, then various people went in various directions.  Strahd at first appeared to have joined forces with Vecna (who's disciples lay behind the plot to bring nightshades into the realm with the intent of taking over the prime material plane).  Strahd had been off forging alliances with the elves, promising some of them the return to the kingdoms of old, with this he had grown quite a land army.  The nightshade hordes (serving Vecna) and Strahd’s forces decided to join together and sweep down into palandar where they were successful in slaughtering most of the human empire.  The dwarves moved deeper into the mountain, while surprisingly more gnomes appeared on the scene.  Vecna and Strahd moved their forces east into the area of the realm where the Xan had taken control and as the nightshades moved through the mountains they were attacked by the Xan and the Broken ones (the creatures hidden at Tivolts estates).  Strahd detected an opportunity and decided to attack the flanks of the nightshade's army.  Vecna personally intervened to prevent the betrayal and for a while it looked as though Strahd would be victorious.  However Strahd lost the conflict, but not after killing several of the commanding nightshades and driving the rest into exile.  Vecna, who had been severely wounded in the conflict, took it upon himself to punish Strahd, and made it so that Strahd could no longer work the arts of magic.  Strahd fled in fear for his life, disappearing utterly (though the evidence of his "children" still exits).  In retaliation for the punishment upon human kind that the elves visited (under Strahd’s command), and by the inspiration of the remaining evil hordes, Elves were no longer trusted and today they are commonly executed on site (with the exception of the groves and eagles reach, which I will discuss later).  These conflicts and following small skirmishes took a matter of 20 years, and another 10 years of relative peace has followed.

Currently the realm is a large wasteland.  There are few trees and even fewer settlements.  Most of the population has moved to the eastern most city of Eagles reach which is currently run by the harsh hand of Seth Kon's leadership.  Seth Kon was granted Grandmaster status in the internal wars of Xan that followed the wars of Destruction.  It was said that he was single handedly responsible for wiping out the grandmasters of the other two rival clans (though this has not been officially confirmed).  Many thought That his dragon heritage would land him in the seat of the emperor, and some sources close to Seth Kon admit that he was upset by the lack of nomination and promotion to the position.

Seth Kon is directly advised by his most trusted confidant, Tyreal Silverleaf.  Although Tyreal came out against the laws for hunting his brotheren (the elves) being put into place, he has worked to uphold them since their inception.  He is the only elf that currently enjoys immunity from the Law (not even elven nobility enjoys this freedom).  Tyreal works as an ambassador to other cities and peoples.  He occasionally goes into the badlands, but it is uncertain as to where he goes and to whom he is meeting with as there are few villages with more than 100 people anywhere in the badlands.  Some rumor that he is looking for the location of the sacred groves of the archdruid Selva.  Tyreal’s unrevealing and devious nature has led to the downfall of many an unwitting ally.

With the destruction of palandar and the disappearance of Strahd the empire was left with few well versed in the arts of magic.  Trickle fearing that the new police state would capture him for the soul purpose of restocking and remaking a mages guild, decided that adventure was preferable to enslavement.  And, with all the wizards that fled and were killed, there was an abundance of magical items to be found if one knew only where to look.  Knowing that once the turmoil died down, the people of the realms would eventually come looking for the lost artifacts and magics of the land, Trickle set out to find and 'keep' these items safely away from anyone besides himself.  Trickle's arcane arts and knowledge of the realm afforded him a unique ability among those that fled the terror and oppression of the new world society; he could go where many could not.  In his travels Trickle even found his way over to the islands of Xan, as well as into many places that many in the realm were unaware of, including the hidden groves of the druid Selva.

Cloistered away from civilization and protected from magical scying, was the last effort of Selva the druid to preserve part of the world from what she knew it would become.  Through her adventures which had led her to become planetouched, she had mastered the arts of scrying and divination.  Her destiny was to become the oracle of Obad Hai, herself becoming a sacred grove where all were welcome,  so long as they held peaceful practices.  It was in this grove that sages foretold the coming of unity and the possibility of a united nation; one of peace, equality, and the unity of all.

Notes to the players

Slavery is legal and practiced in the main city of Eagles Reach.

Food is scarce and has kept the Xan in complete control.  Except for a few farms protected by the city or small villages, there is very little agriculture.  Much of the food is imported from the Xan empire.

The Xan maintain seaports in Eagles Reach but do not allow outsiders onto their land.

Elves have a bad reputation and are hated by humans, they draw attention wherever they go.  And obviously those that follow the laws of eagles reach consider them to be hunted (killed on sight).

Dwarves are extremely rare but have no racial modifiers.  However they do tend to draw attention as oddities.

Orcs and Half-orcs are common and readily playable in the realm with very little racial reaction.  They are far more accepted than elves.

Gnomes are abundant and have grown into the 'mage' class of society as their illusion arts showed them to be knowledgeable of the arcane arts (something that suffered a severe blow during the war or Destruction).

Halflings took heavy loses in their covert fighting during the war.  They are not exactly rare or disliked, but some have hot tempers towards them.

Half elves are always mistaken for elves (people would rather error on the side of caution).

I intend to run the game with few if any changes from the basic book.  Skill focus will be by the book.  When in doubt, ask me but assume it to be as the book says.  Starting equipment will be exceedingly important as things in general are rare and hard to come by.  Magic and magic weapons are VERY rare.  There is no problem with you playing mages or any other classes, just be warned that there is no guild and things will be hard to find.  Clerics are tolerated, but only the order of Hextor is condoned.  Worshiping any good deity is kept hidden as those who do occasionally turn up dead or missing (there is no official state view on religions other than hextor's). Having said that I will not be messing with the rules I am thinking about changing one thing:  the way the STR mod works.  I Am thinking about having STR only add to damage and not to hit.  I have a LOT of reasons for this and if you would like to know them or hear them email me and I will rant until you beg me to stop.  Anyway I am really excited about the prospect of you guys playing in the same world please let me know what you think.  If you have questions please post them and I will try and let you know.

