Alutheria

General Background


It has been almost 6 months since you started training with your current group of companions.  It seems like the winter has flown by.  You remember vividly last fall deciding to earn some extra cash and further your dreams of perhaps one day exploring more of the countryside, by enlisting in the King’s Peaceforce.  In celebration of 100 years of prosperity King Reignhold the Seventh has planned unprecedented festivities for this summer and you should have enough coin to truly enjoy yourself, as well as the honored crimson sash that your hard work has earned you.  You have seen the bargains people who wear the sash have gained.  Anything from a free drink at the local pub, to new armour and trappings at cost from the local merchants.


With everything going so well you can’t help but think that things can’t go on like this for much longer.  You have heard the rumors of  the evilkin on the move to the south, that nasty group of Orcs, Goblins, Kobolds, and others that are too vile to mention.  You have heard the stories of the time before the Burning, when peace reigned supreme and evilkin were only stories told to scare children.  It was a prosperous time like this when the mountain, now called King’s Bane, shook the world and belched forth a torrent of fire that reshaped  the borders of Alutheria to what they are today.  That eruption tore rends in the earth that evilkin seemed to pour fourth from.  It is this disaster which befell the realm nearly 200 years ago and destroyed King Feldwin’s reputation, as well as his reign.  It was for Feldwin that the great mountain got its name.   And it is this story that has motivated King Reignhold to form the Crimson Sash to make sure that this anniversary of peace would pass with minimal incidents.  


The arrival of the evilkin after the Burning pushed back the borders of the realm of Alutheria, but the Kin, as they have come to be known, did not push hard against these borders.  It has been the concern of scholars that these Kin perhaps are waiting until their numbers are large enough to sweep in and wipe out Alutheria.  In the ash left behind by the burning arose a great jungle south of the realm, serving as an excellent hiding place for the evilkin. For the defense of the realm, Feldwin’s successor Anthony the Righteous built the three south forts:  West End, South Point, and Crags Watch.  It was Anthony’s hope that enough warning would grant us the advantage in the skirmishes that all thought were inevitable.  It is that inevitable clash that many believe must follow this time of prosperity.  It is also the fact that the last two shipments from Eagles Reach have not arrived.  Prices around town have already started to rise in anticipation of increased costs of shipment.  To this state of affairs many have blamed the Kin.


This new turn of events has pushed up your graduation to the sash.  Your mission is one of pure reconnaissance.  Your task is to locate, if possible, the lost caravans and find out who or what is behind their disappearance.  This is your final exam, should you finish it you will surely gain the Crimson Sash.

Party Construction

It is recommended that you have the following group of six:  3 fighters, 2 spellcasters, 1 sneaky bastard.

Specifically, it would be best to have a Fighter, Paladin, Ranger, Mage, Cleric (or Druid), Thief (or Bard).

No evil alignments are allowed

Pantheon

The gods of Alutheria are said to sit in the hall of worlds deep under the Aryth sea.  From their undersea lair they observe man and occasionally interfere with their dealings.   It should be noted that there is no god of war, because Alutherians do not worship war.  All gods are capable of influencing wars but war itself is seen by the gods as a human imitation of the conflict between Cyrus and Malutharn therefore there is no supreme or all knowledgeable entity in the arts of war (each deity has their strong points).  Equally absent is a deity of luck.  This too is spread throughout the pantheon and is not a trait specific to one god or goddess.

It should also be noted that the gods are not given in terms of alignment (with perhaps the exception of Kovatar who is chaotic).  That is for several reasons, not the least of which is that the gods are not restricted to moral codes like mortals are (they may do something evil that might further good on a scale that can not be perceived by mortals).  Also the clerical orders DO have alignments but do not mention which gods they believe in, this is because the gods to some degree are worshiped by all Clerical Orders.  Clerical Orders are simply the vessel that people use to serve what they perceive as the god’s intent.  I can explain this in further detail as is needed, leave it to say that the gods grant LG clerics their powers because they know that they will act in the grand scheme of things in a LG way.  The gods for my world are very similar to the Greek gods (especially as portrayed in Clash of the Titans) where they give the sentient beings of the world certain tools to further their own, as yet not-understood, game.

Cyrus Dawngiver rules over all things of light, he is most powerful at midday and is most closely associated with life and health as well as vitality and longevity. 

Theophay is goddess of harvest, hunting, love, and nature.  She is responsible for many of the creatures of Alutheria’s daily life.

Kovatar Groundshaker is the god of storms, lightning, rain, and wind as well as earthquakes and volcanoes.  To him much of the turmoil and loss of land, harvest, and life is blamed.  Kovatar is seldom worshiped by those of non-chaotic alignment, though often those of other alignments pay him homage especially in seasons where weather is often extreme. 

Malutharn Mother of the Dark.  This goddess is responsible for much of the night time happenings on Alutheria, for her power reigns supreme during the darkest hours of the night.

Lasitar is the god of the twilight and the early morning.  Lasitar appears at times both as male and female thought is primarily referred to as male.  He is responsible for the passing of power between Cyrus and Malutharn.  His is the world of dreams and fantasy.  It is said that Lasitar distributes the souls of the living evenly between Cyrus and Malutharn, for it is said that a creature born at night is aligned with Malutharn and those born during are of Cyrus.  It is for the souls born in the twilight that Cyrus and Malutharn fight.

Clerical Orders
Lawful Good – Order of the White Forge

This it the righteous order of holy fighters and Clerics that have sworn to defend the king and the realm from all sources of evil and wrongdoers.  They are the king’s most often the kings champion of causes but they answer to their own authority – the Grand Justiciar. 
Lawful Neutral – Sacred order of the Vaults

This order oversees the minting of coin and the keeping of the king’s vaults.  Followers of the order usually do not adventure but are sometimes called out to perform certain tasks for the treasury or in matters of dispute about coins and the occasional forgery.  The exact location of where the coin of the realm is minted is kept secret.
Neutral Good – Order of Discipline

This order is the primary adventuring stock of Clerics in the realm.  It is this orders manifest that members prove themselves through their actions, usually done by questing to destroy some evildoer or group of marauding bandits.  Their constant vigilance against evil gives this order great influence and prominence.  Many clerics of this order attempt to bolster their orders fame and reputation through actions.
True Neutral – The fists of Feathers

This is the most divergent and fractal of the sects of clerics.  At last count there were over 30 distinguishably different orders of this sect.  Common beliefs of this order range from the strict Non-interference sect, to the sects that methodically plan to undo whatever strides both Good and Evil make.  Fortunately the most common of the sects is the druidic sect which takes its lead from nature and sees that as the determining factor for neutrality.  Few practicing clerics are actually from this sect. 
Any Evil – The Raven’s Eye

Few really know what this order is about or who would worship it.  It is thought that most who worship the Raven are promised some sort of power, item, money, or all of the above.  Most who worship this order have had some misfortune or hardship in life, most see the Raven as the only chance for salvation.  It is this belief that makes this order such a powerful group.  Often followers of this order are fanatics. 
Monarchy

Rule in Alutheria is passed down to the eldest son of the ruling king.  If there is no son than the Queen rules until another male heir can be determined by the “members of the green.”  The rough hierarchy of rule is as follows

I.
KING



The King is the supreme ruler and commander of the land but he is advised closely by 3 


unique and powerful individuals who all reside in Pallandar with the King.


A.  WARDEN



The warden’s primary responsibility is overseeing the Guilds and how they interact with 


the general population.



1.  Fighter Guild



2.  Mage Guild



3.  Merchant Guild


B.  VERISAI



The Verisai’s primary responsibility is liaison between the Grand Justiciar and other 


guild heads and the king.


C.  GREENSKEEPER



The Greenskeeper is responsible for ordering the landowners of the realm and dispensing 


with the King’s lands.  In his charge directly are 1 Knight Vassal and 3 Knights Errant.  


This position also puts immense influence on the three Barons of the land, and thus have 


at their ‘indirect’ disposal 7 Knight Vassals and 21 Knights Errant. 



1.  Baron Tivolt




a.  Baron’s Knight Vassal Commander





Knight Errant





Knight Errant





Knight Errant




b.  Baron’s Knight Vassal





Knight Errant





Knight Errant





Knight Errant



2.  Baron General Malchovich




a.  General’s Knight Vassal Commander





Knight Errant 





Knight Errant





Knight Errant




b.  General’s Knight Vassal





Knight Errant





Knight Errant





Knight Errant



3.  Baron Sir Landon




a.  Landon’s Knight Vassal Commander





Knight Errant





Knight Errant





Knight Errant




b.  Landon’s Knight Vassal 





Knight Errant





Knight Errant





Knight Errant



4.  Green’s Knight Vassal




a.  Knight Errant




b.  Knight Errant




c.  Knight Errant
II.  Queen


Although the queen does not have much political power, she has over the years been the icon and rally point for the Order of the White Forge.  The Grand Justiciar has personally taken it as his task to serve and defend the Queen unless called upon for matters of war by the King.  With the use of the Grand Justiciar and a few hand picked Paladins (and a few less reputable sorts), the Queen is often privy to information and ongoings throughout the realm that even the King is unaware of. 

Timeline
407 
421
King Feldwin’s  coronation

408 
433
The great Burning (the Eruption of King’s Bane)



Many records destroyed during the catastrophe


434
Anthony The Righteous’ coronation



assassinated in office

438
Reignhold the Third’s coronation



suspected assassination – never proven


439
Pheneous the Meek’s coronation 



well known for his inability to lead, as well as his lack of judgement (he is primarily 


responsible for putting the nobles who overthrew Reignhold IV and installed Davimar as 


a puppet King)


455
Reignhold the Fourths coronation



attempted to reestablish order to the realm but ultimately fell to politics


471
 Davimar the usurper’s coronation 


puppet king installed by nobles that were granted power under Pheneous’s reign


508
Alexander the Corrupter’s coronation



After the death of Davimar, Alexander was installed as King.  He was deposed after only 


12 years and the rightful bloodline was returned to the thrown after a small mutiny that 


left many of the noble houses stained with the blood of the lawless.


520
Reignhold the Healthy’s coronation



Although named for his longevity (he lived to 92), he is also aptly named for the 


restoration of a healthy monarchy. 



574
Reignhold the Sixth’s coronation



Although not as adept at politics as his father, Reignhold VI proved a competent leader 


making no exceptional strides


606
Reignhold the Sevenths coronation



Perhaps a little too trusting in his Barons and Vassals, Reignhold VII has spent much of 


his time and resources in his pursuit of beautification of the realm.  Some have thought of 

him as vain, but most consider him to be a sufficient leader. 


621
Present Day
Origins Of Demihumans

Dwarves

Most dwarves come from the mountain range known as the Gate Peaks.  They have lived their by their accounts for well over 10 generations or almost 2000 years.  Some Dwarves have claimed to hail from the Crags and it would not be strange to think that they may live in the King’s Bane as well.

Dwarves also run the lift system on the Einos River which has proven to be an excellent source of revenue.

The dwarven society is structured into a strict family cast system composed of many family Clans.  The system is complicated to outsiders but dwarves seem to have little trouble keeping track of everything.  It is possible to be an honorary member of a clan into which one is not actually born.  Some of the more well known clans are listed below, but this is by no an entire listing.

Anvilwatch:  This clan is charged with watching for signs of prophecy and oracles of interest from the gods.  Those that have the gift become clerics who teach other dwarves and even occassionally adventure in attempts to discover the gods will on other civilizations.  Those that do not feel the call of the gods work the forges and supply all the clans with any metal work that needs be done.

Bloodskin:  These are the defenders of the mountain.  These dwarves ALMOST NEVER adventure outside the mountains.  They have sworn to defend the mountain against all incursions.  The only thing that will cause a Bloodskin to leave the mountain is a bloodquest – a personal quest to avenge some wrong visited upon the Bloodskin or the dwarven nation.

Ambereyes:  These dwarves often do not have the amber eyes that their name suggests.  The dwarven legends have it that these where the first of their kind to seek salvation, protection, or refuge under the tough skin of the mountain.  In so doing it is said that the Dwarves eyes changed to adapt to the lack of illumination, thus their eyes turned amber.  Whatever the mythology, these dwarves ironically are the most likely to adventure (perhaps it is their natural predetermination to be first to seek new things).  They are often used as advanced recon scouts when new natural tunnels are discovered under the mountain, and they are also the first sent to deal and negotiate with the other civilizations of the realm.  They are the most divers of all the clans and are often able to spend time studying with the other clans without being indoctrinated as members.

Cavejumpers:  These dwarves are engineers and designers, they are often tunnel-planners and problem solvers.  It is rare that someone of this clan adventures but those who see technology that other civilizations do sometimes get the drive to see those peoples for themselves.  This clan’s primary charge is the upkeep and operation of the lift system at Einos falls.  As with all dwarves the Cavejumpers are trained in martial skills but their primary love usually draws them back to lives as tinkerers and engineers.  It is not uncommon to find a Cavejumper and Anvilwatcher working side by side.

Spirewatch:  These Dwarves are both masons and fighters.  It is said that this clan got its name from the ever mind full watch that they place on the spires they build;  it is also said that no spire built by this clan has ever been toppled, save by intent.  These dwarves do occasionally travel outside their mountain but that is usually for the purpose of building a new stronghold.  It is said that some of the Spirewatch have in times past worked to build structures for nobility or other prominent persons.  They are also sometimes seen in the role of adventurers.

Gnomes
Gnomes share the Gate Peaks with the dwarves living and often working together.  Gnomes are also rumored to live in the Crags and the King’s Bane.  The gnomish social structure is a mellow cross between the dwarven clan structure and the complex political structure.  Gnomes structure themselves into houses that are similar to clans but are not derived from bloodlines instead it is by interests and abilities.

House of Swords:  this is the equivalent of the warriors guild.

House of Mirrors:  this is a small mages guild catering only to illusionists

House of Altars:  this is a guild of clerics

House of Trades:  This is the guild of merchants, tradesmen, suppliers, etc.

Gnomes do occasionally tunnel but they prefer to use and manage the dwarven tunnels. 

Elves
Most elves come from the heavy forest area known as Traven and located northwest of the inhabited world.  There are rumored to be other types of elves that live in other parts of the world, but this rumor has never been officially substantiated. 
Halflings

All known types of halflings (tallfellow, stout, and hairfoot) come from the area south of Eagles Reach.  Although many believe that they are only mound dwellers, this is only their preferred type of dwelling, many live in brick and mortar   
