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.

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. 

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   

