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Geographical

The area around Messelberg is mainly flat, open plain, getting increasingly hilly and even mountainous as you head north. There are a few rivers, the main one being the large Wild Spirit River, which acts as a border between Saduria and Ruse. Smaller tributaries feed the Wild Spirit River. Small riverboats are able to travel on the North River and Fess River, though both are blocked (by waterfall and swamp respectively) and are not a long-distance travel option. The Wild Spirit River can easily accommodate large riverboats, but swamp and waterfall again rule river travel out.

Some forest remains in the area, the large Radhurst Forest to the north being sufficiently large and dense that it is home to a colony of beastmen. Most forest is broad-leaf deciduous, though some spruce and fir also occurs. The Pfafenbach Forest has a bad reputation amongst travellers, though nothing supernatural lives there and the unusual quiet is due to freakish natural conditions such as the shelter of the gentle surrounding hills.

Four large areas of marshland occur within the Messelberg area, these are all highly dangerous and impossible to traverse safely without great care. The Fess Swamp to the east is so wet that only a shallow-draft boat can carry a person over it. Rumours of dark and dangerous denizens abound within the local area. 

In the north, the area becomes hilly and the soil far thinner. In the extreme north are the beginnings of a small mountain range, the highest peaks are tall enough to have a permanent snowcap. 

Political

Messelberg is part of the province of Kasselingstedt, the northernmost province of the Empire. Less than ten miles to the north is the area known as the Badlands, where organised human settlements are few and far between.

Being a frontier town, Messelberg is under the military control of Baron Gottfreid, though he has granted it a charter to govern its own trade and guild laws. The neighbouring town of Grendleton has a full charter, the Barony of Grendleton being owned by the absent Baron Mark, a political schemer who spends his days in Sadur City.

Military

Both Messelberg and Grendleton are frontier towns and maintain a large number of standing troops (mainly mercenaries) to help defend against both raids from the Badlands and raids and invasion from Ruse. In addition, both towns have extensive fortifications and strict rules about publicly carrying weapons.

The dangers posed by being right on the frontier mean that most of the manors maintain a competent militia force. These men (and a few women) are armed with spears, bows and polearms, and wear heavy leather armour with some helmets and shields. The half-trained villagers will be strengthened in time of need by the retinue of the local knight, though this may be as small as half a dozen men at arms and many manors have no resident knight at all, the lord of the manor being a squire, or wealthy commoner. The militia are generally available for the immediate defence of their villages and may also be persuaded to join with neighbouring militia in times of great need. In practice, the village militia are most likely to be called out to fend off brigands and the rare orc raid. Against itinerant mercenaries or a strong force of Rusic raiders they are at a severe disadvantage and serve only to delay the enemy until professionals can reach the area.

Settlements

Towns

Grendleton
Population 3250. A small trading town sitting about 10 miles south of the Badlands. The lord of the town, Baron Mark of Grendleton, spends most of his time in Sadur City, leaving the town council to run the place under their civic charter. 


The town has extensive fortifications, as befits a frontier town, and maintains a large standing force of mercenary crossbowmen as well as a dedicated but chronically under-funded city watch. 


Grendleton’s main claim to fame is the talented doctor and surgeon, Dr. Ernest Liddle (skills 18+), who spends a good deal of his time treating the injuries of adventurers returning from the Badlands, and demands payment in rare herbs, ancient books and magic where possible.

Messelberg
Population 5500. A large trading town that, like Grendleton, sits 10 miles south of the Badlands. The lord of Messelberg is Baron Gottfreid and he is often in residence in the town citadel, even though he has granted the town a charter to effectively govern itself. 


Being a frontier town, the place has good fortifications. The council employs a large mercenary mixed crossbow and greatsword regiment, as well as a light cavalry regiment which is used to patrol the south Badlands. The city watch have a deserved reputation for brutality, coming down especially hard on adventurers who flout the city’s “no weapons” rule or otherwise raise fears of brigandage and armed unrest.


Messelberg is a major trading centre for the caravan routes that brave the Badlands route from Ruse and Bragan, as well as acting as a place for adventurers to rest up and sell their booty. 

Villages and hamlets

Badgerpoint
Population 230. Supplies Messelberg with produce, mainly root vegetables of which the village produces a great deal. 


Hostelry: Badgerpoint has two taverns, the respectable “The Happy Farmer” and the rather more rowdy “The Keg”. The owner of “The Keg” will sometimes allow travellers to sleep on the floor overnight if they spend enough over the counter.


Healing: Badgerpoint’s priest has First Aid at 14, for anything more serious the sick travel to Messelberg. 


Manor house: The fortified manor house is owned by Sir Cedric, a poor knight who is usually employed as a mercenary and is rarely in residence.


Religion: Has a temple to Bachue.

Braecart
A deserted village on the Badlands border. The place was abandoned after the orc and bandit raids became too much for the populace to endure. Braecart was a large lumber producer, and the remains of sawmills and logging huts still litter the nearby forest. Braecart Lake is home to a large number of freshwater fish and oysters.

Brambleton
Population 250. A village supported by a couple of small coalmines in the nearby hills. The brambles of the village’s name still dominate the land between the village and the Restless Marsh to the southeast. 


Hostelry: The village has a grubby and ill-kept tavern, “The Miner’s Rest”.


Healing: Brambleton has a wisewoman living in the hills between the village and the mines. She has Herb Lore at 15 and produces a distinctively pungent TL3 First Aid balm.


Manor house: The manor house is home to Sir Ivan Stoutbody, a greedy and suspicious knight more interested in money and women than warfare or the well-being of his manor.


Religion:
Brambleton has a temple to Habren.
Candleton
Population 300. A village on the North River. It supports itself mainly through fishing and boating goods from Grendleton to Pastonbury and the Braecart Lake. It also attracts a good number of adventurers staying to investigate the nearby Candleton Temple, so many, in fact, that the only tavern (“The Brave Explorer”) offers two double rooms above the stables for an extortionate nightly rate. 


Hostelry: As mentioned, “The Brave Explorer” offers unusually extensive accommodation for a tavern, but charges 5 shillings per night per person.


Healing: The number of adventurers passing through the village supports both a barber surgeon (Surgery 15) and a wisewoman (Herb Lore 14).


Manor house: The extensively fortified manor house is home to Lotar Trollslayer, a scarred, one-armed retired adventurer who bought the house from its previous owner and who now acts as village squire with his beautiful wife, Magda, whom he rescued from evil cultists many years ago. Lotar enjoys sharing stories with current adventurers but his sweet-looking and iron-willed wife will not let him join any adventuring expeditions.


Religion: Candleton’s temple is to Nakki.

Dentswood
Population 220. A hamlet southwest of Laatwood forest famed only for its suspicion of newcomers. This suspicion has a good reason, however; the hamlet is a centre of Nature Gods worship in its more brutal form.


Hostelry: Dentswood has a small tavern, “The Twisted Oak”, but it is not welcoming of strangers.


Healing: The local druid has First Aid 14 and Herb Lore 15, but is choosy about whom he helps.


Manor house: The manor house has not been inhabited for many decades, since the last lord vanished mysteriously.


Religion: The population worship at a hidden sacred grove to the Nature Gods.

Eugenhalt
Population 320. This large village has a good reputation for the quality of its crops, mostly due to its experienced and powerful priest of Habren.


Hostelry: The village has two taverns, “Eugen’s Halls” and “The Dragon”. Just outside of the village is a coaching inn, “The Emperor’s Head”.


Healing: Eugenhalt is home to Kathleen, a retired adventurer approaching middle age, who has First Aid 16 and Pharmacy-Herbal 14 and will heal strangers in return for donations to local charities, usually asking 10 shillings from those who can afford it.


Manor house: The fortified manor house is owned by Kathleen, a retired adventurer. She shares the house with both Sinead Moontongue, a serene middle-aged priestess of Tanith who was one of her adventuring companions, and a bewildering array of intelligent and loyal animals collected during her years of adventuring.


Religions: The temple is to Habren. Some women also participate in services to Tanith with Sinead Moontongue.

Fircastle
An abandoned village in the Badlands. Fircastle has a bad reputation thanks to its history. A village grown up over a copper mine, the mining eventually uncovered ancient catacombs (“Ezrael’s catacombs”). What emerged is not recorded, but the village has been deserted from that day.

Forgehampton
Population 180. This sheep-raising village is a major source of Grendleton’s wool. The population has declined significantly since the lord of the manor decided to introduce sheep on the land. 


Hostelry: The only tavern, “The Orc’s Head”, has been closed for several years. The building is now used as a meeting house.


Healing: The small village has nobody competent to perform healing, though some of the yeomen know First Aid at IQ (10 and 11).


Manor house: The fortified manor house is home to Sir Edmund who is only interested in raising a large pedigree sheep flock.


Religion: Forgehampton’s temple is to Sigu.

Great Nokingham
Population 300. The hamlet is a major source of soft fruit, mainly damsons and plums. 


Hostelry: The hamlet supports two taverns; “The Vine” is a rough place frequented by many prostitutes and popular with travellers, and “The White Stag” which caters more for the farmers and their families.


Healing: The medical needs of Great Nokingham are served by the wisewoman of Little Nokingham (First Aid 14, Herb Lore 15).


Manor house: The unfortified manor house is owned by a Grendleton merchant and money-lender, who legally claimed the house when the previous lord defaulted on his loans. The manor house is rented out by the merchant (at 1500 shillings per month) and is often temporarily inhabited by bands of successful adventurers looking to enjoy their wealth.


Religion: Great Nokingham is unusual in that it supports two temples; one to Bachue and one to Halfour.

Hoosesham
Population 280. The hamlet of Hoosesham produces a particularly fine cider from its apples. The secret of the successful apple crop is closely guarded, but it is believed to be connected to the hamlet’s most revered inhabitant, the young Elizabeth Kirton, who has been blessed by Bachue. 


Hostelry: The small Hoosesham tavern, “The Fertile Queen”, is notable only for the fact that it serves the local cider.


Healing: Hoosesham shares with Nutcombe the services of a wiseman (Herb Lore 13) living between the two villages. He is particularly fond of healing young and attractive women!


Manor house:
The manor of Hoosesham and Nutcombe share a large and heavily fortified manor house situated between the two villages. The manor house is run by Jethro Reddleton, the steward of Sir Martyn who spends his time in Sadur City trying to gain the attention of the Emperor.


Religion: Hoosesham’s temple is to Bachue.

Hurgrimm’s Rest
Population 300. The lord of Hurgrimm’s Rest breeds a small selection of fine coursers, which he sells only to those who impress him (and usually only to gentry and above). 


Hostelry: The village has a particularly fine tavern, “The Stormy Destrier”, which prides itself on the quality of its food. 


Healing: The sick of Hurgrimm’s Rest generally travel to Messelberg for help, though the village has an elderly resident retired adventurer and acolyte of Linmeth, who helps the sick with First Aid 14, Pharmacy-Herbal 12 and Diagnose 13, but only in return for a day’s help around his farm.


Manor house: The fortified manor house is home to Sir Arthur whose great love is breeding fine riding horses and coursers (+1 Quality roll). He will be willing to sell his horses to anyone of breeding (Savoire-faire and Good or better Reaction roll) who demonstrates a love of the animals.

Religion: The temple at Hurgrimm’s Rest is dedicated to the demigod, Hurgrimm, a former warrior who committed his life to Viktor following a monumental battle against hordes of orcs. Hurgrimm’s worship follows the same lines as that of Viktor, except that he cannot grant spells (apart from the standard Old Gods rituals) or blessings.

Laatwood
Population 170. Laatwood is a small village within Laatwood forest that supports itself but has little to export. Its population stays partly out of respect for Mother Freya, the witch living nearby within the forest. She has a grudging sense of responsibility for the village, and helps it whenever it needs her aid. 


Hostelry: Laatwood has no tavern. 


Healing: Mother Freya (Herb Lore 13, Ritual Magic 16 with Ritual Aptitude 5, Path of Health 14) is the nearest to a healer that Laatwood has, but she is rarely prepared to help except in life-or-death cases.


Manor house: Laatwood may have had a manor house years ago, but there is no sign of one now.


Religion: Laatwood is too small to have a temple, but it does have a small (and hidden) shrine to Tathbeth.

Little Nokingham
Population 200. Little Nokingham is a major stop for coaches heading for Grendleton, and supports a coaching inn. 


Hostelry: There is no tavern in Little Nokingham, but many of its populace make use of the nearby coaching inn, “The Red Lady”. 


Healing: Little Nokingham has a rather eccentric (or possibly insane) wisewoman (First Aid 14, Herb Lore 15). In addition, the head ostler at “The Red Lady” is an amateur barber surgeon (Surgery 11) and will happily practice on anyone who allows him!


Manor house: The unfortified manor house is home to Lady Hannah, the young widow of the lord of the manor who died of a brain tumour some years previously. Lady Hannah has strenuously resisted all attempts by the local nobility and gentry to woo her, and runs the estate efficiently and profitably.


Religion: The temple at Little Nokingham is to Habren.

Mantlebach
Population 310. Mantlebach’s lord is obsessed by music and partying, and he pays his village little attention. One side-effect of this is that Mantlebach has a large number of vineyards and produces a large quantity of decent quality wine, most of which it sells to Messelberg. 


Hostelry: “The Bunch of Grapes” is a tavern proud of its local wine. Any stranger so uninformed as to order anything but wine will quickly find himself the object of hostile glances.


Healing: Mantlebach has no healers, and the population generally travels to either Messelberg or Hoosesham for their medical needs.


Manor house: The fortified manor house is home to Sir Radhurst, a drunken wastrel who spends his estate’s considerable income on musicians and parties. The manor house is a haven for itinerant players and scoundrels.


Religion: The temple at Mantlebach is to Bachue.

Mapleton
Population 270. The village of Mapleton clings to a precarious existence in hazardous lands of the Badlands. Rumours in Messelberg and Grendleton would have it that Mapleton survives due to sorcery and witchcraft. Though kept secret by the inhabitants of Mapleton, the rumours are true. The village is home to three powerful witches, Ashmanti, (Herb Lore 16, Ritual Magic 19), Ysabelle (Ritual Magic 17), and Pheobe (Herb Lore 14, Ritual Magic 16 with Path of Health 16). These witches have bound many spirits which help defend the village, and successive lords of the manor have been held under their power. The witches would certainly face charges of necromancy and witchcraft if the secret were discovered by the authorities. 


Hostelry: Mapleton has no taverns.


Healing: Pheobe has Path of Health 16 and will heal those in real need in return for favours and services.


Manor house: The original manor house for both Mapleton and Fircastle was Fir Castle, an extensively fortified manor house now ruined and deserted. Rumours abound of hauntings at the manor, and the last lord and lady both hanged themselves in the biggest tower fifty years ago. It is said in hushed voices that their spirits now protect the manor thanks to the power of the witches.


Religion: Mapleton has no temple, but Tathbeth is privately held in great esteem.

Marshfield
Population 340. Marshfield is a large village at the edge of the Restless Marsh. Its name comes from the large marshy areas of peat that surround the village, and which are dug and exported by the population. Many species of rare birds live in the marsh, some of which are hunted for their feathers. 


Hostelry: The local tavern, “The Marsh Harrier”, serves a particularly fine game stew, the secret of which is kept closely by the tavern-keeper’s wife.


Healing:
The village supports the widow of a barber surgeon who has enough acquired skill to act as an emergency surgeon in her own right (Surgery 14). There is also a skilled wisewoman (Herb Lore 16) living on the edge of the marsh, though reaching her hut is difficult.


Manor house: The fortified manor house is home to Brian Marshfield, a wealthy and ambitious yeoman who has taken the village name as his own. Brian’s wife, Edith, is unfaithful to him with almost every traveller of importance whom they entertain!


Religion: Marshfield’s temple is to Nakki.

Maxavon
An abandoned village in the Badlands, close to Maxavon castle (also long-deserted). Maxavon often acts as a campsite for adventurers in that area of the Badlands. 

Mendover
A deserted village east of Ethelred’s Marsh in the Badlands. Mendover’s population was driven out due to a combination of orc raids and attacks from undead from the marsh. The undead were the remains of an ancient army (under the chieftain Ethelred the Unlucky) who were driven into the marsh and slain centuries ago. The necromancer, Isfael the Black, summoned the army a century ago before disappearing back into the Badlands. Traces of necromantic magic still cling to the area, and even the orcs avoid it.

Michbach
Population 290. A hamlet that exports pears and apples to Messelberg. Michbach also produces small quantities of a delicious but extremely potent cider that is rarely sold outside the hamlet. 


Hostelry: Though not technically a tavern, the local cider house performs a similar function for the locals.


Healing: There are no healers in Michbach.


Manor house: The unfortified manor house is home to Geoffrey Kainsfeld, a wealthy yeoman who acts as village squire.


Relgion: Michbach’s temple is to Bachue.

Minkleval
Population 190. A hamlet exporting apples. Its orchards border those of nearby Pudham and some disputes over ownership crop up frequently. The lords of the manors in question have even sent armed men to enforce what they see as their legitimate lands. In practice, substantial areas change hands as one side gains military advantage. 


Hostelry: The hamlet is too small to support a tavern.


Healing: A mile or so out of Minkleval lives a bad-tempered and eccentric wisewoman (Herb Lore 16), who will only help if her strange sense of humour is pandered to (she loves to see powerful and wealthy people humiliate themselves). The wisewoman serves both Minkleval and its neighbour, Pudham.


Manor house: The fortified manor house is home to Sir Trenchard, a black-tempered man who frequently dons armour to fight against the neighbouring manor of Pudham. Any travellers of military bearing will be recruited to help the fight as “one more battle should decide the issue”.


Religion: Minkleval’s temple is to Bachue, but there is also a large shrine to Habren.
Misham Mill
Population 350. This large village has a particularly large and efficient water mill, and imports grain from surrounding villages to grind and export as flour. 


Hostelry: The inn at Misham Mill, “The Grindstone”, is used by many local grain and flour traders as a convenient meeting house. It is popular with travelling grain merchants.


Healing: The village has no healers, the population travels to Grendleton if they are ill.


Manor house: The manor house is home to Phillip Everard, the miserly local squire and owner of the mill.


Religion: The local temple is to Bachue, though Nakki is also widely venerated.

Nutcombe
Population 220. Nutcombe is an unremarkable village that produces a large number of cheeses thanks to its sizeable dairy herds. Nutcombe has an extensive wooden palisade and ditch around the village as protection against raids from the Badlands. 


Hostelry: The village has no tavern.


Healing: Nutcombe shares with Hoosesham the services of a wiseman (Herb Lore 13) living between the two villages. He is particularly fond of healing young and attractive women!


Manor house:
The manor of Hoosesham and Nutcombe share a large and heavily fortified manor house situated between the two villages. The manor house is run by Jethro Reddleton, the steward of Sir Martyn who spends his time in Sadur City trying to gain the attention of the Emperor.


Religion: The temple at Nutcombe is to Sigu.
Oldway
Population 380. Oldway is a large village on the outskirts of Grendleton. It is a convenient place for travellers to rest up on their way to Grendleton, and the tavern is used to feeding travelling merchants. 


Hostelry: The tavern, “Margaret’s Parlour”, is named after its formidable landlady, the widow of a wealthy local farmer. 


Healing: Oldway has no healers, making use of Grendleton for medical problems.


Manor house: The unfortified manor house is home to Sir Germaine, an unmilitary knight who is usually at his house in Grendleton, overseeing the estate by means of his overworked steward, Villius.


Religion: Oldway’s temple is to Habren.

Pastonbury
Population 290. On the south bank of the North River, Pastonbury has extensive defences against raids from the Badlands, including a low stone wall surmounted by a higher wooden palisade. 


Hostelry: Pastonbury has no tavern.


Healing: A wisewoman (Herb Lore 12) living on the shores of Braecart Lake is visited by the ill of Pastonbury, though the monks of Pastonbury Monastery have both a university-trained (TL4) surgeon (Diagnosis 15, Surgery 15), and a physician (Pharmacy-herbal 14).


Manor house: The extensively fortified manor house is home to Sir Basil Orcbane, a skilled and brave warrior.


Religion: The temple at Pastonbury is to Nakki.

Pfafenbach
Population 180. A small village that was recently repopulated following its abandonment (see scenario House on the Hill). Pfafenbach’s main feature of interest is its highly-skilled blacksmith, Werner. 


Hostelry; Pfafenbach has a small inn, “The Happy Smith”, which caters mainly for adventurers on their way out to the Badlands. Because of its usual custom, the inn supports a small number of prostitutes and a wide range of surprising eclectic drinks.


Healing: The priest of Habren is a competent physician (Pharmacy-herbal 13), but prefers to advise ill travellers to make use of Messelberg.


Manor house: The fortified manor house is home to Sir Gustav, a petulant and greedy man who only wishes to enjoy his wealth.


Religion: The temple at Pfafenbach is to Habren.

Pudham
Population 200. Bordering its neighbour, Minkleval, the hamlet of Pudham is frequently engaged in conflict with that village over territory. 


Hostelry: Pudham has no taverns.

Healing: A mile or so out of Pudham lives a bad-tempered and eccentric wisewoman (Herb Lore 16), who will only help if her strange sense of humour is pandered to (she loves to see powerful and wealthy people humiliate themselves). The wisewoman serves both Pudham and its neighbour, Minkleval.


Manor house: The fortified manor house is home to Sir Erlich, a cunning schemer who secretly runs a string of fences in Skarcombe and Messelberg and uses the silver to hire mercenaries. The soldiers are then sent to battle with the forces of Minkleval over disputed territory.


Religion: The temple at Pudham is to Habren.

Redbridge
Deserted village. Bandit raids a century ago persuaded the former inhabitants of this village to move closer to Messelberg. Its main feature is the bridge crossing the Red River; this is restored and repaired by whoever crossed last and may be anything from a mouldy plank to a properly constructed footbridge. Raiders and bandits generally delight in destroying anything looking too well-built.

Scontleton
Population 230. This hamlet has a particularly skilled wisewoman who is also something of a healing hedge wizard. 


Hostelry: Scontleton has no tavern.


Healing: The wisewoman (Herb Lore 17) is also a hedge wizard with First Aid 18 and TL3 Physician-herbal 19. Her amazing powers have even been known to heal mortal wounds, though she is the first to warn people that the power cannot be relied on.


Manor house: The manor house is home to Henry Percival, the local squire.


Religion: The temple is to Habren.

Skarcombe
Population 360. The village of Skarcombe has attracted more than its fair share of Kalisis worshippers thanks to the local convent. This means that Skarcombe also has a particularly shady population and indulges in many nocturnal and illegal activities. The local temple and convent mean that women have an unusually influential role in Skarcombe. 


Hostelry: The tavern at Skarcombe, “The Shadowed Moon” is a hotbed of criminal activity.


Healing: Skarcombe is home to a “progressive” surgeon (Diagnosis 17, Surgery 18) who was kicked out of university for dubious practice. He hides in Skarcombe to avoid the attentions of the authorities who want to question him about allegations of necromancy. He will buy fresh corpses (no questions asked) for 25 shillings.


Manor house: The manor house is home to Lady Juliet, the strong-minded and independent widow of the former lord. Lady Juliet is well aware of the criminal activity on the village but does nothing about it as long as she gets her cut of the profits.


Religion: The temple in Skarcombe is to Kalisis.

Trenchham
Population 270. A hamlet on the main road from Messelberg to Grendleton, Trenchham is unusual in that it has both a tavern and a coaching inn. 


Hostelry: The tavern, “The Jolly Ciderman”, is a quiet place for the local farmers to relax. “The Unicorn” is the coaching inn and is a little more cosmopolitan, though the prostitutes are notoriously plain.


Healing: The population of Trenchham travel to Brambleton or Marshfield if they are ill.


Manor house: The fortified manor house is home to Sir Giles, an intelligent and hard-working man who owns the coaching  inn, ”The Unicorn”, as well as a large number of fine orchards.


Religion: The temple at Trenchham is to Bachue.

Monasteries and Convents

Pastonbury
Dedicated to Samas. The monastery is committed to keeping the local farming community going by calling upon Samas to maintain the crops with his sunlight. It acts as a useful navigation beacon thanks to the huge fire that is kept alight in the monastery’s central courtyard. The monks of Pastonbury Monastery have both a university-trained (TL4) surgeon (Diagnosis 15, Surgery 15), and a physician (Pharmacy-herbal 14).

Redwall
(Secretly) dedicated to Spectre. The ground floor of the monastery is ruined, and quite often used as a base by adventurers in the Badlands. This is usually fatal as the priests live and worship in a vast underground network of catacombs and rooms and venture up to take sacrifices and experimental subjects. Needless to say, the place is crawling with the undead. 

Skarcombe
Dedicated to Kalisis. The convent is very isolated and will rarely allow anyone but worshippers to visit. Its main reason to have contact with the neighbouring lands is to perform the death rituals for worshippers of the New Gods in the surrounding lands. Sometimes, a nun will travel many miles as worship of the New Gods is unusual this far from the capital, and priests of Kalisis are consequently rare.

Trenchham
Dedicated to Belhella. This centre of learning is a popular destination for adventurers seeking knowledge about some trinket or icon found in the Badlands, but the monks are reluctant to share their wisdom with just anybody, and get extremely annoyed with parties turning up to ask seemingly pointless questions.


Areas of Interest

Boggart Forest
Just within the Messelberg area, the Boggart Forest is included as an area of interest due to its bad reputation as much as anything else. The forest is unusually dense and dark, and is notorious for the sinister noises and occurrences within it. Travellers avoid the forest, and even hardened adventurers are loath to journey far into it. Their fear is well-founded, for the forest is a stronghold of the Nature God, Chernog. His malign influence has ensured that the forest has never been inhabited or seriously disturbed.

Candleton Temple
The abandoned Candleton Temple used to be dedicated to Tanith before repeated raids drove the priestesses away. Now, the partly ruined buildings are scoured by bands of adventurers seeking the silver ornaments that the temple was famous for. Many intelligent monsters also use the temple as a home, finding the strong buildings, good availability of water, and hilltop site a tempting combination.

Ezrael’s Catacombs
A favourite with adventurers, the catacombs link to the abandoned mines of the deserted Fircastle village, and with the cellars of the Fir Castle. The extensive tunnels and underground rooms stretch for miles, and are rumoured to reach right to another dimension inhabited by demons and other monstrosities.

Penchard Caves
The Penchard caves are the remains of an ancient settlement by a long-vanished people. The caves, some natural and some dug from the hillside, dot the side of the hill and many are lairs for animals and monsters.

Stone Trees
The results of sorcery in mage wars long past, the stone trees are a good landmark. Unbeknown to most people, however, is the fact that the group of trees are also a weak spot in the dimensional fabric to the spirit realms.

Wizard’s Tower
A mage’s tower now deserted while its owner is held captive on the Darkanthian Peninsula, see scenario Nexus.

Wolf Caves
An ancient and deserted underground shrine to Flidais. Its sacred power has diminished somewhat thanks to its abandonment centuries ago, but enough sanctity remains that the wolves are attracted to it in huge numbers. No matter how many times they are driven off, wolves still gather at the caves.
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