General Background Information

The following represents basic information regarding your present situation that is commonly known and available to all.  No rolls are required.  Should you want to follow up on any of these items for further specifics, please feel free to do so once in game.

This game will commence on Brewfest, the traditional first day of Autumn.  It is Starday.  Climate here this time of year is mild, with daytime temperatures (for the 3 months of autumn) ranging between 60 and 72 degrees, nighttime between 45 and 60.  There is little rainfall, and typically the sky is clear with scattered clouds in the mountain passes, and gentle breezes.  There is no naturally occurring fog in the region this time of year.

PCs of level 3 were employed by Ordin six months earlier to act as scouts and guards in the northern marches.  Now he would like to reassign them to this important mission.  While they have not encountered many enemies or fought many fights, they have received good pay plus profit sharing in recent new discoveries in some small mines that they were assigned to guard.  

PCs of level 4 recently found their way into Krestible (a week to ten days ago), and were offered employment by Ordin.  The game commences one day after the level 3s and the level 4s meet for the first time.  Take time to get to know each other.

Regional

It is near the end of year CY 600.  For the past 10 years the Kingdom of Perrenland has been in sporadic wars with the Tiger Nomads to the north.  The Voorman and the Cantonal Council of Perrenland has been slowly draining the resources of the kingdom for defense in the war to push back the Nomad intrusions.

Perrenland is made up of nine Cantons or districts.  Each is headed by the wealthiest or most politically powerful noble in that area.  These nobles make up the Cantonal Council which meets semi-annually in Schwartzenbruin, the capitol city.  

Baron Ordin maintains his capital in Krestible, a small city of approximately 10,000 beings (about 80% human, 18% humanoid, 2% other).  This city is located within some foothills of the great Yatil Mountains.  It guards a strategic mountain pass bordering on the eastern kingdom of Ket to the south.  In recent years, there have been rumours of Ketish incursions into the southern-most parts of the mountain pass.  There are also rumours of incursions of humanoids and monsters.  Ordin no longer has the resources he needs to guard the mountain pass.  Your group of Characters is to become that new resource.

The “No Trade Pass” (as it has come to be called, due to lack of merchant caravan trading in recent years), is relatively unguarded (with the possible exception of the town of Marikest, located at the northernmost terminus of the Pass), where the Characters are to be sent.  The Pass winds thru the Yatil Mountains for a distance of approximately 90 miles, then another league (30 miles) thru hills, finally on to the Ketish town of Molvar.  Characters should avoid journeying in towards Molvar.

The Mission

The Characters are to be offered a set of rewards and incentives, to journey first the Marikest, then into the Pass to an old (and likely ruined) former guardpost (Brightstone Keep).  They are to assess the situation in the region, deal with any trouble that should arise, and report back to Ordin.  If possible, they are to set up new or repair the old stronghold, provided it remains within a strategically defensible region of the Pass.  They are to enlist the aid of the town of Marikest should they need it, but bearing in mind that while the town and surrounding area has plenty of natural resources, there are very limited numbers of available human (or humanoid) resources readily available.

Between Krestible and Marikest

Marikest is approximately 50 miles southwest of Krestible.  In between lies hilly terrain with movement overland via horse or card (or fast walk/jog) to between 20 and 25 miled per day.  The Brightstone Keep is approximately 30 miles southwest of Marikest.  In between lies mountainous terrain, with movement overland via horse or cart or fast walk/jog is limited to between 10 and 15 miles/day, give or take.

· Krestible is about 2 days ride from Marikest (25 miles/day over road)

· Marikest is about 3 days ride from Brightstone Keep (at the southernmost border of Perrenland, one third way thru the Pass; the middle 60 miles of the Passes, in between Perrenland and Ket, are considered unclaimed territory)

The region between the two towns is approximately 7000 square miles and lies within the foothills of the Yatil Mountains.  The terrain is thus gently sloping in some parts, hilly and course in others.  

The primary source of sustenance and income for the commoners in the region comes from farming (60% livestock—especially sheep, pigs, and goats, and 40% from food farming), and mining.  Mines produce small to moderate amounts of silver and copper, with occasional gemstone and mithril discoveries.  

The population of the entire area is approximately 20,000.  Of this, about half live in or in the immediate vicinity of the city of Krestible.  Another 3000 live in Marikest.  Another 4000 live in Tioffel.  The remainder (about 3000) live in scattered homlets and villages throughout the area.  There are no large settlements of humanoids; for the most part the population is human.  However, to the south and west, closest to the mountain ranges, there are small encampments of Dwarves and Gnomes.

The Characters will be accompanied by a few additional employees of Ordin.  These will accompany them as far as Marikest only (2 days ride ordinarily).  They include four men-at-arms and one Sergeant  (all appear to be fighter-types with basic medium armor and melee weapons, and horses).  These five men are to remain one night in Marikest, then depart back for Krestible the following morning.  

Any hirelings (men-at-arms, craftsmen, etc.) that the Characters may need can be found in Marikest.  

