DD3_5 Gwelith Background

Back History

The Athas Valley, as it is generally known, has been sparsely settled for generations. Around 850 - 950 more villages sprang up in the area and several mining towns (north of Scaresby and Highpine) flourished. Between 950 and 1036 the settlements expanded and Midwinter built a series of watch towers and castles in the area to defend the trade routes and the settlers. In 1036, the temperatures began to drop causing the harvest yields to drop. Border raids by goblinoids from the Gethen Barrens increased, but not significantly. 

In February of 1040 a large, well-organised army of goblinoids burst out of the Barrens, sacking several watchtowers and villages. On their heels appeared an old White Wyrm named Annatharoth. Before Midwinter could martial it's forces, the dragon and goblins had devastated a wide swathe across the land. 

As mercenaries, adventurers and soldiers reached the border they began to slowly force back the goblin armies. Finally in July, a number of adventuring groups had cornered the dragon near Grimpen Mire in the Barrens. After a fierce battle where most of the adventurers were slain, the mortally wounded dragon fled northwards. Shortly afterwards the goblin forces were crushed in a pitched battle and the survivors fled north.

Quarthen settlers landed on the southern shores of Zale in 1027. Their rigid military, magical and religious structure enabled them to easily defeat the goblinoids who had invaded Zale following its collapse. The Quarthen have rebuilt three old Zale cities on the coast. After 1035 the military began to set up small armed enclaves further inland, trading and arming the goblinoid clans that had settled the old Zalian territories. The closest outpost to Midwinter's territory is Dar'Saul at the mouth of the River Voss. The Quarthen capitalise on the lack of Midwinter's military in the area by raiding outlying farms and villages for slaves and selling goods to the goblin bands that still roam the area. 

When the main goblin army was smashed, most of the goblins fled north to the Barrens and south into the old Zale lands. The land within 100 miles of the current border is a no-mans-land of fortified farmsteads and ruined villages. Clashes between border patrols and goblin raiders are commonplace. The further you travel westwards, the more goblins you see and the fewer humans you see. The areas around the River Voss and the Vossnar hills are goblin territories.

Scaresby is a walled town on the edge of the Barrens. While it was attacked three times during the wars of 1040, it survived because of its proximity to Highpine (only a day's walk away) and because it was the base of operations for several adventurer/mercenary companies. Many of the townsfolk saw action in the war.

I have included a VERY rough map to show the layout of the area.
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News Gods (Copied from RM notes)

There are a number of extra Gods being added to the Gwrien pantheon to bring the total up to the twelve that He created to defeat The Dragon and seal the Chaos Rift. They are, in no particular order:

· Phaedra
· Orloth
· Balor

· Zaw
· Jotun
· Tomolo

· Hesburr
· Ramis
· Lothillin

· Samayn
· Nyssa
· Ethyrion

Ethyrion.

Ethyrion, with Balor and Zaw, are the Lost Gods, sealed beyond the Chaos Rift by Gwrien. Hesburr (see below) set Ethyrion and Zaw free from the rift when she stole the Archus Ring from Nyssa. Hesburr originally wished Ethyrion as an ally in her confrontations with Phaedra but Ethyrion turned against her, stole the Archus Ring and fled to Gwelith. Ethyrion gave the ring to Tammerlin, the first human mage. Phaedra, Nyssa and Orloth hunted him down and, after capturing him, sealed him deep beneath the earth.


Ethyrion is known for his rebellious and irreverent behaviour. Followers of Ethyrion believe in men’s right to rule themselves and not to be subservient to the gods.

Zaw – The Betrayer.


Freed from the Rift by Hesburr along with Ethyrion, Zaw joined forces with Hesburr to wrest control of the pantheon away from Phaedra. At first Zaw seemed a devout follower, but during Hesburr’s Long Night Zaw switched sides. The information she passed to Phaedra enabled her to break’s Hesburr’s spell and regain control of the Pantheon.


This was the first of Zaw’s many betrayals and her name has become synonymous with betrayal. Zaw seeks to dominate the pantheon by subverting the works of the various Gods by setting them against each other. Her followers use similar practices, seeking to dominate secretly by manipulating other people in positions of power.


Zaw’s symbol is a web inside a circle.

Jotun – Lord of the Elements.


When the Gods created Gwelith, it was Jotun who created the seasons and weather patterns that effect the planet. At first he was content to watch the world pass by, but when Phaedra created the first mortals he grew jealous of her power in the world. 

Jotun tried to emulate her skills and created the giant. People bigger and stronger than Phaedra’s puny humans and imbued with the power to manipulate the elements.

Jotun has hovered on the edges of the conflicts between the various Gods. At one time or another he has helped Phaedra, Hesburr and Ethyrion. He has gained the enmity of most of the pantheon.

Jotun’s symbol is a diamond bearing symbols of the four elements.

Tomolo – God of Trade.


Tomolo is an enigma, unlike the other Greater Gods he has taken no part in the struggles for supremacy over the world. Tomolo is content to watch the mortals play out their lives, helping them whenever he is able. Tamolo has been responsible for giving mortals the written word as well the idea for trade.


Tomolo’s ideals, like those of Ethyrion, have bought him into conflict with the ideals of Phaedra. As a result where the worship of Phaedra is prominent, Tomolo is rarely worshipped.


Tomolo’s symbol is a gold coin, bearing his profile.

Hesburr – Goddess of the Night.


Hesburr is the opposite of Phaedra, a bringer of darkness and death. Her ‘death’ aspects are not to be confused with Orloth, who is God of the Dead. It is Hesburr who is responsible for the undead, trapping souls in the physical world. 


Since the closure of the Chaos Rift, Hesburr and Phaedra have been at war. Where Phaedra seeks to encourage life and the advancement of mankind, Hesburr has sought to dominate the living, believing that their sole task is to serve the gods. 


In the early days of the First Age, Hesburr’s Undead forces battled with the armies of Phaedra for the control of Gwelith. The war ground to a halt after many years. In an attempt to break the stalemate, Hesburr stole the Archus Ring from Nyssa and used it to open the Rift, thereby freeing Zaw and Ethyrion. Before Hesburr could release Balor, Ethyrion stole the ring and closed the Rift. 


While Phaedra, Nyssa and Orloth hunted Ethyrion and the Ring, Zaw helped Hesburr to complete the Long Night spell and cloak the Sun in darkness. Without the Sun, the forces of Phaedra waned while Hesburr’s undead grew stronger. The Long Night lasted for many years, until Zaw deserted Hesburr for Phaedra, taking the secret of the Long Night with her. Phaedra was able to destroy the spell and regain her powers.


Hesburr’s symbol is a black, horned skull.

Ramis – The Guardian.


After the release of Zaw and Ethyrion, Gwrien ordered Ramis to guard the Rift to stop the escape of Balor. Ramis is constantly battling against the demons escaping from the Rift following Hesburr’s tampering.


Ramis is known as the God of Guardians and is worshipped by mortals who are responsible for guarding places and things. Many Wards and Symbols of Protection use Ramis’ symbol as the basis for their magic. Priests and paladins of Ramis spend their lives hunting down Demons and the followers of Balor.


Ramis’ symbol is a kite-shaped shield bearing a crenellated tower.

Lothillin – The Weeping God.


Lothilin was the creator of the Elven people. They were created to be strong in the skills of magic, the keepers of the world’s knowledge. When Balor created the Elder Dragons the Elves were the first race to be destroyed. Virtually all traces of their civilisation have been wiped from Gwelith. 


Ever since Lothilin has taken little part in the events upon Gwelith. He blames the other Gods for the death of the Elven nations, believing that their intervention could have saved his people.


Lothillin’s symbol is a single tear.

Samayn – The Oracle.


Samayn is the link between the other Gods and Gwrien. She has little influence or followers on Gwelith. Samayn is also said to be the power behind those who practice forms of prophecy and divination.


Samayn’s symbol is a stylised eye.

Nyssa – Goddess of Magic.


Nyssa was charged by Gwrien to control the reality-warping effects of the Rift. To do this Nyssa created the Archus Ring, a device enabling her to control the flows of energy. By controlling the flows the other Gods were able to manipulate them to create magical effects.


The Ring was stolen by Hesburr when she attempted to free the Lost Gods from the Rift. The Ring was in turn stolen from Hesburr by Ethyrion and given to Tammerlin, a human. Tammerlin mastered the Ring, becoming the first human mage and then returned the Ring to Nyssa. 


Nyssa’s control of the Rift’s energy flows allows the people of Gwelith to cast spells. She is not commonly worshipped except by mages and generally remains aloof from the affairs of mortals. 


Nyssa’s symbol is a triangle inside a circle.

