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Alanar River Valley 

 

Ten years ago, the Baffram Navy clashed with the Shokoro enclave known as the Voria. The Voria 

blocked travel to an island chain, it was taboo in their culture. The Baffram navy defeated them, and 

awarded land to veterans. Eight years ago, on the biggest island (Kolia), a veteran named Lord Cromatch 

led an effort to settle a fertile river valley. Now almost two thousand people live in the valley. 

 

Hemmed in by the Cradle Mountains on the north, west, and south, the curving valley is flanked to the 

east by highlands that crumble down cliffs towards the river. The Khavor Highlands and the Shekmell 

Marsh have enclaves of shokoro, but they are not connected to the Voria, and they are primitive in their 

weapons, world view, and traditions. 

 

Connected to the interior by the Hylar Trade Route, and to the sea by Alan’s Port at the mouth of the 

river, the valley is isolated from conflicts but still in touch with the wider world. 

 

GEOGRAPHICAL FEATURES 

 

Alanar River. 

 

 The river winds about 100 miles through the valley, and varies between 100 feet and 1 mile wide. 

 Several kinds of fish fill the river. There are no river predators dangerous to humankind. 

 The River Road was built next to the river, 1.5 carts wide, to allow travel. 

o Portage points are wider, built to make the elevation change manageable (if often difficult.) 

o Most of the road is dirt track, settlements have added stone as far as they are able. 

 Three points on the river are not navigable, requiring portage. 

o Ten miles downstream. 

o Just south of Corona. 

o Forty miles south of Corona, twenty miles west of Alan’s Port. 

 

Khavor Highlands. 

 

 Khavor Cliffs are about 100-300 feet elevation, rugged harsh cliffs of crumbling rock, to the east of 

Corona. 

 The Highlands connect to the Kolia Interior, where feral tribes of shokoro roam unpredictably and 

with startling stealth. They torture ambushed and captured intruders to death for sport. Fortunately, 

they seem to have no interest in the river valley. 

 The Hylar Trade Route is marked by rune stones every few miles, and the shokoro usually leave the 

caravans alone. The caravans are heavily armed, with a lot of guards, and they are always hiring. 

o The trade route connects to Prosperity, which is outside shokoro territory at the mouth of the 

valley. To the north, the route connects to Vasiara on the Lucid Coast; to the east, it connects 

to Stone Walrus. 

 

Shekmell Marsh. 

 

 This saltmarsh is a haven for many kinds of birds as well as other creatures. 

 A shokoro tribe lives in Shekmell, but they leave Alan’s Port alone, only preying on those foolish 

enough to slog into their territory. 

 

Mithandi Sound. 
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 A narrow stretch of water is an estuary, and connects Gresh Sea with the Kolia interior. It is named 

for a Bafframite ship that was lost there 12 years ago. Some veterans from the Mithandi live in Alan’s 

Port to this day. 

 

Lake Felwys. 

 

 A lake in the Cradle Mountains. Flek Camp is a couple huts and maybe some rowboats, backing up to 

a trail through Spur Pass to Spur Camp; it is a rough ten miles of hiking in the mountains. 

 Tyrial Cove is a settlement on the far side of the lake, near Borothia, on the Lucid Coast. 

 

Cradle Mountains. 

 

 The harsh rock surrounding the river valley is granite, with little growing on the steep and jagged 

slopes. The Alanar River flows from two sources in its folds. 

 

SETTLEMENTS 

 

Prosperity. 

 

Population 200. This town connects to the Hylar trade route, and is the northern access to the valley. 

 Rule.  Votts and Byler. Lord Votts is a nobleman interested in profit and outfitting adventurers and 

mercenaries, and his partner is Byler, a bald gladiator who settled in Prosperity and picked up some 

weight in his leisure and wealth. 

 Locations of Interest. 

o Votts Armory. A fine selection of weapons and armor, enough to outfit a small army. 

o Prosperity Market. The trading hub of the entry to the Alanar River Valley; all goods in or 

out of the valley on the land side move through the market. 

 

Corona. 

 

Population 500. This island settlement was founded as a retreat for spellcasters in a time of intense 

prejudice and fear setting the people against them. Two bridges connect the island to the east shore, where 

a farming community produces much of the food for the river valley. 

 Rule. Cromatch. Lord Cromatch is a renowned fighter who has a canny knack for offering protection 

to spellcasters in exchange for their services when it matters most. He is known as a hero of the 

Vorial War, and confidence in him blunts the edge of fear of spellcasters under his watchful care. 

 Protectors. 

o Corona Riders. (30) This cavalry unit is personally trained and led by Cromatch. The 

barracks and stables guard the north bridge to the island, controlling access. 

o Corona Defense Force. (50) This infantry unit serves as town guard and expeditionary force 

for the town, taking care of any threats in the surrounding countryside. 

 Locations of Interest. 

o Scriptorium. A wizard tower teaching the precepts and secrets of Nothul; scholars and 

researchers. There are five wizards there; Grahl, level 3; Morok, level 2, and the level 1 

apprentices Danner, Helfed, and Urt. They spend most of their time in correspondence and 

maintaining their significant library of lore from Voria, liberated by Cromatch. 

o War Spike. A temple to Geldurk, God of War. The high priest, Borliak (Cleric, 3), is an old 

man who trained Cromatch to be a warrior. The temple is a training ground for diplomats and 
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for soldiers, and most of the trained militia of the valley came here to learn war. The War 

Spike stands over the south bridge to the island, so all must pass through it (and its massive 

gates) to use the bridge. 

o Navros Emporium. This fortress-like shop is jammed with used materials; weapons, armor, 

clothes, trinkets, farm implements, whatever. Navros was crippled in the war, and he buys 

and sells all sorts of boring or unusual items in his establishment. 

o Cromatch Stables. As a long-time cavalryman, Cromatch has an eye for horseflesh. His 

stables are equipped to support cavalry units with fine warhorses. They are his pride and joy. 

 

Spur Camp. 

 

Population 300. For years, this was a military encampment, only recently developing into a settlement. It 

overlooks and protects Corona, answering to Cromatch. 

 Protectors. 

o Spur Chargers. (30) The “Rescue Force” that looks after the only mountain pass out of the 

valley to protect travelers on it, and also is poised to race to the defense of Corona if called. 

o Cromatch Yeomen. (40) A band of archers skilled in holding high ground, stationed to 

defend the camp from any trying to laboriously climb the slopes. 

 Locations of Interest.  

o Hotch Shop. Hotch was a strong soldier, loyal henchman to Cromatch. He retired up in the 

camp and pursued his lifelong dream of owning a smithy, now he pursues his craft with 

gusto. His shop and assistants provide the whole valley with quality metal wares. He does not 

make weapons and armor, though he can repair them. 

o Memorial Park. The military camp managed a lot of casualties, from skirmishes in the 

valley, old age, and travelers who met misfortune on the road. They built a cemetery and 

added respectful landscaping. It is a peaceful place to remember that life was not so good as 

the war was wrapping up, and the valley was once much more dangerous. 

o Spur Heights. A ragged road leads up to a broad, lush, arable strip of land nestled in the 

shoulder of the mountain. The safety of this location was the reason Spur Camp was 

established here. The whole population lives on the Heights. 

o Spur Pass. A ten mile harsh trail through the mountains leads into rock, exiting at Flek Camp 

on Lake Felwys; a couple huts, maybe a rowboat or two. Few use this pass, but those who do 

must pass through Spur Camp’s oversight to into or out of the valley. 

 

Gavin’s Hold. 

 

Population 200. A narrow arm off the main valley, half a day’s hike from Alan’s Port. Basically, a 

military camp. 

 Protectors. 

o Alanar Militia. (150) This training camp supports the small military force that protects the 

generally peaceful town of Alan’s Port from internal and external strife. 

 Locations of Interest. 

o Moss Barracks. Cottages and barracks are built into the swelling hills of the narrow valley, 

and thick moss provides roofing. It is also dried out for fuel, or cultivated for beds. 

 

Alan’s Port. 

 

Population 600. This modest river-mouth port on Mithanti Sound provides some water-bourn trade, and is 

the center of governance for the valley. 

 Rule. A council of 3 merchants rule the port. Mox Heyvid, Neria Schin, and Augustus Dolmox. 
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 Protectors. 

o Gullbow Elites. (40) A unit of highly trained archers live in a tower overlooking the bay, 

famed for their ability to pepper incoming pirates with well-placed arrows to drive off 

assaults many times their number. 

 Locations of Interest. 

o Port Authority. This stone building is part fortress, part civic center. It handles taxation, 

census, land registration, and military service records for the valley. The Council meets in 

this building, and it is the center for many local festivals. 

o Mithanti Sound Auction House. Many wealthy patrons have traveled through this area and 

found hard times, selling off heirlooms and treasures for the highest bidder. Those finding 

themselves with priceless items are well served going where buyers set their own prices. 

o Blaine Flotilla. To avoid taxation, many rafts and small boats have formed a residential area 

on one side of the port. Boats are tied to other boats, so a massive floating neighborhood has 

grown up beyond the reach of the tax collectors and town guards. Gypsies frequent the 

Flotilla, which is named for its fugitive founder. 

o Cliffside. Formerly caves, the clever founders of the port worked with the stone and turned 

the caves into dwellings that have been expanded over the years, so a third of the town is 

housed in one steadily rising slope with living spaces carved into the pale rock. 
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