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The story of Schism, Swarm, Survival & Conquest, and 

the Treaty of the Fallen Oak. 

 

 



 

 

1: Preamble 

Stand forth, heroes of Midgard.   

Stand forth and hear the tales of battles past.   

List, brave ones, and you shall hear of the follies of men and 

the darkness that swept our land.   

You shall know what honorable blood watered the ground 

beneath your feet.   

You shall know the harrowing brawls that created our realm. 

 

 

 

 

 

 



 

 

2: The Savage Ages 

You who stand before me cannot know the horror of the 

ages past, when man cut down man in search of nothing 

more than a patch of land, a cow, or a pathetic cluster of 

hovels.  These were the savage times.   

The lawless times.  Before the Treaty of the Fallen Oak.  

Before the Swarm.  Before even the Schism of Midgard.   

In these days, there were no villages or towns, but only 

itinerant factions who carved out territory by force.   

They had no code but survival.  Survival and conquest.  

In these days, there were bands of Orcs that dwelled in the 

caves that dotted the sides of mountain ranges.   

 

 

 



 

 

They lurked in the shadows, sharpening their blades and the 

edges of their shields.   

These clans of ashen warriors subsisted for ages on the 

mushrooms and weeds of the rocky slopes and the wind-

toughened meat of mountain beasts.   

No living being dared accost these Orcs, who were renowned 

even there as vicious and unblinking fighters.   

The lower mountain regions were theirs, but they longed to 

expand outward into the arable plains, lush woods, and 

plentiful shoreline.   

To this end, a family of Orcs, that of Ofren the Bold, rose to 

power to unite the fractious warriors. 

 

 

 



 

 

In the upper heights of the farthest of mountain ranges of 

Midgard, separated from the cave Orcs by miles, lived the 

proud Mountain Dwarves, who wore the skins of snow 

predators for warmth and hewed axe-blades from the 

diamond-solid rock found only in the highest summits of 

their homeland.   

The Dwarves of this region had for centuries been led by a 

single line of stoic kings, a line that would eventually lead to 

the brave elder Dwarf, Gorst.   

At the time of Gorst’s ascension to power, the fiercely 

independent Dwarf clans wanted nothing more than isolated 

place in the stratosphere of their mountain home.   

 

 

 



 

 

These ranges were theirs, and they were content to leave the 

Orcs in the lesser mountain systems, so long as they were 

left in peace.   

History would force their hands, however, and bring them to 

enemy lands or fight with rock axe in the caves and plains. 

The plains of Midgard have long been dotted with wild 

heaths and rock crags, and in these heaths and crag have 

long been the home of the strange and mysterious 

BloodDrakes.   

A combination of murmured lore and hearsay would 

contend that the BloodDrakes are the unholy spawn of some 

ancient marriage between ill-begotten humans and 

vampyric lords.   

 

 

 



 

 

I know not if this be so; all I can say is that these pale-

complexioned aristocrats of the plains ruled their region 

without mercy or deference to any around them.   

The BloodDrakes of Midgard, led at this time by the subtle 

and deceptive Craxis, cared little for any other race of the 

realm.   

They longed to expand beyond the plains, true, but not for 

advantage in battle or resources: they longed to assume full 

control over all of Midgard, taking their rightful place in the 

highest order.   

No enemy knew how to stand against their dark sorcery. 

 

 

 

 

 



 

 

In the Center of Midgard has always been the Great Wood, a 

dense and expansive convocation of trees that sheltered the 

Elvin legions, worthy archers that built homes in the Wood 

and stood sentry atop the towering trees, keeping guard 

over their dominion.   

These Elves were disciplined and calm in their execution, 

firing volleys of bone-hewed arrows from the Wood in 

defense of their forest realm.   

They were also unflinchingly loyal to their ancient leader, 

Glastor.   

 

 

 



 

 

Glastor’s word was unquestioned, and his word unerringly 

rang out in defense of the Great Wood.   

The Elves of old had but one goal: the protection of nature 

against all other races of Midgard. 

Before the time when men kept detailed record of Midgard 

events, though, a sect of Elves defied the will of the Elvin 

Leader.   

These Dark Elves became reckless in their use of both bow 

and natural magic, for they were seduced by the thought of 

expanding beyond the natural boundaries of the Great 

Wood.  

 

 

 

 



 

 

Led by some unnamed ancestor, they split from the larger 

Elvin community and settled on the border areas, even 

expanding into the plains to intermingle with the 

BloodDrakes.   

The accumulation of wealth became the Dark Elves’ only 

objective; they became mercenaries, led by the family of the 

great equivocator Helston, mortal enemies of Glastor’s tribe. 

The Humans of Midgard, meanwhile, had for centuries been 

divided both geographically and ideologically.   

The settlers of the shore remained entrenched by the waters, 

and the mystic sorcerers sought solitude and dominion in 

the desert sands. 

 

 

 

 



 

 

 

 

In these vast sands were the dunes-people, who dressed to 

vanish into the desert, and of the mystic airs of this desolate 

plane they learned the art of sorcery.   

These dunes magicians would go years without speaking, 

and this inscrutable silence terrified poor pilgrims as they 

trekked cross the barren expanse.   

The elements of fire and wind bent to the will of these 

hermits, and as a result, the desert sands were rarely 

contested by clans from without.   

This isolation, indeed, was all the dunes-wizards wanted. 

 

 



 

 

End of Lore Book preview. 
 

Complete Lore Book has 16 chapters. 
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