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The area known as RAVENSLAND (or to the dwarves, Raven's Land) was only opened up to the goodly races 150 years ago after a catastrophic conflict at the Battle of the Moons.
  The local humanoid monsters had been at war for ages, each having been driven into their own territory, that and frequent volcanic eruptions made the place a nightmare. However, the orcs, hobgoblins, gnolls, kobolds etc, ended up having a titanic battle to see who would control the region once and for all...What they didn’t know was the dwarves knew this, had blazed a trial into the land, and descended on the broken armies while the moon shone silver....leaving a wake of carnage and death the likes of which hadn't been seen of in an age.
    A few years later the dwarves set up a fortress at the start of the region and a human/dwarf group set out for the place known as Ravenscraig, the humans were priests of Pelor who wished to build a monastery dedicated to their god. The dwarves came with them to repay their aid in the Battle of the Moons. 
  120 years ago the town of Ravenscraig was founded, the dwarves started to mine iron there, and the priests beautiful sanctuary was a haven of learning, simple dedication and music (for the monstery is named after the amazing carillon of bells it has)
    Halflings, driven out of their homes after a war to the south, moved in and became farmers. The dwarves have been trying to limit the influx of people to decent folk, they've managed to keep out most bad elements (to whit: most humans) so far, but the place is starting to attract attention...
    The town of Amber Sand and the Pebble River are so named for the fact that the pebble shores are speckled with amber, and occasionally gold, so human prospectors have been quietly entering the region to make their fortune.
    Now, Ravensland is a frontier zone, a wedge of decent civilization driven into a very hostile land. But, it is under constant attack from the monsters in the are, and who knows what may happen if other races, like humans, start interfering?
    Two years ago the dwarves took massive losses at the Battle of Broken Shields, the dwarves knew a massive invasion of orcs was coming from the woods to the East, and prepared...but this time, they were the ones surprised! The hogoblins steathily descended from their mountain homes, and as the dwarves and orcs fought, shattered the left flank of the dwarves positions, while cavalry struck the rear. The only reason it wasn't a total rout was that the dwarves were in well crafted defences preparing to trap the orcs, and the halflings, acting as archers and skirmishers, hammered the hobgoblin cavalry.
Additionally, the hobgoblins, on taking starting to take serious losses, retreated swiftly and in good order, content to let the orcs and dwarves slaughter each other.

Folk often wonder why the area gets its name, the dwarves will tell you its bcause Ravenglass the Mad, a famous daredevil dwarven explorer and adventurer was the first to explore the region 300 years ago. Everyone else thinks its because of the number of ravens which live in the lands (and are considered good luck). So dwarves always call it "Raven's land", and others call it "Ravensland"

Present time:
  The dwarves will take a long time to recover from the loss of so many of their people. To help make up for the setback, they have engaged a human mercenary leader, a famed man of honour, Sir Erik of the Long Gaze, general of the Fire Hawk Legion, to take up the slack left in their defences (Sir Erik of the Long Gaze, human Male, Paladin 12, AL:LG).
  Unfortunately, the dwarves only trust folk in such positions they know well...and that means time...a long time to humans, Sir Erik is in his 60's and his once proud legion has disbanded...so he he has gathered what brave folk he can. His Captain of Arms, Acana, a famed female human mercenary, is in charge of the Fire Hawk's general duties, a skilled warrior, she has learned the trade of quartermaster, tactics, logistics...anything but politics! (Acana, female human, Fighter 9/Expert 2, AL: NG). Sir Erik's nephew, George Manrin, his only living relative, deals with the accounting and such, a mousy bookworm, he gets in the way of the real professional soldiers because he thinks he knows about battle, which he most profoundly does not! (George Manrin, human male, Expert 3, AL:LN)

The Fire Hawk Legion has forces in Ravenscraig, Karrik Ford, and Amber Sand. The Legion's contract allows all mercenaries board and vitals, and equipment they need or need replaced (within limits), free healing from the Carillon monks, and access to buy fine dwarven materials cheap. As for pay, the Legionaries are expected to earn monies by bounty and capture, any items or loot won, provided they are not stolen from locals, is theirs to keep. Any returned, stolen goods are given a measure of reward as gratitude (1/4th value).

BOURNEY MINE (AE06 on map)
Mining in a volcanic region is dangerous, but profitable. Bourney Softcut (dwarf male, Figter2/Rogue3/Expert5, AL: NG) is a prospector and scout of note however about 50 years ago he discovered a rich seam of uncovered minerals at the base of a recent landslide. The area around it has many small geysers and hot springs, so mining her is very dangerous as bursts of boiling hot water and steam are a real threat. Because of this and some deaths early on Bourney only hires human workers, though he hires fellow dwarves as overseers and such. The dwarf is very honest with his workers and warns them of the dangers, but since the mine brings up opals, gold and is the only source of adamantine, they are very well rewarded, and after a few years a man can retire to a very comfortable life.

The "mine" is actually a series of workings spread out over several miles, with the main headquarters, "Bourney's Bailey", a stone walled fort sitting on an island in the middle of lake of hot acid! Monsters form the mountains are a danger, attracted by the wealth and noise, and strange creatures live in the hot pools and thick mists. So every man there is recruited for his mining skills, stout back and skill at fighting: Bourney is very choosy over his workers and guards.

BIR-ON-THE-HILL (Z04 on map)

The most Northern civilized spot in the land, Bir-On-The-Hill is farming community of halflings. The folks around this area all live here for safety, the gnolls are too damn close, so this community is well fortified. Sitting atop a gently sloping 100' high hill, surrounded with a palisade and gates South and West, it's 1,000 or so inhabitants are mostly schooled in simple combat, so everyone is at least a 1st level Warrior or Rogue. There's a permanent standing guard of 70 or so, usually Fighter1/Rogue1, and they often skulk around, out of sight in groups of 5 to forewarn of danger and slow attackers. The guard is led by Sargeant Duncan (halfling male, Fighter3/Rogue4), and the towns Mayor is Wilhelmina Applestout (Rogue1/Expert3). While Sargeant Duncan isn't the brightest spark outside of a sword fight, Wilhelmina is very shrewd and quite a beauty who is still single, much to the frustration of the town's bachelors, as she also owns many orchards and a cidery.

There have been many serious attacks by gnolls on the town, but they are not the most stealthy creatures so the halflings have, as yet, been ready for them.

D'WANNY (Z05 to AA04 on map)

The population of 400 and odd folk here is a mix of dwarf and halfling: the dwarves mine for coal in a series of great trenches, while the halflings’ farm. While mining coal may not be the most favourite work for dwarves, it is profitable though and wagons constantly carry their black “flamestone” to Ravenscraig and beyond.

TINOMAN (South of Z05 on map)

Named for a peculiar statue of a man cast in solid tin that was found here, this small town
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