
 

Week 1: Alphacite 
 
 

Guild Greeting.....................................................................................................................................................................................1 
Destination............................................................................................................................................................................................2 

Description..................................................................................................................................................................................................................................2 
Scouting report................................................................................................................................................................................ 2 

Government...............................................................................................................................................................................................................................2 
Underworld...............................................................................................................................................................................................................................3 
Altars...................................................................................................................................................................................................................................................3 
Resources....................................................................................................................................................................................................................................... 4 
Defenses............................................................................................................................................................................................................................................8 

Social Hubs.........................................................................................................................................................................................................................................12 
Maps............................................................................................................................................................................................................ 14 
Markets, Merchants,  and Vendors.................................................................................................................................. 15 
 
 

Guild Greeting 
 
Well Met Adventurer, 
 
Congratulations adventurer upon both your recent graduation from Del 
Kodigo’s adventurers apprentice program and licensure with the Mythika 
Adventurer’s Guild! You will spend this week, your induction week, 
acclimating yourself to the rules, regulations, policies, and procedures of 
the MAG. Should all go well, you will depart six sunrises from now for a life 
of adventure and learning in order to make yourself “immortalis”! 
​ When you leave the city gates, you choose your own path; you choose 
your destination. The challenges you face and rewards you earn will be 
unique to the path you select. When you first arrive at a new location, be it 
a village, town, city, or metropolis, check in with the local MAG 
Guildmaster for opportunities. Then prepare yourself for whatever threat 
or challenge is most definitely lurking in the shadows, or in plain sight. 



Don’t forget to send your reports, and dues, back here to the Guild each 
week.  
​ ​ ​ ​ ​ ​ ​  
​ ​ ​ ​ ​ ​ ​ ​ ​ ​ Sincerely, 
​ ​ ​ ​ ​ ​ ​  

Julnir Izdrage 
Alphacite Bürgermeister 
MAG Guildmaster 

 

Destination 
Name​ ​ ​ Alphacite​ ​ (“AL-fuh-site”) 
Type​ ​ ​ Metropolis​ ​ covers approx 2,689 acres 
Population ​​ 163,202​​ as of the 5050 census 

Description 
The Founding of ALphacite 
The birthplace of Mythika’s civilization and its shining beacon of hope to all the 

realms of what peace, compassion, and interspecies cooperation can achieve. Long ago, 
when the spark of civilization began here, a pleasant spot on the south bank of the 
Beathe River was used as an origin point for the first beings (that ever crossed over from 
another realm or, … pick whatever creation story lets you sleep at night. Regardless, the 
area provided materials for shelter and food and water from the river for sustenance. It 
developed over time as a gathering place for trade, worship, and  even battle at times 
(unfortunately).  Some say the origin place was magical - and that all magic and 
supernatural power in this realm emanates from it. Others explain it was simply a 
convenient place to gather. Regardless, it is the uncontested capital of the realm of 
Mythika. Amongst its stone and mineral ore architecture you will find the regulatory 
agencies for all trades, commerce, crafts, and government. The melting pot of all 
Mythikan cultures, Alphacite is your launching pad for a life of adventuring! 

As Myhtika rippled outward from that spot or origin on the Beathe, the settlement 
that would become known as Alphacite developed at the nexus to travel from east-west 
on the Via Sanguis and north-south on both the Beathe River and the Magnum Viam 
which would grow alongside it. 
 
The Eleven Districts of Alphacite Proper 

https://docs.google.com/document/d/1NT7cZpPhrAEN-dsHIbQANxGZf5H8Nxil7Fn7Vwy3H28/edit?usp=sharing


​ In relation to the Hiwalk bridge that crosses the Beathe River in the center of 
Alphacite Proper 

1.​ Hollowell - NW corner.  
2.​ Guildhall - North central 
3.​ Merchanton - NE of Hiwalk  bridge, SE of Guildhall, due north of the main 

temple and Lowpoint 
4.​ Lowpoint - East central, directly due east of the main temple across the 

Beathe 
5.​ East Boattac - South of Lowpoint and the Arena, east of Prima’s eastern walls 
6.​ Prima - center of the map stretching south east to the Prima Wall 
7.​ Mage Town - NW of Prima. Due west of Hiwalk Bridge 
8.​ Belvaros - West of Prima, a center strip south of the Red Castle in Mage Town 
9.​ Sudtor - South of Belvaros outside of Prima Wall 
10.​ Littlelud - Immediately west of Belvaros, inside the Prima Wall, east of Black 

Tributary  
11.​ Tontitown - on the western bank of the Black Tributary outside of Littlelud. 
12.​ Cornette - the newest and southernmost district. It’s walls begin 

approximately one half mile south of Sudtor. 
 

Scouting report 

Government 
Alphacite is a city-state autocracy with the elected Emperor Lamruil Belwarin, King of 
the Twilight Territories (Noble Elven male) as its chief of state 
 
The Emperor’s Officer’s Court consists of the following 
 

TITLE NAME S&S RESP 

High Chancellor.  
Chief of House 

Chen Jie.  Human male.  (2nd in Command) 

Grand Vizier of 
Internal Affairs,  

High Justiciar 

Magnus Doukaina. Human male. Laws, Ordinances, and 
Decrees 
 

Tributum Coniah  Human male Chief Tax Collector 



 

High Magister  Laerdya Petra. Elf female. Intelligence 

Scribe Suprema Iolrath Aetris Elf male Records and Archives 

Master Medidor Jogrut Brewsword. Dwarf male. Codes and Enforcement 
 

Struktur Bufiwynn 
Brownsword.  

Dwarf female Infrastructure 

Grand Diplomat: Thilgr Jotunn male Trade Policies, foreign and 
domestic 

Ploutos, 
 Warden of the 
Wilds 

Silver Shadowsage Elf female Resource Management 

Master of Coin Rart Goblin male  Finances 
 

Yn Gwybod Un Jata, The Eternal 
One 

Dragonborn 
female 

Education 

Lord Marshal:  Brygys Centaur 
male 

Earl Constable 
(Commander of the Militia) 
 

Archon of Faiths Palla Zusia Human male Liaison to deities, Chief 
Priest 

Lux Vitae  Egasia. Centaur 
female 

Health and Sanitation 

 
The Emperor has three basic responsibilities to his subjects 
➔​ Preserve the Peace 
➔​ Prevent Wrongdoing 
➔​ Rule with Justice and Mercy 

 
You can read more about the the government of Mythika here 

https://docs.google.com/document/d/11xvMsFXC2tY-uXDvivTSi7KaI9wqWbGswILepS9px3U/edit?usp=sharing


Underworld 
If you have read The Origin of Mythika, you know that evil exists in some form or fashion 
in Mythika. It is confirmed that Alphacite endures the operation of three distinct 
criminal organizations, known colloquially as The Blade, The Venom, and The Dark, 
within its borders. The identities of the membership, to say nothing of the leadership, of 
these factions remains a mystery.  
 
The presence of several “Thieves Guilds” operating out of Alphacite is highly suspected, 
but has never been publicly confirmed. Other than being a method of coordination of 
illicit activities, little is known about any alleged Thieves Guilds - but much is suspected. 
 
As to the physical locations of these alleged guilds, nothing is certain. It is rumored 
though, that if one should wish to delve in the illicit pleasures of life, one could do 
worse to visit such as any of the following establishments. All members of Del Kodigo are 
strongly encouraged to NOT frequent these establishments 
➔​ The Drunken Skunk Tavern 
➔​ The Married Snapdragon Pub and Inn 
➔​ The Closed Bees (ale house) 
➔​ The Bronze Model (tailor and seamstress) 
➔​ The Honored Caravan Pharmacy 
➔​ Celestial Financial Holdings (banking, real estate) 
➔​ Reaper Sporting Stadia (boxing, wrestling, blood sports) 
➔​ In Flux Toolsmith 
➔​ Paperwound Scrolls and Codices 
➔​ The Wild Botanical Park at Banronto Court 

Altars 
➔​ Altars in Alphacite too innumerable to bother to list. You can’t buy a donut 

without standing near one it seems. 
➔​ Shrines? See Altars. 
➔​ Chapels. Among the best kept honor: 

◆​ Aphrodite. Greek Olympian 
●​ The Chapel of Love, dedicated to Aphrodite, exudes an air of romance 

and beauty. Constructed from white marble with delicate vine 
carvings adorning the walls, its interior is adorned with lush crimson 
roses and soft flickering candlelight. Glittering mosaics of hearts 
and doves grace the floors, while sacred relics like a pearl-inlaid 
mirror and ancient love letters are displayed on pedestals. The chapel, 
modest in size, is led by Chief Priestess Elara, a serene elf with silver hair. 
Devotees of Aphrodite are renowned for promoting harmony, passion, 



and kindness, earning respect for their diplomacy and selflessness in 
Mythikan society. 

●​  
◆​ Dionysus. Greek Olympian 

●​ The Chapel of Dionysus stands modestly at the edge of Alphacite, 
constructed from smooth riverstone and aged cedar wood. Vines and 
grape clusters wind their way along the walls, adorned with ivy and 
wine wreaths. Inside, candles flicker around a marble altar, and 
ancient relics — a chalice, a vine-wreathed mask, and a silken robe — 
are displayed reverently. The chapel is tended by a small, dedicated 
staff led by Chief Priest Elarion, known for his wisdom and passion for 
celebration. Devotees of Dionysus are revered for their joyful embrace 
of life, revelry, and camaraderie, fostering a reputation as bringers of 
harmony and indulgence within Mythikan society. 

●​  
◆​ Hades. Greek Olympian 

●​ The Chapel of Eternal Shadow, dedicated to Hades, is a modest yet 
solemn structure made of dark stone, adorned with obsidian carvings 
and flickering iron sconces. Inside, relics such as skulls, lost souls’ 
tokens, and ancient urns fill the pews. The staff consists of a chief 
priest, Aelric the Silent, and a handful of acolytes. Devotees are 
respected for their wisdom in handling death, secrets, and the balance 
between life and the afterlife, though some view them as shrouded in 
mystery or even fear their connection to the unseen realms. 

◆​ Hestia. Greek Olympian 
●​ The Chapel of Hestia stands modestly at the heart of Mythika, 

constructed from pale marble with red clay tiles and wooden accents. 
Its interior is adorned with flickering hearths, representing Hestia’s 
divine flame, and woven tapestries depicting stories of peace and home. 
A small staff of devoted acolytes manages the sacred hearths and 
maintains the chapel's order. Chief Priest Liora maintains an aura of 
calm authority, known for her wisdom in fostering community 
harmony. Devotees of Hestia are respected for their dedication to 
hospitality, peace, and nurturing warmth within society, acting as 
mediators in disputes and caretakers of communal well-being. 

◆​ Bastet. Egyptian 
●​ The Chapel of Bastet stands modest yet serene, crafted from pale 

marble adorned with subtle feline motifs. Stained glass windows depict 
scenes of Bastet’s grace and protection. Inside, sacred relics—jewels, 
small statues, and ancient scrolls—are displayed on wooden shelves. A 
soft incense fills the air, blending with the gentle hum of prayers. 
Chief Priestess Lilia oversees a staff of three acolytes. Devotees of 



Bastet are revered for their compassion, healing abilities, and deep 
respect for harmony, earning their place as healers and mediators in 
Mythikan society. 

◆​ Ymir. Norse 
●​ The Frosthaven Chapel, dedicated to Ymir, stands modest yet striking in 

its icy beauty. Made of pale blue marble and frost-covered obsidian, the 
exterior is adorned with delicate ice carvings of frost giants. Inside, 
walls shimmer with frost-glass mosaics depicting Ymir's domain. Relics 
of ancient battles with giants are displayed, including ancient 
weapons and runes. The chapel houses a small staff of devoted priests 
led by Chief Priest Thrain Frostborn, known for their unwavering 
strength and discipline. Devotees of Ymir are revered in Mythikan 
society for their resilience and mastery over cold, often called upon 
in times of war or survival challenges. 

◆​ Horus. Egyptian 
●​ The Chapel of Horus stands as a humble yet solemn structure in 

Mythika, constructed from smooth white marble with gold trim 
around its edges. Towering arches support a slate-gray roof, adorned 
with intricate carvings of falcons and sun symbols. Inside, an array of 
relics—feathers, bronze amulets, and ancient texts—are displayed on 
ornate shelves. Devoted priests in flowing white robes, led by Chief 
Priest Thalor, oversee the chapel. Worshippers are known for their 
wisdom, healing abilities, and a fierce commitment to justice, earning 
them a revered reputation throughout Mythikan society. 

◆​ Ammit. Egyptian 
●​ The Chapel of Ammit, a modest yet striking structure, stands with 

weathered sandstone walls adorned with golden hieroglyphs 
symbolizing justice and balance. Tall, arched windows are framed by 
intricate carvings depicting scales and ancient symbols of the 
underworld. Inside, incense burns softly, creating a tranquil yet 
somber atmosphere. A central altar holds a gilded statue of Ammit, the 
goddess of truth and judgment, flanked by relics such as ancient 
scrolls and sacred artifacts. The chapel employs a small staff, led by 
Chief Priest Haran, known for his unwavering commitment to justice. 
Devotees of Ammit are respected in Mythikan society for their 
impartiality and dedication to fairness, often serving as mediators and 
truth-seekers. 

◆​ Osiris. Egyptian 
●​ The Chapel of Osiris is a modest yet serene stone structure, its walls 

adorned with symbols of rebirth and life after death—scarabs, ankhs, 
and hieroglyphs. Carved from local limestone and accented with 
obsidian inlays, the chapel exudes a mystical aura. Inside, ancient relics 



such as golden death masks and preserved embalming tools are 
displayed in glass cases. The chief priest, a venerable elder named 
Thothiris, leads a small, devoted staff of acolytes who offer prayers, 
rituals, and guidance on the afterlife. Devotees of Osiris are respected 
for their wisdom and dedication to life’s cycle, often sought after for 
counsel in matters of death and renewal. 

◆​ Set. Egyptian 
●​ The Chapel of Set stands modest yet imposing, built from dark, 

weathered stone with intricate carvings depicting serpents and other 
symbols of the god. The interior features flickering black iron sconces 
and deep red tapestries adorned with dark runes. Sacred 
relics—obsidian statues, ancient scrolls, and serpent-themed 
artifacts—are carefully displayed on ornate wooden shelves. A small 
staff supports the chapel, led by High Priest Thalek, known for his 
unwavering devotion. Devotees of Set are often feared or respected 
for their cunning, secrecy, and manipulation, shaping the more 
mysterious aspects of Mythikan society. 

◆​ Pluto. Roman 
●​ The Chapel of Shadows, dedicated to Pluto, stands modestly at the edge 

of Pixithos, blending dark stone and iron fixtures. Its simple, somber 
exterior belies the rich interior adorned with black marble, flickering 
candles, and ancient obsidian relics. Sacred artifacts—skulls, bones, 
and cursed tokens—are displayed behind enchanted glass cases. Chief 
Priest Vexrath leads a dedicated staff of five acolytes, known for their 
wisdom in the ways of death and the underworld. Devotees are 
respected for their impartiality in settling disputes and their mastery 
over the arcane arts of necromancy, holding a mysterious but revered 
place in Mythikan society. 

◆​ Loki. Norse 
●​ The Chapel of Loki is a modest yet striking structure, crafted from 

dark stone with a hint of iridescent amber, reflecting the mischievous 
nature of its patron god. Woven vines and charred wood adorn the 
walls, while small, flickering candles and smoky incense create an 
otherworldly ambiance. Inside, a collection of twisted 
relics—trickster masks, stolen charms, and playful trinkets—are 
displayed on intricately carved shelves. The chapel houses a small staff 
led by Chief Priest Varyn, known for his sharp wit and unconventional 
sermons. Devotees of Loki are viewed with suspicion and respect, seen as 
both rebels and catalysts of change within Mythikan society. 

➔​ Churches. Each one is a treasure in its own right, but these are absolute must sees 
when you are in town 
◆​ Baldr. Norse 



●​ The Church of Baldr stands as a majestic stone edifice in the heart of 
Mythika. Its white marble facade, adorned with golden trimmings and 
silver filigree, reflects the light, creating an ethereal glow. Stained 
glass windows depict scenes from Baldr's life, showcasing his 
compassion and wisdom. Inside, relics such as his divine sword and a 
fragment of his cloak are displayed reverently. The church is expansive, 
staffed by a dedicated group of clerics, led by Chief Priest Eira, known 
for her wisdom and gentle leadership. Devotees of Baldr are respected 
for their healing abilities and unwavering commitment to justice and 
peace. 

◆​ Cernunnos. Celtic 
●​ The Church of the Green Wild dedicated to Cernunnos is a grand, oakwood 

structure nestled amidst ancient forests. Its spire rises gracefully, entwined 
with ivy and adorned with symbols of nature—stag horns, oak leaves, and 
antler motifs. The building is constructed from polished stone and timber, 
blending seamlessly with the natural surroundings. Inside, sacred 
relics—ancient animal totems and antlered carvings—are displayed, exuding a 
sense of mysticism. Chief Priest Dalan Forestshade leads a small but devoted 
staff, comprising druids, herbalists, and nature priests. Worshippers are revered 
in Mythikan society for their deep connection to the wild, offering wisdom 
and balance to the chaotic realms of magic and nature. 

◆​ Ares. Greek Olympian 
●​ The Temple of Ares stands tall in the heart of Mythika, crafted from 

dark obsidian stone with bronze accents gleaming in the sunlight. Its 
imposing structure is adorned with fierce, warlike reliefs depicting 
battles and valorous feats. Inside, ancient relics of legendary warriors 
rest in alcoves, while banners bearing Ares' symbols hang from the 
vaulted ceilings. The temple is overseen by Priest Kratos, a stern and 
disciplined figure, whose staff consists of skilled warriors and clerics. 
Worshippers of Ares are known for their fierce honor, valor in battle, 
and unyielding loyalty to their cause, earning them both respect and a 
wary reputation throughout Mythika. 

◆​ Mars. Roman 
●​ The Church of Mars stands tall with rugged stone walls, adorned with 

bronze plaques depicting symbols of war and valor. The roof, crafted 
from slate, bears a weathered statue of Mars himself, clad in armor. 
Inside, polished marble columns support a vaulted ceiling, while 
banners of red and gold hang from the walls. Relics, such as ancient 
swords and battle-torn shields, are displayed behind glass cases. Chief 
Priest Varian, a stoic warrior-priest, leads a small but devoted staff of 
five acolytes. Worshippers of Mars are respected in Mythikan society as 
fearless warriors and steadfast defenders of honor and justice in 
battle. 



◆​ Freyr. Norse 
●​ The Temple of the Golden Bough, dedicated to Freyr, stands tall with 

ivy-covered stone walls and a thatched roof, blending nature with 
divine grace. Marble pillars support the structure, adorned with 
carved oak leaves and golden runes. Inside, sacred relics—gilded 
antlers, offerings of fruits, and a crystal chalice—are displayed in 
glass cases. A serene atmosphere fills the air, with hymns softly echoing 
through the spacious hall. Chief Priest Aelfred Greenbough oversees a 
devoted staff of 15 acolytes, known for their wisdom in agricultural 
prosperity and peace. Devotees of Freyr are highly respected for 
fostering harmony between nature and society, ensuring prosperity 
and unity across Mythikan realms. 

◆​ Artemis. Greek Olympian 
●​ The Artemisian Cathedral stands grand and serene, crafted from pale 

marble with ornate columns and a domed roof resembling a crescent 
moon. Gold and silver adornments gleam in the flickering 
candlelight, while sacred symbols of the hunt and wilderness are 
carved into the stone. Inside, ancient relics such as the bow of an 
immortal hunter and stag antlers are displayed in glass cases. The 
chief priest, Eldara Thorne, guides a staff of devoted clerics dedicated 
to preserving the sanctity of nature and the moon's mysteries. 
Worshippers of Artemis are revered in Mythikan society for their deep 
connection to the wild, justice, and the preservation of harmony 
between gods and mortals. 

◆​ Isis. Egyptian 
●​ The Church of Isis stands tall with white marble columns and gold 

trim, adorned with intricate carvings of lotus blossoms and winged 
falcons. Crystal chandeliers hang from high vaulted ceilings, 
reflecting soft, flickering candlelight. The walls are lined with 
ancient scrolls, relics, and sacred statues of the goddess herself. Inside, 
a devoted staff of clerics, including the Chief Priest, Seraphim Valin, 
oversees rituals and ceremonies. Worshippers of Isis are revered in 
Mythikan society for their wisdom, healing abilities, and connection 
to the divine, often serving as healers, mystics, and counselors. 

◆​ Venus. Roman 
●​ The Church of Venus stands elegantly in the heart of Mythika, its white 

marble walls gleaming in the sun. Adorned with ivy and delicate rose 
vines, the structure features arched windows and a grand, domed 
roof. Inside, soft mosaics depict scenes of love, beauty, and fertility, 
while sacred relics—such as an ancient alabaster statue and a vial of 
sacred rose water—are prominently displayed. The clergy, led by the 
charismatic High Priestess Serena, comprises a small but devoted staff 



of priestesses and acolytes. Worshippers of Venus are revered for their 
grace, harmony, and pursuit of artful perfection, holding a reputation 
for fostering unity and passion in Mythikan society. 

➔​ Temples! The grandest of the grand. You want to worship in a temple? We’ve got 
Temples!! Make sure you visit the gift shops for exclusive merch! 
◆​ Cronos. Greek Titan​  

●​ The only temple that can be located on the map of Alphacite Proper 
●​ The Temple of Eternal Time, devoted to Cronos, rises as a towering, 

rectangular edifice of obsidian and gilded stone, its façade adorned 
with intricate carvings of celestial cycles and hourglasses. Massive 
bronze doors depict Cronos wielding his sickle, framed by vines of ivy 
and wheat. Within, a colossal golden statue of Cronos presides over an 
oculus-lit dome painted with scenes of creation and destruction. 
Relics include the Shard of the First Hourglass and Cronos' Bronze 
Scythe Replica. A staff of 50, led by High Chronomancer Thalios 
Eonshade, tend the temple. Worshippers, known as Chronarchs, are 
famed for their mastery of precision crafting and clockwork 
automata, their works blending magic and machinery to honor the 
Titan's dominion over time. 

◆​ Thor. Norse 
●​ The Grand Hall of Thunder, Thor’s temple, towers atop Stormbreaker 

Hill, crafted of storm-gray stone and reinforced with iron filigree 
resembling lightning bolts. Its peaked roof is thatched with 
shimmering copper, glowing like sunlight after rain. Massive carved 
oak doors, adorned with runes of protection, open to a vast hall lined 
with banners depicting Thor’s triumphs. A colossal hammer-shaped 
altar of polished granite stands at the center, surrounded by relics: 
shards of a thunderbolt and a goblet said to hold mead blessed by 
Thor. The temple is staffed by 30 priests and warriors, led by Chief Priest 
Halvard Stormhand. Known for their bravery and honor, Thor’s 
followers are celebrated as defenders of Mythika’s people, though 
their fiery tempers often spark conflicts. The Grand Hall reverberates 
with hymns and hammer strikes, a place of unyielding strength and 
divine power. 

◆​ Jupiter. Roman 
●​ The Temple of Jovian Thunder is a colossal marble edifice crowned by a 

gilded dome, with towering Corinthian columns encircling its 
perimeter. Its facade boasts bas-reliefs of Jupiter wielding his 
thunderbolt, surrounded by eagles and storm clouds. The interior 
gleams with mosaics depicting celestial scenes, while a massive bronze 
statue of Jupiter dominates the central sanctum, flanked by sacred 
relics: an ancient thunderbolt-shaped scepter and an eagle-feathered 



ceremonial robe. The temple employs a staff of fifty priests, scribes, and 
attendants, led by the charismatic Pontifex Magnus Cassius Vulnero, 
known for his booming voice and prophetic dreams. Worshippers of 
Jupiter are respected as bold and ambitious, often occupying positions 
of power or influence in Mythikan society. The temple is a beacon for 
rulers, warriors, and scholars seeking divine favor or celestial 
guidance. 

◆​ Zeus. Greek Olympian 
●​ The Temple of Zeus the Thunderer dominates Mythika’s skyline, its 

immense marble columns and gold-plated roof shimmering under the 
sun. Built atop a craggy hill, the temple is hewn from white stone 
veined with lightning-like streaks of blue lapis. Intricate bas-reliefs of 
Zeus's triumphs and celestial scenes adorn the facade. Inside, a 
colossal bronze-and-ivory statue of Zeus, seated with his thunderbolt, 
towers above worshippers. The sanctum houses relics like a fragment of 
Zeus's aegis and an ancient urn said to hold the last embers of 
Olympus’s sacred flame. A staff of 50 maintains rituals, led by Chief 
Priest Lysandros Stormcaller. Devotees of Zeus in Mythika are 
renowned for their mastery of storm magic, their prowess in legal 
arbitration, and their role as protectors of justice and order. Often 
called "The Thundered Voice," they are sought after to mediate disputes 
and deliver judgments with wisdom inspired by the king of the gods. 

◆​ Quetzalcoatl. Aztec 
●​ The Temple of the Feathered Serpent, a towering ziggurat of polished 

jade and obsidian, rises above the jungle canopy. Its steep steps lead to a 
golden altar crowned with a massive carved serpent’s head, emerald 
eyes gleaming in sunlight. Intricate mosaics of turquoise and ruby 
adorn its walls, depicting Quetzalcoatl's journey through the stars. 
Within, sacred relics—feathered headdresses, serpent-shaped scepters, 
and a radiant sun disc—are displayed in golden niches. Incense of 
copal and marigold perfumes the air. A staff of fifty priests and 
acolytes, dressed in vibrant feathered robes, maintain the temple. The 
wise and eloquent Chief Priest Xolotl Tlamina presides over rituals, 
advocating balance and enlightenment. Worshippers of Quetzalcoatl, 
known for their artistry, scholarship, and reverence for nature, are 
admired as enlightened stewards but sometimes viewed with suspicion 
for their mystical and celestial focus. 

◆​ Yinglong. Chinese 
●​ The grand temple dedicated to Yinglong stands as a masterpiece of 

ancient Chinese architecture, featuring ornate red and gold beams, 
tiled roofs adorned with intricate dragon motifs, and walls lined 
with carved jade and marble. The main hall, spacious and serene, houses 



relics such as ancient scrolls, sacred swords, and dragon statues, 
believed to embody the power and wisdom of Yinglong. The temple's 
staff consists of a devoted community of monks and priests, overseen 
by Chief Priest Xian Wei, a scholar known for his profound knowledge 
of Yinglong’s teachings. Worshippers of Yinglong are revered in 
Mythikan society, respected for their discipline, wisdom, and ability to 
bring harmony and prosperity through rituals and prayers. Their 
influence extends into political and cultural realms, fostering peace 
and prosperity across the region. 

◆​ Odin. Norse 
●​ The Hall of the Allfather, Odin's grand temple, towers above Mythika's 

skyline. Built from black basalt and gleaming granite, its massive walls 
are engraved with intricate scenes from Norse myth. A soaring roof of 
overlapping silver-and-bronze tiles reflects sunlight like a raven’s 
wing, and twin carved Yggdrasil trees flank the immense iron-bound 
oak doors. Inside, the air hums with wisdom and power; relics like 
Gungnir fragments and ancient runestones are displayed on 
rune-carved pedestals. A choir of chanting priests and 50 temple staff 
maintain the hall. The chief priest, Eirik Runeweaver, oversees offerings 
and scholarly pursuits. Worshippers of Odin are revered as sagacious 
warriors and seers, but some view their thirst for knowledge and 
prophetic insight as unsettling. 

◆​ Athena. Greek Olympian 
●​ The Temple of Athena Parthenia rises in gleaming white marble atop 

Mythika’s Acropolis, its fluted columns crowned by intricately carved 
capitals depicting Athena’s victories. The triangular pediment boasts a 
gilded frieze of the goddess’ birth, shining brilliantly in the sun. 
Adorned with olive garlands and bronze shields, the temple’s interior 
houses the Aegis of Wisdom, a relic said to imbue counsel with clarity, 
and a towering golden statue of Athena, holding her spear and an 
owl. A staff of 50 serves the temple, led by High Priestess Lysandra 
Brightmind, a sharp-eyed elf. The works of Athena worshippers, master 
smiths of enchanted timepieces and hourglasses, are highly sought 
after, often displayed in Athena’s temple as emblems of measured wisdom 
and foresight. 

◆​ Dagda. Celtic 
●​ The grand temple dedicated to the Celtic god Dagda stands tall and 

imposing, constructed from ancient, weathered stone interwoven with 
ivy and moss, giving it an air of timelessness. The high vaulted ceilings 
are supported by colossal, intricately carved oak beams, symbols of 
strength and abundance. The temple’s entrance is adorned with 
bas-reliefs depicting Dagda’s mythic deeds—his mighty club, the 



cauldron of plenty, and the harpoon that brings balance to life. 
Inside, relics such as ancient scrolls, sacred offerings, and enchanted 
weapons are displayed in glass cases along the central aisle, while 
torches of eternal flame line the walls. The staff, including acolytes, 
priests, and bards, is led by Chief Priest Eamon of the Bramble, a wise and 
revered figure who upholds Dagda’s virtues of fertility, wisdom, and 
unity. Worshippers of Dagda are respected in Mythikan society for 
their peaceful approach to leadership, fostering harmony among 
diverse races and communities. 

◆​ Ra. Egyptian 
●​ The Temple of Ra in Mythika stands as a grand, sunlit marvel, its 

towering obelisks and gleaming golden statues reflecting the god’s 
eternal light. Constructed from limestone and adorned with 
intricate carvings depicting solar symbols—pyramids, sun discs, and 
rays—its grand facade exudes an air of divine majesty. Within, the 
temple houses sacred relics such as the Sun Chalice and the Staff of 
Eternity, symbolizing Ra's dominion over time and creation. The chief 
priest, Amun-Ra, oversees a staff of devoted priests and scholars who 
maintain rituals, offering daily prayers and solar sacrifices to ensure 
the blessings of Ra. Worshippers of Ra are esteemed in Mythikan society, 
known for their wisdom, orderliness, and deep respect for tradition 
and cosmic balance, holding positions of influence in governance, 
trade, and the arcane arts. 

◆​ Ouranos. Greek Titan 
●​ The grand temple dedicated to Ouranos, the Greek titan of the sky, 

stands as a beacon of celestial reverence. Its towering spires, crafted 
from white marble veined with streaks of azure, reach skyward, 
adorned with golden accents that shimmer in the sunlight. Intricate 
carvings of constellations and celestial symbols are etched into the 
stone, while mosaics of celestial bodies and mythological scenes cover 
the walls. Inside, vast columns of polished obsidian support the high 
vaulted ceilings, lit by glowing crystal chandeliers that mimic the 
night sky. Sacred relics, including ancient orbs, meteor fragments, and 
bronze plaques inscribed with prophecies, are displayed in glass cases. 
The temple is overseen by Chief Priest Aelios, a venerable seer known for 
his wisdom and connection to the heavens. Worshippers of Ouranos 
are revered for their insight into cosmic matters, respected for their 
guidance on fate, astronomy, and divination, holding a place of honor 
in Mythikan society as guardians of celestial wisdom. 

◆​ Poseidon. Greek Olympian 
●​ The Temple of the Tidal King rises majestically on Mythika’s eastern 

edge, crafted from shimmering white marble veined with sea-green 



malachite. Its towering columns, etched with writhing waves and 
leaping dolphins, support an open dome crowned with a colossal 
bronze trident. Inside, the air hums with oceanic energy as sunlight 
dances on a reflecting pool beneath Poseidon’s towering statue, 
carved from lapis lazuli and adorned with pearls. Relics include the 
Conch of Storms and the Triton’s Spearhead, revered for their 
supposed powers to calm or summon seas. A staff of 30, led by Archon 
Thalassius Tidecaller, tends the temple’s daily rituals. Worshippers, 
known as "The Brined," hold a reputation for resilience, seafaring 
prowess, and stormy tempers. Their blessings are sought by sailors and 
feared by merchants, as Poseidon’s favor can mean either salvation or 
ruination. 

Resources 
➔​ Water 

◆​ Alphacite spans both sides of the Beathe River. The flood plains of which are 
controlled to benefit regional agriculture. There are several freshwater 
springs that have been developed into wells. 

➔​ Food 
◆​ Agriculture 

●​ Both the small farms within and the crop lands around the city 
provide crops provide wheat, barley, oats, and rye in abundance. Smaller 
family farms or plots can sometimes feature corn or rice 

◆​ Forageables 
●​ Wild plants and herbs that are either cultivated or gathered from the 

countryside to be consumed are too numerous to mention, but here is a 
list of the primary wild food sources: nettles, chickweed, burdock, 
dandelions, roses, clover, blackberries, lingonberries, bilberries, nuts, 
wild garlic, wild onion, wild leeks, wild asparagus, fennel, and 
pinenuts.  

◆​ Meat 
●​ While rarely within the city proper, many burroughs and the 

unincorporated districts around the city feature small livestock 
ranches. Common stock raised for butchering are cows, pigs, sheep, 
goats, rabbits, geese, duck, turkeys, chickens, and stirges 

●​ Hunting is more restricted the closer you get to settlements, less so in 
the countryside. That said, the wild game available is overly abundant 
in Mythika, conditional upon geography, with hunters having their 
choice of several species of deer, squirrels, elk, raccoon, duck, gigantas 
arouraios, wild boars and sows, owlbears, standard bears, frogs, 



ostriches, rocs, axebeaks, stirges, tortoises, and turtles most in both 
standard and giant sized varieties 

◆​ Fishes and seafood 
●​ Due to its central location within the continent any and all seafood 

is nearly impossible to get or afford. It is not unknown, but just too 
costly and cumbersome to transport overland for long distances 

●​ Freshwater fishes and all associated water-fowl (the afore-mentioned 
ducks, geese, etc…) are plentiful in all stretches of the Beathe River and 
even more so northward into BeathLak (Beathe Lake) 

◆​ Industry 
●​ The abundance of so many food sources allow for successful 

connected industries such as markets, stalls, mills, granaries, breweries, 
hides, furs, pets, animal components (for magikal ingredients), and of 
course all manner of pie shops, bakeries, butchers, cafes, restaurants, 
and taverns 

➔​ Building materials 
◆​ Timber 

●​ Alphacite enjoys the harvesting of a wide range of timber due to its 
extreme variances in groundwater and elevation within reach of the 
city. Swamps to mountain peaks and every space in between ensure a wide 
variety of timber. Some of the major species that can be sourced 
regionally are: apple, ash, aloeswood, alder, balsa, bamboo, birch, 
blueleaf, bluewood, brazilwood, bronzewood, cedar, cherry, cypress, 
duskwood, elm, fir, frankincense, hazel, hemlock, hickory, hiexel, 
mahogany, maple, oak (all types), pine, redbud, spruce, suet gum, teak, 
walnut, willow, and yew.  

●​ The production of charcoal is easily pursued with those resources too. 
◆​ Clay 

●​ Sourced from the banks of Breathlak and the Beathe river, as well as 
larger lakes and ponds, clay is used for a variety of structural and 
functional purposes. Varieties include fire, earthenware, ball, 
porcelain, ceramic, stoneware, kaolin, and bentonite. 

◆​ Stone 
●​ The foundation of a lasting societies’ mark on the land is stone. From 

the hills and mountains around Alphacite, limestone, granite, marble, 
sandstone, basalt, quartz, and slate are all available. 

➔​ Metals & Minerals 
◆​ Mining in the rivers, banks, hills, and mountains in Alphacite yields abundant 

veins of copper, iron, tin, electrum, lead, and coal. From those, alloys such as 
steel and bronze are developed. Precious metals such as mithral, silver and 
gold can be found if one knows where to look. 



◆​ Precious jewels, while not in any large scale production regionally, can 
occasionally be found in very limited quantities. 

➔​ Tradeables 
◆​ From forth those resources spring a multitude of industrial and commercial 

enterprises. The proliferation of raw materials in and around Alphacite 
allows for dependable goods and tradables. Some of the larger ventures in 
the region concern themselves with the production of dyes, alcohols, spices, 
pickling agents, medicines, drugs (both legal and lawful), fabrics, textiles, 
and clothing, domestic and professional equipment and tools. 

◆​ Note: things that support the import business in Alphacite mostly consist of 
seafood, zinc, platinum, precious stones, jewelry, and salt as none of these 
have been reliably sourced in the region to date. 

➔​ Workers 
◆​ A good mix of the skilled and unskilled, experienced and inexperienced, 

muscled and intellectual benefit Alphacite and its economy.  
◆​ The population of Alphacite plus those of nearby settlements ensures there is 

always an ample supply of workers for any and all of the trades. This is a 
double-edged sword however; because, when the economy inevitably cycles 
downward, unemployment, taxes, and crime all shoot skyward. 

◆​ Approximately 45, 884 individuals are either employed or available for 
employment at any given time in Alphacite. 

➔​ Magiks 
◆​ Skuls 

●​ Kridmose Magiks University 
○​ Der Wizdom Tower 

◆​ College of all Psykik Magiks 
○​ Spire of Necronic Studies 

◆​ College of Necromancy 
○​ Diliams Academy of the Arkane 

◆​ College of Elemental Arkane Studies 
○​ Harkness Akademy of Witchcraft 

◆​ College of Herbalists, Spoken, and Symbolic Studies 
◆​ Along with the education of the next generation of magik users in Mythika, 

the production of the raw materials (both natural and supernatural) thieves 
in Alphacite.  

◆​ Many strains of magik are taught and or practiced for the common good ( 
and sometimes detriment) such as the 

●​ Arcane 
○​ Elemental and metaphysical 

●​ Divine (white magik) 
○​ Light, spirit, and healing 

●​ Necromantical 



○​ Communing with the deceased is tacitly legal but highly 
regulated and licensed by the government. Many functions of 
necromancy are outlawed)  

●​ Blood 
○​ Scrying (detection) and Leaching (a process in which an element 

is extracted from another) are allowed only in cases for the 
public good 

●​ Ancestral and artisanal magiks are known of and taught and 
practiced on a much smaller scale (as far as we know) 

➔​ Education 
◆​ Education in Alphacite is available in many forms to the vast majority of the 

populace in both publik (paid for by the government) and private (paid for by 
the guardians) 

●​ Publik 
○​ Gramwar Skuls exist for younglings of all species to learn the 

basics of mathematika, common languages, scribing, citizenship, 
magik, history, and technology. Ages of attendance range due to 
traditions of the species. Students usually spend anywhere from 
five to seven cycles before moving on. 

●​ Following gramwar skul, students may apply for an apprenticeship in 
the trades, enter the family unit’s traditional occupation, or apply to a 
college or university for further work to develop a unique academik 
field of compentency.  

●​ Trades, colleges and universities are not funded by the government.  
○​ A specific trade guild will establish an apprenticeship program 

for prospective tradesmen, usually in the form of a long and 
protracted series of projects to be completed and assessed by a 
committee over a series of years. Citizens who do not make 
satisfactory progress towards becoming a journeyman typically 
restrict their working options to simple labor.  

●​ College and university educations are available in any of the magikal 
or mundane subjects 

○​ Colleges exist for students to focus on one specific course of 
study, whatever that may be. 

○​ Universities are basically a collection of colleges under one 
“umbrella”. While a student will more than likely focus on one 
course of study, he or she often take classes in a variety of 
different fields.  

➔​ Relics 
◆​ Short list of relics currently on display at Alphacite religious sites 

●​ Temples 
○​ Temple of Zeus - Zeus’ cornucopia 



○​ Quetzalcoatl’s Teocalli - The smoking mirror of Tezcatlipoca 
○​ Simiao of Yinglong -  the cloud-stepping boots 
○​ Odin’s Horgr - Odin’s eye 
○​ Temple to Athena - the aegis 
○​ Templ Dagda - Horn of Aon Eireachdail (the last unicorn in 

Scotland) 
●​ Churches 

○​ Baldur’s Horgor - a length of Ran’s net 
○​ Kirche of Cernunnos - Cosgarach Mho 

●​ Chapels 
○​ Parekklisi of Dionysus - the Apple of Discord 
○​ Parekklisi of Hades - necklace of Harmonia 
○​ Parekklisi of Hestia - a vial of water from the River Styx 
○​ Mammisi of Bastet - a shred of Bastet’s war shirt soaked with her 

own blood 
➔​ Tourism 

◆​ The top three recommended tourist attractions in Alphacite are 
●​ Temple of Zeus 
●​ The Emperor’s Royal Zoo and Gardens 
●​ The Royal Museum of Supernatural Mythikan History 

➔​ Access 
◆​ The Beathe River 

●​ The Beathe River and it’s commercial ports along the northern bank 
through Alphacite Proper 

●​ Several personal docks are scattered on both banks, some reserved for 
use of specific Guild members, some for affluent families 

●​ Ferrymen are available for hire, while others are paid workers for 
various Guilds, nobles, or authorities 

◆​ Roads 
●​ Three different roads lead directly into Alphacite 

○​ Via Chiron (Chiron’s road) from the west leads to the village of 
Centaurus 

○​ Magnum Viam (Grand Way) leads north to Pixithos on the eastern 
bank of the Beathe River 

○​ Via Sanguis (Lifeblood Road) enters from the south (leading to 
Astrium), crosses the Beathe River, heads east to Mantinda, turns 
north the Enneipet, and then goes due northeast to Sled, and 
then further over the Dyeus Vouno range 

◆​ Portals. 
●​ Yes, there are a handful of magikal portals in Alphacite and can be 

found at the following locations: 
○​ To dread of so lose ills we 



○​  end sweary from who  
○​ would by of outrageous  
○​ make cowards of the spurn  
○​ awry, and the  

Defenses 
➔​ Alpha class defenses 
➔​ Geography 

◆​ Mostly flat terrain with occasional mild hills around a navigable and 
fordable section of the Beathe River (“BEETH”) 

◆​ Pictured below is a map of Alphacite proper, the central-most collection of 
neighborhoods/burroughs surrounding the central settlement on the 
south bank of the river. There are many other adjacent settlements that 
count as Alphacite not pictured in this map. 

➔​ Roads 
◆​ Eight main roads lead to and from Alphacite Proper 

●​ Four north of the Beathe 
○​ To the northwest of Hollowell along the northern bank of the 

Beathe River 
○​ Due north running between Hollowell to the west and 

Guildhall to the east  
○​ Due north running to the east of Guildhall and the west of 

Merchantown leading to the main crossing of the Beathe River 
○​ Due northeast into a wooded area just east of Merchantown  

●​ Four south of the Beathe 
○​ Due east of the Solstice Grounds (stadium) 
○​ Due east along the Verdant Woods   
○​ Due south along the east of Sudtor 
○​ Due southwest along the western edge of Sudtor 

➔​ Walls 
◆​ Note: information applicable only to the area of Alphacite shown in the map 

below.  
◆​ Twelve foot high, five foot thick stone walls surround the original 

Alphacite settlement on the south bank of the river with guard towers in 
strategic corners, sections, and flanking most gatehouses. 

◆​ The Temple complex on the southernmost tip of the north bank is 
surrounded by the same walls as Alphacite proper.  

◆​ Sudtor has an eight foot high single thickness wooden wall around its three 
external sides. Guildhall has perimeter wall same as Sudtor 

◆​ Hollowell, Merchantown and the remainder of structures on the map do 
not have dedicated defensive walls. 



➔​ Gates​ 
◆​ There are ten gates to walled sections of Alphacite proper. Starting at due 

north and going clockwise 
●​ #1 Hollrym Gate (“HOSH-rim”) in northwest corner of Guildhall 
●​ #2 Allewissen Gate along eastern wall of Guildhall 
●​ #3 Truas Gate on the north wall of the Chronos temple complex 
●​ #4 Mindenhol Gate(s) (“MIN-din-HALL”) on both sides of the Beathe River 

Bridge 
●​ #5 Kalos Gate immediately due southwest of the Solstice Grounds 
●​ #6 Grawwur Gate (“GRAW-wur”) located centrally on the eastern wall 

of Alphacite proper 
●​ #7 Aeternus Gate (“A-turn-us”) on southern wall of Alphacite proper just 

northeast of Sudtor 
●​ #8 Aethsta Gate (“EETH-stah”) on eastern wall of Sudtor 
●​ #9 Gnod Gate (“NOD”) on southwest corner of Alphacite proper wall 
●​ #10 Heilagur Gate (“HAY-lah-hure”) is the western gate to Sudtor just 

southwest of Gnod Gate 
➔​ Towers 

◆​ All gates have manned guard towers, usually flanking the actual gate, 
suitable for observation and the launching of ranged weapons (arrows, 
javelins). All with some sort of cleared “killing zone” outside the wall. Towers 
are intermittent along all walls in strategic spots for same. Towers 
communicate via torch signals or alarm bells at night; alarm bells and 
sentries passing between them either atop the stone walls or along the 
interior of the wooden ones. 

➔​ Moats/Ditches 
◆​ This section of Alphacite is not surrounded by a water obstacle, although 

other sections of its larger perimeter utilizes some. 
◆​ The eastern wall of Sudtor does utilize a water-filled channel with it’s 

Aethsta Gate. 
➔​ Weaponry/Artillery 

◆​ In addition to traditional weaponry, Alphacite does have an unknown 
number of trebuchets stored within the walls of Alphacite proper for its 
defense 

➔​ Structures 
◆​ Military headquarters 

●​ The administrative, soldier residence, and training headquarters for 
the Alphacite militia is located just inside the Kalos gate almost 
directly due south of the Temple of Cronus.   

◆​ Barracks 
●​ While the bulk of the barracks for the active force is located at the 

command center, several smaller barracks (with occupancy for 12-30)  



are located within visual distance of each city gate under the 
command of a gate officer. 

◆​ Jail 
●​ There are detention structures within and below the command center 

capable of containing one to three hundred prisoners depending upon 
demand. 

●​ There are detention structure located adjacent to the Hollrym and 
Aeternus Gates 

➔​ Personnel 
◆​ Command structure and Organization 

●​ The Earl Constable (1) 
○​ After the Emperor, the top military/law enforcement authority 

●​ The Earls Marshall (3) 
○​ The chief lieutenants to the EC 
○​ Directly superior to three Knights at any given time during 

peacetime 
●​ Knights (varies) 

○​ During times of peace, each night is required to report for Palace 
Duty in Alphacite one month out of every three years with the 
his “Company” which consists of: 
◆​ Knight (1) - no substitutions 
◆​ Esquire (min 1) - serves at pleasure of the Knight. Can have as 

many as he can afford to pay. Direct servant to and 
representative of the Knight 

◆​ Armati (“armed men”) (8)  
◆​ Hobliers (“light cavalry”) (5) Each hoblier may or may not 

provide for his own stableman or squire and is not 
counted. 

◆​ Archers (5)  
◆​ Billmen (5) These use a long pole-like weapon 
◆​ Pavisers (5) Support staff, can be pressed for use as extra 

infantry 
○​ The Knight and his company are under the command of one Earls 

Marshall and the company will be used for duties including, but 
not limited to: 
◆​ manning the gates and walls,  
◆​ maintaining the armory,  
◆​ patrolling both the countryside and within the city walls 
◆​ infrastructure repair and maintenance 
◆​ emergency response 

●​ Palace Guard 



○​ 100 full time militia members dedicated solely to the protection 
of the emperor, his family, and advisors. These are independent of 
the Knights and their companies.  

○​ They have one captain, two lieutenants, five sergeants, and 
ninety two guards. The captain reports directly to the Emperor 
and not the earl Constable. 

●​ Palace Duty (peacetime) 
○​ Three Knights on duty per month = nine companies (270 men) 

◆​ Nine companies per month for twelve months = 108 
companies 

◆​ 270 men per month for twelve months = 3,340 men annually 
●​ Naval 

○​ The section of the Beathe river that passes through is monitored 
by guard towers and boat patrols of anywhere from 5 to 7 
guards. These boatmen are pulled from the members on duty in a 
given month 

○​ At either end of the section shown in the map are submerged iron 
nets that can be drawn up to block  entry or egress 

●​ Arial 
○​ Occasionally, various members of the militia or Palace Guard are 

capable of flight via either magical or inherent means. While 
there is no dedicated “air corps”, those members are usually 
assigned classified duties. 

●​ Active / Reserve 
○​ Peacetime 

◆​ There is a standing militia of at least 270 men in Alphacite 
at all times 

○​ Wartime 
◆​ It is reasonable that the Emperor could command a 

battle-ready force of a minimum of 9,720 assembled within 
one week of his call just by activating all of his Knights 
that are eligible for Palace Duty. This number could 
increase exponentially due to various factors such as 
inscription, the hiring of mercenaries, revoking of 
retirements, lower of eligible age for enlistment, 
volunteerism, etc… 

●​ Paid / Volunteer / Enscripted 
○​ The Palace Guard, Earl Constable and Earls Marshal are all paid a 

regular salary by the Emperor 
○​ The Knights pledge their full companies to the Emperor at their 

own expense in return for lands, privileges, and gifts directly 
from the Emperor 



◆​ Behaviors 
●​ Patrols 

○​ Milita maintain a static presence at all gatehouses in Alphacite as 
well as dynamic/walking patrols of the city streets, interiors of 
all wooden walls, and atop all the stone walls. Some calvary 
patrol the larger streets, irregularly, but most mounted units 
patrol the roads leading in and out of the city to maintain 
consistent communication with security checkpoints  farther 
out from the city’s center.  As mentioned, the militia also 
maintain a dynamic presence along all the city’s navigable 
waterways 

Social Hubs 
➔​ As you venture from settlement to settlement in Mythika, you will need to know 

where you can rest from the road, relax with nourishment, and rub elbows with 
the locals to hear gossip, get the latest news, and learn about whatever 
opportunities you might have in order to ply your trade.  

➔​ Of course, if your stop has a physical Adventurers Guild, jobs can be found there. 
Always check if there is one in your town first.  
◆​ Guildmaster 

●​ Mythika Adventurer’s Guild Guildmaster is Julnir Izdrage (“Yool-near”  
“ithz-DRA-gay”) 

 
➔​ Then, we are happy to suggest traditionally adventurer-friendly establishments in 

each location (assuming there is one) that are happily endorsed by your local 
Guildmaster. For example, whenever you pass through Alphacite, be sure to enjoy 
the ambience of any of the following: 
◆​ Located in Alphacite Proper 

●​ The Bear’s Paw 
○​ Proprietor: Boeroanta (Human female: Amazon!) 

●​ The Emperor's Choice 
○​ Proprietor: Gout (Human male) 

●​ The Asian Dragon 
○​ Proprietor: Popibini Kulzad (Dark Elf male) 

●​ The Puzzling Pepper 
○​ Proprietor: Jey (Jotunn female) 

◆​ Located in Hollowell 
●​ The Quacking Geese Inn 

○​ Proprietor: Agrir (Human male) 
◆​ Located in Merchantown 

●​ The Shouting Fowl Tavern 



○​ Proprietor: Luke Glitterswamp (Fay male) 
●​ The Slimy Sandwich 

○​ Proprietor: Agathomela (Centaur female) 
◆​ Located in Guildhall 

●​ The Threatened Rat 
○​ Proprietor: Nuan Paxiu (Human male) 

●​ Friar Tucker’s Tavern 
○​ Proprietor: Tucker T of Notlemham 

◆​ Located in Sudtor 
●​ The Boiling Pot 

○​ Proprietor:  Shenarah Chaehorn (Elf female) 
◆​ Located in East Boattac​ 

●​ The Voiceless Dawg Bar (near Solstice Grounds) 
○​ Proprietor: Horus of Tymwych (Human male) 

●​ The Alphacite Dreamery (just outside the Hollrym Gate) 
○​ Proprietor: Ginny Di (Human female) 

◆​ Be sure to check the Market, Merchants, and Vendors section for updated 
listings. 

 



​ Maps 

 
Image of Alphacite Proper as it lies on both sides of the Beatha River Circa 350  

Principal burroughs can be seen labeled on the north bank of the Beatha River (from left 
to right) are Hollowell, Guildhall, and Merchantown. The expanded original part of the 
city is centered on the south side of the river and is simply referred to as Alphacite. The 
developing community of Sudtor can be seen bottom left.  
 
 

 



 
 
 

 
Map of Central Mythika featuring Alphacite, its nearest settlements, the river Beathe, 

Beathlak, Mount Eldsvotha (the volcano) 



 

Markets, Merchants,  and Vendors 
An exhaustive list of all markets, merchants, and vendors that operate in the vastness of 
Alphacite is as pointless as it is impractical. Some are here today and gone tomorrow 
making any attempted list obsolete the moment it is published. What follows is a list of 
guild endorsed merchants, markets, and vendors that have both proven their quality 
and dedication to Alphacite and its citizens with time and honest practices. Inventory 
and prices are subject to change without notice. 
 
 
 

Community and Cultural Miscellany  
●​ The district of Mage Town boasts one of, if not the, most expansive libraries in the 

realm. A nominal daily fee grants you access to the forty acre walled-complex of 
seven three-story buildings where you can explore any topic that piques your 
interest.  

●​ The Grand Temple of Cronus is rumored to have an unmarked stairwell at the 
bottom of which is a small chapel made of cast-iron and adamantine. Story goes 
that if you inspect the facility, you can find a single hidden door disguised as a 
wall section of stone. It leads down even further into an underground complex of 
hundreds of altars, shrines, and chapels dedicated to minor, conquered, banished, 
or forgotten deities from the First World. The most ardent believers of this 
complex insist that further below that complex is a prison for the monstrosities 
that refused to accept the covenant after The Crossing. Tricksters make a living 
selling maps to gullible tourists and pilgrims. 

●​  
●​  

 
 

https://docs.google.com/spreadsheets/d/1ox495F9dA6628F1CYIrJdaADcYti0S_z37oZT-xUHtk/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1ox495F9dA6628F1CYIrJdaADcYti0S_z37oZT-xUHtk/edit?usp=sharing
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