
 

SEEDS OF DARKNESS 
 

....  And so Mystra fell and the world was               
 forever changed.    Bindarin the Mad 

One hundred years ago Mystra the 
Goddess of magic was slain by Shar, the fell 
Goddess of the night, who had coveted the 
power of the great weave. Mystra’s death 
unleashed the great Spellplague, as the 
weave of magic that was the source of all 
arcane power in the mortal realms collapsed, 
nearly rending the cosmos asunder. The 
Spellplague tore through the planes of 
existence warping and re-shaping all that it 
touched.  The way that magic was harnessed 
and used was fundamentally changed 
leaving many without access to the arcane 
and others a shell of their former power. 

 The lands of Faerûn themselves have 
changed, with barren pockets of blighted 
land, warped beasts and even people 
showing the taint of the Spellplague. 
Civilization marches on with the rise and fall 
of new nations and city states and the re-
emergence of old and troubling powers 
alongside the decline of once great points of 
light within the encroaching darkness. 

      
      
  

 

 

 

 

 

 

 

The City of Suzail  
Suzail is Cormyr’s capital, and is a 

wealthy city, home to the Forest Kingdom’s 
noble families and merchant houses. The 
Purple Dragons and the War Wizards are 
ruthless in protecting the kingdom from all 
threats both external and internal. There are 
visible temples to most good aligned deities, 
and likely hidden ones for those whose 
choose to kneel to darker gods.     
 

The Forest Kingdom of Cormyr lies 
at the western end of the Sea of Fallen Stars, 
nestled between the Storm Horns and the 
Thunder Peaks and stretching from the 
Stonelands to the Dragonmere. Dominated 
by humankind, Cormyr has been ruled by 
House Obarskyr for the past fourteen 
centuries. 
 

The Forest Kingdom emerged from 
the Spellplague largely unscathed but 
threatened from the north by the resurrected 
Empire of Netheril, whose agents (called the 
Shadovar) are suspected to lurk in every 
shadow. In response to these threats the 
crown has become more imperial in nature 
looking to solidify power. 
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Key characteristics and figures: 

The Gilded Harp: Owner and barkeep 
Torm Blackmoore. The Gilded Harp is a 
popular and well known watering hole 
located within the mercantile district. The 
tavern is also known to be a hotbed of local 
gossip and information. 

The War Wizards: and elite order of 
battlemages whose powers are focused on 
the art of war. They all loyal to the crown 
and protect Cormyr from all threats. Toril 
Moonknight is a young Lieutenant in the 
War Wizards who is talented and on the rise. 

The Purple Dragon Knights: an elite order 
of knights that lead the armies of Cormyr. 
Brand Bloodhawk is the Knight-General of 
the order. It is well known that Brand grew 
up on the streets of Suzail as a pickpocket of 
the Twist but a chance encounter with the 
Prince forever changed his life and that of 
Cormyr. 

The Twist: Local thieves’ guild that 
operates all illegal activities with significant 
influence and dealings in commerce and 
trade. Rumoured to be run by the Man of 
Many Faces. 

The Harpers: are a semi-secret society that 
seeks to maintain order in the realms.     

Character Classes 

You can play any of the races in the Players 
Handbooks 1, 2, and 3 and the Forgotten 
Realms Players Guide. For racial origins and 
History in Faerûn please see the Forgotten 
Realms Players Guide which I can provide. 

Character Connections 

As you think about your character 
background, please consider connections 
between your character and the other player 
characters, and try to forge a strong bond 
with at least one other character.  
Besides other player characters, you might 
also have ties to NPCs in Suzail. 

Magic Items 

You can’t routinely buy or sell magic items 
in this campaign. You can use the Enchant 
Magic Item and Disenchant Magic Item 
rituals to create the items you want and 
convert unwanted items to residuum which 
can be sold for money. 

 


