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Witch’s Valley head 
 

Witch’s Valley is a broad, desolate vale near the southern end of the great Scar, 

a volcanic tear in the fabric of the land, and reality, in eastern Alarius, from 

which spread negative energies. The Scar’s influence blights the lands around it 

for very many miles, and while the Witch’s Valley is mostly sheltered from its 

direct effects by a narrow mountain belt, it too suffers from its relative 

proximity, while a higher, broader mountain belt better protects the lands 

south and southwest of it. The Valley itself is over 200 miles long (300+ 

kilometres) and up to 50 miles wide in places (80 km). 

 The mapped area of the Valley’s northwestern end lies approximately 200 

miles from the southern end of The Scar, with the closest noted habitation, one 

of the watchtowers that ring the southern end of The Scar, set among the 

mountains around it, roughly 50 miles to the north-northeast, over the Witch 

Head Mountains (including some of the highest peaks among those mountains). 

The closest settlement, the Orcish town of Ponka, lies far off over the broader 

mountain belt south of the Valley, some 135 miles away (220 km). The map’s 

latitude is centred at roughly 37 degrees North, and covers the transition 

between the rugged Valley (in its southeastern part) to the still more rugged 

Witch Head Mountains. 

 There is very little sign of humanoid habitation here, and no real 

evidence of civilization for the most part - no roads or even trails, for example. 

There are hints in places that this was not always so, suggesting the creeping 

blight from The Scar has altered things in this vicinity over a very long time. 

Even the few watercourses are lacking in sparkle, and while mostly potable, 

sometimes need using with care, as the commonly stunted, windblown 

vegetation, including a few scattered stands of trees, may indicate. Wildlife 

here is similarly sparse, and always very wary, for all the broken landscape 

provides ample hiding places. 

 All the labelled map features are noted briefly below, with their names 

designed to be descriptive or indicative only, given the few locals have no 

others with whom to share their names for such sites. 

 

Labelled Locations 
 

Basilisk Nest: Near the northwestern side-edge of the map, close by the 

northwest end of New Rift canyon, a basilisk has made its nest in the inverted 

skull of a dragon. Its stony eggs are further guarded by a swarm of poisonous 

spiders. 

 

Black Cat Falls: Very close to the northwestern top map edge, one of the more 

major river channels drops sheer down a high cliff as an impressive series of 

magical waterfalls, with a deep, broad plunge-pool at their foot. Those coming 

here and spotting a black wildcat stalking near the Falls may stand by them, and 

draw from within the descending water a single desired weapon or tool. While 

of excellent quality, anything so-taken has a curse upon it that affects the 

person involved whenever they use the object. 

 

Black Rock Valley: A small side valley in the western part of the map, through 

which flows a minor tributary to one of the rivers here. It is dominated by a 

huge, black, hexagonal, basalt column that rises straight from the low-lying 

land on the north bank of the stream. The rock is though not high enough to be 
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seen from beyond this side valley, unless the viewer is in the air, or higher up on 

a nearby mountainside. 

 

Black Smoke Hollow: In the map’s mid-west, near where the mountain slopes 

start to ease into the edge of Witch’s Valley, is a distinct narrowing of the 

river valley there, where a number of minor volcanic vents regularly pour 

forth smoke and fumes, usually in dark, sometimes toxic, clouds. New vents can 

open-up without warning, although the more active ones have tell-tale stains 

near them. 

 

Bone Cairn: Over in the mid-eastern side of the map, just in the Valley proper, 

and out in the midst of a more level, open area, is a large heap much like a 

typical rock cairn, except this one is a mixture of different kinds of animal and 

humanoid bones, many of them broken or smashed. 

 

Box Canyon: North of New Rift in the  northwestern map corner is a less deep, 

more open stretch of river valley, which has high, steep cliffs enclosing its 

western end, almost on the map’s edge. The river drops down a waterfall over 

part of these cliffs (not shown on the map, since a mountain peak hides it from 

view there). For non-climbers, this is a dead-end valley, for all it is also more 

sheltered than many places nearby. 

 

Carven Cliff: In the middle of the lower southern part of the map, the river 

valley running across there skirts an upstanding minor sill, angled so that its 

steeper sides face southwest and southeast. On the higher southern cliffs of the 

angle where these two faces meet, someone has carefully carved in low relief a 

map of the local area. The dark grey dolerite rock makes this difficult to see 

details from unless the lighting angle is just right. When it is viewed correctly, 

it shows the main river lines and mountain peaks, along with certain other 

significant elements from the landscape, although these do not include the New 

Rift, any of the caves or the Methane Lake. Above this map on the clifftop is a 

rusted old Dwarven axe embedded in a bleached minotaur’s skull. 

 

Cockatrice Hills: In the lower southwestern part of the map, among some low 

hills there, lurks at least one cockatrice. There may be others elsewhere nearby. 

 

Crypt of the Necromancers: Not far from the map’s centre, around the edge of 

the Valley where the mountain slopes begin, is a cave entrance in one of the 

mountainsides that leads into this underground complex. The Crypt is detailed 

by a separate Atlas map. 

 

Everwinter Vale: One among various weird magical effects The Scar seems to 

help create, attract and often corrupt, this is a broad valley extending off the 

northeast map corner which is always in the grip of winter, with snow, ice, 

frosts, freezing rain and so forth, despite its relative lack of altitude, and the 

fact this part of Alarius is essentially near-tropical. There is no glacier here, 

only a stream, although it is frozen over until it passes between Manticore 

Heights and Wyvern Pike, where it becomes a normally-flowing stream again. 

 

Floating Head peak: A notably high mountain in the northwestern map corner, 

this has a curious group of magically-floating, large, carved stone heads 

endlessly circling around its summit. No one has ever managed to count their 

number, so it is said (if said by very few), and the number may change at times. 
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Fog Vale: In the river valley south of Box Canyon, near its confluence with the 

river out of New Rift, conditions often are ideal for the repeated occurrence of 

fog and mist for a couple of miles or more. The fog usually dissipates by the 

time the river reaches Great Gate Circle, a little further south. 

 

Fungous Cave: Above the river that descends from Black Cat Falls, south of 

Floating Head Peak in the northwest map quarter, is a cave opening inside which 

is a series of caverns filled with many delicate fungi. Some are self-luminous, 

though all will crumble away or break at the slightest touch, releasing a 

variety of different kinds of toxic spores. 

 

Giant Satyr: A small cavern complex in the map’s southwest, which is home to a 

giant satyr, an especially wild, rustic type of humanoid giant, having the form 

of a typical satyr. It is the leader of a band of Goblins which all have the same 

curious horizontal pupil slits as the giant, although the Goblins have no other 

goatish features. 

 

Glowing Cavern: North of the map’s centre, in the midst of the less accessible 

mountains nearby, is a cave mouth that sometimes seems to glow after dark, with 

a flickering, variable, reddish light. Something about the cave makes the walls 

glow this way inside, and there is a portal rift in it, deeper down, that leads to 

a fiery elemental region far from here. It is guarded by a group of hell-hounds, 

although they are not present in the cave all the time. 

 

Great Gate Circle: South of Fog Vale along the river that flows through there, 

on its east bank, is a group of standing stones in a loosely-defined ring, 

encircling a large, free-standing, carved stone, open gateway. The carvings on 

the gateway are very weather-worn, yet remain highly decorative, in a flowing, 

abstract fashion. The Gate seems far more ancient and sophisticated in style 

than the stone circle around it. 

 

Hanging Crystal: Close to the mid-northern map edge is a hollow surrounded by 

mountains, over the middle of which small plain hangs a large, single, mineral 

crystal, suspended in the air, held there apparently by its own magical potential. 

It has a translucent purple coloration, and while not quite flawless in shape, it 

is a very impressive object. 

 

Little Flamer: In the Valley well away from the true mountains, tucked right 

into the map’s southeast corner, is a small, occasionally active, basaltic 

volcano, with a low-angled cone. It makes for a distinctive landmark at least, 

even when it is inactive. 

 

Luring Wisp Cairn: On the eastern river bank in the midst of Fog Vale is a large 

cairn heap made of bones, standing atop a low rise. Into its top is stuck a 

flagpole with an old, mouldering, faded flag hanging limply from it. A will 

o’wisp haunts this area, luring anyone unfortunate enough to pass by, especially 

in the fog, to fall into one of the deep, steep-sided old mining pits and shafts 

nearby. The wisp takes every advantage of conditions here, and seems able 

sometimes to attract and thicken the fog in its vicinity. 

 

Manticore Heights: A pair of notable mountains face one another across the 

valley that runs out of Everwinter Vale in the northeast map corner, Wyvern 

Pike on the east side, and Manticore Heights on the west. Manticore Heights 

has a double peak, and in the cleft between are the nests and shallow caves used 
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by a small group of manticores. They sometimes scrap with the wyverns from 

over the valley, when they are not out hunting. They are more often seen in 

flight somewhere over this mapped area, however, much like the wyverns. 

 

Methane Lake: Hidden away in a secluded hollow near the northwestern map 

corner is a large lake, into which, and from which, no stream flows. Wisps of 

what seem steam can be seen floating near its surface at times, and frost always 

rimes its banks. Similarly, the air here is perpetually very cold, as this is one of 

the region’s greatest oddities, a lake of liquid methane. Since methane freezes 

solid below about -182 degrees C (-296 degrees F) and boils above -162 deg C (-259 

deg F), this should be an impossibility. Something magical here though means it 

is not. The cold hereabouts is of course deadly to most living things. 

 

New Rift: The western river that runs into Fog Vale approaches from off-map, 

and then through a very deep, narrow gorge, whose rocks are oddly sharp and 

angular, as if the feature had only quite recently, and suddenly, opened up. 

Indeed, this seems to be the case, as old maps and tales  - what few survive from 

this area, and including the map at Carven Cliff - do not show or mention it. It 

is a remarkable element in the area now, certainly. 

 

Organ-Pipe Canyon: Less a canyon than a minor valley near the map’s southwest 

edge, this is notable for the numerous, fairly low, black basalt columns along 

it, sometimes singly, sometimes in groups. Collectively, they all form a loosely 

linear structure running generally east-west along the vale. 

 

Painted Rock: By the west bank of the river that flows through Box Canyon and 

Fog Vale in the map’s western half, where it reaches the Valley, is this huge 

boulder. Across most of its visible surfaces are ancient paintings showing 

somewhat stylised humanoids, animals and a number of unidentifiable objects 

or creatures seeming to be in the air. The style is apparently unique to this 

object locally. 

 

Ragged Caldera: Another of the map’s northwestern corner features, this looks 

rather like the crater a collapsed mountain might leave behind, which is 

largely what it is, an old volcano that had emptied of magma, hollowed-out, 

and then collapsed into itself. There is much very rugged terrain in, over and 

around it. 

 

Red Mist Spectres: In the Valley downstream from the Carven Cliff, and on its 

opposite bank, not far from the central-southern map edge, pinkish-red mists 

may be commonly seen. Within these mists, ghostly forms can be glimpsed, some 

of which are undead spectres, liable to attack any who venture into the mists, 

although fortunately, these creatures seem unable to move beyond the mist-

affected area. 

 

Spiderweb City Canyon: A smaller, less wide and less deep ravine than New Rift 

on the opposite, eastern, side of the map, this is a far older ravine, steep-sided, 

and apparently naturally cut over time by the stream that runs through it. 

There are many spiderwebs in and across it at various heights, spun by huge 

numbers of rat-sized spiders. In the valley bottom, by the stream, is a city-sized 

settlement, entirely covered, and largely obscured by webs. The city’s only 

living inhabitants now are still more of the spiders. 
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Strong Magnetism: East of the eastern main river on the map, in the Valley, 

there is a curiously regular-looking, large earthen mound, clearly of 

deliberate construction. On top of this mound is a large cube of polished black 

basalt, run through with bright green mineral veins. A remarkably strong 

magnetic force attracts iron-rich metals and objects towards this feature, 

although it seems the force emanates from either within the sculpted mound, or 

the earth, rock and low hills around it, not the cube (which may have been 

placed as a marker, or perhaps a warning). The force is strong enough to deflect 

compass needles and lodestones within roughly two miles (three kilometres), or 

sometimes further, while within about half a mile (0.8 km), loose pieces of iron-

rich materials will be physically pulled towards this zone. Such fragments and 

small items can be found in the soil near, on and in the mound, which are 

usually impossible to pick up because of the magnetic force. Iron-rich weapons 

and armour - even if magical - will be affected too, and the force itself appears 

to have a magical source. The magnetism grows continually stronger closer to 

the mound. 

 

Sylvan Idol: A rare relic of past, better times, in this region, this is a tall, 

sculpted stone, standing in the remains of an old grove of trees on the east bank 

of the map’s main eastern river, near the horizontal centre-line of the map. 

While ancient and weatherworn, the carved figure still retains the look of a 

regal, dryad deity. There are hints too, up and downstream of this location, of 

former woodland glories here, as the trees by the river within a mile or so are 

more numerous, in better condition and of a more natural growth pattern than 

many others seen elsewhere in this region. More normal animals may be 

glimpsed in this small valley segment as well. 

 

Two-Headed Ogres: In the Valley south of the Strong Magnetism site, and also 

east of the river, a hillside cavern complex is home to a small tribe of two-

headed Ogres. They kill any single-headed Ogres born here to preserve their 

own perceived “purity”. All other “monoheads” are considered animal prey by 

them as well. They might treat a triple-headed (or more) creature as a deity, by 

contrast. 

 

Wyvern Pike: A tall, steep mountain in the northeastern corner of the map, on 

the east side of the valley just south of Everwinter Vale, facing the twin-headed 

peak of Manticore Heights on the opposite river bank. Small caverns and larger 

ledges towards the mountain’s summit support wyvern nests and broods, with 

numerous wyverns, when they are not out battling the manticores, or scouring 

the region for prey from the air. 


