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The major alignments are Balance, Chaos, Law and the Elder.  Within the Elder there are four sub-groups.  They are the Sidh, the Kotothi, the Elder and Shamanic Elder.  A basic description of the concerns and proclivities of these groups can be found in the sections below.





BALANCE





Balance is devoted to preserving itself.  They cunningly, and violently, insure that no other alignment can overpower its enemies by opposing the strong and aiding the weak.  They are primarily concerned, at this time, with maintaining the balance between Chaos and Law.





CHAOS





Chaos is devoted, first, to the destruction of Law and, second, to the return of all existence to a state of primeval nothingness.  It will choose to serve those that serve these goals through their actions.  It will battle those that oppose them.  It preys on those that do neither.





LAW





Law is devoted to the total end of Chaos and Disorder.  They seek to maintain that which maintains or strengthen Law.  It strives to end things that maintain or strengthen the forces of Chaos.  From a follower, Law will tend to demand and reward good actions, devotion to the goals above and practicing of the gentle emotions, i.e. love, mercy, generosity, etc.





ELDER FORCES





The Elder alignment is fragmented into four, more or less conflicting, groups.  They are:





THE SIDH





The eldest of the elder, the Sidh are dedicated to preserving that which remains of their domains.  Where possible, they may seek to expand their hold at the expense of their enemies.  They will not do so if the effort is a major risk to what they already have.





THE KOTOTHI





The Kotothi are the children, and major creations of the God Kototh.  They have a jealous hatred of most other races, and are noted for their greed, cruelty and ferocity


Some of the Kotothi, i.e. the Daoine Sidhe, Baobhan Sith, etc. are forces that were seduced into the service of Kototh by a fatal hatred that drives them.  This hatred, when applicable, will color the actions of these creatures.  In general, the Kotothi seek to prove their own superiority through the destruction or humiliation of others, especially their enemies.





THE ELDER





These races are capricious in their actions.  They can be friendly, extremely deadly, or deliberately mischievious.  They have a definite opinion of what belongs to them and how they should be treated.  The way that they treat those that they encounter depends on the actions of that person or party in relation to these perceptions.  They tolerate nothing that assaults their rights or land.  They can befriend those that show them honor and respect.  They trick and mislead those who do neither or who show fear.





SHAMANIC ELDER





These forces are concerned with the preservation of wild, animate life.  They are the patrons, friends and guardians of wild animals.  They are the deadly enemies of people who assault that which they protect.  Except for this protective function, and Shaman contacts, these forces avoid contact with other races.








�
ALIGNMENT CONFLICTS





As is noted throughout the creature descriptions, and other places, a great deal of conflict exists between the various alignments.  In all cases, these conflicts evolve from one or both of the following causes:


	A.	The alignments are diametric opposites in their power, moral orientation and goals.


	B.	One or both of the enemy alignments, historically, have inflicted, or caused the infliction 			of, major reverses on the other.  The major conflicts that exist, and that the Referee may 			use to color his game, are described in the section that follows.





�
LAW VS CHAOS





Both causes above apply to this confrontation.  The alignments are diametrically opposed on all grounds and Chaos is irreconcilably furious at the creation of Law to forestall the return of nothingness.  No peace can exist between these alignments.  They will war until both are negated or one is destroyed.





SIDH VS KOTOTHI





In the Golden Age, the Elder and Sidh Gods were prolific creators of stunningly beautiful creatures.  This irked a jealous Kototh and, in spite, he created races to counter, and better, the Sidh creations.  When the Sidh ridiculed them as monstrosities, Kototh was furious at them.


With the betrayal of the True World to Chaos, by Kototh, the Sidh’s feelings of distain and distaste for the Kotothi became virulent hatred and disgust.  To this day, nothing is more hated by a Troll than is an Elf, nothing is more disgusting to an Elf than is a Troll.  The hatred festers unabated and the Kotothi war on, and are warred on by, the Sidh.


























KOTOTHI VS LAW





The Kotothi hatred of Law stems from its creation.  Law was created from the sphere that was coveted by Kototh, the price of his betrayal as it was.  When they were born, the God of Law fought Kototh and, defeating him, banned him from the heavens forever.  By doing so, they deprived him of the fruits of his betrayal and brought forth the full flower of his hatred.  To serve Kototh, the Kotothi hate Law.  In most cases, this hatred is combined with a good measure of fear.





SHAMANIC ELDER VS LAW and CHAOS





The hatred of Shamanic forces stems from the efforts made by Law and Chaos forces to subvert and control the forces that these forces protect.  This opposition engenders a total suspicion of Law and Chaos that allows no margin of error.  Any imposition on the freedom of the Shamanic forces is viewed as an attack and is repaid as such.  As an alignment, they do not seek combat but they do revel in its arrival.





ELDER VS KOTOTHI





The elder despise Kototh for his treachery, which led to the fragmentation of their world.  They hate his children and creations for their foul disregard of elder rights and property.
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THE GOD KOTOTH





Kototh, the Great Serpent, plays a major role in the cosmology of these worlds.  His historical actions were both a great aid, and terrible detriment, to the Elder.  Philosophically, he can be viewed as combining the ambition, creative impulse and emotion of a Loki with the cunning and unpredictability of Coyote (a Native American trickster god).  Among the races that he fathered, in an endless quest to prove his supremacy, were many serpent forms, Trolls, Trold Folk, Goblins, Great Apes and the first Dragons.  Of these, the Dragons and Great Serpents are his true children.  The others are mere creations that are only secondarily related to him through their ruling gods.





THE SUN-SHY





The majority of Elder races are nocturnal.  The sun, a new creation in the history of this mythos, did not exist when they drew their first breath.  They do not care for the harshness of its light and avoid it as much as possible.  In some cases, the light of the sun is fatal to them.  They were not created for a world heated by such an “odious” creation and do not approve of its existence in the least.  (Thus, in the Lower World, no sun shines and all are happy in twilight).





THE HUMAN CONDITION





The human race was born as a direct result of the conflict of the gods.  They are not the children of any one alignment.  Rather, in their genesis, they contain substance from all the forces of existance.  For this reason, mankind has a unique advantage over other races, vis-a-vis alignment, morality, etc.  This advantage is Free Will.  Because of this advantage, man is the key to the maintainance, or destruction, of balance and is subject to the jealous hatred of many.  Because of the race’s relative youth, it is viewed with distain and/or condescending respect by others.  Because of the mixture of forces that are its essential core, it is despised by others, especially the Jinn Races.


