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Theme: Living peacefully between deep jungle and booming seas is the settlement of Freehold, the only living humans.  Life has gone on for ten generations since the exodus, the fall of the Old Kingdom of Atalban under the conquering Selani armies.  While the old times are remembered in stories and songs, life has adapted to the fishing and hunting realities of life in a semi-tropical cliff-side colony.

But all that is about to change. The colony will be discovered by the Selani by accident. A set of young men and women (our player characters) have been chosen to hold the fate of Freehold in their hands.  Two characters are siblings and are heirs to the throne.

The challenge is overwhelming, a handful against an empire, but the need to avenge the defeat of the Old Kingdom and raise it again upon the ashes of the Selani drives our heroes.

Getting away from classic ("boring") fantasy of Forgotten Realms, the campaign will support different presentations of other races, different races.  Orcs will be known as "tribals" and follow totem animals.  The Crow Tribe was the original inspiration (orc spelled backward).  Elves are the Selani and bring an "evil" to the world in the form of almost Nazi-like belief in their own racial superiority.  Dwarves are generally reclusive and reluctant to get involved in wars.
Rules: The Atalban campaign will utilize Monte Cook's Arcana Unearthed D20 fantasy variant system. Several factors play in its favor including: no alignment crutch, still fantasy but different classes, more flexible magic system, thematic use of ceremonies, no pantheon of gods.  Since the source material is limited, any available rule supplements are fair game (with GM review).  Monte Cook's races will not be used, or at least will not appear in any real numbers in the campaign.

Starting characters will all be human.  The discovery of "now mythical" other races is a key element of the campaign theme and provides an opportunity to establish the races as more interesting than the classic stereotypes.  Some classes are not supported in the "Freehold" starting community but might be obtainable later in the campaign: Oathsworn, for example.
Summary: Life begins idyllically in Freehold. Characters get their first couple levels dealing with natural/local dangers/threats.  Clues are uncovered.
A crow tribesman (orc) stumbles into Freehold, near exhaustion, shocked to find humans living there. Hot in pursuit is a mounted Selani, who is also as shocked as the Crow is.  The PCs are the ones to witness this and react to it.  Will they attack or befriend the Crow tribal?  The Selani will wheel his horse around and charge back the way he came, desperate to tell the rest of his people that humans still live.  Freehold leaders will send the PCs after him if the players don't do it themselves.
Departure from Freehold is a big moment, drawing the PCs away from their home, to discover and survive dangers they didn't know existed.  The Selani leads them to a mountain pass and the location of an Old Kingdom outpost (more clues uncovered).  A way to jump from the outpost back into the heart of the old kingdom is discovered (magic), drawing the characters square into the old lands.

Gaining strength (and levels) along the way, they discover more of the truth about the Old Kingdom and the current Selani rulers.  A means to hurt or defeat the Selani will be sought and  discovered as well as a means to bring back hundreds of thousands of 'disappeared' humans (repopulating the lands so the Selani can be driven out and the PCs will have a kingdom to rule.)  Greater and greater obstacles will be in their way to reaching the means to defeat the Selani.

A final battle in Shanalar, the royal seat of the Old Kingdom, will be the climax of the campaign, hopefully followed by crowning a ruler and the joy and adulation of the saved human race/kingdom.
