In-game Guilds/Alliances

There will be a few guilds or alliances, even temples which will be the standard of the game world.  Whether you are by yourself, or you have a guild, you can join any of these NPC groups provided that you can pass the entrance exams.

The League of Adventurers (LA): 
This is one of the biggest groups in the world.  It is filled with adventurers and explorers, whether is by themselves or in their guilds/group.  This NPC guild contains all the exploration/findings quests throughout the world, and as you take higher rank mission/quests, you will explorer the depth of the world.
The Assassins Union (AU):
This is another one of the biggest group in the world.  They only accept you if you have assassin skills (i.e. speed & stealth).  Their missions/quests require you to assassinate some NPC, and the higher the rank missions/quests are, the more resistance (soldiers, guards) will be there to make your missions/quests much more difficult.
The Mercenary Coalition (MC):
This is one where many would find themselves to join if they are in it for the money.  Those who join this group will have constant quests/missions that will pay greatly, but be warned.  The missions/quests are never easy.
The Council of Magi (CM):
One of the two most respected groups is the Council of Magi.  They are the ones that will set the rules for all magic users.  To join, you just need to have novice magic skill.  The quests/missions are that similar to LA.

The Merchant’s Alliance (MA):
For those who don’t like combat, the Merchant’s Alliance is for them.  It’s easy to join, just make sure you have one novice craft skill, and you are in.  You’ll get discount in NPC stores, but know this – business is like battlefield…
The Laborer’s Union (LU):
This group is for those who mainly want to gather resources and sells them.  The union will have missions/quests which allow players to gather certain amounts of resources and give rewards for the resources.

*** unsure if the following will be used or will be changed in name ***

The Hunter’s Guild (HG):
Do not be confuse the title “Hunter” with the profession “Hunter”, The Hunter’s Guild is not only for the regular hunters (one who hunts and tame wild beasts), but it is also for those who hunts humanoids (Bounty Hunters).  Depends on what type of “Hunter” the person is, they will be taking quest/mission along the chosen type of “Hunter”.  The two major part of the guild are the Hunters and the Bounty Hunters.  A person can put up same mission with both the Mercenaries Coalition and the Hunter’s Guild, and whoever picked up the mission can either work together or compete with each others.
RELIGIOUS BASED GROUP:

Temple of Light:
This is the dominant religious belief in the world.  It is the group of followers who follow the God of Light, Goddess of Peace and Goddess of Life.  This group has evolved from its former form of a peaceful religion to the present form of extreme in the sense of right and wrong.  Within the group, there are two major groups: The Divine Warriors and The Divine Priest.  Each to their specialties:  If you love being a paladin, then joining the Divine Warriors are good for you.  If you want to be the priest, then the Divine Priest is for you.

Temple of Darkness:
This religious group is as powerful as the Temple of Light.  It is the group of followers of Goddess of Darkness, God of Death, and God of War.  Same as the Temple of Light, the Temple of Darkness used to be a more mild form and more benevolent.  But now it had since then evolved into its present form of a dark power that the commoners fear.  The Temple of Darkness has two groups: Blood Templar and Blood Priest.  They are equal in strength and style to that of the groups in Temple of Light, just in opposite element.
Temple of Water:
This is the remnant of the follower of the Goddess of Water.

Temple of Fire:
This is the remnant of the follower of the God of Fire.

Temple of Wind:
This is the remnant of the follower of the Goddess of Wind.

Temple of Earth:
This is the remnant of the follower of the God of Earth.

Except these major ones, you can create your own guilds and whether to join any of the groups above is your choice, but they are there to give you something to do.

There will also be military of which you can join.  (I’ll get more info down next time)

