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About this Guidc

This guide is intended to flesh out the town of Fenhaligon in the Grand Duchg of K arameikos in the Mystara
campaign setting. |t is divided into two sections: a general guide to Fenhaligon’s historg, government, economy,
Physical Iagout, and inhabitants that is suitable for both P|agers and DMs; and a DM’s guide that contains
additional useful information for running an adventure or camPaign in Fcnhaligon, including rumors, P|ot hooks, and
stat blocks for NFCs It is dcsigncd to be used as part of a classic DeD camPaign setin Mgstara using
Basic/ExPert Kules or an Old School Renaissancc ruleset oFrjour choice, but elements could be used by
cntchrising DMs to flesh out any town in thcirgame world, using any set of RPG rules. | ]'wpe someone out there
finds this useful and would a|wags be interested to hear how this material is used in your camPaign. Please feel free

to drop me a line with questions or comments at: baldragcbob@gmai!.com.

A disclaimer: | have tried to keep consistent with official published material and the few bits of fan-published
information regarding Penhaligon that | could find on the web, but | make no claim as to this guide being
“canon” — it’sjust one guy’s take on what | thougl’:t was an interesting and undcrdevcbpcd part of
Karameikos. T his version of Penhaligon is set in game year 1000 AC and therefore does not incorporate
any of the events of \Wrath of the |mmortals. Also note that | have not read the old Penhaligon T rilogy by
D.J. Heinrich, and therefore have not incorporated any of the events of those books into this rendition of
the Penhaligon setting (| have read plot summaries, and have included a few oblique references to some of the

charac’ccrs, but tlﬁcg are quitc different from how l understand thcg are Por‘tragcd in the Books}

Credit where creditis due: | have drawn from several gan-[yublishcd works, including Brian Carawag’s
“Fenhahgor\” entry on the Vaults of Caraway (http://par\dius.com/penha]gn.html) (used with his Pcrmission);

Demetrios’ “Mystara: TheJourney” (https://mgstara-camPaianJche-journcy.obsiclianPortal.com/), «Corliss’
(Guide to Northern K arameikos” bg Damon Brown (httP://Panclius.com/nrthkara‘html), and “Guilds, Orders,
and Secret Societies in K arameikos” by GiamPo|o Agosta (httP://Panclius.com/karagoss). You will see the
annotation “[hat tip: BLANK]” where | took information or insPiration from one of these sources. Any

misinterpretation or mischaracterization of these authors’ works is unintentional and completely my own fault.
i [PHEESI) )

The name “HelPs Half-Mile” and a good bit of the lore about lumberjacks behaving badly is taken from the history
of my own home town, Bag Citﬂ, Michigan‘ | have P|agiarized Iibcra”y from several open sources of historg, but Il
cite here “T he PBlazed T rail? bg Stewart [~ dward White (Publishcd in 1907). | also took insPiration from some
historical Placcs and people identified in “Wicked Bay City Michigan” by Tim Younkman (201 6).

Tcmplatcs for front cover and Parchment pages by Fat Dragon Games, Fublisher’s Choice Qua|it5 Stock Art
© Rick Hersheﬂ/]:at Goblin Games, www.]catclragongamcs.com .

The Fcnhaligon maps were created by me using |nkarnate, www.inkarnate.com

One final disclaimer: this guiclc is unofficial Fan Content Pcrmitted under the [Fan Content Folicq. Not aPProvccl

or endorsed by Wizards. Portions of the materials used are property of Wizards of the C oast. ©\Wizards of the
Coast LLC
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Flaqer’s (Guide to Fcnhaligon

!ntroduetion

Fcnhahgon isa Placc of contrasts. |tis anew town, built on the bones of a vi”agc that has existed here for
hundreds oFyears‘ Jtis a small town, comParcd to the cities of SPccu|arum and K elvin, yet it boasts a magnhciccnt
castle that would be the envy ofa city 10 times its size. [t is famous for its chivalrous knights, but also wide|3 known
as a den of drunken roughnecks. ]ts inhabitants are a sur|3, susPicious, stubborn 1ot, but theg are also hardworking
and don’t think twice about going to extreme lcng’chs to help a stranger because “that’sjust what one does.”
Fenhahgon is both a Place of rural values and time-honored tradition, and a clynamic, Fast—clﬁanging town that is

Pushing the boundaries of K arameikan social order.

Fcnhaligon ata Glancc

T he town of Fcn]ﬁahgon is a walled settlement of 4,000 residents on the banks of the Hillfollow River, rougHy 50
miles north of the city of Kelvin. T he town is the last large PoPulation center heading north on the Duke’s Road,
which actua”g bisects Fcnhaligon from north to south. Dul(e’s Road also divides the town a|ong socio-economic
lines, with the well-to do living on the east side of the road, and the lower classes Iiving on the west side, between
the road and the river. A|t|wough Fenhaligon has some rough neig]nborhooc{s and most of the Popu|ation is what
the modern world would consider “wor‘(ing Poor,” there are no dcspcrate slums. Fvenin the less fortunate

neighl)orhoods, most of the houses are wc”~constructed, albeit small.

Fcnhahgon is famous for two things: one, the magnhciccnt (astle of the T hree Suns; and two, the rowdg, raunchg
striP of bars, bordc”os, and ﬂop~houscs known as “Hc”’s Ha|1c~Mi|c"’ T}vc Castlc tru|g is a wonclcr, rcpletc with a
moat and towers. ]t looks down upon the rest of the town from a ridgc in the northeast corner of Fcnhahgon, and is
Protccted both bg the massive outer stone wall of the town and a sccond, inner wall. “Hc”’s HalF—Milc,” or
Water’s Edgc, as the locals know it,is a small ncighbor!’:ood that runs along the [Hillfollow river on Fcnhahgon’s
west side. |t's here that a veritable army of Iumbcrjacks, teamsters, fur-traders, and soldiers descend every sPring

to fritter away the pay carned during the |ong winter months.

E oca” [istors;l

The town that is now known as Penhaligon was originally established as a small T raladaran fishing and hunting
vi”agc named Rezkova over 200 years ago. Rezkova itself was built on the ruins of the ancient Traladaran city of
Vaion, which was razed in A(725 during the later stages of the Vampire Wars that wracked eastern K arameikos.
Over time, Rezkova became the site of a small standing market where the residents of several villages in the
northern region of K arameikos could meet up to trade goods. The slcch, backwoods vi”agc quicklg grew into a
bustling market town with the arrival of (General Arturus Penhaligonin AC 972. Arturus was an old friend of
Duke Stefan’s from Thgatia whom Stefan assigncd the task of overseeing the construction of (Castellan chp
and the Duke’s Road Keep. T hese massive construction projects required huge amounts of food, labor, building
materials, and other suPPhcs. Avrturus chose the vi”agc of Rezkova as his base of oPcrations and logistics hub for
this effort, and workers quicklg flocked here from all over the region to Providc the manpower, lumbcr, boats,

wagons, and other construction suPPIics that were needed. The construction of the Dul«:’s Road accelerated
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this Population boom, as did the efforts of Arturus’ Persona! band of warriors to seek out and destroy the most

dangerous threats in the region. The influx of mostlg single, most|3 male, laborers led to a massive increase in the

number of bars, taverns, ale houscs, saloons, and Pubs (as well other unsavory businesscs), causir\g Rezkova to

become known as “the watering hole of the north.” The burgconing town quick|3 gainecl a rcPutation for

drunkenness and debauchery, and it was claimed that more bars existed in Kezkova than there were houses (not

true, but Fenhaligon todag Probab|3 does have more drinking establishments per capita than any other city in

K arameikos).

Mang of the T raladaran elders who had lived in Rezkova their whole lives did not take Lind|3 to the arrival of this

“Thgatian mercenary and his gang of tl‘uugs.” Thcy organizcd strikes, work stoppages, and riots to protest the

destruction of their way of life. Arturus resPonded in his usual brutal and efficient manner — bg rounding up the

ring~lcadcrs and }‘xaving them beheaded — and then Proccedcd on with his grand construction Pro_jccts This

incic[ent, dubbed “Thc Massacrc” bg the Tra|adaran community, sowed great hatred for Arturus among the Iong~

term residents of Rczkova, but Arturus’ men were so successful in snuging out any further attemPts at insurrection

that the seeds of rebellion were washed away in the ongoing Population boom and economic cxPansion of the

burgconing town.

After the completion of Duke’s Road KeeP in AC 978
and Caste”an KeeP in AC 979, General Arturus was
e TR Sty = d Sresrage oy [Dules
Stefan in recogpnition of his achievements. [Jowever,
Duke Stefan withheld the title of Baron, since Arturus
was not of noble T hyatian birth and had not been in the
first wave of followers that accomPanied Duke Stefan
from Thgatis‘ | ord Fcnhahgon chose Rezkova to be the
scat of his estate, and immcdiatc|g bcgan the
construction of the magnificent Castle of the T hree
Suns, which was completed in A(988. His intentions
for building this C astle were two-fold. [First, the castle
would be the linchpin to the defense of northern
Karameikos, as it would be the primary source of
reinforcement and supply to the garrisons at Castellan
Kecp and Dukc’s Road chp. Sccond, Arturus
wanted to reform his image as a brutal killer, and intended
that the castle become a beacon to goocug lcniglﬂts that
embodied the best aspects of court|3 chivalrg. He
petitioned and received permission from Duke Stefan to
establish the kniglvtlg Order of the T hree Suns and
Forma”g renamed the once-backwoods vi”agc of Rezkova
to Penhaligon to reflect this new identity and to burnish
his Icgacg.

I ord Arturus
Arturus Fenl‘ualigon came from a middle-class Tl‘:yatian family, but he

Provccl 50 comPctcnt and efficient at warfare that he rose t]vrough
the ranks rather quicug, acl’xieving the Position of chate, or
General, in the Thgatian army at the age of 36. e oversaw several
successful campaigns and earned a reputation as a wily and brutal
commander. As a gencral, he welcomed warriors from all races,
nations, and walks of life into his service, as [ong as thcg were good at
tl’vcirjob‘ T he Karameikos Familg was one of Arturus’ car|9 patrons,
and after Stefan K arameikos cIcPartch Thgatis for his new
territories, Arturus was drawn into Thyatian Politics. Despite his
skill at war, Arturus was ill-suited for Po|itic5 and backed the wrong,
sideina Po[itica[ power strugglc‘ Conscqucntly, he was striPPcc] of
his rank, c’ispossesscd from his estate, and exiled within two years of
Stefan’s deParture —an ignoblc fall from grace. Arriving in

K arameikos with on[y his Pcrsona| weapons and armor, a small band
of his most loya] warriors, and his tail between his lcgs, Arturus was
quicug put to work bg his old patron Duke SteFanA However,
Stefan resented that Arturus had initia”g chosen to remain in
Tl‘uﬂatis rather than accompany him, and would subscquently award
Arturus onlg an estate for his achievements in securing K arameikos’
northern borc’cr, rather than the ljarony that Ar‘turus (rightb) felthe
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Most of Arturus’ time as ruler was taken up Builcling the Cast!e of the Tl'wrce Suns and the massive walls
surrounding the town, but two notable incidents stand out during this Period. The first was an attack in AC 983
175 a Iargc army of orcs led 173 their warboss Ang)ok Goldtusk. Arturus commanded a masterful defense and
Goldtusk was Fina”g defeatedina cavalry chargc led bg Sir FPontius “C oldheart” Severingin. T he otherincident
was an incursion of undead that nearly breached the town’s defenses in el The undead horde was defeated

on|3 when a group of knights and dlerics sacrificed themselves to destrog the necromancer Sutorus.

Thc estate of Fcnl‘raligon has continued to grow over the years, and several knights of the T}‘zrcc Suns have
been awarded smaller estates of their own in the region. However, the town is still struggling to shed its image as
a drunken, backwoods vi”agc that exists onlg to supplg soldiers and |umberjac§<s with a Placc to squandcr their
pay. The current ruler, Lad3 Arteris Fenl‘xahgon, has visions oFgrowing Fenhahgon into the urbane,
soPhisticatca scat of a hugc barong that stretches from the Hillfollow River in the west all the way to the Altan
Tepes Mountains and the border with Thgatis in the cast.

FoEulation

RougHg 4,000 PCOPIC make Fen}waligon their home, but the Population annua”g swells to 6,000 -,7,000 during the
spring and summer trading seasons, when thousands of |umbmjac1<s, traders, soldiers, and adventurers arrive. | he
lumbcnjaclcs that have been 1iving in out|3ing lumber camps during the winter “?c”ing season” come like clockwork
every sPring with several months of back pay in their Pocht and a pent-up aPPctitc for drink, women, and
entertainment. SPring also marks the arrival of the first largc trade caravans from Selenica, and the
commencement of riverboat travel as the winter’s ice on the [Hillfollow River breaks up- Last|3, sPring is also the
time when the garrisons at Duke’s Road KecP and Castellan Kecp are relieved, and a several hundred soldiers
transit through Fcnhahgon. T his annual PoPu|ation boom is both a source of concern for the Hcar-rouncl
residents, who know to look out for the invasion of t]qirstg, amorous woodsmen and soldiers, and an economic

windfall for |egitimatc merchants and dens of iniquitg alike.

The town’s population is 90% human, with roughly two-thirds of that number consisting of lower-class T raladaran
laborers and simplc craftsmen. | he other third is made up rnostlg of uPPcr~class lmights, warriors, and merchants
of T hyatian ancestry, with a smattering of immigrants from Darokin. T here is also a small demi-human community
of dwarves, clves, gnomes and halflings. Dwarves and gnomes make up the largest portion of the non-human
contingent, and are primarily merchants and/or trade representatives from [Highforge. The small elvish population
consists mainly of a delegation from Callarii that has been sent to lobby [ ady Arteris to scale back the extent of
the town’s logging industry (complctclg unsuccessful, so far, but elves are nothing if not patient).

E ntering the T own

Therc are three gates |cading into and out of the town: the Dukc’s Gatc, located on the southern side of town;
the ]ronon: Gatc ()Cormcrlg known as Hi”sgatc), on the cast sidc; and the Nortl‘n C]atc, througlﬁ which Dukc’s
Road continues north to Dul«:’s Road Kecp and Castc”an chP. E_ach of the gates are manned bg a squacl of
men-at-arms around the c|oci<, with another squad on call ncarbg rcac[g to come to their assistance in a matter of
minutes, if necessary. The gates are open only during daglfght hours and visitors arriving after sundown are

rcquircd to wait outside the town until dawn, except for cxtraordinarg circumstances. Fcnhahgon can also be
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entered via the [Hillfollow River. T ravelers arriving on riverboat or via Fcrrg from the other side of the river will be

met at the docks by a squac{ of men-at-arms and a customs official.

Merchants and visitors must pay a toll to enter Fcnhaligon or travel past it on the Hi”{:o”ow River. Merchants are
chargcd 1% of the assessed value of t}vcirgoods, peasants and laborers 1 cp, gcoman/middlc class visitors 2 cp
and warriors or adventurers i sp per person, with an additional 5 sP/Pcrson fee if theg wish to bring weapons inside
(otherwise, the gate guards will store them and issue a claim token). T he same tolls/fees aPP'ﬂ to merchants and

visitors arriving via boat.

Dc{:cnscs/ fortifications

Fenhaligon maintains a standing force of 500 men-at-arms ([1), outfitted in chainmail, with spears, short-swords,
and/or crossbows, 10 knights (F7, full Plate with sl‘uicld, |ancc, long sword, battle axe, or war hammer) and 20
squfrcs (-6, P|atc mail, shield, longsword, and lance). T he commander of the garrison is Sir Lﬂlc C]ragbow
(HM, age 60), the Hospita”cr of the Order of T hree Suns who is known as T he Shovcl Knig}wt.” |n addition
to manning the walls of the town, this force is responsible for patrolling up and down Duke’s Road and the
countryside immediately surrounding Penhaligon. [hat tip: Caraway]

T he town is well-fortified, and has withstood several attacks by Iargc bands of orcs and bugbcars in the past. In
kecPir\g with Arturus’ intent to make this town the backbone of K arameikos’ northern defenses, the outer wallis
made of stone, thir’cy feet high and ten feet thick, toPPecl with battlements, and studded with towers. All three
gates have a massive Portcu”is, as well as an inner barbican that would form a sccondar3 ki”ing zone for any
invaders that managecl to breach the main gate. Sir Gragbow has Plans in P!ace to quickly throw up additional
ditches, earthworks, abatis, and cheval-de-frise to further reinforce the town’s fortifications as necessary.
Although there is no wall facing the river, most of the riverbank is a steep rocky bluff that forms a natural
fortification against attack. |n addition, the river side of Penhaligon is defended by Moldvay Keep at the northern

end of town, two watchtowers ovcrsceing the docks, and a small fort across the river that guards the Fcrrg Ianc{ing.

|n times of crisis, the stancling force of men-at-arms and knights will be augmented with 50 members of the town
watch, who will be issued crossbows from the castle armory. ]__acly Fenhahgon could also call on 20 kr\ights, =KO)
squires, and 100 men-at-arms from out!ging estates bclonging to her most senior {:o"owers, 200 yeoman archers
from the surrouncling farms, 200 - 2,000 axemen (Iumberjacl(s, number will vary clcPcnding upon the time oFyear,
with more available c{uring the summer months), and a bevg of wizards and clerics who reside in town. Lac{g
Fenhahgon herself is an able warrior with a PCHC]"IaI’\t for bringing adventurers of exceptior\a| abilitg into her CmPIOH’

and her Persor\a| retinue of followers would be a formidable force in its own right.

Last[g, any invader who managecl to breach the walls would face stiff resistance from the townsfolk themselves.
Although not trained warriors, this is very much a frontier town, and the Population is a tougl‘w and stubborn lot that
would fight with whatever weapons they could find. [ ven the babushkaswould wield their kitchen knives and
Lnitting needles to attack any invaders!

Page 7




Fcnhaligon’s economy is chcndent upon trade. Strategicany located on Dukc’s Roac[ and alongsidc the
Hillfollow River, Fenhaligon is a major stop on the Spccularum~Kclvin~Selcnica trade route and there is a
constant stream of boats sai[ing up and down the river and wagon caravans travcling in both directions along
Dul(c’s Roa& ]t cxPorts hugc amounts of lumber and fur taken from the grca’c hardwood forests of northern

K arameikos, and imPor‘cs gooc[s that cannot be Produced loca”g |nternal to the town, there is active trade in the
basic necessities — Producc and meat brougl‘nt in bg hunters from ncarbg farms, fish taken from the river, cloth,
shoes, candles, and other drg goods —and Fcnhaligon is Iargely self-sufficient in these basic goods‘ Jts Position as
the last ma_jor Popu|ation centeron Dukc’s Road |cading north to Dukc’s Road KCCP and Castc”an chp has
allowed a number of businesses to flourish that cater to soldiers and advcnturers, such as weapon and armor
smiths. Tl’ac town hosts a number of inns that Providc Iodging to weary travelers and merchants, and Pcrhaps, most
Famous|3, an inordinate number of taverns, Pubs, a|c~|70uscs, brothels and other establishments that satis{:g the
needs of the hundreds of thirstg lumbcrjacks, traPPers, teamsters, soldicrs, and adventurers that descend upon the

town every sPring‘

| ord Arturus was known to be a canny |ogistician and businessman, in addition to being a cunning tactician and
fierce warrior. [is daug)hter, Lady Arteris, has demonstrated the same shrewd business sense. | axes are levied
on both incoming and outgoinggoods, yet the rates are kcpt low enoug,lw to encourage commerce. Evcrg visitor or
resident of Fcnhaligon pays a fee to enter or a tax to live herc, but the rates vary chcnding upon cach Pcrson’s
status and wcalth, and are not considered onerous }39 the standards of the dag‘ Hcr Minister of Tradc, Dalton
Bodwgn, has bcgun to stake Promising business ventures (o{:’ccn those owned bg womcn) in cxchangc for a share
of their future Profits and with the condition that tl‘ucg use “| hree Suns” as part of their name. |n addition to
turning a stcadg Pro{:it, this initiative is part of Arteris’ vision to grow Fcnlﬁaligon into a barong, changc its image by
cxPorting qualitg goods and services under a rccognizable name (i.c., “branding” in todag’s Parlancc), and clﬁa”cngc

Pcrccivcd social norms for women (thus Paving the way for her to be named Paroness).

i aw andg zrdcr

Despite its reputation as a rough-and-tumble town, most of the crime in Penhaligon is of the petty variety, with
simple thefts and drunken brawls the most common offences. T he town watch consists of only 50 members, though
this number can be quicuy augmcntcd bg armored men-at-arms from Ladg Fcnhaligon’s army, if necessary. The
head of the town watch is Captain Arielle T anill (7, age 32), a tough-as-nails, no-nonsense woman who leads
by example and is well respected by the townsfolk and members of the watch. She prefers to hire watchmen who
grew up in the town, and hires big, tough men (many former Iumbcrjacks} who can not only take care of themselves in
a fight, but can follow orders and use common sense and tact to de-escalate tense situations. \Watchmen work in
pairs and are tgPica”g outfitted only with padded armor and truncheons. T he watch’s headquarters andjaﬂ is
located in the neighborhood known as the [Hook, and most of the watch’s Patrols and arrests are carried out in the
Hook and especially along Water's [~ dge, as the richer neighborhoods cast of Duke’s Road have their own
Privatc sccuritg guards‘ [hat tiP: Carawag]

There is no formal Thicvcs’ Guild in Fcnhaligon, but there are a number of criminals that are haPPH to lightcn the
purse of a visiting |umbeljac‘< or adventurer, either by theft or by Providing some type of illicit service. | here are a
few street gangs in the poorer ncighborhoods that engage in burglarﬂ, muggings, and Protection schemcs, but




these gangs are usua”yjust groups of young touglws, and thcy come and go raPicIIB, since CaPtain Tanillis quick
to come down hard on any gangs that draw too much attention to themselves. Aruj visitor to the infamous [Hell’s
Half-Acre will certainly encounter a number of unsavory characters: drunk Iumbcrjacks and soldiers sPoiling fora
Fight; Picl(-Pockcts Preying on the drunk and careless; Prostitutes dcsperate to turn a trick and/or steal some coin;

and PCI‘I’]aPS worst of all, the greedy Proprietors of these seedrj dives!

! own Lag Out

Fenhalfgon is bisected on the north-south axis by Duke’s Road and on the east-west axis 173 Suncrest Road.
Socioeconomicalll.j, the town is divided into two halves: the blue-collar and lower-class | raladarans live on the
west side of Duke’s Road, and the uPPer~c|ass merchants and other wca|th3 individua]s(Primarily Thgatians),
a|ong with most of the demi-human residents and visitors, live on the east side. | he town is divided into six wards,
P]us the large Cast|e of the Three Suns comPound, a|’chough Fenhaligon is still small enough that most of the

locals will refer to neiglqborhoods rather than wards.

The uPrivchard consists of the original Rezkova market (now the ncig}vborhood known as Old T own) and the
old kecp (Moldvay KceP) that was built to protect it over 100 years ago. Many of the inhabitants of Old T own
are riverboat and fishing boat captains whose familics have lived here for several generations. T heir neighbors are
T raladarans who prospered during the development of Fenhaligon and could afford to buy into what was fast
becoming an upper middle-class neighborhood. T he string of buildings on the ridge near Moldvay K cep is known

as Riverview, where several of the wealthiest | raladaran merchants now make their homes.

The Downriver Ward runs
along the river and handles
most of the commercial river
traffic. T his ward includes
five neighborhoods:
Downdocks, | owriver, the
[Hook, Southend, and the
infamous “[Hell's [Half-Mile,”
known |oca”3 as Watcr’s
E_dge. Downdocks is a
commercial area for handling
cargo thatis shippcd up and
down the river, and its
inhabitants are primarily

dockhands. Lowrivcr and the
Hook are the two Poorcst

T heir residents are laborers,

families of |um[:>enjaci<s, mill

f:{gurc ; -Fcn/m/{gon’s Wards workcrs, and other tgpcs of

“working Poor"’ Houses are

shabbier here, and crime more common than in other parts of Fcn}valigon, but thcg are still a far cry from the urban

Fage 9
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slums of Iarge cities like Ke|vin and Specularum. Southend is an insular, solic”g Tra|adarar\ ethnic neighborhood.
]ts residents are a mix of middle class craftsmen such as carpenters, wheelwrights, tinsmiths, butchers, bakers,
cobHers, and chanc”ers, in addition to lumberjacl(s, drovers, caravan guaras, and oarsmen. Water’s Edge is a strip
of seedﬂ bars nestled between River Road and the steeP bank of the T“lighfo”ow Kiver. There are no houses
here, but this street is a raucous hive of activity during spring and summer. The abode of the mysterious

Riverwitch is located nearbﬂ and is rumored to Pre-date even the origina[ Rezkova settlement.

The Southcrn Ward is located near the Duke’s (Gate and consists of three very disparate ncig"xborl‘xoocls:
Comergate, Stoncglen, and f:oursout}m Comcrgatc is an eclectic mix of Pcoplc from all over Karamcikos,
Darokin, and other lands and the houses here vary widcly in stylc and size. Many of its residents are involved in
the caravan trade. Stoncglcn is a somewhat awkward block built around a dwarven cmbassg (or “hoH”) right next
door to an elven cmbassg and the mansion of the elven adventurer Maranen Ravensmane. T}‘rcg make for uneasy
neighbors, and the dwarves are a|ways quick to Point out that t]ﬂeg set up here first, then awoke one morning to find
the elves had aPPcarcd in their backgarch Foursouth is simplg shorthand for the four statclg homes belonging to

some of Fcn]ﬂaligon’s more notc~wort}‘13 citizens.
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The Mcrc]-lant Warcl is where Fenhaligon’s skilled tradesmen and wealthiest merchants have their shoPsA Theg
are Primari|3 Thyatian ethnicitg, but a few cnterPrisir\g and talented | raladaran craftsmen have made the IeaP
across Dul(c’s Road to flourish here, alongsidc afew entrepreneurs hai!ing from outside of Fcnhaligon. ]t has
three neighborhoods; Merchant's Court, Guild Circle, and CoPPer Court. The Prime location along Duke’s
Road consisting of several inns, travel |odges, weapon- and armor-smiths is called Mcrchant’s Court. CoPPer
Court hosts several business that cater to travelers Passing through on Duke’s Road as well as uPPer~c|ass
residents of the town. (Guild Circle is home to Fer\haligon’s Guild Hall, where the local trade and craftsmen guilds
meet to conduct business, and the town’s or\|3 bank, the Three Suns Coinlﬁold.

The Center Market, also known as T arsy Commons, is a bustling arca of small shops and open-air stalls. [t is one
of the few neighborhoods in Penhaligon where residents from all walks of life mingle on a daily basis. Most common
goods such as produce, meats, fish, baked goods, candles, rope, blankets and run-of-the-mill clothing can be found
for sale here. A recent addition to the market is the large statue of the legendary adventurer and warrior Morgan

]ronon:.

The Grand Ward is Fenhahgon’s equivalcnt of a nobles’ district, although most of the residents are actual|3 well-
to-do merchants and craftsmen. ]t has three neighborhoods (Golcl Court, Fairview, Oak Fark) and two large
mansions. (Gold Court used to consist on13 of high-cnd shoPs, butis s|ow|3 converting over to a residential
neighbor]wood as the number of wealthy residents in the town increases. Onlﬂ two businesses are left here:
Kantrium Restaurant, Penhaligon’s most exclusive eatery; and Nerilla’s Apparel, a dressmaker and clothier whose
clientele includes La&g Avrteris herself. |n addition to a bevy of statc|g homes, [Fairview includes a few l’u’g}%cnd
shops and a beautiful, but seldom-used, T raladaran Chapel. Directly across the strect is the old St. Petra
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Farkis an exclusive neighborhood for the very affluent near the Jronwolf Gate. [ astly, two members of the town’s
Ruling Council, Sir Pontius Severingin and | ord T rebor Marchant, maintain mansions in the (Grand \Ward, as
they prefer not to lodge in the Castle of the T hree Suns when in town to attend meetings of the Ruling Council.

Government and Politics

The E states of [enhaligon are governed by a Ruling Council consisting of |_ady Arteris and four senior knights
nominated by their peers. [hat tip: Demetrios) By tradition, the (Grand Master of the Order of the T hree Suns
has held one of these Positions, and itis currcntlg filled bg Sir| ucan Decimos (M, age 46). Sir Decimos
became (Grand Master during the last year of | ord Arturus’ life and is the “swing vote” on the Council. T he
other three Positions are held 139 Sir FPontius chcringin (HM, age 63), Sir Marin Rothswagnc (HM, age 59),
and |_ord T rebor Marchant (FIM, age 39). [_ady Penhaligon’s role as ruler is not questioned, but there is a bit of
a power struggle currently playing out as she tries to transition the Ruling Council to a new generation of knights
loyal to her, rather than to the memory of her father. Sir Severingin and Sir Rothswayne were both personal
retainers of | ord Arturus and are emotionally and financially invested in the “old way” of doing things (i.c., the
Thyations rule over the T raladaran populace with an iron fist). T hey were both also granted knighthood directly
by Duke Stefan and hold that title inchcndcnt of their membcrship in the Order of the T hree Suns, a rank
which Sir Severingin is not shy about flaunting in |_ady Arteris’ face. | ord Marchant was a mercenary and
adventurer recently knighted by | ady Arteris and is a new addition to the Ruling Council. Although none doubt
his fighting prowess, his ascension to the (Council over the heads of knight commanders who had come up through
the ranks and served for many years has angered many of the Order. [Te is the strong, silent type and does not




seem interested in court Politics, but has thus far sided with Lac{H Arteris on almost every issue that has come

before the Council.

One of Ladg Arteris’ first actions as ruler was to bcgin convening meetings of the Ruhng Councilin both a closed
session, consisting oucjust herself and the four senior lcnights, and an open session, in which the heads of imPortant
guiHs and a rePrescntativc from each wardjoin her and the lmigl‘xts‘ T his initiative has been cxtrcmc|3 PoPuIar with
the town’s craftsmen and merchant class, but less so with some of the lmig}nts, Particu|ar|5 Sir chcringin. Ladg
Arteris is viewed as a fair ruler [:)3 the town’s PoPuIation, and even the sur|3 old Traladaran residents of Southend
aPPrcciatc the gestures she has made to smooth over the hard Fcchngs engcnc[crcc{ during her fathers rcfgn‘ 5}76
makes it a Point to attend the funerals of respccted T raladaran townsPcoPlc, has Pcriodic audiences with [Tather
Radewiecz from St. Stanislaus K ostka church, and sends a Pcrsona| emissary bcaring a note of congratulations

and a sma”gi{:t to local couples’ wcddings‘

]n addition to bric{ging the gap between Tra|aclaran commoners and Thgation noblcs, Ladﬂ Arteris encourages
women to hold leadershiP Positions in all walks of life. She views this as helpfng, to set the stage for her Plan to
become a baroness and eventua”g make the title a matriarchal succession. | o I’16|P Popu|arize the notion of
Powchu| women, Ladﬂ Arteris has been Playing up the legcncl of Morgan Jronwolf, who brieﬂy used the city as a
base of oPerations while cxP!oring the region early in her career. She commissioned the statute of Morgan
Jronwolf in Tarsg Commons and used its unvei|ing as the occasion to rename Hi”sgate as |ronwolf Gate. Shc
also Prcsidcd over the imfghting of the first female member of the Order of the T hree Suns, | aclin Acnclfanos

(HF, age 28) andis a|ways recruiting cxPericnccd female adventurers tojofn her service.

Relations With Neighbors

Thrcshold - E_xcc”cnt Baron S}mrlanc is a mentor and confidant of Ladg Artcris. Thcg talk often and are of
one mind on matters of defense and trade. Baron Sherlane’s niece, Aleena, is often included in these meetings
and has become Pcrsonal friends with Arteris. Paron Sherlane sces great Potcntial in Arteris and will chiniteIg
back her bid to become a baroness whenever the matter comes before Dukc Stmcan. Both rulers would like to
establish more secure means of travel between their two towns to imProvc trade and make it casier to move trooPs

to come to one another’s defense.

K elvin - StrainedA | ord K elvin thinks of Fenha!igon as notlﬁir\g more than a backwoods fort, useful only for
Provicling a secure rest stop for caravans trave|ing to and from Se|cnica. [He believes Lad3 Avrteris is imPingir\g on

“his? territory north of K elvin Moor, and never misses an oPPortunit3 at court to Paint her as an ovcr|3 ambitious

grasPer.

Specularum ~ [Formal and a bit frosty. Duke Stefan is still resentful that Arturus did not initia”gjoin his foray to
Karameikos, although he does not hold this against Arteris, and recognizes that she has ably filled Arturus’
position and responsibilities for securing the northern border. [For her part, Arteris bears a grudge against Duke
Stefan for not naming her father a baron in exchange for his service and achievements. [Jowever, she is smart
enough to not let this resentment interfere with her plans to achieve the title denied her father and has set her
sights on winning the Duke’s favor.




Se|er1ica - Exce”cnt. Therc is a robust flow of trade between Fenhaligon and Selenica, and the Darokinian
merchants recognize Fenha!igon’s importancc in securing the lucrative Se|enica~Ke!vin-5Pecularam caravan route.
Lady Avrteris current]y has rePreser\tativcs in Selenica to negotiate a trade agreement that will lower tariffs and

Plans to opena Permancnt office there to look after matters of commerce.

Waﬂ(ing Tour of Fenhalis{on

Entering Fenhahgon through the North (Gate, a traveler will see the UPriver Ward neighborhoods of Olc] Town
and Riverview on their right. These two neighborhooc{s are middle class by local standards and include the

Fo”owing locations of interest:

- The House of the T hree Suns is located near Moldv33 Kecp in Riverview. More of a guest house than a
traditional inn, the [House is owned bg Sir Barton Midvale, a retired lmight T hree rooms of this clcgant
manor are available for rent and each
room is spacious and luxuriant, which is
whg the rooms here are some of the
most cxpcnsive in Fcnhaligon.
Breakfasts are included with
accommodation, but no other meals are

served. [hat tiP: Demetrios)

= Molc{vay Keep is sma”, motte-and-
bailey s’cgle fort origina|13 built decades
ago, Iong before General Arturus
arrived in Kezkova ]t was
commandeered for use as his
headquar’cers and home until the Castle
of the Threc Suns was well underway.
]t still serves the function of overseeing
river traffic and protecting against
attacks from the western side of the
river. The l(cep is typica”g manned bg a
dozen men-at-arms and sPorts two
ballistac capable of ranging across the

river.

= AN largc statue of a dragon {:acing a
heroic knigl‘xt is located outside
Moldvay chp [_egend has it that
many years again [~ain [lynn, a knight
of the Order of the T hree Suns, used
his magic sword Wyrmblight to defeat
the evil dragon Verdilith. The truth is

far more Prosaic: Flgnn was one of (General Arturus’ retainers, a brutal killer who was Posthumously




knightec{ by | ord Arturus as the first member of the Orc{cr of the Three Suns in recognition of the
b|ooc13 work he had done exterminating several humanoid tribes that were slowing up construction of

Duke’s Koad.

Sage and Malakov Residences. T wo wealthy businessman, Jashua Sage and Vyacheslav Malakov, have
their homes in Riverview. T he two men are managing partners for one of Penhaligon’s largest and most
ProFitabIc lumber and Fur—trading companics, the aptlg— named “Sagc, Malakov, and Compang,”
headquartered in Old T own along River Road. Sage and Malakov are stereotypical lumberfur barons:
they pay their employees a pittance, provide dangerous working conditions, and are systematically
dcstroging the surrounding forests and wildlife. T he elvish delcgation from Ca”arii that resides in
Stoncglen claim that Sagc, Malakov, & Co. even trades with some of the local orc tribes for furs, an

accusation the owners strcnuouslg dcng‘

Highreach Fur ComPan3 is one of Fenhahgon’s oldest companies, having been in oPeration for more than

50 years. amily-owned business, it currently has more than three dozen trappers operating year aroun
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throughout the region, and most of these trappers are second- or third-generation emplogecs of the

company. T he unofficial Familg motto is “quality over quantity” and their Primarg business goa| is simply

roviding a decent living for their employees. | hey specialize in wolf furs, and their products are highl
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sought after by customers as far away as Luln and \/orloi.

Shutturga Boom Company is the largest rafting and log sorting business in Penhaligon. |n addition to
floating logs downriver, their employees operate throughout the [Highreach region clearing streams and
building trails to make transporting logs casier and more efficient. T hey pay higher wages than Sage,
Malakov, & Co., earning them some dcgrcc of loga|tg from their workforce.

Three Suns [ umber ComPany is a new |ogging business, oPcrating under the direction of Mrs. Martva
Hayova. Mrs. Hayova’s husband was one of the owners of the Shutturga Boom ComPany, but after his
death, his partners took over his share of the company and Mrs. HaHova decided to go into business for
herself. A mother of nine children, she has proven herself a shrewd businesswoman, and her company is
cxPeriencing raPic{ growth, clespitc rcPcatecl attempts by the other lumber comPanies to drive her out of
business. Martva has stood resolute in the face of threats and clirtg tricks, simply shaking her head with a
rueful smile saying « After raising seven boys there’s nothir\g those a’upas can do that surPrises or scares
me!” |n addition to growing and |cac|ing her company, Mrs. Hayova is an active Phﬂanthropist, and donates

funds to local soup kitchens, widows, and Mama Devora’s orPhanach.

The A&lcr is a boisterous establishment located in a Primc location on Duke’s Road. Run bg [Hans
Kurtzwcg, aHeldann immigrant, the Adleris a PoPuIar destination for adventurers and other travelers
scckinga memorable cxPcricncc‘ Frivatc rooms are usua”3 available, while there is a|wags atleast a bunk or

two available in the common room. (hat tiP: Demetrios)

Rik’s Ale House is a run-down bar on Shipwrig}‘zt | ancinthe heart of Old T own. Jtis PoPular with boat
crews, mi”woriccrs, and others |ooi<ing fora cl‘xcaP P|ac<: to get drunk. The current Proprictor is Aivar

Kalnin, a retired river caPtain who runs the Placc with his sons. Rik’s is one of the oldest establishments in

Fenhahgon andis somcthing of an institution in the town, with a rePutation for decent ale, bad food, and




excellent musical entertainment. Some of the most famous bards of the last 50 years have Plagec{ here, and
many uP-arxcl-comcrs will make the Pilgrimage from other parts of K arameikos to PerForm Iwerc,J'ust so t]ﬁey
can claim theg’vc “stood the stage at Rik’s.

Clcarwatcr Bath Housc is one of the first stoPs for many weary travelers cntcring the citg through Nor‘th
Gatc. Notl‘ning Fancg hcrc, but the Placc is clean and 5 coppers wi”gct you a bar of soap, a towel, and a

tub of water.

Kiverrun E)oatwrig]nts is another {:amilﬂ oPeration that has been in business for generations. There are
chcapcr P|accs in town to buy a Fislﬁing boat or a raft that will get you downstream, but a Riverrun boat will

sail faster, Ionger, and carry more cargo.

Northgate Stables caters to the clientele of the luxurious innsjust across Duke’s Road. Most travelers
coming into town tlﬁrough North Gate are haPPH to leave their horses with Jvan the Ost|cr,just outside the
gate, but for wea|t]15 travelers who want to l(ccP their steeds nearby while staying at the Si|ver \/ambraces,
the Armigcr, or the Shield, this is the P|acc to do it.

[Fanya the Midwife provides child-birthing services and other forms of simple medical care to many of
Fcnhaligon’s residents, rich and poor. Some of the older townsfolk will say that there has a|wags beena
Fanga the Midwife here as |ong as anyone can rcmcmbcr, and that it seems to be ajob that is handed down
from mother to daughter. [Fanya herself is a pretty brunette is her early 20s, with no children of her own.
She scems wise begond her years when it comes to bringing babies into the world and doling out remedies

to common ailments.

T he Downdocks r\cig]qborhood earned its name from shorthand for “that location is down by the docks.” Most of

the residents are fisherman, oarsmen, or dockhands of | raladaran descent. | ocations of [nterest include:

K auskov's Warehouse. Most businesses in Fcnhaligon store inventory on their own Premises, but this
massive warchouse builc{ing is used for staginggoods that have eithcrjust arrived, or will be short|3 slﬁiPPccl
downriver. T he owner, Peteris K auskov, lives on-site, and insures half the value of any goods stored here.
He oversees a thriving business due to the boom in Fer\]ﬁalig)on’s economy, and is able to afford a well-
trained team of Grindenkov guarc{s, toP~qualit3 locks from ]:eM(s’ Fine Locks, and a variety of other

sccurity measures.

The River Market is Fcn}waligon’s fish market. [Few folks wander over here from the east side of Duke’s
Road, Prcmccrring instead to Purchasc their fish at Tarsg (Commons, but those that do will find the fish much
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The River Rat [Poor/c]'weap] is the closest bar to the docks, and that’s about the or\|3 thing it has going for
it. The Place isa clivc, the beer and ale are watered down, and only the tru|3 courageous would attcmpt to
eat any of the food available. Most of its clientele is merclg stoPPing by for alast drink before climbing ona
boat or to down a quick Pint on their way to Waters Edge. The story goes that the P|ace got its name
froma Particu|arly tough and aggressive rat that survived numerous attempts at extermination. | he

Proprietor is Maris Barzin, a sour-faced, rail-thin man of indeterminate age.

Fagc 1




= Scumbcarcl’s Grand Emporium is a Pawnshop ancljunk store. A massive collection of random stuff lays

about in no discernible pattern and tall Pilcs o{jur\k threaten to toPPIC over on to customers. |n sPite of the
disorder, the owner and sole Proprietor, an cxtreme|3 Fat, surly dwarf named Korgan “Scumbeard” Hardak,
knows the exact contents of his store and the Precise location of evcrgthing. FCs will be able to Purchasc
virtua”g any non~magical item theg can think of here, and Scumbeard is wi”ing to bug almost any odd Piccc
o{:junk that a customer brings through the door. There seems to be no set system or scale to his Priccs -
he might part with a relative|3 nice sword for a few coppers one ciay, then offer 10 goH Pieces foradead
goblir\’s sandal the next. [Je loves to haggle, butis abrupt and rude and will often decline a deal because
he’s decided ¢| dor’t like 3our{:acc.” His only cmP|oyee is an ancient, one-leggecl kobold named either |tch
or Scratch (Scumbeard uses both names interchangeably) that is responsiblc for retrieving goocls for
customers. Scumbcarcl treats ltch/Scratch horriHy, and will become incensed if he sees anyone heIang,

the poor creature carry a heavg item.

owriver is home to man ue-collar cratrtsmen who earn a livin uilding or repairing riverboats, or are some
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type of foreman in one of the local lumber comPanics. ]ntcrcsting locations here include:

- The I:|agon [Fair, expensive] is an average inn with a goo& location rig]nt on Duke’s Road. |ts customers

are usua”g travc|ing merchants who can’t afford better accommodations across the street, or locals avofding

;: the bedlam of Water’s Edge~

- (Grindenkov Guard Co‘ is run 133 FPoul Grindenkov (HM age 4'8), an ex-soldier who saw that the sudden
economic cxpansion of Fcnhaligon had created a market for well-trained guards and dcvc|opcd his own
training/sccuritg company to fill the need. He trains young men how to {:ight and sagcguard Pcoplc and
goods, then hires them out to merchants that need guards for caravans, warehouses, stores, and residences.
His training covers on|3 the basics (most of his men are on|3 first- or second-level Figlﬁtcrs), butheisa good

Judgc of character and his guards have a rcPutation for Progcssionalism and honcstﬁ.

= The Kouse Saw Mr” is a |oud, hot, sweaty, and clar\gcrous P|ace to work. Avarictg of saws and tools are

oPerateci here from sun-up to sun-down, turning |ogs into Planks of various sizes.

TI’)c Hoo‘cgcts its name from [Tishhook Road, which forms the western border of Fcnhaligon’s most dcnselg
PoPulatcd and Poorcs’c ncighborlﬁood. TgPical residents are dag |aborcrs, clclcr|3 widows, and the unfortunate
souls that work at one of the various \Water's E_dgc establishments. Fettﬂ crime is gairl\g common, and not

coinci&cnta”g, Fcnhaligon’s Watch hcadquartcrs is located here as well. | ocations of interest include:

- The Watch Hcadquar‘tcrs and Jail, built here at Captain Tani”’s insistence when she was hired for the
Job bg Ladg Avrteris (Prcviouslg, the town watch was housed in Moldvag KCCP) She believed stronglg
that the watch had to be “where the action’s at” and deliberately chose the [Hook as the location for her
headquarters. She also rents an apartment in the neighborhood and makes a point of strolling around on
her few off-duty nights to demonstrate that it is safe to do so. | he Watch Headquartcrs is built of stone,
with reinforced solid oak doors and barred windows. T here is a small dungeon underneath that serves as a

Jail, but CaPtain Tani” doesn’t believe in kccPing criminals locked up here for long‘ Fcttg criminals usua”g




have their sentence carried out on the spot (e, a thorough bcating) and serious criminals (murderers,

" e rapists, etc) are l(ept here only Pending their transfer to the Cast[e where Ladg Arteris will pass sentence.

? f: 1gure 4~ Downdocés, Lownvcr 7716/7’00&5‘ Watcrs Ea/gc

- Mama Devora runs the town’s orphanagc. She’s a P|ump, e|c]er13 woman with a beatific smile who is wiclely

considered a saint. She looks after two dozen or so orphans, ranging in age from infants to teenagers.

- Krgsziak’s Restaurant [good/cl‘zcap] is an catery serving up traditional Tra[adaran fare for brcabcast,

lunch, and dinner. Jtis PoPular with both locals and visitors alike.

- Slﬂadow Dragon [fair/moderate]. T}‘wis establishment is very PoPuIar with aclvcnturers, who gatl‘:cr here to
eat, drinl(, rest, brawl, and meet cmplogcrs Thc owner is a retired advcnturcr, and doesn’t mind the
occasional bar?ig}‘rt and broken furniture, as he knows adventurers are big tippcrs, usua”g have the coin to

pay for any clamagcs, and that this sort of thing adds to the rcputation of his establishment. [hat tiP:

Carawag]
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- The Strongbow Jnn [Fair/cheap] is so-named for the actual Iongbow hanging over its front door. |tis a
good deal for those |ool<ing foran inexPensive Placc to stay while Passing throug)lq town. [Tood and drinks

are on!H adequate at best, but the 10 small rooms are clean and inexPensive. (hat tiP: Carawag]

o Mornad’s 5tab|cs is a chcaper alternative to Northgate Stablcs. Stccds will not be Pampcrcd, but tl‘ucg

will be close-at-hand.

Watcr‘s E_c]gc is Fenlﬁaligon’s infamous red~1ight district, better known as “[ells [Half-Mile” due to the constant
drunken clebauchcrg and associated violence that carries on at almost all hours of the dag and night. This striP of
notorious dive bars, HOP houses, and clrug dens along the riverbank and saloons, brothels, and gambling clubs
across River Road is swarmed each spring bg a veritable army of |umbe|jac!<s and soldiers looking fora riP~roaring
good time after a hard winter of Fening trees or {:ighting frost giants with no one but other dir’cg, smc”g men for
company. Thcg arejoined bg dozens of adventurers out for a big night on the town before setting off to explore
some dark dungeon in search of gold org|or3. Adding to the wicked rePutation of this neighborhood is the fact
that the abode of the mysterious Rivcrwitch isjust down the street, and eerie Iights and strange sounds emanate
from the tower’s windows at random hours, reimcorcing the imPression that Waters Edgc truly isa Piece of hell on
carth.

During the first few weeks after winter's griP has broken, a non-stop orgy of drirxking, carousing, and brawlinggoes
on here. Frettg “waiter girls” beckon from the doors and windows of each establishment, welcomir\g the men in for
“a drink or two.” Disorganized mobs of drunken axemen and soldiers stumble from bar to bar, or take Possession
of certain sections of the street and cha”enge others for the right to pass. Massive brawls occur between rival
lumber camps, between Iumbmjacks and soldiers, over minor s|ights (real or imagined), orjust for the fun of it.
For‘tunatcb, most of these Fights are scttled with fists, as using weapons is considered cowardlg, so fatalities are
uncommon. 56mi~comatoscjacl<s and soldiers fall as|ceP on rooFtoPs, in allies or basements, or even in the street

for a few hours before c|imbing to their feet to go back at it again.

Several of these businesses are rcputcdlg linked bg underground tunnels used to smu%lc and store illicit goods,
orused as garbagc Pits, c}‘zcaP 1C|0|:> houses, or for other even more unsavory activities. Rumor has it that more than

one of these dive bars have trapdoors that are used to chosit bodies or csPcciallg unru|3 customers into the river.

Captain T anill and the town watch are overcome by sheer numbers during the spring and summer and are
powerlessness to stop the wild behavior, but they try to curb the worst excesses, keep the rowdiness from spilling
over into the residential neighborhoods, and come down hard on angone seen flashing a blade. The rest of the
local residents simply bar their doors, lock up their daughters, and avoid this part of town until thcjacks and
soldiers have blown through their last coppers and staggered off to return to their camps and garrisons. Notable

locations include:

= Lowtic[e Tavern [Poor/chcap] is a dive bar Poorlg done up in a nautical theme (e.g‘, afew Fishing nets }‘xung
on the wa”s). lt offers c]weaP ale and watered-down sPirits, but no food or rooms. lts claimto fame is a

ricl(ety deck over the river and more than one drunken customer has fallen orjumped into the waters below.

— Hulda’s is a two-story bar [Poor/cheap] owned 173 afat, old, extremely uglg woman who is nasty to
customers and staff alike. [ndeed, her unplcasar\t Pcrsonality has become a runningjoke among the locals.
T he ale is terrible and there is no food service. T he on|3 thing that l(ecps customers coming back is the

fact that any and all vices are allowed here, the more normal ones are conducted in the handful of rooms




uPstairs (available for rent on an Iwourlg basis), and the more vile ones are conducted in the cellars (also

available for rent on an hourly basis)

— The Spinning Wheel [{:air/clweap] is one of the higher—qualit}j bars in Water’s Edge, rclativelﬂ sPeakingA e
has two stories and there is a wagon wheel ]'mng up over the front door. |n addition to c]qeaP ale and sPirits,
there is also a small kitchen serving up basic Pub fare. Thereisno lodging available, but there is a second

bar availch on thc UPPC]"HOOF‘

— The Thrcc~Leggcd Gobhn’s [Poor/c}‘zeap] vu|gar sign is infamous throughout northern K arameikos, as
are the brawls that break out here on a routine basis. |~ ntertainment is Provided bg a variety of bur|csquc
acts, aPPcaring nigl‘ztlg‘

o Thc Ecavcr Denisa g|oom9 bar and brothel [Poor/chcapl Jt has no windows on the first ﬂoor, and the
customers will 36” and swear at everyone who opens the front Aoor, as the deeds carried out here are best

left uncxPoscd to sun|ig}7t.

— (Gwiz's Publfair/moderate] is one of the nicer bars in \Water's Ec‘gc T here are no rooms available for
Ioclging, but the ale and sPirits here are not watered down. | he owner, (Gwiz, an e|clcr13 human woman of

Tra|adaran descent, lives uPstairs, and has turned over day-to-opcrations to her two claughters, ]gr\is and

Agotlﬁa.

5 Thc Black Daggcr [Poor/chcap] is the roughcst bar on Water’s E_dgc‘ Violence occurs here with
a|arming rcgularitg, and the floor is covered in sawdust so the staff can clean up blood more easilg‘ DcsPitc
(or Pcrhaps because of) its sinister rcPutation, the B|ac1< Daggcr is Popu|ar with soldiers and adventurers

looking to blacken an eye or break an arm while thcg relax with a drink.

—y Jack’s Hotel [gooc{/expcnsive} is a three~stor3 bar and brothel that bills itself as “the finest establishment
in Helbs Half-Mile.” Jtis a t]wrec~stor3 monument to hedonism and the hub from which lesser spokcs in the
wheel of wickedness radiate. | here are four massive bars on the first floor, two bars and a stage Featuring
music on the second floor, and the third floor has a collection of Private rooms a|ong with a “theater”

f:eaturing Pchormances that are best left to the imagination. Unlil(e most bars in [Hells [Half-Mile, brawling

is frowned upon herc, and the Hotcl a|wa35 has 6-10 well-trained bouncers with clubs on c{utg to Prevent
any customers from smashing up the Place. T he owner, Valdis Petranskov (known as “Val”) is a handsome
young man a|ways dressed in a rakish manner with several pretty girls on his arm. [He fancies himself as the i
“| ord of Water's Ec{ge” andis alwags seeking to Pus]n the cnvelopc in new and shocking ways to increase

his business.

>4 Luckg’s SPort Clubis a dice hall and gambhng Parlor run bg Masxwall “Max” Longwor’ch (male Hallqing, age
35). | he second floor is reserved for higl‘z~stai<cs card games, which Max runs twice a week, said to draw

several of Fcnhaligon’s more notable citizens. =2
— Voodoo T attoo & Fiercing is a c{ilapidatcc{ shack that Provides cheap, Poorly~clone tattoos and Picrcings ="
for drunken customers who stumble in and will certainly regret their choice when theH sober up- Thcg claim -
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that their work is insPired 53 “ancient orcish designs” and imPly that they imbue some mystic Propertics, but

that is bunk dcsigned to impress rubes.

- Gahycva’s Palm & Card Readings is the name of Madame Dace Galigcva’s Fortunchc”ing business. She
tries to Portrag herself as the heir to ancient Tra|adaran fortune-tellers and claims to have the “second
sight,” but she actua”g has no real abihtg other than a keen sense of observation and a knack for tc”ing
customers what thcg want to hear. Hcr ninc~3car old daughtcr, on the other hand, has begun to have
unPrcdic’cable cPisodcs in which she falls into a trance and recites visions of an individual's future in an
unearthlg voice. Mang of these visions have indeed come to pass, and the girl is starting to dcvcloP a
rcPutation as some kind of spccia| mgstic‘ Madame Galigcva has been quiclc to caPitalizc on this
Phenomcnon, butis actua”y quitc worried about what is going on with her little girl‘

3 chend has it that the Abode of the Riverwitch Predated the establishment of the old vi”age of Rezkova.
No one has seen or sPoken with the Riverwitch in many years, but she is rePuted to be beautiful woman with
stark white hair and barbaric dress. Old~timers recall the time when she aPPcarcd out of nowhere and
summoned a water elemental to wipe outa |arge band of gno”s that were swimming across the river to
conduct a surPrisc attack on Rezkova. T he property is surrounded by a high fence and overgrown with
trees and other vegetation. The locals warn that anyone who climbs over the fence and tries to enter the
tower is never heard from again. Those neig,hboring the property swear t]ﬁey hear strange cries and see

mystcrious !ights emanating from within on a grequcnt basis.

As the name imP|ics, Sout]ﬂcnd is located in the south-west corner of Fcn}‘zahgon, bordered 133 the river, the outer
wall, and the Dukc’s C]atc‘ ]t is both a ward and a ncighborhoocl, and is almost a scParatc settlement unto itself.
The ncighborhood is solicug Traladaran in cthnicitg — most of the residents here are blue-collar laborers and
cra{:tsmen, and make their |iving as teamsters, laborcrs, caravan guards, cro{ztcrs, whchwrights, butchcrs, bakcrs,
ctc. Southend is |argclg sclﬁsul%cicnt, and the inhabitants are so insular that bragging about how much time has
Passcd since you last left the ncighborl‘!ood isa PoPular Pastimc‘ Most of the Par‘ticipar\ts in the failed uPrisfng
against (General Arturus 25 years ago came from this ncighbor}‘wood, and many of its residents still harbor a great
deal of l':ostilitg toward the “Tl‘ugatian invaders” who cnginccrcd Rezkova’s transformation from a s|ceP3

T raladaran vi”agc into a bustling town. | ocations of interest include:

- Saint Stanislaus K ostka Church («St. Stan’s” to the Iocals) is more than 200 years old and is the center

of life in this ncighbor}vood. The pastor, Father Vgachcsbv Radewiecz,(HM, age 55) is the unofficial
“mayor” of this ward, and almost nothing haPPcns here without his tacit aPProval.

- The Bc” Bar [goocl/mocierate] is a laid-back neighbor]ﬁood tavern. | he gamily that runs the bar lives
uPstairs, and their agecl babushka can often be heard Pouncling on the floor uPstairs and 3e||ing to “keep it

down” if the customers get too rambunctious. [tis seldom Patronized by visitors to Fenhaligon, esPeciany

adventurers.
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= King Halav’s Fub [fair/moderate] is where the more hot-headed members of Southenc{ tend to

congregate, and non:rralaciarar\s wa]Ling through the door are certain to be showered with verbal abuse, if

not outright beaten and thrown into the street.

/:/gure F = 50111'/16/76/

- Jars Meat Market is one of the few businesses in Southend that welcomes customers from all walks of
life, and the quality of this butcher shop is so good that it does actually draw some of Penhaligon’s
wealthiest T hyatians. T he owner, Jan Kamerov, is quite elderly and rarely works the butcher's block any
more, but he is still found here every day chatting up his customers and ensuring his sons are following his

rcciPcs corrcc’c|34

3 Thc Cork & Qparrel [good/moderatc] is a small Pub that caters to the men-at-arms coming off &utg from
guarding Duke’s Gate. Although itis technica”g located in Southenc{, few of the locals Frequent it.

Mang residents of Corncrgate make their living suPPor'ting the caravan trade that travels up and down Duke’s
Road. Wheel wrights, stable-hands, wagon drivers, and caravan guarcls make their homes here, and there are
several stables where travelers can leave their mounts while attcncling to business in town. | he only location of
note is [Jorak & Sons Road Cargo, which runs wccUg wagon caravans south to K elvin and Hig!‘ncorgc The
owner, | redrik Poul [Horak, is Corncrgate’s rcPrcscntativc to open meetings of the Kuhng Council and has

become one of Ladg Avrteris’ informal advisors on matters of commerce.
Stoncglcn is Fenhaligon’s equiva!ent of a “Foreign District” and consists of four notable builc{ings:

- The Dwarven ]'“lo[d is part embassy, part guilc]-ha”, part vault, and Par’c hostel for dwarvish visitors to
Fenhaligon. ]t was built bg a dwarven engineer from ]'“]igh]corge who came to Fenhaligon with a team of
dwarven stone masons and miners hired by (General Arturus to help build Castellan’s K eep and Duke’s
Road Keep, and later, the Castle of the T hree Suns and the wall surrounding Penhaligon. Some of
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TN
zl\: & these dwarves decided to set up s]ﬂop here and make their services available to the gcncral Public‘ Thereis
=

[ an extensive unclcrground comp|ex here, inc|ucling several high[3~sccure vaults, and the dwarves are wi”ing to

let outsiders store their valuables here (For a steep Price), Lastly, the Holcl contains a half-dozen guest
rooms that are let free of charge to any dwarves that happen to be Passir\g through town. The l'—‘lolc{ is run
f:;g council of gragbcards, who elect one of their numbcr, known as the Holdwarclen, to be the Primarg

b

!’ interface with the town’s rulers. | he current [Holdwarden is [{anok Prockisson.

T

A = Thc Reshcul FiPc {gooc]/mcair] isa [arge house that was turned into a hostel. lt caters to i’}ahqings and

'F gnomes. The owner is Iwona Ur\ger, awidow and mother to a babg. U’Iat tiP: Demetrios)

gr. by - The Elven Hold is the name given to the 1odging built by the elvish dc[egation from Rifflian that was sent

here to petition |_ord Penhaligon to curb the unrestricted logging that began during his construction
efforts. Other elves that came through town have added to the original dwelling, and it is now an eclectic,
beautiful hodgepodge of rooms, chambers, and gardens. T here are still representatives from Rifflian that
dwell here who periodically call on the Castle of the T hree Suns to ask [_ady Arteris to reign inlocal
logging companies but the [old itsclf has become a meeting place and hang out for the town’s small elven

communitg‘

- The mansion of Meranan Ravensmane, an elven adventurer and a recent arrival from Alfheim. [He was
Passing through Fenha!igon on his way to SPecularum, but took a H(ing to the town and decided to live

1‘16[‘6 FOI‘ a COUPIC OF &ecacles bCFOI‘C movir\g on. Meranan }185 become a Ioca| ce[ebrity, as hlS Penchant FOI‘ i

throwinggo[& around and conducting imPromPtu magic aisplags has made him very PoPu|ar.

/:/gurc 6 - Corncgafc, /: 0ur50ui'/7, and. 51’0/765/@/7

Foursout]—: is more of an address than a neighborhood, as the name is simP|e local shorthand for the four stately

homes that sit across the street from Stoncglcn. Jts residents include:

£ Arian “Axc” Mclek (HM, age 40), a retired adventurer whose band, T]’ae Blackbladcs, was wipcd out

by a dragon several years ago. Arian still bears some terrible scars from that disastcr, but as one of the

few residents of Fcnhaligon that has encountered a dragon and lived to tell the tale, he is held in awe bg

younger adventurers and imights, who seck him out for advice on Figl‘xting dragons and other monsters.




s

Axe doesn’t geton well with Thoros Bloodbearc{ and therefore won't steP foot in the House of
Swords, but he does like to Frequent the Shadow Dragon and Strongbow |nn to rub elbows with the

new generation of adventurers.

= Alisia Anclragon (H[:, age 55} isa wcalthy merchant that rcccntlg moved here from Lu|n‘ 5}16 runs a
small imPort/cxPort business {:orgoods from western K aramekos. Alisia would like to prospect for go[d
in the hills west of Fcn}‘raligon, andis slowly Putting togctl‘xcr acrew omcguards and Purc}‘rasing the

supplics necessary for such an expcdition‘

| ocated in the center of town on Duke’s Road, Merchant’s Court is a Prime location for slqus and loclging. Jt
boasts several different inns, smithies, armorers, and weapon shoPs, in addition to an alchemist/apothecarg. Jtis
also the location of Fenhaligon’s tallest bui|c]ing, a tower belonging to the famous wizard Magnus Nelaine.

| ocations of |nterest include:

I 1gure /-~ Tarsy Commons, Mcrc/:ant Court Gw/c/ C/rc/c anc/
C opper C ourt




Merchant's Rest [goocl/expensive] is an inn catering to merchants Passing throug]ﬁ town, but adventurers

who can afford their Prices are also welcome. [hat tiP: Caraway]

The Angrg Giiant (excellent/moderate) is by far the best bargafn out of all of the inns in town, but its 12
rooms are almost alwags booked solid. [hat tiP: Carawag]

he K arameikos Road | odge [good/moderate] is actually one in a "chain® of inns under the ownership of
8¢ 18 g P

a young entrepreneur 53 the name of Nikolai Caledon. T he K arameikan Road Lodge has deve|opecl a

rePutation for consistency at all of its five locations across K arameikos. Accommodations are as exPectcd:

satismcactorg if unremarkable. T here is no food or bevcrage served. Vacancies are most common during

winter months. [hat tiP: Brown, «Corliss’ Guide to Northern K arameikos”]

Guy Gakl(’s Arms offers a ]'mge selection of non~magica| weapons at average Priccs. Customers tend to
be soldiers on their way to, or returning from, Duke’s Road Keep and Castellan’s KeeP, but they do a fair
bit of business with adventuring types Iooking to stock up or rePIacc their armament before heacling out into
the wilderness. O]C note, C]ug Gakk’s Arms is one of the few Placcs in Fcnhahgon where adventurers can
sell Plundcrcd arms and armor (in reasonable quantities, and at -20% of va|uc, as the store oPeratcs ona

tiglﬁt margin and needs to be able to turn a Pro{:it on rcsc”ing such items).

awktlight Archery is a bowyer specializing in custom-crarted bows and arrows (masterwork quality, +20%
e A e o et <l S AR | o5/
Pricc). A wide selection of off-the-shelf bows and arrows are also available. T he owner, Scrgci “Bear’
Baranski, (HM, age 62)isa grizzlec[ veteran of many hunts, and the heads of several of his more
notewortl‘ng catches adorn the walls of his shop‘ His youngest son, Nic}‘wolai (HM, age 54), is also an

cxPcricnccd hunter and often hires himself out to advcnturing bands as a guidc‘

Sunmaric ]:orge sPeciaIizcs in Producing masterwork quality weapons, using a ProPrietarB process that
results in an cxtraorc'inarilﬂ strong and !ig]ﬁt steel a”oy which seems to amplify sun|ight and lends itself to
enchantment (+200% Priccs). All of their weapons bear the sigi| ofa b|azing sun. ] he owner and head
smith, Otho Ranamark,(FIM, age 45) is tig]ﬁt-hppecl about his past and how his “Sunmark Stcel” is made,
but he may let inP that he is currcnt!y working) on a new sword with the wizard Magnus Nelaine that is
intended for Lady Arteris herself.

T winhammer Metal Works is run 133 the twin brothers Maxsim and Mikhail Stamkos (M, age 29). Thcy
turn out so|id, if unsPcctacular weapons, armor, and other metal goods, and are happg to make custom
Picccs to order. \What thcy lack in talcnt, thcg make up forin cﬁcicfcncg, as all of their custom work is made

in half the usual time. T he T winhammer sigi| is a Pair of crossed hammers.

Lordsmail Armorers sPeciahzc in making quuisitc suits of full Platc and Plate mail armor, but also carry off-

the-rack sets of scale, banded, and chainmail armor (+50% Prices).

Serdiuv Potions & Remedies is the laboratorg and shoP of Hermann Serdiuv (FIM age %4), an alchemist
who offers Potions for sale to adventurers and a wide selection of simplc herbs and Pou|tices to those with

more munc[anc necds.




- The Slate Spire is a tower made of green stone that is home to Magnus Nelaine (HM, age 46),a newlg—

retired and quite famous adventurer who now makes a |iving tutoring young mages and enchanting items.
Thereis a small shoP on the first floor of the tower that buys and sells magical items, staffed 1:73 Nelaine’s
aPPrentices‘ [hat tiP: Carawag]

Guil& Cfrcle takes its name from Fen}vahgon’s GuiH}na”, where all of the Iocalguilds maintain offices and meet to
settle affairs. [t also hosts several shops and Fenhaligon’s onlg bank. Given the value of theirgoods, all of the
businesses here Pitcl‘n into pay fora roving security Patrol (Fourguards and two hounds) and reinforcements (four

additional men, based in the (Guildhall), in addition to their own individual security measures.

- The Guildhallis a |arge bui]cling full of offices and meetings rooms for the various local guilcls (lumber,

caravan, s]qu~bui|clers, carpenters, smiths, etc.).

- Three Suns Coinmark is one of the most imPor‘tant businesses that has been “staked” 133 Ladg Arteris
and her minister of commerce. | he Coinmark offers to sa]ceguard customer’s valuables, exchange coins,
make loans, and will issue a banknote that can be redeemed at corresPondent money service businesses in
K elvin, Specularum, and 5e|enica (this service is high|3~|;>rized bg merchants, as it is much easier and less
riskg to carry a Pfece of paper than hundreds of coins). Securit3 is tight, involvfng both overt guards and
less-obvious magica| salceguards‘ The Coinmark does a brisk business, and has alreadﬁ gencratec[ a good
return on investment for Lad3 Avrteris. She hoPes to exPand its oPerations across K arameikos, and the

Sunmarkjust oPened its first branch location in [ elvin.

- Alamor Gems &Jewe!rg is owned by (Garl and Ungrid Alamor, a gnomish couPIe hailing origina”y from
Higlw{:orge. Theg sell some items to local merchants and nobility, but the majoritg of their business is
assessing and buginggems ancljewelrg from adventurers. leeg are exPerts at assessing the value of

Precious stones and love to haggle.

The COPPcr Courtwas traditiona“g where Fenl‘xaligon’s inexPensive shoPs were located, but as the local

economy Hourished, these shoPs were reP|aced 1:73 more l‘uigh—en& business establishments. | ocations of note:

- Mistress Allicia’s [House of Fleasure. A bat]ﬁing house, massage Parlor, and feast hall, the [House of
Pleasure sports a rePutation througlwout K arameikos and Points beyoncl. Mistress Alicia runs her
establishment smootlﬁly and egicientlg, with inclulgences for almost every taste. Jtis even rumored that Ladg

Arteris Fenhahgon herself Frequents the P|ace, althoug]ﬁ it would be secret|3 done if she did. (hat tiP: s
Caraway]

- Arrow Wines stocks a |arge selection of hard~to—come—bg wines from far-off P|aces‘ Theg do a brisk

business with wea|t}1g merchants, the local nobilitg, and adventurers with c[iscerning Palates‘

- Ozolin's Rare Books is owned by Antonia [Hullman, a rotund women who is an arrogant intellectual snob.
Man3 residents of FCH]’IB'ngﬂ suspect the only reason she opened her store was to create an oPPortunitH

for herself to talk down to her customers. She is wi”ing to buy rare tomes from adventurers, but may try to

cheat them (if the seller is not a wizard or cleric) and will cle{:initelg insult them during the process.




The Ccntcr Marlcct, also known as Tarsy Commons, isa 1arge opcn-air market with dozens of stans, surrounded

173 a smattering of shops and houses. The market is open from sunup to sunc{own, and virtua”y any mundane item "-.f ~

can be Purc]nasecl here. | ocations of |nterest include: : si ey

= Stanc{ing tallin the middle of the market is a Iarge statute of Morgan Jronwolf, a !egcnciarg adventurer who e
is said to have oPcratcd out of Fcnhaligon ear|3 in her career. [ronwolf went on to achieve greatrenown ;3N
e|sew|'1¢re, but the locals have a|ways taken a bit of Pride that she got her start here. Lady Arteris K
commissioned the statute, and attended its Public unveiling, at which time she renamed the gate Icading east .

out of Fenhaligon from Hi”sgate to |ronwolf Gate. ‘ v

- The Crossroads |nn [Fair/expcnsive] is a mediocre lodgc that erjogs a steaclg business due to its location
at the intersection of Duke’s Road and Suncrest Road.

- Stanthe Parberis a Fcnhaligon institution. e has been cutting hair, Pu”ing teeth, sewing up wounds, S
and applging leeches for almost 60 years. He’s a little blind now, and his hands tremor with Palsg, so he’s 3
mostlg turned the business over to his son, Stan the Youngcr. However, he loves to hob-nob with his
customers and can still be found in his shop every day. On occasion, he will pick up a pair of scissors to

treat a “|ucl<3” customer to a quick trim.

- Thelnkes Daggcr is a tattoo SI’TOP run bg “Nig]ﬂtshade,” a thin, heavi|3~tattooecl human woman in her late
twenties. Sheis quitc an artist, and has some exPcrience wor!dng with magic-users to create tattoos with
arcane Propertics. Niglwtshacle is also an avid collector of small, eclgcc{ weapons, and has an imPressive '

clisP|a3 of unusual claggcrs, dirks, stilettos, and knives for sale. Ten

- [eliks' [Fine | ocks Providcs an assortment of common Padlocks and chains for salc, aswellas chests,

chastitg bclts, and other items for securing valuables. Feliks is wi”ing to build more elaborate locks on order.

- Alexsei Niederov's wooclworking s]qu is another one of those local institutions that has been around so
Iong that PeoP|e simP|H assume it has alwaﬂs becn, and a|wa35 will be, located here. lndeecl, the street

outsiclc, Wooc{carvcr ]__ane, takes its name from the presence of his shoP.

= ]:atty’s Fieshop isa bakery that offers honegcakes and other Pastries for sale. T he owner, Ari WinFrey, is

a morbid|3 obese man, who seems the cPitomc of a Fat,jo”g baker that samplcs too many of his own goods‘

- Mentzer's 5cribcr3 offers coPging of non~magical books and scro”s, Book—binding and i”umination,

translation, and dictation services for the illiterate. f

- Hcrter’s Musica| Goocls carries a wide assortment of 5imP|e musical instruments. ]t is PoPular with
Promcessional musicians as well as 1umbcrjacl<s and soldiers |ool<ing for somct]ﬁir\g to help while away their

Ioncly nights in garrison or in log)g,ir\g camps.

The Qak Park ncigl‘xborhood boasts two Iargc mansions and four luxurious homes, all surrounding a small Park
Ohne of the mansions bclongs to Aurclia Hallican (HF, age 25), a scion of [Jouse Ha”ican, the Powcrxcul
Darokinnian merchant Fami|3 based in Selenica. Aurc|ia is sPitcgul that she was sent to “this backwoods vf”agc” to
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oversee her Family’s commercial interests, while her brothers were Postec] in more cosmopolitan locales like Kelvin

r:airvicw is a bedroom ncigl‘xborhoo& consisting of
well~mac!e, but not ostentatiouslg Juxurious homes.

| ocations of interest include:

- T he residence of Seline Silverstaff (7, age
54), a powerful wizardess who hires herself out to
adventuring bands that “need a little more
firepower.” Her fees are just on the shy side of
exorbitant, but she boasts that she is worth every
gold Piccc. [hat tiP: Carawag]

- Abeautiful Traladaran Chapel. |t was built
bg | ord Arturus late in his life as an olive branch
to the Traladaran community. Howcver, the
Tra[adaran elders viewed this as tantamount to a
bribe, and refused to make use of it. Todag, itis
used bg visitors or new arrivals who follow the

Tra[adaran Faith, but most of the locals Prelcer

St. Stanislaus Kostka Church in Southenc{.

- Sunsilk Clothiers, a dress-maker and tailor for
the affluent. Ladg Arteris is known to ?rcqucnt
the sl‘uop, and it is rumored that Duke Stefan’s
wife has even worn their wares (not true, but the
owners do not goout of their way to refute the

rumor).

I:urther south along Bestwick Roadis the Gold Court (a]though many would consider this neighborhooc’ to be

part of Fairview), which features four upscale homes, Neri”a’s APPareI (a circss-ma!cer) and Fenhaligon’s most

cemetery located outside the citﬂ walls.

staff is attired in white togas in the classic Thﬁatian fashion.

exclusive catery. The Kantrium Restaurant is owned by {:amib of Thgatians, and bills itself as “a taste of
Thyatis.” The décoris modeled after a Thgatian vi”a, comPete with fountains and many couches, and the serving

Across Banneret Road lies the Iarge, walled mansions of two noble lmights, Sir chcringin and | ord Marchant,
both of whom emPIOH a staff to manage their in-town affairs and who will occasiona”g stay here when visiting from
their estates in the out]ying region. Nearby is Fenhaligon’s oldest cemetery — Saint Fetra’s. On]y the town’s

wealthiest Tralac{aran residents still use this cemetery asitis quite full. The middle and lower classes use afarmer’s




Castlc Ward J -‘
E)g far the most impor’cant building within Fcnhaligon is the Castle of the T hree Suns, so called because, for much

of the year, the sun rises behind two Pcaks in the B]ack Hi”s to the cast of the castle. Tl—:esc Pcaks are called the : 3

oy g
| (Craven Sisters, named after two witches whose sPirits are said to inhabit them. T he rising sun is split 133 the hills 2
into three parts, or three suns, hence the name of the castle. [hat ’ciP: Demetrios] |nside the castle grouncls isa - ".',:';‘
’ "

| nobles’ cemetery, where [_ord Arturus is interred, as well as the Church of the [Holy Vigil, a small, but exquisite

| cathedral dedicated to the K arameikan faith. T here is also a training ground for the men-at-arms and knights,

l complete with a full set of riding and jousting equipment. The castle itself is breath-taking, both inside and outside.
| Jtis also extremely well-fortified against Phgsica[ and magjcal attacks.

s wigh

/:lgurc 9~ astle District

Sevcral Hgl‘r~cnd inns are locatedjust inside the North Gate, and are often used bg the retinues of noble visitors
to the castle while their Principals are given loclging inside the castle itself (alt}'rough the presence of the boisterous
|

Ac“crjust across the street no doubt detracts from the qualitg of their stag)A The Silver Vambrace, T he
Armiger, and the Shie]cl all cater to this wea!thg clientele [a” exce”ent/expensivc].

(On the other side of the castle, on Suncrest Road near the [ronwolf (Gate, lies the [House of Swords, which is

the town’s unofficial “adventurers guildﬁ’ Hcre, mercenaries, sc”~sworcls, bounty huntcrs, trcasurc~sccl<crs,

guides, itinerant wizards, bards, and explorcrs meet to drink, swap stories, find cmplogment, hire trainers, barter

goocls, bug rations and cquiPmcnt, and seck medical attention (a cleric is usua”g on-call here and can offer basic :
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healing sPe”s in exchange fora thtg donation). T he owneris | horos B|oodbeard, a one-armed dwarven warrior
who was forced to retire from adventuring after an encounter with a vicious manticore (its head is mounted in the
common room). The House of Swords turns no Pro{:it for Thoros, but he made a small fortune in his adventuring
dags andis haPPB to sPencl the coinfor a chance to swap stories with a variety of adventurers. [1e’d never admit it,
but it is obvious that he oPencd the [House of Swords so that he could vicarious|3 experience at least some of the
camaraderie and zest of the adventuring life he once knew. ]t has become a tradition that every band Passing
through Fcnhaligon sign their names or leave some small memento on the walls of the common room, and the names
of many famous adventurers can be found here. Somc of the adventuring bands currently in town who Frequcnt
the [House of Swords include: the Ploodbrothers, Swiftblade, Underhand, and the Sisters of Steel. | ocal
heroes Sharr]aya Dancingblade and her partner K eio Ohara come bg often, as do their more sinister
counterparts, the bountg-hunting duo Mara Fike and Brﬂar Cobb.

Qutside the Citq Wa“s

A few locations of interest are also |ocatedjust outside the Duke’s (Gate. T he Road Market is an oPcn~air
market where local farmers and craftsmen |iving outside of Fcnhaligon seek to trade with incoming or outgoing
caravans and visitors. rices here are subs‘cantia”g lower than inside the town, a|t}‘zough there are Far{:ewcrgoods
available here than in Tarsg Commons‘ Just across the road is a stab|c, tﬂpica”y used by largc caravans to house
their horses and oxen while business is conducted inside the town walls. T}‘xc Stonc’s T!’:row Jnn [avcragc/]cair]
offers a hot meal and a handful of simP|c, clean rooms for visitors who arrive after Fcnhaligon’s gates have been

closed for the nigl‘xt.

Across the [Hillfollow River is small collection of houses and barns be|onging to the | arnow clan, a Iargc gamilﬂ of
farmers who have lived here for many generations. Nearby is K ranik’s ]:crry, run 175 I:Hoclor K ranik and his three
sons, which takes People back and forth across the river in exchange for afew coppers. A wooden Palisac{e
surrounds the small Kivcmla’cc:h ]:or't that kecps an eye on the nearby woods and helps secure the river. T]ne Fort
is typica”y garrisoncd 53 a six-man squacl of men-at-arms (FI) and a Three Suns squire (F}) West of Tarnow

vi”age is a narrow !ogging Path that leads t]wroug]ﬁ the woods and Provides a tenuous connection to the barony of

T hreshold.

T he manor of | _ord Kavorquian Fcnl’:aligon, a Powcr‘Fu| wizard and Ladg Avrteris’ uncle, lies a few miles northeast
of town. [urther north is Pinecrest, the fortified manor of |_ord Pontius Severingin. Sir Severingin and his
retainers are responsible for patrolling Duke’s Road between the village of Stallanford (population 300) and
Fenhaligon. Numerous small lumber camps are spread through the woods around Stallanford and Sir

chcringin’s estate.

| ord Kothswagne’s estate and the vi”age of Laurcl Hi}l are about a half-day’s ride south of Fcnhaligon. Sir
Rothswayne and his men are rcsPonsiblc for Patro”ing Duke’s Road between Fenhahgon and K elvin, and

Protecting the small settlements in this area.

T o the cast of Fcnl‘xaligon are the ?orcboding B]ac‘c thcl'i Hi“s (SC"xvarl‘zag Hi|s), a series of ta”, rockg
outcroPPings and harsh terrain that dominates the region between the Hillfollow and Castc”an Rivers. T he
Black Hills are dotted with caves, crypts, and ruins, and infested with undead and bugbcars, a lcgacg of the time




when Qpeen Elenc{orath ruled the small l(ingclom of Vaion and recruited necromancers and humanoids to her
banner during the Vampire Wars. Mang adventurers come to Fenha[igon seeking to explore the Black Hills and
P]uncler the lost treasures of Qpeen Elenc{orath. Necromancers, evil clericsJ and monsters with an aginitg for the
undead are also drawn here by the ruins of Vaion. An old trail known as the Ga“ows Fath snakes through the hills
and leads to the Caste“an Kiver, butis rare|3 traveled due to the danger. | ord Marchant has built a small ‘ceep
(Blackhawk Keep) on the eastern ec{ge of the Hi”s, and aims to make the Ga”ows Fat!ﬁ safe for trave]ers, opening
up a new trade route from Fer\l’xaligon cast toward the A[tan Tepes Mountains and T!’Igatis.

/:lgurc 1@=/F en/m/{gon [ nvirons

To the west of Fenhaligon, across the l'—‘lighgo”ow River, are the Fiarca Gheor, or Stone Claw Mountains, so
named for the resemblance of five craggy Pea!cs to a clawed hand renc]ing at the skg. These mountains are known

to be Popu[ated by orcs, ogres, and several tribes of hill giants.

T:art]'zer north are Dukc’s Road KCCP and Castc“an’s Kecp‘ Dukc’s Road chp guarcls the a|l~important trade
route to Sclenica Tl—:e garrison Protects the pass through the Altcn Tcpcs Mountains, collects tarigs, and
Provides arest stop for merchant caravans. (Castellan’s KCCP was built to defend against the frost giants that raid
dawn from the mountains every winter. | he chp and its men form the first line of defense against the giants, and
the fortifications Provide a stout bulwark from which the troops can launch sPoiling attacks and send Patrols to

track down giantish raiders that might bgpass the chp




5 5. -
= o L e :
. 3 it
. e~ o " : - =l 3 v -
> -* A by
ERl - bl
i > S 45 .
Sodeiiz i L3 -
-

DM’s Guuide to Fcnhaligon

NOTE _ﬂ'lc remainder of this sources book is intended for DMs only. F|agcrs should not read this section in
order to maintain an element of surPrisc‘ DMs are cncouragcd to cl‘uangc angtl‘ring thcg desire in this section in
order to suit their own camPaign, but the rumors, Plot hooks, and list of NFCS are Providcd to save you some time
and hope{:u“y stoke your imagination.

E chg’on

Basec{ on what | read on-line, it seems like everyone runs religion c{iﬁcerenﬂg in their Known Worlc{/Mystara
camPaigns‘ Some groups use Jmmortals as per the BECM]| rulcs, some use more traditional Panthcons omcgods,
and some use a generic monotheistic “gooc[” church and unnamed Chaos gods‘ T herefore, | have Purposclg used
a 1ig|'1t touch in cliscussing the role of re|igious institutions and clcrgy in this source book. T he Ho]3 \/igi|
Cathedralin the Castle Ward is intentionally left undeveloped and | threw in a few references to T raladaran

“saints” here and there. | hese could be the names of ]mmorta|s, mcaninglcss gluﬁ/winc[ow«ircssing, or changcd at

the DM’s desire.
umor | able

Any traveler to Fcnl‘)aligon is lil«:lg to hear several of the Fo”owing rumors. | )Ms can Pick randomlg from the table

below, or choose the rumors that best tie into a planned adventure or campaign.
1. |ady Arteris frequents Mistress Alicia’s establishment (FALS).
2. The Riverwitchis alich, and is actually the long-undead Queen F lendorath of Vaion (FALSD.
3. Anyone who enters the Riverwitch’s abode is never heard from again (TR(E).
4. The Riverwitch is a silver dragon in disguise (FALS).
5. Captain T anill willbed any man who can beat her in a fight (FALSE).

6. The Ca”arii elves are ambushfng Iumbe\jacks and Lad3 Alrteris is about to declare war on them
FALSD).

7. Sage and Malakov are making trouble for Mrs. Hayova and the Tl"ll‘CC Suns Lumbcr Compang
(TRUD.

8. Madam Galigcva’s daughtcr is Posscsscd bg an evil sPirit that allows her to see the future

(FARTIALLY TRUD.

9 Mcranan Kavensmane reccntlg bought a round of drinks for everyone on Water’s Eclgc WRUE}
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10.

11.

12.

1€},

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

255

Meranan Ravensmane won 5,000 golc{ Pieces ona single hand of cards at ]__uclcy’s SPort Club
(PARTIALLY TRUE. - it was 500 gp).

Voodoo T attoo offers arcane inkworks. “W}vgjust look at this here tattoo on my (161” in the

Blank)* REAL SE) o r e R

Hulc{a the bartender once stabbed a customer in the eye because he Poundecl his mug on the bar and

demanded a refill (TRU]:_)

Stosh Plaschkiis part ogre and can’t be defeated in a Fist{:ight [He once ate a barstool on a bet.

(FART]ALLY TRUE —~he’s 100% human, and on|3 took a bite out of a bartop)‘

Sir Kothswayne murdered his wife so he could marry a younger woman (FALSIE = she committed

suicicle).
Duke Stefan orders Pics from Fattg’s Ficsl‘rop FALSE).

Sire Sevcringin and | ord Marchant hate each other and are going to duel FARTIALLY TKUE -
theg don't like each other, but a duel is unlikelg).

Lord Marchant used to be an evil adventurer. [1e once murdered his entire band in a fit of murderous

rage FALSE, or TIRUIE, dcpcnding upon the DM’s desires).

The Southenc{ Gang murdered a K arameikan Priest WKUE/]:ALSE dePending upon DM’s

dcsire).
An army of oresis getting read3 to attack (FALSE).

An army of frost giants is getting read3 to attack (FART]ALLY TIRUIE: = raiding Partics come

south from the mountains every winter).

The knight | aelin Aenelianas has killed scveralgiants in sir\gle combat (TRUF_)
Ladg Arteris is going to marry the wizard Magnus Nelaine FALSE).
The hero Sharrlaya DancingHadc is Morgan Jronwolf's claughtcr FALSE).

Ladg Arteris is going to marry Sl‘iarrlaga DancingHadc IFALSID)

Magr\us Nelaine is going to dePosc ]__aclg Avrteris and become the new lord of Fcnhaligon FALSD).




26. Jack’s [Hotel has several succubi on the Pa3r0” (]:ALSE ~ but one of the girls worl(ing there does 08 ‘& = ¥

sometimes dress upasa succubus).

27. Sir Rothswagnc was once thrown out of Hulc[a’s bar because he tried to kiss the owner *
(FPARTIALLY TRUD). -

28. Axe Melek and T horos Bloodbeard can’t stand each other (_]_K(,”:_)
29. Ladg Arteris sneaks into Rik’s and the Shadow Dragon to hear her favorite minstrels (TKUE)

30. A Iargc werewolf is sta”cing |umberjacks (TRUDD.
Crime

The cdosest thing Fenhaligon has to a crime boss is Korgan “Scumbearcl” [Hardak [see NFCs, page 45), who
sccretly controls the town’s traffick in clrugs, stolen PrOPCrtH’ and other illicit substances. Scumbcard oPeratcs
out of his PawnshoP andjunk store in the [ ook, but his criminal unc{erlings (both witting and unwittir\g) operate all
over the city and througlwout the Highreach region. Scumbeard has three licutenants that oversee different
aspects of his oPeration and act as cutouts. All of Scumbcarcl’s crew are extrcmely Iogal (thcy are terrified of him)

and would be ur\wi”ing to reveal his role in Fenhahgon’s criminal trade unless in dire fear for their life.

Scumbeard’s chief lieutenant is Cassius APPios (HM, T+, age 54, page 45), a ta”, bald, grizzlcd man who
manages internal oPcrations‘ (assius is a retired man-at-arms that has been working with Scumbeard for years,
first as Paid informant (when he was still in uniform) then as a part-time enforcer before taking over day-to-day
ez s ol S = e e e il et i ez et ol M e
town’s garrison and watch, making it quite casy for him to slip a few coins into the right pocket in exchange for
looking the wrong way when somctlﬁing i”cgal needs to haPPcn. He likes to Frcqucnt Jack’s Hotcl, but will meet

with contacts at various }Dars/Pubs around town.

| ike Scumbeard, Cassius Prc{:ers to use intermediaries whenever Possib!e in order to l(eeP his own hands clean.
Ari WinFreg, the owner of I:atty’s Pie Shop, is his Primarg distributor for the clrug trade, and behind hisjo”g
demeanoris the black heart of a hardened criminal. Ari has recruited a dozen or so PcoP|e to sell clrugs, and theg
report to him wceuy to hand over their earnings and obtain a fresh SUPPIB of blissweed andjoyc{ust. APPios’ lead
for smuggling activity is Bruthar “GimP” GimPanov, a bartender at the | owtide T avern. FeoP|e |ool<ing to =g
smuggle goocls into Fcnha!igon pass word to Bruthar, who will arrange for a small raft to meet them downriver and
PicL up the cargo. After dark, the cargo is s|ow|3 and quiet|3 sailed uPrivcr, right underneath the | owtide’s river
view deck, where it is hoisted up and quickly sPirited away.

N TN 99, 2 2l o 5505 e e B B B o

Hawkﬂight Arclﬁcrg; has no idea his son is involved in criminal activitg) manages external oPcrations for ‘
Scumbeard. T his involves trade with local bugbear and orc tribes, with whom he will exchange alcohol, clothing,

and weapons for illicit herbs and mushrooms, valuables taken from dead lumbcr_jacks and adventurers, and

information about goings-on in the wild. Nicholai norma”g cmplogs a couplc of unsavory fur traders as his go-

betweens, but also uses his {:rcqucnt hunting triPs outside Fcnhaligon’s walls as cover for these activities.




T he last member of Scumbeard’s crew is his fence, Saul Zaranov (FIM, T 3, age 51, page 46). Saul was once a
member of Specularum’s T hieves’ Guild, but crossed a more senior member and had to leave town in a hurry. [e
ended up in Penhaligon, met Scumbeard, and has been working for him ever since. Saul operates out of fulda’s
Fub in Water's [ dge, and always has three or four thugs lounging at the bar upstairs ready to come to his aid if

ﬂCCCICd‘

T here are two street gangs currcntlﬂ oPerating in Fenhalig,on worth mentioning; the “Southcnd Gang” and the

“| ords of the [ook.” As their name implies, the Southend Gang is based in the Soutlﬁend Ward. Jtisled bg
Stc{:an Madaj (HM, 2, age 28), a former soldier and caravan guard, and counts Alaysiuz “Long Legs” Novak,
Rowan “Ole” Oleniczak, Stephcn “K oob? K ubiak, and [F dvard “Stir\kg” Walkowiak as its members (all FM,

Ti ,age 18-20, see page 46 for full stat blocl(s). Theg are a stupid, reckless bunch who run a couPlc of small
Protection rackets in Southend, mug, drunks in Waters Edge, and conduct the occasional strong-army robbcry.

T heir rivals, the | ords” as theg call themselves, are based in the ook ncighborhood. Theirleader is Vladimir
(Jstanov (HM, T3, age 26), avicious cutpurse who actua”g grew up in | uln and fled that city one step ahead of
the law. The other members of the gang are \/alcrina “Gag” Grigorczek (HI:, T, age 1 9), her bog?riend Karl
“Dim” Dimitrov (HM, T 1, age 22), “(/lglg” I ornst Stembok (HM, T 1, age 23), Boris “Blades” Brezkinski (HM,
i, age 20), and K atiana “K at” Pavlova (H[F, T 2, age 2 1) [full stat blocks on page 47]. The “] ords” are a bit
more ambitious in their crime — in addition to extorting businesses and mugging drunks, the [ ords are unwitting
cmplogecs of Scumbeard’s criminal operation. Theg deal drugs for Ari Wimcreg and Provide labor for Bruthar
the Gimp’s smuggling activities. Valerina and K atiana also like to posc as Prostitutcs or tavern gir|s in order to roll
their unsusPecting “dates.” T he two gangs are bitter enemies and have had several violent encounters alreacly. lt's

only a matter of time before their feud turns deadly and one or more bodies end up in the river.

Qutside the town walls, the only organizcd crime is the [ron Ring slaving oPcration run }39 Adgarma Szeczmorova
[see NPCs, page 47). Sheis careful to avoid arousing any susPicion bg sPacing out raids on lumber camps and
caravans, and takes great pains to make these appear to be nothing more than a random attack by one of the
humanoid tribes that infest the area. She has made deals with an orc tribe and a bugbear tribe to carry out these
attacks and split the spoils with her. [Ter human agents will typically wear thick furs and hang at the back of the
orc/bugbear raiders during these attacks in order to disguise their identify.

Fublishcd Adventures |n and Avround Fenhalie;on

Fcnhaligon is an ideal location for a Pasic or E_xrm:rblcvcl camPaign set in K arameikos and lends itself Particularlg
wellto a sandbox—stﬂlc aPProach. Ladg Arteris and Fcnhalfgon are closcb tied into the Plot of Bii “King’s
I:estival” and BI P “deer\’s Harvest,” a!thoug)lw neither of those modules have any encounters that actua”y take
Place in town. Fenlwaligon also makes an excellent base of oPerations for almost any of the B-series modules,
inc|uc|ing Bi “In Scarch of the Unknown,” B2 “KCCP on the E)orderlands,” B3 “Palace of the Silver Princess,”
Bs5 “Iorror on the [l Bs “Journ63 to the Rock,” B “«(Castle Caldwell and Begond,” and Bio “Night’s
Dark Terror? Withjust a little work, the Bi-9 “n Scarch of Adventure” super module can be modified to center
around Fenhahgon aswell. Fven PB4 “Thel ost City” could be Played with Fenhaligon serving as the PC’s

starting Point, since the desert of Ylarum isjust over the Altan TePes Mountains.




|n addition to the B-series of modules, | have run the go”owing old adventurers from DUNGEON magazine in
the vicinity of Fenhahgon.

- “Falcon’s Nest” (DUNGEON #3) — | Placcc{ the old fortress cast of Fenhahgon at thejunction of the
Hillfollow and Highreach Rivers, and the bandits are easily tied into the Jron King, if desired. Once

cleared out, the abandoned fortress could cventua”g become a strongholc‘ for exPcr’c~lcvcl characters, who
might take on a more active role in helping |_ady Arteris expand her borders.

“Trouble at C]rog’s” (DUNGEON #4) - | put the vi”age of Daggcr Rock east of Fcnhaligon as a
location to ford the [Highreach River.

“Hrothgar’s Resting Flacc” (DUNGEON #25) is set less than a dag’sjourncg southeast of
Fcnhaligon,

“Nccropolis” (DUNGEON #16),“T he Moor-| omb MaP” (DUNGEON #13), “Guardians of the
Tomb” (DUNGEON #61 ), and “C|arrsh’s SCPUIC]"H‘C (DUNGEON #5 }) ~ could also be Placccl

almost angwlwere in northern K arameikos. |n my camPaign, | put several of these in the K elvin Moor.

Advcnturc Scccls
For DMs that like to “roll their own,” below is a list of ideas for adventures in and around Fenhahgon:

Basic~lcvc| Plot seeds:

Caravan Guards: straight forward escort~the~caravan~ancLProtect~it~From~goblin/orc/banclit raiders.
T his would be a gooc‘ initial adventure for first-level PCs, as it Provicles afeasible reason for a group of
clisParatc adventurers to be trave|ing togethcr to Fen]ﬁaligon.

Hungr3 Mouths to [Feed: Mama Devorais a serial killer who’s been omCFing travelers to feed her orPhans,

Furls Murder: Hig]ﬁrcach Fursis hiring adventurers to hunt a beast (e.g., owlbear, direbear, winter wolf)
thatis begond the caPabi|it3 of their own hunters.

Dcspcratclﬁ SCckfng Fanga: who or what is Fanga the Midwife? ]n my camPaign, she was a rcncgadc
drow of good a|ignmcnt who used her magic to disgufsc her true ic[cntitg and hide from her pursuers, but
DMs can invent any Background thcg desire.

Undercutting the ComPetition: Mrs. Hagova is fed up and hires the P(Cs to find out who is sabotaging
the T]"H‘CC Sur\s Lumber Compan3 and Pcrhaps, to engage in some Pagback.

Fcnhaligon Vice: CaPtain Tani” secks the Partg’s l‘uc|P to investigate Scumbeard’s crime network,
cxPlaining that “Mg men are basica”g glorhciec[ bouncers, not detectives. Pesides, | bet whoever’s running
this ring has Probablg got half my men on his Pagro”"’

And |n this Corner: the B|ac‘< Dagger Tavern runs brawling matches in its basement. One or more of the

F(Cs can earn some coin and gain a rePutation for themselves by taking on Stosh Blaschki, the reigning
bareknuckled brawhr\g c]nampion of Hells Half-Mile (see NFCs, page 48).
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Not-so~Lucl<3: Someonc has robbed the wcekly high~stai¢es card game at Lucky’s SPort Club, and the
FCS are hired to track down the perpetrators (cou|d be a ring of thieves from Kclvfn or a rival band of

advcnturers).

A Coppcr for Your Thoug!ﬂts; Galigcva’s daughtcr could be used to P|ant a Plot hook with the Partg, or
simp|3 to Providc some g";asﬂy Prcdic’cion for an individual FC T his could be cxPandcd into a comPletc
adventure ~ Pcrhaps sheis Posscsscc[ and PCs must free her from the grip of some evil wizard or demon;

a|tcrnativc|g, she could somehow be linked to the Sccr of the Lakc of Lost Drcams‘

Foxin the [Henhouse: A Pro{:essional thief is casing Fenhahgon, and Plans to burgle the Coinmark,
Alomar che|ers, and/or a rich merchant’s house. P(Cs could either be hired to helP carry out the thief's

caper or broug]ﬁt in to find the cu!Prit.

Chasing the Bladc: Somconc stole the sword that Sunmark l:orgc and Magnus Nclainc made for Ladg
Arteris and the FCS are hired to bring it back. T his could be a simPlc chase around town, or the cu|Prit
could escape and lead the Party toa nearbg dungcon‘

Ring of Dire: An agent of undercover Jron King oPerative Aclgarma Sczeczmorova leads the PCs into an
ambush. T hisis an easy hook into a classic “F(Cs as Prisoners/jaﬂ break” adventure and a goocl way to
lead into adventures involving Black Eagle Barony.

E_xpcrt—kavcl Plot seeds:

B Bcast of the Nort]n: An cxtremclg Iarge werewolf has been Preying on Iumbexjacks. Sage and Malakov

hire the PCs to track it down and kill it (theg dorn’t mention that the last two Parties t]"ICH hired never came
back).

Pones of the Dragon: Avrian the “Axe” hires the P(Cs to recover the remains of his comrades for a proper
burial. Axe has withheld the location of the lair of the dragon who killed his party because he did not want
to feel responsible for sending anyone else to their death. [owever, he has been watching the PCs and
believes they have what it takes to kill the dragon and provide him with closure.

Mystcry of the Riverwitch: \Who is the Riverwitch, and what does she want? |n my camPaign, the Riverwitch
is a vamPirc clating from the time of the \/amPirc Wars (she was a Powchu| wizardess (level 26) who hclpec‘
to clcstrog Quecn Elcnclorath (1290 years ago and was turned into a vamPirc in the Proccss). She sPcnds
most of her time trying to find a cure for vamPirism and ﬁg]ﬁting off her thirst for blood, but she occasiona”y
succumbs to the Pu” and will feast upon an unluckg |umbeljacl< from Hc”’s Ha!{: Mile. Lorc{ Arturus
Pcrmittcc{ her to remain here unmolested because the Riverwitch Plcdge to defend Fenhalig)on if it were ever
in clanger of being c{estrogec{. [ DMs want to use this type of character, she could be Playcd as a great evil
that needs to be c{estrogecl (Perhaps she charms one of the FCs and the rest of the Partg needs to rescue

him), a tragic Figurc that needs hclp in breaking the vamPiric curse, or as a mysterious mentor that guicles the




T ! party and sends them on various quests. Alternative|3, DMs could change her backstory to suit their own

; : SR camPaign - Pcrhaps the Kivcrwitch is simP|3 areclusive magic-user, a Po]gmorphcc{ clragon, ctch

f o Wa”cing the C]a”ows Fath: Lord Trcbor Marchant hires the FCS to cxP|orc and clear the Path lcading
S through the Black Witch Hi”s, Pitting them against banshees, mummified witches, vamPires, werewolves, a

lich or two, and swarms of zombies and bugbcars!

' i - TheLich E)riclc: Meranan Ravensmane aPProaches the PCs to ask for their hCIP in trackir\g down his

R - sister, an evil wizardess and necromancer who has taken up with a lich.

: . N % : - Theold“Clear the | ost Dwarven Mine”: [Hanok Brockisson, [Holdwarden of the dwarvf enclave in
" Stoncglcn, asks for the FCS’ lﬁelp in clcaring/rccovcring an abandoned dwarven mine. Mang modules have
- been written on this theme, so a|thouglﬂ it’s not very orfginal, this is somcthing DMs could put togct}‘zcr on

short notice.

yo'- = Lifcstyles of the Rich and [Famous: the PCs get Pu”ec{ into the world of Fcnhaligon Politics. Lac‘g Arteris
hires them to find dirt on Sir Severingin or Sir Rothswayne, or to perform some quest that will gain her

g Y P 9 g
greater favor with Duke Stefan. Ferhaps Sir Sevcringin or one of his kniglwts try to clisgrace ]__acly
Arteris’ newest favorites (the P(Cs) by challenging them to a duel or exposing some past misdeed.

Y Zng [Pesing) P

E - The Chaos Cult: one of Penhaligon’s nobles s secretly the head of a cult of Chaos worshippers. DM
could decide that Sir Severingin’s animosity toward |_ady Penhaligon led him down a dark road, that Sir
Rothswagnc’s lustful ways grew into the most evil of aPPctitcs, or that Lorc[ Marchant stumbled on
something damning while leading an excursion into the PBlack [Hills.

- Damselin Distress: Lac{g Arteris is ambushed and l(ic{naPPed c{uring one of her triPs to insPect the
defenses at Duke’s Road KCCP or Castellan Keep. Some Powcrful evil being intends to wed or sacrifice

her, and it’s up to the PCs to find their secret lair and bring her back sa\ch&
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NFCs —T]-]c Good, the Bad, and the Uqu

T]"IC Good - Ladq Arteris, A Bunc]ﬂ of Knights, Some Wizards and Otl')cr Goocﬂq Charactcrs

Lady Arteris Cassandra Penhaligon (I, 79, age 30, Str 12, Int 16, Wis 17, Dex 12, Con 13, Chr 16, Hp 57,
AC -5, AI Law{:ul) Lacking any sons, ]__ord Arturus groomccl his c{aughterfrom birth to somcday take over his

title. Arteris was confirmed as ruler upon her father’s death Fourgears ago, and has ab|5 overseen the town in that
time. She is one of those rare individuals who inherited the best aspects of both of her parents, with few of their
flaws. From her father Arturus, she learned to value eFFiciencH and competence over Position, title, and hcritage.
[He saw to it that Arteris received the best Possiblc training in skill-at-arms, and Pcrsona”3 tutored herin military
strategy, tactics, and |ogistics. 5!’16 routinclg visits Duke’s Road Kcep and Castellan KCCP to ensure the
defenses are bcing maintained and the garrison is we”~suPPlicd‘ From her mother Claudia, the young Arteris
inherited an iron wi”, Jearned how to influence friends and outmaneuver rivals, and was givena toP~notcl‘| education
in }vistorg, mathematics, languagcs, Philosopl‘xy, and art bg the best tutors. She studied in Thgatis for three years
and is as at-home in roga| courts as she is on the battlefield. Sheis brave, decisive, strong~wi”cd, and quitc
attractive, but has not displaged the brutal ruthlessness of her father or the stubbornncss, vanitg, and

snobbisl‘mcss O{: l’1€l" motl‘ncr.

Arteris is an cxtremcly shrewd young woman, and uses every means at her clisposal, short of murder and black
magic, to achieve Iﬁerg)oa|s. Her Primar3 aim is to grow Fenhaligor\ into a baronﬂ and eventua”g a duchﬂ that
encompasses the entire region north of the K elvin Moor duchg (she assumes that Duke Stemcan will break from
Thyatis and declare himself king) some clay in the not-too-distant Future). 5]’16 has assessed that the best way to
do this is bg cxPanding Fenhaligon’s economy, Popu!ation, and territory, while changing its rcPutation from an
uncouth Plaggrouncl for drunken lumbcrjacks toa clynamic city that is the P|acc for the best men and women from all
over Karameikos to come and seek their fortune. Her efforts to win over the Tra|adaran Popu!ation and Placc
women in !caclers]ﬁip Positions are not informed bﬂ any modern sense of fairness or divcrsitg. Rather, she views
these initiatives simP|3 as tactics to enhance her own Politica| Position, draw the best and brightcst to her service,
and demonstrate to Duke Stcfan that Fcnhahgon is not a backwoods settlement, but a s]qining examplc of what

K arameikos can become.

Ladg Avrteris is an imPosing woman 5’117 in hcight with an athletic build. She has Iong brown hair and brown eyes.
Avrteris’ ana|9tica| brain, Practicalitg, and cautious nature often cause her to seem somewhat cold and aloof in her
dcahngs with others. [However, in a one-on-one situation with someone she trusts, she is a vivacious and engaging
person. Ladg Avrteris is one of the most—capablc rulers in all of K arameikos and would be an cxtremclg valuable

Patron and 3”3 for any Par‘tg of adventurers.

FPossessions: Evcrgthir\g about Arteris’ st3|e, dress, and weaponry is calculated to burnish her image as a no-~
nonsense, tough-but-fair, highly-capable ruler. She favors clothing that is plain in style, yet finely made, be it a
dress, riding clothes, or armor. She alwags has in her Possession a r/hgo[/orotcct/on #5 daggcr +2, and an amulet
ol[protcction from cysta/ba//s anc/E5ﬁ She also usua”g has a /ongsword +3 at her side, and when riding into
battle, prefers her suit of platemail +2 and shield +3.




Sir Pontius Severingin (FIM 710, age 63, Str 13, Int 12, Wis 11, Dex 13, Con 14, Chr 12, HP 64, AC -5, Al

|_awful)

Pontius Severingin was one of (General Arturus’ origina[ retainers from Thﬂatis anda Foundir\g member of the
Order of the T hree Suns. He PerFormccl many astounding feats of arms in service to Arturus in the years before
and after Fenhaligon was established. Prior to the creation of the Order of the T hree Suns, he was lcnightcd
directly by Duke Stefan and holds the rank of | ord and K night Pachelor separate and apart from his
membership in the T hree Suns. Sir Severingin is tall (6'3”) and has the broad shoulders of a warrior, although he
has developed a bit of a paunch in his old age. [Tis thinning silver hair is combed straight back from his forchead,
and his facial features are somewhat Pinc}‘zcd‘ [He has a habit of chcwing his upper |iP when thinking‘ Sir
Severingin prefers to stay in his manor, Finecrest, rather than visiting Penhaligon, and spends his time there
breeding horses and hunting. Arrogant and condescending in his interactions with others, he is the epitome of a
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humans. Sir Severingin is extremely prideful and staunchly guards his rank and privileges. e delights in
defeating knights that are decades younger then him, proving that he is still a warrior to be reckoned with. Sir

everingin is called “C oldheart,” an allusion to his famous sword, [Frostedge, and his cool demeanor.
et 5

Sir cheringin’s coat of arms is a sword covered inice. |is retinue includes 10 knights, 20 squires, 50 men-at-
arms and 50 yeoman archers. They are resPonsible for Patro”ing Duke’s Koad between the vi”agc of Sta”amcorc{

and Fcnhaligon, and Protecting the numerous small lumber camps sPrcac] through woods in this area.

Fosscssions: Fu/#)[atc > Frostcdgc (/ongsword +2, 1 dé cold damagc for one turn ZXc[ag), and his shield
Hamcwarc/(s/w}:/cﬁz, resist fire l/dag).

Sir Marin Rothswayne (M, 77, age 50, Str 16, Int 8, Wis 9, Dex 10, Con 16, Chr 13, Hp 55, AC -3, Al
Lawgul, or oPtiona”y C]"naotfc)

Another one of Arturus’ original followers, Marin Kot]ﬁswagne was Arturus’ closest friend. | ike Sir cheringin,
Kothswagne Played a key role in dc?eating several dire threats during the establishment of Fer\hahgon and was
knightcc* by Duke Stc{:an. He was known as “Tro"brcakcr” during his hegclag and was once a mountain of
muscle, but years of goocl living have turned his orxce~mig|'1t5 thews to fat. Sir Kothwaync is a boisterous, back-
sIaPPing man with a bawdy sense of humor, and his aPPetite for wine, women, and song is Procligious. [He is the
lagest land-holding nolbledin the e it SfiE st BISIa s o= RWEEC TN | al
appointed manor house nestled in the hills south of Penhaligon. Despondent over his endless womanizing, his wife
committed suicide a few years ago. At DM’s discretion, Rothswayne may have become a secret follower of

(haos and rules over a secret cabal from his estate in Laurcl Hill.

Sir Rothswagne’s retinue includes 5 knights, 10 squires, %0 men-at-arms, and 20 yeoman archers. [His coat of

arms is a Haming hammer.

Fosscssions: Fu/&)[atc /D his famous hammer Warscorcﬁ (war/mmmcr oftﬁrowzhg +2, can burst into flame and
cause additional 1d6 of fire damagc for one turn ZXday}, and his shield /Fardwall (medium shield +1, can cast
lnvu|ncrabi|ﬁty (+2 AC and saves) for one turn, l/dag)‘




Lord Trebor Marchant (FIM, 11, age 39, Str 15, Int 11, Wis 13, Dex 15, Con 1, Chr 11, Hp 67, AC -+, Al
Neutral)

Trebor “Blackhawk” Marchar\t was a mercenary and successful adventurer for many years, and traveled

extcnsivelfj before settling down in K arameikos to build a stronghold At Ladﬂ Arteris’ invitation, he built a small
kcep (B|ac‘<hawk Kcep) on the far side of the Black Witch Hills and Arteris aPPointccl him a knight commander
of the Order of the T hree Suns and member of her Ruling Council in return. Although he has been made a court
lord, he has not yet been considered [:)3 Duke Stefanfora Kniglvthood, and is thus the on|3 member of
Penhaligorns ruling council that cannot claim the title “«Sir (this matters little to Marchant, but Sir Severingin
thinks it is scandalous that Arteris aPPointcd him to the Council). [He has a checkered rcPutation due to his
career as a mercenary and adventurer (it's rumored that he murdered several of his Prcvious band-mates in a fit of
rage). Having carned a fortune and a rcspectcc[ Position, heis looking to find a wife of noble blood and father
several sons to carry on his name. Marchant is the strong, silent type, and has a bit of a sinister air about him. A
fierce and relentless warrior, he is blunt and to-the-point in his interactions with others, but is not thoughtlessly
rude. [He believes Arteris is destined for greatness and is a staunch supporter of her vision for expanding
Penhaligon. He gets along well with Sir Rothswayne, but thinks Sir Severingin is an arrogant snob (although he
respects his fighting prowess) and the two men are open in their disdain for cach other. Due to his extensive
travcls, heis quftc Lnow|c&gcablc about Po|itics and economics. “Black}vawk” has a Passion Forlcalconrg and has
personally trained an impressive coterie of hunting birds. | ord Marchant is a ruggedly handsome man, and sports
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simP|c stglcs rather than FOPPis}v fashions.

| ord Marchant has two ‘mights, 45 squires, and 20 men-at-arms in his retinue, as well as a wizard. [is coat of arms

is a black hawk in ﬂight

Possessions: [flatemail +3, gauntlets of giant strength, battle axe +2, and Kedwrath, a cursed two-handed sword

#3(onarollof 17-20, it acts as a sword of shicing, and causes the wielder to fly into a berserk rage for four rounds
(additional +2 to hit and damage). Marchant will normally melee with his axe, and will only unsheathe Kedwrathif a
battle begins to turn against him.

Sir ] ucian “Trueblade” Decimos (HM, 79, age 46, Str 14, Int 11, Wis 12, Dex 13, Con 15, Chr 13, HF, 65,
AC -3, AL |Lawful)
| ucianis the (Grand Master of the Order of the T hree Suns, a Position to which he was aPPointcd c[uring the

last year of | ord Arturus’ life. e was a low~ran1<ing soldier in the Thgatian army and came to K arameikos after
his commission cxPirccl 15 years ago,joincc[ the Order of the T hree Suns as a squirc, and worked his way up the
ranks. As (Grand Master, he has a secat on the Ruhng Council of Fcnhaligon and is often the “swing vote”
between Laclg Avrteris and |_ord Marchant and the oPPosing bloc of Sir chcringin and Sir Rot}‘wswagnc, | ike
Ladg Avrteris, Sir Decimos would like Fcnl‘xaligon to grow into a barong and he has ambitions opgctting Duke
Stc{:an and the Karamcikan C}vurc}‘v to elevate the Ordcr of the Thrcc Suns into a greater order of clﬂ'va]rg on
par with the Order of the Grriffon. [He realizes that cxPanding Fcn}vahgon’s commerce and Popu]ation will factor
into this ambition as much (or more) than skill-at-arms and clﬂ'va|r3. However, he is less than enthusiastic about
some of her other initiatives, such as Putting more Traladarans in Icadcrs}‘xip Positions in town and bringfng more
women into the Order of the T hree Suns. thsica”g, the (Grand Master is a tall, wiry man with short salt-and-
pepper hair. Sir Decimos is Po|itc, but can sometimes be brusque, asheisa busg man and does not suffer fools.

[His word is his bond, and he is widclg known as one of the most trustwortl‘:y men in K arameikos.




His coat of arms is a goldcn sword crossed with a silver daggcr,
FPossessions: Fu//f)/atc +1, Shield +2, Longsword+2, Daggcr +2.

Sir| yle Gragbow, the “Shovel Knight” (FHM, 719, age 60, Str 11, [nt 15, Wis 14, Dex 12, Con 12, Chr 11,
HF 43, AC o, Al Neutral) [hat tiP: “«Guilds, Orders and Secret Societies in K arameikos”)
Sir Lglc is not an imPosing {:igurc‘ He is short, slig}vt of build, and has thin, wispg gray hair. e has been the

Hospitaller of the Order of Three Suns and commander of Penhaligon’s garrison since the founding of the
Order 25 years ago. [e was a veteran T hyatian solider who served with |_ord Arturus through many campaigns
before accompanying him to K arameikos. [T is an expert in logistics, defensive tactics, fortifications, and siege
warfare, and designed Castellan’s and Duke’s Road K eeps, as well as the fortifications protecting Penhaligon.

T he moniker “Shovel Knight” comes from his reputation for building excellent fortifications and using
entrenchments to defeat opposing armies. Although he has extensive experience, Sir |_yle is not stuck in his ways.
He is constantly studying advances in warfare and consulting with wizards to keep Penhaligon’s defenses up-to-
date and as effective as possible. Sir|_yle always seems to be in a hurry, as he has an unending mental checklist of

things that need to be done.
[His coat of arms is a stylized shovel in a mailed fist.

Fosscssions: Fu”PIatc armor, spear +17, masterwork Iongsworcl‘

|_aelin Aenelianas (HT7, 77, age 28, Str 14, Int 10, Wis 12, Dex 16, Con 15, Chr 16, Hp 48, AC -4, Al

| awful)

Talland fair, | _aclin is like something out of a story. She is a paragon of knightly virtue, and is the first female
member of the Order of Three Suns, recently knighted by | ady Arteris. She is an imPIacable foe of evil, and

can often be found questfng about northern K arameikos. | aclinis imPcccablg courteous and kind to everyone she

meets. She has a pure, sweet voice, and wears her blonde hair |ong, dcsPitc the dhq:icultg this creates in wearing a
helmet. Naive to politics, her only goal in life is to become a knight of the realm. Nevertheless, she is a close ally of
Ladg Arteris, who recognizes the Po|itical value in Laclin Potcntia”y becoming agreat hero and the sPiritua| heir to
thle gend of Morgar | Eseelt

| aelinhas no holdings or retinue of her own. \When not on a quest, she resides in the castle as a guest of Lac{g

Arteris, and can sometimes be found clining in the K antrium Restaurant

Fosscssions: A mastcrwork—qualftg suit of Fullplatc, a 5/7/@/4+2, and Fcnancc, a /ongsword+ I, +2 vs. (:/7305, that

can cast Profcctl’on from evil 10’ radius 1,/da Y.

Alethra Beck (HIF, T7, age 32, Str 13, Int 14, Wis 10, Dex 17, Con 13, Chr 13, HF 32, AC o, Al Neutral).
Alethra appears to be Lady Avrteris’ chief Iﬁandmaider\/bodg servant, but is secretlg her bodgguard and Spy.
Alcthra was caug]ﬁt attemptir\g to steal from ]__orcl Arturus’ treasury nine years ago. Arturus sentenced her to
Iwang, but Arteris saw Potential in the young thief and interceded on her behalf in exchange for Alethra’s P|cclgc of
onah:& After being Pardoncc{, Alethra was sent to T]ﬂyatis for several years to be trained in how to PerForm the




duties of a handmaiden and the intricacies of court ctiquette. Sheis eminent|3 {:orgettablc at first g|ance - shy,
soFt~sPol<en, medium height, medium build, pretty, but not beautiful — and several of the castle’s inhabitants call her
“Arteris’ Mouse.” Alethra P!ags up the quiet, mousey demeanor, but very keen observers may notice that her eyes
are constantly moving and that she is always Positionccl to guarcl Avrteris’ back. |n addition to the handmaiden
persona, she has a number of othcrguises she uses to move about the city and collect information. A|thoug|'1
Alethra initia”g agrecd to serve Arteris in cxc]qangc for commutation of her death sentence, she has since
dcvclopec‘ a clecP rcsPcct and IoHa|t3 toward her, and would g|ac"3 |23 down her own life to Protect ArterisA
Alcthra is an avid Painter ~ she bcgan Pairxting as Part of her training to be a hanclmaic{cn, and discovered that she
had a natural flair for it.

Fosscssions: Shc will always be wearing Bracc/cts ofD@fcnscACj(aPPcar as normaUcwclrg) and have her
two daggcrs Tara/us (+l c/aggcrofs/ow/ng)and Fropcrus (+1 a/aggcrofspccc//ngj hidden on her person. When

cxPccting trouble or covcrt|3 oPcrating around the city, she will also be wcaring her cloak ofprofect[’on B

Captain Arielle Tanill (HF, 77, age 32, Str 16, Int 10, Wis 10, Dex 14, Con 16, Chr 11, Hp 59, AC 6, Al
| awful) [hat tiP: Carawaﬂ] Avrielle Tanillis toughcr than a Piece of boiled leather. 5]’16 had an extensive career as

a solicler, mercenary, and bricﬂy as an aclventurer, before Laclg Arteris hired her to become Fcnhahgon’s CaPtain
of the Watch. Part of their deal is that CaPtain T anill operates with comP!cte autonomy and reports clircctlg to
]__acl3 Artcris. She is ta”, broacLshouHerec', and well-muscled. She wears an eye Patch and has a !argc nose that
appears to have been broken more than once. Arielle has a deep, throaty voice and tends to clench and unclench
her fists when spcaking‘ Captain T anill hates bullies and Joves to put them in their Placc bg Provic[ing a solid
bcating‘ She favors P|afn, well-worn clothes.

FPossessions: | eather Armor, club, masterwork Iongsword, claggcr

Town watch (average mcmber}

HM, FO, age 25-40, Str HLE o ]nt 8, Wis 11 A Dex i b, Con e Cl‘nr 10, HF 5, AC % Paddcd armor, cub

Magnus Nelaine (HM, W13, age 46, Str 9, Int 18, Wis 14, Dex 11, Con 11, Chr 10, HF 29, AC o, Al L awful)
[Iwat tiP: Carawag] Magnus is a new|3 retired and quite famous adventurer who now sPcncls his time cnchanting
items, tutoring young mages, and recruiting new members for his Secret Order of the 5i|ver Chain. Heis a tall,
dark-haired man with a close cutgoatee,Just starting to show a few flecks oFgray. Magnus is widc!g recognized as
a genius, and known for his abilitg to Predict adversaries’ actions and clcvclop craFty countermeasures. [Je saw
many great evils during his advcnturing clays and strives to create magical items and a new order of wizards (under
his command) clesignecl to vanquish such evils. . [e believes the new K arameikos Magician’s Guild is of little
value, and pays the barest liP service to abiding 53 its Po|iciesA |nstead, he has been Pouring his energy into
training a new magica! order, the Secret Order of the 5i|vcr (Chain, dedicated to seel(ir\g out and clestroging evil.
Magnus is disinterested in Political matters unless thcg have some bcaring on marshaling a defense against
nefarious threats. To that cnd, he understands the Pivotal role Fcnl‘xahgon P|ags in the defense of northern

K arameikos and believes that Lad3 Arteris is the ruler best-suited to overseeing the town and the two Lecps to
the north. Magnus is an expert in idcnti{ying and creating magical items | he wizard Pridcs himself on bcing notjust
a great magic-user, but also a great intc”cct, and is well-versed in mathematics, astronomy, bio|ogg, economics,

historg, and the burgconing field of science. Magnus’ quick mind often causes him to finish others’ sentences and




interrupt them. A]though gencra”g Po|ite, he is imPatient with those who can’t keeP up with or comprehencl his
genius. [He tends to pace and stroke his goatee when thinking '

Possessions: White Dragonbone Stat (+4 quarterstaff, 25% cold resistance and +4 to saves vs. dragonbreath k .
and all cold-based spells. |t also acts as spell focus allowing the bearer to cast fce Storm AWall of Jce); ring of R
Iprotcction +3, robes of defense A 3, ring of mirror image (2/da 3), silver amulet of 5pc// storing (FireballX 2, o
shield, web), potions of invisibilty, polymorph self stone skin, scrolls of cloudéi] haste.

First-level sPe”s - magic missile, analyze/iclcnthcy, detect magic, read |anguages
Scconcucvcl sPc”s - detect invisible, E_SF, Phantasmal force, wizard lock
Third~|evc| sPc”s — disPc| magic, clairvoyancc, Protcc’cion form normal missiles, Flﬂ
Fourth-level spells ~ dimension door, remove curse, wizard eye

Fifth-level sPe”s ~ telekinesis, conjurc elemental

Sixth-level sPeﬂs - clisintegratc, invisible stalker

Seline Silverstaff (HIF, W11, age 34, Str 6, Int 16, Wis 13, Dex 11, Con 10, Chri2,Hp 26, AC 1, AL
Ncutral) (hat tiP: Caraway] Sclfnc is an adventuress from Darokin who followed the trade route down from
Selenica several years ago and set up shoP in Fcnl‘xaligon to hire herself out to advcnturing bands that “need a
little more firepower” [Herfees are just on the shy side of exorbitant, but she boasts that she is worth every gold
piece. She is a short (54”), blonde woman of petite build, with large green eyes and a confident smirk playing
Pcrpctuaug on her |iPs‘ Contrarg to the stereotype of wizards as reclusive, 5113, and studious, Seline is brash,
aggressive, and an adrenaline junkg, She favors showy, destructive spells over divination or protective-type of ~
magicks, and is a sound believer in the “best defense is a good offense” school of tactics. She has a zest for life, ¥
and a particular fondness for muscular warriors with “interesting scars.” She is often brassy and a bit foul-
mouthed in her interactions with others. Seline tends to dress ﬂambogant|3, and is not above wearing clothes that ‘-

are cut scandalouslg undcr l"lCl" wizard’s I"OECS.

Fosscssions: Pracers of [Detense A+, Statf of [Fire, Kobe of Frotection +3 -
Spells: ;
First level - Magic Missile X3, SICCP
Seconcl level ~ ]r\visibilitg, Web X2

T hird level - Fireball X2, | ightning Polt
Fourth | _evel ~ Jce Storm, Wall of [Fire X2
Fifth chcl — Cloudki” X2

Sixth chcl ~ Dcatl‘nspc”

Meranan Ravensmane (Male, F 8, Str 14, |nt 17, Wis 15, Dex 14, Con 13, Chri7, HP 39, AC -1, AL 1) [hat
tiP: Carawag] Meranan rcccntlg moved to Fenha!igon from Alfheim. e will say that he was on his way to

Specularum and simP|3 decided to tarry here for a few decades after taLing a |il<ing to the town, but in rca|it3, he is
in Pursuit of his sister Salantha, an evil necromancer known as “the | ich Bride.” Meranan abhors the misuse of

magic for evil purposes, and has made it his life’s mission to track down and destrog evil wizards.



Meranan is tall, with a slender build and |ong mane of black hair. [Heis outgoing and {:unJoving when noton a

mission. [Jeis currently Partaking in all of the Plcasures that Fcnhaligon has to offer and can often be found at
inns, restaurants, and bars buying drinks and socia|izing with Peoplc from all walks of life. e has a warm and
engaging Pcrsonalitg, and in one-on-one interactions, his attention is like a ray of sunshine. Meranan is a ladies’
man, and has left a |or\gJ trail of broken hearts behind him in his many years. [He wears extrcmelg fine clothes and is

a|ways imPeccaBIH attired.
Fossessions: E/ven chain mail + % King of /> rotection +2, [/Vitcﬁbanc (/ongswora/ +7, +3 vs. 5/06// casters)

Spc”s:

[irst level - Protection from [ vil, Charm Person, Analyze
Scconcl level ]nvisibihty, | evitate, Phantasmal [Force
Third level ~ Dispcl Magic, Lightning Bolt

Fourth | _evel ~ Growth of Plants, Dimension Door

L rik Revenmar (FIM, 77, age 29, Str 16, Int 11, Wis 10, Dex 14, Con 16, Chr 16, Fp 51, AC -1, AL .
Revenmaris a Knight of the T hree Suns and nephew of Sir Severingen. Blonde-haired, blue-eyed, and broad-
shouldcrcd, he looks every part the storgbook Picturc of a dashing, heroic icnig}vt. He has aPParcntlg become a
favorite of |_ady Arteris and often accompanies her to feasts and performances. Court gossips say Sir
Severingin sent [ rik to romance Arteris, others claim it is Arteris who is seducing the young knight to win him over

to her faction.

Fosscssions: Fu” Platc armor, masterwork shield and Iongsword

Sharrlaqa :rDancingbladc” baﬂadac (lipFa age 26, Stri4, INt 12, Wis 11, Dex 17, Con 13, Chr i, HP 44,
AC i ,AL N) [hat tfP: Carawag]

T his dark-haired, dari@cycd adventuress and local hero, when she is not on the road, can be found in any one of

the local establishments P]aging music, Pchorming, singing, or tc”ing tales of hcrjourncgs and exP|oits.
Fosscssions: /ongsworc/ /P shortsword +2 ( c/cfcndcr], chain mail +2

K eio Ohara (M, 76, age 30, Str 15, Int 12, Wis 13, Dex 13, Con 16, Chr 11,HF 53, AC 2, AL N))
[hat tiP: Carawag] This mgstcrious warrior hails origina”g from far off NiPoncria. He is the partner and
comPanion of Sharrlaga, and where she goes, he will be close bg.

Fosscssions: K atana +2, four silver t/7row1'ng Lnives, Jeather armor 2 amulet of Iprotcct/on +2




The Bad ~ Fcnhalizon’s Cast of Vi“ains

Korgan “Scumbcard” Korrigan (Dwarf 5, 5Str 15, |nt 10, Wis 13, Dex 14, Con 16, Chr 7, HF 26 AC 4, Al
(Chaotic)

Scumbeard operates a small smugglfng and drug dcaling ring and is the closest thing Fcnhaligon has to a crime

boss. [e avoids engaging in any criminal activity himself, preferring instead to work through a series of cutouts

orchestrated by his chief lieutenant. |is ring trafficks in blissweed and joydust, and he has indirect control over
the [ ords of the [Hook gang, which he emplogs to sell drugs and to quash any comPetition. Captair\ T anill does
not know the extent of his criminal activity, but has Pieced togethcr cnough evidence and Iwcarsag to suspect that

he is an unsavory character.

Korgan was once a dwarven warrior, but realized he could make more gold by smugglinggoods to humans than he
could dcfzcnding dwarven holds from goblins and orcs. Driven bg unadultered grccd, Scumbeardis a trulg nasty
Piccc of work. [e oversees his criminal network with extreme ruthlessness, and more than one undcrhng who let him
down has had their throat slit and body dumpcd in the river. Aside from i”~gottcn gold, his onlgjog inlife is eating.
Heis immcn5613 fat and walks with a lme that he claims is from an old wound dealt by an orcish spear (in rca|it3, it's
just a bad knee cause earing too much weight). e wears slo clothes that threaten to burst at the seams.
j bad k dbyb g h weight). loppy clothes that th b h

[His hair and beard are unkcmpt, and crumbs from his last meal can often be seen scattered in his beard. [His onlg

ornamentation is the |arge copper bands he wears around each meatg biccP‘

Scumbeard is crude, rude, and simPIH horrid in his dealings with others, inclucling customers to his pawn ancljur\k
shoP. DecP down, he is an insecure coward, and compensates for this by being a sadistic bu”y. He Particular|3
dchg)lqts in tormenting his clderly kobold cmployec ]tch/Scrathm

FPossessions: copper arm bands of defense A 5, Doubledirk (daggcr +2, casts mirror /mage 1,/ dag), ring of
knock (I/dag), light crossbow with Poisonec[ bolt usua”g hidden under his desk and riggcd to fire when a switch is

thrown.

Cassius Appios (MM, [+, age 54, Str 15, Int 10, Wis 10, Dex 12, Con 13, Chr 9, HF 27, AC 9/5, AL O)

Korgan’s righbhand man, in clwargc of internal oPerations. Tall, bald, and grizzlecl, (assius is a retired man-at-arms

that has been worldr\g with Scumbeard for years, first as Paicl informant (when he was still in uniform), then as a
art-time entorcer, before taking over day-to-day management o cumbeard’s drug-dealing and smugglin
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operations. [Te still has a large network of friends in the town’s garrison and watch, making it quite easy for him to
P & & SUEd 9

sliP afew coins into the rig]ﬁt Pockct in exchange for Iookir\g the wrong way when somcthir\g i”egal needs to haPPcn.

He likes to grcqucnt Jack’s Hotel, but will meet with contacts at various bars/Pubs around town. | ike

Scumbeard, Cassius Prc{:crs to use intermediaries whenever PossiHc in order to Lccp his own hands clean, but he

is not afraid to Pcrsona”y dish out a bcating or slit a throat when necessary.

Fosscssions: chainmail (on|3 worn when cxPccting troub|e), shortsworci, dagger, steel-shod cane that he uses as a

club




Nicholai Baranski (M, 2, age 32, Str 13, Int 9, Wis 9, Dex 14, Con 14, Chr 11, HF 14, AC 6, AL O)

Nicholaiis the youngest son of [Fredrik “Bear Baranski, the owner of Hawkﬁight Archery, and Korgan’s chief of

external oPerations. [is father has no idea his son is involved in criminal activity and rcgular[g trades with local
bugf}car and orc tribes. Nicholai norma”g emPloys a couple of unsavory fur traders as his go~bctwcens, but also

uses his Frequent hunting triPs outside Fenhaligon’s walls as cover for these activities.

Fosscssions: leather armor, long bow, hand axe, daggcr

Saul Zaranov (FHM, T3,age 31, Str 10, Int 10, W 9, Dex 13, Con 11, Chr9, HF 10, AC 8, AL C)

Saulis Korgan’s fence. e was once a member of Specularum’s T hieves’ Guild, but crossed a more senior
member and had to leave town in a hurry. [He ended up in Penhaligon, met Scumbeard, and has been working for
him ever since. Saul operates out of the basement of [Hulda’s Fub, and a]wags has three or four thugs Iounging at
the bar upstairs rcadg to come to his aid if needed.

FPossessions: Daggcr X2, Potion of invisibilitg

Tl‘rc Sout[-ncnd Gana

All armed with knives and/or clubs.

Stefan Mac[ej ~-HM, T2, Agc 28,5r16,Int 11, Wis 9, Dex 13, Con 14, Chriz, HP iz, /AC 8, AL €
Gang leader; former solider and caravan guarcl; bu”g/vir\clicativc; tall, broad-shouldered; black hair worn Iong

Alagsiuz “Long chs” Novak - FIM, T 1, age 22, Stri12,lnt9, Wis 8, Dex 15, Con 12, Chr9, HF
5, AC 8, ALC
Quict, follower; friends with Olc; ta”, thin, abnorma”g long Icgs‘

Rowan “Olc” Olcniczak~ HM, T1, age 21, Strit,nt 12, Wis 10, Dex 12, Con 12, Chrit, HF 4, AC 9,

ALC
Big mouth; a|ways |ool<ing fora goocl time; blonde, b|ue~eycc{; mixed Thyatian and T raladaran ethnicity.

Stcpl‘zcn “K oob” K ubiak — HM, T1, age 2%; Str 15, |nt 75 Wis 7, Dex 8, Con 11, Chr7;
HF 4, AC 9, ALC

[Fat, dumb, and stuPic[; tries to intimidate tl‘urougl‘w sheer size/bulk.

[ dvard «Stinky” Walkowiak - FIM, T1, Age 15, Str 13, Int 9, Wis 10, Dex 14, Con 13, Chr ¢;
HFP 5, ACs, ALC
Horrid bodg oc[or; sees himself as Madaj’s second-in-command.




Lorcls of the Hoofc

A” armed with knives and/or clubs

Vladimir (stanov — M, T 3, age 26, Str 13, [nt 10, Wis 13, Dex 15, Con 13, Chr 1o, HF
12, ACs,ALC
Short, dark-haired; vicious, bit of a Psgchopath; other gang members afraid of him.

Valerr\ia “Gag” Grigorczek - HF, T age 19, Str 7s ]nt 7, Wis 8, Dex 13, Con i, C]ﬁr 14, HF
5, AC 8 ALC
Fretty and dumb; K arl's girKricncl.

K arl “Dim? Dimitrov ~ HM, T1, age 2%, Stri2,nt7, Wis 7, Dexi1,Coni12, Chriz, HF 4, AC 9,
ALC
Good—|ooking; dim-witted; Valcrina’s Bog{:riend‘

“Ugly” Ernst Stembok ~ M, T 1, age 22, Str 15, [nt 6, Wis 6, Dex 10, Con 13, Chr 6, HF 5, AC 9, AL C
Ta” and wc”—musclcd; shaved hcad; uglg; dumb; Part of the gang’s musc]c; cn_jogs hurting Pcoplc.

Boris “Blades” Brezkinski - HM, i, age 20, Str 15, ]nt 8, Wis 9, Dex i Fs Cor\ 15, Chr 9, HF 7 AC Vs AL
(@

| ean, athletic build; washed out of (Grindenkov’s guard training program; carries a short sword and several knives.

K atiana “K at” Favlova <715 T 2, age 21, Stré, Int 7, Wis 13, Dex 15, Con 10, Chr 15, HF %
AC s ALC

Fretty; maniPu|ative; cunning.

Adganna Szeczmorova (ak.a. Alisia Andragon, Il W7, age 45, Str7,Int 16, Wis 14, Dex 11, Con 10, Chr
12, HF 19, AC 7, Al Chaotic)

Adganna is an oPcrativc of the Jron ang currcntlg Posing as a wcalthg mcrchant/ProsPcctor. Her real purpose in

Fcnhaligon is to kidnap lumbcrjacks and adventurers and sell them into s|avcr9‘ She has several agents rcPorting
to her, and has used them to work with some of the local orc and bugbcar tribes to caPturc Iumbcjacks and the
occasional small merchant caravan, bcing careful to Plot these attacks so tl‘ucg seem random. Hcr newest gambit is
using one of her henchmen to pose as an adventurer looking tojoin a band at the [House of Swords. A{:tcrjoining
up, her agent will lure the band into a trap, the adventurers will be whisked off to the Plack E_aglc Baron3 to

become slaves, and none will be the wiser, as it wi”just be assumed the party met their demise in some dungcon‘

Adganna is a Plump, midc”e~agccl woman whose matronly appearance clisguises a tru|3 black heart. She is a sadist,
ar\djoined the Jron King simPIH because it gave her an oPPortunitH to hurt Pcople. She will occasiona”g visit her
bugbear partners so she can indulgc herself in her favored Pastime — torture. Despitc her Psychopathic
tendencies, she is cxtrcmelg clever, and will use her Jron King assets and, if necessary, her sPe”s, careFu"3 and for
maximum effect. Aclgarma is a fierce rival of the |ron King agent Golthar, who is based in T hreshold (featured in
Bio “Night’s Dark T error). Shc is |ool<ing fora way to sccret|3 expose Golthar to local authorities or to the




right band of adventurers, thus Paving the way for her to take over as the senior |ron King oPcrativc in northern

K arameikos.

|nher Alisia Andragon guise, she is gcncra||3 courteous, and consciouslﬁ portrays herself as matronb and
nonthrcatcning as Possib[c‘ [However, she hates having to repeat l‘xcrscH:, and may let her mask inP if she has to do
50 in a conversation. Hcr true Pcrsonahtg leads her to be obscquious to those more Powchu| than hcrscH:, and
dcmcaning and cruel to those she views as inferior, cspcciaug young, attractive women. The on|9 creatures she is

kind to are her many cats, and in cit}‘xcrguisc, her clothes are usua”g covered in cat hair.

Fosscssions: amulet of /Drotcct/on +2, ring of human control 5ou/t/70rn (alaggcr +7, c/rain/ng), Potion of lhwls/b///ty,
Pof/bn of cure medium wounds, scrofl of E5ID

Spc”s:

First level -~ charm person, magjc missile X2

Second Jevel - invisibilitg, cntanglc, mirror
image T hird level ~ hold person X2
]:ourth level ~ Polymorph self

Thc ualq — Some “ColorFul” NFCS that Ca“ Fenhalisaon Homc

a itos}'! [ QlascHd, HM, level 0 (attacks as [ 4 with Fists), age 55, Str 1 75 ]nt 6, Wis 7o Dex 13, Cor\ i7, Chr s HF
4, ACs, ALN.

]__umbcjacl( and the unofficial brawling c]ﬁampior\ of Hells Half~-Mile, Stosh is a mountain of a man and a veteran
of a hundred Fist~¥ights. [He has a craggy brow, cauliflower ears, and a nose that's been broken so many times it
looks like an eggplant has been squashcd over his gap-’coothcd mouth. Stosh is well-known and great|3 feared 53
other Iumberjacks, but every sPrir\g when he comes to town, there is no shortage of cha”er\gers Iooking to claim his

title as the “the ’coughest man in \Water's Edge.”

Lumbcrjaclc brawler: HM, level 0, age 18-40, Str 1%, lnt 74 Wis o Dex 10, Con 1%, Cl‘rr 8, HF ki AC 9, dmg
i-2+1 w/fists .

This is the stat block for a tHPica| drunken |umberjac!< that PCs might encounter in \Waters Ec{ge. If

encountered outside the city, will tgPicaHH be wearing heavg furs (treat as leather armor), and carrying hand-axes.

] he ] ravelers
The Travclcrs are an advcnturinggroup/band of wanc[cring mfnstrcls/gang of good~l‘ucar’cc<:[ thieves who make

their home in Fcnhaligon‘ T}wcg routincly Pchorm at the Adler, T he Flagon, T he Shadow Dragon, Rik’s
Alchousc, the Strongbow ]nn, and Jack’s Hotcl‘ Thc Travc|crs may also be found angwhcrc in the rcgion,
PerFormfng at local festivals, wcd&fngs, and celebrations. DMs may use them as foils for low-level FCS, or as last-

minute rescuers for a group of adventurers that getin over their heads. T heir members are:

Jon Faupcr~ M, T4, age 71, Striz, fnt 11, Wis 12, Dex 10, Con 13, Chri3, HF 278 AC 7, ALN

| ead singer; virtuoso of pan Pchs and mouth l‘uarP; carries a variety of short swords and daggcrs on a bandolier on

his chest; leather armor; bit of a /Drl'ma donna




Kinchalla- M, I3, age 30, St 15, Int 11, Wis 11, Dex 13, Con 15, Chr 13, HF 21, AC 6, AL N
Biggug (6°57); Plags violin/fiddle; long sword, hand axe, and leather armor; go~along~get—a|ong type

Brendan (nderhill - HM, T4, age 22, Str 11, Int 11, Wis 12, Dex 15, Con 13, Chri1,HF 17, AC 6, AL N

Drummcr; medium builc{, unremarkable Features; shortbow, daggcr, and leather armors; sogt-spoken

Shechan-HM, T4, age 51, Stri2,|nt 10, Wis 9, Dex 13, Con 13, Chrio, HF 15, AC 6, ALN

| ute/mandolin; 1ong hair; crossbow, club, and leather armor; bickers with Fauper

! Qlackburn -HM, W5, age y2, Striz,nt 16, Wis 13, Dex 12, Con i1, Chrio, FF 16, AC 9, Al N
|_ow-life, mage-for-hire. (sed to be an adventurer, but spent too much time in Water’s [ dge and fellinto some
really bad habits. Makes a living performing magical services for the dive establishments on Water's [Z dge, and
idcnti{:ging magical items for Scumbeard’s fence, Saul /aranov. [Jas a huge gambling debt with Proprictor of
LLucky's Sport Club, and owes a lot of money to Scumbeard for drugs. Makes a big show of being an amoral,

hedonistic slime, but secrctlﬂ, he has a sense of honor and would like to turn his life around.

Fosscssions: nothing except for his sPe|I~booi<s, some loose change, and the robes on his back.

Spc”s known:

First level = Detect Magic, Analyze/]clenti?y
Seconcl level ~ Knocl(, Wizarcl Lock

Third level - DisPe| Magic

Mara Pike ~ HIF, T'5, age 28, Str 13, Int 14, Wis 14, Dex17, Coni3, Chr 14, HF22, AC 5, AL N

Witty, sarcastic, ruthless. Mara is a charming rogue and a relentless and resourceful bounty hunter. Mara has
short, spikey hair that frames a pretty face with a button nose and full lips that are constantly smirking. She prefers
to wear leather armor and tall boots over her thin, athletic frame. Mara seems to be litera|13 covered in knives,
daggers, and stilettos — wearing them on her wrists, on her belt, sheathed to her t]ﬂighs, in her boots, and over both
shoulders. T hose that know her say her tongue is s]qarpcr than her knives. 5]’16 is quick with ajol(e, usua”y
invo|vinga cutting insult, but she is caPch of turning on the charm when it suits her. Mara’s partner in bountg

Iﬁuntfng is Brgar Cobb Theg are not lovers, but are {:ierccb |09al to each other nonetheless.

FPossessions: Stuclclcd leather armor, l(nives/clagg)ers/stilettocs (atleast a dozen), short sword.

Bryar Cobb - HM, 75, age 34, Str 17, Int 8, Wis 11, Dex 13, Con 17, Chr s, HF 55, AC 1, AL N

Bryar is to Mara as (Chewbaccais to [Jan 50|o. Dour, Pessimistic, and cynica|, Brgar doesnt say much and
when he does sPcak, it's usua”g a curse or an insult. This brutisl‘wlooking man is ta”, bald, broad-shouldered, and
well-muscled. His crooked nose has obvious|3 been broken more than once. [e wears battered armor, carries a
spear, and wears a round shield on his left arm. A well-used sword is scabbarded at his hiP, and a battle axe Pecks

up over his left shoulder. Brgargivcs off an air of imminent violence even when standing still.

Fosscssions: Flatc mail, shield, spear, battle axe, long sword, hand axe, daggcr,







