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The City of Selleze 

The largest city in Aarbat is Selleze, inland about 100 
miles West of Aahfundit, in the foothills of the Great Rock 
Mountains.  Water from an underground sluice powers mills of 
both dwarven and human metalsmiths.  The city is a nexus of 
trade between miners of precious ores and merchants and 
craftsmen.  The Guilds are powerful in Selleze, and the City 
Council rules.   

There was once no city wall by order of the Kings of 
Aarbat.  They feared that given a wall, the city would become 
too powerful.  But after King Aarmit came to the throne, the 
leaders of Selleze rapidly built a wall while he was busy 
building resentment among his nobles by forcing himself on 
their wives.  Eventually he came to concern himself with the 
issue of the Wall, but by then it was built, and the leaders of 
Selleze were unwilling to tear it down.  The King didn’t think 
he had the means to force the issue. 

Likewise, the size of the constabulary was once limited 
by fiat of the King, but is no more.  The Guilds have always 
resented the taxes they must pay to the King.  Now they pay 
less, with a good bit of the difference going to arm a 
formidable militia, which the King also begrudges.  The 
military power that the King maintains for himself isn’t enough 
to seize Selleze against the constabulary and the well-trained 
militia.  The King does maintain a couple of companies in 
Selleze, but there are rumors that these have been bribed and 
are untrustworthy.   

A century ago a rebellion by the city was bloodily 
suppressed, and the families of those executed bear grudges to 
this day.  The city is, again, quite wealthy, and numerous 
merchants have built fine mansions in the center of the city, and wealthy wizards have large 
estates in the Northwestern hill section.  Shops, Taverns, Inns, and Workshops sell almost any 
kind of goods you might wish to buy, with jewelry and fine tools being especially noteworthy for 
quality. 

Selleze is at the mouth of the one good pass through the Great Rock Mountains.  For this 
reason it is particularly important to the Kingdom as a defense against savages from the South.  
The river is an important barrier to invasions from that direction.  There are also tribes of 
dwarves and gnomes in the mountains who trade with the mechants in Selleze.  The King keeps 
two companies of foot and a company of cavalry in Selleze, both to discourage rebellion and as a 
defense against threats from the mountains. 

Some of the better known merchant establishments are: 
Tufburg's Goods: General supplies for travelers and merchants.  A massive establishment, 

that carries a very wide variety of goods from wagons to clothing. 
(Center; On The Great Square NE / Haus St.) 
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Cheap & Good: General merchandise of an ordinary sort.  Nothing unusual or special. 
(East: Market Square W side at Main Boulevard) 

Bangalore's Weapons merchant, carrying a wide variety, including magic types. 
(Center; On the Great Square at North Gate Boulevard) 

Sunchon's Arms Merchant of arms and armor.  Especially hammers, maces, flails, etc. 
(Center; On King’s Street, just south of North Wall Street) 

Bellron Weaponsmith.  Specializes in crossbows, but also sells other types. 
(Center; On King’s Street, adjacent to the King’s Guard Headquarters) 

Boris the Grey & son Weaponsmith.  Specializes in heavy swords, especially two handed. 
(Center; On North Wall Street at Labor Street) 

Thackerela's Armorer.  Specializes in very light, stylish types for nobility (or hidden). 
(Center; On King’s Street, adjacent to the King’s Guard Headquarters) 

Strudmore Armorer.  Particularly studded, ring types, but sells others too. 
(Center; On North Wall Street at King’s Street) 

Poshno's Merchant of arms and armor.  Caters to wealthy buyers wanting quality. 
(Center; On Great Square, at Prison Street and Bridge Street) 

Squire Corner Livestock establishment that buys and sells horses, especially warhorses. 
(Center; Shop on North Wall St.; barn on Labor St near North Wall St.) 

Foot and Mouth Livestock seller: horses , oxen, goats, sheep, etc.  Nothing unusual. 
(East: Livestock Road and Dump Street) 

Horse’s Mouth Livestock, especially better than average horses – warhorses, riding, draft 
(Center on Division St., north from West Avenue south of Shanty Lane.) 

Papagano's Bird merchant:  Common and unusual birds, chickens to exotic imports. 
(Center; North Wall St. just east beyond Notpoor St.) 

The Slithering Track Merchant of rare animals, especially snakes and other reptiles. 
(Center; Stadium Street on E edge of Center division) 

Wizard's Pen Merchant establishment selling goods for magic users (but not magic) 
(Center; The Great Square at West Avenue and Labor St.) 

Bernadote's Alchemist selling variety of potions and other concoctions 
(Center; The Great Square at West and Labor, across from Wizards’s Pen) 

Stradmore Jeweler and merchant of gems and jewelry 
(Center; The Great Square near Labor St; next to Wizards’s Pen) 

Porwhit Merchant of precious metals (Porwhit is a dwarf, now rather old.) 
(Center; The Great Square at North Gate Blvd, across from Bangalore’s) 

Glazes Large establishment selling pottery, urns, storage jars, goblets, etc. 
(Center; North Gate Boulevard opposite Parade Ground) 

Concocto's Merchant selling rations, sweetmeats, spices, and rare foods. 
(Center; North Gate Boulevard opposite Army horse pen) 

Tonsto Gem cutter of renown throughout kingdom.  A gnome. 
(Center; North Gate Boulevard opposite Army horse pen, adj. Concocto’s) 

Olive's Oils Merchant of oils, unguents, wax, candles, honey, and fine wines 
(Center; Prison Street next to penitentiary near Shack Street) 

Cetean's  Merchant selling lamps, candles, lamp oil, lubricants. 
(Center; Casket Road across Horse St. from Shrine of the Sun) 

Samper's Wagonwright, with many journeymen and apprentices.  A big business. 
(Center; Labor Street, 1/3 way from Great Square to North Wall St.) 
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Cigandor's Sells poisons, spirits, tobacco, and rare spices, etc. 
(Center; North Gate Boulevard opposite Parade Ground, next to Glaze’s) 

Tellaray's Fabrica Merchant of fabrics.  Also sells some clothing. 
(Center; On Prison Street west of Shack Street on south side) 

Neatna’s Merchant of clothing, specializes in clothing for women and children. 
(Center; North Gate Boulevard west side at Parade Grounds, N of Glaze’s) 

Fovran & company Tailor.  Many assistants.  Large business, mainly for wealthy clients. 
(Center; North Gate Blvd. west side between Wagon’s Rest and Neatna’s) 

Pritico's Merchant of clothing.  Large volume of fairly ordinary goods. 
(Center; North Wall St. and Notpoor St.) 

Gomba's Merchant of clothing, specializes in unusual styles and needs. 
(Center; Prison Street N side, west of Shack Street; across from 
Telleray’s) 

The Scrollcase Sells scrolls, writing materials, magic written items, spellbooks. 
(Center; Bridge St. west side, second building away from Great Square) 

The Crystal Vial Merchant establishment specializing in magic potions. 
(Center; Great Square near North Gate Blvd; next to Porwhit) 

The Spellsman An establishment that sells scrolls, can arrange tutoring for magic users. 
(Center; Prison St, next to division to W end of Selleze; adj. to 
Bookworm) 

The Bookworm Merchant of books and tomes, rare and common. 
(Center; Prison St, near division to W end of Selleze; adj. to Spellman) 

Implementia A merchant selling and buying magic items (except weapons) 
(Center; Prison Street west of Shack Lane; adj. to Tellaray’s) 

Brago's Toolworks A craftsman of fine tools, particularly implements used by metalsmiths 
(Center; North Gate Boulevard, 1/3 way Great Square to Gate, on W side) 

Bojag's Merchant of metal tools, especially agricultural implements. 
(East; On East Wall Street at Stadium Street) 

Stoneybrooke Establishment that sells dressed stone, quarrying and masonry services 
(East; Stadium St at East Wall Street.  Has dumps in some other spots too) 

Maison's Brickyard Bricks and other building supplies 
(Center; Horse Street east of Shrine of the Sun from Casket St.) 

Ropeworks Manufactures and sells ropes of various sorts; important export item. 
(Center; King’s Street and Haus Street) 

Chariots Offar Manufacturer and repair of chariots and other lightweight drawn 
conveyances where quality and performance is worth a premium. 
(East; Horse Street on south side near center division) 

The Refinery Processing of oils, rendered fats, etc. for common cooking oil but also 
special components used in magic potions, perfumes, oderants, oil fuel 
(East; between harbor Road and Horse St. across from the Fish Market) 

The Fish Market Seafood of various sorts, as well as processed fish products 
(East; Harbor Road and Forum Street near fishing piers on river) 

Market Square Many small vendors of various goods.  The vendors all have “carts” or 
“wagons” some quite large and elaborate, that are wheeled into the square 
each day.  By city ordnance none are allowed to remain in the square 
overnight, at which time a city crew conducts cleaning up.  There’s often a 
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crush of impassable streets at Sunrise and Sunset as the carts and wagons 
move into and out of Market Square to wherever kept overnight. 

The Great Square: The square is required to stay clear, but traffic passed through it.  Vendors 
are prohibited, but some persist anyway.  Any with carts are arrested, or 
others also if seen to be bothering people.  Usually such run if a member 
of the Guard approaches. 

Warehouse district: Numerous warehouses for storage, transfer and marketing of various 
goods.  Serve as transfer point for exports, imports from downriver 
(East: Harbor Street and vicinity near Cargo Street) 

Barge and Bulk Pier This serves as an export facility for bulk grain.  Selleze is the destination 
from wagons coming from the vicinity of Selleze and Partweigh which 
mostly enter via the east gate and bring grain in sacks to this area.  The 
barges are guided downriver with the current much like flatboats, and are 
often broken up for lumber rather than returned.  Those that are hauled 
back upriver are usually empty or very lightly loaded. 

Boar's Jowls Popular tavern known for good food, rowdy clients, and occasional fights 
(East; Stadium Street between Stadium and center division) 

The Cocked Spanner A tavern frequented by smiths and armorers and other workers of metal 
(Center; King’s Street, next to the Ropeworks) 

The Fourteen Spies Tavern known as a good place to contact vendors of unusual services.  
Decent food and drink.  Rooms can be rented anonymously for a price. 
(Center; at Harbor St. And Shack St. intersection) 

Putter's A cheap tavern selling edible fare and inexpensive liquor.  No lodging. 
(East; Livestock Road and Dump St; across from Foot & Mouth) 

Sylvan Tower A very expensive inn & tavern on hill in N. Selleze; caters to the wealthy. 
(West; Northeast corner of the city; You need a pass to get in the gate.) 

The Lower Door Tavern frequented by dwarves, gnomes, and halflings.  No elves! 
(Center; at Harbor St. And Shack St. intersection) 

The Bloody Pit Tavern featuring nightly dogfights, and occasionally other entertainment. 
(East; Stadium St approaching division to C; across from Boar’s Jowls) 

The Closed Door Tavern frequented by guards and fighters.  If member of an organized 
troop/company/band in good standing, bunkroom and common room 
accommodations are available inexpensively. 
(Center; at King’s Street and Haus Streets.) 

Celestial Tearoom Tavern catering to magic users and sages.  Has a few of rooms to rent.  
(Center; The Great Square, north side, near Bangalore’s) 

Wagon's Rest: Inn for merchants.  Has a large yard and guards for wagons and livestock 
(Center; North Gate Boulevard just inside the gate on the west side) 

Journeyman's Sack: Inexpensive Inn, usually frequented by henchmen, poor travelers. 
(East; On Market Square, North side, at Livestock Road) 

The Barge Inn built on top of several barges in the river.  Inexpensive and filthy. 
(East: On the river just south of East Wall Street and Harbor Road) 

The Walled Castle Expensive inn for wealthy travelers wanting the utmost security 
(West: On West Avenue just into the western division; gate pass needed) 

Breache's Barn Inexpensive flophouse where you will likely catch some disease 
(East: On Horse Street and Forum Street) 
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Morning's Glory Inn frequented by traveling mages and merchants.  High quality, good 
entertainment.  Parties on Saturday night, sometimes other occasions. 
(Center: On The Great Square, East side, south of King’s Hall) 

The Gymnasium Expensive “entertainment venue” known for exotic women and interesting 
varieties of entertainment.  Parties on Saturdays and other special 
occasions.  Provides brothel services to those wanting same with similar 
variety and entertaining delivery modes.  (There are many other brothels 
in Selleze, the only city where such establishments are legal.) 
(Center; West Avenue, opposite Fovran’s, before Division St.) 

Wisteria’s A more common brothel but still fairly expensive.  Provides discrete 
employment for higher than average class women seeking to supplement 
income on a part time or occasional basis.  Has a pool at both sites: 
(Wisteria’s Annex (original site): Center; on Wisteria Lane N of Harbor 
St.) 
(Wisteria’s East (newer) is East; Stadium Street at Cargo Street) 

The Gutter Brothel known for less expensive services.  Works on a carefully 
controlled schedule with no extras.  Standard prices; take what you get. 
(East: Stadium Street east of Cargo St.) 

The Naked Duchess Staff pretends to be nobility, disrobes as part of act, clients help. 
(Center: Stadium Street and Casket Road) 

Hotjuice Distributor Wholesale dealer in more expensive spirits – wine, brandy, etc. of good 
quality  

Not merchant establishments, but also important: 
City Hall The center of administration for Selleze 

(Center: West side of The Great Square) 
King’s Hall Administrative center for the King’s agents in Selleze 

(Center; East side of The Great Square north of Main Blvd.) 
Guard Headquarters HQ for the City Watch, and also the site of the prison for offenders. 

(Center; The Great Square, west side, at Prison St.) 
Guard West Barracks Housing for Guard and training facilities; reaction force for Western walls 

(West; complex with barracks, drill field.  Access Harbor St & W Wall 
St.) 

Private Services Guards and special services provided, all quietly, discretely 
(West; complex with barracks, training, W Avenue to south adj. Gorlen) 

King’s Barracks The Military headquarters for both Selleze and lands to the south 
(Center: Several buildings E of Parade Grounds betw. N Gate & King St.) 

Queen’s Barracks Headquarters for the Southern Detachment of the Queen’s Own Rangers 
(Center: Converted mansion on Harbor St. west of Bridge Street) 

The Penitentiary Nominally a prison, but in fact a massive factory using forced labor. 
(Center: Two buildings on Prison Street (N & S) at Shack Street) 

Cathedral of Joel Seat of Bishop Abiathar, who supervises several churches within the city. 
(Center: The Great Square, south side.  Palace adjacent to cathedral) 

Church, St. Cuthbert Church focused on serving populace of poorer, east part of Selleze 
(East; on south side of Market Square) 
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Shrine of the Sun A cleric of the Kingdom of the Sun is allowed to maintain a religious 
shrine to their gods in Selleze for the use of travelers from there.  (Center; 
Casket Road and Horse Street) 

Shine of the Norse A shrine sometimes open when relations with Northzemlya are peaceful.  
Currently closed, reflecting that the Norse have no treaty with Aarbat. 
(Center; at Harbor St. and Casket Road) 

The Stadium Site for chariot races, occasionally animal or gladiator fights. 
(East; Between Main Ave. and Stadium St. at Market Square, W side) 

The Forum Site for plays, concerts, gladiator fights, exhibits of wild animals, etc. 
(East; south of Market Square next to Forum St.) 

The Boatworks Actually owned by the city, but leased to various shipwrights for projects. 
(Center; along river at Harbor St. near division, and East: Harbor St also) 

Various guildhalls Guilds for different crafts, merchant trades, etc.  Common to obscure.  
Most are maintained as also the residence of the guild-master.  (You need 
to be successful enough to afford a residence that can serve the double 
purpose in order to obtain the support needed to become a guild-master.) 

Huntsman Club Private Game Park, entry by subscription only 
(West; North of West Avenue, pass required) 

Public Park Park with woods, pool.  Entry with pass only; passes via Mayor’s office 
(West: South of Prison St; access via Park Place) 

The Dump Large area that was once used as a dumping grounds earlier in Selleze 
history.  For the last 20 years it has been “inactive,” refuse is to be 
dumped outside the city walls to the east.  But, some stuff still gets 
dumped here.  Most of the remaining refuse is in piles of mixed ash, dried 
bone fragments, broken plaster and pottery, bricks and building stone and 
occasional broken household furnishings that survived being burned.   
(East: Off Dump Street near center division) 

Effluenza Name given to region outside the east wall where the “Cloaca Maxima” 
(major sewer outlet) discharges under the city wall.  The discharge of the 
system includes both sanitary, rainwater, and outlet water from the 
underground mill waterpower system.  This is a very marshy, smelly, and 
unsanitary region stretching a mile of so east of the city and ultimately 
discharging into the Wild River.  There are several access ports that allow 
emergency access to the main sewer passages within the city. 

 

Selected Important Persons of Selleze: 
Mayor Grosventer Head of the council, and manages daily activities of the city 
 (Center; Resides at Mayor’s palace/City Hall on W side of Great Square) 
Captain Harm Captain of the City Constabulary 
 (Center; Office at Guard HQ, W side of the Great Square next to City 

Hall) 
Judge Forthammer Chief Magistrate for the city; judges cases not appealed to the King 

(Center; Office at City Hall, Residence on West Avenue near Gt. Square) 
Guildmaster Tornson Head of the Merchants' Guild, the most important of the Guilds. 

(Center; Guildhall and residence south of Harbor St. near W end division) 
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Guildmaster Smythe Head of the Smith's Guild, perhaps second in importance 
(Center; on Main Blvd east of Great Square, opposite Tambolo II) 

Guildmaster Gamma Head of the Gemcutter's guild 
(Center; on Harbor St. opposite Shack St., next to Ranger HQ) 

Guildmaster Neena Head of the Guild of Mages and Wizards 
(Center; Harbor Street on south side adjacent to Bridge St.) 

Bishop Abiathar Local Head of the Church of the Way of the Cross 
(Center; Bishop’s Palace, adjacent to Cathedral of Joel on Great Square) 

Tambolo II the Rich A particularly wealthy merchant who controls the metal trade. 
(Center; Large mansion and estate on Main Avenue east of Great Square) 

Captain General Luigi Commander of the Legion of the Great Rock Mountains; His HQ is here. 
(Center; Office at King’s Guard HQ between N Gate Blvd. and King’s St.) 

Lord Exquire The King's chief tax agent in Selleze.  He is hated by the merchants.  
Employs numerous spies and other agents to cue the tax collectors. 
(Center: Large residence and office on Main Blvd. near division to E) 

Wizards of Selleze: 
Most people do not directly contact any of these.  Instead, they deal with the magic shop 

owners.  Someone wanting to contact a wizard should deal with them first, and ask for a message 
to be sent to the wizard seeking audience, stating the person's purpose and what is being offered. 
 
Jokar:  A reclusive wizard who is said to be interested in magical research, especially spells, 
potions, and magic items from antiquity. (West: Estate near western wall & Sylvan Tower, 
access by West Avenue, need pass) 
 
Gorlen the Great:  Gorlen is very interested in current events and political power, and it is said 
that he has enormous influence on the administration of Selleze and even in the kingdom.  He is 
said to be amazingly wealthy.   
 (West: Estate near western wall & Jokar, access by West Avenue, need pass) 
 
Octavia:  The third great wizard of Selleze is even more secretive than Jokar.  She shares with 
him an interest in "interesting" magic, but her focus is more on the shadowy side of the here and 
now.   
 
Fieldsoul:  A wizard specializing in magic associated with agriculture and animal husbandry.  
 (East: On Main Boulevard NW of Stadium) 
 
Milamour:  A wizard on retainer to the King, whose primary interest is arms and armor for the 
King's army. (Center; On N side of Main Boulevard between King’s Hall and GM Smythe) 
 
Duedesimmal:  Wizard whose interest is focused on books and lore from antiquity, especially 
spells, with some interest in magic items.  (Center; south of West Avenue just before guard gate 
to W end) 
 
Polgetis:  Wizard whose business mainly concerns trade and transportation.  
 (south of Main Avenue just before division to East) 
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Taria:  A Wizard concerned mainly with the needs of both guards and the constabulary.  
 (Center; North of Haus Street just east of Ropemaker’s) 
 
Veritide:  A wizard focused on dangerous monsters and creatures, particularly those that are 
poisonous.  (East; North of Main Boulevard adjacent to division to Center) 
 
Ouiyia:  Wizard of healing magic: provides a wide range of healing potions, spell scrolls, and 
other services.  (Center; shop on Prison St. adjacent to penitentiary and Shack Street) 
 
Selected sages: 
Sage Baalbek: The expert of the Balakites religion and its history and practice. 
 (Center; At intersection of Harbor St. and Bridge St.) 
Sage Richenek:  Authority on the nomads and other civilizations that preceded the Balakites 
 (Center; On Harbor St, mid-way between Bridge St. and Casket St., on S side) 
Sage Gnosis is a wizard who has a special interest in ancient magic. 
 (Center; On Harbor St, between Bridge St. and Casket St., across from graveyard) 
 

Typical jobs available in Selleze (and some other places) for lower level characters: 
  horse handler: 5sp / day or 2sp / day + board (barn loft) 
  guard for wealthy 0 lev: 1-6 gp/mo. / 1 lev: 10-60 gp/mo / 2 or 3 lev: 150-200 gp/mo. 
            (upper levels must own appropriate equipment, have good charisma, know heraldry, have 

leadership, riding, etiquette proficiencies / skills / abilities) 
  blacksmith’s helper: 3sp / day + board (poor) or 5sp / day 
  weapon-smith helper:  5sp / day + board or 8s/day 
  cook’s helper, drudge, dishwasher, etc. typically 1-3 sp./day may not even include board 
  barmaid: 5sp per day + ½ of tips (can be very profitable, but depends greatly on Ch, role) 
  In addition, it is possible for some get by on thieving, harlotry, forging, gemcutting, or 

interpreting or scrivening 
 

Military Organizations in Selleze: 
There are three companies of the King’s Army that will usually be based in Tonstol: a 
crossbowmen company (The King’s Pigsticker company), a company of foot (The Heavy 
Blades), and a company of light horsemen (The Dancing Horses).  They have most often been 
employed responding to emergencies in the mountains to the south.   

2.  The General Militia, about 800 men strong, including most of the older ones, who are 
required to keep some sort of weapon ready and armor if possible.  The Constabulary consists of 
about 200 men including a permanent staff of 20 guardsmen at each gate. 

There is also a private guard force that operates in the western district of the city. 
 


