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Orctown and Camps in its Vicinity 
 

Orctown is the fortified city former occupied by the Orc King and his tribe and followers.  
After heavy losses in a battle against Lord Grantt and his troops, the orc King retreated and 
abandoned the city the next time Grantt and his troops approached.  It’s said that he was 
assassinated shortly afterwards, but the orcs did not reoccupy the city.  It is now under Lord 
Grantt’s control, and is defended by a strong detachment of his army. 

The importance of Orctown comes from its central position in the northern plains, and its 
corresponding central position on the road between the Kingdom of Aarbat and  Circe, known (at 
least within the region) as the “Circe Road.”  Not only that, a second road from the eastern part 
of the Kingdom of Aahfundit also converges on Orc City, the “Old Circe Road” which is in bad 
repair and not much used.  Currently frequent caravans pass through Orctown between Circe and 
Aahfundit, with most traveling to the City of Selleze.  (It is the merchant guilds of Selleze who 
funded and supported the effort to clear and make safe the Circe Road, the trade on which has 
proved profitable.)  Orctown also is a center for trade with  the nomad tribes who call the plains 
their home, and occasional freeholders who brave the journey from their holds.  There are also 
independent traders who visit the freeholds and range even far up into the Great Rock Mountains 
to trade with the dwarves there. 

In addition to the Army detachment at Orctown, Lord Grantt also maintains a squad of 
scouts and a Governor to supervise operations in and near the city.  There is a strong Guard 
organization that is independent of the Army, under the Governor’s control.  The Guard is 
responsible for the normal operation of the gates and manning the city’s defenses.  All able-
bodied men in the city are considered members of the Guard reserve in an emergency.  Those 
who dwell in the City are registered, and are called up to drill one day per month.  They must 
provide their own weapons and armor. 

Orctown was largely in ruins even when the orcs inhabited the place.  The condition is 
even worse now.  Only those buildings being actively used are maintained, and they are not 
given adequate attention.  The emphasis is on businesses that support the convoy wagon trade.  
Any agriculture is strictly for subsistence with only enough extra to feed the garrison.  Land in 
the area is not very fertile, so farming is a laborious and unprofitable.  That outside the walls is 
subject to browsing by the many wild animals in the area.  Hunting does provide an important 
element source of additional food.  The farmers complain that their efforts are merely bait for the 
hunters to use. 

Important establishments in Orctown: 
The Governor and staff.  (The Governor also puts up traveling dignitaries, VIP’s) 
The First Captain, his officers, and soldiers 
The Captain of the Guard, his staff and guardsmen 
Church of Orctown: Way of the Cross church with staff, Father Nestor, & others. 
Dusteater’s Tavern:  Largest tavern; favored by traveling merchants.  3gp/night, 5sp per 

horse, 1 gp per wagon.  Has guards to watch livestock and wagons.  For 1gp. per night horses 
can be kept in the stable.  Men’s and women’s bunkrooms at 5 sp.  Paulin. 

Orcfest Tavern:  Caters to half orcs, of which there are many in Orctown. 
Regular Tavern:  Favored by locals.  Actually the poorest and dirtiest of the three. 
Flipper’s Flophouse:  A place where the poor can go and not be on the street for 1 cp. per 

night for enough space to lie down under shelter.  No food is provided. 
Merchant Guild Convoy Agency: Manages the taxes and tolls; keeps cargo records 



 2 

Merchants’ Warehousing:  This outfit has a monopoly on warehousing in Orctown, an is 
supervised by the merchant Guild Convoy Agency.  They normally only deal with members of 
the Merchants’ Guilds of Selleze.  This operation deals in various dry goods but also in bulk 
grain, preserved meats, oil, wine, and spirits. 

The Captain’s Store:  A large general store selling most ordinary items, especially for the 
locals to use.  Only common weapons and armor, no masterwork items.  The proprietor goes by 
the name of “Captain Marsupial” although nobody believes he was ever a captain in any sense.  
His establishment includes seamstresses, a blacksmith, a cartwright, a wheelwright, a 
cabinetmaker, and a jeweler who manufacture goods for his store.  He tries to undercut 
independent businesses that try to open in Orctown.  His business is favored by the Merchant 
Guild Convoy Agency, and they send their clients to him when they need something. 

The Private Store:  A small establishment that deals in unusual items, often treasures that 
are sold because someone is desperate for money.  Some items are no doubt stolen goods.  The 
private Store does not normally deal in magic items.  The proprietor is a certain “Mistress 
Henny.” 

Herbworks:  Sells herbs for medicinal use and other purposes, and also minor (non-
magical) healing potions.  Will also buy herbs from local collectors.  Several locals make a living 
either growing or hunting in the wilderness for such herbs.  The proprietor is simply known as 
“Herb.” 

Ferrous’s Ironworks and Blacksmithery:  This large smithing operation makes iron 
implements that are larger or more unusual than what is handled by The Captain’s Store, 
including massive gate hinges and other fittings, armor plates for protecting doors, iron ladders, 
and so forth.  Ferrous has a staff of several journeymen and apprentices.  They can make 
weapons and things like studs for armor but isn’t really an armorer or weaponsmith.  He does 
buy orc weapons and similar things for their scrap iron value.  He’s happy to buy the orc 
greataxes for that purpose in particular. 

Canvasworks:  Mostly sells tents and tarpaulins through The Captains Store, but can do 
specialty items.  Tarp has a staff of six aiding him.  That includes some weaving and treatment of 
the fabric. 

Orctown Carpentry:  The owner, Yusuf, undertakes most of the local carpentry projects 
for both the governor and others.  He buys logs and even smaller pieces of wood, including 
scrap.  Good quality wood is hard to find in the area.  His establishment includes a sawmill.  He 
has about ten workers normally.  When a big job comes along, he hires more. 

Quality Stoneworks:  The dwarf Ulfran is both a mason and stonecutter.  He grumbles 
that a lot of stonework and masonry repair is needed all over town, but nobody wants to hire him 
to do it.  He gets at least half of his income from tombstones.  When masonry or stonework is 
needed, he does it, hiring extra workers as needed. 

Queenie’s Livestock:  Queenie is a retired ranger who sells horses and other livestock.  
Most of the horses are purchased from the nomads.  She also has some oxen, donkeys, and even 
trained goats.  Queenie does much of the training herself but has a staff of about ten that 
manages things when she is away on a horse trading journey.  There are times when she does not 
have any horses at all.  She doesn’t sell or train war horses.  She will also buy horses and 
sometimes other animals.  Often a merchant will sell an injured or ill animal at a steep discount 
for a healthy one.  Eventually the sold animal is healed and available for another sale.  Queenie 
also attends to horses needing healing for a fee if she is in town. 



 3 

In addition, there are a lot of individuals conducting businesses as they can on a marginal 
basis.  Most are poor, and do their work in their homes or hovels, or wherever they can.  Quite a 
few are children.  There are several seamstresses, a taylor, some weavers.  There’s a gemcutter 
who buys raw gems and sells finished gems to The Captain’s Store.  Some of them are employed 
by various establishments to collect trash and dung and take it outside the city.  Some keep cattle 
for milk.  Others keep goats or chickens within the walls.  Some people hang around the gates or 
taverns trying to hawk their wares, get paid for holding horses or guarding wagons, or providing 
other sorts of services.  Guardsmen usually try to run these people off, at least inside the gates 
and near the square. 
 
Military organization: 
 First Captain Meanstine, “Captain of Orctown,” with a Lieutenant Thrupinch, three 
sergeants, three corporals, and 3 riders on his staff.  All have horses and are proficient with 
riding.  Normally the Lieutenant manages the Army Headquarters building and the sergeants, 
corporals and riders serve as guards, messengers, and perform quartermaster duties.  The 
Military Headquarters is in a large keep at the northwestern corner of Orctown.  There is a 
Parade Grounds adjacent to it and the Western Gate, close by to the south.  “Formations” are 
held morning, noon, and night by all Army units which are quartered in Orctown, on the Parade 
Grounds. 
 Captain Heel, commander of the Orctown Redblack Foot company.  The Captain is 
assisted by three lieutenants, ten sergeants, twenty corporals, and has 100 ordinary footmen.  
(134 in all.)  A large proportion of the footmen, about half, are half orcs.  Less so for the 
corporals and sergeants.  The footmen wear studded leather armor and are armed with an 
assortment of different pole arms or greataxes, shortswords, and javelins.  The footmen are not 
highly paid and are sometimes difficult to keep in order.  Captain Heel is known for being a strict 
disciplinarian, to keep his company in order.  Captain Heel’s company is sufficient to intimidate 
most raiding parties that appear, and have occasionally been sent to counter-raid orc, gnoll or 
nomad villages which have harbored bandits that prey on Circe Road travelers.  Captain Heel 
accepts recruits with “problems” as long as they are physically fit, and is confident that his 
organization can beat them into acceptably obedient soldiers.  Duties of preparing meals, 
cleaning and maintenance, and serving as labor when needed, are mostly fulfilled by 
detachments of the Foot company. 
 
 Captain Fartwreck, commander of the Orctown Greencap Scouts company.  He has one 
lieutenant, three sergeants, ten corporals, and forty “scouts” who are light infantrymen.  (55 in 
all)  A significant proportion are half orcs, but not so many as in the Redblack Foot company.  
The footmen wear leather armor and are armed with shortswords and longbows, at which they 
are all proficient.  They carry small shields to use when needed.  Captain Fartwreck is more 
selective in recruiting.  Men of his company hold themselves as superior to the footmen, and this 
does lead to occasional altercations.  His unit is out of Orctown often, usually to pay “visits” to 
adjacent orc, gnoll and nomad settlements for diplomatic reasons, to let them know not to bother 
trade on the Circe Road, primarily, and sometimes to chase down bandits or brigands.  Often 
detachments form a scouting party for patrol in either direction down the Circe Road. 

Lieutenant Peasanton, commander of the Orctown Blueribbon Light Horse Squadron.  
Lieutenant Peasanton has four sergeants, four corporals and nine horsemen.  His biggest problem 
is having insufficient horses.  The horses available are not warhorses (too expensive!).  His men 
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wear studded leather or leather armor and are armed with shortswords and composite shortbows.  
He has adopted the expedient of using light chariots each drawn by a horse and carrying a 
horseman driver and an archer/commander.  He has found that, so mounted, it is possible to 
maintain a speed along the Circe Road as fast as riders and much faster than wagons.   

His command is used primarily for scouting and monitoring the Circe road.  They are 
usually not in Orctown during the day, and sometimes spend the night elsewhere along the road.  
Members of the Blueribbon Light Horse consider that they are the only members of the garrison 
who are truly useful.  There are no half orcs in this unit, and that fact is often mentioned when 
men of the Light Horse meet other contingents off duty.  On the other hand, about 1/3 of the 
company is female (often rejects from the Queen’s Own Rangers).  That fact is a source of 
derision by the other troops and a matter of some pride to the Light Horse squadron. 

(The expense of this large garrison is largely supported by the merchant guilds of Selleze.  
Rumor has it that they see the cost as burdensome and are considering reductions in force.  First 
Captain Meanstine is already paying his troops as little as he can get by with, which is a case of 
some dissatisfaction within the ranks.  The latest rumor is that the Light Horse Squadron, being 
more expensive per man than the other units, may be dispensed with and its members discharged 
from service, or perhaps offered positions in the other units at lower pay.) 
 
Guard Force:   

Captain of the Guard Maximus, with a staff of a Lieutenant Gluteous, two sergeants, a 
corporal and two guardsmen orderlies.  He also employs a staff of ten women for menial duties 
such as providing meals, cleaning and handling supplies, and other duties as needed. 

Two Lieutenants of the Guard each command one gate, Lt. Westron and Lt. Cancer.  A 
third Lieutenant, Lt. Petrol, is responsible for patrols.  Each has on staff two sergeants, three 
corporals, and ten guardsmen.  A corporal and two guardsmen are on watch at all times at each 
gate, with a sergeant also present during daylight hours on top of the gatehouse, and the 
lieutenant usually on call.  Gates are closed at night, but the portcullis is left up unless the city is 
threatened.  Only the Lieutenant can order the gate opened.  The Sergeant of the gate can order it 
closed if he sees the need.  When the gate is open, two guardsmen are at the gate itself to check 
anyone entering and give them a hard time if that seems called for.  Their primary duty is to 
close and bar the gate if ordered to.  Gate guards wear chainmail armor and shield and are armed 
with longswords.  They have heavy crossbows and javelins at the ready.  No half orcs serve in 
the gate guards.  Some of the gate guards are women, most often those on the top serving as 
lookouts.  The gate towers serve as housing for the gate Guards.  At each gate a bell is available 
to be rung to signal an emergency.  The brass Western bell has a higher tone than the large iron 
South bell. 

The town patrol is mostly concerned with keeping order.  They wear chainmail (with 
shield) and are typically armed with both longswords and clubs.  The guardsmen used for town 
patrols are selected to be large and intimidating.  About half of them are half orcs.  They use the 
northeastern wall tower as a barracks.  A high pitched tin bell is there to be rung if a dangerous 
enemy is sighted.  In addition to patrols in the town, sentries patrol the walls in an irregular 
manner.  The other wall towers are not manned.  Members of the Reserve are assigned to the 
various other wall towers, and are to report there in the event of an alarm.  Each would normally 
be manned by a reserve sergeant and a corporal and some number of reserve guardsmen.  
Equipment for these reserves is likely to be random, but crossbows, heavy crossbows and 
javelins are kept in the towers in case of need. 
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The western gate guards wear uniforms with orange trim.  Those assigned to the south 
gate wear red trim, and those assigned to patrols wear yellow trim.  The Captain of the Guard 
wears whatever he wants to.  He reports to the Governor. 
 
Governor: 
 Governor Enquest rules the city.  In an emergency, he is said to have sealed orders that 
give him authority over the First Captain as well.   The Governor’s mansion is the former palace 
of the Orc King, on the opposite side of the Parade Grounds from the Army headquarters and 
barracks.  Inside he houses his various administrative staff and his personal guard.   

The Palace Guard includes a personal bodyguard who never is mentioned by name, a 
Governor’s Guard Lieutenant Eyewell who oversees guards at the palace, four sergeants, and 
eight guardsmen.  Usually a guardsman is at each of the two access doors when the palace is 
open, with a Sergeant also at the main door.  The Garden door is normally left closed unless 
supplies are being received, in which case a sergeant is there as well.  When the Governor 
receives visitors from out of town, usually a sergeant escorts the visitor to the audience.  (Any 
weapons and shields etc. are held by the door guard in a locked side room until the visitor exits.  
That includes wands or magic items.)  At night a guardsman is posted outside the treasury, one at 
each door, and a sergeant supervising.  The watchtower is not routinely manned, but if a 
delegation or other nonroutine visitors are expected, someone (not usually a guardsman) is sent 
up to watch for them. 
 Governor Enquest’s principal assistants are: 
 Taxmaster Renuit, with a small staff.  He’s responsible for the collection of taxes and 
keeping the treasury.  He has four tolltakers, one of whom is always at each of the gates when 
they are open.  Tolltakers not on gate duty are doing accounting and keeping books.  He has a 
Tax Agent named Rudolf who visits the commercial establishments frequently, together with the 
tax bodyguard Borreis, a particularly big half orc.  (Characters are likely to see these two from 
time to time.)  When Renuit goes out, Boreeis goes with him, often with Rudlof in company as 
well.  If trouble is anticipated, guards are borrowed from the Palace guard or even the City 
Guard. 
 The normal toll collected is 1 gp. per traveler, ½ gp per slave, driver, or unmounted 
wagon escort, 1 gp. per horse (or other draft animal), and 2 gp. per wagon, upon entry.  Hand-
pulled carts are 1 gp.  Chariots are not taxed.  Certificates of Exception are given to those on 
official business for the City or for Lord Grantt, such as those transporting supplies for use by the 
garrison.  Often extra stuff is smuggled in at the same time, of course. 
 Construction Manager Hartfeld:  He’s more of a building inspector now.  Hartfeld 
supervised most of the repairs made in the early days of reconstructing the city and things much 
more could or should be done, but the powers that be won’t allocate the needed funds.  He keeps 
a staff of about five with architecture / engineering expertise to inspect the walls and other 
structures, but no longer has workmen and experts like masons, carpenters and stonecutters on 
staff.  He must hire them when such work is needed.  Not long ago his pay was reduced because 
he supervises so few people now.  He’s rather dissatisfied and lets people know it.  Governor 
Enquest responds by saying that really no routine upkeep is needed; things can be fixed if they 
break.  Those jobs have to be hired out anyway.  He’s considering ridding himself of the expense 
of keeping Hartfeld and his staff on the payroll. 
 Roadmaster Stockdale:  He has responsibility for maintaining the Circe Road in 
trafficable condition as far as Nomad Fortress and the Myelin Manor towards Circe.  Lt. 
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Peasanton reports to him when such problems come up.  He hires workers from Orctown for 
most routine jobs.  Usually a detachment from the Army provides guards (from the Foot 
company) who also help as laborers. 

Coordinator Eulea:  Eulea is responsible for coordinating traffic and issues that may 
come up along the Circe Road between Myelin Manor and Guardraw.  She has her own personal 
horse (light warhorse) and a mounted personal bodyguard (also on a light warhorse) who 
accompanies her on her frequent trips to other places along the Circe Road.  She acts rather like 
an ambassador in talking to the Circe people, and is the governor’s personal representative to 
Lord Grantt when necessary.  She ensures that those caring for travelers in Sundown, the Nomad 
Fortress, and Myelin Manor are attentive to issues, letting the Governor know of problems that 
come up and acting as his agent as may be needed.  She has a secretary who remains in the 
palace to attend to her affairs when she is away. 

There is a man Tophat who is merely called an “agent” who works for Eulea or Renuit or 
the Governor as needed, with a bodyguard.  He “takes care of business.”  One thing he 
occasionally does is travel to Aarbat looking for recruits for establishments in Orctown.  He 
makes big promises that are often not fulfilled.  Does pay a “recruiting fee.”  If someone backs 
out, then demands that person come if don’t pay it back.  Has letters that entitle him to get local 
guard forces to help enforce.  Not always honored though.  (Listed for Guardraw Tavern for 
now.) 

The Governor also employs a Spiritsmaster, a Winetaster, a Butler to supervise the palace 
housekeeping staff, a Chief Cook and his people including a pastry chef, various maids, lackeys, 
a seamstress/tailor, horseholders, a carriage driver and footmen, and a personal valet. 

His Honor Paravane:  There is a representative of Circe who has a small room in the 
palace as a representative of Circe’s interests in Orctown.  He has a clerk, also from Circe.  
Sometimes the clerk serves as a messenger.  Paravane is particularly interested in complaints 
merchants from Circe may have about how they are treated or difficulties they may encounter.  
He has a limited amount of funds for bribes and contingencies.  He likes expensive spirits, will 
serve his best to impress someone of importance if that may help. 
Church:  Father Nestor in charge.  Several attached clerics.  Bro, Naaman, Sister Ahinoam 
(healer) Brother Asaph (music) Nestor killed in orc uprising, replaced eventually by Father 
Niascene. 
 
Overnight Camps: 
 Wagons can be expected to travel about twenty to twenty four miles per day.  Inhabited 
stops on the Circe Road are further apart than that.  In civilized areas, an isolated inn and tavern 
will usually be built by some enterprising individual to serve as a profitable waypoint.  On the 
Circe Road, that’s not the case.  What has been done is that overnight “Camp Enclosures” have 
been constructed at about 20 mile intervals.  These camps provide a fenced enclosure with a 
secure gate and watchtowers.  Further, for some, brush and rocks have been cleared away from 
the fences and an abatis put up near the fence to give guards in the watchtowers an advantage of 
clear lines of sight and fire.  The abatis will hold up at least some enemies seeking to enter the 
enclosure.  (It doesn’t help with monstrous ants and spiders though.)  In some places instead of a 
fence there is a low stone wall, or even a higher one mixed with dirt if the material is sufficient.  
Often merchants with spare time in camp will have their men add rocks to the walls to improve 
the protection for themselves and others in the future.  The camps gradually picked up names.  
Here they are, in order from Guardraw north: 
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 Dragonview:  This camp is about half way from Guardraw to Sundown.  It is nine miles 
directly west of Strabis.  It is so named because occasionally those camping there claim to have 
seen a dragon.  No dragon attacks have been reported recently.  But several years ago the entire 
camp was found to be completely burned, leaving only the charred remains of two wagons.  No 
survivors were found, although a horse, burned somewhat, turned up in Guardraw.  The camp 
was rebuilt using stone.  (Odds of monsters normal.) 
 Gold Mine Camp:  North of Sundown about half way to “Dervish” (better known as the 
Nomad Fortress).  The abandoned gold mine is several miles south of the camp, but it’s the 
nearest identifiable site.  Occasionally those staying overnight in this camp have reported seeing 
a demon fly over at night.  Experts later concluded that it is merely a “dire bat.”  This was 
confirmed on one occasion when a dead horse, likely abandoned after going lame, was found 
dead nearby, literally drained of all blood.  That site is marked by a standing stone inscribed 
“dead horse” two miles north to the east of the road.  The dire bats do not attack those in the 
enclosure.  Perhaps the numerous pikes (actually merely sharpened poles), added along the 
peripheral fence, pointed upward, have been a sufficient discouragement.  (Odds of monsters 
normal.) 
 Freshwater:  This camp is about twenty miles north of Dervish at a point where the road 
comes close to the White River.  The water is accessible from both sides and there is no ford.  
Nomads are sometimes seen on the other side, fishing.  This is a good spot for both watering 
horses and camping overnight, with the bank of the river serving as a good portion of the camp 
perimeter.  It has been reported, though, that a horse was taken by an unusually big alligator one 
night, but that’s not at all common and may be made up.  There are some trees that provide a bit 
of shade, so this is a pleasant stopover point, and well protected by a stone wall on the landward 
side.  (Odds of monsters normal.) 
 Upwelling:  A small tributary of the White River has its source just to the east of the 
road, twenty miles south of Orctown.  The water carries minerals and is not good to drink, but it 
can be used in an emergency, and can be used for bathing.  It is said that gemstones are 
occasionally found in the pools fed by the spring.  The boundary fence is partially wood, 
partially stone.  Occasionally orcs or nomads raid caravans camped here.  Often the merchant 
will hire guards in Orctown when traveling south to spend the night in this camp, and then they 
are released to return to Orctown the next day, or even accompany a northbound caravan.  
Sometimes unemployed fighters from Orctown will travel to the camp hoping to get paid by a 
northbound merchant for helping guard the camp.  (Odds of monsters is normal.) 
 Drypit:  This camp, 20 miles northwest of Orctown, is a miserable and poorly 
constructed stop.  The ground is sandy and barren here with very little vegetation.  The 
compound walls are mostly dirt with dried branches of scrub and brush on top.  There is no water 
source.  Wayfarers sometimes debate whether one is better off in this poorly protected camp in a 
known location, or camping elsewhere and trying to remain undetected.  Monstrous scorpions of 
various sizes are a particular hazard, and the walls do provide at least a little bit of protection 
from them, especially since some clever merchant sprinkled herbs that seems to drive them 
away.  This is the camp perhaps most raided during the nights by orc raiding parties, and 
occasionally gnolls.  It’s said that orcs planning to make such raids hole up at Inimity Mill, and 
abandoned structure to the east several miles.  (Odds of monsters are ½ normal here.) 
 Wastewater:  This camp, 20 miles further west, isn’t much better than Drypit.  There is 
water, but it collects in rock pools and becomes stagnant, evaporating when there is sunlight 
most of the time, so that by four days after a rain there’s no more water.  A well has been dug, 
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though, so with work water can be hauled up.  Better bring your own rope and bucket, though, 
since the well is deep.  Even so, the water is mineral-laden and tastes bad.  There is a rock wall 
around the camp enclosure.  Again, night raids by orcs are a hazard, and scorpions are part of the 
landscape.  (Odds of monsters at 2/3 normal.) 
 No Camp:  This stretch of road at 20 miles beyond Wastewater simply has no camp.  
The ground is mostly bare dirt and stone.  Merchants usually just circle the wagons as best they 
can.  An advantage is a complete lack of cover.  It’s hard for orcs to sneak in close except maybe 
on dark, overcast nights.  The landscape is so devoid of life that not even the scorpions are 
around usually.  No water is available.  (Odds of monsters ½) 
 Cudgelkeep:  There is an abandoned keep north of the road for which this camp is 
named.  A small spring spills into a series of pools but forms no extended stream since the water 
evaporates quickly.  These pools provide a watering hole and attract wildlife, both herd animals 
and those that prey on them.  There are some trees and shrubbery near the water.  The camp is a 
“safe” distance from the spring, but there is still danger from some of the bigger predators, 
especially when game is scarce.  The Cudgelkeep tower is intact enough that one can reach its 
peak, which can serve as a lookout post against raiders.  One must sometimes contend with 
monstrous vermin though.  The camp fence is wooden, made from branches cut from trees near 
the pools. 
 
Myelin Manor: 
 This is a fortified manor house that forms the administrative boundary on the Circe Road, 
beyond which Circe forces control and administer the road.  It’s about 100 miles west and 
somewhat north from Orctown.  The Manor is populated by a staff that caters to travelers and 
provides essential services.  Keepmaster Anat is the appointed ruler, commanding all of the Circe 
subjects living and working there.  He has a Circe military detachment to defend the place 
against raiders, a general store with common goods, a tavern and inn, and protected holding 
grounds for wagons and animals.  This post serves as a trading town, primarily to provide the 
nomads with distilled spirits, beads, and weapons in exchange for horses, furs, raw gemstones, 
and mined but not yet refined silver.  Most of these goods are carried by wagon to Squa, the 
nearest city in the Kingdom of Circe, some eighty miles away to the northwest.  So, about half 
the traffic westward is concerned with this trade rather than continuing to Orctown and Selleze.  
There are often nomads present, but they camp on the grounds or outside the walls rather than 
pay.  They do come into the tavern, though, and often get rowdy after drinking away their trading 
profits, and angry after realizing how little they have left.   

The Governor of Orctown maintains a liaison office here manned by a scout named 
Twoeyes.  He is a half-nomad who keeps up with things of both Circe and the Nomads.  He 
sends sealed messages back to Orctown by way of caravans and gets messages the same way.  
He is occasionally visited by Eulea or someone else from Orctown.  If something important 
comes up, he rides to Orctown to report to the Governor in person.  He maintains a mistress at 
the manor who is from Squa and works in the tavern.  He’s constantly seeking information, and 
will even pay for something particularly helpful that he wouldn’t otherwise know. 
 
Beyond Myelin Manor: 
 There are additional overnight camps between Myelin Manor and Squa, the middle one 
of which is being developed into a manned protected camp similar to but smaller than Myelin 
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Manor.  It will have a barracks, a tavern/inn, a temple, a place for wagons and animals to be kept, 
and not much else. 
 Squa is a city smaller than Selleze but larger than Tonstol.  It serves as a trade and 
caravan waypoint not only to the Circe road, but for riverine and road traffic south toward the 
independent city-state of Gnomech near the headwaters of the Fleet River, the same river that 
flows past Selleze, though few know of that.  (Gnomech was once connected by road to 
Standpipe in the kingdom of Aarbat centuries ago, but that road, like the one to Circe, was 
abandoned.  Very few people in Aarbat have ever heard of Gnomech.)  Squa also is a refining 
and mining center, servicing a number of independent mines operating toward the south.  The 
Army of Circe maintains a couple of companies of troops at Squa as well as an organization of 
scouts and rangers, all guarding the kingdom’s southern frontier.  Relatively few wealthy people 
swell in Squa.  It’s more a dirty industrial town. 

Squa is connected by both river and a parallel main road through various smaller cities 
and towns to Circe, a capital city, about  the same size as Selleze, about 200 miles away.  
Caravans going to Selleze typically just travel through Squa as a waypoint to Circe, although 
downstream they often transfer to boats for the rest of the way. 
 


