The Town of Tonstol

Located 50 miles North of Selleze, Tonstol is a settlement of no particular fame, aside
from being the seat of Torpo, the Earl of Ghat. The town was burned by the Dervishes when
they attacked a dozen or so years ago, and was only slowly rebuilt. That reconstruction is
completed, and most buildings are either good new ones or in some cases shabby hasty
construction that was never replaced. There several Inns and shops, but for the most part only
general goods can be found. The town exists mainly to serve the Earl, the surrounding farming
communities, and as a transit center for trade. There is a company of King's Foot is quartered in
Tonstol. The unit is was much smaller than a normal company but has now been rebuilt. Also,
nor, a company of crossbowmen. There is a small detachment of the Queen's Own Rangers
headquartered in the town, but that includes only a few active rangers now, and they no longer
make regular patrols of the roads. The do respond to reported irregular dangers.

The region is fairly flat with scattered small hills, some of which are wooded. The
herding of cattle and sheep is common, with occasional skirmishes between the keepers of the
different herds and farmers attempting to grow maize and wheat. The city remains best known
for pottery, with most of the items made being storage containers. The merchants open for
business are:
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Castius

Rupritch’s

The Royal

Restler’s

Potter and merchant of pottery. Makes a decorative style called "Yellow
star" having an ochre glaze decorated with black stars and sometimes
other figures. Castius also sells other pottery from elsewhere. The largest
volume is in locally made storage jars used to store grain, oil, wine, and
such. These are much used by merchants for transport of such goods.
This business is doing very well.

Rupritch runs a bustling but shabby tavern. It was quickly rebuilt to less
than excellent standards, and was added to hastily and haphazardly due to
the need for places for people to flop. He charges 3gp/night for a small
single or double room, Ssp for bunkroom. Some larger rooms that can be
used for “meetings” or for a larger better appointed bedroom are available,
but they are still rather shabby. Both men’s and women’s bunkrooms are
available. The place is not well supervised. Thieves often meet there. It
is said that in return for an open policy they do not rob patrons. (Most of
them don’t. There are stories about bad things happening to those out of
town transients who abuse this license.) If you are looking for a game of
chance or other not quite approved forms of entertainment, Rupritch’s is
the place to go. Some merchants stay there too, for lack of better but still
inexpensive accommodations with bunkrooms for their guards. The
bartender usually knows someone who can help you with unusual
requests. Current proprietor is named “Prismo”

This is an Inn, as it styles itself, rather than a tavern. It does have a
“dining room” specifically for guests and their retinue, also serving better
class local citizens to some extent. The earlier establishment of this name
was the best place in Tonstol. The rebuild was hasty and not up to
previous standards. Consequently, this has become a rather ordinary
tavern despite the name. Prices start at 4gp for single rooms. Some larger
more expensive rooms are available too. No bunkroom accommodations
are available except for servants of paying residents, and those are limited.
Since this is the only mid-priced place to stay, it’s used by most merchants
and upper class travelers. There is a stable and corral for horses. A side
business is dealing in livestock, and generally 4 to 8 horses are available
for sale, and wagons or carts can often be obtained too. Warhorses are not
available. The manager may be able to arrange for some special services a
traveler may require. Thieves and their like are unwelcome. Proprietor
“Fogarty”

Owner’s name and same as the former tavern. Now it is a collection of
shacks and tents. Space with at least minimal shelter but no heating costs
3sp per night. That gets you a straw mattress on the ground, a ladle of
slops from the outdoor “kitchen” for two meals, and no more. There is
supposed to be a guard who makes sure nobody kills or steals from the
guests. Sanitation is primitive, but this is a place to stay if you are fairly
desperate. You can earn a copper or two selling dead but still fresh giant
rats to the kitchen, and they will buy bushmeat at corresponding prices.



Tagliabu's

Bubbly’s

Tatterall’s

Lubber’s Livestock:

The kitchen also sells inexpensive meals to all comers at 1 sp each even if
not staying there. Many of the poorest in town use this service, sometimes
bringing their own produce to contribute for a discount.

7?7 Specialty items: masterwork or unusual.

Bubbly is a female merchant from Selleze who moved to Tonstal after the
attack, and rapidly built a general store for all sorts of items, particularly
things needed in rebuilding. Think of this being like a large department
store. Bubbly tries to keep prices low enough to discourage competition,
but still gets wealthy by large volume. She employs a blacksmith who is
the only smith in town, and he does a thriving business in fittings such as
latches and hinges. There are also a coppersmith, a cartwright, and a
jeweler in her employ, and she does occasionally obtain magic items by
request though not normally stocking such items. Adventurers can obtain
“standard” items, most of the time at book prices. Bubbly sometimes has
horses or other livestock, or can obtain them upon request. She remains
unmarried, probably about 40 now, but there are several children around
who she claims as hers. Her staff numbers about 50 in all including the
various craftsmen who make goods for her to sell.

A taylor shop which somehow stays in business despite competition. Best
known for fine garb tailored for both men and women of some means.
Tatterall’s sells jewelry as well, and employs weavers, dyers, and related
trades. Tatterall has a side business making custom tents for wealthy
travelers, “pavilions,” they are called. Most of those are sold through
merchants in Selleze or Aahfundit. He also makes canvas covers for cargo
wagons, sold through Bubbly’s.

Lubber occasionally has horses but deals mostly in farm animals — cattle,
sheep, goats, mules and such. He provides most of the draft animals
needed by merchants for wagons.

Important persons of Tonstol:

Mayor His Honor, the Mayor Laffin Mayor’s daughter Aliathah (married to Grantt),

Torpo, Earl of Ghat

late son Jereoboam (a wastrel). Remarried widower, has young
son and a daughter.
confidential aide: Silversmith

The Earl is responsible for most of the territory directly North of the
Horsewater River.

Lady Lozenge/LopidaLady (lord) of a large area immediately South of Tonstol, including lands

approaching (but not including) Wagonstop. A widow, She has three
children, a daughter Laran of about 40+ who is married to Lord Daimyo of
Wagonstop.



Lord Daimyo: now married to Lady Lozenge’s daughter Laran. Lord of Wagonstop. Living in
Wagonstop, the castle there having been rebuilt after its destruction during
a Norse raid. House in Tonstol too.

Bishop Issachar: Issachar was appointed Bishop after filling in during the Reconstruction, upon
completion of the rebuilt cathedral. Father Corporeal and Father Sigmoid
are on staff of Bishop, attend to local matters, conduct most of the services
at the Church in Tonstol.

Tonstal is important as a trade center. Any practical trade to the northern parts of the
kingdom from Selleze must go through Tonstol. To the west, Ripevue and Standpipe are on
rivers that flow to Rivendown and Selleze, but they are not practical for travel due to many
rapids, so practical trade goes through Tonstal by wagon. Traffic from Strabis, Topaltown, and
Exroads has no other practical route either. Gildegulch trade can also go by ship via the Horel
River to Aahfundit, but to Selleze the route through Tonstal is superior except for bulk cargoes.
Tonstal has a small port on the White river that services fishermen and small traders who go to
Sundown or trade with the Nomads or others farther north. Just south of Tonstal on the White
River is the hamlet of Portfall where cargo for Tonstal can be offloaded to be ported around the
falls. But this is seldom done now for lack of bulk trade to Aahfundit. Instead, wagons go
overland via Wagonstop to Rivendown, from which cargoes go overland to Selleze or by boat to
Aahfundit. So Portfall is inhabited mainly by some farming families.

As a trade center, Tonstal is frequented by merchants, who pass through Tonstal to or
from Selleze or Rivendown to points beyond Tonstol. These merchants are often looking for
hired help, especially if they are traversing the Northern Road to Guardraw and on to Gildegulch.
That roads is sometimes troubled by bandits, orcs, and occasionally goblins. That’s most true in
the forested areas east of Topaltown. Also in the forested areas, large or occasionally giant
spiders spin webs across the road. These are rather easy to spot in the daytime, but are a very
dangerous hazard to night travel. Usually merchants seek fighters either for an entire trip or a
“run” along a particular stretch of road. They usually pay 1 to 3 gold per day, depending on the
person and the danger, although inexperienced fighters earn less. (Since most taverns charge Ssp
per day for bunkroom accommodation plus meals, guards who do not make at least 1gp per day
cannot make a living over the longer term.) Merchants solicit help with postings at the various
taverns and word of mouth.

More recently trade caravans between the distant city of Circe and its Kingdom with the
city of Selleze to the south also passes through Tonstol. However, the merchants conducting this
trade make a point of stopping in Guardraw just to the north, rather than Tonstol, and are
subsidized to do so. This is of course deeply resented. In retaliation, Tonstol merchants boycott
Guardraw to the extent that they can, encouraging travelers to stop in Strabis rather than
Guardraw, for example. A toll on wagons traversing the city but not stopping therein has
recently been instituted. A toll is charges on entry and a stone “receipt” is issued. The “receipts”
change each day. If it is “correct” the toll is refunded. Various ways to cheat the system have
been used, and the system is in flux. There is also a toll for crossing the bridge of 1 gold per
animal or person and 5s per axle of a cart or wagon.



The expectation is that two companies will usually be based in Tonstol: a crossbowmen company
(The King’s Silver Skewers company) and a company of foot (The Steel Boots). They would be
expected to counter any attacks from various directions or move to meet a threat.

The King’s Silver Skewers are commanded by a Captain Shishchob (F6). Altogether
there are 54 in the company.

The Steel Boots are commanded by Captain Ironfist (F6). This is an elite outfit. They
look down on lesser companies within the Army, and hold independent companies in the employ
of various lords in contempt, especially archers. Steel Boot soldiers have been known to bully
local guardsmen and members of the Silver Skewers, and are in turn ganged up on and beaten up
by both when the odds are favorable to do so.

There is no commanding Army officer in Tonstol. Captain Ironfist is accustomed to
giving orders to Captain Shishchob and expecting them to be obeyed, but has no formal authority
to do so except seniority. Neither captain feels obligated to accept orders from the Earl or any
other local Lord.

Rangers: The Northern detachment of the Queen’s Own Rangers is only two women,
Runtwitty and Solepad. Runtwitty sometimes explores and patrols alone, but when a report
comes in she usually investigates the trouble with Solepad in company. Solepad normally
spends more time in Tonstol, talking with tavern patrons, traveling merchants and boatmen to
learn what others are seeing in the area. The Rangers understand that they have NO
responsibility for the Circe Road, nor any parts north of Sundown, and even that far is iffy.



