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Other Towns and Villages of Aarbat, South, East and West of Guardraw 

Rivendown 
A town about half way between Tonstol and Selleze, this is the seat of Lord Stabard, who 

is now a vassal of the Earl of Wimsey in Partweigh.  The town serves the needs of farmers and 
herdsmen, and travelers on the main road.  It also is a major point of transshipment between 
wagons and ships traveling by river to Aahfundit.  Travelers entering from the North pay for a 
ferry across the river.  (1g /person or bird, 2g /horse or other livestock, 2gp/wagon). 

It's been ambiguous, but now I’ll say Rivendown is on the south side of the river. 
The Thistle's Dew and Mad Cow are the two taverns that cater to travelers, with a third, 

the Big Hat, serving mainly local people.  Two Inns, the Passerby (on north side of river) and the 
Jewel Setting also serve food and drink, but do not feature entertainment.  Prices compare to 
those in Tonstol: 3gp for single room, 5sp bunkroom, 5sp per horse or wagon.  There is a smith, 
a wagonwright, and two merchants of general goods, and a livestock merchant.  There is also a 
“Forox the Finder” who, for a fee, can find drivers, guards, and others that might be needed by 
merchants.  He has associates in Tonstol and Selleze who look for clients. 

Two specialist merchants have set up shop in Rivendown, after escaping from Tonstol. 

Stringa Instrument maker and merchant of musical goods and materials.  Stringa is 
well known throughout the kingdom for lutes of very fine quality, favored 
by bards throughout the kingdom and beyond.  She also sells other items 
such as horns, drums, and pipes.  She does a side business in other fine or 
delicate contrivances, including locks and some specialty items sought by 
thieves. 

Trigon Merchant of magic goods.  Mostly potions, but also has some scrolls, and 
occasionally magic arms or armor.  He buys as well as sells.  He will take 
orders for special items, and will sell items on consignment.  (He will not 
buy outright the more unusual or expensive magic items.)  He also sells 
general supplies needed by magic users: powdered metals, bat wings, 
vermilion, beeswax, squid eyes, chalk dust, ivory combs, amber rods, etc. 

In larger towns such as Rivendown and Partweigh, prices are similar to what used to 
prevail in Tonstol: 3gp per night for a single room (4gp for 2 people) and 5 to 10gp for a larger, 
well appointed room.  Bunkroom fare is 5sp, and keeping a horse or a wagon is 5sp.  The price 
includes comparable quality food.  Smaller towns like Strabis, Exroads and Torquis generally 
charge 2gp for a room and 5sp for a bunkroom (and 5p for a horse, 5sp for a wagon or carriage).  
Wagonstop, which gets a lot of business, has higher prices and does not have a women’s 
bunkroom, as is true of some other smaller towns.  For this reason, merchants who pay their 
guards’ expenses prefer not to hire women, who are considered a source of trouble anyway. 
       Father Conjunctive is the head of the local church. 

Wagonstop 
 Small town between Tonstol and Rivendown.  Lord Daimyo is currently Lord.  He is 
married to Laran, Lady Lozenge, Lopida, of Tonstol’s daughter.  One tavern, Wainright’s inn, 
with no women’s bunkroom, charges 5gp / night for room (1 large bed) or 15sp for bunkroom.  
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(2 large rooms for 15gp.)  1gp per horse. Barkeeper is Blufrog.  There’s a smithy, a general store, 
a livestock merchant, a cartwright.  Brother Hophni runs the church.  Constable Cedar supervises 
and keeps order in the town.  The town was once burned down by Norse raiders, but was rebuilt.  
Daimyo is a confident fighter lord and has the muscle and a considerable number of followers, 
including 9th level cleric Elyson.  It’s said Laran is a practitioner of dark magic.  Daimyo makes 
good money off the caravan trade, especially since the route to Circe opened.  It’s possible 
“insurance” will be sold or tolls charged, but neither has happened yet. 

Exroads 
Small town East of Tonstol.  An old road to Gildegulch used to run from Exroads, but the 

end near Gildegulch has gone to ruin.  Exroads sees some local traffic to towns in the area.  The 
old Landishis mansion is abandoned, left just north of town, and has sometimes been inhabited 
by orcs.  Lord Lumbar, son of the previous lord, who rules Exroads and its environs, is a vassal 
of the Earl of Ghat.  His castle is on the Western outskirts of the town.  He has a fairly large body 
of servitors, including a Captain of the Guard, perhaps a dozen guards, and dozens of other 
servants. 

The town itself is governed by Mayor Mammon.  There is a town guard numbering 
perhaps a dozen under the leadership of Captain of the Watch Fischer.  The bridge to points east 
is tolled, and Tolltaker Patrimony does the collecting from the occasional merchant headed to or 
from that direction. 

There is a tavern of Forney (no relation to the widow of the same name), a merchant of 
general goods Lomak, a livestock merchant Hairy (son of Harry), a merchant of special goods 
Nerva who often has potions for sale, a weapons merchant Steelrip, and a clothier Teylra. 

To the north of town on the east side of the river is Mainson Estate, the residence of an 
old reclusive Lady Nigula, who is also the owner of the old Landishis manor. 
 
Forkend:  

The small town of Forkend, the holding of Lord Silverspoon.  Traffic goes through bound 
for Scarp and Aahfundit.  The road from this town to Gildegulch closed due to landslides, 
treefalls, and a lack of maintenance.  Woodcutting is the primary industry, although there are 
some gems to be found in the hills nearby.  But it is too dangerous to explore due to a bugbear 
colony in the area. 

 
Torquis, Ripeview and Standpipe 
 These are all west of Tonstol reached by a road that is fairly dangerous.  Standpipe is a 
minor city on the Fleet River, and has some communication with Selleze via the river or by the 
parallel road.  The road is dangerous and has no waypoints along it, so any travelers to or from 
Standpipe usually use the river or go overland via Ripeview, Torquis and Tonstol.  Standpipe is a 
point where trading with the nomads is a primary business.  The ruler of Standpipe is Baron 
Torquematta.  There is a Monastery of St. Amnon there, where a Father Exemplar Antipater is an 
old man but still rules over his order.  The monastery is well known for sheep and wool products.  
Standpipe is also unusual in having a small but tolerated orc population.  These orcs claim to 
have no relationship to the ones who cause trouble in the area.  A detachment of the Queen’s 
Own Rangers is based on Standpipe, primarily to monitor things to the north.  Lieutenant 
Caressa is in charge, but she doesn’t often do patrolling anymore, but talks with nomads and 
others who come to Standpipe to trade in order to gather information.  Standpipe has just one 
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large tavern, “Tankersly’s”, a general store, specialty shops for magic items and potions, a horse 
dealer, cartwright, candlemaker, leather goods merchant, carpenter, boatwright, sawmill, 
fishmarket, butcher and several smithies, and of course a church.  The city is walled and has a 
small but efficient guard. 
 
Torquis:  The town of Torquis is ruled by Lord Ovenberg.  It has one small inn (Torquis Inn, 
just bartender Bourbon , barmaid Hilda, cook, and a stablehand.  Two rooms and a single 
bunkroom (occupancy 6).  Just a small a store, with nothing extraordinary and doesn’t have more 
than common items.  Sometimes patrols from Standpipe or Tonstol stay overnight.  Son Xorrace 
about 17 (as campaign begins), needs wife.  (See later.) 
Xorrace: He’s a bit on the neutral side of CG.  Trending toward worse. 
 Twidlee, Twidlum escorts for Xorrace when he goes to Guardraw.  Important servants. 

The Church of Prophesy of the Prophet Hosea.  Father Festus  (Later Father Pernicious) 
Merchant Torkwrench – runs general store, common items only, other things ordered. 
 

Ripeview:  Ripeview is somewhat larger.  It’s jointly ruled by Lord Morgan and Lady Blacka.  
Father Abijah is the priest at the church.  The Stout Monk Inn is the classier tavern, and The 
Stable Floor serves poorer clientele.  It’s really just a flophouse.  There’s a horse dealer who also 
has a riding school.  A general goods store, a leather goods store, a leather works, cartwright, 
moneychanger, and wagonwright all do well.  The river, though small, requires a ferry to cross, 
and is a bit small for wagons.  So goods being transshipped are delayed while being unloaded 
and loaded on the other side.  That makes more business for the town.  The King, urged on by 
Baron Torquematta,  threatens to have a bridge built, but hasn’t. 
 
Strabis:  Just a small town northeast of Tonstol and Guardraw.  There’s one tavern.  Lord 
Danzig the Younger was until 10 years ago the local lord.  Lord Kingston is now Lord of Strabis, 
replacing the late Lord Danzig.  He was appointed when Danzig’s daughter failed to reappear 
after the nomad raid when Danzig was killed.  Just to the north is Minotaur Hill, well known for 
a minotaur known to have lives in a lair deep within the hill, though no recent spottings of the 
minotaur have been reported.  The town has just one tavern and Inn, The Simple Maze, where 
the innkeeper, a chap named Billechik, is still in business despite all the changes over the last 40 
years.  He’s an old man now, and his son Backardion does most of the work now.  There’s a 
small general store and a church (Father Mahershallalhashbaz) in the town  as well. 
 
Topaltown:  Between Strabis and Gildegulch.  Main products are fine furniture and cabinetry 
and other fine wooden goods, including specialty lumber used in instrument-making.  One 
tavern, “Tevya’s,” charges slightly above nominal rates.  Topaltown is mainly a stopover point 
on the road from Tonstol to Gildegulch.  There’s a general store, a sawmill, a smithy, and a 
cheesewright.  Topaltown is a critical stop on the way to Gildegulch, which for a slow wagon 
requires a two day trip through the dangerous woods to reach with no stopover place in between.  
Bears and beavers are the most well-known hazards of the trip to Gildegulch.  Fighters hoping to 
catch an escort job eastbound, or released after arrival westbound, are the primary occupants of 
an inexpensive bunkhouse that charges 5 sp. per night. 
 The Mayor is Pelligrew Woodpecker.  He is also the principle in the town’s largest 
business, Pelligrew’s Fine Furnishings.  He has an assistant and a secretary.  The assistant, a man 
named Wurmgrad, actually tends to most of the town’s business.  The secretary, a woman of 
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middle age named “Fishhook,” collects taxes, issues fines, and makes sure business is done 
properly.  The Town Guard, such as it is, is led by a “Lieutenant” Komet, and has one full time 
assistant, a “Sergeant Junker.”  There are four part time guardsmen who patrol at night in two 
sections of two.  And, that’s it.  Formally, every male in the town is in the militia.  But they are 
never called up or practice, and would be considered the equivalent of an unarmed rabble if any 
fighting was actually needed. 

In the past, Lord Monson was the local nobility, and when he died without issue the title 
became vacant.  Pelligrew Woodpecker aspired to be titled “Lord Mayor” but the Earl of Ghatt 
and King didn’t consider a town as small as Topaltown deserving of a Lord Mayor.  On the other 
hand, existing lords have sought to block the King (Aarmit) from making one of his bastards lord 
of the place, adding to his already numerous such appointments. 

Gildegulch: 
 Mining center in the hills between the central pain of Aarbat and the coastal region.  The 
town is guarded by a log palisade.  The three gates are all guarded, especially at night.  The West 
gate (to Topaltown) and the east gate (to Nextonover) are normally open during the day.  The 
North gate is seldom open; it is used primarily to drag in logs to the sawmill or for sending logs 
down the New River.  The town’s nominal permanent population is only about 500 adults, but 
there are many transients or bonded workers in addition, as well as woodsmen, prospectors, 
teamsters and the like who do not permanently live in or near the town. 

Gold mining and lumber are the primary goods from Gildegulch, though other minerals, 
some gems, hides, and such also are traded.  The large logs from Gildegulch are prized by 
shipbuilders and makers of fine furniture.  “Burl” and “Red oak” are especially prized.  Logs are 
floated down the river from the adjacent Lake Unplacid, then down the New River and Horel 
Rivers to Aahfundit.  Some lumber is rafted down from other nearby sites.  Gold is usually 
transported by wagon convoys to Selleze, or to Nextonover and then by fast boat to Aahfundit.  
The gold mine employs scores, many of whom are indentured children or slaves from Freshkill 
or brought in from elsewhere, often from the area of Selleze and Partweigh.  Other imports 
include animals and food, with much of that is fish coming from Freshkill or by transport from 
more distant places. 

Other local industry includes a vendor of draft animals for haulage, cart / wagon works, 
Furniture craftsmen, Dock workers (fishing and special boats for lumber herders), a refinery for 
gold and silver, including some minting of coins, a quarry and tombstone / statuary works, 3 
smithies, 3 inns, a gambling hall, and a workers’ flophouse. 

Outlying settlements and the roads have seen a lot of problems with bears.  That was 
especially true ten years ago, but not so much now. 

Lady Narraletta, widow of the late Lord Stumpmaker, who was assassinated, is now in 
control.  She has been depending largely on the advice of an elderly “Captain” Delos, who was 
once Captain of the Guard.  The current Captain of the Guard is Captain Algis, once Lord 
Stumpmaker’s agent, or “inquisitor,” for managing his special prisoners.   Father Plumbob is the 
senior priest at the church, and he also tries to give her advice, but not so often received.   

 
Church in Gildegulch: 
 Priest Plumbob, Associate Priest Isacarrot, Assistant Priest Gnosis, Bros Gnosis, 
Gospittle, Sisters Sofia, Everyeve, and 4 hirelings / workers 
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 The sanctuary is large but simple and mostly unadorned.  It has some interesting 
inscriptions honoring the dead:  “Unknown Prospector”, “Bittmug – prospector”, “Lisetra – 
killed by a bear”, “Unknown woodsman,” “Tilendar – Woodcutter”, “Finelgo – Woodcutter”, 
“Gambler called Mex.”  “Bearsheba,”  “Man with one leg,”  “Ghosttender.”  Beyond the church 
are some scores of unmarked graves. 
 The church feeds the desperately poor, and buys dead giant rats for 5cp each as well as 
other stock for that purpose. 
 
General goods shop:  Mitsizor and Sons.  The business is run by two of the late Mitsizor’s three 
sons.  The business is large and prosperous.  Prices are high, about 50% above “book” prices.  
Most of the more common adventurer type equipment is available, and goods associated with 
mining, prospecting, refining, and lumbering too. 
 
Russo’s Axes:  Specialist in axes, but carries some things not carried by Mitsizor’s are available, 
including bastard and 2 handed swords, longbows, leather and studded armor.  He has magical 
items occasionally. 
 
Tivon’s stockyard:  All kinds of common beasts, including horses. 
 
Brumbar’s Bushmeat:  Unidentified meats, cheap. 
 
Gildegulch Sawmill:  Employs about 25.  Much of the lumber is for use in mines or other local 
uses.  Quite a bit is used for casks, barrels, and wagons.  Some fine wood is used for furniture. 
 
Golden Glut tavern, supervised by Madame Lullubby.  Serves most merchants and adventurers.  
Rooms are rented at 3gp per night.  (These can accommodate two in one bed.  If a second 
occupant for a bed is needed, that can be arranged.)  The price includes good food.  The 
bartender and barmaids are helpful and friendly.  Horses of guests are boarded for 5sp per night, 
and 5sp additional is charged per wagon.  Servants of guests typically stay at the daily Worker, 
although The Golden Glut  can accommodate a few for favored merchants.  (Usually merchants 
rent rooms for their guards.) 
 
The Daily Worker:  A bunkhouse with both men’s (larger) and women’s bunkrooms.  Most 
staying there are the better off local laborers, but transients (including adventurers) can stay there 
too.  There is a guard who supervises each bunkroom.  The cost is 5sp per night, including a 
barely adequate meal.  There are no accommodations for horses.  If a military unit comes to 
town, it usually commandeers this bunkhouse for the soldiers, turning out the residents.  The 
mayor’s office rents out tents at 2sp per day on such occasions, and people can eat at the church 
if they can’t do better.  Under the floor in there is a crawl space where the truly destitute can 
spend the night for 4cp.  There’s no guard and such patrons have no protection.  Occasionally a 
dead body is dragged out in the morning. 
 
The Silver Spune:  A high price inn catering to the wealthy merchant and those of high station.  
Prices per night start at 10gp, but that includes boarding for a horse and 2 servants too.  The 
manager can make arrangements for all sorts of special services, even to getting problems with 
the Law fixed, if necessary. 
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Halfdistance Inn: 
 A tavern and inn built maybe twenty or so years ago stands in the forest half way along 
the road between Gildegulch and Nextonover.  A toll is collected there.  There is a stockade and 
protection, but the main protection is that hobgoblins own this territory and they get the tolls.  
(They are of the “Ferrusfur” tribe.)  The charge is 4 gold per person, per wagon, and 2 gold 
pieces per horse.  Currently the construction is of logs but the establishment is being improved 
with stonework gradually replacing logs for the towers and other structures. 
 
Nextonover: 
 A smaller town than Gildegulch, but growing.  Nextonover serves as a point of trans-
shipment by boat to Aahfundit from Freshkill and Gildegulch.  Most gold from Gildegulch to 
Aahfundit goes by this route.  One of the most remarkable features of the town is a double 
drawbridge over the Horel River, that allows the other bank to be isolated.  This is a resort made 
necessary by Northmen raiding Freshkill and then continuing further inland.  (The river is 
protected from intrusions by fortifications where it comes to the coast at Aahfundit, and so it 
serves as the primary barrier to invasion from the sea.  Too bad about the town of Freshkill; it’s 
on the wrong side.) 
 Nextonover has been increasing in importance due to a rise in the river trade.  With 
Freshkill being free of Norse invasions most years recently, there has been more trade to and 
from that place.  Also, merchants seem to be preferring the risks of river travel to the hazards of 
the road between Gildegulch and Tonstol.  The King is said to have an interest in establishing a 
route through Nextonover to points farther north, perhaps even to the City of Circe, which has 
recently reestablished trade through Guardraw and Tonstol to Selleze.  The King would like to 
see a competing route established directly from Circe to Aahfundit via Nextonover. 
 In addition, Nextonover seems to have become a popular destination for merchants and 
other relatively well to do families to send daughters who have gotten into trouble and have 
become an embarrassment.  Consequently, there have been many additional small houses and 
shacks constructed within the town and overflowing out the west gate.  There are many small 
children in town.  Caring for these is a source of employment for women who otherwise would  
have few options.  As a result, Nextonover (as well as Freshkill) have an unusually large 
proportion of women in the population. 

There is a small fortress and tower for the Forest Detachment of the Queen’s Own 
Rangers, who are responsible for patrolling in the area of Gildegulch to Freshkill.  Lt. Jael 
commands the unit, which includes several other rangers and a large contingent of trainees, 
servitors, and various kinds of assistants.  This post serves at the main training station in the 
Kingdom for the Queen’s Own Rangers. 

The Treed Possum: Tavern, including stables, primarily for merchants.   
Bosun and Sons’s Store and Smithy:  Bosun and his two adult sons who also do 

carpentry, wagon repairs, leatherwork (of low quality), and keep common items for sale to 
travelers.  They have hirelings who do some weaponsmithing.  They also have horses for sale, 
but at high prices (double usual). 

Riverside Chapel: Father Mickhail, and 4 others 
Lieutenant Mitigait, Guardian of the Bridge Watch: Has 22 soldiers plus servants to man 

the bridge guard.  A toll of 2gp per person, wagon, or horse is now being collected for crossing 
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the bridge, and access has recently been relatively open since there has not recently been a Norse 
raid. 

Three types of boats travel between Nextonover and Aahfundit.  A large messenger boat 
of 25 tons.  A trip to Ahfundit takes 2 days and sometimes less if the current is swift, and 
typically costs 100gp per passenger.  The trip upriver takes 3 or 4 days, and costs 200gp per 
passenger.  There are also small messenger boats of 4 tons which can take a single passenger and 
¾ tons of cargo.  Typically these are hired by individual merchants.  They are a little slower than 
the large messenger boats, and the downstream trip is usually 2 days, and upstream 5 to 6 days.  
Passage on these vessels is also 100gp downstream or 200gp upstream.  Cargo boats of 50 tons 
typically transport bulk goods.  They can also carry up to 6 passengers.  The rowers on all of 
these boats are usually prisoners, slaves or indentured, although some of the small messenger 
boats use free men.  Troublesome prisoners are often sold to work on the boats. 

Lord Bumbrie was named Lord of Nextonover by the King 5 years ago.  Has built a new 
small keep off to the west of the town proper.  Maintains a separate small garrison.  He has a 
wife and one child, a baby daughter. 
 
Freshkill:  A fishing village populated primarily by women.  The men have been killed by Norse 
raiders, or fled.  Young boys are carried off to be trained as Norse slaves and perhaps eventually 
be full Norse raiders themselves.  Women of the village have necessarily had to assume roles 
normally done by men, including defense against hostile wildlife and humanoids, as well as the 
raiders. 

Bedrest: 
This town is the seat of the Lord who controls Freshkill, Nextonover (until Bumbrie was 

made a Lord), and other small towns in the Eastern Forest.  Lady Feverish, widow of the late 
Lord Lassitude, is currently in control. The town of Bedrest is best known as a place where 
seriously ill people seek cures.  That used to be primarily the wealthy, but now commoners as 
well.  The Order of the Blessed Hands of Healing, although having headquarters in Aahfundit, 
actually sends people to its large monastery and associated establishments in Bedrest for 
treatment.  There are some hot springs, and some masters of alchemy and herbalism can be found 
there.  Bedrest is a good place to purchase healing potions; they are cheaper there, and this is the 
source of many such potions within the kingdom, although the Order tries to control the trade 
and keep prices consistent. 

Partweigh:  A town on the road between Rivendown and Selleze.  Partweigh has several inns, a 
cathedral (well, a large church, since no bishop), holds for both the Earl of Wimsey and Lord 
Vessal, a sizable general store, a small magic shop, and extensive establishments for selling farm 
animals, agricultural tools, wagons and their accessories, and smithies of various sorts.  The town 
is somewhat larger than Tonstol.  It also serves as a central collection point for produce from 
farms in the area.  There are about a dozen “baby farms” within about town miles that serve as 
entry points for unwanted children into the slave/indentured system, which is legal in the Earl of 
Wimsey’d domain but not completely accepted in the domain of the Earl of Ghatt (centered in 
Tonstol). 

There are two tiny towns on the road between Partweigh and Selleze and another between 
Partweigh and Rivendown.  These provide convenient overnight stops for wagons and not much 
more. 


