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Sundown 
This town, 

North of Guardraw 
on the Circe Road, 
was inhabited 
mainly by 
worshipers of the 
Sun.  Many of these 
were slaves captured 
by pirates from 
vessels of the 
Kingdom of the Sun 
and sold in Aarbat.  
When the King 
Aagarwall III 
married the Princess 
Neffarious of the 
Kingdom of the Sun, 
a stipulation of the 
treaty was that all 
such slaves be freed.  
Many of those who 
could not afford to 
return home, or 
chose not to, settled 
in this town.  They 
kept mostly to 
themselves, and are 
rumored to practice 
strange rites, 
especially at the 
summer solstice.  
The town was 
visited by peddlers 
and the occasional 
bard, but there is little regular traffic.  (Much of that traffic went by boat to Tonstol to avoid the 
considerable hazards of the road.  The town was nominally under the lordship of the Earl of 
Ghat, and paid some taxes to him.  However, Sundown was all but destroyed by a tribe of orcs.  
Only a handful of people survived, including mayor Alicia (now about 30), Trudue the Captain 
of the Guard, 3 other guards, and three clerics (one now dead and other two near useless).  A 
woman boatman Ladlissa and her two children escaped to Tonstol.  After that the Nomads came 
through and destroyed just about everything.  Ladlissa and as many as she could get onto her 
boats fled downstream.  The mayor Alicia was among those.  The clerics of the Sun hid in the 
lower reaches of their temple, joined later by a remnant of the Guard led by Trudue.  Sensa and 
some others managed to hide in the wilderness.  There were more survivors than expected.  Since 
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then, the town has been rebuilt, and is now within the domain of Lord Grantt, who has his seat in 
Gildegulch, between Sundown and Tonstol.    

The population is now about 300.  Father Joab, sent by the (previous) Bishop from 
Tonstol, tries to keep the town religiously in line, but old temple is still somewhat active.  
Occasional supply trips are made back and forth to Tonstol by boat, or to Gildegulch by road.  
An alchemist has developed fire jugs and anti-fire jugs (bottles to be thrown) that are earning 
enough money to buy food to be shipped in by boat.  Agriculture is being practiced with crops 
grown neat the town where land can be fenced off somewhat to avoid being eaten by grazing 
wild animals.  Cattle, goats, sheep are tended and usually kept in Sundown on the outskirts by 
night as protection from predators and raiders.  Sundown also profits by being a routine stop on 
the trade route between Selleze and Circe. 
 
Residents from of old: 
 Mayor Alicia, Daughter of former mayor, doing pretty well.  She as a magic user has 
specifically sought to find old spell books and magical writings among the old ruins.  As mayor, 
she is also seeking to find more people (useful ones) to bring to the town.  Has young sons 
named Achernar, Biham.  Daughter Bilhah. 
 Captain of the Guard Trudue.  Runs guard force and supervises defensive measures; 
backs mayor 100%. 
 Bartlett, Apion, Curdwell, (nothing special)  Three surviving guards from original 
population.  They answer to Trudue, and don't seem to have many useful skills.  They are the still 
part of guard watch at Sundown, but are most likely to be seen sitting around doing nothing in 
particular.  (They are very alert to personal danger, though.  Hid with Trudue from Nomads. 
 Limnis  Adept of the Sun, a surviving cleric trapped in an underground room of the 
Temple, freed later.  Senior surviving practitioner of Way of the Sun.  Regularly visits the 
temple.  Resents father Joab. 
 Orun Acolyte of the Sun, other surviving cleric from earlier. 
 Ladlissa   Runs boat service back and forth to Tonstol with aid of son Armitan, daughter 
Darrah.  The three of them survived by escaping from orc attack in a boat.  Her husband and 3 
younger children died.  Ladlissa not only runs the boat back and forth, but also looks for recruits 
in Tonstol and occasionally other towns.  She's good with a bow.  She now has 5 boats in fairly 
regular service (every other day) and had maybe a dozen additional employees.  Son and 
daughter both married now but still in the business. 
 Armitan Ladlissa's son.  Married to Gaela Cleric, one child. 
 Darrah her daughter.  Married to Gotwon, no children. 
 Employees include: Odar  Poinger  
 
Newer Residents, but go back about 10-15 years.  Now “community leaders” for the most part. 

Calypso: New priest at the temple of the Sun, recruited by Limnis.  He has made a point 
of studying the old texts to improve the practice of the cult. Calypso has training as a priest in the 
kingdom of the Sun.  It seems that their practices are yet even more different.  He is doing his 
best to see what to actually do, gives advice to Limnis. 

Vega: High Priestess  Vega has been promoted to High priestess by default, after being 
brought in to perform priestess duties under the revised ceremonies.  She has begun to assert 
herself and sees her position as a co-equal to Limnis, and thinks she knows better.  Hired 
Canopus in, but now fears Canopus wants to be High Priestess. 
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Canopus: priestess 
  (The Priests and Priestesses of the Sun, over the last 5 years, have been carrying out the 

ceremonial duties of the cult as best they can, following practices passed down in sacred writings 
that were to some extent different from previous religious practices at Sundown.  Calypso has 
training as a priest in the kingdom of the Sun, and it seems that their practices are yet even more 
different.  Limnis is doing his best to see what to actually do.  He doesn’t feel that his prayers for 
guidance are answered satisfactorily.  Some of what they are doing is necessarily experimental.  
Ceremonies for the equinoxes and solstices continue, but variations are being tried.) 
 Sensa  Early recruit to Sundown.  Says she was rejected by Queen's Own Rangers.  
Orphan of an old soldier in Topaltown.  Helps with scouting in area of Sundown, and does 
hunting for food to help feed the colony.  Has been doing that for 15 years.  Knows the region 
and its hazards well.  Is training 5 others in this (F0 to F2). 
 Blystre   Another early recruit.  Blacksmith, Armorer, Weaponsmith.  Mostly doing 
blacksmithing to help with rebuilding, but really wants to create new and interesting weapons.  
He can make needed repairs to armor and weapons.  One thing is repairing and upgrading orcish 
quality weapons and armor so they can be used in Sundown or sold elsewhere for a small profit.  
Pretty much doing that for 15 years. Has 5 assistants. 
 Father Benaiah appointed priest of Sundown by Bishop of Tonstol, replacing Father Joab, 
who was killed by the nomads.  He is supposed to see that Sundown conforms to the practices 
and expectations of the Church.  He would like to stamp out heathen practice, but has not the 
power to do so, since the mayor does not support his efforts.  Indeed, she still looks to Limnis in 
religious matters, and visits the ancient heathen temple to the Sun on occasion, and encourages 
others to do likewise.  A difficult situation for Benaiah.  His staff now includes 3 other clerics 
and 3 lay assistants. 
 Malloc  Also a smith, came later. Does stonemasonry too.  He's leading efforts to repair 
buildings and build new ones of stone.  He has 3 assistant masons and an assistant blacksmith as 
well as maybe a dozen hired laborers, more or less depending on the state of various projects.   
Married to Getcee 
 Getcee  Seamstress who was once a harlot at the Naked Duchess in Selleze.  Works with 
Lemontart.  Wife of Malloc 
 Puchar Carpenter, also does woodcutting, smithing.  Once was goon for the guild in 
Selleze.  Does interior woodwork for new, repaired buildings.  Works for Malloc. 
 Strincomp  Carpenter, ex bandit, builds shacks, outhouses, doors and fittings where 
quality isn’t important, also chests to be used for shipping goods.  Also works for Malloc. 
 Dahyna Cleric  She quit the church after a bad incident.  Does healing and herbalism as 
needed (and, that's been needed quite often!) 
 Slippa  Ex thief on the run after a botched job.  Short on useful skills when she came.  
Has made a living supervising the children so others could work. 
 Another ex-bandit with few useful skills, but pretty good outdoors.  Helped Sensa with 
scouting at first.   Does odd helper jobs when needed, and is known for being helpful when 
asked.  Good at picking off vermin with a bow. 
 Blottis   Crossbowman, not much else.  Serves as guardsman. 
 Curpil   Crossbowman, not much else.  Serves as guardsman. 
 Both Blottis and Curpil were once in the Heavy Shotts mercenary company, served under 
Grantt later, and eventually left his employ and moved to Sundown.  Work mostly as guards and 
lookouts, especially at gates during the day. 
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 Lemontart  Cook, seamstress from Tonstol area originally, married to Blottis.  Now 
strictly a seamstress, and fairly good at it.  Does emergency repairs, too. 
 Sister Tamar  Mining and alchemy proficiencies; she developed the fire and unfire 
bottled flasks being sold by Sundown in Tonstol.  Married to Curpil. 

Prissimmon:  She's from Freshkill originally.  She'd be happy to do scouting type work.  
Cooperative attitude, and seems to be willing to do second tier jobs if asked.  She'd be happy to 
find someone, get married, and start a family.  As someone familiar with Purvis's Keep, she 
might be particularly useful for local knowledge up north. 
 Many arrivals since then.  There are about two dozen farmholds, each allotted fields 
outside Sundown proper.  There is a Guard/militia force of 24 including 16 regular guards and 
eight reserves who have other jobs.  The town now has the following merchant establishments: 
 
Riverboat Rides Ladlissa’s express boat service to Tonstol (TRS, MWF from Tonstol) 
Quizley’s Store General merchandise. 
Sundowner Inn (Where Alchemy works used to be) Tavern and Inn, nominal rates.   
  Bartenders:  Bartender Finchhammer, “Darkson” T3 (scout)  

Barmaids:  Limposse’, Goodfren, Whispra and Sweetmeat  
Cahrtur’s Wheels Wagon and Wheelwright services, especially repair and parts. 
Herbworks  Herbal supplies, some non-magic potions – Dahyna runs this. 
Blystre’s Smithy Armorer and Weaponsmith.  Ordinary quality mostly 
Malloc & Associates  Builders, stone preferred, but will do wood structures too. 
Lemontart  Seamstress 
Fireworks  Fire and unfire bottled flasks. Mostly sent to Gildegulch, Tonstol to sell. 
Fishmarket  Fresh and dried, packed fish.  (Mostly shipped to Tonstol.) 

There is a Church building, where Father Benaiah can usually be found, or at least 
someone on his staff.  Aside from Father Benaiah, the following clerics on staff: 

Brother Samovich, Sister Tekoa, Sister Cumfert, Plus 4 lay staff: F0, C0 x  2, T0 
 

Most buildings have been built with stone, and all have a stone foundation.  The former 
town store, across the road from the mayor's hold, was reconstructed to be a fairly strong 
structure, to be used as a Guard barracks.  A second stone structure adjacent, the former barracks, 
were made into a merchant’s store.  The old alchemy works was rebuilt.  Attempts at farming 
and agriculture have been at least enough for subsistence and fare for travelers.  Hunting does 
yield some food.  Finding game is becoming harder.  Getting sufficient food for the increased 
population is a constant issue.  Money to pay for food comes from sale of potions (particularly 
fire bottles) in Tonstol, and occasional items found on orcs and such, wolf skins, and other items 
that can be sold. 

So far, there have been only a few attacks on the town by the orcs, or nomads, and those 
were not too threatening, the war parties turned back without losses.  They are out there though.  
There have been some dragon sightings but no attacks.  Every once in a while an orc or nomad 
scouting party is seen in the distance.  Small parties of orcs parties were found in some of the 
outposts and watchtowers outside the town wall in the early years, but not recently.  The wall has 
been repaired using palisades where it was wrecked, and gates have been installed, but neither 
would slow a serious attack very much.  Ghouls are still known to prowl outside at night, mostly 
outside the walls, but very occasionally inside.  No effort has been made to deal with whatever is 
belowground. 


