CAPITAL NAME ][Tharo

STEP 1: BAsIC I[N]FORMAT]IONj

Origin

2. A modifier will NEVER apply to a previous attribute.

1. When a result on a table gives you a modifier (such as “+1 to Visitor Traffic roll”),
find that on your sheet, and write it in the attribute’s apprpriate “Modifiers” box.

\
MODIFIER NOTES:

Age

Size

First Settlement. This location was the first one
settled in the region, and continued to grow as a
central location, outpacing all others.

Old. 300 to 1000 years old.

4 A
Age modifies Population Density on page 3 of this
character sheet. Make sure to put your modifier in

there before continuing.
A 17

Medium. Structures in the capital are able to
support around 50,000 people.

Optional: Population Capacity

100,000

Environment

Coastal. The capital lies along the ocean's coast.

Outside the Capital

Number of rolls:

w

Outside the Capital 1

Outside the Capital 2

Medical Camp. A set of makeshift or, depending
on the nature of what is being treated, permanent
structures have been erected to tend to, or even
quarantine, the sick or injured.

Training Grounds. Land was set aside for the training of large
groups of people. If the capital has its own military force, they
may use this. It could also be under the leadership of a mercenary
company.

Outside the Capital 3 Outside the Capital 4 Outside the Capital 5
Resource Harvesting. Depending on the land and available

resources (trees, minerals, ore, stone etc.), a logging camp, mine,

or quarry, belonging to the capital, has been built nearby to

harvest them, which it then uses or sells.

Stewardship General Condition Fortification

Passing. The capital’s fundamental elements are taken care of to a
serviceable degree, though an inequality of attention is noticeable,
and some areas seem to take priority over others. It could be that
resources are not plentiful enough to cover everything, but those
in charge are doing the best they can. It could also mean that the
leadership is selectively distributing resources to preferential
groups such as the nobility, merchant class, or clergy; over others
such as laborers or other members of the underclass. Most folk of
the capital bet on the latter being the truth.

\

As well as General Condition (which follows on this page),

Stewardship modifies Population Wealth and Law Enforce-
ment, which are found on page 3 of this character sheet.

Vs

Priority |:|

Spacious. Room for lots of vendor stalls. This area is very well
maintained with many servants working long hard days to keep it
that way. The people running the market want it to look as good
as possible to all of the various groups coming to trade here.

Market Square
Modified by:

Modified by: Stewardship -

Impressive. The capital is well taken care of, and cleanliness is
clearly a priority. Structures are maintained, though signs of wear
may still be apparent. It feels lived-in, but of a respectable

quality in every regard. Buildings closer to the inner castle are in
better condition than those surrounding it. The living quarters of
the working poor that reside within the walls are the least
maintained areas of the capital but are still far superior to many of
the towns and villages that surround Tharo.

Merchant Overflow

Extremely Fortified. The capital is surrounded by an imposing
wall of wood and stone, with many fully-staffed watchtowers at
regular intervals along its length. The gate is double-thickness,
reinforced with metal bands, augmented with a portcullis, and is
always manned. A supplementary wall of wood and stone
encompasses the surrounding countryside,

with its own watchtowers. Nothing goes in or out

without the watch’s knowledge or permission. The inner castle
sits atop an outcropping of stone large enough to accommodate
the home of the Royal Family. It is walled in the same manner as
the outer capital and is also always manned with the Kings
personal guard. A road circles down from the castle to the lower
portion of the capital. Along the way buildings such as the stables,
kitchens, barracks and other structures in the service of the Royal
Family can be found. The rest of the capital sprawls around the
outcropping. This area is split into various districts dedicated to
trade and housing for the citizens of the city.

Fortification modifies the Disposition roll on page 3 of this
character sheet. Make sure to put that in before continuing.

Vendor Stall Acquisition

Banned. Excess vendors are not allowed to set up stalls outside the
city gates. Guards enforce this.

“Banned” overflow modifies the law enforcement roll on
page 3 of this character sheet. Make sure to put that in

before continuing.

Underground Passages

Notes

Sponsored: Referral Only - Fee: The guilds maintain strict control
on trade within the city. All merchants must be sponsored by a
master in order to sell wares within the city's gates. All goods are
inspected for quality and priced accordingly. Even the stalls
themselves are inspected by the masters to ensure their
appearance is sufficiently pleasant to the eye.

Natural Caves. Below the capital, natural cave
systems can be found that may, or may not, have
been discovered yet.
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StEP 2: GOVERNMENT & HiGH SOCIETY

Leadership

Leadership Unity

Governing Priority

Hereditary: The King of Renda has always been in control of the
Tharo. His decrees drive everything that goes on in the capital and
the kingdom. For day to day capital business the king appoints a
royal mayor that lords over a council made up of the aldermen of
each district in the capital. The mayor executes the kings decrees
as needed through the aldermen which sometimes resent what
they must do to comply. (see leadership unity)

Thinly-Veiled Discord. There is barely disguised hostility.
Muttering, sarcasm, and spiteful comments are likely, but blatant
actions, such as yelling or violence, has not occurred as of yet. The
rising influence of the guild masters and the trade they control for
the king has begun to worry the mayor, but he has not yet relayed
these developments to his majesty. Tensions between the guilds
themselves has let to spiteful internal back room politics that could
become problematic for the mayor and his king.

Economic. The capital’s leadership concerns itself largely with
economic prosperity, with the further acquisition of wealth and
resources the deciding factor in matters of state. Income equals power
in the eyes of both the royalty and the merchant class.

one of your districts will be. Be sure to note it before moving on.

Many Governing Priorities (though not all) provide some kind
of modifier, such as adding to or changing a roll, or specifying what

Priority Approach

Priority Success

Peaceable (Moderate). An agreeable stance is taken unless heavily
provoked, when an aggressive response is carefully deliberated.
Deals and negotiations are preferred, but shows of force, or

use of leverage, are not completely unheard of. Everyone wants to
trade with Tharo, so there is no need for a heavy hand in dealings.

Successful. The leadership has been successful at

pursuing its priority, achieving several of its overall goals. Greed
however is always present and new goals, based at times on
personal power rather than national prestige, are sometimes
prioritized over the best interests of the kingdom.

LIFESTYLE & R ESIDENCE [

tables for each of them. One exception could be “Residence” if you decided you wanted them all living in the same place.

Multiple Leaders:
The Lifestyle & Residence tables refer to an individual in power. If you have multiple individuals who are in power (such as an oligarchy), roll on the

LEADERS NAME:

|His Majesty King Alain Devol, Sixth of his line

Lifestyle

Residence

Intent

Distinguished. The leader aspires to quality and
high-functionality, but without concern for needless luxury or
vanity. In truth, the King would rather spend more time in the
barracks drinking ale with his soldiers and guardsmen than ruling.

Palace (Inside the Capital). The castle is large and spacious with
many rooms for both practical purposes and luxury. There are
rooms for staff within the castle and out buildings for things such
as food preparation and stabling. The castle is a fortress home.

Positive Deception. The individual would not typically live this
lifestyle, but is doing so because they believe it will have a positive
impact, such as inspiring those who see them. He also lives this
way to please his queen and young son.

LEADERS NAME:

Her Majesty Queen Alendra Wendel Devol

Lifestyle

Residence

Intent

Luxurious. The leader takes unrestrained advantage of the
comforts and luxuries available to one in their position and
presents a striking or flamboyant appearance. The queen is not
arrogant or condescending but her vanity can be hard to handle.

Palace (Inside the Capital). The castle is large and spacious with
many rooms for both practical purposes and luxury. There are
rooms for staff within the castle and out buildings for things such
as food preparation and stabling. The castle is fortress home.

Genuine. The individual lives this lifestyle because they truly
believe it is good/right/acceptable to live this way. This (whether
positive or negative) might be based on influences from their life,
such as how they were raised, or even a sense of entitlement.

LEADERS NAME:

Lifestyle

Residence

Intent

Leader Sheet:

[( Depending on the place you're imagining, you may want a ton of leaders. In the book, and on our website, you can find a leader-sheet, which has spaces for more. You can print off as many of these as you need. j

CONNECTIONS
Number of Connections:

These are intended to be general connections that the capital has
to other nations, powers or other broad entities, not individuals.

Connection 1

Connection 2

Connection 3

Connection 4

Merchant Class: Enemy - Friendly. Relations are
civil enough, but there is a fundamental and
irreconcilable rivalry, or difference of opinion,
that prevents any real alliance.

Ecclesiastical Hiearchy: Ally - With Reservations.
The entity is considered a friend, but treated with
care, possibly not fully trusted. They have been
both trustworthy and unpredictable in the past.

Geth - Enemy - Hated. The relationship is bitter
and, barring an amazing turn of events,
unsalvageable. The malevolent intentions of Geth
towards the rest of Odrian are well known.

Thar-Ghudan - Ally - Trusted. The relationship is
solid and unlikely to be shaken. Trust is likely
founded on concrete elements, such as mutual
admiration and/or shared interests.

[NTRIGUE & ESPIONAGE
Spy Network Size

Infiltration Depth

Notes

Adequate. The capital has up to a dozen spies

working outside its borders. The focus of the capital's spies is
twofold. Geth is the first priority. It is well known that Geth has
ambitions outside of its borders. Second is the Merchant Class and
its pervasive influence on the Crown's noble vassals.

Immersed. Goals: Establishing and building deeper connections
with key figures.

Repercussions: Individual - mortal peril or possible

attempts to turn operative.

National: ultimatums, deals highly in favor of the target.

Counterintelligence

Counterintelligence Watchfulness

Modest. The capital has up to a few operatives

working within its borders. These operatives are mainly focused on
protecting the King and his direct dealings with both his own spies
and relations with the Merchant Class and foreign powers.

Wary. Efforts are diligent and concerted, though not

taken to extreme. Moderate efforts at secrecy are

often caught and dealt with. There is a belief among those close to
the king that no one outside of his influence would dare to attempt
infiltration.

CAPITALS PAGE 2 ]
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STEP 2: GOVERNMENT & HiGH SOCIETY (CONT) ]

NOTABLE VISITORS

Number of Visitors:
Visitor 1

Visitor 2

E These are individuals who've come to the capital from somewhere else. j

Visitor 3

Visitor 4

Adventurer: Master Regus Ostling 111, a former
adventurer of reknown, and current guildmaster
of the Guild of Adventurers is here.

Sentient Large Monster: The silver dragon
Rystwin is in Tharo to discuss sensitive matters
with the King and his advisors.

Bard/Storyteller: Ethelan Montes is in Tharo
looking to establish a theatre for the upper class
and their associates.

Ruler: His Majesty the Mountain Lord Oskar
Durthane the CCLVI King of the Dhar-Khan
(dwarves) is visiting the palace with his entourage.

Reason for visit

Reason for visit

Reason for visit

Reason for visit

Ostling is angry at a particular member of the
Merchant's Guild for non-payment of a guild
contract undertaken on behalf of that member.
The guild master in question denies ever
contracting for services and refuses to pay.
Ostling is petitioning the Master of Trade in an
effort to get payment for what is owed.

Rystwin is concerned about a vision he has
recently had. In the dragon's vision a great evil is
about to make itself known with the Land of the
White Lion. Some ancient texts point to the lands
of Northern Odrian being that land, and the King
of Renda being the White Lion. King Alain is very
concerned about these visions and has dispatched
advisors to investigate.

Ethelan is here to meet with three merchants
interested in expanding the arts within Tharo.
They want Ethelan, a bard of some reknown in
Northern Odrian, to be the figurehead of the
project and to perform in the theater's pivotal
performances. Ethelan wants to be paid, and is
here to negotiate his price for being that
figurehead.

The Hammer of Rorik Steelmane the 100th King
of the Dhar-Khan, has been recovered from an
ancient tomb on Rendan lands. Durthane is here
to collect the artifact on behalf of the Dhar-Khan.
A great ceremony has been planned for the
presentation and Her Majesty Queen Alendra is
scheduled to be the presenter of the artifact.

MILITARY
Military Force (Yes or No):

Recruitment Type

e If “Yes,” Standing or Disbanded?

Size of Force

Standing. Military is at the ready.

Specialization

Military Facilities

Volunteer. Forces are made up of individuals who
joined up willingly, and of their own volition. The
military is a valid career choice for anyone living in
Renda. Even the lowest born can join the military
and instantly gain status for themselves and their
family. If they are lucky enough to work their way
into elite ranks they may even become landowners.

Grand. The force’s size is considerable. As massing
these kinds of numbers is uncommon, it would
likely have a numerical advantage in the field. The
force is not only large, but impressive looking when
fielded in formation.

Mounted. A section of the military force is most
effective while riding.

Calculation. A section of the military force are
experts at analysis and coordination, increasing the
efficiency of the entire force.

Moderate Structures Inside the Capital. This
encompasses well-equipped and outfitted barracks
facilities, as well as quarters for officers. Training
grounds are well-maintained, with separate,
specialist facilities, all surrounded by moderate
walls.

NOBILITY
Type of Nobility

Blood. Title and status are hereditary, passed down

individual, perhaps to reward or purchase loyalty.

by birth or through marriage. Positions were likely originally
awarded to the ancestors of current nobility by a powerful

Number of
Primary Nobles

Optional: Number
of Lesser Nobles

Relationship with the People

Bad. Dislike is pervasive. Dealings between nobles and commoners usually result in
mutterings and barely-concealed curses, but open hostility is rare.

Relationship to the Leadership

6 Disliked. The nobility are not fond of the leadership, but have yet to truly cause a problem. In

general the nobility feel that they are being forced to share to much with the common people
and the merchant class. They lust for more power and wealth than they already have. Some
have even hatched plots within the kingdom in order to achieve this.

Positive or Negative?

Root of Relationship with the People

Negative

The relationship between the nobility and the people is negative because the nobility feel that they are sharing far to much
of the wealth with the people. The King and Queen are relatively generous to the common folk and try to make sure that
everyone has what they need to live at least a stable and safe life. The nobility would prefer the treasury to be used in
financing their own economic ventures and social events. The sacrifice of a few peasants would be an acceptable
consequence if the alternative would mean a missed gala or risky business opportunity. They also resent the fact that the
King and Queen hold audience with the commoners as often if not more so than the nobility. It is insulting to them that
they are forced to share an audience with the crown.

SteP 3: COMMUNITY ]

Culture

Pursuit of Culture

Population Density

+1

Art and Beauty: Tharo has developed its own somewhat
cosmopolitan culture as trade has exposed Tharo to many different
cultures and the artistic influences that inspire them. The people
take pride in this reputation and celebrate artists more so than
other cities might.

Modified by:

Keen Interest. Interest is deep and far-reaching, but not
overwhelming. Many folks incorporate some aspect of cultural
endeavor into their daily life. For example even the laborers of the
city will attempt to represent their favorite form of entertainment
or entertainer in some way.

Age

Populous. A moderate amount of people live in the capital. Walking
through the streets, you will see plenty of people, but never so many
that it would feel cramped.

Demographics

Normal Distribution. 50% primary race, 25%
secondary race, 15% tertiary race, 10% other.

Population Wealth
Modified by:

Root of Relationship to the
People (resources)

Total Population
= Wealth Modifier

Type of Nobility
+ (wealth/ ‘possessions)

Stewardship

Average. Most of the capital’s population have enough to live a modest life. Those without are a minority. The King would like to provide more
for the people but he is blocked by members of the nobility, clergy and the merchant class. The King needs to push his relationships with all three
groups in order to give as much to the people as he does. The steward also tends to favor these groups over the commoners as well.

CAPITALS PAGE 3 j
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Step 3: COMMUNITY ]

Visitor Traffic

Disposition

Modified bY Fortification

Night Activity
Modified by:

Population Density |:| Visitor Traffic

Masses. Huge groups of people always seem to
be visiting. Congestion could cause difficulties
if the capital is unable to cope with very large
amounts of people.

Neutral. Locals are standoffish, or perhaps hard
on the outside, but can be friendly if you get to
know them. Constant pressure from the steward,
nobility, clergy and the prices of the merchant
class have lowered the disposition of an otherwise
content and happy population.

Lively. There is little difference between day and night traffic. There are always people on the streets, and it may
seem like no one ever sleeps. Most shops and services remain open constantly. If the capital has a gate, it remains
open and is only closed under the most dire of circumstances. Traders want to enjoy themselves after a long day of
haggling and there are plenty of spots in Tharo to do just that. The city has a lively nightlife where anyone with
enough coin can find whatever pleasures one might choose to partake in. Merchants of alcohol and other
intoxicating substances both legal and otherwise thrive during this time.

Law Enforcement
Modified by:

Stewardship
+

Merchant Overflow
Governing Priority
Leadership
Total Law Enforcement
Modifier

City Watch. Run by a single captain, the watch has sufficient
strength to cover key points, as well establish a patrol once or twice
aday. The watch is well trained and equipped but undermanned.
This is because of the pressure the nobility has placed on the
steward regarding funding of merchant activities over any other
consideration. Law Enforcement is one of the many public services
that have been effected. Some of the nobility and clergy are actually
speaking out for increasing the watch but they are few and far
between the majority of these groups being generously bribed by
the merchant class.

SteP 4: DISTRICTS J

Number of Districts: ;e El +roll =

E

A

Remember to double check your modifier to this roll from your Size result!

>

Note General Condition here; [mpresive |

Note General Crime here:

District Condition Modifier:

District:

| Frequent |

- This modifier applies to ALL
+1
district condition rolls.

General Crime
Modified by:

Population Wealth D
+

Leadership D
+

Law Enforcement

Total Crime Modifier D

Organized Crime

Frequent. The streets are unsafe, and a purse in plain sight is almost sure to be
stolen. Vandalism and muggings are fairly regular. It's dangerous to

travel alone. The lack of watch presence is the primary reason crime is so high in
the city. The King and Queen are kept in the dark on this issue and would be
outraged if it became known to them. The nobility are concerned about the crime
rate but are content to bask in their luxury. The merchant class claim that the
money to increase the watch must come from taxing the working class and
cutting back on, what they say is, bloated public works spending.

Note Urban Encounter Modifier here.
Table found in Appendix B (p.###).

Talk.Enough incidents have occurred that most folk don’t have trouble believing there is an organized criminal
element in the capital. They operate quietly, but ambitiously, carrying out frequent, high profile jobs. They could also
have ties to government officials, or even attempt to control elements of the capital itself.

Attributes that provide Automatic Districts (they still count toward
your total number of districts)

Leadership (Merchant Monarch): One of your districts is a Merchant District
Leadership (Oligarchy): For one of your districts, choose a district that best fits
your oligarchy (Arcane for mages, Temple for theocracy. Merchant or Market
for merchants, etc)

Gov. Priority (Economic): One of your districts is a Market District.

Gov. Priority (Enlightenment): One of your districts is a Scholar District.

Gov. Priority (Industry & Innovation): One of your districts is an Industrial
District.

Gov. Priority (Religious): One of your districts is an Industrial District.

Type |Market District IDocks IUpper Class ITempIe Ilndustrial Slums || Merchant |
Condition |Impressive IDecent IMagnificent Ilmpressive IDiIapidated || Magnificent |
Quality Mod. |0 -1 |+2 IO |-2 +2 |
Crime Mod. [ I B I E B |
Entry |Gated and Guarded IOpen IGated and Guarded IGated and Guarded IOpen ||Gated and Guarded |

< Crime%/rll(t)lz ’ I I+2 I+2 |+0 2 |

Crime Common

Housing Limited

Uncommon

Uncommon Dangerous | Frequent |

Noble ReSid. |2 minor nobility

Extensive Moderate Limited Extensive | Limited |
Il minor nobility |4 major nobility Il minor nobility I ||4 (2 major and 2 minor) |

Notable Locs. |2

I |

I I |

Quality Table Reference:

The location is of... [d12]:
1-4 = Poor Quality
5-10 = Good Quality

Crime Degrees
(Worst > Best):

Dangerous > Frequent >
Common > Uncommon >

Hired help is... [d12]:

Specializations [d6]:

1-6 = an individual. 1.
7-10 = a team. 2.
11-12 = a guild. 3.

11-12 = Fine Quality Infrequent Common = +3 JRoll a [d6] to see if they are in a guild:
Uncommon = +2 1-4 =No
Hired Help Size Reference: Magic Shop Infrequent = +1 5-6 = Yes

Armor 4. Jewelry
Books 5. Weapons
Clothing 6. Misc.

District Urban
Encounter Modifiers:

Dangerous = +5
Frequent = +4

When rolling for urban encounters
when party is in a district, use the
modifier for the district, NOT the
general urban encounter modifier.

Guilds:

All shops and services can be in guilds for their own type of
business. (i.e. - Blacksmiths would be in a blacksmith’s guild).

The Yes range (5-6) increases by 1 (to a maximum of 2-6) for
every existing guild member of that establishment’s type in
the *city.* (i.e. If two blacksmiths in the city were both in a
guild together, the Yes range would be 3-6).

CAPITALS PAGE 4
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Number of Additional Locations
(ALL districts get this many additional locations)

2. Roll to see if they are in guilds.

We recommend handling your district locations in this order:
1. Roll up all locations.

3. Roll for notable location reasons.j]

DISTRICT 1: Type: [pocs

Included Locations

Guild?

Additional Locations

Number of Notable Locations:
Guild?

Notable Location Reasons

History. This location is notable for its links to

local history. Perhaps it belongs to a family with a

Shipwright Rare Trade Goods (Shop)
Weaver Barber
House of Leisure Bathhouse

More-Than-Meets-the-Eye. This location may seem to be

Inn

one thing, but the right people know what else is there.

Tavern

DISTRICT 2: Type: [wart

Included Locations

Guild?

Additional Locations

Number of Notable Locations:

Guild? Notable Location Reasons

Baker

Inn

Butcher

Tavern

General Store

Soothsayer

Tailor

Smithy

DISTRICT 3: Type: [Temple

Included Locations

Guild?

Additional Locations

Number of Notable Locations:

Guild? Notable Location Reasons

Great Temple; Archives/Library

Alchemist

Hired Help: Scribes

Luxury Furnishings

Hired Help: Priestly Guidance Cooper

Hired Help: Hands of the Divine

DISTRICT 4: Type: [oppercis | Number of Notable Locations:[ |
Included Locations Guild? Additional Locations Guild?  Notable Location Reasons

Bank & Exchange Alchemist

Luxury Furnishings Barber

Baker Rare Libations & Fare (Shop)

Tailor

Doctor/Apothecary

DisTRICT &: Type: [sums

Included Locations

Guild?

Additional Locations

Number of Notable Locations:

Guild?  Notable Location Reasons

Butcher

Doctor/Apothecary

Baker

Barber

House of Leisure

Tavern

Inn

Tavern

DISTRICT 6: Type: [Merchant

Included Locations

Guild?

Additional Locations

Number of Notable Locations: |:|

Guild?  Notable Location Reasons

Bank & Exchange

House of Leisure

Tailor Club
Artist Bathhouse
Cobbler

Magic Shop: Miscellaneous and Curiosities

CAPITALS PAGE 5 ]
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EXTRA INTRIGUE ]

Recent History

Noteworthy Official/ Competence

Beneath the Surface

Beneath the Surface - Awareness

Rumor(s)

Notes

K The rumor table can be found in Appendix C: Rumors (p.###). j

CAPITALS PAGE 6 ]




	Name: Tharo
	Text Field 238: First Settlement. This location was the first one
settled in the region, and continued to grow as a
central location, outpacing all others.
	Text Field 239: Old. 300 to 1000 years old. 
	Text Field 251: Impressive. The capital is well taken care of, and cleanliness is clearly a priority. Structures are maintained, though signs of wear may still be apparent. It feels lived-in, but of a respectable
quality in every regard. Buildings closer to the inner castle are in better condition than those surrounding it. The living quarters of the working poor that reside within the walls are the least maintained areas of the capital but are still far superior to many of the towns and villages that surround Tharo. 
	Text Field 242: Coastal. The capital lies along the ocean's coast. 
	Text Field 241: Medium. Structures in the capital are able to
support around 50,000 people.
	Text Field 249: Passing. The capital’s fundamental elements are taken care of to a serviceable degree, though an inequality of attention is noticeable, and some areas seem to take priority over others. It could be that resources are not plentiful enough to cover everything, but those in charge are doing the best they can. It could also mean that the leadership is selectively distributing resources to preferential groups such as the nobility, merchant class, or clergy; over others such as laborers or other members of the underclass. Most folk of the capital bet on the latter being the truth. 

	Text Field 254: Spacious. Room for lots of vendor stalls. This area is very well maintained with many servants working long hard days to keep it that way. The people running the market want it to look as good as possible to all of the various groups coming to trade here. 
	Text Field 256: Sponsored: Referral Only - Fee: The guilds maintain strict control on trade within the city. All merchants must be sponsored by a master in order to sell wares within the city's gates. All goods are inspected for quality and priced accordingly. Even the stalls themselves are inspected by the masters to ensure their appearance is sufficiently pleasant to the eye.
	Text Field 255: Banned. Excess vendors are not allowed to set up stalls outside the city gates. Guards enforce this. 
	Text Field 252: Extremely Fortified. The capital is surrounded by an imposing wall of wood and stone, with many fully-staffed watchtowers at regular intervals along its length. The gate is double-thickness, reinforced with metal bands, augmented with a portcullis, and is always manned. A supplementary wall of wood and stone encompasses the surrounding countryside,
with its own watchtowers. Nothing goes in or out
without the watch’s knowledge or permission. The inner castle sits atop an outcropping of stone large enough to accommodate the home of the Royal Family. It is walled in the same manner as the outer capital and is also always manned with the Kings personal guard. A road circles down from the castle to the lower portion of the capital. Along the way buildings such as the stables, kitchens, barracks and other structures in the service of the Royal Family can be found. The rest of the capital sprawls around the outcropping. This area is split into various districts dedicated to  trade and housing for the citizens of the city. 
	Text Field 243: 3
	Text Field 245: Training Grounds. Land was set aside for the training of large groups of people. If the capital has its own military force, they may use this. It could also be under the leadership of a mercenary company.
	Text Field 250: -1
	Text Field 253: 
	Text Field 240: 100,000
	Text Field 257: Natural Caves. Below the capital, natural cave
systems can be found that may, or may not, have
been discovered yet.
	Text Field 246: Resource Harvesting. Depending on the land and  available resources (trees, minerals, ore, stone,etc.), a logging camp, mine, or quarry, belonging to the capital, has been built nearby to harvest them, which it then uses or sells. 
	Text Field 247: 
	Text Field 248: 
	Text Field 244: Medical Camp. A set of makeshift or, depending
on the nature of what is being treated, permanent
structures have been erected to tend to, or even
quarantine, the sick or injured.
	Text Field 258: 
	Text Field 277: Merchant Class: Enemy - Friendly. Relations are civil enough, but there is a fundamental and irreconcilable rivalry, or difference of opinion, that prevents any real alliance. 
	Text Field 276: 4
	Text Field 278: Ecclesiastical Hiearchy: Ally - With Reservations. The entity is considered a friend, but treated with care, possibly not fully trusted. They have been both trustworthy and unpredictable in the past. 
	Text Field 279: Geth - Enemy - Hated. The relationship is bitter and, barring an amazing turn of events, unsalvageable. The malevolent intentions of Geth towards the rest of Odrian are well known. 
	Text Field 280: Thar-Ghudan - Ally - Trusted. The relationship is solid and unlikely to be shaken. Trust is likely founded on concrete elements, such as mutual admiration and/or shared interests.
	Text Field 281: Adequate. The capital has up to a dozen spies
working outside its borders. The focus of the capital's spies is twofold. Geth is the first priority. It is well known that Geth has ambitions outside of its borders. Second is the Merchant Class and its pervasive influence on the Crown's noble vassals.
	Text Field 282: Immersed. Goals: Establishing and building deeper connections
with key figures.
Repercussions: Individual - mortal peril or possible
attempts to turn operative.
National: ultimatums, deals highly in favor of the target. 
	Text Field 283: Modest. The capital has up to a few operatives
working within its borders. These operatives are mainly focused on protecting the King and his direct dealings with both his own spies and relations with the Merchant Class and foreign powers. 
	Text Field 284: Wary. Efforts are diligent and concerted, though not
taken to extreme. Moderate efforts at secrecy are
often caught and dealt with. There is a belief among those close to the king that no one outside of his influence would dare to attempt infiltration. 
	Text Field 285: 
	Text Field 259: Hereditary: The King of Renda has always been in control of the Tharo. His decrees drive everything that goes on in the capital and the kingdom. For day to day capital business the king appoints a royal mayor that lords over a council made up of the aldermen of each district in the capital. The mayor executes the kings decrees as needed through the aldermen which sometimes resent what they must do to comply. (see leadership unity)
	Text Field 260: Thinly-Veiled Discord. There is barely disguised hostility. Muttering, sarcasm, and spiteful comments are likely, but blatant actions, such as yelling or violence, has not occurred as of yet. The rising influence of the guild masters and the trade they control for the king has begun to worry the mayor, but he has not yet relayed these developments to his majesty. Tensions between the guilds themselves has let to spiteful internal back room politics that could become problematic for the mayor and his king. 
	Text Field 261: Economic. The capital’s leadership concerns itself largely with economic prosperity, with the further acquisition of wealth and resources the deciding factor in matters of state. Income equals power in the eyes of both the royalty and the merchant class. 
	Text Field 262: Peaceable (Moderate). An agreeable stance is taken unless heavily provoked, when an aggressive response is carefully deliberated. Deals and negotiations are preferred, but shows of force, or
use of leverage, are not completely unheard of. Everyone wants to trade with Tharo, so there is no need for a heavy hand in dealings.
	Text Field 263: Successful. The leadership has been successful at
pursuing its priority, achieving several of its overall goals. Greed however is always present and new goals, based at times on personal power rather than national prestige, are sometimes prioritized over the best interests of the kingdom. 
	Text Field 265: Distinguished. The leader aspires to quality and
high-functionality, but without concern for needless luxury or vanity. In truth, the King would rather spend more time in the barracks drinking ale with his soldiers and guardsmen than ruling.
	Text Field 266: Palace (Inside the Capital). The castle is large and spacious with many rooms for both practical purposes and luxury. There are rooms for staff within the castle and out buildings for things such as food preparation and stabling. The castle is a fortress home. 
	Text Field 267: Positive Deception. The individual would not typically live this lifestyle, but is doing so because they believe it will have a positive impact, such as inspiring those who see them. He also lives this way to please his queen and young son. 
	Text Field 264: His Majesty King Alain Devol, Sixth of his line
	Text Field 269: Luxurious. The leader takes unrestrained advantage of the comforts and luxuries available to one in their position and presents a striking or flamboyant appearance. The queen is not arrogant or condescending but her vanity can be hard to handle. 
	Text Field 270: Palace (Inside the Capital). The castle is large and spacious with many rooms for both practical purposes and luxury. There are rooms for staff within the castle and out buildings for things such as food preparation and stabling. The castle is fortress home. 
	Text Field 271: Genuine. The individual lives this lifestyle because they truly believe it is good/right/acceptable to live this way. This (whether positive or negative) might be based on influences from their life, such as how they were raised, or even a sense of entitlement. 
	Text Field 268: Her Majesty Queen Alendra Wendel Devol
	Text Field 273: 
	Text Field 274: 
	Text Field 275: 
	Text Field 272: 
	Text Field 287: Adventurer: Master Regus Ostling III, a former adventurer of reknown, and current guildmaster of the Guild of Adventurers is here.
	Text Field 286: 4
	Text Field 291: Ostling is angry at a particular member of the Merchant's Guild for non-payment of a guild contract undertaken on behalf of that member. The guild master in question denies ever contracting for services and refuses to pay. Ostling is petitioning the Master of Trade in an effort to get payment for what is owed. 
	Text Field 288: Sentient Large Monster: The silver dragon Rystwin is in Tharo to discuss sensitive matters with the King and his advisors. 
	Text Field 292: Rystwin is concerned about a vision he has recently had. In the dragon's vision a great evil is about to make itself known with the Land of the White Lion. Some ancient texts point to the lands of Northern Odrian being that land, and the King of Renda being the White Lion. King Alain is very concerned about these visions and has dispatched advisors to investigate. 
	Text Field 289: Bard/Storyteller: Ethelan Montes is in Tharo looking to establish a theatre for the upper class and their associates. 
	Text Field 293: Ethelan is here to meet with three merchants interested in expanding the arts within Tharo. They want Ethelan, a bard of some reknown in Northern Odrian, to be the figurehead of the project and to perform in the theater's pivotal performances. Ethelan wants to be paid, and is here to negotiate his price for being that figurehead. 
	Text Field 290: Ruler: His Majesty the Mountain Lord Oskar Durthane the CCLVI King of the Dhar-Khan (dwarves) is visiting the palace with his entourage.
	Text Field 294: The Hammer of Rorik Steelmane the 100th King of the Dhar-Khan, has been recovered from an ancient tomb on Rendan lands. Durthane is here to collect the artifact on behalf of the Dhar-Khan. A great ceremony has been planned for the presentation and Her Majesty Queen Alendra is scheduled to be the presenter of the artifact. 
	Text Field 295: Yes
	Text Field 296: Standing. Military is at the ready.
	Text Field 297: Volunteer. Forces are made up of individuals who
joined up willingly, and of their own volition. The military is a valid career choice for anyone living in Renda. Even the lowest born can join the military and instantly gain status for themselves and their family. If they are lucky enough to work their way into elite ranks they may even become landowners. 
	Text Field 298: Grand. The force’s size is considerable. As massing
these kinds of numbers is uncommon, it would
likely have a numerical advantage in the field. The force is not only large, but impressive looking when fielded in formation. 
	Text Field 299: Mounted. A section of the military force is most
effective while riding.
Calculation. A section of the military force are
experts at analysis and coordination, increasing the
efficiency of the entire force.

	Text Field 300: Moderate Structures Inside the Capital. This encompasses well-equipped and outfitted barracks facilities, as well as quarters for officers. Training grounds are well-maintained, with separate, specialist facilities, all surrounded by moderate walls.
	Text Field 301: Blood. Title and status are hereditary, passed down
by birth or through marriage. Positions were likely originally awarded to the ancestors of current nobility by a powerful individual, perhaps to reward or purchase loyalty.
	Text Field 302: 6
	Text Field 303: 6
	Text Field 304: Disliked. The nobility are not fond of the leadership, but have yet to truly cause a problem. In general the nobility feel that they are being forced to share to much with the common people and the merchant class. They lust for more power and wealth than they already have. Some have even hatched plots within the kingdom in order to achieve this. 
	Text Field 305: Bad. Dislike is pervasive. Dealings between nobles and commoners usually result in mutterings and barely-concealed curses, but open hostility is rare.
	Text Field 306: Negative
	Text Field 307: The relationship between the nobility and the people is negative because the nobility feel that they are sharing far to much of the wealth with the people. The King and Queen  are relatively generous to the common folk and try to make sure that everyone has what they need to live at least a stable and safe life. The nobility would prefer the treasury to be used in financing their own economic ventures and social events. The sacrifice of a few peasants would be an acceptable consequence if the alternative would mean a missed gala or risky business opportunity. They also resent the fact that the King and Queen hold audience with the commoners as often if not more so than the nobility. It is insulting to them that they are forced to share an audience with the crown. 
	Text Field 311: Populous. A moderate amount of people live in the capital. Walking through the streets, you will see plenty of people, but never so many that it would feel cramped.
	Text Field 310: +1
	Text Field 308: Art and Beauty: Tharo has developed its own somewhat cosmopolitan culture as trade has exposed Tharo to many different cultures and the artistic influences that inspire them. The people take pride in this reputation and celebrate artists more so than other cities might. 
	Text Field 309: Keen Interest. Interest is deep and far-reaching, but not overwhelming. Many folks incorporate some aspect of cultural endeavor into their daily life. For example even the laborers of the city will attempt to represent their favorite form of entertainment or entertainer in some way. 
	Text Field 312: Normal Distribution. 50% primary race, 25%
secondary race, 15% tertiary race, 10% other.
	Text Field 317: Average. Most of the capital’s population have enough to live a modest life. Those without are a minority. The King would like to provide more for the people but he is blocked by members of the nobility, clergy and the merchant class. The King needs to push his relationships with all three groups in order to give as much to the people as he does. The steward also tends to favor these groups over the commoners as well. 
	Text Field 314: 
	Text Field 313: -3
	Text Field 316: -5
	Text Field 315: -2
	Text Field 175: Impressive
	Text Field 178: Market District
	Text Field 179: Docks
	Text Field 180: Upper Class
	Text Field 181: Temple
	Text Field 174: 20
	Text Field 182: Industrial Slums
	Text Field 183: Merchant
	Text Field 173: 0
	Text Field 176: Frequent
	Text Field 177: +1
	Text Field 184: Impressive
	Text Field 185: Decent
	Text Field 186: Magnificent
	Text Field 187: Impressive
	Text Field 188: Dilapidated
	Text Field 189: Magnificent
	Text Field 190: 0
	Text Field 191: -1
	Text Field 192: +2
	Text Field 193: 0
	Text Field 194: -2
	Text Field 195: +2
	Text Field 196: +1
	Text Field 197: 0
	Text Field 198: +2
	Text Field 199: +1
	Text Field 200: -1
	Text Field 201: +2
	Text Field 214: Common
	Text Field 215: Dangerous
	Text Field 216: Uncommon
	Text Field 217: Uncommon
	Text Field 218: Dangerous
	Text Field 219: Frequent
	Text Field 220: Limited
	Text Field 221: Extensive
	Text Field 222: Moderate
	Text Field 223: Limited
	Text Field 224: Extensive
	Text Field 225: Limited
	Text Field 232: 2
	Text Field 233: 2
	Text Field 234: 2
	Text Field 235: 2
	Text Field 236: 1
	Text Field 237: 2
	Text Field 202: Gated and Guarded
	Text Field 203: Open
	Text Field 204: Gated and Guarded
	Text Field 205: Gated and Guarded
	Text Field 206: Open
	Text Field 207: Gated and Guarded 
	Text Field 208: +2
	Text Field 209: +0
	Text Field 210: +2
	Text Field 211: +2
	Text Field 212: +0
	Text Field 213: +2
	Text Field 154: Masses. Huge groups of people always seem to be visiting. Congestion could cause difficulties if the capital is unable to cope with very large amounts of people.
	Text Field 159: Lively. There is little difference between day and night traffic. There are always people on the streets, and it may seem like no one ever sleeps. Most shops and services remain open constantly. If the capital has a gate, it remains open and is only closed under the most dire of circumstances. Traders want to enjoy themselves after a long day of haggling and there are plenty of spots in Tharo to do just that. The city has a lively nightlife where anyone with enough coin can find whatever pleasures one might choose to partake in. Merchants of alcohol and other intoxicating substances both legal and otherwise thrive during this time. 
	Text Field 157: 
	Text Field 158: +4
	Text Field 156: Neutral. Locals are standoffish, or perhaps hard on the outside, but can be friendly if you get to know them. Constant pressure from the steward, nobility, clergy and the prices of the merchant class have lowered the disposition of an otherwise content and happy population. 
	Text Field 155: +7
	Text Field 165: City Watch. Run by a single captain, the watch has sufficient strength to cover key points, as well establish a patrol once or twice a day. The watch is well trained and equipped but undermanned. This is because of the pressure the nobility has placed on the steward regarding funding of merchant activities over any other consideration. Law Enforcement is one of the many public services that have been effected. Some of the nobility and clergy are actually speaking out for increasing the watch but they are few and far between the majority of these groups being generously bribed by the merchant class. 
	Text Field 170: Frequent. The streets are unsafe, and a purse in plain sight is almost sure to be stolen. Vandalism and muggings are fairly regular. It’s dangerous to
travel alone. The lack of watch presence is the primary reason crime is so high in the city. The King and Queen are kept in the dark on this issue and would be outraged if it became known to them. The nobility are concerned about the crime rate but are content to bask in their luxury. The merchant class claim that the money to increase the watch must come from taxing the working class and cutting back on, what they say is, bloated public works spending. 
	Text Field 172: Talk.Enough incidents have occurred that most folk don’t have trouble believing there is an organized criminal element in the capital. They operate quietly, but ambitiously, carrying out frequent, high profile jobs. They could also have ties to government officials, or even attempt to control elements of the capital itself. 
	Text Field 226: 2 minor nobility
	Text Field 227: 1 minor nobility
	Text Field 228: 4 major nobility
	Text Field 229: 1 minor nobility
	Text Field 230: 
	Text Field 231: 4  (2 major and 2 minor)
	Text Field 167: 
	Text Field 168: -3
	Text Field 169: 
	Text Field 166: 
	Text Field 162: +0
	Text Field 163: +0
	Text Field 164: -1
	Text Field 160: -2
	Text Field 161: +1
	Text Field 171: +4
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