Cauldron For PCs v1.0


This document expands on the information presented at the wiki. Go there for a shorter, more concise overview. 

It's up to you to decide how much of the following does your character know.

Cauldron and Environs: Overview
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Cauldron is a fantasy city sitting at the bowl of a dormant volcano. It is located in the subtropical region of Greyhawk, at the rim of the Amedio jungle and on the eastern tail of the Hellfurnaces mountains. The mountain ridge it sits on is surrounded by a strip of savanna over 5 miles wide, which then gives way to a lash jungle. There are a few smaller settlements around Cauldron, as well as the port city of Sasserine to the north-west. A few mines also sit on the mountains nearby. Cauldron sits at the fulcrum, connected to all these places by roads.

Aside from its location, Cauldron is a fairly typical small D&D frontier city. That means small - 7,500 adults, within a circular wall with a diameter of about 4000 feet (1.3 km). It is predominately human, with some gnomes, halflings, dwarfs, elves, and a few people from other races. 

The campaign is officially set at Greyhawk, beginning at Waterday, Flocktime 5 Common Year 580 (before the Greyhawk Wars), in the south-west of the Flanaess near Jerlea Bay - but all of this isn't supposed to affect the campaign at all, really.

Climate

Sitting near the tropics [tropical wet/dry climate], Cauldron really has two seasons: the rainy season and a dry season. The rainy season begins at summer (late June, or Wealsun), and ends in autumn (October, or Patchwall). In the rainy season, days typically start off warm (25º) and sunny, with humidity building during the day and culminating in large thunderstorms and torrential rain in the afternoon or evening. In the dry season precipitation is very rare and the days are usually sunny,  and change from chilly (15º) to warm (25º) through the day. 

The campaign starts about a month before the rainy season is due to begin. It is starting to get hot and humid, especially at evenings.

The Law

Cauldron has a large town guard (about 750 men strong), but it leaves dealing with monsters and similar trouble to private hands. The guards deal with petty crime, tax collection, and city code violations, using mostly non-magical and low-level means. The mayor keeps a secret Magical Task Force to handle more serious cases, members are rumored to include wizards, high-ranking clerics, and ex-adventurers - but membership is never confirmed. Judgment is by a noble appointed by the mayor or the mayor himself, assisted by a wizard or cleric adviser of his choice (often at a church), and is very quick; punishment is swift with imprisonment or fines being typical. Severe crimes, such as cheating a noble or assaulting a town guard, are punishable by maiming, flagellation, and ultimately death. The prisons are non-magical and notorious for allowing breakouts – the MTF is rumored to pursue escapees, although in at least one case  revenge was carried out by a band of adventurers. Theft and crime in the city are hardly unheard of, despite periodic sprees of raids by the Church of St. Cuthbert (usually followed by lulls in petty crime).

Taxes are set at 1 gp per year per soul. Businesses are further taxed 5% of all income, yearly at the church of St. Cuthbert. Non-citizens must pay a 1 cp entry fee to the city. There are also taxes on transporting trade goods through the city gates for non-traders, and all sale of goods is forbidden except to or by authorized traders.

The city's laws forbid theft, murder, and so on like you would expect. They also forbid the use of certain magic, such as influencing people's mind, conjuring or animating undead, and so on. Only authorized traders may sell or purchase trade goods, a transaction not involving one is illegal. Only nobles may purchase land (or buildings) in the city; most people rent. Buildings must be constructed to conform with cityhall's guidelines (essentially restricting their height). The dead must be buried in hollowed ground, or cremated. Commoners are not forbidden from carrying arms.

Travel and Commerce

Cauldron is a small center of trade, collecting goods from the mountains, savanna and jungles, and sending it by wagon to Sasserine. The mountains provide gems and precious stones (especially obsidian), the savanna is cleared for fields of coffee and sugarcane, and the jungle provides a wide assortment of exotic plants, pelts, and spell components. Some processing is done on-site (mostly gem-cutting ans sculpting), but mostly Cauldron ships raw goods and imports manufactured goods.  Wagons caravans on the high road typically take four days to reach it [it is about 60 miles by road], although the journey can be made faster by force marching the beasts of burden (the record is 50 hours). It is then about 8-9 days by ship [400 miles] to Ulek or Keoland, and a further 12-13 days [600 miles] to reach the true centers of civilization, such as Aerdy or Nyrond. 

Standard and common goods are in ample supply. Many other goods are also readily available or can be crafted in Sasserine, so can arrive at Cauldron within (1d4+4) days (plus 1 day per1000 gp if they need to be manufactured). Unique and truly powerful items that are imported from far away lands, however, can take (2d8+26) days or more to reach Cauldron. Rare and expensive goods are sometimes moved by teleportation magic within a few days, but this is rare and carries a price increase (+1000 gp or so). These timetables and costs assume you use one of the city's importers, who has the magical and social connections to acquire and move the items cheaply and speedily.

Patrols from Cauldron and Sasserine regularly travel the high road. The other settlements around Cauldron are connected via more itinerant and less guarded roads. Most of these places are within a day's wagon travel [16 miles] of Cauldron. 

On The Populace

Most people in Cauldron are occupied with mining in the nearby mountains or orchestrating trade. The rich live at the rim nearer the walls, the poor at the bottom near the Crater Lake. Avenues run around cauldron, from the Obsidian Avenue near the top to the Magma, Lava, and finally the poor Ash Avenue near the lake. The lowest houses, on Ash Avenue, are built on pegs to prevent flooding from the lake's “tide” at the rainy season.

There are several important institutions in the city. These of course include the mayor's office and the town guard. There are also reasonably large churches of St. Cuthbert, Kord, and Wee Jas, and small churches or shrines for Garl, Moradin, Yondalla, Pelor, Correllon, and Fharlanghn. Rumors of an active Olidammaran clergy in the underground persist. The city is also proud of The Lantern Street Orphanage, contributed to by several nobles. Its Bluecrater Academy is where the nobles' children learn, and its sages (and extensive library) are sometimes sought even from afar. It hosts a few wizard professors, and a small staff of aids.

The mayor is elected by a council of nobles. The current mayor is Lord Severen Navalant, and is considered a solid and competent one. He has no heir, having never married. There are a number of other noble families with manors in the city. 

· The Taskerhills (Lord Ankhin, daughter Annah and son Taylen) are perhaps the richest, their wealth founded on mines. 

· Lord Alek Tercival is the last of his line, a paladin of St. Cuthbert, with some lands near the town of Kingfisher Hollow.

· Lord Vahalantu is a rich foreign noble that only recently settled in Cauldron, about 10 years ago, and most of his holdings are still overseas; he is a renown philanthropist. 

· The Aslaxins (Lord Zachary I, Lady  Kerry, and son Zachary II), whose wealth resides in Kingfisher Hollows. 

· The Vanderborens (Lord Permiach,  Lady Aeberrin, son Todd), who were accepted into nobility but 6 years ago; their wealth is based primarily on shares in various merchant enterprises. 

·  Lady Ophellah, Knowlern, an elf who resides in the village of Hollowsky but owns property in Cauldron too. 

· Lady Thirifane Rhiavadi, who's wealth comes from owning several businesses and rights in Cauldron. 

Also noteworthy are the Lathenmires (Leswik, and wife Isaal, and their daughter Cora and son Kellen), who are not noble but are expected to soon buy their way into the nobility. There are no current extant recognized heirs to the city's founder, Surabar, although several in the city claim heritage from him. 

Neighbors

The largest is the town of Kingfisher Hollow, a large town to the east sitting right next to a lake, the jungle, and rich farming land cleared from the wilderness. Hollowski is another farming village to the east, and Redgorge a farming and mining village to the south-west. Trails also continue to the mountain mines, and the high road to Sasserine trails towards the north-west. Most travelers on the high road make at least a short stop at The Lucky Monkey inn, or to be exact at the shrine of Fharlanghn near it.

Redgorge is noteworthy as it was once a city to rival Cauldron, and still maintains spirit of pride and independence. Several times in the past it attempted to blaze a trail through the savanna to the high road, circumventing the mountainous ride to Cauldron. These attempts invariably failed due to the high risks and resulting costs. The people of Redgorge blame Cauldron's nobles of supporting tribes of gnolls and hillfolk against the road, and there is still bad blood between them.

The following locales are numerated by the map key.

6. Town Guard Barracks

The large compound houses the bulk of the town guard, and its dungeons serve as the city's prison. It is a walled compound, but the guard agrees to let adventurers of good repute train in the facilities along with the troops. It may also offer employment as a guard, and its recommendations goes a long way in convincing some nobles and churches on just who to hire.

7. Starhold

The local seat of the Church of St. Cuthbert, led by the high priest Sarcem Delasharn. The church has a fairly large following, and is fairly wealthy. It often serves as a seat of judgment, as its chapel is hollowed with a zone of truth. For the same reason, it also serves as an audit center for the city's yearly taxes for traders, and is favored as a wedding chapel.

The staff includes Alek Tercival, a local noble and a paladin of the the cudgel. Some 10 warrior-priests serve the church in various roles. The church holds a treasury including several minor items (such as healing potions and so on), but also holds  an artifact known as the Star of Justice for which it is named. The artifact is used in rituals once per year, on the saint's day at Flocktime [May] 15 (the vernal equinox).

9. The Slippery Eal Tavern

A low-cost tavern [0.1 gp/meal] in the city's lower (poorer) districts. Its cheap dishes and drinks keep the customers in, its tough bouncers keep overly trouble making patrons out. It is rumored to be a good place to acquire illicit goods of all sorts.

10. The Cusp of Sunshine

An expensive and exclusive club [100 gp/month or more] for the local nobility and rich residents. Entry is by invitation only. Rumors are that the cusp provides magically treated food and drink, and specially ordered entertainment according to the client's needs and requests. Some of these are rumored to be very unorthodox indeed. It is owned by Lady Ophellha Knowlren.

13. Maavu Imports

Local merchant Maavu Arlintal, a resident of Redgorge,  keeps several warehouses in town. He is behind much of the import that flows in and out of Cauldron.

14. The Drunken Morkoth Inn

The inn for adventurers and other well-off travelers. The costs are a bit high, but the quality is good and the place often harbors fellow adventurers or colorful characters, and is often frequented by people looking for adventurers for hire. Although the inn provides meals, you may want to frequent other establishments occasionally if only for variety as its menu is rather repetitive. Staying at the Drunken Morkoth Inn implies a good level of living, costing at least 45 gp/month (1.5 gp/day).

It is named after the Morkoth, a monster said to be found at the bottom of Crater Lake. Although several adventurers tried, none ever actually found the beast, which is considered either long gone or simply a wild tale by the people of Cauldron.

15. Tipped Tankard Tavern

A tavern often frequented by Cauldrine miners and workers. It has a special discount for the town guard. While it serves good cheap food [0.3 gp/meal], it also provides richer dishes and private tables to those who can afford them [0.5 gp/meal].

16. Garthun Imports 

Adrick Garthun is a prominent importer/exporter, dealing especially in various herbs (coffee, tobacco, spices, and so on) and related products. 

17. Skie's Treasury

The only shop for magical items in town with a sizable stock of adventuring gear. It is run by Skie Alderson, a gnome sorceress and former adventurer. Skie is rumored to be part of the MTF, the mayor's secretive magical organization.

18. Lantern Street Orphanage

An institution the city is very proud of and is supported by several nobles, and owned by the Vanderborens. The orphanage takes up and educates orphans, and many of its former pupils are now respected members of the community. It is run by Gretchen Tashykk, a middle-aged female halfling. 

19. The Coy Nixie

An expensive dance hall and tavern [10 gp/evening], catering primarily to the local nobility although rich travelers sometimes frequent it. In most days it puts on music throughout the evening and one dance performance, but sometimes it closes its doors for a private party. 

22. Minuta's Board

A cheap inn and tavern [15 gp/month, 0.5 gp/day; 0.3 sp/meal], where you would be cramped with lots of other pretty poor people in close quarters. The management is not responsible for any theft, and you pay for any equipment the bar owner says you broke so watch it with the bar fights. Caravan men often sleep here, as do farmers that come to sell their goods.

24. Gurnezarn's Arms

A smith of international repute, Phalian Gurnezarn produces masterwork arms and armor for the wealthy. His signet is as much as sign of status as it is of rank, and many of his works are commissioned for enchantment.

25. The Temple of Lordly Might

The local chapter of the Church of Kord, led by the high priest Asflekir Hranleurt (a half-orc). It is a center for sport and athletics, hosting several competitions throughout the year, although its largest competitions by far are placed in the Flood Festival. The temple teaches tight-walking [Balance], climbing [Climb], athletic jumping [Jump], tumbling [Tumble], brawling [unarmed combat] and general fitness training [Strength and Constitution] to the people of Cauldron. Many of the temple's classes, especially those given for free, are directed at the poor, and intended to espouse independence, courage, and strength of character and motivation. The temple is in close contacts with nobles and professionals of all sorts, striving to direct poor but motivated children and youth to education and decent jobs.

Admission to some classes is free, but most require a small nominal pay. The temple also receives substantial donations from both the nobles and the people. 

Unlike some other Kord temples, the Temple of Lordly Might is not engaged in any martial enterprise as a temple. Its clerics are engaged in teaching and helping others, and the temple does not organize any missions they choose to accept on themselves. Many of its priests do occasionally go on adventures or missions, but some – especially those higher up – consider their educational projects as more important than personal glory.

The temple's staff includes Zacahry II, a local noble of the Aslaxin family. Omar Tiskinsen is another priest, heavily involved in the charity works of the temple. About 20 priests work in the temple, mostly lowly acolytes.

26. Weer's Elixirs

Gruffy and ill-mannered, Weer is an old man that only bothers to open his shop a few days each week (seemingly at random). Being a powerful wizard, a full-time professor at the Bluecrater Academy, and (if rumors are right) filthy rich – one has to wonder why he opens at all. Although he primarily sells elixirs and alchemical items, Weer provides arcane provisions including spellbooks and scrolls. The other alternative to obtaining this stuff is the 'Bluecrater Academy', or private import. 

29. The Spire

Actually called 'The Red Cathedral of Our Lady Tirumphant", but everyone calls it 'the spire'. This is the seat of the local chapter of the Church of Wee Jas, led by the high priestess Embril Aloustinai. The church of Wee Jas provides services for cremation, burial (rarer), and - its source of wealth - speaking to and raising the dead. It is perhaps the most powerful church in town, certainly the richest. 

Beneath the church are catacombs, holding the city's wealthier deceased [1000 gp/year for each family plot]. These catacombs are hollowed, to prevent any undead woes. Families often frequent the graves, and sometimes consult with the departed with the aid of the local clerics [150 gp or more, depending on the cleric]. Those who have died of disease or violence may sometimes be raised [5500 gp], although the deceased often decline to return. The bodies of those that cannot afford to pay for their family plot are cremated.

Nights when the moon is waxing are holy to Wee Jas. Coldeven [March] 4th (when both moons are waxing) is particularly holy.

Lathenmire's Armaments

The main store for weapons, armors, and other martial goods. All imported, and cheap. Masterwork and magical goods must be custom ordered [1d4+5 days or more]. This is actually a “chain” of two stores, both owned by the Lathenmire family and both offering the same prices and goods. The Lathenmires offer reduces terms to bulk purchases, and provide the armaments to the town's guard as well as most nobles and adventurers.
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