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BRIGHT MAGIC,

Nothing stirs up a tabletop game quite hike the aity! So
many people, 1ts crowds busthing, everyone busy with
places to go and things to do. Its broad streets, nooks
and passages, hideaways and quiet alleys. 50 much
history embedded 1n its town halls, the soaring spires
and storied monuments, the sprawl and ambition
of great temples, and the minghng of fantasy races,
traditions, and languages. And oh, there's so much
magic in the city. (I once saw a dragon, no lie, puton a
magic show in the main thoroughtare!) It's not always
obvious, but 1t’s all around.

Campaign Builder: Cities ¢ Towns has everything you
need to build population centers, whether cities or
towns or villages, in your game world. No marter the

setting, vou can start from the ground up, staying true
to the game world and the needs of its peoples while

providing fun and excitement for players:
« Chapter 1 sets the parameters for your city: its

age, primary function, trade goods, size and
population, and government structure, plus the

level and prevalence of magic.

BIG CITY

Chapter 2 details geography and chimate,
architecture, and city districting,

Chapter 3 talks about the people: rulers, the guilds
and organizations, henchmen and hirelings, and
monstrous citizens. [his chapter also includes
statistics tor urban NPCs and monsters.

Chapter 4 shows you how to run urban adventures
and campaigns: how to stage encounters, the roles
of citizens, crime and pumishment, city wealth and
taxation, how to direct player characters and keep
track of nonplayer characters, and more.

Chapter § brings you player options, like character
backgrounds, subclasses, spells, and magic items,
as well as new rules for incorporating a contact
network and running a business.

And the Appendix brings you a ton of useful, tables
to help flesh out your city and its people.

Adventure awaits in the city—welcome to Campaign
Builder: Cities ¢ Towns!
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Urban centers are often stopovers for player characters between all their wilderness A roving chimera approaches

exploration and dungeon delving. Filled with options for entertainment and leisure, the city walls, and two soldiers
places to offload treasure, and even opportunities to build their own families and scrambile to their stations on
businesses, cities and towns can be daunting for any GM to create. This chapter the battlements to fend it off

covers the basics to keep in mind when creating any urban location, from the core
questions that define it to the role of magic.

FIVE QUESTIONS

To avond getting overwhelmed from the start, here are hive questions to keep in mind
when creating an urban location. Answer these questions for quickly fleshing out

. any existing urban centers the characters might visit and for building new cities and
towns from the ground up.

WHAT IS THE CITY'S AGE?

Like a lving organism, any urban center, whether in the real world or in a fantasy
came world, begins its life as a fledgling but matures and even develops a distinct

personality over time, reflecting its population. Some might shrivel and die off,
destined to become mere footnotes in history, but others will grow into venerable



.

communities. When considering the design of a city or
rown, keep in mind how the age of the place aftects both

its physical elements and its personality, or spirit.

Roll a d8 and consult the Community Age table or
choose the city’s age.

COMMUNITY AGE
d8 Age
I New community (unplanned/organic)
2 New community (planned/laid out)
3. TYoungcommunity (unplanned/organi)
4 Young commumnity (planned/laid out)
5 Mature community {unplanmﬂ_furganiﬂ
6 Mature community (planned /laid out)
7 Ancient community (unplanned /organic)
& FILnJ:iL*nt com munit}f i.p!anm:‘u;],f 1ai::] t:butjl-
NEW CITY

Many communities might already exist throughout
a given game world, so consider for a moment their

origins. Maybe it was all very deliberate, or maybe it
started as nothing more than a handful of people who

made the fateful decision to stop—deciding not to finish
their journey—and settle down, trying to make a hife

in that spot where they stood. Typically, the location

15 selected tor one of three reasons: because natural
resources are nearby, because it’s a day’s travel from
where folks last rested, or because it’s easily defended.
Often, 1it's all three reasons. Regardless, a new settlement
begins as just a few buildings, set up in proximity to

one another and clustered to be mutually benehcial.
These buildings provide for some need and enable and
encourage more tolks to stay a while, such as businesses
that cater to travelers, serve the needs of the residents, or
improve the odds of avoiding mishaps and threats.

As such, most new cities begin organically, gathered
at a resource like a spring or near timber, at a crossroads
where many travelers pass, or at the top of a hill or nidge.
First, an inn might spring up along with a stable. Then a
blacksmith arrives and maybe a trader. Businesses start
to diversify, and perhaps a laundry appears, then a baker
and a cartwright.

This organic type of city 1s the most common, but
it 1s not the only way. In some cases, a city can grow

amazingly fast, such as when a valuable resource
15 discovered in abundance or when other abrupt

needs require it, such as during military activity. In
these cases, the population of the city might grow

very quickly, outpacing the city’s capacity to develop

Campaign Builder: Cities & Towns

needed infrastructure. Consider goldrush towns that
“sprang up overnight” in the American West. Miners

and the businesses that wanted to get rich off their
spending would flock to the latest new rumors of

rich veins of gold and silver, scrambling to beat the
competition to all that supposed wealth. The “city” in

those cases was often rows of tents with no streets, few
permanent structures, and next to no law enforcement.

Nonetheless, they were communities in every sense of
the word.

In other cases, a young city might be what would be
called a master-planned community today. Perhaps

the local power structure, desiring to make or improve
claims to previously unsettled regions, creates an
artificial incentive for new citizens to come and settle.

Offers of land, coin, and resources in exchange for
uprooting and relocating could be a huge driving force in

a city’s blossoming where only wilderness existed mere
months betore. In some cases, the city might be planned
and geographically laid out well before its population
grows to fit it. A prime example of this kind of planned
community 1s Washington, DC, which was drawn up
and surveyed to very exact specifications established by
tederal law. Many streets and builldings were lawd outin a
master plan before construction even began.

New cinies, regardless of their size, almost always
appear along a trontier. It1s rare for a commumty to
spring up where citizens have already been living tor
numerous generations. Occasionally, war or migration
might cause new communities to establish themselves
where older cities already exast, but such circumstances
are specific and rare. Because of this, the new city has a
very distinctive sense of community—or lack thereot.
The first tolks to settle 1n a new city are often the young
and hardy, and they don’t always feel a strong bond to
the place. They don't yet have roots there, or traditions,
and 1t doesn’t vet feel hke “home.” There might be high
turnover, particularly after hardship. People living 1n
new cities might still feel a bit hike travelers who have
only stopped for a brief ime before they move on again,
and this attitude is reinforced by the reality of the city:

laws, customs, friendliness, celebrations, cleanhiness,
and such all have yet to be solidly established.

YOUNG CITY

Typically, new cities eventually grow into young cities.
The population of a small, organic community increases
as more citizens flock there to work and prosper. Ina
handful of years, a small but thriving community has
established itself as a permanent place where people

teel safe. Better infrastructure aids in growth. More and
larger permanent structures emerge, including pubhic
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buildings, and construction materials often improve, opportunities and better lives into families consisting of

Wooden houses become stone houses, and untamed several generations who have lived most or all their hives

woods become parks surrounded by urbanization. A here. Older generations are even buried here {and the

tord across a watercourse becomes a wooden bridge and social and psychological value of a community cemetery

then a stone bridge. Walls for improved defense spring shouldn’t be underestimated). They usually have a

up. The prosperous construct additions to existing sense of pride and are willing to work or even fight

buildings and properties, such as a barn and stables, an to maintain and protect it. Stll, if a city 1s young and

orchard, and an apiary for the inn at the crossroads. begins to wither, it doesn’t take much for its citizens to
Young cities are typically thriving. People are still rethink their devotion and consider moving on. Young

coming there for the promise of a better life. Goods cities roots aren 't yet deep enough to withstand a

and services are plentiful and of high quality. As it ages, prolonged period of resource scarcity or suftering.

it likely grows—but not always. Sometimes physical

lmitations halt growth, and at other times, resources MATURE CITY

peter out, or competition from another city along an Cities that stand the test of time, becoming mature

alternative trade route causes a community to stagnate. communities with considerable history, have a lot

Consider cities in the American West that grew along of character. Architectural styles become strongly

stagecoach routes but shriveled and faded when the associated with such a place. Families that have lived

railways went a different direction. there for many generations are frequently well known
The citizens of a young city are more likely to feel and politically powertul. The city’s reputation grows as

connected and as if a part of the community. They it becomes known for specific cultural traditions, for

have evolved from those young faces secking new unique or especially high-quality goods and services,

Chapter 1: City Planning
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and for famous individuals, like powerful leaders,
artists, and military minds. Monuments to heroes and

momentous events decorate public spaces. A mature
city has a distinct personality all its own.
Cities that last this long transform physically as well.

Old structures are razed to make way for new ones, but
many secrets remain from those first days too. Cellars,

twisting alleyways, parks, and ivy-covered estates
remain even as the landscape shifts, Old, run-down

parts of a mature city might experience gentrification.
Walls from the earliest days of a city’s defense might
become nothing more than monuments in the center
of a great urban sprawl, landmarks of an older time.

Great fires might level entire neighborhoods, leaving
behind the remnants of earher toundations that gt

incorporated into new construction.

Very often, cities grow upward as well as outward.
New buildings are built nght on top of old ones. streets
become sunken or subterranean pathways as they wind
below the newer surface levels, and more advanced
construction techniques allow for taller structures
that hold a commanding view 1n every direction or
simply loom over the shadowed streets below. Some

structures are abandoned but never torn down, and they

become a part of the background scenery. A venerable
wizard's tower, long deserted, might stll stand behind
crumbling, overgrown estate walls, or an old bridge tor
pedestrians might still span a river or canal even though
a newer, wider bridge—able to accommodate carts and
wagons—handles all the trafhic.

The citizens of a mature city maintain a powerful
sense of belonging, They take pride in being a part of
the traditions and culture of a place, bragging about
the cuisine, the beauty of the architecture, and the
importance of its history and ties to the land. Perhaps

they speak of how their city has never fallen to enemy
invasion, how the best fabrics come trom their looms,

or how the light from the setting sun splashes the white
towers of the local wizard’s college in magnificent hues.

Noble families, powerful merchant clans, and tradition-
steeped organizations all claim the city as their own, a

place to be ruled, plundered, and protected.
[t would take a significant amount of destruction to

kill most mature cities. Beyond the physical presence
of walls and buildings, the conviction of a city’s citizens
to hold fast, to reclaim and rebuild, is strong. Living in

a city steeped 1n history and tradition creates a very real
sense of being, a feeling that the person and the place

are one and the same. Not all mature cities have thriving

communities though. Some urban centers, long in the

Campaign Builder: Cities & Towns

tooth, do not recover from widespread devastation.
Others gradually cease to offer much in the way of value,
and over ime, the citizenry dnifts away, leaving behind
only those who are too attached or too hopeless or poor
to journey elsewhere. Such places become ghost towns,
decrepit vestiges of their tormer glory. Structures
crumble, lawlessness increases, and people speak of the
city 1n sad, wisthul tones.

ANCIENT CITY

Only a small handful of urban centers become ancient

cities. These locales have watched the rise of civilization
itself. Old beyond measure, they have witnessed a long

succession of peoples, cultures, and technologies grow
and change over time. An ancient city has seen it all.

Perhaps multiple tribes or cultures have used the site
as a homestead, leaving behind their signatures in the

detritus and in the legends of their passing. Perhaps the
city has lain in ruins for stretches of time, rediscovered

and rebuilt by successive waves of people. Or perhaps
an ancient city 1s no longer inhabited by anything
other than ghosts and the encroachment of nature—a
monument to a long-dead civihzation that no one 1s yet
willing to reinhabit.

Ancient cities, whether thriving metropolises
or ruined relics ot past lives, abound with history,
both physical and spiritual. The layers upon layers of
construction in such a venerable community mean
there is much that is hidden from the surface world:
old tunnels, crypts, catacombs, sewers, and cellars
permeate the foundation, concealing old knowledge,
treasure, and mortal remains. Archaic, crumbling
edifices from bygone eras mingle with newer, more
modern buildings throughout. Streets as old as the
very first peoples that passed through the region still
tollow the ancient trails they trod. But that's merely the
physical charactenstics.

The city exasts outside its tangible reality too. An
ancient city 1s known throughout the land, indeed the
world. [t1s a part of history, and it shines as a beacon of
all the peoples’” hopes and dreams of permanency. For
the people who live within an ancient city, there 1s no
greater badge of honor than to be able to claim residency
and descendance from those who dwelt there before.
In venerating the place, its citizens venerate what 1s
possible, what can last through will and determination.
They speak of it in reverent tones, honoring all those
who dwelt there and added stones and stories to its

existence. In effect, they have acknowledged it—and by
extension, themselves—as timeless.




WHAT IS THE CITY'S PRIMARY FUNCTION?

Urban centers do not spring up randomly. A civilization

needs a reason to settle in a specific area. Sometimes
that reason 1s simply because it was a dry patch of land

in a rather waterlogged region. Maybe it has easy access
to fresh water, or it might even be on the bank of a river

or lake that makes travel and trade easier. Perhaps it is at
the crossroads of two major trade routes, and it began as

a tavern and stables for road-weary travelers to rest.
When developing a city, consider its geographic
placement and why it was founded here, in this

particular spot. The answer to that question—and there
could be more than one—will help flesh it out. Here

are some of the main (though of course not the only)
reasons why a settlement might be established ina

specific location.
Roll a d2o and consult the Determining Primary

Function table or choose the role of the city.

DETERMINING PRIMARY FUNCTION

RELIGIOUS SIGNIFICANCE

The area might be important to one of the region’s
dominant religions. Perhaps a nearby mountaintop

15 the place where a god struck down a foe and is
celebrated 1n legend. Perhaps a beloved martyr died 1in
the nearby fields. Perhaps the seemingly bottomless
hole 1n the earth nearby 1s where a long-slumberning
demon 1s prophesied to nise. Cultures of all sorts place
spiritual and religious significance on the land for many
distinct reasons, and a city might spring up nearby tor
the ongoing support of the devout.,

There might be a large permanent population, such
as If it becomes the seat of a particular church. The
population might be made up entirely of the devout

and their families, or it might host people of all walks of
life while being run or heavily influenced by the devour.

[t might only have a small population of permanent
residents while hosting signihicant numbers of pilgrims
during holy days or even all year. There might even be

d20 Function

| {fmﬂnﬂﬂ Tl‘u, hum, 'y | from El'm. r:.gmn 15 L:-.'.Cll.:l]"-.ltl, ami mal-::u; W{m-r]l, rful candu,'-. fr{}m l:r}r'-.tahﬂ,d hnm::.r
2 Creation. The soil in this vailﬂ}r TrOWS the best Trapes fora SUPETIOr Vintage of wine
3 Creation. The tall grasses of this region make wonderful, fragrant baskets, Crafters have mastered the art of

weaving amazing creations of all sorts.

Export. A rare and sought-after mushroom grows only in this area.
Export. A gemstone used by many arcane practitioners and magical artificers is abundant 1n the local mines.
Export. 1he imber in this region 1s particularly well suited to constructing saithing ships downriver.

Military. A major fortihcation, complete with a fortress and a long wall spanning miles in either direction,

this city is a bulwark against marauding bands of outlanders.

8

. Politics. Situated near a triple border, this settlement houses diplomats from many realms.

Military. It’s a remote outpost with a handful of bored soldiers.

1o Politics. The capital city of the realm, this city houses the ruler(s) and hundreds of other politicians.

11 Religion. A monastery sits in the foothills a few hours’ away and sees a constant low-level flow of pilgrims.

12 Relimion. Legend says a goddess once fought and bled on the spot, and the vibrant red blossoms that grow in
profusion across the fields are said to be the product of her blood hitting the earth.

13  Towrism. Clear water said to cure any illness or affliction pours from a crack in the cliffs yust outside of town.

14  Tourism. The beautiful (and stinky) natural hot springs are rich in minerals and said to have healing properties.

15 Tourism. The hlrthplﬂce of a renowned holy woman 1s said to bring gm:ufl Juck.

16 Trade. A busy port town at the base of a major trade route, it sees trade by land and sea.

17 Trade. Situated at the crossroads of two major trade routes, it 1s also a pupular stopping point for goat and

sheep herders heading to the mountains.

I8 T:I"HHEL A guldc:d caravan across I:hc, Mot I11'-EEI s dl‘:pEl rts a an::l returns to. this town mon rhI}r

19  Travel. This is the only place for miles where the water of the river is shallow enough to tord it.

20  Travel. This town is the halfway point between a major city and a port town, and it makes a good resting

point for travelers.
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opposing factions of the same religion who constantly
struggle for primacy.

[n a polytheistic setting, a particular location
might be a holy site tor tollowers of multiple gods.

They might work in concert with one another, or they
might constantly be at one another’s metaphorical—

or literal—throats. In a situation where a particular

location is being guarded (whether to keep others out or
to keep something contained), there might be a sizable

contingent of paladins and other holy warrors, perhaps
even a special order, dedicated to site.

SIGNATURE GOODS

The areais especially suited to the creation or export
of a particular commodity. Perhaps there 1s gold (or
iron, silver, gemstones, or other precious materials)
buried in the nearby hills, so a small settlement springs
up to support the miners and their famihies, plus any
customers, merchants, and traders that come through.
Those able to process and work the matenial might then
rtake root nearby, allowing for increased throughput
and more diversity in what's being offered and growing
the community. Or perhaps the soil here 1s exactly nght
for growing a specific type of grape, which in turn is
termented into a particularly coveted wine. Whatever
the good, a specialized community grows around its
production and the needs of its population.

There might be a yearly celebration dedicated to
this particular good. Perhaps there’s a harvest festival,
where people from all over can come help with the grape
harvest, enjoying the latest vintages and buying wine
and related products to take home—either for personal
consumption or to sell at a marked-up price. Perhaps

the mining town has a yearly or bi-annual market
festival where crafters compete to make the most

impressive weapons, jewelry, or armor, and they bring
their own wares to sell, all while drinking, teasting, and
talking business with merchants and shop owners from
across the land.

STRATEGIC VALUE

The area might have a high strategic value, whether
martially or politically. It mught be on the boundary
between two nations and serve as a sentinel against a
neighbor’s ageression. In this case, it might pull double
duty as a border marker and trade hub, leveeing taxes
on any imports. Mihitaristic fornhcations would be the
norm, including thick outer walls with easily defensible
bastions, and there might be a fortress at its heart. If
there's a history of war, it’s likely left a long, lasting
impression on the citizenry. Alternatively, the city might
be at the core of an established nation, its capital city—
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perhaps because it’s centrally located or easily defended
or because it’s already important as a trade hub or for

the wealth of its coffers, due to a concentration of the
rich and politically motivated.
Such cities likely have a significant military presence.

Even the smallest outpost will have at least a handful
of soldiers with standing orders on how to proceed in

the case of invasion or other threat to security. A soldier
might be stationed there for a set number of months or

years betore being sent elsewhere, or they might simply
be awalting new orders.

TOURISM

Luxurious locales have their own attraction, and even it
the rich and powerful do not establish their permanent
restidence 1n such a place, they might set up a summer
(or winter) home where they spend weeks or even
months on holiday. Perhaps the area has an especially
desirable aspect to its geography or chmate, such as soft
sand beaches, therapeutic hot springs, cold mountain
air, breathtaking yjungle scenery, historic ruins, or a
population of rare creatures. As travelers pass through

a particular site, establishments to serve them-—such as
for food, lodging, and other luxuries—might inevitably

Spring up.

Areas that subsist on tourism often have an “off-
season,” when it is devoid of visitors due to a change in
the seasons or because it 1s simply not fashionable to
be there during a certain time. Other areas might see a

steady stream of tourists year-round, especially if they
have a constant climate or multiple attractions that vary

based on the time of year.
Merchants and service providers likely dominate the

landscape, such as many taverns, inns, trinket shops,
and stores catering to the activities nearby. For instance,

beach-front towns might have stores with chairs and
umbrellas and bathing outhts, and a town supported
by big-game hunting maght sell traps, weapons, and
taxidermy and butchering services. The permanent
population (so not including the tounists) might
fluctuate heavily as those who live and work in the town
during the height of the season leave during the quiet
months, perhaps returning home or traveling.

TRADE HUB
The area might be situated at the intersection of two

busy roads, on a harbor, at the mouth of a river, or at
a similar hub for trade. Goods must get from one city

to another, and places that rely on such traffic likely
have many inns and stables and do brisk business in

industries that cater to merchants and travelers and
their needs, such as blacksmiths, cartwrights, and




cobblers. Traveling troupes might visit often along with town might brew their own specialized liquor that

a constant rotation of entertainers, merchants, pilgrims, can be found nowhere else. They might trade these for

and even con artists and other criminals due to the high products that are harder to come by in their region, be

concentration of goods and marks. it dried fruits from far-off places or necessary items like

needles or replacement wagon wheels.

WHAT ARE THE CITY'S TRADE GOODS? Exports are goods sent out of the city to be sold or

Urban centers rarely tunction in a bubble, and they rely traded. When determining primary exports, consider

on others just as others rely on them. The economy and the land, the people, and what 1s available to them.

the quality of life tor 1ts citizens often relies on trade— [s the city near a mine where most of the populace

even with other nations—but it might be self-sufficient works? Does the raw ore get shipped out directly, oris it

enough to meet the basic needs of its citizens without smelted and refined before it leaves? Are the residents’

depending on others. crafters that work with the refined metal, making and
The answer to this question might partially be selling completed products ike swords or jewelry?

answered by the previous question: What is the City’s Perhaps the nearby mine 1sn’t for metal but instead tora

Primary Function? If too isolated, it might need to be mineral that 1s used to create a certain pigment of paint.

primarily selt-suffiicient, only trading sporadically, maybe How does this effect the way the city functions:

going long stretches seeing no outsiders at all. They Imports, on the other hand, are goods that are

likely maintain plenty of nonperishable items for sale to brought into the city to be distributed or sold among

the odd travelers and for their own use though: a farming its citizens. When considering what the city needs

community, for example, might have excess grain, wool, to import, ask the same questions. What is readily

wood, and other shelf-stable staples; a fishing village available in this region, and what products might be

might have barrels of salted fish; and a remote mountain scarce? The more vital a product, the more a city will

L
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need to import, If all a citizen’s basic needs are met, they TRADE GOODS BY REGION
likely have more free ime and require more luxuries d8 Type of Region Trade Goods

that must be imported if they can’t be sourced locally. In

1 Agriculrural Apples, cider
this way, the ebb and flow of imports and exports fills a ﬂgr. oo fﬁp : e
city’s cofters, empties them, and then fills them again. = 2 ettt AUCKEEL, Buincalow

[f the society functions under basic capitalistic 3 Agricultural Goats, sheep

principles, then the greater the demand for a product, 4  Agncultural Grapes, wine
the greater the cost for it. Consider this when pricing 5 Agricultural Hay, tobacco, wheat
goods, and keep in mind the question from above: what = e
: : . T _ 6  Agncultural Honey, mead
1s readily available 1n this region, and what products L
might be scarce? 7 Agricultural Nuts, oil, olives

8§  Agricultural Spices

IMPACT OF MAGIC ON TRADE GOODS

When considerning trade goods, keep in mund the
ever-present reality of magic. lf the setting 1s hugh in

d4 Type of Region Trade Goods

magic, trade goods might involve things hike high- | Coast Abalone, pearls
quality inks and papers for scrolls and spell books, 2 Coast Fish, shellfish
gemstones and other spell components, and even ; Coast Salt
magical creatures and their byproducts. Settlements

5 YP 4 Coast Seaweed

in regions where the barrier between the planes is
thin might trade with cities and civilizations not of

the Material Plane or might find that eftects of the dé Type of Region Trade Goods
nearby plane bleed over and have an impact on their I Desert Camels, goats
environment. Chickens raised near a portal to the 5 Desket Copper
Elemental Plane of Fire might have a smokey flavor, — ra—— e :
and ore mined where the Elemental Plane of Earth has 3 iR Dates and other fruits
influence might be stronger or more malleable. 4  Desert Gemstones

Of course, magical travel and spells of all sorts can 3 Desert Iron, stone
prove an issue. Consider how teleportation, conjuration 6§ Desert Salt

spells, and similar magics affect both the scarcity and
the demand for certain goods in the city. A city with a

high number of magic users might not want for food,

dé Type of Region Trade Goods

but they might have other needs. ! Forest Berries, stone fruit

2 Forest Fowl. venison
TRADE GOODS AND PRICING W TR
The Trade Goods table lists common trade goods along 3 ol urh’”—_
with several price points. The “low scarcity” price is for 4  Forest Herbs (cooking and healing)
products that are easily found in the area (soif the city’s 3 Forest Lumber
primary export 1s flour, the citizens hikely don’t need & Forest Mushrooms

to pay much to buy a loaf of bread), the "median™ price
1s what the average consumer would hikely pay, and the
“high scarcity” price 1s for goods in limited availability.

do Type of Region Trade Goods

Consider cities independently when pricing goods. I  Jungle Animals
To help determine a city’s primary exports, roll 2 Jungle Figs, kiwis, pomegranates
on the Trade ﬁﬂﬂdﬁ by Region table or choose the 2 Jungle Clomstones
SEPORES Dy Kegeon 4 Jungle Herbs (cooking and healing)
§  Jungle Lumber
6  Jungle Plumage
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TRADE GOODS
Goods Low Scarcity Cost Median Cost High Scarcity Cost
Ale, cask 3EP /&P L5 EP
Canvas, 1 sg. yard 5Cp I sp Igp
Chicken (live) ICp §Cp
Sanuamon; L. (Eroune) 1gp rogp
Cloves, 1 1b. 1.5 Ep 152p
Copper, 11b 3sp 2 8P
Cotton cloth, 1 5q. yard 38p 2gp
Cow (live) 5Ep 30 gp
Fin:-ur, { 1b. Icp scp
Fur, 20 pelts (bear) 200 gp Soogp
Fur, 20 pelts (fox) 20gp 150 gp
Ginger, 1 1b. (dried) 5 sp 5ep
i.'jin_g-ﬂr., 1lb. I:.t-'I'-IEEh.:] I gp 10 gp
Goat (live) 5 Sp 5ep
Gold, lb, 25 gp 00 gp
Honey 8 ap 30 EP
Horse, draft 25 2p og I-I:IEg_p_
I—Ic}r::t:,_ riding :;E:- g; 150 g_lfr
[ron, 1 lb. 5¢p Igp
. Li-nﬂn} I 5q. ;-,rar-;j- 2.52p 20 gp-
Lumber, pallet (hardwood) 75 8P 300 gp
. Lumber, pallet [sc-frwc-nd'}l 25 gp ;Ln:r-:::fgp
Nuts, 1 lb. 5 Sp 5Ep
Ox (live) 8.gp 40gp
e 5 8P i
Pig (live) 1.5 Ep 158p
Platinum, 1 lb. 300 gp 1,000 gp
. Saffron, t Ib. B ng 40 g,p
Salt, 11b. jep 1O Cp
Sheep (live) 1gp 10 gp
. Silk, 1 sg. vard §ep 30Ep
m:-., (b, 2.5 gp EE_EE
Wheat, 1 1b. _I:p ¥ 3 g
Wine, barrel (common) 10 gp : 100 gp
Wine, barrel (ine) 500 gp 1,500 gp 3,000gp
‘Wool, rb. (raw) scp Lsp 5Sp.
Wool, 1 1b. (spun) 5sp Igp 5Ep
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dé Type of Region Trade Goods

1 Mountains Coal

2 Mountains Copper, iron

3 Mountains Diamonds, emeralds
4 Mountains Furs, pelts

s  Mountains LLE'!EEEI’

6 Mountains Marble

Trade Goods

Type of Region

1 Tundra Ambergris
2 Tundra Baleen, oil
3  Tundra Caribou, deer
(horns and meat)
4 Tu ndra Fish
§  Tundra lce
_ﬁ Tundra Pelts (bear, fox. seal)

WHAT IS THE CITY'S SIZE AND POPULATION?

Every community within a fantasy setting has a specific
number of people hiving within it. From the smallest
thorp to the largest metropolis, the number of citizens
defines it. Smaller communities dot the rural landscape
in all directions, where people enjoy a quiet, simple hte,
producing all they need and more. The excesses of their
labors are transported afield to larger communities
in which there are more mouths to feed than there s
land to provide for them. Within those environments,
hordes of people jostle one another endlessly as they
bring a myriad of talents and skills together to provide
every imaginable good and service.

Roll a d8 and consult the City Size and Population
table or choose the size of the city.

CITY SIZE AND POPULATION
d8 Community Population
I Thorp [-20
2 HamTr:t 21-50
3  Village §1-200
4 Small Town 201-3,000
3 Large lown 3.001-6,000
6 Small Caty 6.001-10.000
7 Large Caty 10.00I-30.000
8 Méta:np-ni_ls B More thmﬁ 0,000
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THORPS, HAMLETS, AND VILLAGES

Typically, small communities of no more than a few
dozen people or tamilies are scattered across the
landscape of a campaign world. Any place that 15 easily
detended, that easily bypasses obstacles such as streams
and blufts, or that has easy access to plentitul natural
resOurces serves as a promising site for settlement.
Most such communities never grow beyond their
meager beginnings, due to the himitations of said
resources or because other locales within a day’s walk
or ride have flounshed. It a tiny logging camp pops up
near a rich source of timber but little else, the place
might become a permanent thorp of loggers and thenr
tamilies along with the handful of small businesses that
serve them—such as a trading post, cartwright, and
blacksmith—Dbut it’s unlikely to blossom into anything
more. These tiny communities are numerous in civilized
lands where long years of domestication coupled with
martial force have diminished the dangers of the wilds.
They are much less common on the frontier where
dangers require sufficient defenses and citizens to
withstand them.

Thorps. Thorps are the smallest sites of communal

living, never more than a handful of people. Often,
they are nothing more than a couple of buildings along

a rural trail or river, taking up no more than an acre or
two of land, and they almost never feature a formalized

government structure or organized religious presence.
They are simply a collection of a few houses with

) Y
perhaps one or two common buildings or businesses

such as an inn and stables. The people who live there are
common folk, farmers, ranchers, and sole proprietors.

Higher classes of citizenry are rarely if ever found
dwelling in a thorp.

Hamlets. Only slightly larger than thorps, hamlets
usually occupy a few acres at most and most often differ

trom those smaller communities by the presence of
authornty hgures, such as a mayor and elders. Even then,

the hamlet is still largely nothing more than “a wide
place in the road,” a stopover to some other destination.

There might be a common building tor gatherings
and a shrine or chapel to some local agnicultural deity
within a hamlet, but just as often, public business occurs
outdoors, perhaps under a large tree or on a green,
and religious needs are met by traveling priests who
pass through on a regular basis. Again, the people of a
hamlet are simple tolk who labor tor a living. Perhaps a
retired adventurer or merchant has taken up residence
in a hamlet to “get away from it all,” but they are rare.
Fillages. Communities of a hundred or more citizens,
villages occupy maybe a half dozen to a dozen acres



and often serve in a central administrative capacity to
several smaller hamlets and thorps around them. They

usually have a mayor and a village council, and they
likely teature some type of detense, such as alow
stone wall or a palisade, and can muster a handful
of armed folks as a militia in times of trouble.
Villages typically fearure a civic center

where a handful of public buildings and
businesses sit in proximity, including

at least one inn and stables, a meeting
hall, a trading post, and a small chapel.

They sometimes form around some
defensive structure such as a fort.,
tower, or small keep. Most people
iving 1n or near a village are common
laborers, but a few operate businesses or are
wealthier experts representing distant interests.
Adventurers, often retired, frequently take residence

i a village where there 15 enough in the way of goods
and services to allow them to establish a hold, keep, or
tower of some kind.

Population Density. In most cases, the population
of a thorp, hamlet, or village is spread out around the
periphery of 1ts geographic center, occupying tarm or
ranch land. Only a handful of citizens live in the middle
of the community. Thus, population density remains
quite low, and often, most of the citizens maght go
several days without even seeing one another. In some

cases where geography demands it, population density
15 high, even though the total population 1s low. Such
examples include communities built on small but very
detensible land (upon nidges and bluffs, along chiff
walls, or on bends along a nver) or where sohid, stable
land 1s scarce (in a swamp or bog, on an island, or in
subterranean locales).

TOWNS

Commumnities of a few hundred to a couple of thousand
citizens or more are considered proper towns. They

appear and grow on highly advantageous sites where
trade thrives, multiple resources are abundant, and

travel is regular and frequent. They occupy anywhere
trom several dozen to over a hundred acres and otten
include defensive works like wooden or stone walls with

towers and gates surrounding most of the dwellings.
Numerous businesses operate within a town'’s confines,

including several inns and taprooms, a variety of
eoods manufacturers, and a handful of traders. A

tformal government entity maintains order and makes
decisions regarding the upkeep of the place, and one
or more religious orders frequently reside in formal

chapter houses and temples. Towns also usually exhibit
substantial public infrastructure, such as public docks

or piers, paved roads, bridges, parks, and monuments.
Towns serve as the central civic center for dozens
of smaller communities tor miles around 1n every
direction. They become a central hub for trade of
rural industres such as crops, hivestock, textiles, and
unrefined resources, ike timber and ore. In turn, they
administer laws and justice and are frequently the
collection point for taxes and a musterning point for
military service beyond the soldiers’ home communities.
Towns often maintain a company of tramed
professionals as a permanent watch to keep the peace.
Population Density. Larger communities like towns
naturally bring more people together into tighter
confines. Having a central locanion to trade goods,
protect the populace, and meet others necessitates
closer quarters than smaller, more rural locales. In some
instances, towns grow outward, becoming sprawling
acres of meandering roads and paths interspersed with
townhomes surrounded by gardens and parks. Most
towns, however, adapt to more citizenry by growing
upward and condensing the size of living spaces. Many
shops wind up with upper stories above them to serve as
living quarters for the owners and their employees.
Wealthier citizens might maintain larger townhouses
in the center of town, or they might hold small estates

on the outskirts. Any farmlands or parklands that once
sat interspersed with other dwellings are frequently

absorbed and built over, though sometimes the citizens
work to preserve such greenbelts, particularly in more

residential parts of town.
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CITIES

In many ways, cities are simply towns that have gotten
bigger. 1he population continues to expand, hlling
in the middle where possible and surrounding the
existing sections with additional sprawl, taking up a
square mile or more. A set of defensive walls that once
surrounded the perimeter of a town eventually serves
as a demarcation between the “old caity” and the "new
city.” The community likely grows less homogenized,
developing districts where similar businesses congregate
over ime. lThe city becomes a center of trade for a
larger portion of the surrounding lands, and it typically
maintamns a standing mulitary to march against external
threats or uprisings outside the city boundaries.
Population Density. Population density within
a city 1s like that of a town but taken toits practical
extreme. As many people as possible cram together in
the hmited space available, Individuals might rent a
small room 1n an attic or basement or even share such

accommodations with one or more others. Families
sleep 1n single rooms in boarding houses, and in poorer

sections of town, such buildings are turther subdivided
into slums and hovels. In such places, disease and fire

hazards abound, and foot traffic ights with carts and
wagons along countless thoroughfares.

Land is at such a premium that only the very
wealthy can afford to maintain actual estates within a

city’s walls. Property bounded by its own set of walls,

sheltering gardens and trees, sit within the bustle of the
community at large. Parks and greenbelts still exist,

along with large public plazas, but they are crowded
most hours of the day.

METROPOLISES
The largest of the commumties, metropolises are tew
and far between and are often the capital cities of great
nations or empires. They are everything a city 1s, just
larger. These population centers are home to tens of
thousands of people and sprawl across several square
miles. Most metropolises typically began as two or
more smaller communities—villages, towns, or cities—
that eventually grew together to form a single, massive
urban area. A metropolis 1s the central hub of an entire
government, civically and militanly administening
every lesser community within range. The resources
required to provide food, clothing, and shelter to its
populace are Immense.

Population Density. The crowded conditions that

exist within any fantasy city occur inside a metropolis
too, As with cities, districts form in different parts,

often even more pronounced due to the way the
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metropolis slowly enlarges and engulfs its constituent
urban centers. The size of a metropolis also means many

citizens live within a single neighborhood or district
tor their entire lives and never even see the rest of the

city. Due to the time required to travel from one section
to another of a large metropolis, law enforcement and

other civic services are likewise segmented to only
attend to one reglon.

WHAT IS THE CITY'S
GOVERNMENT STRUCTURE?

City governments take many forms. Some are
traditional with well-known types of rulership, and
some are more exotic, In all cases though, they exist
whether the community in question is a simple thorp of
a handful of rural folks or a sprawling metropolis where
tens of thousands of cinizens must be guided or coerced

and where order must be preserved in some form. Below
are examples of various government types.

Roll a d1o and consult the Government Type table or
choose the government of the city.

CITY GOVERNMENT

d10 Government Type

I Corporatocracy

Democracy
Dictatorshap
Vagocracy

Monarchy (absolute)
Monarchy (figurehead)
Pedocracy

Plu mn:r;i&y

b = LB e B = T L I i B T I

Stratocracy

o

Theocracy

AUTOCRACY (DICTATORSHIP OR MONARCHY )

If the city’s ruled by a single individual, chances are

it talls into this category. There are various levels of
rulership in an autocracy, from figureheads who hold

little actual power to absolute rulers who prescribe
every law and punishment, but they are all totalitarian

in nature. Such rulership is absolute and maintained
through loyalty of martial forces to keep the citizenry

in line. Rulers often rule capriciously, eliminating their
political enemies and pronouncing edicts on a whim or
to satisfy personal desires at the expense of the populace.
Monarchs are not usually as absolute in their rule.
They are frequently hereditary positions, and they must



derive consent from their nobles to maintain power.
[n some cases, monarchs hold no real power at all, as

advisors, regents, and nobles who control the treasury
can dictate the affairs of state to their own liking,

Occasionally, an absolute ruler of this type proves to
be exceedingly benevolent and wise, ruling justly and

fairly, but corruption is far more often the norm.
By definition, the city 1s ruled by an indmvidual, an
autocrat, such as a monarch or military general or

emperor, but oftshoots of this type of government
might also be ruled by committee, such a council of

officers in a military dictarorship (see also Stratocracy
below). The city usually features a keep or palace of

some type, and there 1s typically a contingent of soldiers
housed in barracks near this splendid structure. Troops

move through the streets, entorcing the ruler’s will and
reveling in theiwr own level of power over the common

citizenry. In much smaller communities, an absolute
ruler might simply be a mayor or elder with a handtul of

hired toughs who enforce the rules, or the leader might
be a minor lord 1n a feudal society who controls the
populace through control of the land.

CORPORATOCRACY

Though the term rings somewhat modern, the concept
of a corporatocracy fits well with many fantasy cities

where commerce and mercantilism are a strong theme.
In such a city, business is king, and the interests of the

merchants reign supreme. On one end of the spectrum,
a corporatocracy means rulership by the heads of the

varied guilds in the form of a council. The council elects
rulers and forms a governing body to maintain law and

order. In such cases, there is usually a large building in a
public space where debate and enactment are conducted

transparently. At the other extreme, only the wealthiest

merchants hold true power, making decisions based on
their own fiscal interests (see also Plutocracy below).

Their decision-making often takes place behind closed
doors, enforced through the judicious use of coin to

persuade others to embrace their causes.

In any small community, a handful of business
proprietors might rule by mutual agreement. For
example, the innkeeper, the blacksmith, and the
cartwright might maintain enough pull wath the rest ot

the citizens to allow them to make the decisions that are
best tor the hamlet or ﬁllﬂgu:.

DEMOCRACY

Any city that allows its citizens to make decisions for
the good ot the community they live in is a democracy.

[n some rural locales with small populations, that nght
to rule might be direct, as in every adult has a vote.

In most cases though, rulership 1s implied through
representation, where the populace elects individuals

on a regular basis to rule on their behalf, and the ruling
body at least purports to represent the will of its people.

In a fantasy setting, leaders might come from among
successtul merchants, wise sages, skilled adventurers,

or manual laborers, assuming any of them can win
the support of the folks they would represent. These

individuals become a mayor and aldermen or a ruling
council or any of a number of organmized bodies. The
process of governing takes place in a public place,
either a communal area (in the case of very small
communities) or a public building constructed for such.

Terms of leadership are limited, and the populace has
some recourse to remove the elected officials from office

if they grow dissatished with the results.

MAGOCRACY

A magocracy 15 a ruling body formed by those
individuals who command the most powerful magic.
[t might take the form of a single ruler (in which case it
can very easily veer into the territory of an autocracy;

see also Autocracy above), a small group of only a
tew individuals (such as a triumvirate), or a large body

made up of every citizen who can demonstrate some
proficiency in arcane ability. The level of derived power,

the relative transparency of decision-making, and the
amount of corruption infesting a ruling body made up

of cunning, secretive, and eclectic wizards can run the
gamut, but it rarely makes for a dull city.

In a much smaller locale, a magocracy could take the
torm of a single wizard, perhaps living in the old tower
nearby. The “ruler” might appear only occasionally,
declaring some new edict or prohibition or demanding
some assistance with an esotenic need. The rest ot
the time, the citizenry is left alone to do as it pleases,
though it the wizard has established a comprehensive
set of “dos and don’ts,” the populace would likely follow
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