AD&D

NEW ORLEANS
Township                              8,000 pop  (85% human)

on the Inner Sea and south of Tantraus

RULED BY
Cryic, (CG F10) + the 6 dist counslers

D1  Mill, (NG T4)

D2 Robin, (CG Sp.Priest9/Tymora female)

D3 Eric the Green, (NG M6/Elf)

D4  Delt, (NE F8)

D5 Elkin, (NG F4)

D6 Phred (NG M(al)15)

DEFENCES/ FORCES

1.  Main wall 20’ high, 5’ thick

2.  District wall 10’ high, 2’ thick

3.  City Guard, led by Blitz Martacova (CN F5) Capt.   

  1st Battery, led by Ben (NG F3) Lt.                        3rd Battery, led by Nor Stonefist (CN F4/Dwarf) Lt

                   5 squads,  1xF2  9xF1                                            5 squads, 1xF2  9xF1

        2nd Battery, led by Jewles (NG R3/female) Lt.        4th Battery, led by Hewlett (NE T5) Lt.        (D4)
                         5 squads,  1xF2  9xF1                                            5 squads, 1xT3  9xF1

4.  Deatchments of troops from Tantraus, led by Jurell (LG Pa10) Capt, and Tacoma (LG P8/Torm) Capt

         1st Battery, led by Dutch (LG F5) Lt.                    3rd Battery, led by Penn (LG Pa5) Lt.

                         3 squads, 1xF3  9xF2                                             3 squads, 1xF4  pxF2

         2nd Battery, led by Kay (LG F5) Lt.

                         3 squads, 1xF2  9xF2

NOTABLE MAGES 

Merith (CG Bard*/Mage* HfElf/female)
Math (N M4/D5/HfElf), lives outside the town, but seen regulary within its walls.

Bel’Har (LN M7/Sage), from Al-Qadiam

Phred (NG M(al)15)

Eric the Green (LN M6/Elf)

NOTABLE CHURCHES
Temple;Tymora, led by  Robin (CG Sp.Priest9)                                                                      D2
 Shrines; Gorm, led by Brother Jorn (LN *7)                                                                         D5
               Waukeen, led by Kevin (N P4)                                                                                D1
               Gond, led by Herb Muddlefoot (N P4)                                                                     D2
               Lathander, led by Sinclair (NG P5/female)                                                             D6
               Torm, led by Tacoma (LG P8)                                                                                D3
               Tempus, led by Dolf Martacova (CN F3 turned P5)                                                D2
GUILDS of note

Fishmonger, Lamplighters, Porters, Shipbuilders(2), Thives(2),  Farmers, Bankers, Woodcutters(2), Mage.

SHOPS of note
Aurora’s Whole Relm Outlet.  Mitzi (NG T5/Halfling female)                                              D1
Bren’s Emporium.  Bren (N TkGnome6)                                                                              D3
  *See business section for the rest.

INNs/TAVERNs
The Laugfhing Dragon Inn, Garth/Flora, co-owned by Bro. Jorn,& Merith,  nice/moderite priced      D5
The Gate Inn, Jhasso,  nice/moderite price                                                                                                                           D4 
The Maltese Roc Tavern, Joe,  dive/moderite price                                                                             D3 

Mickey Finns’ Tavern,  Mickey Finn, nice/pricey                                                                               D2
The Sail Inn, Hasper/Sara,  nice,homey/moderite price                                                                               D1
 The Weeping Unicorn Inn, Santrin,  Large upscale/expensive                                                           D6
The Black Boar Tavern, Gepetto,  nice place to get your head split/cheep                                          D5 

COMERSE/EXPORTS
Fishing (D6,5)  Shipbuilding (D5)  Lumber (D3)  Woodcrafts (all)  Tobacco Farming (all)

POINTS O’ INSTREST
Tower of Torrance                                                                                                                               D2
Town Hall                                                                                                                                        D1
Light House                                                                                                                                     D1
Shipwrights(2)                                                                                                                                 D5,5
HISTORY
 Over 800 years ago the seaport of Orleans was destroyed in a 70 year war with dragons.  The township was recovered with the leadership of Cyric, and with the blood, sweat, and mussels of many brave soles.

 The township recently allied itself with Tantras, thus accepting it’s laws and it’s protection. 

 BUSINESS IN NEW ORLEANS (plus district)

 not listed above

3 Accounting                   
1,4,5                                     2 lamp/oil               1,4

1 Alchemist                      6                                            2 Lawyers               1,1

5 Animal Dealers             1,2,3,5,6                                4 Leather workers   1,3,4,5

1 Bait shop                       2                                            1 Locksmith           1

3 Bakery
             6,4,5                                      3 Lumberers           5,5,5

2 Bank/Moneylender        2,4                                         2 Mason                 2,4

4 Barber/Bloodletter         1,3                                         3 Metalsmiths        2,5,6

1 Bathhouse                     6       

                  2 Millers                2,2

1 Bordello                        5                                            1 Music shop          3 


1 Bowyer/Fletcher            2                                            1 Painter                1

3 Builders                        1,2,4                                       1 Sage                   (Bel’Har)

2 Butchers                        3,5                                         3 Shipwrights        5,5,5

1 Carpetmaker                 5                                             1 Scribe                  1

2 Cobbler                         2,4                                          3 Stables*               1*,3,5*   

1 Customs House             1                                             2 Tannerys             2,4

1 Dairy                            3                                             1 Tacker                 3

1 Farmers Mkt. (large)    3                                              1 Tinker (Gnome)  (Bren)

2 Freight                         6,5                                           2 Tool Makers        2,4

3 Fishmongers                2,5,6                                        1 Undertaker          3

3 General Stores              1,2,4                                        3 Wharehouses      2,5,5

1 Goldsmith                    2                                              2 Weavers             3,6

1 Glassblower                 6                                              2 Weaponsmiths    4,6

2 Grainerys                    1,1                                            1 Wheelwright       2

2 Herbilist                      5,3                                            2 Woodcarvers       2,3

1 Jewler                         2                                               1 Kiln                    1 

MERCHANTS

 random information

No. of merchants

 1-2   1 owner

 3-4   2 owners

 5-6   Family (+d6 Children)

Quality of work

01-05 shoddy

06-20 poor

21-30 fair

31-80 good

81-90 v.good

91-96 exelent

97-00 superior

Merchants disposion

01-10 gruff

11-20 quiet

21-30 boisterous

31-40 agressive

41-60 friendly

61-80 courtious

81-90 talkative

91-96 distrusting

97-00 shifty 

Merchants motovation
01-10 greed

11-20 support family

21-30 pride in work

31-40 strive for quality

41-50 strive for quanity

51-80 support himself

81-90 hobby

91-96 likes to work

97-00 to help outhers

