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Setine 
A History 

 

This grand city lies on the southern coast of the Iron Principalities. It has a storied and magnificent history 

with many highs and lows. Setine has been the Sunset Garden, the City of Roses, the City of Ghouls, and 

the White Rose. Here is a brief summary. 

 

Founding 
Setine was founded during the Age of Shaping. The first mention of a settlement where Setine now stands 

was in in the 980s, in the journal of a soldier of the World Above who mentioned gaining passage there to 

sail around the mountains and into the lands beyond. This settlement, as with others, attempted to pay 

tribute to their lost masters. Their gardens are mentioned as astounding. The settlement was small, just 

bigger than a fishing village at that time, but the people were strong and clear-eyed and happy. 

 

The Storm Conquers 
During the Age of Storms, a General Davicus led an army of Ulverlanders as far south as the coast in 

4,010. They occupied the settlement with little resistance. The city was named “Setine Gurdach” by the 

Ulverlanders, after an archaic word for “sunset garden.” The people generally seem to have shrugged and 

accepted the Ulverlanders, who used the settlement as a launching point for exploration. The Ulverlanders 

built temples and city walls to assist in defense against the roaming dangers of the wilderness. 

 

Wilderness Rebellion 
In 4,480 the Ulverlanders pulled out of the southern coast, heading north to assist their besieged 

countrymen all over the deteriorating empire. Some stories recount a massive levy of Setinians marching 

with them in solidarity, mourning their departure with a rose-petal parade. Other stories suggest that there 

were factions that made secret deals with the Old Gods in the forest, and escalated terrorism until the 

Ulverlanders left. The truth probably lies somewhere between, but at that point the “Gurdach” fell off the 

city’s name, and it became an independent settlement known as “Setine.” So it is noted on the maps of the 

Third Crusade that followed shortly afterwards. 

 

The Hundred Princes’ War 
During the Rise of States, Caligari’s civil war exploded in 4,582, fueled by religious differences. One of 

the Princes ejected from Caligari was Avicus Dudoria, reputed to be a follower of Slithian Vor. His army 

raced to Setine and installed themselves within its walls quickly after mere weeks of negotiation. Because 

of his presence and army, no other factions from the war made more than a perfunctory effort to assault 

Setine, City of Roses. 

 

Relmeenos Conquest 

When Relmeenos attempted to conquer the World Between, they tried to pinch Setine between a land 

assault and a naval assault in 4,912. What followed was a 15 year siege. The conquest of Setine was the 

first military action of the abortive attempt to conquer the World Between, and had the attack gone 

differently, the history of the World Between could be different. Much of the city was destroyed. 

 

Setine held, under Prince Valsoch. Gods were invoked on both sides, and there are story cycles tracing 

various betrayals and unsteady alliances within factions and between them. Ultimately, Setine’s victory is 

attributed to legendary asymmetrical warfare in the forests, an alliance with Our Lady of Sharks, the 

quasi-mythical cunning of Prince Valsoch, and the inability of the forces of Relmeenos to focus on the 

enemy instead of each other. 
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Age of Flowers 
Following victory against Relmeenos, Setine underwent a golden age from about 4,930 to 5,700. During 

this time, most of the fabulous architecture of the city was built. It was a time of romance, and derring-do. 

Trade prospered, Setine became a famous and almost legendary destination in the Iron Principalities. 

Various gods were worshiped with minimal friction. Ulverland left its religious tradition’s mark, and the 

Lady of the White Way was minimally represented, as well as worship of various Beast Gods and Old 

Gods of the forest, and (of course) Our Lady of Sharks. Magic flourished, and the canny Princes managed 

factions as well as building up the wealth of the fantastic port city. 

 

One legend of the city was its varied gardens. Roses became the city’s symbol, growing in wild profusion 

whether tended or wild. The city’s nobility took up the affectation of wearing silver masks, and developed 

an extraordinarily complex social world. The city was positively unsteady with wealth, beloved of the 

gods, wisely ruled, and open to travelers from the world over. The city was at its height. 

 

Flight of Roses 
In 5,700 an armada of undead sailed from Mord-Stavian, smashing into the World Between in a 

completely unexpected invasion. One fleet landed on the southern coast, and quickly laid siege to Setine. 

No help was forthcoming from other areas, as the vast wave 

 hit everywhere. The city put up a valiant fight, but its resistance crumbled under the tide. Those who 

escaped were mostly nobles in haste. The whole city was lost by 5,701 and stayed lost, long after the 

Necropolitan’s forces were driven back from most of the World Between. 

 

By some weird twist of mystic energy, the roses still bloomed all through the dead city, but only white 

roses. They turned black in the presence of undeath, then faded back to white when their gardens were 

clear again. Few dared visit the city, fewer still survived its dangers. The glorious golden marble 

architecture stood silent and empty, while the forces of death wandered aimlessly through the shadows of 

the city’s lost glory. In exile, Setinians mourned the death of the dream. 

 

Setine’s Liberation 
In 6,220 the descendant of the “Lost Princess” managed to raise an army in Midian. A religious branch of 

the Church of the Lady was known as Hammerites. They worshiped the Master Builder, one of the 

archetypes blessed by the Lady. Some whisper that they were being investigated for heresy when they 

left, and their departure protected certain dark secrets from ever coming to light. 

 

Prince Morwhell accompanied Architect Usren and an army of Hammerites to the Iron Principalities. 

There they parted the awed Princes that may have thought to stand in their way. The region watched, 

holding their breath, the avengers’ approach to Setine, City of Ghouls. 

 

Prince Morwhell and the Architect took the Gold District against all odds, and put out the call. 

Descendants from the Flight of Roses flocked to the banner of the Prince and the Architect, and 

mercenaries from all over the Iron Principalities and beyond raced to the contested city, knowing they’d 

be paid in spoils abandoned in the city’s height. 

 

Setine, the White Rose 
In 6,235 Prince Morwhell was crowned the Prince of Roses, officially in command of Setine. The battle 

to clear the palace had been costly and hellish, but mortals again ruled the streets of the city. The only 

area left that could not be cleared was the Baths, and they were walled off. The city was again poised to 

regain its glory; it was famous, visited by many mercenaries and foreign warriors, and on a good trade 

route in an age of unprecedented travel. 
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The War Below 
While the Fourth Crusade did little to affect Setine except exhaust some of the threats that eyed its wealth, 

the War Below had a much greater influence staring in 6,550. The fevered slaves of Hakhan and the jaded 

toys of Slithian Vor sparred through every arena of influence in the city. However, the Lords Below did 

not count on the presence of the Hammerites. 

 

Shrugging off the need to get anyone’s permission, the Order of the Hammer launched inquisitions that 

searched out those with connections to the World Below and executed them. A vast prison was built into 

the nearby mountainside to hold the overflow of heretics and witches who survived to be interrogated and 

give up their confederates. The Architect took a stern position with Prince Agria, a weak man who 

acquiesced and later joined in fervently as a convert to the Hammer order. Agria was subsequently found 

to be tormented by dreams from Slithian Vor, and executed. Prince Veltri ascended to the throne, and 

gave his full blessing to the Hammer inquisition. 

 

A generation later, anyone with ties to any power save the Lady of the White Way or the Master Builder 

had learned how to keep their religion out of sight. No traces of other gods remained; temples and shrines 

were destroyed, statues and monuments pulled down, and histories purged. The only substantive worship 

that survived was either to the Hundred Death Gods, outside the city, or to the Old Gods of nature, also 

outside the city. Setine was at peace; a grim facist theocratic peace, but peace nonetheless. 

 

The Destroyer Dragons 
A thousand years after the Deathfleet attack, dragons woke and ravaged the land in 6,700. Much of the 

Silver District and the Garden District were destroyed, and the palace took severe damage, almost 2/3 of 

it falling into the sea. The rest of the city was badly battered as time went on. 

 

Hammers struggled to contain the damage, but were infuriated by their inability to strike a flying foe. 

Then a Hammerite, Brother Eprial, had a vision of the location of the dragon’s lair. Taking a strike force 

of Hammers that the order could ill afford with the city in chaos, he marched up into the hills. There, 

legend suggests he fought through pagan worshipers of the dragon and found its lair, lying in wait. The 

Master Builder is credited with giving the small band the strength they needed to slay the dragon in its 

lair, and collapse the entrance to its den. 

 

Three dragons attacked the city in retribution, and Eprial the Dragonslayer tracked two to their lairs and 

slew them. The third ceased its attacks, and the smoldering city could begin to rebuild. Other dragons 

continued attacking the Iron Principalities and the rest of the World Between, but dragons grew wary of 

Setine and its Dragonslayers. Still, trade slowed to almost nothing in the dangerous region, and the 

devastated survivors were slow to return to the smoking city. 

 

The Caligari Compact 
In 6,972 Prince Irmaal signed a compact with a consortium of Caligari merchants, purchasing the 

legendary 500 cannons and 1,000 muskets to secure the city’s future against further attack. This was more 

motivated by the arming of Setine’s neighbor princes than by fear of the dragons; after all, Setine had the 

Dragonslayers. The cash-strapped city paid for the weapons by granting the Caligarian consortium the 

entire Garden District. The city’s inhabitants had already contracted into the Citadel District, Docks, and 

the Gold District. Allowing a devastated part of their city to count as Caligarian soil was not an attractive 

option, but it seemed the only choice. 

 

Delighted to have such a secure foothold in the Iron Principalities, the Caligarian consortium set to 

fortifying their territory, increasing the available amenities, and setting up securities for a trade route to 

Caligari. The wealthy merchants bustled right into the city’s administration, formidable competition for 

the silver-masked nobles who lost almost everything to dragon attacks. 
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Setine—the White Rose 
The Present 

The current year is 6,995. 

 

Appearance 

 

Setine once had white marble walls, and towers capped with red, blue, and yellow roofs. The walls were 

mostly knocked down and scarred by dragonfire, but rebuilding is slowly in process. The rebuilt walls 

have more gray fieldstone than white marble. Rebuilt tower roofs, where such a thing happens, tend to be 

slate. Most roofs are flat, if not on towers. The city is dotted with private walled gardens. Surviving villas 

outside the walls have a similar pattern. 

 

The four general stages in Setine are: newly rebuilt (at lower quality), rubble from dragon attacks, 

polluted from long submersion in undead energies and abandonment, and golden age. 

 

During the golden age, even poor neighborhoods were full of gardens, spires, domes, arches, and white 

marble. This city was built for beauty, and some of that beauty still shines through to make the heart ache. 

 

The city is fragrant with roses, all white. They darken to black when undead are near, so the common 

wisdom says. Wisdom also suggests it is unwise to bleed on them, as it makes them thirsty.  

 

Mood 

 

The world has grown dark and dangerous around Setine, and it has been submerged in that darkness 

before being hauled back up into the dim light. The city’s glories are behind it, but still painfully visible 

in cracked buildings and fields of rubble that reveal the footprints of great structures. Rebuilding is slow, 

and on a much more modest scale. The city doesn’t feel safe; not to people walking around in it, or to 

those surveying its surroundings and thinking about the future. 

 

Few can manage much in the way of hope. Those who are here hold on grimly, looking out for their 

interests as best they can. The next invasion is one of cultural identity rather than bloody-bladed reavers, 

but it feels just as dangerous to those trying to reclaim the dreams of the past. 

 

In the background, the apocalypse looms. What will Lucky Seven (7,000 years) bring? Here as elsewhere 

in the World Between, there is an uptick in interest in Other Powers, be it the Church of the Lady or the 

Hammerite’s Master Builder or the Old Gods of the woods or the Powers Below. Those who have 

nothing look for a future where the current order is swept away. Those who have power see a future 

where they risk losing everything. It is a tense time. Shadowing the whole issue is the Order of the 

Hammer, who is prepared to dredge up the energy for another Inquisition if they must. 

 

Those that can manage it find it helps to eat, drink, and be merry. The gap between the rich and poor is 

vast, and none of the “haves” care to adjust that situation—they have troubles of their own as they eye 

other factions vying for control. 

 

The woods, the forests, the plains, and the seas all teem with supernatural threats that are underscored by 

natural threats. You almost hope your caravan’s small army is hit by bandits, rather than being mobbed by 

undead or ambushed by some forest creature gleefully goaded on by half-naked painted savages. 
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Factions 

 

 Golden Prince. Prince Dostroch ascended to the Palace Throne in 6,987 when his father died of a 

fever. He is frustrated by his inability to control the city more than he does. His first act was to 

complete the installation of cannons in strategic defensive locations. The musketeers serve the Throne 

and wear black lacquer masks. Otherwise, the Handgunners are an infantry unit housed in the Street 

of Guns, loyal to the throne first above all else. At least, in theory. Anyone not directly answering to 

the Throne must have a permit for firearms. The City Guards also answer to the Throne directly. 

 

 Masks. The incumbent nobility of the city, the “old money” most with little actual money. These 

aristocrats have visions of the past glories of the city, and are dismayed that they cannot see a clear 

way to reclaim those glories. Still, this is their city—their families survived humiliating exile, and 

finally returned triumphant, and they’ll be damned before they let someone else control it. Their 

lineage is scarred by conquest, witch hunts, exile, and monster attack, yet they stubbornly endure. 

 

 Caligarian Consortium. Flush with wealth from selling firearms all over the World Between, they 

have cash to burn in taking control of Setine, the White Rose. It is a prize, a legacy that these 

merchants (very few are nobility) wish to leave their children. They consider the legendary city 

already theirs, they just have to finish mopping up the resistance. Unlike nobles, they are willing to 

use orcs as bodyguards, and they have a labor pool in a camp outside the River Gate. They have 

permits for the firearms they and their guards carry. 

 

 Order of the Hammer. Glowering heroes, they bled to retake Setine from the undead, and they bled to 

save it from dragons. They bled to purify it of evil witches and demon worshippers. They bled to 

rebuild its fortifications and its houses of prayer. They will not see this city corrupted. They will not 

be marginalized in the corridors of power now that the immediate threats have eased off. They are 

protectors of the city, and they will protect it from itself as needed. 

 

 Pagans. Driven from the city by Hammers and other disasters, they lurk in the thick, tangled woods 

around Setine. They infiltrate, and as vigilance slackens, their presence grows. They have secret 

converts among all factions. Their gods are more tangible and nearby. They are likely to support any 

threat likely to wipe the city off the map, for they want this land back for untrammeled wilderness as 

it once was. Rumors connect them to the dragons. 

 

 Necromancers. This place is steeped in the power of Mord-Stavian and the Hundred Death Gods. It 

radiates from the Baths. It breathes up from soil that for centuries was tread only by restless dead. The 

plains outside the city are still shifting with the dead. The only real impediment to settling in for 

worship, experimentation, or power-mongering is the Hammerites. 

 

 Iron Princes. Setine is a jewel in the crown of the Iron Principalities. Many would like to possess it. 

The greatest danger is not from Princes who have lands, but instead from Princes who have been 

banished and are looking for places to knock down and rule with their warbands. Espionage is a 

constant feature in the schemes and covert negotiations of the city. Also, Setine has many trading 

partners who have an interest in how power flows in the city, and their subtle games sometimes cause 

problems on a bigger scale. 

 

 Criminals. The underworld of Setine has relations all through the Isles of Unparalleled Liberty, the 

Iron Principalities, and Caligari. The city is ideal for smuggling—dangerous, but undermanned. 

Dodging the undead, pagans, Hammers, and the law can be lucrative to smuggle things into the World 

Between from Mord-Stavian, the Ghael Isles, and the Isles of Liberty. This generates cash, and in a 
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city where the rulers and the law are desperate for cash, corruption follows. Where there is pervasive 

corruption, criminals do quite well. 

 

 Pirates. Somewhere between criminals and Iron Princes are the pirates of the Liberty Isles. They have 

a geopolitical interest in the power struggles of Setine, a legitimate port near their lairs. Their 

alliances tend to be short-term and untrustworthy, but those who enter into them tend to know that. 

What is best for the criminal element in Setine is not always best for pirates, and vice-versa. 

Criminals tend to be middle-men. That’s dangerous when you deal with pirates or wealthy merchants. 

 

 Scholars. They followed the merchants to the city. The archeological, anthropological, artistic, and 

religious finds that could be in a city with such rich and ancient treasures is irresistible. Scholars from 

all over the World Between and beyond go to Caligari and ride with caravans down to Setine, in 

hopes of excavating ancient temples, mansions, libraries, and so on. Secrecy thrived through the city 

in every era, and even though mansions and buildings may be flattened, areas beneath them or in the 

ruins may hold information (and treasure) that could make a scholar’s career in the academic circles 

of Caligari. Of course, these scholars need security and manual labor, and allies among other factions. 

 

Economy 

 

Trading with Setine is a gamble, but one that can pay off big. Princes and bandits haunt the roads and 

river approach to Setine, and to the south are the Liberty Isles, bustling with pirates. If you can get your 

goods through, you can trade with two cities in Relmeenos, or a variety of ports with markets in the 

Principalities. 

 

Setine has some fishing, some mining in the mountains, some logging near the city, and a little farming in 

the poor soil. These industries generate enough food for the city in its current depleted state, but only just. 

Food in Setine is expensive. 

 

The main economy of Setine is driven by trade and culture. Setinian paintings, sculptures, masks, 

frescoes, songs, instruments, and entertainers are considered exotic in the World Between, and fetch high 

prices. 

 

The Iron Princes to the south have large bustling markets with little to no regulation. However, they are 

also surrounded by thieves, whether legitimate rulers or bandits. Setine is one of the most regulated 

markets, and the Hammers represent a higher level of safety for legitimate business. Both Hai Meri and 

Rebimine Oda are city-states of Relmeenos, with discriminatory laws and practices against those from the 

Principalities. Many Princes have purchasing agents and representatives in Setine to mind their 

investments and look out for their interests. 

 Princes export paintings, sculpture, music, and other cultural art. They sell many fine luxury items 

used all over the World Between. They also export veteran combatants looking for easier work. 

 The wine that flows from the land of the Princes is legendary and sought-after. 

 Princes import textiles, metal (raw and worked), and soldiers in large quantities. 

 Relmeenos is snobby about their wine, art, and warfare being superior. Not much of a market there. 

 

There are elements of risk, and mitigating that risk frequently involves negotiation with some of the more 

dangerous threats on the road. Various pirate lords in the Liberty Isles have more trade agreements than 

some city states. City states ruled by Princes find merchants they protect and back to keep trade flowing. 

Agents of all sorts of organizations hire on eyes, ears, and blades in Setine. 
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The Gray Market thrives, with low tariffs and regulations drawing trade that would otherwise head to 

Midian or Scarabae. Still, it is not enough trade to restore Setine’s former glory; instead, it is enough for 

the city to survive and rebuild a little. 

 The Gray Market is both a market where goods sold are poorly regulated and scrutinized and only 

somewhat legal if at all, and also the name of the marketplace that grew up where the Grand Bazaar 

used to be. 

 Even with lower tariffs and regulations, this is still one of the most regulated markets in the area. 

 

The Caligari Consortium has gambled big on investing in Setine, and working on a more secure trade 

route back up to Caligari. That’s about 800 miles of tough travel through dangerous lands to get to 

Nalconia, then arranging the delicate transfer of goods across water or trails to Spionhause (or another 

Caligari city.) The alternative is traveling the Betrayer River—faster perhaps, but more infested with 

lawlessness. 

 

Twenty Questions About Setine 
 

Twenty questions by Jeff Rients help players get a sense of the setting without wading through all the 

background history and so on. 

 

1. What is the deal with my cleric's religion? 

 If you are a Hammerite, you are part of the city’s most righteous protection against monsters and 

witches. You have a Spartan lifestyle focused on prayer and meditation and beating down sinners. 

You are part of a hierarchy, and your church projects an image of blunt strength so people will not 

expect their capacity for subtle finesse. Hammer, chainmail, and a beard are just assumed. So is the 

chip on the shoulder for being unappreciated for saving the whole city twice, three times if you 

count the Inquisition during the War Below. Which some don’t. People better show some respect. 

 If you are a pagan, you worship the chaotic forces of nature, bursting with life and integrated with 

the food chain. Wiping civilization off this holy spot would be for the best. Hammers will kill you 

if they get ahold of you or find out you worship the Old Gods. You live in the woods, or on the 

margin, or hide your allegiance and beliefs. 

 You could be a demon worshiper or you could be from elsewhere, but those are the local religions. 

 

2. Where can we go to buy standard equipment? 

 The best prices are in the Gray Market, a tongue-in-cheek name for the market where the Grand 

Bazaar used to be. That’s where most people shop. 

 The best selection is in the Garden District, in the Platz Market. The Caligari Consortium gives the 

best stuff to their merchants operating there, but locals kind of resent their smug glee. 

 The local Guilders have shops in the Gold District by the docks. That’s where the threadbare 

nobility get the finer things without dealing with gauche Caligari merchants. 

 People sell directly off boats on the docks. Some have permits, some don’t. 

 

3. Where can we go to get platemail custom fitted for this monster I just befriended? 

 Don’t befriend monsters. Seriously. And if you do, you’re either from Caligari, or a pagan. Pagans 

don’t armor their forest friends, and if you’re from Caligari, order something from home and keep 

the damn thing locked up in your basement. If the Hammers find out, that’s it for you. You might 

not even be able to buy your way out, they can be stubborn about monsters. 

 

4. Who is the mightiest wizard in the land? 

 Casting magic is illegal in city limits; the Hammers got that law passed, and enforce it righteously. 
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 Courchok the Bloody Snout is a necromancer, reputed to be squatting in the foundations of the 

shattered East Needle. He is rumored to be building an undead army culled from the Docks and the 

Silver District. No one has checked this out; if they have, they have not returned with an update. 

 

5. Who is the greatest warrior in the land? 

 Brother Heff Mulchae is a Hammer based in the Citadel of Endurance. His exploits as a hero of the 

Hammers is legendary. He is one of the few who can get away with disobedience suffering no more 

than a slap on the wrist (several days of grueling physical and spiritual punishment) because he has 

gotten fantastic results. He is insane, he believes the Master Builder whispers to him and leaves 

writing on things for him. He has uncovered several dangerous plots by pagans, spies, and 

necromancers in his short 32 years. He has been decorated six times by the Architect. He is a hero. 

 

6. Who is the richest person in the land? 

 Graf Herbert Voschya was elected leader of the Caligari Consortium in the Garden District. He is a 

fat merchant who speaks rapid-fire fast in a thick accent, laughs heartily and constantly, and enjoys 

the finer things. Rumor suggests he invested in this project because he was escaping investigation 

and imprisonment (or worse) in Caligari for his deviant exploits among the servant staff and 

children of various peers. His smile hides a profoundly ruthless nature that is bent on gaining 

ownership of Setine. 

 

7. Where can we go to get some magical healing? 

 The Architect, and maybe one of the Masons, is said to be a spell-caster conduit of the Master 

Builder’s favor. If you are in good with them, maybe the Hammers can help. 

 Widespread belief is that the pagans in the woods will heal what’s wrong with you, but then you 

owe them at least one service. 

 Otherwise, the only healing available is natural, whether from trained doctors or a wise woman’s 

herbal remedies. 

 

8. Where can we go to get cures for the following conditions: poison, disease, curse, level drain, 

lycanthropy, polymorph, alignment change, death, undeath? 

 The Hammers can cure all these things but death, by using death. It’s best not to let these things 

happen to you. 

 

9. Is there a magic guild my MU belongs to or that I can join in order to get more spells? 

 The bad news is, casting magic in city limits is illegal and punishable by death. 

 The good news is, this was not always so. Digging around in ruins, or basements, or underground 

passages can lead to mystical treasures not seen for centuries. 

 The Gray Market generally has mystic lore available for exorbitant prices. 

 

10. Where can I find an alchemist, sage or other expert NPC? 

 The Gray Market in the Citadel District is resistant to law enforcement, and many experts can be 

found there buying, selling, contracting, or hiding. 

 Scholars tend to gather in the Garden District on Utrecht Street if under the guardianship of the 

Caligari Conglomerate. 

 The Stacks is an ancient heavy-framed building across from the Great Library. Those in favor with 

the Masks or the Throne can have accommodations there while they use the Library. Each floor 

also has significant space set aside for group projects or laboratories. 

 Scholars from the Principalities tend to gather at the Bath House, a squat stone inn by the Hot Baths 

in the Gold District. The basement sports a fencing club. 
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11. Where can I hire mercenaries? 

 The River Gate has an orc camp outside it, both to protect Caligari interests and to serve as a hiring 

pool for their allies. Orcs are pretty cheap (about 5 silver a day) and they aren’t shy about hurting 

people. Some snootier establishments and Hammer sympathizers will not look kindly on hired orcs. 

 The Auction of Swords is a clearing-house for mercenaries and bodyguards, frequented almost 

exclusively by Caligari merchants and nobles. It is in the Garden District. 

 The docks are awash in people looking for work, and most don’t care if it’s legal or not. The most 

famous place to hire mercenaries (or work out any subtle business) is at the Triple Threat, a seedy 

tavern that used to be the Royal Stables; most of the establishment is roomy horse stalls converted 

to booths, all dim and secretive. 

 

12. Is there any place on the map where swords are illegal, magic is outlawed or any other notable  

hassles from Johnny Law? 

 Using magic in city limits is illegal, punishable by death. This is a Hammerite law, the local guards 

may or may not uphold it (depending on the situation.) If the magic was for the good of the city or 

if the caster has friends in high places, one or both hands will be cut off instead. 

 It is illegal to worship the Old Gods, powers of the World Below, gods in the Storm Sovereign 

Pantheon, etc. The only acceptable worship is of the Lady of the White Way and her affiliates. The 

penalty for illegal worship is to have the tongue torn out for a first offense, then death. 

 Wearing armor heavier than leather requires a permit from the City Watch. Otherwise, the armor is 

confiscated, and its bearer given ten lashes. 

 Public brawling is punishable by ten lashes or three days in the stocks (unless it was self defense). 

 Most minor infractions are 10 lashes or 3 days in the stocks, followed by 3-5 years imprisonment 

and/or amputation, followed by a startlingly common death sentence. Hammers don’t mess around, 

and they have a lot of political weight with the City Guard. 

 

13. Which way to the nearest tavern? 

 The South Wall separates the docks from the Citadel District. On the south side of the wall, taverns 

and brothels crop up all along the length. The warehouses are closer to the docks, but once on the 

other side of the warehouses, the docks were designed to stop the rabble with revelry before they 

could overflow into the city proper. This is known as the South Line. 

 

14. What monsters are terrorizing the countryside sufficiently that if I kill them I will become  

famous? 

 There is supposed to be a necromancer building an army based in the East Needle. That’s bad. 

 Something in the water (a sunken ship? A monster? An idol?) keeps the dead from resting in the 

Baths. That’s the one part of the city that could not be retaken, and attempts lead to plague and 

death and undead attacks. Solve that puzzle and help the city clean that up, that’s huge! 

 The Garden of Earthly Delights was a major attraction of Setine, City of Roses. Now that Setine is 

the White Rose, the garden is long abandoned to the forest. Rumor is, the pagans have turned it into 

a fortress. Put a stop to that, the Hammers would be most grateful. 

 The orc camp at the River Gate has taken on a life of its own. People like having nearby rowdies to 

hire, but now the authorities of the city are not sure they could roust the orcs without a major battle. 

If the orcs were to go away (or at least thin out) without implicating the Throne or the Hammer, 

many would be appreciative. 

 Captain Throk and the Deathshadow, his ship, have been hitting shipping hard. It is obvious he has 

someone in Setine picking targets and slipping him information. If Throk were to hang, and his ship 

burn to the waterline, people of all factions (including pirates) would breathe a sigh of relief. 

 

15. Are there any wars brewing I could go fight? 
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 Plaza Arms is a neighborhood in south Citadel District on the Rosewater River. This massive block 

of housing has many from the Principalities staying there. Some are low-profile recruiters or 

diplomats, representing various interests in the Principalities, always on the lookout for good 

soldiers. The Princes are always at war with each other. 

 Setine is currently at war with Hai Meri, but neither state has their heart in it. Privateer action and 

the occasional skirmish is more the order of the day, but they do have troops set up watching each 

other, and forays to trade hills. It is a good exercise to build veterans for more serious fights. 

 Caligari has gold and guns, and they’re looking over Harrowfaust and Scarabae. If you get up there 

and get enlisted now, you could be an officer by the time war breaks out. 

 

16. How about gladiatorial arenas complete with hard-won glory and fabulous cash prizes? 

 No, the Hammers do not allow such things. 

 The orc camp has arena fighting twice a week for fun, and there’s always fights to be had there; 

they can’t get along with each other at all, and they like to fight. 

 The Delicate Lady is a big barge owned by Captain Nunc, a Vistani trader who retired in Setine. 

The lower level of his barge has a fight club featuring betting that is very rarely crooked. 

 

17. Are there any secret societies with sinister agendas I could join and/or fight? 

 It is widely believed an order of female assassins, known as the Blossoms, returned with the rest of 

the Masks when Setine was cleared. They are supposed to be able to turn themselves into roses. 

They are led by an assassin of great skill, “The Rose.” Darker rumors suggest they may have 

thrown in their lot with the pagans against the Hammers. 

 So-called “mystery cults” with their secret wisdom are popular among masks and merchants, 

helping them feel superior because they know things that no one else does. Some of these are 

harmless networking venues, others worship powers. Hammers will put a stop to any they discover, 

generally with all the blunt force for which they are famous. 

 

18. What is there to eat around here? 

 Setine is famous for crab. All varieties scuttle through the shallows, through the Baths, along the 

rocky beaches, along the floor of the bay. Locally, edible crabs are called “pinchmeat.” You can get 

pinchmeat stew, pinchmeat spread, pinchmeat platters, and so on. 

 Nobles have delicate pinchcracker sets, to open up and eat crabs formally at dinner. It’s not a 

lost art, but it is endangered. 

 Food is generally twice as expensive in Setine as in most places. However, alcohol is about the 

same price, and some of it is significantly better quality for the price (with a focus on wine from the 

Principalities.) The results are predictable. 

 

19. Any legendary lost treasures I could be looking for? 

 The Platinum Crown. The Gold Mask can only be worn by the royal family. When Setine dabbled 

with empire and conquered a number of islands during their golden age, the king commissioned a 

platinum crown that interlocked with the gold mask. It was lost when Setine fell to the undead. 

Rumor suggested rogues infiltrated the city and found it, bearing it out to the World Between and 

either selling it to a collector or melting it down for the platinum. If a Mask has it, that could be 

significant in a power play for authority in the city. 

 The Furnace Stone. The Hot Baths were once so named because the water was heated year-round in 

some mysterious way. Scholars followed the piping back to a chamber about a meter across, where 

they speculate a mystic stone generated the heat that warmed the baths. Were the stone found, the 

Throne would pay huge money to have it back and put in the Baths; of course, scholars would have 

a bid too, because figuring out the elemental power at work there would be magnificent. 
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 Electrum Spikes. Once these spikes (about 1/3 meter long) were set in the walls protecting Setine, 

part of some vaunted mystical network. Over the centuries, looters and disaster have taken their 

toll. These spikes are symbols of past greatness, and Masks will pay well for them—about 300 gold 

each. Overpriced, but who can argue the worth of art and culture? 

 The Silver City. According to legend, the Silver Gate had within it a scale model of the city in 

sterling silver. Its worth would be incalculable. Those looking for it after the city was reclaimed 

from the undead didn’t find it, nor did those sifting the rubble of the gate when it was crushed by a 

dragon. If it did survive, it would be priceless. 

 

20. Where is the nearest dragon or other monster with lots of treasure? 

 Leave monsters alone. The city is still smarting from punishment by 4 dragons over the course of 

years, where most of the city was badly broken and a lot of people died. If it comes to light that 

you’re poking dragons, or any monster that might follow you back to Setine, any faction will sort 

you out. Nobody wants another monster war. 

 

Neighborhoods of Setine 
 

Gold District 

 

The aristocrats and scholars of the city claim the Gold District, sharing with the Guilds that were once in the 

Citadel District when the city was at its height. 

 

 Squared Circle. This vast courtyard is a park unto itself. To the east, the tidied-up ruin of the Wizard’s 

College. To the north, the Great Library. To the south, 500 steps leading to the Palace of Setine. 

o Musketeer Quarters. West of the Circle is a boarding house with stables, where the King’s 

Musketeers guard the entry to the Palace and make themselves available for missions while 

they train. 

o Wizard’s Ruin. This site is notoriously haunted by the unquiet spirits of wizards. Most 

people assume the college was destroyed by dragons, but in fact it was destroyed by the 

Hammers as they retook the city. Some murmur that they were only willing to undertake the 

mission to free Setine because they would have a chance to destroy evidence of some awful 

secret held by wizards and the library. 

 The Great Library. This treasure was once guarded by golems, living statues, and wizards. Now it is 

maintained by the Hammer Order, who have walled off entire sections of the library as being too 

dangerous to be consulted in modern times. Those wishing to study there must gain permits from the 

Mason of Books at the Citadel of Endurance before guards will allow them in; all those allowed to study 

in the Library will be escorted by a Hammer student at all times. If there was an easy way to destroy a lot 

of these books, the Hammers would do it, but for the time being they’ve negated the threat and they 

monitor it as time goes on. 

o The Stacks. Scholars favored by the Masks or the Throne are allowed to stay in this massive 

housing building with space for collaboration and laboratories in it, adjacent to the Library. 

 The Palace. Strong servants are available to carry nobles up and down the massive flight of 500 stairs to 

the Palace. About 2/3 of the Palace fell into the sea during the assault of dragons; the palace now stands 

on 4 stilts instead of 8, shored up as well as possible by the lesser skills and work forces of those 

inheriting the broken city. The rubble from the rest of the palace was massive enough it forms an untidy 

broken stone island that emerges during low tide, behind the Palace. The Palace is still impressive to 

those who do not know what it used to be, and the re-purposing of rooms has not been too difficult. 

Losing so many towers and high places has meant creating courtyard gardens instead of putting up new 

roofs (because the city lacks funding and labor to do so.) The Palace is not as grand as it once was, but it 

has a sense of mystery and enchantment that does not fade. 
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 The Pool, Detention Center. This massive complex used to have varying temperature water piped into 

tubs sized for any number from one to a whole swimming pool of people. It was an enchanted setup that 

has not worked for centuries on end. The building is now a prison for captives of the Throne, not the 

Hammers. City officials use it for prisoners they want to protect from harsh treatment; to escape from the 

Baths is to be given to the Hammers. When someone is in prison there, they are “poolside.” 

o The Bath House. This squat stone building adjacent to the Hot Baths is where Sentinian 

scholars tend to gather. The basement is a fencing club. 

 The Gold Gate. The Relmeenos Road connects here. The Gate is maintained by the Throne, and the 1 

silver leg tax goes to its coffers. 

 

Citadel District 

 

Most of the permanent population of Setine lives here now. Merchants, craftsmen, mercenaries, and laborers, 

along with the homes of nobles who don’t live in the Gold District. 

 

 Street of Guns. Once known as the “Street of Gods,” the temples and shrines were razed by the Hammers 

long ago. When the Prince signed the Caligari Compact, the street was used to put up fortifications and 

house the handgunners for the army. It is a rowdy place full of duels, ribald parties, military training, 

espionage, and high romance. 

 Gray Market. Named both for the questionable legality of transactions there, this bright and colorful 

market defies the squalor surrounding it. The market sits on the site of the Grand Bazaar, once the biggest 

open marketplace in the world. In times of trouble, the massive field is a tent city for refugee beggars. 

Otherwise, it is used to host street fairs without cluttering up the streets. 

 Citadel of Endurance. Before the Flight of Masks there was a stone church of staggering proportions 

honoring Thanalia, Goddess of Forging, Sailing, and Cavorting—patron goddess of Setine. It was in 

remarkably good condition when the Hammers took the city, so they claimed it as their own and 

converted it to an edifice honoring the Master Builder. They fortified the temple and renamed it the 

Citadel of Endurance as they threw back wave after wave of relentless undead. Now the endless wine 

cellars are crypts, the gardens are churchyards, and the building is a grim monument to the colossal cost 

of ridding the city of undead. It is the administrative and spiritual center of the Hammer presence. 

 Plaza Arms. Big row of housing by the Rosewater River, known to be a hangout for agents of various 

Princes who are networking or looking for a safe place in the city. 

 

Garden District 

 

This district is now bounded by the walls to the north and east, and to the west by the Rosewater River. It is 

Caligari soil, ruled by Caligari laws. Caligari merchants and their support staff live here, along with any locals 

who serve them. 

 

 The Graf Museum. Once a tremendous museum of Setinian history and achievement, Graf Voschya as 

head of the Caligari Consortium made the museum his mansion. He lives on the top floors, and the 

bottom floor was renovated to showcase a version of Setine’s history that flatters Caligari. 

 River Gate. This gate was rebuilt when the Caligari Consortium took possession of the district. It has the 

Welcome Circle, a courtyard to the north inside the walls that offers room, lodging, and services for 

Caligari merchants arriving in Setine. The 1 silver leg tax goes to Caligarian coffers. 

o The Platz. This market offers better prices to Caligarian buyers, and has the best selection of 

normal trade goods in town. 

 Auction of Swords. Rebuilt to the north of its previous location, this auction house serves as a place for 

Caligari merchants and nobles to hire bodyguards and mercenaries. 
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 Utrecht Street. The housing along this street attracts sages, scholars, alchemists, and students 

sympathetic to Caligarian interests. 

o Golden Grapes. A decent inn famous for surviving the last 900 years unscathed, somehow. 

 

Docks District 

 

The docks have most of the transient population and manual labor in the city.  

 

 The South Line. Along the southern side of the South Wall is a string of taverns and brothels, built there 

to contain the rowdy undesirables in the docks area using revelry. 

 Crane Wall. The cranes were built to help unload and load ships, but they were wrecked in the fighting 

when the Hammers retook the city. Dismantled, they form the wall between the Docks and the Baths. 

Hammers are posted on this wall day and night, always. It has been reinforced and shored up, and a 

church built with its back to the wall, but the cranes were never replaced. 

 The Delicate Lady. This massive barge belongs to Captain Nunc, a Vistani who retired in Setine. Any 

Vistani in town visit him at some point, and he manages a brisk trade in illegal substances and 

contraband. He also has a fight club below decks of the barge at least once a week. 

 

The Rubble District 

 

The western third of the city has fallen into disuse and ruin, haunted by criminals, undead, and other 

predators. Most of it is ruins, with the occasional cluster of buildings more or less intact. The basements under 

the district are rumored to run for miles, stuffed with the strangest treasures. Before dragons destroyed it, this 

used to be called the Silver District. 

 

 The Beggar’s Court. This building is mostly intact. It used to be a playhouse. Now, desperate homeless 

gather here, and they are fed by criminals in exchange for errands and spy work. 

 Undertunnels. During Setine’s height, the wealthy and poor alike were laid to rest in catacombs. When 

the Deathfleet came, energies poured under the city and woke the hapless dead. The catacombs connect to 

the sewers as a result of the damage done by dragon attacks. General wisdom suggests not going 

underground, ever. Those who die down there don’t rest. 

 

The Baths 

 

Not even the homeless dare venture here. At high tide, the water is 1/3 meter deep. Everything is stained with 

algae and smells of low tide, and rose petals from the river are deposited here for contrast. Also, the dead 

walk, slosh, and swim here. Citizens used to call the beggars of the Baths “wetfeet.” Now, that’s what they 

call the shambling dead. 

 

 Prank Pier. Criminals and jerks tell novices to dock at the long pier to the south. Of course, the only ones 

that will help you unload your cargo there are dead people. This really isn’t funny. 

 Jagged Line. The wall that used to separate the Baths from the Rubble District was ruined by dragons. 

The desperate poor stack wagons, furniture, beams, and whatever they can manage on the tumbled rock to 

make it more difficult for the dead to wander out of the Baths. Some of the more violently inclined 

beggars patrol and take down shambling remains as a public service to vent some aggression, and they are 

sometimes paid a small bounty by a sympathetic Hammer or Caligarian. 

 

 

The Outskirts 
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Some locations outside the city walls are significant to life in Setine, the White Rose. 

 

 Orc Camp. Due to the presence of Caligari merchants and nobles willing to hire them, orcs have set up a 

camp by the River Gate. There are enough of them, and different kinds, that they brawl constantly. City 

authorities are concerned that the situation may escalate out of control at some point. 

 Villas. Some villas outside the city survived better than the city itself, as nothing focused on them. Others 

were flattened. Still others gradually decay through ruin and neglect. Some may still have treasures, or 

secrets, and some serve as regular trysting spots for various factions. 

 The Old Forest. To the north and the east are deep, ancient woods that somehow survived the dragon 

attacks. They are rumored to be full of wild things, and also slaves of the Old Gods, pagan deities of 

wilderness. 

 Dust Plains. To the west and north, open scrubland and plains, haunted by restless dead. 

 Stonepit Prison. About a day’s ride away, though it would be half that but for all the switchbacks, bad 

roads, and dangers on the trail. This is the mine/factory/prison where the Hammers keep prisoners until 

they are quite finished with them. 
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Conflict Generator 
 

Here is a quick tool to generate a tension in the city. The tool is inspirational; the more effort you put into 

making seeming contradictions make sense, the more creativity the table will require of you. You can also 

draw inspiration from it. Nothing here is binding, it’s a tool. 
 

Faction 
 

Generate 2-3 factions. (1d2+1) 

Roll 3d10 to identify each. Duplicates are 

okay—individuals or sub-factions. 

 

3. The Golden Prince’s agent. 

4. Musketeers. 

5. City Guard (Loyal.) 

6. City Guard (Corrupt.) 

7. Silver Mask (with money.) 

8. Silver mask (broke.) 

9. Caligarian Consortium. 

10. Caligarian merchant (unaffiliated.) 

11. Caligarian Scholar. 

12. Setinian Scholar. 

13. Caligarian noble. 

14. Conservative Hammer. 

15. Innovative Hammer. 

16. Hammer espionage plant. 

17. Conservative Pagan. 

18. Innovative Pagan. 

19. Pagan recruiter. 

20. Necromancer. 

21. Agent of a Prince. 

22. Smugglers. 

23. Criminal Guild. 

24. Brothel representative. 

25. Pirate agent. 

26. Wizard. 

27. Relmeenos agent. 

28. Shark cult. 

29. Dragon cult. 

30. Blossoms. 

Roles of Each Party 
 

Roll 1d10 for each faction’s role. If the factions do not seem in 

direct conflict, then there are individuals within factions that are 

forcing an issue, and the factions are reluctantly involved. Conflicts 

can also be internal. In a pinch, odd can be aggressor and even can 

be defender for one or more factions, if the web of roles doesn’t 

otherwise make sense. 

 

1. Aggressor 

2. Defender 

3. Bystander Drawn In 

4. Allied to Those Involved (generate/adapt a faction) 

5. Enemy to Those Involved (generate/adapt a faction) 

6. Relationally Positioned to Mediate 

7. Money Rides on Outcome 

8. Reputation Rides on Outcome 

9. Secretly Encouraging Conflict 

10. Secretly Balancing Power 

 

Focus of the Conflict 
Roll 1d10 at least once, up to 3 times, to get a sense of what is at 

stake for the factions, the center of disagreement. 

 

1. Taxation 

2. Trade Agreements: Broken 

3. Trade Agreements: Pending 

4. Accusations of Theft 

5. Rumors of a Desirable Object 

6. Personalities Involved: Pride & Ego 

7. Romantic Troubles: Personal 

8. Romantic Troubles: Family 

9. Blasphemy/Unforgiveable Offense 

10. Rumors of Forbidden Practice 

 

Focus Area 
 

1. Gold District 

2. Palace 

3. Citadel District 

4. Gray Market 

5. Garden District 

6. Rubble District 

7. Dock District 

8. Baths 

9. Orc Camp 

10. Villas 

Level of Tension 
 

Roll 1d5 to see how hot the situation has gotten. 

 

1. Grumbling and rhetoric. 

2. Individual clashes, wariness, feelings run high. 

3. High alert, negotiations. 

4. Skirmishes, scouting, preparing for war. 

5. War. 

 


