Felten: Twenty Isles

By Nick Silverstone, Keith McCall & Sampo Haarlaa 

Felten (Small Town): Conventional (House Eddri); AL LN; 800gp limit; Assets 520,40gp; Population 1301; Mixed (Humans o/s/f (1105), Halflings (69), Gnomes (57), Elves (55), Dwur (10), half-orc (6)


Authority figures: Lady Tanariell (LN female Exp5/Ari7), Head of House Eddri.


Important persons: Ottolon (LN male War12), leader of the Felten Guard. Chanit (CG female Clr7), priestess of Phyton. Mishktolan (CN male Drd8), leader of the Druidic Circle. Maros the Learned (male Wiz7/Loremaster 2). Venderun (LG male Marshall 5/Pal3), leader of the Heironean Sword School. Tejabus (LG male Clr10), High Priest of Heironeous in Naerie. Ernut (N Clr 8), High Priest of Fharlanghn in Naerie.

Temples: Heironeous, Osprem, Velaeri, Phyton, Fharlaghnan, Procan, Lydia.
Overview

Felten is the capital of the Barony of Schwente. It is a small town built upon the marshy shores of the lake bearing the same name. It is known as ‘the township of twenty isles’. The town is divided into two districts, Bastion and Haven, which are separated by the broad canal. There are no bridges over this canal so travel from one district to the other is done by boat. 


Lake Felten is fed by the rivers Minfel, flowing through Minetha from the northeast, and Ramswash, which drains from the Iron Hills to the north. The lake is the breeding ground of the grenak bird, a waterfowl distinguished by its pale blue or gray feathers, and a long, bright yellow or orange beak. Thousands of these birds winter over on the lake, then find mates and lay eggs in the spring.


The water of the lake is slightly saline as Lake Felten is drained by a tidal river, the Shimmering Stream, which flows seven leagues to the Azure Sea. The river’s name comes from its peculiar, yet attractive appearance, the result of its shallow depth and the glistening sandbars that are exposed at low tide. These features make the river difficult to navigate by sea-going vessels. Most ships anchor at Jarlstun at the head of the Jarlstun Estuary, their goods then being taken by smaller boats to Felten. 

The Distant Past

In ancient times the site was a Flan village, their huts built upon stilts or artificial islands amongst the marshes. These fens provided the Flan with everything they needed: fish and fowl to eat, protection, and access to the watery highways across the lake.

Many centuries ago, Suel refugees led by Zellif Al-Zol discovered Lake Felten. They forcefully settled in a number of Flan villages, including one, which they called Feln Othen. Over time, that name has been contracted to Felten, and, as the settlement grew in importance, Felten gave its name to the lake.

When the Oeridians arrived in Idee, they conquered Felten and began building a temple to Fharlanghn upon an island in the center of Lake Felten, as thanks for that god's protection on their long migration (or more likely as trophy of their victory over Suel, but that’s the official story). The Flan wise men warned the Aerdi that the island was sacred to their own gods and cited numerous myths and prophecies regarding a mysterious orb of great power that the gods had hidden upon it.

These warnings only served to heighten the Oeridians’ interest in the island. One day, the isle simply vanished. Years of work and hundreds of lives were lost in an event that awed the Aerdi. It was only last century that an explorer discovered the ruined remains of Fharlanghn’s temple upon the floor of the lake. This tragedy scarred the consciousness of the local Aerdi. Ever after, they paid greater respect to the Flan shamans. To this day, a community of druids have been allowed to live in peace in their enclave, Minnac, upon the southern shore of the lake. Some of the druids have foretold that the island will one day reappear.

Rulership and Law

Felten and the Barony of Schwente is ruled by House Eddri who were once rulers of all Idee. In 446 CY, the County of Idee revolted against the rule of the Great Kingdom and joined the Iron League. The new Count, Havershall, was the Head of House Eddri, and the family also took control of the Barony of Foelt, stripping House Heshun of most of their holdings.

The fortunes of the family were to change again during the Greyhawk Wars. Count Fedorik's nephew, Coriell, fled to Irongate where he remains to this day, while his brother, Contill Eddri, the Baron of Schwente, was assassinated by Brotherhood agents, as happened with many other members of House Eddri. However, local resistance managed to free Andariell Eddri, Coriell’s half-brother, and his family from a Brotherhood prison before they were executed.

The family managed to flee to Sunndi by following the coast. Even then, there were rumors that Andariell had become mentally unstable during his imprisonment.

Schwente was temporarily leaderless after the Greyhawk Wars, but a Paladin of Heironeous, Staceus, stepped forward and agreed to govern the Barony for a year and a day. In 587 CY, Andariell was named Baron of Schwente by the new Prince of Naerie. Very soon, Andariell started making bizarre and draconian edicts. He raised statues of himself across Felten (in which he was disingenuously depicted as the liberator of Schwente), and his patronage of the annual carnival saw it become an extravagant, debased spectacle. 

These excesses so disgusted Staceus that he petitioned Prince Barzhaan to intervene.

The Prince did not act, and Staceus realized that Barzhaan actually wanted to have this dangerous fool in power. Staceus finally decided to rebel and formed the Idee Volunteers to resist Ahlissan rule.

Then, in 591 CY, harsh taxation across the Barony funded a lavish wedding in which Andariell was betrothed to his own eldest daughter, Clemena. Within a matter of months Clemena was no longer seen at public functions and, soon after, Andariell married his second daughter, Tanariell.

In 592 CY, Andariell was stabbed to death during the carnival, and his murderer escaped in the crowd. Tanariell was pronounced the new Baroness of Schwente, but instead took the title of ‘Lady’. Her first act was to tear down all the monuments raised by Andariell and instead build a large statue of herself near the front gate of Felten.

The nobility of Naerie regards Lady Tanariell with some degree of suspicion. Some have not forgotten that her forefathers led the successful revolt against the Great Kingdom and wonder whether Tanariell could repeat such a feat. Others watch for signs that she has inherited the unstable mind of Andariell. Yet others marvel that she was unscathed by her imprisonment and wonder whether she might have made some sort of bargain with the Brotherhood.
Law Enforcement

Felten guards have been formed of old Ideean soldiers and local people. As such, their loyalty to House Eddri is unwavering. A few Flan have also joined it, some even making it an officer's rank. Felten guards are kept well equipped by Tanariell, though they are not as highly trained as Nasranite Watch or ’Redswords’ of Ekehold. Felten guard typically moves in groups of 4-7 with one officer. Even a few Paladins can be found among their ranks. Felten guard is commanded by a Suel man named Ottolon, who interestingly enough is a known worshipper of Kord (very unusual in Naerie).

Religion

Felten has temples to most major religions of Naerie, aside from Hextor. Most popular ones are the Velaeri, Phyton, and Heironeous. After 592 CY when the church of Heironeous officially declared support for Prince Barzhaan (after Staceus was killed), the church became very Pro-Ahlissan, which has driven some worshippers away.  The island which houses the Heironean sword school also functions as headquarters for Vigilant Axes, a group of inquisitors whose task is to keep Naerie safe from all internal and external threats, which includes infiltration by Trithereonite fanatics into the ranks of the church.
Locations of Felten
1. The Gatehouse. 

A massive stone gatehouse guards the only overland entrance into Felten. Near the entrance to the city gates, at the splitting of the roads to Garnsford and Minetha, is a shrine to Fharlanghn. Ernut, the High Priest of Fharlanghn, can often be found here. 
2. The Marketplace. 

Goods are brought here by wagon and boat so ‘outsiders’ can trade within the safety of the walls, without entering the islands of Felten. A massive polished marble statue of Lady Tanariell keeps watch over the square. While there are no permanent buildings within the square, it is daily the home of a fantastic assortment of tents and wooden stands selling commodities of every sort imaginable.  

3. Felten Keep. 

This large stone keep protects the bridges connecting the islands to the main land. It is home to the elements of the Aerdy armed forces attached to Felten. One of the towers is home to a flock of sea eagles, captured as chicks from eyries on the sea cliffs of the Jagged Hills. They can be used to defend the town in an emergency.

4. Church of Heironeous and Sword School of Heironeous

This is a major temple and the grounds include not only the Sword School, but also small shrines to lesser deities sympathetic to or associated with Heironeous. 

5. The Lonely Isle. 

The private mansion and gardens of the Baron of Schwente. The only way of reaching or leaving this island is by boat (or magical means). Lady Tanariell holds her court here.
6. The Manse. 

This building marks the center of the graveyard where the residents of Felten are buried. It is rumored that the old Suel woman who acts as the groundskeeper is really a priestess of Wee Jas, but this has not been confirmed. Due to the swampy ground surrounding Felten, the dead of the city are not buried below ground but are buried in aboveground mausoleums or simply burned. The rich have massive, ornately decorated stone buildings while the poor have squat brick buildings that could be mistaken for windowless warehouses. Towards the center of the graveyard are the oldest of the buildings, many of which have settled over time and partially sunken into the soft ground.  In the very center is the Manse, a tall structure that appears to be as old as the settlement of Flan in the area. Two and a half stories project above the ground and, given the fact that at least half a story has sunk beneath the earth, it is not known how much of the building lies below ground. Wooden steps lead up to the current entrance to the Manse, through what was surely once a balcony.  

7. The Grenak’s Feather Inn

The Grenak’s Feather is located just across the canal from the marketplace and city gates of Felten and is known to be a hotspot for hiring mercenaries and adventurers. It is a solid two-story building consisting of stone and local clay, painted with scenes of the Grenak birds in flight, feeding or nesting. The first story is a rather large tavern while the second story has rooms to rent as well as being the home of the owner, Malfeus Anyrdyvania.

8. The Temple of the Velaeri

This temple contains shrines to the five Oeridian gods of sun and rain.  These include: 

Telchur - God Of Winter And The North Wind, “The Breath Of The North” 

Atroa - God Of Spring And The East Wind, “The Bringer Of Spring” or “Herald Of Storms” 

Sotillion - God Of Summer And The South Wind, “Lady Of Summer” or “The Sun Bearer” 

Wenta - God Of Autumn And The West Wind, “The Corn Maiden” or “The Alewife” 

Velnius - God Of Sky And Weather, “Arch Of The Sky” or “Sender Of Rains”. The current overseer of this temple is young Oeridian priest named Stergan (CN Clr6 of Telchur), one of the few clerics of Telchur in Naerie.

9. The Temple of Osprem

This stately building is dedicated to Osprem, the Lady of the Waves, the Suel goddess of the seas. The temple has a minor altar to Xerbo (though it rarely receives worshippers), father of Osprem, as well a small library of coastal and sea charts.

10. The Temple of Procan

Procan, the Stormlord, the Oeridian wrathful god of the seas has a large, solidly built temple. The design is circular, with all rooms and niches facing into a central large pool of seawater (which is regularly filled with create water spells). Until recently, this particular temple was very active in collecting donations for Free State of Onnwal and recruiting volunteers to fight against Scarlet Brotherhood. 

11. The Temple of Phyton

This temple to Phyton, Suel god of beauty and nature, is run by Priestess Chanit.  
12. The Guesthouse of Sage Keep

The Guesthouse of Sage Keep, run by Maros the Learned, is a large building that serves as the town quarters for numerous visiting scholars as well as representatives of Sage Keep, when they choose to stay in the capitol of the Barony. Here one can find not only visiting scholars but also local sages and minor nobility interested in the intellectual pursuits. Evenings, the sitting room is home to an eclectic collection of individuals arguing magic theory, discussing philosophy, and comparing research strategies. The guesthouse is overseen by Maros the Learned.
13. Nature’s Bounty

This shop offers herbs and other natural goods gathered by the druids of Minnoc and is run by Crag Barksniffer (CN male half-orc Adp6). Walking in, one is impressed by the dense and bizarre array of goods on offer.  In addition to more expected items, the shelves are home to oddities such as a piece of dinosaur jaw bone (said to have come from a mysterious island far to the south), a disk of polished bone, a bowl of marble chips, a wolf jawbone with teeth, a trilobite fossil, a copper dragon scale, granite pebbles, a preserved red dragon’s eye in a large glass jar, and several mannequins made of leaves, twigs and roots. Mishktolan (CN male Drd8), the leader of the Druidic Circle is known to visit occasionally.

14. Hafgan Craggenhilt’s Fine Dwarven Goods Emporium

This low, wide, solidly built structure is clearly a dwarven establishment. It has thick, solid walls and a few small windows, with stairs down from street level to the sunken first floor. Hafgan is an immigrant from Iron Hills and has lots of connections to Iron Hills, the dwur enclave of Poelitz and even to the city of Irongate.

15. Elvish Woodcrafts

This little shop is run by Fel’thas Naitharn, an elf carpenter who has lived in Idee for at least 50 years. He is well know for various wooden furniture and statues he makes, as well as his skill in bowcrafting.

16. Barghest Brewery

Barghest Brewery is run by Marigold Popwicket, a jovial halfling female. As name implies, Marigolds brew has a strong, spicy taste (it will make you howl!). However, it is not very popular in Felten. Interestingly enough, people of Sage Keep consume it by the bucketload and they form Marigolds strongest customer base, though he does import a bit to other towns as well.

17. The Crimson Albatross Tavern

The Crimson Albatross is built in a partially renovated warehouse. The large, open space is subdivided into smaller spaces by old sails nailed to the overhead beams, which helps to conceal the full size of the place. The clientele is a scarred and-well muscled cross section of dockworkers, drovers, sailors, and people of questionable occupation. The owner of the Crimson Albatross brews his own beer, named ‘Grenak Stout’, in completion with Barghest Brewery. Current owner of the tavern is a Suel man named Marchesi.

18. The Old Distillery.  

This decrepit old building in the Wharf District was once a thriving distillery, but it has been shut down for many years. It was bought a decade ago by a wheat merchant and used as a warehouse for a few years, but it was eventually shut down again. Recently, it was bought as space for brewing of Grenak Stout for the Crimson Albatross Tavern.  

19. The Felten Guildhouse of the Aerdy Merchant’s Guild

This foreboding, three-story building sports banners from dozens of different merchants and is gilded and ornamented in clear advertisement of the success and profitability of the Guild members. The Felten Guildhouse is run by a dapper grey-haired man named Borrent Volz. 

20. The Gnomish Tinker’s Association

The large squat building (with six chimneys) is home of the Gnomish Tinker’s Association, easily evident by the smoke-blackened sign hanging sideways across the front of the building. It is run by Miss Noddsalot Flintwiss Heyawotsthat Pokezap Smokeypipe Geargrabber Brightemerald Dimbbell Badgerfriend Mayormooner Glimwick Hodgepest (female gnome), but most locals call her “Noddy” for short.  As expected, this place is full of functioning and not so functioning items that gnomes churn out, occasionally with people of Sage Keep. Noddy is yet to make any massive innovations or breakthroughs with his tinkering but she did manage to construct a special set of wagons that would be able to travel in nearly all kind of terrain. She does not know what her wealthy patron did with them but apparently they were taken for a ‘test drive’ to Shimmering Stream. Noddy is still waiting for full report on their functionality but is quite convinced that she can perfect the design in short time.
21. The Trade-House of Onnwal’s Merchant Sailors’ Guild

This two-story dockside building is solidly made of heavy, polished wood. Inside are several desks and shelves displaying a tasteful array of the treasures of the sea, with polished, rainbow-hued abalone shells, coral, shark’s teeth, and dried ocean sponges all sharing space. Wall decorations of harpoons and ship’s wheels give a rustic feel to the space, but the Guildmaster, Abelard Stormborne, is clearly a wealthy man, with alternating white and black pearls stitched as trim on his tunic. The name is actually a leftover from time when Idee was independent and cooperated with Onnwal. Abelard is keeping the name out of good luck and ‘for the future’. He might have been right as the Onnwalon are again visiting Naerie now that Scarlet Brotherhood was driven out.

22. The Half-Open Eye

This shop is run by a Flan sage Wilhelm the Erudite. He is a friendly, slightly befuddled man who does his best to sell books, scroll, quills and other such items to local people. Some rumors indicate that questionable individuals, mainly Idee Volunteers use this place as meeting place or storage space for their items. Apparently Wilhelm is fine with this or simply paid enough to keep quiet.  

23. Podden’s Miscellany Thrift Shop

Granny Podden (along with his half-a-dozen cats) runs this shop that sells unremarkable knick-knacks. Dusty bottles of cheap perfume, inks, cheap works of arts and such, Very few people go to Podden but she never seems to have any trouble supporting herself, which some people find odd. 

24. Eastern Marshes

There is nothing remarkable with these marshes, except that it is home ground for one large frog species that is considered a delicacy in Felten. However, recently many people have seen boats leaving and coming from this area in the middle of a night, most of them have been heading to Haven. It is yet unknown what this might mean.

25. Western Marshes
These marshes are one of the places where grenak birds like to nest. In other times, it is also a popular place for hunters and other people to hunt birds or collect their eggs.

26. The Felten Guard Barracks

The Felten Guard barracks entirely occupies its own small island, connected by two bridges to other islands. The barracks themselves are built into the walls ringing what appears to be a fortified prison. The barracks are tidy and utilitarian, much like their master, Commander Ottolon (LN male War12), leader of the Felten Guard.
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