Minetha (Small Town): Conventional (Lord Euric. Millers’ Guild also holds power in the city); AL N; 800gp limit; Assets 613,20 gp; Population 1533; Mixed (humans O/S (951), dwarves (215), gnomes (149), half-orcs (73), orcs (65), halflings (52), elves (28).


Authority figures: Baron Euric of House Arxx (N male Ari8).

Important characters: Kerish the Bard (NG female human Brd9); Chanee (female human Clr6), High Priestess of Lydia in Naerie; Gauterit (LN male human Ftr5), servant of Lord Euric; Ramo Wadell (N male human Exp8), leader of the Millers’ Guild; Ildat (LN male human Clr7 of Zilchus) representative of the Royal Guild of Merchants of Aerdy in Minetha; Din’rayo (CG male elf Brd7), operative of Kerish the Bard; Konarin (N male human Ari6), son of Euric; Rakyar (LN male human War11); leader of the Minethan Guard; Sazell (CG female Clr10), High Priestess of Phyton in Naerie.
Temples: Lydia, Phyton, the Velaeri.

	A Brief History of Minetha

- 355 CY: Settlers from kingdom of Zelrad found Minetha. 

-76 CY: Azharadian the Great leads the Aerdy troops to Minetha and conquers it during last Zelrad Wars.

584 CY: House Devnor surrenders control of Minetha to Scarlet Brotherhood

588 CY: After being invited to a feast in Devnor mansion, the Zilchan cleric Yarleven summons Ahlissan troops, who capture and execute most members of House Devnor.

597 CY: Current year


Overview

Minetha of the Mills is the capital of Menst, the central province of Naerie. The large town stands at a great crossroads where the agricultural goods of the Principality pass south to the port at Naerie City. Some even call it the breadbasket of the Principality (though other parts of the Principality produce huge quantities of agricultural goods as well).


Not surprisingly, the Millers' Guild is very powerful in Minetha. Their leadership is known to be hidebound and repressive. However, this might change. Recent disputes between the Millers’ Guild and the farmers led to a few clashes. However, the old guild leader, Sonuna, disappeared mysteriously and one of his underlings, Ramo Wadell took over. The Royal Guild of Merchants is quite happy with these new developments. Their representative in town is a young cleric named Ildat. In addition, sheep herding for meat and wool is large business in Minetha.


Minetha is a very beautiful town, with many parks and old mansions. A river, Minfel, runs from the Iron Hills through it and towards Lake Felten. A popular pastime among the citizens is to travel upstream and swim in the river.

Rulership and Law

House Arxx rules Minetha and barony of Menst. Their current leader is Baron Euric. He is an old man (born 520 CY) with gray hair, and he thinks politics is life and vice versa. He was the first of all noble houses to swear loyalty to House Haxx, in return for the Barony of Menst. Euric's wife died in 590CY and since Euric knows he will die sooner rather than later, he has assigned more and more duties to his son Konarin, who will inherit him.


Originally, House Arxx was a minor noble house in Idee, under vassalage of House Devnor. When House Devnor was driven out, Arxx jumped to chance as Prince Barzhaan was still contemplating who to place in control of the Devnor lands.


Like other noble houses of Idee, Arxx lost many of their members to Scarlet Brotherhood assassins. As such there are not many house members left in Naerie. House Arxx is currently very close to House Oedil through marriage of Aeslith Euric and Berik Oedil.


The local law enforcement is handled by the Minethan Guard, made up by House Arxx household troops who maintain order in the town. They are efficient soldiers with good equipment, usually moving in groups of four to seven led by an officer. Minethan guard prefers green and gray tabards. They wear scale mail, carry heavy shields and prefer flails as their weapon. For ranged combat they favor crossbows.

House Devnor 

The original rulers of Menst, the Devnors were actually quite popular among the population of Idee. During the war, there was no fighting in Minetha as Devnors apparently surrendered their town to protect the inhabitants (and indeed, Scarlet Brotherhood was quite lenient because of the large Suel population). However, the Devnors had secretly declared for the Scarlet Brotherhood. This fact was not know until Yarleven, high priest of Zilchus was invited to a feast in their mansion with two Nasranite Watch officers. Full details of the events are not available, but afterwards House Haxx troops marched to Menst and apprehended all members of House Devnor they could get their hands on and then executed them on the spot. At least six members of the House managed to escape, though, and are thought to be hiding in the Stark Hills and the Hollow Highlands, or even in Sunndi or Onnwal.


Certain people in Sage Keep have theorized that some members of House Devnor were controlled by ‘overseer’ parasites of the Scarlet Brotherhood, while others could have done it voluntarily. Only the surviving members of House Devnor, Prince Barzhaan and the three people who uncovered the treachery know the whole truth.

Kerish the Bard

Minetha is home to Kerish the Bard and her small group of apprentices. Kerish is a stunningly beautiful Oeridian woman with long black hair. They reside in a gardened manor in Minetha’s wealthy quarter. Kerish's singing and harp strumming are famed throughout the southern Ahlissa, and attendance at her yearly feasts is a must for the elite. Of course, many deals and political alliances are made during the festival, but such is life in Naerie.


The personal history of Kerish is a mystery. She appeared in Naerie during the occupation and actively took part in the resistance movement. Many stories testify for her significant martial and spellcasting capabilities, far beyond what a simple bard should be capable of.


She also declared support for Staceus of Felten when Idee Volunteers were formed, but has since publicly foresworn all political activity to be allowed to continue her teaching. However, rumors indicate she maintains support for the Idee Volunteers through her connections in Minetha. Channee, High Priestess of Lydia, is one of these.
Religion

Minetha only has three temples, those of Lydia, Phyton and the Velaeri. All of their temples are quite grandiose and well maintained and indeed, the temples of Lydia and Phyton are the main centers of their faiths in the principality. Lydia is very popular and all members of the bard school are required to take part in services while in Minetha.

Locations

1. Arxx Mansion: The Arxx live in the same house that House Devnor used. While the top parts of it are relatively new, stories say that larger catacombs built by the Zelreds extend below the mansion and conceal many hidden things. Local law forbids building of other houses within 200 feet of the mansion’s walls, which seems to support this theory.

2. Millers’ Guild: The Millers’ Guild has a large house for their leaders and many locals of note frequently dine as quests for current head of guild, Ramo Wadell. 

3. Bardic School of Kerish: The bardic school of Kerish is famed throughout the Principality. Originally, this building was constructed by the Suel bard Kerlin Sehn in 448 CY, and from that time it has always been a place where skilled performers have been welcome. For more information about Kerish, see above. 

4. Residence of Pepin: This large manor was once the residence of the House Devnor court wizard Velasia Pepin. He disappeared  shortly before House Devnor’ members were executed, and his current fate is unknown. House Arxx has posted a contingent of guards here and it is not know what they do here currently.

5. Temple of Lydia: High Priestess Chanee can be found in this temple most of the time. She is a Suel woman nearing her 50s who was captured along with other priesthood during the war. Most of the other priests were killed but Chanee managed to escape when a resistance cell led by Kerish freed her. Nowadays she is a close ally of Kerish and her bardic school.

6. Temple of the Velaeri: This church is called temple of seasons and a group of four junior clerics of the Velaeri (Telchur is not present) are always present, eager to help the locals. Local representative of the Royal Guild of Merchants named Ildat can often be found here and it is whispered he is on very friendly terms with this temple, unlike with other two, which frequently refuse to even grant him entry.  

7. Temple of Phyton: This large park is actually one large temple of Phyton. It has a small shrine in the middle where high priestess Sazell oversees the ceremonies. Interestingly enough, few aggressive plant creatures live in a small walled area by the wall. Sazell keeps them as guardians as her powers enable her some limited command over them.  

8. Headquarters of the Minethan Guard: This building houses the headquarters of Minethan guard. Their numbers are not very large and they are spread around the town and gates, so there is usually only a token force to be found here.

9. River Minfel: Minfel flows down from Iron Hills and is relatively shallow at this point. Numerous watermills have been build on the edges of the river. Almost all of them are owned by miller's guild. About once a year, some pottery fragments of unknown origin float down the river, and a few have been retrieved by locals. It is suspected that these pieces come from somewhere under the Iron Hills where the river originates but as of yet, there has not been a serious attempt to locate their origins.
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