
 

ADENFORT 
Population: 25,000, Humans 50%, 

Dwarves 30%, other 20% 
Government: oligarchy 
Religions: AdenVer, Dwarven Pan-

theon, Ishtar 
Imports: wines and spirits, luxury 

goods, slaves, wood, coal 
Exports: ores, refined metals, weap-

ons, armor, jewelry, precious stones 
 
The settlement of Adenfort located at 

the joining of the Northern and Southern 
Arden is the main human industrial center 
in the north. It is said that its forges never 
cool and even at night they bath the craft 
buildings into an eerie 
glow. Supplied by the 
mines in the eastern 
hills with coal, ores 
and gems of different 
types, it has attracted a 
fair share of dwarven 
craftsmen, who offer 
their skills for lucrative 
rewards in money and 
raw materials. 

 
 

LIFE AND 
SOCIETY 

 
The town is ruled by an assembly of 

craft masters, from the different industries 
of the town, several of whom are dwarves. 
Though each one only holds one vote, cer-
tain crafts hold more prestige. 

There is an imperial commander for 
the town, who commands the imperial gar-
rison and who can veto decisions that con-
cern the safety of the town, but this hap-
pens very rarely. 

The guild council meets once a 
month to discuss and decide problems, but 
can be assembled at any time during a cri-
sis. 

Adenfort is very strictly overseen by 
the Guild council. Any citizen is either 
classed as a crafter, a soldier or a sup-
porter. Everybody who wishes to live in 

Adenfort has to apply for one of the three 
classes. A crafter applicant has to prove his 
skills, and will be classed accordingly as 
an apprentice, a journeyman or a master. 
An apprentice may present an item he has 
made to the testers. A journeyman or mas-
ter is required to create a piece under the 
supervision of a local master, to make sure 
he possesses the skills he claims. 

Applicants for a soldiering position 
have to apply at the imperial garrison, and 
will be tested there, if a position is open. 
Being hired by the military does not guar-
antee that the applicant will stay in Aden-
fort, as the military also has to protect sev-
eral mines and also patrols the trade routes. 

Supporter is the friendly term for a 
person who possesses 
no skills in a craft and 
is a position with the 
lowest prestige a 
citizen can hold in 
Adenfort. Still an 
acknowledged citizen 
stands above any 
foreigner inside the 
walls. 

There are medals 
for each class, with the 
town crest on the front 
side and the name of 
the holder struck on 
the back. 

While crafters flock to the town to 
expand and perfect their skills, people join 
the other two classes, because the Guild 
council is known as one of the most fair 
and generous employers in the whole em-
pire. 

Even a slave can become a free per-
son, provided he is able to spend a whole 
year in good standing as a member of one 
of the classes. This rule is only valid inside 
the walls of the town, and no fled slave can 
be claimed by an outside owner as long as 
he or she stays within the town walls. This 
rule does not apply to a slave registered 
with town authorities at entry into the 
town. As slaves are also prohibited to fol-
low a craft they are mostly used for heavy 



 

labor and pleasure in the red light district 
of the town 

 
 

MAJOR GEOGRAPHICAL 
FEATURES 

 
The Cliff: The Cliff is actually a gi-

gantic limestone monolith, with a drop on 
its western end where the two Arden rivers 
meet. Towering well over 300 ft. high it 
houses the very first mine which lead to 
the founding of the town. A large part of 
the town’s dwarven population lives inside 
the giant rock, which is crisscrossed by 
hallways and rooms dug out by generations 
of dwarfs who mined for ore and jewels. 

On top of it the imperial garrison has 
a commanding view over the surrounding 
area, and its siege engines are able to en-
gage enemies at an increased distance due 
to the elevation advantage. 

The face of the cliff is perforated by 
hundreds of windows, arrow slits and even 
balconies. At its base the large double 
gates of the mine, protected by another set 
of walls form a last defensive ring for the 
dwarven section of Adenfort. 

A barely 10 ft. wide path has been 
chiseled out of the cliffs face and leads 
upwards to a Lift Fort, which forms the 
connection to the imperial garrison on top 
of the Cliff. 

 
 

IMPORTANT SITES 
 

Low town: The busy settlement 
sprawling between the Cliff and the river 
banks is called Low Town. Here the non 
dwarven population of Adenfort live and 
work. Most buildings are at least two sto-
ries high, due to the limited place avail-
able. Buildings in Adenfort are constructed 
out of either stones or bricks. The entire 
town has been planned ahead and streets 
are straight and there are regulations con-
trolling their width and other construction 
facts. No buildings are allowed to touch 
the outer curtain wall and public wells are 
guarded by the city watch. 

 
High Town: High Town or Dwarf 

Town as it is also called is located inside 
the Cliff. The very first dwarven settlement 
was founded at the base of the Cliff, a 
number of lumber buildings surrounded by 
a wooden palisade, which were later re-
placed by stone buildings and a curtain 
wall. At the same time the first mine ex-
panded into the depth of the rock and tun-
nels, hallways and rooms were chiseled 
into the stone. 

Over the centuries these former stor-
age rooms were transformed into a settle-
ment. Pushing upwards the dwarves pene-
trated the surface of the Cliff for windows 
and balconies. Today High Town houses 
several fungus farms in its depth as well as 
a renowned brewery and possibly the em-
pires best defended vault and a temple for 
the dwarvish pantheon. 

While not refusing entry for non 
dwarves it should be noted that High Town 
is build to dwarven specifications. Many 
rooms and even hallways barely reach 5 ft. 
in height, and make a stay for taller races 
definitely uncomfortable. Also many sur-
face species dislike the spare lighting and 
the oppressive feel of the rock around 
them. Of course this does not bother the 
dwarves at all. 

 
 

REGIONAL HISTORY 
 
According to the historical notes of 

the first dwarves scouts from Clan Steel-
forge discovered the gigantic monolith 
between the northern and southern arm of 
the Arden River. Reporting back to their 
clan’s hall an expedition of young dwarves 
was sent out to check the potential for min-
ing. Their leader Aden Avalancherider 
founded the settlement at the base of the 
rock. 

During the first couple decades the 
settlement was a purely dwarven settle-
ment, but over time human settlers and 
refugees flocked to this safe haven in the 
otherwise savage and dangerous area. The 
dwarves keenly aware of the added possi-



 

bilities human peasants and crafters offered 
them made sure to retain a public and 
powerful position in the developing com-
munity. 

At the end of its first century of exis-
tence the wooden palisade was replaced by 
a stone wall with towers and parapets. Two 
wooden bridges connected the peninsula 
with the northern and southern shores and 
there were plans to found fortified settle-
ments on the southern side to support the 
village with more food. 

Adenfort’s expansion was carefully 
planned and monitored by its major and the 
council. The surrounding area, especially 
on the south bank was pacified and settled. 
Despite several expeditions the Goblin 
Marsh was never brought under Adenfort’s 
control and after a serious setback that plan 
was completely abandoned. 

 
When the human called Stormbringer 

appeared before the gates Adenfort, ac-
companied by his then ragtag army of ad-
venturers and mercenaries, the gates of 
Adenfort opened for him without delay. 
Accompanied by several of his officers he 
entered High Town while his troops en-
joyed some rest outside the walls, supplied 
by with dwarven bread and beer. 

Only after a full week had passed he 
and his comrades emerged. The major of 
Adenfort Kragni Steelforge declared that 
Adenfort would join a soon-to-be new 
realm as a full ally. When the army re-
sumed their campaign they were bolstered 
by units of dwarven axe fighters, crossbow 
men and siege engineers from Adenfort. 

Now that Ilfirinor has risen again, the 
town of Adenfort has claimed its place as 
the forge of the empire. Equipping its sol-
diers and lands with the finest products 
dwarfs and humans can make. 
 


