THE WORLD'S LARGEST CITY:

BASIC FACTS AND CONTEXT

"What is the city but the people?"

- Shakespeare,

Coriolanus

OVERVIEW
The City occupies a section of land measuring about 4.5 miles west-east and 3.5 miles north-south. Ocean shoreline marks its southern border, and the centerpiece of its border southwestern-most district is the port, which is built on the best natural harbor for hundreds of miles in any direction. The coastal land to the southeast turns to marsh. The elves found the enormous willows and mangrove trees in this otherwise unprofitable patch of land congenial, and so they claimed it as their own. To the northwest, stark, rocky bluffs set what would seem like another natural border - except for the ingenuity of the dwarves, who burrowed into them and, in their own way, turned them into habitable land.
The City walls extend across the northeastern quadrant of the City, then due south along the eastern edge of the Artisans District. This leaves the Entertainment District, the Bazaar District and the Lamplighters District outside of the walls, and indeed, all of these districts either did not exist or were mere suburbs when the walls were first built. The main thoroughfare leading into and out of the City cuts a diagonal northeast – southwest swath through the Bazaar District, the Main Gates (location D1) of the City Walls and the Travelers District, passes to the north of the Spire, and ends at the steps of the Council Palace. All of the main roads leading from other regions of the continent feed into the main thoroughfare at various points, joining into a single great stream, so that it may in truth be said that all roads ultimately lead to the City.
With a steady stream of residents and potential residents coming and going all the time, it is difficult to fix the City's population with much precision (although that doesn't stop the government and interested private parties from trying; see location I24). However, best estimates currently put the resident population at about 250,000, give or take a few. Of these long-term or permanent residents, about 15% are dwarves and 15% are elves, most of whom live in the in the enclaves set aside for their races. The collection of evil demi-human races known as the humanoids account for 10-15%; only a rough estimate exists because no one has dared (or even considered it terribly worthwhile) to make a an accurate accounting of their overall population, not even the humanoids themselves.
Miscellaneous non-human races, including halflings and gnomes, make up a further 15% of the population. The remainder of the City’s residents are human, or of mixed ancestry (half-elf, half-orc, etc.).

HISTORY
The City owes its existence to a feature of terrain with no practical use at all. The Spire, as it is universally known, is a spike of rock that rises 300 feet straight up into the air out of otherwise flat surrounding ground. The Spire has existed since time immemorial, so its origins lie well beyond the realm of history. It is, however, an awe-inspiring and thoroughly unnatural-looking piece of geology. It is easy to understand how those who look upon it can believe that it is not a natural feature of the landscape, but the willed creation of a god.
The Spire's supernatural appearance has placed it at the center of most of the region's religious beliefs and practices for as long as these lands have been inhabited. Long before the City's founding, the great human, elven and dwarven kingdoms that dominated the region all claimed the Spire as the most important sacred sire of their respective religions. The fact that it stood at an important crossroads and within hailing distance of an excellent natural harbor was important, too, but its status as sacred ground even more so. The three kingdoms came together and fought 3 terrible battles in the shadow of the Spire to settle once and for all which one of them would have it for their own.
But the battle settled no such thing. All three factions stubbornly clung to the field even after they were too exhausted to fight anymore. Equally unwilling to cede ground, they had no choice but to make peace and share the site. They agreed to build a City around the Spire, and to share responsibility for governing it.

Under the treaty that came to function as the City's charter, the elves were granted dominion over the coastal wetlands to the southeast, while the dwarves gained control over the bluffs to the northwest. The former became the Elven District (map section P) and the latter became the Dwarven District (map section A), both official administrative districts of the City, but within their boundaries, it was officially acknowledged that the elders of each race could govern as they saw fit, without interference from the City Council. In return, the elves and the dwarves both agreed that the remainder of the City would exist as a multiracial metropolis in which, because of their superior numbers, the humans would probably always dominate politics and the economy. Having districts of their own allowed both the elves and the dwarves to retain their self-respect as equal claimants to the Spire, even though they would always be distinct minorities swamped by the more numerous humans. No matter how much the humans dominated the rest of the City, they would always have their own areas where their word was law.
Blessed by the Spire - and the site's geographical advantage - the City quickly grew into a vital trading center, a great and wealthy City where merchants, tourists, fortune-seekers and pilgrims alike from all over the known world came for business, amusement, adventure or devotion.
But great cities have a way of drawing unwelcome attention, as well. A horde of evil humanoid and goblinoid tribes, drawn by the role that the Spire played in their own primitive religions, descended upon the City with the aim of taking that sacred landmark for themselves. This humanoid army swept through the suburbs outside the walls, but they could not break through the Main Gate by force. A terrible siege ensued. The City’s defenders resisted, led by the elite Palace Guard unit of the City Chard and the Guardians of The Spire. At last, a desperate sortie from the Main Gate broke through the besiegers and pinned them against the bluffs to the northwest. Here, however, the humanoids held fast, and the City garrison was too exhausted to press the attack any further.

In the uneasy lull that followed, the humanoid horde sent an embassy demanding that they should be granted a quarter of the City as their own, because they, too, were Children of the Spire. The City Council refused, of course. Why should they willingly rub shoulders with orcs and gnolls? The presence of these ... creatures ... would be bad for business. But the humanoids refused to move. Against anyone else’s expectations, they found and cited a line in the City charter that decreed that all who lived for a sufficient period of time in the shadow of the Spire would become citizens.
The Council were not pleased at this, but there was little they could do. The siege had lasted long enough so that, technically speaking, the humanoids had lived in sight of the Spire long enough to qualify. The humanoids had turned the City fathers’ own law against their descendants, and even if the Council chose to argue the point that the law should not apply to invading hordes, they did not have enough armed might left to crush the humanoids for good. The humanoids continued to hold the ruined suburb. The City hastily flung up a wall along the front line (the section that is now attached to the Colosseum), and a group of arcane spellcasters joined their powers to cast a monumental wall of force along the northern edge of what now became the Humanoid District (see map section R).
Since then, the humanoids and the original three races have learned to coexist, but never happily. Humanoids gained representation on the Council, but only through a non-humanoid proxy, and they are not allowed out of the Humanoid District for any other reason without official permission of the City government. Eventually, the Council decided to make the best of the situation, and they contracted with the humanoids to devote part of their district to housing convicted criminals. It is an uneasy arrangement, but one that has remained more or less stable to the present day.
A NOTE ON TERMINOLOGY

THE “HUMANOIDS”
The terminology in The World’s Largest agrees with that in the Dungeons and Dragons core books except in one instance. The Monster Manual defines “humanoids” as any demi-human intelligent race, including elves, dwarves, halflings and gnomes, as well as evil races such as orcs and goblins. Here, however, we use “humanoids” exclusively as a shorthand description of the loose alliance of orcs, goblins, kobolds and other evil demi-human races that attacked the City and who now inhabit the Humanoid District. There should be no confusion between the sense in which we use the term, and the meaning that it has in the Monster Manual.

GOVERNMENT

As is appropriate for a City founded in compromise, negotiation and all-around exhaustion, the City is governed by committee. Sixteen delegates, one from each district, form the City Council, which meets in the Council Palace (see location I1) and debates and decides all important matters facing the City. The agreement of a majority of ten delegates is required in order to enact a law or a temporary mandate, and much wheeling and dealing surrounds most votes. Each delegate is chosen by acclamation of his district and serves for life, or until retirement ... or until deposed by popular uprising. That last bit is not written into the City charter, but it is from time to time a reality of politics in the City.
It is also an improvised reality of politics in the City that the Council is occasionally composed of more than sixteen members. In practice, the Council may appoint additional delegates for any reason, or to represent any constituency not defined by geography. Exceptionally wealthy individuals have been known to essentially, buy their way onto the Council. At such times, a 2/3 vote is needed to pass a measure.
The Council members are a varied lot. The present delegate from the Lamplighters District is a vampire named Sir Milton Dennis (see location H2). and by all appearances, he will be on the Council for quite a long time to come. But some delegates are selected according to local tradition. The Guards District is almost always represented by the Lord Protector of the City Guard. The Dwarven District is always represented by the senior clan leader, and the Elven District sends their Chief Elder. The Humanoid District is always represented by a human, who may be a renegade who actually lives among the humanoids (such as the current representative, Oswald Antarax, location B3), or who may be someone who feels sorry for them and the way the rest of the City treats them.

High officials appointed by the Council oversee various functions of City government, but some departments are better funded and wield more authority than others. The City Treasurer (see location I3) is the most important and powerful such official, with the Harbormaster (see location M1) not terribly far behind. The City Guard holds an especially powerful position in that it has considerable popular respect, and almost always has direct representation on the Council. But most other departments are quite weak, as they do not have the manpower or political clout to get things done. Many of these weaker departments exist in name only, and in order to accomplish anything substantial in their bailiwick, the Council has to persuade a noble or other such wealthy citizen to fund and manage the project.

For instance, the City government does very little in the area of maintaining public health Whenever there is substantial work to be done in fighting disease, the temples do it. Whenever the government decides to erect a monument, the task is farmed out to a noble or wealthy the privileges of patronage. Likewise with projects for snaint3inirtg or repairing public structures like the City walls or the sewers.
For more detailed discussions of the structure, functions and character of the City’s politics and government, see the location entries for the Government District (map section I) (You will not receive this information unless you need it, and/or if the party becomes enmeshed in the local politics.)

Here is a brief list of the most important City departments:

· City Guard. The City Guard combines the functions of an army and a police force into a single organization, albeit a large and multi-faceted one. The Guard has long been the most respected public institution in the City. For a detailed discussion of the structure and missions of the City Guard, see the entries in the Guards District, as well as the location entry for the Palace Guard (location I2).
· Treasury. Here, as in all great cities, money is a highly reliable source of power, and the Council takes great pains to make sure that its revenues are kept in good hands. To learn more about the City Treasury and its operations, see location entry I3.
· Harbormaster. The City’s port is an economic lifeline, connecting it with lands across the seas. Unless it operates efficiently, many legitimate merchants (and smugglers, for that matter) would find it impossible to keep themselves open for business. For more about the Harbormaster and the port, see the location entries for the Docks District (map section M).

· Navy. The Navy’s chief duty is to ensure the security of ocean-going trade. Like the City Guard, it is also a military force charged with defending the City from seaborne attack by foreign foes. It has been generations since any such threat has reared its head, but one could argue that the larger pirate bands - the ones powerful enough to take over an island and use it as a base of operations - are more or less the equivalent of hostile sovereign powers. Certainly, to a City that relies so heavily on commerce with lands across the seas, any serious threat to foreign trade is almost as great crisis as physical invasion. For a more detailed discussion of the Navy and its structure and missions, see the entries in the Naval District map section O).

· Criminal Courts. Ultimate authority in the City rests with the City Council, but it obviously has too much on its plate without having to decide the fate of every petty thief and vandal in this vast City, or having to adjudicate every claim over a broken contract. The Criminal Courts handle all matters of crime and punishment on their behalf, and rule on civil disputes as well. Nobles appointed by the Council sit in judgment and hear cases, and rule on guilt or innocence, and the extent of punishment (most criminals convicted of serious crimes are simply thrown into the Humanoid District and forgotten). Extensive knowledge of the City’s laws is not necessarily required of one appointed to serve as a judge (although it does help); noble rank is a necessity, however. For more about the Criminal operation, see location entry F16.

· Criers. Actually, this is not a City department, but it is a function (if loosely controlled) of City government that bears mentioning. The Council contracts with the Criers Guild (see location I15) to declare proclamations, whenever news needs to be spread quickly throughout the City. 

In addition, it should be noted that the City reserves for itself the right to reward individuals who have rendered the City great service (whether for a single extraordinary deed or an entire career) by ennobling them. An ennobled individual wins the privilege of being addressed as “sir,” or “lady,” as well more material rewards - a grant of cash, trade goods or items; an annuity paid in cash or trade goods; real estate; or some combination thereof. At the very least, the new noble party gains the right to buy real estate in the Nobles District (map section E) and live there. The noble’s spouse also gains the title of “Sir” or “Lady” (as appropriate). If the Council declares that the title is hereditary, the noble’s first-born child becomes heir to the title and all privileges that come with it.

In practice, however, the City’s aristocracy can gain for themselves considerable leeway in how they apply the rules of noble privilege and inheritance to their own situations. Noble families that intermarry may also combine their family names, as was the case with the Rotburn-Severs clan (see location E15). All such fine points of heraldry are handled by the tribunes at the Hall of Heraldry (see location E17).

SOCIAL DYNAMICS
The City’s social dynamics flow along two different paths, one racial and the other based on wealth and social class. The two frequently intersect, of course, but this distinction nonetheless provides a sound basis for understanding how the City‘s citizens interact with each other and see their place in the larger scheme of things.

The three races who founded the City get dong well enough with each other. This is not a matter of loving one’s neighbor so much as it is having lived in close proximity for so long that one barely thinks anything of it anymore. The humans, dwarves and elves don’t exactly hold hands and sing campfire songs with each Other, but they do respect each other’s turf and their right to worship at the Spire. Dwarves and elves may go about the entire City as they please without any fear of hostility from humans. Humans are not permitted in the Dwarven and Elven Districts without official permission, but when they enter those parts of town, they do so without feeling any overt hostility toward them. The dwarves rarely enforce any real objections, and the wealthier humans generally have the run of the place, Elves hold to their prerogative more closely, but accept the coin of non-elven tourists who make a holiday out of taking in their exotic way of life.

Other good and neutral-aligned demi-human races, such as halflings and gnomes, also inhabit the City, but in smaller numbers. Even so, they generally have little trouble blending into the City's social fabric and carving their own niches. In this vast, varied and cosmopolitan place, almost no one gives their presence a second thought. Their numbers are not large enough to threaten anyone else's position in the larger scheme, and they sometimes fill important roles in both the private and public sectors.

But the same cannot be said of the humanoids. All of the three major races hold them in contempt, and some even regard them with abject loathing. They are newcomers, they are uncouth, their claim to be Children of the Spire beggars belief and, well, they're orcs and gnolls and goblins ... and suchlike ... Any one of those things would be bad enough, but taken all together, well .... The other races believe the humanoids fit for only the most menial and least desirable jobs, such as taking care of common criminals. The humanoids know well how the other races feel about them, but they've staked their claim to the Spire and they're not backing down from it. As long as the various race-based tribes that compose their horde stick together, their god will someday return and affirm their claim to be true Children of the Spire.
It should be noted, however, that the humanoids' notion of ‘sticking together’ strikes the other races as quite odd. Once the settlement that granted humanoids part of the City as their own went into effect, the cohesion that had allowed them to come so close to conquering the City altogether collapsed. Suddenly left to their own devices, the various tribes and war bands turned on each other and began to squabble over the territory allotted to them. Intramural warfare has been a constant of life in the Humanoid District since then, and the various tribal groups hate each other as much as they loathe the humans, elves and dwarves.
In terms of distinctions based on social status and wealth, the social structure of the City bears marks of both a feudal aristocracy and a plutocracy. Even though there is no monarch to serve, many families down through the ages have been rewarded for service to City with property, generous pensions and hereditary tides. Many ennobled families have become so through military service, but Council membership and some other high offices also qualify me for nobility. And, as in any place where there are plenty of opportunities to become rich, one may also buy the trappings of gentility if one has enough coin in hand. Wealth can translate into fame, and fame into high political office, so in an indirect sense it is possible to start with nothing and eventually get rich enough to buy one's way into the aristocracy.
Skilled artisans, professionals, (such as scholars, apothecaries, and lawyers), tradesmen and merchants who haven’t yet struck it rich form something of a middle class. These folk support themselves in modest, but cozy style and have earned a measure of dignity, but they still bow to and curry favor from those wealthier and more noble than they. Common laborers, petty criminals and the indigent form the base of the social pyramid. Soldiers fall somewhere in between the middle and the bottom; for although the City Guard rank-and-file are paid but modestly well (one could generally earn a more lucrative living as a mercenary), the institution has such deep and broad respect among the citizenry that service in it automatically confers respectably.

ECONOMY

Trade forms the basis of the City's economy. Its size makes it a substantial importer of food and raw materials such as metal ingots, lumber, wool, cotton and silk. The sheer number of jewelers makes it an excellent place to sell gemstones. The sheer amount of wealth bulging at the coffers of its highest and mightiest residents makes it an excellent market for exotic luxury items from abroad. In return, its traders and craftsmen export finished goods to all comers of the known world.
Because of its excellent harbor, the City is also a natural focal point for ocean-going trade. Anyone who wants to reach faraway lands across the seas (as well as anyone from faraway lands who wants to come to this region of the world) must pass through the City. Unusual and intriguing goods of all sons- some of them magical in nature- flow into the City from abroad. The City makes a natural home for anyone who wants to make a fortune through trading with distant lands, as well as those who dream of adventure on and across the high seas.
Tourism, both religious and secular, forms a significant part of the City's economy.  Attractions such as the Colosseum games, the Lamplighter’s District, and even the procession of the Guardians of the Spire draw visitors from outlying regions. Given the universal veneration of the Spire, it would be entirely surprising if the City did not see constant traffic in pilgrims who want to see it for themselves, if only once in their lives.
As to those who actually do the City’s work, trade and professional guilds represent groups of craftsmen, tradesmen, and skilled laborers. Each guild stands for every citizen who follows that line of work, the idea being that if every mason, potter, etc. stands together under their own guild banner, they will have strength in numbers that they would not have acting on their own. Every tradesman pays annual dues to his guild, and in return receives guarantee of a modest pension upon retirement, or in case disability prevents him from working. Guilds also represent their members’ political interests, petitioning the Council, noble families or temples for help as needed.

Here is a list of the City's guilds:

· Apothecaries. In a City where there are plenty of clerics who wi1l heal and cure for a suitable offering, advanced medial science is simply not necessary. But a small number of apothecaries carve out a living by supplying herbal remedies to those who cannot afford divine healing, or have ailments too trivial to trouble a priest withal. This guild tries to insure the quality of herbs and other raw ingredients that their members import. They also keep an eye on the temples (especially those smaller and less reputable cults) to make sure that the priests are not selling their services too cheaply, thereby making the apothecary's trade irrelevant.

· Bakers. This guild includes all who prepare breads and pastries. In order to ensure the quality and steady supply of flour to its members, the Bakers Guild has invested heavily in mills in outlying districts. It has also backed expeditions to faraway lands to investigate new varieties of grain and identify backup sources of supply, in case of local drought and famine.

· Blacksmiths (location F33). The Blacksmiths Guild includes armorers and weaponsmiths as well as smiths who fashion more mundane items, which makes gives this guild a lot of political heft. Shoeing horses and forging tools doesn't bring you much attention, but when your members supply the City Guard with arms and armor, you become friends with the most widely respected organization in the City. Because of their close relationship with their favorite armorers and weaponsmiths, the City Guard will usually lend their political influence to the Blacksmiths Guild in any dispute.

· Brewers. This guild includes those who distill spirits from grains, as well as brewers. They maintain a strong rivalry with the Vintners Guild, whose members they regard as snobs. The Brewers Guild maintains strong commercial ties with outlying farming areas, from which they get their raw materials.

· Carpenters (location L32). This guild includes all woodworkers, whether they specialize in construction projects, crafting functional items or fashioning decorative items. The Carpenters Guild has long-standing commercial ties to outlying regions, in particular with the sawyers who supply them with wood.

· Clothiers. This guild includes tailors, furriers and everyone else who fashions clothes and apparel from cloth, wool, silk or fur. The Clothiers Guild maintains close ties with the Weavers Guild, and usually supports them without hesitation whenever the Weavers feel threatened. The only point of contention between them (and is an important one) is the matter of imported fabrics. Unlike the weavers, the Clothiers Guild encourages the importation of fabrics from abroad, both to limit the ability of native weavers to control the price of cloth, and to offer their customers a wider variety of products.
· Cooks. This guild includes all who prepare food (other than bread), whether they labor over a common tavern spit, or assemble great feasts for the well-to-do. Even the cooks who serve in noble households are guild members; no common servants they, and they are treated as skilled professionals worthy of respect.

· Coopers (Location N1). This guild includes all those who make barrels, casks and other such containers. The Coopers Guild maintains close relationships with the Brewers and Vintners Guilds, as well as the Navy and ship owners -- in other words, they take care to stay friends with their best customers.

· Courtesans. This guild includes all who are paid to provide companionship. Brothels are less legal in the City; although they require a license from the Master of Games (see location C5) in order to set up in the Entertainment District.

· Criers (location I15). As noted above, the Criers Guild does so much of its business with the City government that it is practically the Council’s own press office. But it also receives business from private clients who want to make public announcements.

· Entertainers (location C2l). At one point, the City had separate guilds for different kinds; of entertainers. There were guilds for actors, musicians, jesters, bards, jugglers, tumblers, puppeteers, and so on. But all of them eventually merged into a single guild for two basic reasons. First, each guild by itself was too small to exert much pull. Also, too many entertainers had (or at least, considered themselves to have) multiple talents, and divided their loyalties between more than one guild Now, all entertainers are represented by a single guild organization, and it is one of the 1argest (as well as one of the most varied and flamboyant) guilds in the City.

· Fishermen (location M33).The elves do not permit commercial fishing in their district, so the Fishermen Guild includes only coastal and ocean-going fishermen based in the rest of the City.

· Gamesters. This guild includes all those who run games of chance. This is not one of the City's more reputable guilds, but in fact, they regulate as well as represent their members. The Gamesters Guild routinely inspects their own membership to make sure that their games are (reasonably) honest, as well as defend members against accusations of cheating.
· Gravediggers. The Gravediggers Guild does not have the standing or numbers that it did in the City’s early years, simply because there are so few burials now, compared to earlier times. Even so, it limps onward on the dues of the funeral workers who remain in the city. The guild has long tried, without success, to incorporate the dwarves who tend to the Mausoleum in the Dwarven District (see location Ala), but they insist that their job5 aye a defining characteristic of their racial identity, rather than a mere profession.

· Jewelers. The Jewelers Guild includes gemcutters, goldsmiths and silversmiths, as well as everyone who crafts gemstones and/or precious metals into luxury items. As you might expect, this is one of the City's wealthier Guilds.
· Lamplighters (location L9).The only individual guild to have a district named after it, the Lamplighters Guild is a private organization that organizes and carries out the lighting of street lamps every night.
· Lawyers. The will of the City Council, capricious though it may be sometimes, is the most important source of authority in the City. But the City is large and ancient enough to have built up a canon of laws that determine what can and cannot be done in the absence of a direct edict by the Council. The Lawyers Guild includes the small group of scholars who devote themselves to studying and parsing those laws and selling their expertise to the public.

· Leatherworkers. This guild includes tanners and all who make clothes and garments from animal hide, except for shoes. The crafting of leather and hide armor is covered by the Blacksmiths Guild, however, since they represent armorers.

· Longshoremen (location M20). Carts and wagons provide the vast majority of cargo transportation in the City, but ships must be unloaded by hand. So the guild encompasses all those who bear loads for their daily bread is called the Longshoremen Guild, because most of its members work on the docks, loading and unloading merchant ships. Because an unusually high proportion of longshoremen are oversized humanoids (like giants), the membership of this guild is both motley and physically intimidating compared to those of other guilds.

· Maritime Officers (location M38). Sailors are sailors and officers are officers, and never shall the two share the same professional association. So officers have their own guild, separate from the Sailors Guild. The Maritime Officers Guild has a much smaller membership, of course, but they enjoy standing on the dignity of rank. The guild pushes for vigorous prosecution of mutineers in the Criminal Courts and mediates disputes between their members and the merchants and nobles who employ them. It is also quite a wealthy guild, considering its small size. Career naval officers do not join the Maritime Officers Guild, just as City Guardsmen do not join the Mercenaries Guild; the armed services take care of them, so they don't need a guild.
· Masons (location L23). This guild includes bricklayers, as well as those who work with stone for construction purposes. Historically, they have close ties to the Sculptors Guild because members of the two work together on the construction of monuments and buildings that feature a lot of decorative stone carving.
· Mercenaries. The City Guard, the Guardians of the Spire and the Wyrm’s Scales give the City all the official and unofficial protection it needs. But a thriving market for hired blades exists nonetheless, fed by demand for caravan guards, private bodyguards and the like. Noble families have even been known to hire small private armies to settle feuds. The Mercenaries Guild provides a labor exchange, and is also notoriously effective at settling; disputes between employers and its members. It draws many (though by no means all) of its members from cashiered City Guardsmen, would-be enlistees who couldn’t meet Guard standards, as well as apostate Guardians of the Spire. Humanoids are disproportionately represented in this guild, also.

· Painters (Location L14).This is a small, but elite artisans’ guild for portraitists and other decorative painters. Its members rely almost exclusively on patronage from nobles and wealthy commoners for their living. As a result, they feel ill at ease among other guildsmen, except sculptors and entertainers.

· Potters. This guild includes all who make clay vessels for mundane or decorative purposes.

· Runners. This guild includes all professional messengers and couriers. Private messenger firms form a primitive postal system within the City, and reputable firms will only employ guild members. The Runners Guild is unusual in that it values youth and ingenuity, whereas most craft and professional guilds enshrine the virtues of experience and tradition. Other guildsmen therefore tend to regard the runners as whelps and upstarts, and indeed, their membership skews younger than most other guilds.

· Sailors (location M8). This guild includes all ordinary semen, as well as the crew of freshwater vessels such as those that ply the Elven District. Ships’ officers have their own professional organization, the Maritime Officers Guild. Elves that navigate the Elven District form a clique within the guild and remain aloof from other members. The Sailors Guild maintains a somewhat adversarial relationship with the Maritime Officers Guild (as well as ship owners), as it bargains for higher pay and defends its members against accusations of mutiny and dereliction of duty. The Sailors Guild also provides barebones support services for the families of ocean-going sailors (who are away horn home for long periods of time) and sells life insurance to its members.
· Scribes (location I18). This guild represents the clerks who transcribe documents. The City government employs a veritable army of scribes all by itself.

· Sculptors (location L20). This is another elite artisans guild, but its members are not as snobbish as painters because they are often called upon to work alongside masons in the building trade. Sculptors also rely heavily upon private commissions from aristocrats and the wealthy, and from time to time a fortunate sculptor gets to work on a civic monument.

· Shipwrights (location O3). This guild includes those who design and construct ships, boats, barges and other water-borne vessels. The Shipwrights Guild maintains close ties with the Navy, which is a constant and lucrative source of commissions. However, rumors have long circulated that it also has clandestine relationships with smugglers and pirates. Elven shipwrights, who build barges and gondolas for use in the Elven District, do not belong to this guild.
· Teamsters (location N6). This guild includes hostlers, as well as those who drive carts, wagons, carriages and other animal-drawn conveyances. The Teamsters Guild is hardly the City’s most glamorous. The guild also regards the Runners Guild with some suspicion, fearing that messenger companies will start hiring giants and other large humanoids to steal business from them. An entrepreneur in the Warehouse District named Norman Corbisher (see location N8) is also causing a stir within the guild by employing ogres as cargo bearers. But the teamsters know that their work, though humble, is crucial to the life of the City, and they can literarily bring it to a standstill if they so choose.

· Thieves (see location G3). In its own warped sort of way, the Thieves Guild is the largest and most influential of the City’s trade guilds. It has its hands in illicit activity in almost every district, and aggressively tries to clamp down on any "freelancers" who try thieving without their permission.

· Tinkers. The Tinkers Guild represents all shoemakers, whether: they serve wealthy or humble customers. They cooperate with the Leatherworkers Guild when it comes to matter concerning the supply of leather and hides, because their interests almost always coincide.
· Vintners. This guild includes those who distill spirits from fruits, as well as winemakers. The winemakers regard beer and ale as hoi polloi, fit only for boors and slobs. They prefer to have nothing to do with brewers and so insist on maintaining their own guild, despite the fact that both make alcoholic beverages for a living, and that neither guild is exceptionally huge, wealthy, or influential.

· Weavers (location N12). This guild includes everyone who creates cloth from raw fiber, whether it be wool, silk, or plant fiber. The Weavers Guild maintains a generally friendly relationship with the Clothiers Guild, but resents the use of fabrics imported from outside the City (and therefore woven by someone else). The guild periodically petitions the Governing Council for prohibitively high tariffs on imported fabrics. It is a venerable institution in the Warehouse District, historically wealthy, and powerful compared to most other guilds. Because of this, the head of the Weavers Guild generally has an inside track on getting the district's Council seat.

RELIGION
Practically every religion in this part of the world reveres the Spire. Almost all of them believe that the Spire was created by (or is otherwise intimately connected with) their creator deity, hence its divine nature. This god takes different names and different racial affinities in each religion, but the same rough template stamps the mythology that underlies every one of them. But all of these sects believe, (admittedly, with varying degrees of fervor) that their version of god is the true god, their faith is the true faith, and that their followers and them alone are the true Children of the Spire - a chosen people whom their god has singled out for its blessing. Many of these religions are apocalyptic in their beliefs, in that they preach that someday their god will return and make explicit to everyone what the sect had known all along – that the will of the true god decrees that their followers hold dominion over the Spire, the surrounding lands, and all those who live on those lands. This apotheosis of the elect doesn't necessarily mean divine (or divinely-inspired) smiting of those who belong to the false religions…but then again, it might .... The belief varies from sect to as does the exact degree of smiting involved.
But as far as the religious life of the City is concerned, not all sects are created equal. As is the way of things, in practice, there are religions, and then there are ... cults.
Three ancient sects dominate the religious life of the City They are racial in nature - the ancient faiths of the humans, dwarves, and elves who founded the City. It is those three that inhabit the great temples that effectively cut off the Spire from anyone else who wants to get close. They got here first, and every third-rate street preacher comes along after will just have to deal with that.
Of course, other sects, most of them aspiring to thing more than third-rate status came along after and they want their plot of sacred ground, too. Not all of these religions are racially exclusive, as are the original three sects. Their deity may represent an abstract principle, such as luck or war. Or it may be a national god; some foreign kingdoms want that their priests should be represented in the shadow of the Spire. Smaller sects have splintered off from the three main racial religions as well, although not all of those groups have survived through the ages. The largest and most successful of these by far is the human racial sect known as the True Children (see location J3). Unlike many other offshoot sects, it still thrives today. All of them keep smaller, less impressive temples as close to the Spire as they can get. With the possible exception of the True Children, none of them will ever be as respectable as the original three sects, however.
The humanoids also revere the Spire. That's why they're here in the first place, after all. They do so through a jumble of racial / tribal cults that jostle each other for attention within the rough patchwork of the humanoid community However, that lack of unity, along with the formal restrictions on their ability to move about outside their own district, has prevented the humanoids from gaining representation at the foot of the Spire that they feel they deserve.
Of course, in a City as varied and lively as this one, almost anyone with enough ambition and spiritual fervor can start his or her own religion. The Freelance Worship Hall (see location J15) gets by on collecting rental fees from tiny sects with more faith than followers, who cannot afford a Temple of their own. Preachers who lack even a small steady following can find a free place to spread their message in the Park of the Divine Vista (see location J7). Such folk are by no means rare, or else the City would not have seen fit to devote public space to them

With such a jumble of religious practices to choose from, most in the City hedge their bets and do not limit themselves to one sect. Everyone has their own racial religion as a matter of default. But most will also take on one or more religions of abstraction in addition to their racial religion. For instance, a human sailor might belong Children of the Creator (see below, and location J2), but also worship the god of the sea (and maybe the goddess of luck, for good measure). A dwarven apothecary would belong to the Stone God Fellowship (see below, and location Jll), but might also worship the goddess of compassion (see location N36). A half-orc assassin might believe in one of the orcish tribal religions that flourish in the Humanoid District, but also belong to a cult revering death and, destruction, such as the Priests of Calamity (see location J5). And so on.
The Guardians of the Spire (see location J4), warrior-monks who have taken it upon themselves to guard the Spire, are a multi-racial and multi-denominational order. They accept any candidate with an appropriate level of skill and are of sound moral character. They are old enough to command deep and widespread respect, but they are also recent enough so that the primacy of the original three sects means much less to them than it does to the sects themselves.

Here are brief descriptions of the City’s main racial religions. .More about each can be found in Section J, the Spire District.

· Children of the Creator. This is the main human religious sect, and as such it is the City's largest. They have more money at their disposal than other sects, and they exert the most political and economic influence. The Children of the Creator believe that their god created the world and then left it specifically to make room for human settlement. Historically, there has been much debate over whether or nor this allows for sharing the world with other races, but tolerance of other races has solidified into their doctrine through the ages. The very existence of the City leaves them little practical choice in the matter, and the Children of the Creator temple and clergy have benefitted so much from the City's wealth that they would be fools to upset its dynamics by preaching war against non-humans.

· Stone God Fellowship. The dwarves believe that the Spire, as a geological formation that is divine in origin, is by itself proof that they are the true Children of the Spire. After all, who among all the races of the Material Plane, is more at home among stone and rock than the dwarves? The priests of the sect debate among themselves whether or not this proves that their god is actually made of stone, but this is a minor point of contention.
· Lady of the Heavens. The elves of the City believe that the world was created by the mating of a male deity and a female deity They then spawned all of the animals and intelligent races, with the elves (of course) as their favorite. However, the father deity then drowned in the primordial deep and the mother deity, in her sorrow, leapt from the earth into sky and in the process, created the heavens. The Spire, in their belief system, marks the beginning of her path; it is a strand of earth that pulled up after her as she ascended. She remains in the heavens, and so for the elves, who await her return, living in and among the trees is a sort of continual communion with her. The Lady of the Heavens (the church, not the goddess herself) maintains generally friendly relationships with druidic cults, and visiting non-elven druids have a sacred grove of their own in the Elven District (see location P25).
· Humanoid Sects and Sub-sects. The various humanoid races have their own sects and sub-sects, and so their beliefs and practices vary. They are united, however, in the belief that their creator god departed from this world to test the worthiness of his children. If they proved their worth through fighting other races, their god would return and destroy those other races, granting ultimate victory and dominion over the world to the humanoids. In most humanoid sects, victory over the other races is a pre-condition for the god's return, which leaves open the question of why they would need their deity's aid if they were already beating their enemies. The humanoid sects also vary in the extent to which other humanoid races are included or excluded from their god’s grace. Will the orcs have to fight the goblins after the humans, elves and dwarves have been defeated? They also differ as to the timing of their god's return. Does it anger their god that for now, the humanoids have agreed to share the Spire with other races? There is no universal agreement on these issues, and it is unlikely that there ever will be, the humanoids being as they are.

HOLIDAYS
A variety of secular and religious holidays are celebrated in the City. The secular days are meant to inspire loyalty to the City government among the citizens- and/or stimulate economic activity. Each major racial religion celebrates its own principal holy day, and so there are four that are generally recognized in the City. When the City was founded, it was decided that the human, elven and dwarven sects would have their holy days at a different turning of the seasons, so that they would be equally spaced from each other and would not seem to conflict with each other. The humans chose the end of summer, to celebrate the coming harvest and pray to their god for plenty. The elves took the vernal equinox to celebrate the coming of spring and the revival of nature. The dwarves chose the winter solstice because their cavernous dwellings kept them comfortable during the coldest time of the year, when everyone else needed furs and fie to stay warm. When the humanoids came along, they received the simmer solstice by default, and rightly or wrongly, their shamans consider this yet another indignity that the other races have heaped upon their kind.
· 2nd month, 10th day – Guards Memorial. This civic holiday honors the City Guard and Navy. All non-essential government personnel receive the day off, and many shops and artisans close up as well. In the morning, a parade of City Guard detachments and pensioners proceeds from the Lord Protector’s Residence (location F1) to the steps of the Council Palace. Simultaneously, representatives of the Navy and their pensioners start out for the Council Palace from the Lord Admiral’s Residence (location O21). The parades culminate in a ceremony in which they are honored by the City Council. In the afternoon, both services hold memorial ceremonies to honor the fallen at their respective barracks, while the rest of the city celebrates with games at the Colosseum.
· 3rd month, 20th day – Elven Holy Day. For the Elves, this is supposed to be a day of meditation and communion with their god. All Elves are supposed to stay home and spend their time in contemplation and/or attend religious services, the largest of which are herd in the Hall of the Elements (location P3) and in the Temple of The Sky, (location J10). The services are led by the senior clerics of Lady of the Heavens.

· 4th month, 19th day - Fool’s Cap. Fool’s Cap is a folk tradition rather than an official holiday but it is tolerated as relativity harmless by the City’s secular and religious authorities. On Fool’s Cap, all adults must wear motley or otherwise silly-looking headgear as a light-hearted renunciation of their sober duties as members of the community. Men who defy the custom are supposed to receive a hearty pounding between the shoulder blades, ladies a tug of the hair. Nowadays, even members of the City Council play along, wearing silly hats to the Council Chambers. Rut it should also be noted that although the precise origins of Fool’s Cap are now forgotten, it is largely a human custom. Elves, dwarves and humanoids who like to go along to get along join in the merriment, but other non-humans can be grumpy about it and don’t take kindly when they are assaulted for their refusal to play along with the gag.

· 6th month, 30th day - Humanoid Holy Day. The humanoids resent the fact that the other main religious sects gave them this day of worship by default, and some humanoid sects express their resentment by celebrating as many as several days before or after the 30th day of the 6th month. Other than that, the day conforms more or less to the practice of the other sects. Humanoids may abstain from work (unless they perform an essential service, such as working in the Colosseum), and the various tribal shamans perform their most important religious service of the year on this day. 

· 7th month, 15th day – Day of Ease. This is a secular holiday organized by the guilds and informally recognized by the City government. Representatives from each guild gather in the Travelers District in the morning and parade down the main thoroughfare to the Spire, where they leave offerings to their racial gods (the offerings, of course, are collected by the temples and divvied up). All guildsmen are entitled (even encouraged by their guilds) to take the day off from work, and the guilds sponsor games at the Colosseum.

· 8th month, 30th day- Festival of Sea. This is a secular holiday sponsored largely by the Sailors, Maritime Officers, Longshoremen and Fishermen Guilds to improve the image of the Docks and those who rely on the sea for their livelihood. The port closes for most of the day, and local taverns spruce themselves up as best they can. The guilds hold boat races, and the Fishermen Guild holds an exhibit of exceptional and exotic catches. The Navy also participates by staging maneuvers and even mock battles.

· 9th month, 5th day - Human Holy Day. In theory, all humans should spend this day in worship and religious contemp1ation. But in truth, humans, by virtue of being the most numerous race, cannot stop working en mass without shutting down the City. So it is largely a matter of individual discretion whether or not one treats this day as a true holiday. Nevertheless, both the Children of the Creator and the True Children hold well-attended ceremonies in their temples by the Spire, and humans who cannot devote this day to worship are strongly . encouraged to donate money to the temples.
· 10th month, 1st day – Artisan’s Festival. This is nor so much a holiday as an  annual fair held in The Pavilions (location L10), sponsored by the artisans guilds to popularize their various trades. Select representatives from each artisans guild sets up shop and gives public demonstrations of their craft.

· 12th month, 22nd day - Dwarven Holy Day. The Dwarven District completely shuts down on this day. The Gate of the Stone Fathers is barred, except to dwarves who wish to enter, and the Great Smithy is shut down and locked up. Dwarves who work outside of the Dwarven District must close their shops or otherwise refrain from work (only City Guardsmen receive dispensation). Religious services are held in the Stone God Fellowship Temple (location J11), and also in the Hall of the Ancestors (location A30 ) The latter is led by priests and the clan leaders. 
