The Structures of Ankh


Ankh (“The Anvil”) was once Ankheri (“The Founding”) but lost the original name when the First Men left it’s streets to cross the sea again.  It is the first real city by men and has been a major player in most of its history.  Merchant princes win fortunes and nobles fight for control of the Ankh Empire.  All are beneath the gaze of the Patriarch, the absolute ruler of the city.

The Walls of Ankh- These massive outer walls were originally constructed in F.A. 12.  When the First Men came to Eloria, they spent the first twenty years constructing the city and then began their conquests of the region.  The Walls withstood the might of the Nagrim goblins, including the holy hammer of Azog, said to have been forged by the goblin gods.


The walls encircle Gryphon Bay, with a mighty sea wall closing the port in times of trouble, for a massive sea chain can be erected by two great winches on the port towers.  There are also three gates, one to the east, west and south.  They were originally named after Mithras (east), Ishtar (south) and Cyvahr (west).  Consequently, the Ishtar gate has caused the city to fall three times; once to the Valyrians, once to the North Kingdom of Andor and last to Hugh Danner.  Some say Ishtar deceives and others claim that was the last gate to be constructed and done in a hurried manner for the First Men had early warning of the Nagrim horde approaching the city.  The Ishtar gate is made of an inferior stone and was not protected with the magic of the First Men.  The gate has been rebuilt many times.  The gates are now called the Dragon Gate (east), the Valyrian Gate (south) and the Gate of the New Gods (south).


An outer bailey and four locks protect each gate.  The people Ankh have strengthened the Valyrian gate but it is still the weakest part of the wall.  The walls can easily house 10,000 soldiers and the walls are some of the oldest standing structures in Eloria.

The Citadel- This inner fortress was also originally constructed by the First Men but was fired by the Valyrians when they razed the city.  Only the foundation is original, but the subsequent inhabitants have rebuilt the fortress, using white basalt from the mountains of Khand.  The Citadel is more for a show of power, but it is a beautiful structure and the training center for the Ankhish Army.  There are training grounds, two central keeps and a rebuilt tower called Sephra’s Eye.  This tower rises 150’ in the air, giving a good vantage point around the city for miles.  The Citadel has it’s own private docks and the Navy also has offices in this structure.  There are eight uniform towers equidistant from each other with two great ballistae mounted on each.  

The Dragon Tower- This tower has never fallen, even when the city did.  This is an impregnable fortress, built by the First Men and great magic protects this structure.  The immense Dragon Tower has been struck by lightning numerous times but is as sturdy as the day it was built.  The Tower rises 200’ in the air and is the seat of the University of Oro-Jaiem, otherwise known just as The University.  The city decided to place these madcap wizards in the most secure premises, not to protect them, but rather to protect the populace.  The wizards always have a lookout in the tower and the rest of the university sprawls around the eastern side of the tower with their own smaller walls.  One can always see the tower in the city, but most people have learned to ignore it.  The battlements are adorned with stone carved serpents, thus the name of the tower.

Hawk Tower- This tower was raised by the Raihven the Dragonknight, shortly after he drove the Dar-Etan tribes from Ankh.  The structure is a small keep with a defensible outer wall.  The kings of Ankh use this structure to administer their justice, but since the Patriarch actually runs the show, the Hawk Tower has become a pleasure palace of sorts.  This is all right with the kings of Ankh, who never really did anything anyway.  There are over 1000 statues depicting past kings and heroes of Ankh, each with a plaque proclaiming their deeds.

Wyvern Tower- This fortress is the actual administrative offices of the Patriarch and serves as his palace.  All city complaints, petitions and the like come here.  The building is low, squat and not very grandiose, but it does have a vast underground complex with connections into the Sewers and a few key places around the town.  Since the Patriarch uses the Raven Thieves Guild and the Drakkin Assassins Guild, the complex also has secret passages to these two respective guilds.  Guards patrol every corridor and assassins hide everywhere looking for intruders.  In fact, the assassins employed are much better guards than the real guards, who are mostly for show anyway.

Old Sea Wall- This was the lower part of the walls of Ankh, said to have been able to control the depth of the bay, but it just stands there now.  A great sea chain rests over it and loops through two special towers rising from the sea wall, which also serve as lighthouses when the fogs set in (called the Dragon’s Breath).  The Sea Wall and it’s chain can stop all ships from leaving or entering the port and nothing short of a god could break it.

The Sewers- luckily for Ankh, the First Men built these sewers, the first thing they did actually.  The base is strong and even after 5,000 years the structures work exceptionally well, far better than other sewers around the world.  No one has really investigated the sewers very far, content that their waste does not end up floating in the bay or raining from the sky.  Some claim that rats the size of dogs roam these subterranean vaults as well as white crocodiles, intelligent mushrooms and all manner of faeries, monsters and human abnormalities.  It is true that the Beggars Guild employs the first level as their offices, but they will not venture any lower.  There are vaults beneath the immediate sewer, some say older than even the First Men, perhaps a city before even ancient Ankheri.

The Docks- located around the entire bay, except in front of the Citadel or the Dragon’s Tower, are the public docks.  These surround the bay and host a variety of ships from around the world, even some of the Dothan Merchant ships from the Southern Continent.  It is a mess of sailors, taverns, inns, mud stained streets, whores, gamblers, thieves and all manner of despicable merchants.  Actually, the merchants aren’t that bad, they just like being called despicable.  It makes them feel at home in Ankh.  There are warehouses, stone docks and granaries.  The docks cross many sections of the city are show the true mercantile nature of Ankh.  Even the Patriarch’s Wyvern Tower is partly in the dock district.

The sectors of Ankh-


The city has been cordoned off into a number of sections, mostly to keep the postal workers from killing customers.  However, certain sections are more affluent and there are general kinds of buildings one may find in each area.  Each sector has a special public representative to speak for the neighborhood with the Patriarch, to address needs or just to show the Patriarch is listening even if he isn’t doing anything useful.


Outside- the outer city of Ankh is a warren of ramshackle buildings and dirt.  This is the area that the poorest residents reside in, outside the city walls and usually the one most often burned when the city is under siege.  No matter how many sieges come, the Outside always is rebuilt, many times against the Patriarch’s will.  This is a home of beggars, thieves and malcontents.  Even the prostitutes are afraid to come out here.

I. The Old Quarter- this neighborhood boasts some of the oldest buildings in the city, namely the Citadel.  The lanes are well paved, wide and the houses are large and stately.  There is no structure within 50 yards of the Citadel, but one can easily find plazas, fountains and public works.  This is the most scenic area of Ankh and the most widely traveled by the tourists of Eloria.  The inns are disgustingly expensive and charlatans parade here, ready to sell a passerby the wonder of the world.  Many buildings are white marbled or white bricked, with columns, statues and grand gardens.

II. The Northern Wall- This area is a series of shops, stalls and vendors, mostly catering to the well to do.  They hug the great walls and are usually in shade for half the day during summer.  Goldsmiths, silversmiths, glassblowers, tailors, dress makers, hat makers, cobblers, jewelers, coin exchangers and high class prostitutes all make their trade here.  Many of the families live above their stores or below.  There are a few roving pastry sellers and other hawkers, but most stay away, for this is the guilds’ turf.

III. The Southern Wall- This is among the poorest of Ankh’s citizenry, hugging the Wall for both protection and a sense of identity.  Taverns line the streets and whorehouses can be found on just about any corner.  This area is also the most dangerous for people at night, as various gangs have cordoned off certain blocks and sections for themselves.  The Patriarch regularly sends his soldiers and guards in this area to destroy riots and the like.  Illegal drugs, arms and mercenaries can all be found in this neighborhood.  The postal workers never enter this neighborhood, for the residents of this area are forced to come into The Inner City for what mail they might receive.  However, not many people in this area have reason for mail, as many can’t read.  Poor peoples come here to nurse alcohol habits or to relieve someone from ever having a habit again.  This area was once a middle class area, but as Ankh has grown more powerful, the poor just get poorer.  However, this is still not the worst neighborhood.  There is a chapel to Sephra located in the poorest section and run by Dansig Warrior Monks who help the sick and the feed the poor.

IV. The Inner City- This is one of the more affluent neighborhoods, but the streets start getting smaller and curl upon themselves.  These are the homes of traders, merchants and the middle class.  Many wizards also find better homes here, as there are quite a few libraries in this area.  This area stretches from the Old Quarter to the Ankheri highway, which separates it from another section.  There are many more street vendors, hawkers and less plazas and public fountains.  This area is much sleepier than the rest of Ankh and people are much more neighborly.  This is perhaps the best neighborhood in Ankh to receive help from authorities if one is in trouble.

V. The Iron Streets- This is a section of the city is the filled with armor smiths, weapon smiths, fletchers, tanner shops and just about anything to do with martial equipment.  If one is a merchant of arms, armor, leather, steel or actual manufactured industrial goods, then this is the neighborhood to live and work in.  This section of the city sometimes black smog during the evenings, but people make due.  There is a chapel to the Elder Gods that many of the blacksmiths come to in prayer.

VI. Kightown- These streets are a wash of middle class and poor residents, eking out a living here in the city.  There are many three story buildings and abandoned buildings.  The Patriarch is trying to renovate this area with a few gardens, but the area is actually run by the Raven Thieves guild, surprisingly close to the Patriarch.  Their members patrol the neighborhood at night and they are the law in this section of Ankh.

VII. The Bazaar- Grocers, vegetable sellers, a slave auction square, mercenaries and the odd 2nd story home dominate this section of Ankh.  These streets are home to merchants, rough and tumble mercenaries and various acrobats, tumblers, minstrels, street performers and the odd whore.

VIII. The Administrative Sector- This section of Ankh belongs partially to the Docks and the Patriarch.  The entire section of the city is upper class homes, usually with 5’ tall walls and other government offices.  The Patriarch’s huge bureaucracy is sprawled about the Wyvern Tower.  Architects, engineers, tax collectors, accountants and all manner of city personnel reside in this area.  All the taverns have been bought out and turned into offices for Customs, the Tax Office and other government areas.  The area also sports many statues, fountains and plazas.  There is a church to the Elder Gods, with beautiful stain glass windows and carvings on display to the public for a fee of 1 SP (it is more of a museum now).

IX. The Poor Eighth- This is the really bad part of Ankh, home to murderers, rapists and out of work tax collectors.  This is where fences sell stolen goods, assassins are hired, narcotics are processed and just about any other illegal acts.  The prostitutes in this area are probably all murderers and the street urchins sometimes end up as sacrifices in the secret temples.  Some say the Dragon Knights hold residence somewhere in this area, but few want to risk the trip.  As one gets closer to either the Valyrian Gate or the Gate of the New Gods, the neighborhood gets better, but only because of the proximity of the gate guards.  Citizens of Ankh sometimes joke that the walls of Ankh are meant to keep the people in this neighborhood from spreading into the world.  Most don’t laugh at that anymore.

X. The New Streets- These middle class if rigid streets are due to the Patriarch three generations ago, who set up a system of street reforms and renovations in this once poor neighborhood.  The effort almost bankrupted Ankh and cost that Patriarch his head, but this neighborhood is above the rest of its neighboring streets and is perhaps the most normal section of town.  Many people call this area home and the commerce is mostly bakers, storage (grain, stone, etc.), clothing and household items.  This area also boasts a small music university for aspiring bards and minstrels.  The Cathedral of Astar and the New Gods is also in this area.

XI. The King’s Quarter- This neighborhood is no longer an actual quarter of the city, but has retained its name due to the stubbornness of kings and the laziness of Patriarchs.  The Quarter revolves around the Hawk Tower and is mostly populated by hedge knights, noble families without much money and the buildings are all rather poor and shabby.  However, this is the last vestige of the broken aristocracy and many of these people still have votes for the Patriarchal elections, so they aren’t turned on their ears.  Many people have terrible debts and the only thing in excess here is attitude.  However, almost all the populace is loyal to the king and some still harbor the fool notion he does something for Ankh. The streets are some of the oldest and this section dates back to the rebuilding of Ankh after the Valyrians torched it.

XII. The Scholastic City- This area has evolved with the advent of the University of Oro-Jaiem, prospered by the campus and also been victim to failed experiments.  The populace here are all very well used to magical emergencies.  The people do not roam at night because of the possibility of running into themselves, a very disconcerting notion to many people.  There are over three libraries, a number of artists and poets, and many many many taverns to service both the populace and the students at the University.  This area is also a throwback to the King’s Quarter but gained its own independence from the king’s rule when he lost half of his neighborhood to a Patriarch five generations ago.

XIII. University Campus- This section has been cordoned off for use by the mages but most of the university stays within the Dragon Fortress or within the immediate 3-block radius.  The rest is a series of ramshackle buildings let out to students, workers and the like.  The docks also claim a sizable work force population in this neighborhood.  In the coastal part of the neighborhood, the Ankhish Navy has official quarters and emergency docks near the Old Sea Wall.  

XIV. The Western Wall- This section has been populated by lower middle class but the streets are in better repair and the people a little less than vicious.  The houses are little dingy but the streets are safer than most other neighborhoods, du to the proximity of the Gate of the New Gods.  There are a few taverns and middle class inns.  There is also the Grand Royal, a hotel catering to the rich and affluent.

XV. The Free Zone- Ankh has long been a place of acceptance and greed, and this special section of the city is for the religiously persecuted of the world.  Should they enter the Gate of the New Gods and they are persecuted, it is traditional for them to be able to seek asylum with the Patriarch.  The person who seeks asylum gives up all possessions to the city of Ankh to pursue their religion.  There are offices of priests from the Elder Gods, the New Gods and an office for Sephra.

Places of Note-

The Mended Drum- this is probably the rowdiest bar in all of Ankh.  It is run by a family who has passed the creaking building from father to son.  Just about every night a bar fight breaks out.  However, since they use only the shabbiest furniture, this is really no great loss.  The price of a drink is roughly 5 cp and this is a favorite hangout for mercenaries, toughs and suicidal University students.  The current owner is a man named Baen.  The place serves ale, beer and cheap wine, as well as the occasional hot potato.  This bar is located in The Poor Eighth.

The Silver Spire- this is a well to do silversmith located in the Northern Wall.  He is renowned for his jewelry work and is also a good fence for stolen goods.  He also serves as a spy for the Thieves Guild.  He sells rings, necklaces, silken metallic scarves, hairnets (artistic) and other baubles.  He can make fine balances and has connection with a lens grinder to make the Farseer (a telescope with a maximum of x4 magnification, retails for 100 gold).

Haephastus’ Arms- this weapons shop is ran by a dwarf from Khand who specializes in high quality blades, spears and axes.  The quality is of good to excellent quality (rarely does a weapon have a bonus higher than +2).  All prices are 50% higher than even normal Khandish prices.  His friends call him Dave but everyone else calls him “The Runty Bastard”.  Dave is a shrewd haggler with bartering 50%.  The shop is located in the Iron Streets.

The Satin Palace- this whorehouse is a well to do establishment located in The Northern Wall.  The building is a quaint two-story affair with stables behind and at least three exits.  The house has a permit from the Patriarch and it is a place that the well to do often relax at.  The prices range from 30 SP to 1000 SP depending on the girl wanted and for how long.  Prostitutes haggle their own prices and aside from the normal guards (3rd level Mercenaries) the girls are all deadly (most are also thieves).

The Auction Block- this plaza is located in the Bazaar, selling slaves to pottery.  It is used when someone’s estate needs to be auctioned off and usually people can get a good deal.  Every 5th day of the week, slaves are auctioned off to the highest bidder.  A portion of all sales goes to the kingdom of Ankh and the Patriarch.  Slaves prices are as listed-


Field Laborer- 90 SP needs to be chained and kept under guard, usually goblins or refugees from a war.


Field Laborer Used- 60 SP will get an old slave with at least 5 years of life left in him/her.  These are usually older folks who can’t pay their debts and are sold into slavery by their children or landlords.


Manservant- 50 SP untrained, 300 SP trained.  Sometimes even nobles need to get rid of a servant.  These people usually act nicely enough but one needs to watch them as well.

