Centuria: LinCon 2022						Campsite: Camp Brave
[bookmark: _7rw3dgxje0us]The Merry Musketeers
[bookmark: _bv3ex7d7x9nc]Description:
A team of gnomish travelers seeking adventure, wildlife and the opportunity to bring innovations to the outback. The team consists of six working class gnomes, two women and four men. They travel in two wagons, each towed by a mechanical ox powered by steam. The group produces firearms and liquor but specializes in technical support to local farmers and other traders. They sell their expertise as they call it and thus make a living by building automated waterpumpes, drills, heaters and all kinds of simple and ingenious solutions to everyday problems.
[bookmark: _8wi55vljmtg6]The Merry Musketeers are:
Orterudissa “Gunner” Valenimono (wife)		works mainly with firearms
Goldanick “Driver” Valenimono (husband)		works mainly with steam engines

Garardam “Brewer” Snarmovar (husband)		works mainly with brewing and cooking
Teitodam “Tinkerbell” Snarmovar (wife)		works mainly with heavy machinery
Aseniac “Crank” Snarmovar (son)			works mainly as a support for the group

Asborarian “Calc” Osaromon (elder)			works mainly with the mathematics

Calc is the one with high social status back home but out in the wilderness his education seems less significant and he has become more reclusive. Around camp the two couples work well together, utilizing their specialities to get things done quickly. You can alway hear the crackling of fire, the boiling of water and someone calling out for Crank to give them a hand. 

SERVICES
- Gunner: repairs 		£1 restore a firearm
- Gunner: weapon care		£1 ignore 1 critical failure
- Brewer: Fresh bread		£1 reroll 1 Toughness test
- Brewer: Gnomish ale		£1 reroll 1 Willpower test

INVESTIGATIONS
- Gunner has a relationship with Brewer (Tracking)
- Crank is not the real son of Brewer and Tinkerbell (Blather/Carouse)
- Calc is interested in phoenix feathers (Blather/Inquiry)

FAVOURS
- Gunner & Brewer (Intimidate): Free services
- Brewer & Tinkerbell (Intimidate): Steam whistle that will attract a drake.
- Crank (Charm): Gain a favor with someone else.
- Calc (Phoenix feathers): Double points from phoenix.
[bookmark: _7vrei4iq52tk]The Smithing Collective
[bookmark: _1ku4b0b017d7]Description:
Two low but wide timber cabins and between them a masoned furnace mark the part of the camp that belongs to the Smithing Collective. The Furnace is a large stone foundation and a rather tall chimney. From around the top of the chimney long wires has been pulled down to the ground in a large cirkel. The wires hold up a patchwork of tent cloth and animal hides. One of the cabinets acts as living quarters while the other is a sparsely furnished shop as well as a shed for their materials.
[bookmark: _p66nnc5yguot]The smithing collective is:
Vorzor Argrimson		Head smith, oldest and responsible for the group
Elsa Dorgrinson		Responsible for the everburning furnace and cooking
Khandur Argrimson		Soldier and quartermaster, responsible för security
Garak Khonkner		Apprentice to Vorzor and responsible to keep the shop

The group is highly hierarchical. Lowest is Garak who is the youngest and therefore gets to have all the first encounters with customers. Above him comes Elsa who has earned a good reputation as the mistress of the furnace. She keeps the group feed and makes the daily grind a bit less harsh. Leading the group does the brothers Argrimson. They share power depending on the matter but when push comes to shove Vorzor is the eldest and therefore his word is final.

SERVICES
- Dwarven bullet	£1 +1d10 Damage
- Fire grenade		£3
- Smoke grenade	£2
- Telescope		£8 -2d10 to Long Range
- Weapon repair	£1 restore a weapon
- Weapon care		£1 ignore 1 critical failure

INVESTIGATIONS
- Dwarves interested in durzurch materials (Lore(Monsters))
- Elsa desires to work the forge (Blather).
- Khandar is an experienced warrior (Inquiry)

FAVOURS
- Vorzor (Durzurch bones/scales): Double points from durzurch.
- Elsa (Deceive): Free repair/improvement.
- Khandur (Carouse): -1d10 to preparation in Mountain region. 

[bookmark: _ws1f03j8nrlt]

[bookmark: _32lywloghonf]Tala Prospectors
[bookmark: _f5ttx29dy6pl]Description:
One large, pentagonal tent in brown cloth with silver stitchings. This is obviously the one tent not made for cold climates and it has been compensated for with furs and haphazardly layed out timber in an attempt to avoid cold winds to creep through. Outside this unusual tent burns a well built fire. On the side of it a castiron wok is set up and there is always something sizzling or cooking. Here resides the merchants from far south. The guild members are here to trade but the venture is mainly set up in order to smuggle a spy into the royal proceedings of Cenovar.
[bookmark: _pvzy7j5omsn7]The Merchants guild:
Philip Di Cava			Guildofficial and scribe 
Adolf Nacar			Researcher and scholar, master prospector
Evelyn Perrot			Potion vendor and covert spy

When interacting with the talasian guild members one is transported to a society ruled by commerce and proper proceedings. There is always haggle, there is always pleasantries and it is important to seale every deal with a handshake and a small cup of coffee or spirits. Philip is happy to sell basic gear. Adolf is well stocked on mining equipment and a few specialized items for academic fieldwork. Evelyn sells basic and a few uncommon potions. She can also be persuaded to sell poisons if the players do something for her or in any other way gives her leverage over them.

SERVICES
- Healing elixir		£2
- Rejuvenation elixir	£1
- Relief elixir		£1
- Night elixir		£2
- Lucky charm		£1 Test luck to keep 1 Fate point after using it
- Lined mantle		£1 ignore rain
- Local map		£1 -1d10 to Preparation test

INVESTIGATIONS
- Adolf is researching trolls (Inquiry).
- Evelyn is a spy (Carouse/Tracking).

FAVOURS
- Adolf (Troll bones): Double points from troll.
- Evelyn (Intimidate): Bribe
[bookmark: _vun0l5dg9t23]The Mage
[bookmark: _2xnpbewilr38]Description:
A colorful pavilion in white and red is the home of Magos Xandra. In front of the tent stands a large, silent figure of a 4 meter golem. The figure seems to be made out of stone and ice and where a face is suspected to be you can only see a smooth flat stone slab covered in reflecting ice. The name of the inhabitant is unknown to most of the camp. When one approaches the tent a small framed, gothic girl by the name Lamara greets you. In damasian she informs you that: “The Magos is preoccupied at the moment”. This is always the answer (unless you have already been approached and are expected). 
[bookmark: _sres7fd1bk5o]Delegation of house Ikaros:
Xandra Eskanderos		The mangos is mainly a logistics operative engaged in trade.
Lamara Jeleen		The local contact acts as a middelhand and translator.
The Golem			Standing 4 meters tall the Golem acts as muscle.

The Magos tent is mostly a prop to give the camp more potential. As mentioned above the middelhand can be contacted in order to conduct business with rare or unique animal and herbal merchandise. If the players come across gold or other higher valued metals these can also be sold here. The Golem is mainly a preemptive security measure and the mage is a typical aristocrat. Lamara on the other hand is an ambitious, social and creative person who tries to make the most of her chance to become more than just a magically gifted girl in the backwater woods to the north.

If the rumor that a group has found a unique object makes it to camp Lamara will invite them to meet Xandra to do business.

INVESTIGATIONS
- The reclusive mage is called Xandra (Etiquette/Heraldry).
- The mages seek rare items (Commerce/Lore(Magic))

FAVOURS
- Lamara (Barter): Detect magic potion
- Xandra (Unique trophy): £100 & restore 1 Fate point.



[bookmark: _cydc43txhhzp]

[bookmark: _uhab76azaj9v]Healer
[bookmark: _9vm25n3gv3b4]Description:
From a gray tepee light white smoke can be seen drifting upwards. This is the home of the Nogima siblings. A brother and a sister in their forties have left their tribe over the winter in order to alleviate the burden on the food storage. Instead they have traveled far to learn more about the world’s changes. They perceive the world through a lens of old age spiritualism and are always keen to guide those who are lost but most of all, they show great curiosity towards new mechanical inventions. 
[bookmark: _yhrk657v77z4]Travelers from clan Dao:
Ryo Nogima		The brother, a herbalist, spiritwalker and excellent cook.
Kosuke Nogima	The sister, a biomancer, healer and storyteller.

The siblings show a fragile facade but what ails them beneath the surface is hard to learn. Their tribe back home is in disarray and they have brought a lot of worry with them. In these harsh lands they are adept survivors but only as long as they have eachothers support. When visiting the siblings you instantly feel as a part of the family but can soon detect that something is wrong.

SERVICES
- Treatment	£1

INVESTIGATIONS
- The Nogima siblings' tribe has hit hard times (Charm)

FAVOURS
- Nogima (£): -1d10 to Survival.


[bookmark: _m4efnos1leor]

[bookmark: _er2rqkbkgmwi]Camp Owner/Manager
[bookmark: _fgtf0inh4hh8]Description:
The camp manager’s pavilion goes in blue and green and is the largest tent in the camp - rivaled only by that of Magos Xandra. Lady Nerina does not invite others (besides her trusted companion Antaria) into the tent, but for anyone peeking inside it is a fully-fledged office with furniture and fur carpets. Next to it are two smaller tents, home to camp lawmaker Antaria and stablemaster Lutetia. Antaria is a massive warrior who has the respect of everyone in the camp. She wields a strato sword and dwarf-made armor with several runes of protection. Lutetia is an older, proud woman who clearly bonds well with the camp’s horses. She spends far more time with them than with the camp’s people.
[bookmark: _xub73gaa2ohw]Representative from house Petronius:
Nerina Petronius	Camp manager, responsible for supervising the Great Hunt.
Antaria Caninius	Warrior and soldier, responsible for camp security.
Lutetia Novius		Stablemaster, responsible for the horses in the camp.

The camp manager is not here by choice; she’s been forced to venture here by royal decree - and she’s not happy about it. That said, her reputation requires a successful hunt so she will make sure the camp runs well. Antaria is a veteran from Cenovar’s campaigns against the centaurs and has been hand-picked by Nerina to enforce the law in camp. For Antaria this is an opportunity to earn recognition and she takes her task most seriously. She prefer using body language to words to get her message across. Lastly, Lutetia has served in many Great Hunts and seen camp managers and visitors come and go. She sees most others as opportunists here to rob the land rather than marvel at it.

SERVICES
- Lutetia: pack horse		£4

INVESTIGATIONS
- Nerina stand to gain political favor from a good hunt (Blather)
- Antaria used to be a soldier, fighting centaurs to the south (Inquiry)
- Lutetia has experience from many previous Great Hunts (Lore(Animals))

FAVOURS
- Nerina (Etiquette): will grant +1 point for a common or scarce trophy.
- Antaria (Centaur trophy): Double points from centaur.
- Lutetia (Wrangling): -1d10 to Hunt test.


