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Introduction

 

In the chaotic aftermath of The Battle of the Midwest, the event credited with creating the Wastelands, the Great Lakes Conglomerate (GLC) started growing more aggressive in taking control of the surviving cities along the west side of the Mississippi river. The people of St Louis, realizing the city's potential in the new order of things as a center for trade, knew they would soon be a target. Being proactive, representatives from St Louis approached the other nation-states along the Mississippi: The Confederate States, Appalachia and the Indian Nations. It did not take much to convince them there was an advantage in keeping St Louis an independent city, and so treaties were signed. The GLC had no choice but to jump on the bandwagon and sign their own treaty with St Louis.

This made the city truly unique by not being part of any nation-state, yet having the full protection of four of them.

With the Mississippi River still a significant trade route for the continent, St Louis soon became the major trade hub they predicted it could be. This led to the city quickly growing to over three times its original size.

With so much growth, and the neutrality of the city, St Louis became known as the center of world diplomacy. Representatives from all over the world can be found there working the diplomatic game. On any given day it is estimated that over half the population in the city are not permanent residents.

With three sides of the city bordering the Wastelands, St Louis is a significant part of the very limited trade with the Wastelanders. There are not a great deal of imports from the Wastelands, but they do have some unique resources. The GLC controls the majority of the trade deals. Oddly enough due to whatever has soaked into the soil over the years, the manure from the wastelands is highly enriched and is their main import. Great walls separate St Louis from the Wastelands, with electrified barbed wire lining the top. Two dozen heavily guarded gates are spaced out along the walls. Outside of most of the gates, various Wasteland tribes set up temporary market places that are allowed as long as they remain peaceful and orderly. Most of those who visit these markets are the more adventurous tourists, although there are a good amount of locals who shop there.

A series of maglev trains serve as the public transit for the city. Magnets are used to create smooth and speedy movement as the carriages float above the rails. Going from one side of the city to the other via direct magtrains takes less than ten minutes, creating an efficient form of transportation.

 

 


Details about the city

 

The Gateway Arch stands tall along the Mississippi as a welcoming sentinel for the city. As the pride of the city, the Arch and the museum beneath it are all well maintained and serve as the city’s most popular destination. The surrounding area is kept as open park space, perfect for family activities, with convenient spaces along the Mighty Mississippi for relaxing and taking in the majestic river. A good deal of casual diplomatic meetings take place there.

 

The Old Courthouse was a location of historic significance well before the fracturing of the USA. It now serves as the facility for the City Council to hold their public forums. There have been various renovations and updates to the building, but there has always been a priority to maintain a respect for the courthouse’s history. Due to the history, there are stories of secret chambers and hidden underground passages that supposedly run throughout the city, all centered on the historic site.

 

Busch Stadium was once home of the St Louis Cardinals baseball team. With the MLB no longer existing, there was a great deal of debate about the future of the venue. It was decided to keep it functional to be used for a variety of activities. It is not unusual to find showy events from one nation state or another being held there. And every so often someone holds a baseball game.

 

The streets of downtown St. Louis are dominated by embassies for all the established nation-states, as well as governments outside the Divided States of America. St. Louis is considered to be the city your country has to have representation in if you want to have influence on the world stage.

 

St Louis international airport is a major hub, with flights all over the world. Crowds and tight security are the main elements to be found there. Thousands of people from all over the world go through everyday, creating a scene of constant activity, the chaos of which is often used by various parties for unnoticed exchanges.

 

Tower Grove Park is 289 acres of beautiful open area with various shelters, playgrounds, and sports fields. The park was founded in 1868 and has been proudly maintained by the city since then. The park has become filled with a wide range of quirky characters, each with their own stories to tell. It is a hub of rumors and secrets with all the gossip that takes place there among the casual visitors.

 

Because of its position along the Mississippi River, St Louis is a major port for trade, with several miles of docks that are always filled with activity. All the nation-states have their own docks mixed in with the dozens of independently run docks. A great number of both legal and illegal transactions take place daily. The docks are a common place for people to find work if they’re willing, with no questions asked.

 

As with any large city there is a criminal element in St. Louis. The farther from the center of town the more influence the undesirables have. There are several known crime lords operating out of St. Louis, who through various means, are able to stay in power. There is a known problem with gang activity, the heaviest activity being near the western wall. While obtaining a license to legally carry a firearm is difficult to qualify for, that of course does not stop the unsavory elements from carrying them. It is not uncommon for wealthier visitors to have armed guards escorting them in public.

 

The Great Wall of St Louis borders the city on its north, west, and south sides. These walls are always staffed with armed guards known as the Gateway Guardians. These guards are made up of an equal number of personnel from all four of the nation-states they have treaties with, as well as the city’s own policing units. This was done to ensure no one government would have too much influence in the ranks. There is a strong belief that if the city lets its guard down even a little, the turmoil and disease of the Wastelands will overrun the streets of St Louis.

 

It is believed that the Legacy Cabal, if they are real, has a substantial presence in St. Louis. There are many wild rumors regarding who runs the Cabal, from time travelers to alien overlords to past Presidents returned to life. In truth it is a group of wealthy and influential people from all of the nation-states working behind the scenes manipulating events towards a mysterious agenda.

The governing body of the Cabal are known as the Eucleideans, a 24 member council whose identities are only known to each other. They wear masks of smooth silver which are digital screens, for formal meetings displaying their ranks, while for other encounters they are able to flash hypnotic patterns with other imaging for all manner of engagement. Their rank system uses the Greek alphabet to show position. Alpha being the highest with Psi as the lowest rank. The rank of Omega falls outside of the command structure. Only the highest members of the council know who the Omega is, with Omega serving as a shadow agent. They have their hands in everything, including the slave trade and have found they profit the most with the nation-states not working together. While they will make use of criminal organizations as needed, they do not allow the heads of such groups membership.
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