This work, copyright Steven James, 2003, is free for non-commercial use. Author can be contacted at: silver@steve14.freeserve.co.uk 





NYDARR KEEP  (GOOD VERSION)���


Nydarr Keep is the family home of the Earl Nydarr. Built 120 years ago with the aid of dwarven engineers, who's influence is obvious in its design, the keep has withstood several assaults from orc hordes and other monsters. Built for defence, it is actually a home, and thus has been altered over the years to better accomodate it's inhabitants.


Positioned on top of a high outcropping of rock, it has a marvellous view, which aids both pleasure and protection.


The Nydarr family won the right to use the title "Earl", the ownership of their land and a heraldic crest, as a result of service to both human and elven nations.





KEEP'S OUTER DEFENCES





Situated on a high outcropping of rock on a peninsula, the keep has superb all round views, and the terrain hinders would-be attackers. The cliff is 140' high at the rear, and even the ridge at the front is a steep climb up 100'.


The Keep is surrounded by a rampart topped with a pallisade and stone wall. The rampart is steep on the outside and measures 5 to 10 feet high, impeding anyone trying to rush the wall. Over the years, the original wooden pallisade wall has slowly been getting replaced by a stouter stone version, which now reaches half way round the keep from the gatehouse on the west, to the far east side. Although the front section with the pallisade is more in need of defence than the rear, which sits on top of the cliff and thus is hard to attack, the wall has been getting replaced from the north west to north west sides first as that's safer, so any breaches in the wall while under construction have little danger. The stone wall itself is 3 feet thick and has pillars bracing it every 30 feet that are an addtional 3 feet thick and 6 feet wide,  stone wall has never been seriously damaged. Made from logs 2 - 4 feet thick the pallisade has been repaired in a few of spots where it has been damaged by fire, orcs, ogres and hill giant rocks, most of the logs have a coating of mortar or clay to give some fire proofing (fire resistance 5).


Around a hundred yards from the rampart is the Hut, a solid stone structure with arrow slits in the walls. While primarily used for conducting dangerous alchemy far away from the keep itself, it's also used as a "break water", to give pause to any attacker sweeping over the narrow ridge of high ground to the keep. The Hut itself is made from 2 foot thick stone, the door is warded by a modified version of Fire Trap (Players Handbook page 205) that instead is Lighting Trap, the damage inflicted is electrical rather than fire (which would be bad near all the alchemical materials!). The Lightning Trap is cast at 9th lvl, Reflex save vs DC of 19 for 1/2, damage is 1d4+9 hp in 5' radius (Cast by Kar-Ayhan). The stout door (DC 23 to break) is also locked (DC 24), only Kar-Ayhan, Dariass and Olander have keys for it.


The gatehouse itself has 4' thick stone walls, is 20' high with 1' thick gates. There are two sets of gates with bars on the inside, the passageway through the gatehouse is a "killing ground", with arrow slits allowing defenders to decimate anyone who breaks through the gates. There are always 2 guardsmen staioned at the gatehouse night or day, usually on the roof. Gregory, a ranger, the keep's huntsman and master of hounds, lives in the gatehouse itself, and half of it is his home, and the other half is occupied by the keep's guard dogs.


An additonal layer of defence is provided by botanical hazards! (TOP MAP 2) shows where these are, planted over the years by the Keep's gardeners, they provide a nice nuisance value. Areas A and B have Goblin Boil growing in the grass, this pleasant looking small flower, with blue-violet flowers flowers from early spring to late Summer, it's pollen is violently allergenic to goblins, and irritating to bugbears (hobgoblins may develop a rash after exposure but that's about all). Goblins must make a Fort save vs DC 15 every hour of exposure or break out in huge painful boils, suffering temporary Constitution loss of 1d4 points (or an average loss of 1hp if dealing with large numbers of monsters). Bugbears must make a fort save every hour versus DC 8 or lose 2 points of temporary Dexterity from itching, rashes and the like (typically rducing their AC by -1).


Areas C and D are very swampy, up to knee depth on a human in water or muck, here grows FireLance. The fire lance plant is 4 to 6' tall crowned with a large head from which many fine filaments trail for 2 to 4 feet, the filaments blow about in the breeze slightly, and are covered with continous drips of sweet sap. Any creature unfortunate enough to touch the filaments with bare skin discovers the filaments are much the same as found on a jelly fish! creatures with a natural armour class of 4 or better have skins to thick to be affected, and armour worn by humanoids prevents protected areas being affected, but hands, faces, and uncovered areas can certainly be struck. Victims must make a Fort save versus DC 11 or be affected as by a Symbol of Pain with a duration of 1 hour (-2 Dex, -4 attack, skill and ability rolls), any form of magical healing or poison negation removes this--the poison lingers in the flesh causing irritation. many creatures so affected often scream in pain, alerting folk of their presence. Around the base of the plants is a stiff collection of upward angling leaves with a pool of water in the center, the tendrils paralyze insects and they fall into the inescapable funnel of leaves. The sap also drips into the funnel attracting more creatures, a smaller outgrowth of tendrils sprouts from the plant's stem part way up the funnel as a trap.


The rough cliff round the back of the Keep, area E has many small gorse-like bushes growing in the crevices, these bushes are around 3-4 feet high and wide, and covered with large spines hidden by foliage, creatures failing a Wilderness Lore check, Spot or Search Check versus DC 13 won't notice the danger of using them as handholds while climbing...While this would only do around 1hp of subdual damage, it would force another Climb check where appropriate, and perhaps a Will save VS DC 7 or yelp in pain (and thus give away your climbing up). Another factor of these bushes is they are filled with a highly flammable resin, mostly made of turpentine, that makes them burn fiercely if ignited. A typical burning gorse bush makes a fire 10' across and 15' high for 1 minute that does 4d4 hp to creatures in it, or 1d4 hp in 10' from the flames. The advantage the bushes bring is that if, as has happened, trolls climb up, they often grab the bushes for holds, scream, fall, alert folk, and the cliff soons goes up in a small inferno! The bushes actually use fire to propigate their seeds and recover in a month or two (the resin and spines also make them practically inedible but great for alchemists).





The main defences though are the roving patrols that set out from the Keep, Dariass the ranger's keen eyes, information gathered from locals and folk passing through, and Kar-Ayahn's scrying. As Garrison often says "The most important thing about an enemy is: KNOWING YOU HAVE ONE!"





PATROLS





Usually, there is always a patrol out keeping an eye on things, a typical patrol consists of: 2 sargeants (F3), 1 priest of Pelor (C2), 2 archers (F2), 8 guardsmen (F2) all mounted on heavy warhorses and 2 guard dogs, with 4 spare horses carrying extra gear.  These may be accompanied other notable NPCs, usually if danger is anticipated.  Patrols are under orders to scout enemies first and asses any danger, they must not engage if foes would not be easily handled by the patrol itself (such as 12-20 goblins or orcs, provided they patrol has surprise and good ambush spot is do-able, more is not or if they don't have surprise). If in any doubt, shadow them and send a rider to alert the keep. When there are farms or locals nearby, they wll go and ask for assistance, using the ordinary people as missile troops on the flanks usually where they should be safe. Since those involved in are entitled to share of any booty, the patrols have the choice of asking for help, which maybe safer, but earns them less treasure. So risks and rewards balance things out well, Garrison often points out that dead men can't count gold...


Monsters are always hunted down and slain to the last one: the less information the enemy have on how the Keep sodiers fight, the better.





THE KEEP ITSELF





The Keep's walls are 10' thick hard granite and 50' high, practically invulnerable to  most attacks (note that granite isn't harmed by most corrosives), and inset with numerous arrow slits giving good fields of fire (and 9/10ths cover). The inner walls are 2' thick, and the floors are held up with 2' thick joists with wooden flooring.


Around the outside of the wall at around 10' up, inset into mortar or the stone itself, is a mass of spikes, blades, broken sword, dagger, spear and other weapon blades, bits of broken glass, pottery, shards of flint and other razor sharp stones. Designed to hinder anyone climbing up the wall, any creature unlucky enough to fall against this will take 1d12 hp of damage, and proves a significant obstacle.


A common trap in the keep is a bell alarm trap, a simple device liek those found in some shops, it fits to the back of the door and merely tinkels a bell to alert atttention. The bel is fitted to a coiled spring, and a lever on the frame trips it. It has a DC of17 to spot and disable.








DEALINGS WITH LOCALS AND OTHERS





The Earl maintains good, friendly relations with the people under his rule. Rather than bother with conquest, building large military forces or wasting money on luxuries, the Nydarr family have always taken a view of investing and improving their land and people. All the local's are encouraged to train for combat and are usually given captured equipment or non-masterwork items the Keep produces, typically chainmail shirts, spears, shortbows, javelins and such. Because of this, and the local populace living in a rough area, and being hardy people, the typical person is 1st lvl warrior (as described in the DMG) with around 14 Str and Con, older, more experienced or combative types maybe 2nd or even 3rd level warriors.


By law and custom, locals provide shelter and assistance to the Earl's forces, if a patrol tracks down some orcs for example, they often ask for some of the men folk from close by farms and hamlets for aid. They are not put at serious risk, and are employed usually as missile troops on flanks, this aids the soldiers and gives the people useful training. They are entitled to half of any booty earned, and are given any common weapons recovered, so this is an encouragment.


Once per month in good weather at weekends, the Earl arranges training tourneys, where locals can come practice and learn battle skills, with free beer given out at the end as an encouragement. At the Harvest Faire, the Earl holds competitons to find the strongest person, best fighter, best archer and such. Winners maybe eligable for joining the Keep's guard.


To help improve early warnings of danger, everyone in the region knows the Earl (Garrison actually) pays 1 to 10 gp for good information, more for special knowledge.


Hunts are organized when needed, hunting is primarly to clear out dangerous or nuisance animals, provide meat and skins, and is a sort of combat exercise, the Earl's people dont believe in hunting purely for sport. If an animal is taken down on a person's land, they are given half the meat if they wish it.


Relations with local druids and rangers are cordial, and they are regarded highly for early warnings of danger. Since the Keep was built, the Nydarr family have had excellent relations with elves in the region, and get on well with dwarves too. Elves are often visitors to the Keep, and dwarven merchants bringing good steel and other materials.


When there is serious danger such as an orc invasion, the local people drive their farm animals into the hills or secretive areas, and then head for the Keep. Defended by several hundred militia, plus the Earl's trained soldiers to guide them, they have caused considerable havoc to those foolish enough to attack them.


A good few locals turn up at the Keep for special services to Pelor held in the Shrine on the 5th floor, and Olander is well respected for his healing skills and his uplifting sermons. The priests occasionally tour the local area dispensing blessings and healing. It's common for weddings to be held in the Keep, with the reception held in the grand hall. 


Note that the Keep is a major part of local life, and is not a remote, isolated citadel. Caravans, locals, pilgrims, nobles, adventurers and such like are common visitors, and the Earl is a gracious and well liked host. The tradition of hospitality is that anyone not evil, may ask for a day and a nights food and shelter freely, and expect to recieve it. Also anyone injured or fleeing for their lives from wrong doers may seek sanctuary and aid. While the Keep isn't an inn, people may stay longer if they ask and pay for the privelege, though if they provide entertainment, information or services they may well stay for free (folk aren't billed for staying! They are merely expecte dto donate a fair amount). Nobles, heralds, ambassadors and priests can claim hospitality as a right by the way. Kar-Ayhan always loves a good "natter" with wizardly colleges and usually invites them to stay for a while, similalry, Barhodanne may ask the Earl's permission for a dwarf to stay for a while to learn of what befalls the bearded folk in other places.





FINANCES





The Keep costs a lot of money to run, this comes from several sources. Due to the Nydarr's family careful husbandry and improvement of their lands and that of their people's, income from traditional farming taxes is very good, comparatively. The Earl's own farm breeds the Keep's guard dogs and war horses, excess dogs are sold cheaply to locals who greatly value them, and the more docile horses are sold as farm animals. Excess war horses are sold for profit.


Due to the first Earl's adventuring, the family owns 2 silver/copper mines in conjunction with a dwarven clan, the Earl gets 1/5th of the cash profits yearly. This usually around 8,000gp.


"Nydarr Mead" is made and sold from the Keep, blended to a family recipe, it is a drink with a smoky, nutty flavour and a honey-like after taste, it's very  potent, and favoured by dwarves in particular.


People of good standing (i.e. folk who are trusted not to use them foolishly or for evil) can buy potions, scrolls and alchemical materials from Kar-Ayhan and Olander at standard prices, usually scrolls up to 3rd lvl maximum unless made to order. Like wise the Keep's craftsmen can make fine arms and armour.


While any comon weapons recovered from defeated monsters goes to local people, to assist them, and half of any booty to locals who aid in a fight, treasure recovered from monsters does actually bring in a nice bit of change. When booty is recovered, after lcoals get half if they are there, half of the remainder is split between anyone who was involved, and the other half goes to the Earl. The locals are quick to inform of any dangers as they have a chance of direct reward for informing of it, and potentially earning booty. The Earl also posts bounties for specific tasks or dangers.


Apart from the soldiers, a major drain on finances are Olander's and Kar-Ayahn's potion and magical item craftings. Very costly, but well worth it in the long run though.





--------------------------------------------------------------------------------------





MAJOR NPCS





JOHAN, EARL NYDARR Human male, Fighter 6; CR6; Medium Sized humanoid; HD 6d10+18; hp 70; Init +5; Speed 30ft (20ft in armor); AC 19 (touch 17, flat footed ); ATK base +6/+1 melee,  +10/+4 (1d4+3/19-20 x2, master workdagger), +10/+5 (2d6+7/19-20 x2, +1 Flametongue greatsword); +7/+2 (1d6+2/x3, mighty composite shortbow +2) SA -; SQ -; AL NG; SV Fort +8, Ref +3, Will +5; Str 17, Dex 13, Con 16, Int 14, Wis 16, Cha 16


Skills and Feats: Diplomacy +6, Handle Animal +8, Heal +5, Listen +6, Proffession--Farming +7, Ride +7, Sense Motive +4, Spot +6, Swim +8, Ride +11, Wilderness Lore +4, Climb -3 (+2), Swim -10, Hide -5 (+2), Intuit Direction +4, Common, Orc, Dwarven, Elven.; Alertness, Improved Initiative, Leadership, Weapon Focus--Greatsword, Weapon Specialization-greatsword, Cleave, Power Attack, Great Cleave. 


Possessions: Greatsword +1 Flametongue, Halfplate +2, Ring of Friend Shield (his wife, Lady Nydarr has other ring), 2 potions of Cure Serious Wounds, masterwork studded leather, masterwork dagger, mighty composite shortbow +2, keys for 


A huge man of 33 years, Johan has long light brown hair and beard, and a hearty good humour that endears many to him. Trained for battle, his main concern really is the improvement and up keep of his land, and spends a great deal of time consulting and helping the farmers and others under his domain. He has come up with many good ideas to improve the lot of his people, and is noted for his knowledge and skill. When not practicing arms he often rides to his farm nearby and works there. Some find it odd a noble man would be happy working beside his foreman and teram mucking out stables or ploughing fields, but the Earl loves the land and working it. Additionally his skill has garnered substantial rewards in the production of his lands, and thus the taxes he fairly gathers.


Long standing family friendships with the elves let him meet his wife, Tyliorahn, whom he is infatuated and clearly delighted with. A very happy couple, their children, Rohann and Seliath are the apples of their eye.The only person in the Keep he isn't keen on is Eryad the Blue, though its not a great dislike. His best friends are Garrison's sons, Jear and Fer.


Around the Keep he usually doesnt wear armour, and if travelling not far, ushc as to hsi farm he wears lighter studded leather for comfort (AC 14, 11 touch, 13 flat footed), but does carry his sword when outside.


Often fighting from horseback, the Earl uses his greatsword to wreak havoc, and is famed for tearing 5 goblins to flaming pieces with one dreadful slash!








TYLIORHANN, LADY NYDARR Female Elf; Bard 3; CR3; Medium Sized humanoid; HD 3d6+3; hp 19; Init +4; Speed 30ft; AC 16 (touch 16, flat footed ); ATK +3 (1d4/19-20 x2, dagger), +3 (1d6+1/18-20 x3, rapier); SA bard abilities SQ immune to Sleep, +2 save versus Enchantment;  AL CG; SV Fort +1, Ref +7, Will +5; Str 11, Dex 19, Con 12, Int 17, Wis 14, Cha 18


Skills and Feats: Concentration +3, Decipher Script +6, Diplomacy +7, Disguise +7, Escpe Artist +5, Gather Information +7, Listen +4, Move Silently +7, Perform +10, Sense Motive +5, Spellcraft +6, Use Magic Device +7, Spot +4, Search +4, Hide +6; Ambidexterity, Weapon Finesse.


Possessions: Rapier +1, Ring of Protection+2, Ring of Friend Shield (her husband, Earl Nydarr has other ring), 2 potions of Cure Serious Wounds, masterwork dagger, keys for 


Raven black hair and the features of an angel, the Earl's wife is  a stunning beauty, but also a very astute and friendly person. A lover of harmless gossip and information, she gets on well with folk, and is very disarming (thought she hates malicious gossips and false accusers). She met her husband after a small  battle  where the Earl and Elven forces had tracked down a band of bugbear maruaders. Despite warnings from her people, she chose to marry a non-elf, and is blissfully happy with the choice, though she knows there maybe sadness ahead. She is making sure her children are well educated and is often heard singing to them in Elvish, which brings a beautiful jy throughout the keep. Bronwen and her are great friends, the rough cook and elegant lady love chatting for hours and getting up to tomfoolery. Eryad the Blues zeal disgusts her.


In battle she uses a rapier and dagger in both hands (stats adjusted for this).





GARRION (Seneschal, Master of Arms, war scout), human male, Fighter 5/Rogue 3; CR8; Medium Sized humanoid; HD 5d10+15 plus 3d6+9; hp 82; Init +7; Speed 30ft; AC 18 (touch 15, flat footed ); ATK +8 (1d4+5/19-20, dagger +3 offhand), +9/+4 (1d6+4/x3,  handaxe+1 mainhand), +11/+6 (1d6+3/x2, master work throwingaxe),  SA Sneak attack +2d6, Uncanny Dodge, Evasion; SQ -;  AL NG (N); SV Fort +8, Ref +7, Will +4; Str 16, Dex 16, Con 17, Int 15, Wis 15, Cha 13


Skills and Feats: Appraise +3, Balance +5, Bluff +3, Climb +10, Disable Device +4 (+6 with master work tools) ,Escape Artist +6, Gather Information +6, Handle Animal +3, Heal +3, Hide +8, Intimidate +4, Intuit Direction +3, Jump +8, move Silently +9, Open Lock +4 (+6 with master work tools), Ride +8, Search +3, Sense Motive +3, Spot +9, Swim +7, Tumble +4, Use Rope +4, Wilderness Lore +3; Alertness, Ambidexterity, Dodge, Improved Initiative, Quick Draw, Track, Two-Weapon Fighting.


Possessions: Handaxe +1, Dagger +3, Studded Leather armour +2, potion of Cure Serious Wounds x3, potion of Invisibility x2, master work throwing axes, masterwork thieves tools (+2 to Open Lock and Disable Device), healers kit, keys for 


Approaching his 53rd year, Garrion is a weathered, taciturn man who is direct, dangerous and wily. medium height, short dark hair, wiry but scarred by years of warfare, he is the Earl's captain and overseer of the Keep...and unoffically his chief scout (on specific targets) and spy. Everyone knows to listen and obey him, and tread softly when he's around (while he is intimidating and has a high position, he's often right about many things so folk know to heed his words). 


For the past 37 years, he has served the Nydarr family devotedly, though he took the loss of the old Earl (Johan's father) hard, they were great friends, and some secret in Garrion's past bound them, as he felt he owed the Earl his life. Always keeping an eye on things, he often goes out on patrols or talks to the locals to keep up with information. Two years ago, his wife, Liza, died in childbirth, he lost his wife  and would-be daughter despite the healing skills of Olander, and it has left him hardened and bitter. His two sons, Jaer and Fer, are sargeants in the Earl's guard, and he ruthlessly trains and re-trains them, he throws disgusted glances at their favouring heavy weapons, and constanlty harps on at them to be perfect, but it's because the one thing that scares him is the thought of them dying. For years he and Bronwen have been great friends, her humor and steadfastness he likes, and would have tried to court her if he hadn't been married, but now it's too late for such thoughts. Pheredar frustrates him with his odd ways and Gregory is  just simply too young and foolish for his tastes (Flare is too but he is funny and is reasonably trustworthy). Rel the Younger is also "too young" but she is his neice, and tries not to show her favouritism, though he loves her, especially since he reminds him of his dead wife.


When teaching weapon skills, he emphasizes alertness, out manouvering and out thinking your enemy. He is adept at creating ambushes, feints and deceits, which allows Nydarr to prosper while having only a small military force. He favours fighting with 2 weapons, he hurls throwing axes at range, swiflty draws his hand axe, and uses that and elven dagger in melee--he often buries an axe in an unsuspecting orc's spine then dices it's comrades. However he disdains of such tactics for common soldiers and trains them in such skills only if they are skilled enough, warfare is not a game!, he often preaches and emphasizes mobility, speed and surprise---and staying alive!





KAR-AYHAN (wizard and alchemist), human male,Wizard9 (Divination specialist); CR9; Medium Sized humanoid; HD 9d4+18; hp 46; Init +1; Speed 30ft; AC 17 (touch 13, flat footed ); ATK +4 melee, +5 ranged, (1d4/19-20, silver dagger); SA spells SQ -;  AL NG; SV Fort +5 (+9 with Periapt of Proof against Poison), Ref +4, Will +9; Str 10, Dex 13, Con 14, Int 18(20 with Headband of Intellect +2), Wis 13, Cha 10


Skills and Feats: Alchemy +17, Concentration +10, Heal +6, Hide +4 (+14 with Cloak of the Bat), Knowledge--Arcane +11, Move Silently +5, Ride +2, Scry +15, Sense Motive +4, Spellcraft +15, Spot +8, Swim +0, Wilderness Lore +7, Craft--Bookbinding +6, Craft--Gemcutting +6, Common, Draconic, Dwarven, Giant, Gnoll, Goblin, Elven, Orc; Brew Potion, Craft Magic Arms and Armor, Craft Rod, Craft Wand, Craft Wonderous Item, Scribe Scroll, Spell Mastery


Possessions: Staff of fire (charges 37), Wand of Lightning (casts at lvl 9, charges 48), Ring of Minor Fire Elemental Resistance, Amulet of Darkvision, Headband of Intellect +2, Periapt of Proof Against Poison, Rod of Flame Extinguishing, Bracers of Armor +4, Cloak of the Bat, arcane scroll of Teleport, arcane scroll of Summon Monster V x2, arcane scroll of  Slow x3 (at 9th lvl casting), arcane scroll of Cloudkill x3, V potion of cure critical wounds, potion of Flying, potion of Invisibility x2, silver dagger. keys for .Note that he has additional items in his casting chambers in Area on Lower Cellar level: Crystal Ball (with Telepathy), and extra scrolls and potions.


Spells: 5/7/6/5/4/3 As a Diviner specilaist he gets 1 extra spell per spell level, but cannot use Necromancy spells. Usually prepared: 1st--Comprehend Languages, Magic Missile x2, Charm Person, Protection from Evil, Color Spray, Silent Image; 2nd--Detct Thoughts, Glitterdust, Whispering Wind, See Invisible, Invisibility, Protection From Arrows; Web 3rd--Clairaudience, Fireball, Fly, Stinking Cloud, Major Image; 4th--Evard's Black Tentacles, Stoneskin, Arcane Eye, Minor Globe of Invulnerability; 5th--Teleport, Prying Eyes, Rary's Telepathic Bond.


Almost 60 years of age, Kar-Ayhan has been the magical advisor to the Nydarr family since he took uop adventuring with the present Earl's father when they were lads. Mostly bald with salt and pepper coloured neatly trimmed hair, and  a long flowing moustache, he wears favours weairng bright  orange and red silk robes with black cloak over the top. His staff has a silver head shaped like a dragon with ruby eyes, and the Headband of Intellect is a large mutli-coloured stone like a rainbow hued-opal he wears upon his brow.


Highly skilled in the realms of Alchemy and crafting magic items, he preffers using magic offensively to first learn about a foe, weaken them, then blow them to pieces! Careful and methodical in his work, he tends towards reclusiveness around folk, until they need him, when he shows off his exhuberant streak when he finishes a task. he used to have a fondness for fiesty women, but as he says, "I'm too old for that now, thank the gods!" He's had several children on the wrong side of the sheets because between the nature of the women he likes and his devotion to his craft, marriage has never been something he seriously considered, however, he does take care of his offspring, one of whom is his apprentice, Flare. Flare drives his father up the wall with his "slap dash, go get 'em, no thinkum!" ways, but he loves him dearly in his quiet way as he reminds him so much of his own reckless self way back when.


Often, he uses Scrying to learn more of any threat that maybe apparent to the Earl's lands, and uses Prying Eyes to learn more when dangers are close. He and Garrion are used to working with each other to scout out any danger, and they get on well, because they don't waste time on foolish talk and are both careful planners. Often he's to be found in the company of Olander, the two of them working on potions, alchemy, salves to help some patient of the cleric, or debating theology--Kar-Ayhan is a follower of Pelor but not a devoted one, but he and Olander are great friends.


In battle, he always scouts out his enemy well, and likes using illusions, magical traps, and hazards to hinder enemies before they are close, blast them as they draw near with his staff, and always has several defensive spells prepared (Fly, Stoneskin, Invisibility and Minor Globe of Invulnerability has saved his, and other folks' bacon, many times). A favoured tactic when dealing with a goblinoid advance is to invisibly draw near, find a good defencive spot with a view, cast protective  spells, summon an elemental, and send it in to attack while casting Stiking Cloud on the enemy--elementals arent bothered by stinking cloud, and then Teleport away after some other long range mayhem takes effect. Using arcane eye, Prying Eyes, and Rary's Telepathic bond he can keep an "eye" on things and allows three people to keep in 2 way contact.





FLARE (wizard), human male, Wizard2; CR2; Medium Sized humanoid; HD 2d4+6; hp 16; Init +0; Speed 30ft; AC 12 (touch 10, flat footed ); ATK base +4 melee, +1 ranged, +5 (1d6+4/x2, quarterstaff+1),  +4 or +1(1d4+3/19-20, dagger); SA Spells; SQ -;  AL NG; SV Fort +3, Ref +0, Will +4; Str 16, Dex 11, Con 16, Int 17, Wis 12, Cha 14


Skills and Feats: Alchemy +7 ,Concentration +7, Heal +2, Hide +1, Knowledge--Arcana +6, Move Silently +1, Ride +1, Scry +4, Spellcraft +7, Spot +4, Wilderness Lore +2, Craft--Calligraphy +4, Knowledge--History +4, Common, Dwarven, Draconic, Elven; Alertness, Combat Casting, Scribe Scroll.


Possessions: Quarterstaff +1, Bracers of Armor +2, arcane scroll of  Slow lvl 9 caster, potion of cure serious wounds, potion of invisibility, potion of Flying, daggers x4, keys for


Spells: 4/3 Usually prepared: 0--Detect Magic, Ghost Sound, Daze, Light; 1st--Magic Missile, Grease.


Very tall and built like a blacksmith, Flare was expected to become a warrior or craftsman perhaps, but he was born with an innate talent for magic, and so his errant father Kar-Ayhan took him in as a babe and set about "training him to become a civilized man!". bronze-reddish coloured hair earned him his birth name, which kind of matches his personality, always up to fun, though of good natured sort even if they are childish pranks, his father moans loudly about his offsprings silly behaviour, but privately chuckles his head off at it.


Quick to make friends and always eager to be doing something, prefferably exciting, he often accompanies the Earl's guards on patrols, and his good company keeps the men happy, even if Garrion has had to knock some sense into him once or twice. He's usually to be found in the company of Barodahnne, Jaer, Fer, and Rakheer. They are usually up to some prank or other....He is very fond of his father and Olander, and enjoys their tales and  wisdom (even if he does ignore it sometimes)





OLANDER SUNWISE (High priest of Pelor, alchemist and healer), human male, Cleric 8; CR8; Medium Sized humanoid; HD 8d8+16; hp 60; Init +0; Speed 30ft; AC 20 (touch 7, flat footed ); ATK base +6/+1 melee or ranged, +8/+3 (1d8+3, silver heavy mace),  SA Spells; SQ -;  AL LG; SV Fort +3, Ref +0, Will +4; Str 14, Dex 11, Con 14, Int 14, Wis 17, Cha 13.


Skills and Feats: Alchemy +7, Climb +3, Concentration +10, Handle Animal +2, Heal +12, Intuit Direction +4, Knowledge--Arcana +3, Knowledge Religion +7, Knowledge--Nature +3, Listen +7, Move Silently +1, Ride +2, Spellcraft +4, Spot +4,  Common, Dwarven, Orc; Alertness, Brew Potion, Combat Casting, Scribe Scroll.


Possessions: banded mail +1, large steel shield +2, potion of cure critical wounds x2, silver heavy mace, keys for


Spells: 6+1/5+1/4+1/4+1/2+1; DC=10+3+spell level; Domains: healing (cast Healing spells at +1 level), Sun (perform Greater Turning 1/day) Usually prepared: 0--Cure Minor Wounds, Detect Poison, Light x2, Purify Food and Drink, Resistance, Detect Magic; 1st--Bless, Cure Light Wounds, Bless Water, Magic Stone, Protection from Evil, Divine Favor; 2nd--Cure Moderate Wounds,  Find Traps, Hold Person, Lesser Restoration, Remove Paralysis; 3rd--Cure Serious Wounds, Dispel Magic, Daylight, Prayer, Searing Light; 4th--Cure Critical Wounds, Neutralize Poison, Greater magic Weapon. 


A vigorous man in his early forties, Olander has long white hair cut straight at the ends, and wears his beard short. He usually wears a white tabard with his god's holy symbol on it and always wears armour outside the keep.


Olander came ot the keep as a youth, escaping from a caravan where he was secretly held as a slave to be sold. The previous high priest of the Keep cared for his wounds, and from that time his devotion to Pelor, and compassion, flowered. Known for his kindness and going out of his way to aid others, he is a firm favourite with thre folk in the Keep and the surrounding areas. After the old high priest died, he took on the mantle and has aquited himself well, frequently  aiding the soliders of the Earl in their fight against the dark hordes. kar-Ayhan introduced him to the skills of Alchemy and potion crafting, and they rely on each other's wits and   knowledge and together they make a formidable team in the craftng of elixirs and other exotica. WHile the wizard primarly loves making thing for the joy of crafting, Olander, looks forward to them being used to aid others.


When not busy making potions, Olander is often found in the Shrine of Pelor on floor 5, in the Infirmary nearby, or with his wife Rel the Younger. Rel is the joy of his life beside his faith, though many were surprised at him taking such a young bride at his age, he is deeply in love with her. Eryad th eBlue is his main assistant, and while he respects his faith and skills, he is a little troubled by the man's more crusading zeal. Garrion's ruthless nature is at odds with his own, but he understands the man means well and is of great service to the Earl, whom he serves greatfully. The Earl, his wife and children are a great delight to him when he worries over the evil he sees stalking the world. He finds Pheredar to be quietly wise and nto apreciated enough, and Flare is a delightful person.





RAHKEER (Smith) half-orc male, Fighter 3; CR3; Medium Sized humanoid; HD 3d10+9; hp 60; Init +1; Speed 30ft; AC 19 (touch 11, flat footed ); ATK base +3, +9 (1d8+4/x3, masterwork warhammer), +8 melee or +4 ranged (1d6+4/x2, throwing axe), +8 melee or +4 ranged (1d4+4/x2, dagger), +4 (1d8/19-20, x2, light crossbow) SA Darkvision; SQ -;  AL CG; SV Fort +6, Ref +2, Will +2; Str 19, Dex 13, Con 17, Int 12, Wis 12, Cha 9.


Skills and Feats: Climb +5, Ride +2, Swim , Armorsmithing +6, Blacksmithing +6, Weaponsmithing +6, Spot +1, Listen +1; Endurance, Power Attack, Cleave, Weapon Focus--Warhammer. 


Possessions: master work banded mail, masterwork war hammer, large steel shield, throwing axes x5, dagger, light crossbow.


A tad under seven feet tall and as wide as a door, Rahkeer is the Keep's main smith. Born as a result of an orc incursion, Rakheer was lucky in that his family nurtured rather than despised him, that and his strength of character prevented his orcish blood taking hold. However, he loves battle, and absolutely despises orcs and goblinoids, and will kill them on sight practically, Garrion, Barhodanne and Dariass' training and council has taught him how to keep his temper and control in battle, at least until he needs to let his anger explode...


Indebted to Olander for caring for his mother during a serious illness, as a youth he asked to repay the favour and elarn a skill..and serve in the Earl's guards. To help teach him patience he was apprenticed to the keep's smith (who has since retired), and he actully enjoys working at the hot forge, his muscles and skill with a hammer grew from then. He greatly respects Garrion, whom he sees as master of war and wiles, shyly enjoys being the liege-man of the Earl and his family (he finds it heartening the Keep's children dont' fear his twisted features but find them funny instead), is fearful of Kar-Ayhan's awesome magic (but doesn't fear the man himself); Dariass is a confidant and one time lover (he's grown over the love pangs when they parted but still likes her company), agrees with Eryad the Blue that more should be done directly to combat the evil races, and his favourite thing is spending time with Barhodanne. The half orc and dwarf are inseperable friends, despite their wildly different backgrounds, and are often found sitting in the smithy with the dwarf puffing a pipe and taking turns over games of chess as they work, he doesn't win too often but loves it as a "warrior's game". He greatly enjoys Flare's fun and  Jaer and Fer's good company, and oen of his favoured hting is fighitng beside them and the dwarf. 


Folk often challenge him to show off his great strength, which he can never resist. He doesnt understand why Pheredar doesnt like him much and always tries to show good intentions towards him.


In battle he thinks its his duty to keep an eye on the Earl and Olander, but other wise loves causing absolute carnage on foot with Garrison's sons and Barohanne beside him. While not manly, it's terribly funny watching Flare's spells leave goblins sliding around on grease and other siliness which actually does good work.








BARODAHNNE (Guard Lieutenant and Smith) dwarf male, Fighter 4/Cleric 1; CR5; Medium Sized humanoid; HD 4d10+20 plus 1d8+5; hp 65; Init +1; Speed 30ft; AC 20 (touch 12, flat footed ); ATK base +4,  +8 (1d8+5/x3, masterwork battleaxe),+8 (1d6+4/x2, throwing axe +1 of Returning), +5 ranged (1d8/x3, masterwork light crossbow), +8 (1d4/19-20, x2, masterwork dagger); SA Darkvision; Stone cutting, +2 save vs posion and spells, +1 atk vs orcs and goblinoids, +4 dodge AC bonus vs giants, +2 checks to ppraise or craft stone and metal; SQ -;  AL LG; SV Fort +11, Ref +2, Will +5; Str 16, Dex 12, Con 20, Int 13, Wis 15, Cha 13.


Skills and Feats: Climb -1(+4), Concentration +10, heal +4, Listen +6, Ride +3, Spot +6, Craft--Armorsmithing+7, Craft--Blacksmithing +7, Craft Weaponsmithing +3, Profession--Artillerist +6; Alertness, Combat Casting, Expertise, Focus--battleaxe, Weapon Specialization--Battleaxe.


Spells: 3+1/2+1 Domains: Good (cast Good spells at +1 level), Protection (create protective ward by touch 1/day, +1 saves once only, duration 1 hour). Usually prepared: 0--Cure Minor Wounds x2, Light, Virtue; 1st--Bless, Bane, Cure Light Wounds


Possessions: banded mail +1, throwing axe of Returning +1, +2 crossbow bolts x5, potion of Cure Critical wounds, potion of SPeed, Potion of Cure Serious wounds x2, masterwork large steel shield,  masterwork battleaxe, masterwork dagger, masterwork light crossbow, healers kit, holy symbol of Moradin x2, flask of holy water x2, pipe and tobacco, small travelling chess set with ivory and jet pieces.


Always clad in his well cared for armour, usually with a tabbard over it with the Nydarr crest, Barodahnne wears his reddish brown hair and breard in neat braids at the ends. He has a ring on 5 of his fingers and one of this thumbs, of various mettals with a single gem and a thick dwarven inscription, they are actually a record of his achievements. 


A mercenary axe for hire, he has travelled much of the land, always fighitng for noble causes, earning a good reputation, and knowns many people. Ten years ago he came to the Keep with a caravan as a guard, fell in love with the land, and joined the the Earl's forces. Not often a dwarf makes such a powerful choice, but he simply loves the land around the keep and thinks it's "true dwarf country!",and is always trying to get dwarves to move here, with the Earl's grace of course. A skilled smith as well he  has worked his way up by merit to be an officer and a smith. Not a hide-bound parade-ground soldier, he loves Garrion's thinking and considers him one of the finest officers to serve under. That said he is dealer of mayhem, and preffers being in the thick of the fight.


It's hard to say why exactly he likes Jaer and Fer so much, but certainly likes their loyal company. Rakheer and he were at first suspicious of each other, due to racial problems and rivalry over forge work, but now they are the best of friends and rarely apart. When relaxing, the dwarf is usually found smoking a pipe, and playing chess with those who have wits to challenge him.


if battle comes, he likes seing all is well set out, his men know their jobs well,  keeps an eye on how the battle is going, casts bane on foes as they melee, using his crossbow on specific foes, then charging in when it looks like things go well. he only uses hs magic bolts on truly dangerous, special foes.





DARIASS (Scout) human female, Ranger 4; CR4; Medium Sized humanoid; HD 4d10+12; hp 41; Init +1; Speed 30ft; AC 15 or 17 with Force Shield (touch 11, flat footed ); ATK +6 (1d6+1/x3, masterwork handaxe), +7 (1d6+2/x3, mighty composite shortbow +1 bonus), +6 melee or +7 ranged (1d4+1/x2, master work dagger); SA +1 damage/skill rolls versus orcs; SQ -;  AL CG; SV Fort +6, Ref +2, Will +2; Str 13, Dex 14, Con 16, Int 13, Wis 13, Cha 11.


Skills and Feats: Animal Empathy +2, Climb +3, handle Animal +2, heal +4, Hide +7, Intuit Direction +3, Jump +2, Knowledge--Nature +3, Listen +4, Move Silently +7, Ride +4, Search +3, Spot +8, Swim +2, Use Rope +3, Wilderness Lore +6,  Common, Orc; Alertness, Point Blank Shot, Run, Track. Favoured enemy: Orcs, +1 damage/skill rolls vs orcs.


Spells: 1/ usually prepared: 1st--Entangle


Possessions: Amulet of Darkvision, Ring of Force Shield, arrows +1 x20, masterwork studded leather, mighty composite shortbow +1 bonus, masterwork handaxe, masterwork dagger x3, silk rope, bag of caltrops x2.


At 31, Dariass is a tall, raw boned woman with weathered features. Usually clad in non-descript clothing well designed for camouflage she is often mistaken for a man until close up.


Ill luck and misfortune seem to have dogged Dariass all her life--her families farm was burned out in an accidental blaze, she nearly died several times from fever as a child, her best friend died from  posioned berry, her betrothed was killed by an orc...it seemed bad luck haunted her life and she left people behind to avoid more grief. The previous Earl and his ranger-scout found her one day in the forest, almost feral, for the first time inages she met people again, and they comforted her.


Still haunted by her past, she is always fearful of bringing disaster on others. She had a brief affair with Rahkeer during a time when she was feeling particularly lonely, and she is very greatful the half orc understood it was comfort more than love she needed, and doesnt hold any resentment. An excellent scout, she does her best to make sure no monsters escape her gaze, and is usually out in the wilds for days or weeks at a time. Apart from Eryad the Blue, whom she thinks is far too rigid, the ranger likes the rest of the folk in the keep, and usually works with Garrion, kar-Ayhan, Olander, Jaelf, Fer and Gregory as scout and archer for serious work. Gregory is a potential good friend but it will take more time for her to see his qualities.


In battle, she usually uses her Ring of Force Shield, and may use that as a weapon to bash (-2 on all melee attacks if so). When scouting, she usually tracks her foe, and if numbers small, sets up a good amush spot, uses rope to create trip wires and caltrops, Entangles her foe, deluges them with arrows while they are stuck and lets her traps weaken more.





JAER & FER (Guard Lieutenants) human male, Fighter 4; CR4; Medium Sized humanoid; HD 4d10+12; hp 45; Init +3; Speed 30ft; AC 19 (touch 13, flat footed 16); ATK +9 (2d6+5/19-20/x3, masterwork great sword),+9 (1d6+5/x3, masterwork handaxe), +8 (1d6+3/x3, mighty composite shortbow); SA -; SQ -;  AL NG; SV Fort +7, Ref +1, Will +2; Str 17, Dex 17, Con 16, Int 13, Wis 12, Cha 14.


Skills and Feats: Balance +4, Climb +4, gather Information +3, Handle Animal +4, heal +2, Hide +4, Jump +4, Listen +5, Ride +6, Spot +6, Swim +3, Wilderness Lore +2; Alertness, Cleave, Focus--greatsword, Great Cleave, Power Attack, Specialized--greatsword


Possessions: Amulet of Darkvision,  arrows +1 x20, masterwork sword, masterwork banded mail, mighty composite shortbow +2 bonus, masterwork handaxe, masterwork dagger x3, silk rope, bag of caltrops x2.


The twin sons of garrison, Jaer and Fer have their father's looks, dak hair and speed, but they are huge men around 6 feet 5 in height, rangy, with hair worn long and tied back in a braid.


Unlike their father, the twins are lovers of fun, song and high times,a nd are usually found with Flare, barhodane, Greggory, Rakheer and the Earl either training or having fun. They are actually excellent soldiers and officers, their father's training has seen to that, but they take after their late mother in terms of getting on wlel with people. Not so intimidating as Garrison in his subtle way, they are still able to keep good discipline by instruction, getting to know their men well, and breaking heads if they need..not many folk cross them twice.


While some folk wonder why they spend time with Rel the Younger and often have her share in their escapdes in the keep, the simple answer is they are actually cousins and old friends. The twins are also trying to make thinsg in the Keep as pleasant as possible for their relative, who finds her new home a bit daunting. They find Eryad the Blue and her nto getting a long troubling, as they like Eryad, and agree with his notions that it's time to really cleanse the land of monsters.


In battle, the twins usally over see the delpoyment of their forces, use archery till melee draws near and then set too with their greatswords. WHile their father disdains their "hack and slash" style, they are good and not merely dumb hewers, and work well together, teariung through enemies like corn.








ERYAD THE BLUE (Priest, and head acolyte of Pelor) human male, Cleric 3; CR3; Medium Sized humanoid; HD 3d8+12; hp 29; Init +0; Speed 30ft; AC 19 (touch 13, flat footed 16); ATK +4 (1d6+1/x2, masterwork light mace), +3 (1d4+1/19-20/x2, dagger); +3 (1d6/19-20/x2, masterwork light crossbow); SA -; SQ -;  AL LG; SV Fort +4, Ref +1, Will +5; Str 13, Dex 11, Con 12, Int 12, Wis 14, Cha 12.


Skills and Feats: Alchemy +3, Concentration +6, Heal +6, Knowledge Religion +4, Ride +1, Spellcraft +2, Spot +5, Wilderness Lore +3. Common, Elven; Alertness, Combat Casting, Toughness.


Spells: 4+1/3+1/2+1 Domains: Sun (perform Greater Turning 1/day); Healing (cast healing spells at +1 level). Usually Prepared: 0--Cure Minor Wounds x3, Light; 1st--Bane, Bless, Divine Favor, Cure Light WOunds; Cure Moderate wounds x2, Hold Person.


Possessions: Amulet of Darkvision,  divine scroll (8th lvl DC=10+3+spell level neutralize poison, cure critical wounds x2), divine scroll (8th lvl DC=10+3+spell level, searing light x2, prayer x2), potion of cure serious wounds x2, potion of cure light wounds x3, masterwork light mace, masterwork banded mail,  masterwork light crossbow, crossbow bolts x20, two holy symbols of Pelor, flask of Holy water, dagger, silk rope, bag of caltrops x2, healers kit x2.


At 27, Eryad is unremarkable looking man, with dark blonde hair and blue eyes. Always neatly dressed with a tabard with the symbol of Pelor, he oftn accompanies patrols of the Earl's guards and wears his armor when doing so.


From a poor family with many siblings (his name comes from the fact that he has blu eyes where as a very similar looking brothr has gren ones), Eryad felt the calling of his god at a yioung age, and asked Olander to be his teacher. Devout, honest, kindly, but he isnt as compassionate as Olander and has strong desire to see evil humanoids driven from the lands. Many mistake him for being an intolerant zealot, which isnt exactly the case, his youth and disgust at the horrors of what he has seen orcs and others do filsl him with anger, and he thinks it woudl please Pelor to see them gone. Eryad secretly feels a bit hurt that folk dont liek him as well as they should, but he does his tasks with sincerity and a desire to show others the "right way". Olander and he often have religious debates, with kar-Ayhan adding to it occasionally, the older priest understand Eryad's passion but tries to teach him to take a larger and more compassionate view. While they can't agree, they both work together without friction as the younger man has no qualms with Olanders deserved position and respects his years of service to Pleor. However...the recent marriage of Olander to Rel threw a spanner into the works, as it were, Eryad fears she will take over his postion as head acolyte and finds her notions on Pelor even more "fuzzy and too soft" than Olander's. While he gets on well with Garrison's twin son's, who agree with his more militant stance, Flare's tomfoolery and easy going atitude don't  sit well with him. The Earl's wife doesnt approve of him so he returns the sentiment, but wisely keeps his mouth shut on the matter.


In battle, he usually accompanies the guards on on patrols, and aids them by bless, hinders enemies with bane, using missile fire and hold person on specific enemies, and meleeing under divine favor, then tending to the wounded.





PHEREDAR (Grounds keeper, gardener) human male, Druid 2; CR32 Medium Sized humanoid; HD 2d8+4; hp 19; Init +0; Speed 30ft; AC 11 (touch 10, flat footed 10); ATK +6 (1d10+5/x2, wooden greatclub +1), +5 (1d6+4/x2, sickle), +5 (1d4+4/x2, dagger); SA nature stride, woodland sense; SQ -;  AL NG; SV Fort +5, Ref +0, Will +6; Str 18, Dex 10, Con 15, Int 11, Wis 17, Cha 8.


Skills and Feats: Animal Empathy +2, heal +6; Intuit Direction +6, Swim +5, Wilderness Lore +7, Profession--Farmer +10, Profession--Herbalist +8; Endurance, Skill focus--Profession Farmer.


Spells: 4/3 DC= 10+3+ spell level, Usually prepared: 0--Purify food and Drink, Detect Poison, Create Water, Cure Minor Wounds; 1st--Cure light Wounds, Calm Animals, Entangle, Animal Friendship


Possessions: wooden greathammer +1, potion of cure moderate wounds x2. padded armour, greatclub, club, sickle, dagger, rope.


A little over 6 feet high, but enormously broad and beefy, almost fat, Pheredar has long uncared for hair, only shaves once in a while, and his rough clothing is usally tattered, torn or muck splattered.


In charge of looking after the grounds of the Keep, which has family has done sinc it was built, this shy hulk of a man usually far preffeers the company of his plants and animals to people.  Poor personal hygene,, being extreely shy and bashful and with the tendency to ask embarassing questions, not many folk cotton to him, which is a shame as he's actually very nice and wiser than he appears. a silly incident years ago earned him Bronwen's wrath and she has never forgiven him for it, which hurts him. barhodanne dislikes him mostly due to his oafish manner, and Rel the Younger as she doesnt know him yet and sees merely his exterior. He doesnt much like Eryad the Blue though the young priest actually likes Pheredar, and Rahkeer scares him and he can "feel" the orcish desire for bloodshed in him. Olander and Gregory are his best friends htough, and he loves walking over the hills asking questions of the priest, or sitting drinking beer with Gregory and playing with the guard dogs.


Extremely good with growing things, he is a true marvel with plants, and helps   provide food, herbs for potions, and defence for the keep (the keep is surrounded with plants baneful to enemies). He carries a huge wooden maul (treat as great club) that he uses for hammering in fence posts and bashing nuisances.


In battle he uses his great club and other gardening weapons, but he hates violence and suffering, though he dislikes it, he goes almost berserk on evil things like orcs because he instinctively loathes their vileness.








GREGORY (Master of hounds, huntsman, scout) human male, Ranger 2; CR2; Medium Sized humanoid; HD 2d10+4; hp 20; Init +3; Speed 30ft; AC 16 (touch 17, flat footed 13); ATK +2 (1d6+1/x3, masterwork shortsword two weapon style),+2 (1d6+1/x3, masterwork dagger two weapon style), +7 (1d8+1/x3, mighty composite longbow +1 bonus and masterwork arrows); SA +1 damage/skill rolls versus orcs; SQ Immune to magic sleep, low-light vision, +2 sve vs enchantment;  AL NG; SV Fort +5, Ref +3, Will +2; Str 13, Dex 17, Con 14, Int 14, Wis 14, Cha 11.


Skills and Feats: Animal Empathy +4, Climb +1, handle Animal +5, heal +3, Hide +5, Knowledge--Nature +3, Listen +6, Move Silently +5, Ride +4, Spot +8, Swim +1, Wilderness Lore +6,  Common, elven, goblin, Orc; Track, Weapon Focus--Longbow. Favoured enemy: Orcs, +1 damage/skill rolls vs orcs.


Possessions: potion of cure light wounds x2, masterwork studded leather, mighty composite longbow +1 bonus, masterwork arrows x20, masterwork shortsword, masterwork dagger, silk rope, bag of caltrops x2.


With his dark tan and jet black hair, Gregory stands out  in a crowd. Always neat and tidy when not in the field, it's obviosu he takes good care of his equipment. He is 25 years of age, but its hard to tell with his elven ancestory and quiet attitude his youth.


The son of a far flung adventurer and an elven ranger, Gregory's human father died 3 years ago at the hands of orcs, almost breaking his mother's heart. The young ranger has worked at the keep since he was 15, when his mother, and the ex-head hunstman decided to teach him the trade he seemed to love best. While he loves the woods, Gregory has great affinity with dogs,a nd he traisn the Keep's canine guards.


Quiet and reserved, apart form when he's playing with the hounds, Gregory is friendly with most folk, but gets on best with Pheredar and Jaer and Fer, and he often shares a mug of beer with them when they come to the gatehouse.


In battle, he usually has one or more of the guard dogs with him, who he controls well, and normally gives them comamnds while using his bow. If he melees, he dual wields his shortsword and dagger.








REL THE YOUNGER (Priestess of Pelor) human female, Cleric 1; CR1; Medium Sized humanoid; HD 1d8+2; hp 10; Init +0; Speed 30ft; AC 19 (touch 13, flat footed 16); ATK +4 (1d6+1/x2, masterwork light mace), +3 (1d4+1/19-20/x2, dagger); +3 (1d6/19-20/x2, masterwork light crossbow); SA -; SQ -;  AL NG; SV Fort +4, Ref +0, Will +4; Str 12, Dex 10, Con 14, Int 11, Wis 15, Cha 15.


Skills and Feats: Concentration +3, Handle Animal +3, Heal +3, Knowledge--Religion+1, Knowledge--nature+1, Spellcraft =1, Spot +4.5, Wilderness lore +3, Profession--Farmer +3, Common; Alertness, Toughness.


Spells: 3+1/2+1/ Domains: Sun (perform Greater Turning 1/day); Healing (cast healing spells at +1 level). Usually Prepared: 0--Cure Minor Wounds x3, Light; 1st-- Bless, Cure Light Wounds x2.


Possessions: divine scroll (8th lvl DC=10+3+spell level neutralize poison, cure critical wounds x2), divine scroll (8th lvl DC=10+3+spell level, searing light x2, prayer x2), potion of cure serious wounds x2, potion of cure light wounds x3, masterwork light mace, masterwork banded mail,  masterwork light crossbow, crossbow bolts x20, two holy symbols of Pelor, flask of Holy water, dagger, silk rope, bag of caltrops x2, healers kit x2.


A delightful young woman of 18, Rel wears her auburn hair long, and partially braided to form a sort of circlet. She only wears armour and weapons when leavingt he Keep to acompany a patrol of guards, normally  she has robes with the Symbol of Pelor on.


Rel's father is Garrion's dead wife's brother. As the neice of the captain and wife of the high priest, no one woudl wish to offend her, and she's also very sweet. Up until 5 months ago she worked at the Earl's farm, where her father is head overseer. Olander was there a few onths before, and started talking with her about th care of a warhorse he particualrly liked...one thing lead to another and they married! Al her life she has been a follower of Pelor, but up until Olander started encouraigng her, she didnt think she had the ability to be a priest, it was merely a matter of working up courage, she naturally was blessed with a good spirit and a simple but strong faith. While Olander is deeply in love with her, her love for Olander is more that of great liking and respect than deep romantic desire, never the less, she is very happy with thier marriage.


Slowly over ocming her shyness at actually being in the Keep, and working with folk of consequence and power, she is eager and helpful though. Her cousins Jaer and Fer are a great help and always keep her smiling, but her and Bronwen are holy terrors in the kitchen, always whooping it up and acting liek giggling schoolgirls whenever they get the chance. The only bad spot is Eryad the Blue, he is never less than polite ot her, but she can feel his resentment and frustration, but they act civilly to each other. As a person, she is very kindly, caring, humorous and likes thinsg well organized when it's to do with work/tasks, the carnage of war horrifies her, but she is used to unpleasant things as a farmer's daughter, and deals with it well. While not soemthing she has a yearning for, Rel is impressed with wizardly magic and enjoys the ledgerdemain Flare gets up to and the awesoem forces Kar-Ayahn commands.


In battle, she uses her crossbow and healing spells usually. She has acompanied guard patrols several times, but lacks enough combat experience to risk her in melee (and Olander is very worried about that).





BRONWEN (Cook) dwarf female, Artisan 5; CR5; Medium Sized humanoid; HD 5d6+15; hp 40; Init +1; Speed 30ft; AC usually 11, but 16 in battle (touch 11, flat footed 10); ATK +8 (1d6+3/x2, masterwork meatcleaver), +7 melee or +5 ranged (1d4+3/19-20/x2, masterwork dagger); +5 (1d6+2/19-20/x2, mighty masterwork shortbow +2bonus); SA -; SQ -;  AL LG; SV Fort +4, Ref +1, Will +5; Str 17, Dex 12, Con 17, Int 13, Wis 15, Cha 16.


Skills and Feats: Bluff +7, gather Information +5, proffesion--Cooking + 15, profession-herbalist +8, Heal +5, Knowledge--herbs and Spices +11, Spot +8, Wilderness Lore +5, Intimidate +5, Hide +6, Move Silently +3, Sense Motive +5, Common, Elven, Dwarf, Orc, Goblin; Skill Focus--Cooking, Weapon Focus--meatcleaver.


Possessions: potion of cure critical wounds, potion of cure light wounds x2, master work meat cleaver, master work dagger x3, mighty composite masterwork compound shortbow +2 bonus, arrows x20, masterwork chain mail shirt.


bronwen has long, bushy dark blone hair and sparkling green eyes. Normally she has a leather apron over her clothing (un-lady-like blue trousers and a white or yellow shirt), and high boots.


For the past 40 years, Bronwen has worked at the Keep as head cook. She came here after the old Earl rescued her and some other dwarves from an orc lair (though she insists she rescued the Earl, actually), and decided to stay to repay her debt. Wether she stills stays because of that, or mrerly because she likes being here is har dot say now. In any event, bronwen is a fixture of the Keep now, and everyone is used to her shouting in the kitchen, wolf whistling at good looking men, and making absolutely wonderful food. It's important to understand that Bronwen isn't a servant, she's a memebr of the keep household and considered "family" just like Garrison, Olander and Kar-Ayhan.


While she is a dwarf, she is a very attractive woman, and men have propositioned her over the years, depending on how they behave she may just laugh it off, or deck them. Secretly, her and Garrion have a soft spot for each other but neither wants to asdmit it. barhodanne, as the only dwarf male, thought he had a chance, but she shot him down in flames, but they are still friends, a similar incident with Pheredar really annoyed her and she hasnt forgiven him for it, even though he wasn't nasty his manner was, hm.... While working in the kitchen, she often chats with Lady Nydarr, garrion, Darrias and Rel the Younger, and often behaves outrageously with the former and latter, singing, drinking beer and comparing men.


In battle, she uses a meat cleaver (treat as hand axe) and a might composite shortbow +2 bonus. She maybe a cook, but she is honestly not someone to mess with, having once decapitated a goblin thief who managed to somehow get into her kitchen.





-------------------------------------------------------------------------------------





LESSER NPCS








PRIESTS OF PELOR (2) human male/female, Cleric 2; CR2; Medium Sized humanoid; HD 2d8+2; hp 10; Init +0; Speed 30 ft (20ft in armor); AC 17 (touch 10, flat footed 17); ATK +3 (1d6+1/x2, masterwork light mace), +3 (1d4+1/19-20/x2, dagger); +2 (1d6/19-20/x2, masterwork light crossbow); SA -; SQ -;  AL NG; SV Fort +4, Ref +0, Will +4; Str 12, Dex 10, Con 13, Int 11, Wis 14, Cha 12.


Skills and Feats: Concentration +5 (+9 when defencive casting), Heal +7, Knowledge--Religion+3, Spellcraft +2, Spot +5, Wilderness lore +3, Listen +3, Ride +1, Swim -9 (+1 no armor) Common; Alertness, Combat Casting.


Spells: 4+1/3+1/ Domains: Sun (perform Greater Turning 1/day); Healing (cast healing spells at +1 level). Usually Prepared: 0--Cure Minor Wounds x3, Light; 1st-- Bless, Cure Light Wounds x2.


Possessions: scroll of cure serious wounds x2 (8th level caster), Scroll of cure light wounds x5 (2nd level caster), potion of cure light wounds x2, master workbanded mail, small wooden shield, masterwork light mace, master work light crossbow, crossbow bolts x12, holy symbol of Pelor x2, healers kit, flask of holy water.


There are two other acolyte priests as well as Rel the Younger, though her superiors in experience. Harlath is a tall ascetic man of 31, and Olia is a short stocky woman of 27 who a good singer.


One of these two usally accompnies any patrol as their healer and aid.





GUARD SARGEANTS (4) human male, Fighter 3; CR3; Medium Sized humanoid; HD 3d10+6; hp 31; Init +6; Speed 30ft (20 ft in armor); AC 19 (touch 12, flat footed 17); ATK +7 (1d8+2/19-20/x2, masterwork longsword),+6 (1d6+5/x3, masterwork handaxe), +5 (1d6+1/x3, mighty composite shortbow +1); SA -; SQ -;  AL NG; SV Fort +5, Ref +3, Will +2; Str 15, Dex 14, Con 15, Int 13, Wis 12, Cha 13.


Skills and Feats: Balance -3(+3 no armor), Climb -3 (+3 no armor), Handle Animal +2, heal +2, Hide -3 (+3 no armor), Listen +5, Ride +5, Spot +5, Swim -8 (+3 no armor), Wilderness Lore +2; Alertness, Improved Initiative, Mounted Combat, Dodge, Weapon Focus--Longsword


Possessions: Amulet of Darkvision, potion of cure serious wounds, masterwork main melee weapon, masterwork banded mail, small steel shield, mighty composite shortbow +1 bonus, masterwork handaxe, masterwork dagger, silk rope, bag of caltrops x2.


There are four sargeants at the keep: Peterson, Anders, Col the Elder, and Merik.


A patrol typically has two of them with it, and they over see combat and their men's discipline.





KEEP GUARDSMEN (16) human male or female, Fighter 2; CR2; Medium Sized humanoid; HD 2d10+4; hp 21; Init +1; Speed 30ft (20 ft in armor); AC 18 (touch 11, flat footed 17); ATK +6 (1d8+2/19-20/x2, masterwork longsword),+5 (1d6+5/x3, masterwork handaxe), +3 (1d6+1/x3, mighty composite shortbow +1); SA -; SQ -;  AL NG; SV Fort +5, Ref +1, Will +0; Str 15, Dex 13, Con 15, Int 12, Wis 11, Cha 11.


Skills and Feats: Balance -4(+2 no armor), Climb -3 (+3 no armor), Handle Animal +1, heal +1, Hide -4 (+2 no armor), Listen +3, Move Sielntly -4 (+2 no armor), Ride +4, Spot +3, Swim -8 (+3 no armor), Wilderness Lore +1; Alertness, Improved Initiative, Mounted Combat, Dodge, Weapon Focus--Longsword


Possessions: potion of cure light wounds, masterwork main melee weapon, masterwork banded mail, small steel shield, mighty composite shortbow +1 bonus, arows x20, masterwork handaxe, dagger, rope, bag of caltrops x2.


Two of the keep guard are female. All wear banded mail, small steel shields, favoured 1 handed melee weapon (stats assume its a longsword), a handaxe, composite shortbow, arrows, dagger, rope, quiver of arrows, and caltrops when on patrol along with their heavy warhorses (rope and caltrops not carried when in the Keep). They are well trained and are NOT mere militia. They are valued troops and well cared for and equipped. Skilled in how to spot, ambush and avoid a foe's blows, while functioning wlel together, they are proffessional soldiers. Horses are used for travel and pursuing foes, mounted combat is uncommon as they preffer ambushes to charges.





KEEP ARCHERS (4) human male, Fighter 2; CR2; Medium Sized humanoid; HD 2d10+2; hp 17; Init +2; Speed 30ft; AC 15 (touch 12, flat footed 13); ATK +4 (1d8+2/19-20/x2, masterwork shortsword),+5 (1d6+5/x3, masterwork handaxe), +6 (1d8+2/x3, mighty composite longbow +2); SA -; SQ -;  AL NG; SV Fort +4, Ref +4, Will +1; Str 14, Dex 14, Con 13, Int 12, Wis 12, Cha 12.


Skills and Feats: Craft--Bowmaking +2, Climb +4, Handle Animal +2, heal +1, Hide +4, Listen +2, Ride +4, Move Silently +4, Spot +3, Swim -4 (+3 no armor), Wilderness Lore +2; Point Blank Shot, Rapid Shot, Precise Shot, Weapon Focus--Longbow


Possessions: potion of cure light wounds x2, masterwork shortsword, masterwork studded leather, mighty composite longbow +1 bonus, arrows x40, handaxe, dagger, rope, bag of caltrops x2.


There are four expert longbow men in the Earl's employ, usually 2 are in a patrol. When possible, they are deployed in high, defencive positions, from where they can unleash merry hell on enemies.





KEEP SERVANTS (14) human male or female, Warrior 1; CR1; Medium Sized humanoid; HD 1d8+1; hp ; Init +1; Speed 30ft (20 ft in armor); AC 18 (touch 11, flat footed 17); ATK +1 melee, +0 ranged; SA -; SQ -;  AL NG; SV Fort +5, Ref +1, Will +0; Str 13, Dex 11, Con 13, Int 11, Wis 11, Cha 11.


Skills and Feats: Handle Animal +1, heal +1, Listen +3, Spot +3; Alertness, and Endurance or Skill-Focus relating to their role in the keep.


Possessions: potion of cure light wounds, chain mail shirt, shortbow, arrows x20, dagger, spear, handaxe.


Note that servants typically only carry a dagger or knife unless the keep is under attack. All are trained in basic combat and use of shield and armour.





PERICAL (bowyer/fletcher) human male, Fighter 1/Artisan2; CR3; Medium Sized humanoid; HD 1d10+2 plus 2d6+4; hp 21; Init +3; Speed 20 ft (limp); AC 16 (touch 13, flat footed 13); ATK +6 (1d8+2/19-20/x2, masterwork mighty composite longbow +1 and masterwork arrows),+2 (1d8+2/19-20/x2, masterwork mighty composite shortbow +1 and masterwork arrows); SA -; SQ -;  AL LG; SV Fort +5, Ref +2, Will +3; Str 12, Dex 16, Con 14, Int 15, Wis 15, Cha 13.


Skills and Feats: Balance +2, Climb +2, Handle Animal +1, heal +1, Hide+5, Move Silently +4, Listen +3, Ride +4, Spot +3, Swim +3, Wilderness Lore +1, Craft--Bowmaking +8, Craft--Fletching +8, Common, Elven, Dwarven; Alertness, Weapon Focus-Longbow, Weapon Focus-Shortbow, Skill Focus-Bowyer


Possessions: potion of cure light wounds, masterwork dagger, masterwork studded leather, mighty composite shortbow +1 bonus, mighty composite longbow +1 bonus, masterwork arrows x20, masterwork handaxe, dagger, rope, bag of caltrops x2.


Perical is the keeps bowyer and fletcher. A weathered, wiry man in his early 50's, he has a bad limp from arthritis in his left knee, and often gets poultices and herbs to sooth it from Olander.





CANTATUS (saddler) human male, Artisan2; CR2; Medium Sized humanoid; HD 2d6+4; hp 12; Init +3; Speed 30ft; AC 15 (touch 13, flat footed 13); ATK +2 (1d4/x2, msterwork dagger), +3 (1d6+1/x3, mighty masterwork composite shortbow +1 bonus) SA -; SQ -;  AL LG; SV Fort +5, Ref +2, Will +3; Str 12, Dex 15, Con 13, Int 16, Wis 15, Cha 13.


Skills and Feats: Balance +2, Climb +2, Handle Animal +1, heal +1, Hide+2, Move Silently +2, Listen +3, Ride +4, Spot +3, Swim +3, Wilderness Lore +1, Craft--leatherworking +8 (+10 with Skill Focus feat), Common, Elven, Gnomish, Dwarven; Skill Focus-leathercrafting.


Possessions: potion of cure light wounds, masterwork dagger, masterwork studded leather, masterwork composite shortbow +1 bonus, , masterwork arrows x20, masterwork handaxe, dagger, rope, bag of caltrops x2.


Cantatus is the Keep's leatherworker, a large part of his work is making armour. A spritely, dapper man, he is always found with his fancy black leather apron with many tools and threads attached to it or in pockets. He takes pride in crafting quality, elegant items, and is happy spending time over the fitting and adding additional decorations like embossing or studding. Most of the time he can be found in his crafting rooms in area in the Cellar level, or with Perical, Barhodanne and Rahkeer as they have a mug of beer or such in the forge.








HAANDER (under seneschal) human male, Fighter 1/Artisan2; CR3; Medium Sized humanoid; HD 1d10+1 plus 2d6+2; hp 15; Init +0; Speed 30 ft; AC 10 usually, 14 in chain shirt (touch 13, flat footed 13); ATK +1 (1d8+2/19-20/x2, masterwork mighty composite longbow +1 and masterwork arrows),+2 (1d8+2/19-20/x2, masterwork mighty composite shortbow +1 and masterwork arrows); SA -; SQ -;  AL LG; SV Fort +5, Ref +2, Will +3; Str 10, Dex 11, Con 12, Int 16, Wis 15, Cha 15.


Skills and Feats: Balance +2, Climb +2, Handle Animal +2, heal +1, Hide+4, Move Silently +3, Listen +3, Ride +2, Spot +3, Swim +3, Wilderness Lore +1, Sense Motive +5, Bluff +5, Profession--Seneschal +8, Common, Dwarven, Elven, Orc; Alertness, 


Possessions: potion of cure light wounds, chainmail shirt, composite shortbow, x20 arrows, spear, masterowrk dagger.


Haander is the Under -Seneschal, that is, he is the second in charge of looking after the keep while the Earl is away. In actuality he runs the keep's day to day business, Garrison is his superior but more in the political and military roles, though he does keep an eye on how things are running. Keeping track of stock, making sure the servants are getting on with thir roles etc is his business.





GUARD DOGS (12) Medium sized animal, HD 2d8+4, CR 1; hp 18, Init: +2; Speed 40 ft; AC 16 (touch 12, flat footed 14); ATK +3 (1d6+3 bite); face/Reach 5ft x 5ft/5ft; Special Qualities: Scent; Fort +5 Ref +5 Will +1, Str15, Dex15, Con15, Int3, Wis13, Cha7, AL N (G)


Skills: Listen +5, Spot +5, Swim +5, Wilderness Lore +1 (+5 with Scent)


They can make a free Trip attack without provoking an attack of opportunity if they make a succesful bite attack and the attacker cannot Trip them in return.


The Keep has had guard dogs since it was built, it's said they have some unusal blood, perhaps cooshee or blink dog, in any event they are a bit smarter and tougher than most dogs, and have a slight Good alignment. They look like very large labradors, but thinner with long hair that is golden mixed with black. Very friendly and affectionate, these big dogs are used in defence and war though, they are trained to bark and attack on th scent of orc or goblins. They know the following commands: stay, sit, be silent, silent command cancelled, follow, track, attack, stop attack.


Gregory trains and looks after them, most of the dogs sleep in the gatehouse, but a few may sleep in the stables during the day, or be in the grounds somewhere during good weather. During the day they tend to roam the grounds, or go for walks with people, it's not uncommon to find them in the stable, and a couple dont mind the noise of Rakheer's forge and enjoy the warmth. At night, 4 of the dogs will accompany a guard on patrol.





---------------------------------------------------------------------------------------------------





MAPS





Unless noted otherwise, all doors are Strong Wooden ones, 2inches thick, hardness 5, hp hp 20, Breack DC 25. They do have locking bars but not a lock per se (DC 18 to open such simple closure) but most doors in Keep aren't locked, as it's the folks' home, they trust one another, and anyone stupid enough to steal in the Earl's own home would suffer a severe flogging at the least. Since there are children in the Keep, and the folk are good, traps are few and usually more designed to alarm or hold intruders. A common trap in the keep is a bell alarm trap, a simple device liek those found in some shops, it fits to the back of the door and merely tinkels a bell to alert atttention. The bell is fitted to a coiled spring, and a lever on the frame trips it. It has a DC of17 to spot and disable.


Note that the Keep is usually busy and anyone acting suspicious would probably be noticed.





LEVEL 1





This is the main  entrance to the keep, and comprises the gate (1), courtyard (2-4), stables (5-13), Great Hall (14-19) and kitchen (20-12). 


Note that the courtyard area is floroed with stone tiles.





1) GATE


The gate is made from 2' thick wood, faced with thin metal and studded with large bolts. Impregnated with salamander oil to make it fire proof (which gives fire resistance 10), the gate has to sliding bolts on it's rear to lock it.





2) COURTYARD


The courtyard here is where the portcullis comes down from area3 on floor2 (see that area for more details). It is normally lowered only in times of severe danger, such as at night when orc raiders are prowling the land.





3) COURTYARD


Large iron gates protect this zone in times of danger, normally they are open though. If closed over they lock automatically, they don't have keys, they use "snap" locks, which are designed to be opened by anyone with a bit of effort using two small, strong items such as a nails (Open Lock DC5, but anyone can open them eventually). These locks have 2 small openings on the North side to act as "key holes". To break the locked gate open though requires considerable effort though (DC28). They are locked at night when there is danger abroad.


The idea of these gates is they can be slammed shut fast and will then lock, however the lcoks can be eaisly opened again without a key, but any attacker trying to do so would need to know about that, and if they tried they woudl be getting attacked while they try.


This area is designed as a "kill zone", while attackers are hampered by the iron gates, defenders would barricade them and use missile fire, and also deluge foes from the murder holes in the ceiling above! The grates in area 2 on level 2 allow defenders to use missile fire, drop flaming oil etc on those below.





4) COURTYARD, STAIRS, AND PRIVY


At the far end of the courtyard is the privy, which takes waste down into the cess pit in cellar level 2, area 12.


Stairs lead up and down here to floor 2 and the cellar.





5) STABLE ENTRANCE


The doors to the stables are heavy and reinforced, designed to stop aatckers getting through, and have bars on the inside (west side). Doors are 4inches thick, hardness 5, hp30, Break DC 24.


There are two barrels of water here for   the horses' needs,and in case of fire.


Most of the other  areas int he stables are merely pens for horses.





6) HAY PEN


 The Northern pen here is a bit smaler than the others and is used for storing hay and fodder. The potential for this to cause fire is known and owuld be wetted in an attack.





8) TACK ROOM


Tack--saddles, bridles etc and other equipment for the horses is stored here. Note also that lances and longspears are stored here due to their length and difficulty of storing them elsehwere. Usually there's 30 longspears here.





14--19) GREAT HALL


The floor here is set with a large mosaic pattern of light grey/brown background with azure, green and gold tiles. Graceful stone work decorates the space. On the wall are tapestries with figures from the Keeps past in heroic poses, and landscapes (8 tapestries in all each worth 800--2000gp and weighing around 60lbs).


Normally, beggars, late arrivals or minstrels would be given seats in area 14. Teh small areas in 18 and 19 with benches along the wall woudl be used by servants or lesser folk when the hall is crowded. Tables 15 and 17 is where the more important folk would sit, and the table in 16 is the Earl's own, where only his family, important memebers of the household or special guests would sit , close ot the warming fire.





20--21) KITCHEN


This is Bronwen's domain, the fiery little cook is usually found here from 6am to night time,a nd its pretty busy normally. Folk come in and out to get snacks or meals, chat or warm up at the huge hearth. A sort of sink is built into the west wall of the area 20, with waste water and garbage draining way into the cess pit in the lower cellar area 12 at the throw of a lever. Cupboards with food, herbs, spices and other cooking material fill up the rest of area 20, and a very large piece of furniture like a "Welsh dresser" in area 21 holds the crockery. The "good stuff" enamelled with the Earl's crest and golden patterns are in the bottom of it  (50 pieces in total worth 10-30gp each), and the fine silverware (similiar number and costs). Cutlery, cleavers, pots, pans etc are stored in shelves built into the walls.


Most of the time, Bronwen and 2 servants are here cooking.








FLOOR 2





1) LANDING, STAIRS AND PRIVY


Stairs up and down lead to floors 1 and 3, an arch opens up into area 2 and the rest of the floor, and the privy is here to (which drops waste into the cess pit in the lower Cellar area 12)





2) MURDER ROOM


Iron grates fixed into in the floor, 4' across and 2 inches thick, allow defenders to fire missile weapons and oil etc down into the courtyard below with a wide field of fire, Floor1 area 3. The provide 1/2 cover to those in this room firing don into the space below, but those below dont get such a bonus (+4 AC, +2 reflex save). Grates are permanently fixed and have hardness 10, hp 40, Break DC 28.





3) WATCH ROOM


This room controsl the portcullis, which drops into area 2 Floor1, and always has a guard on duty in it and the door is kept locked. All guardsmen, sargeants, lieutenants, Garrison and the Earl have the key for this room. Th door is wood reinforced with iron on the outisde, 2 inches thick, hardness 7, hp 20, break DC 25, pick DC 23. On the back of the door is a bell alarm trap, DC 17 to spot and disarm.


When the portcullis is up, which is most of the time, it effectivley bars off most of this room like a wall, leaving only a a foot gap in the cieling where it is held by 2 pulley blocks. The portcullis is is 20' wide, 3 inch thick wood, faced with metal on the south side (where attackers owuld be), hardness 8, hp 80, lift DC 40, and lined with iron spikes on the bottom. If dropped on someone, they would need to make a Ref save vs DC 15 or take 10d10 damage. There are two levers near the cpatan which controls the portculis, these slide bars across the gapwhere the prtcullsi drops, these are safety measures to prevent the massive structure crashing down in an accident onto some poor soul, they msut be released for it to drop but that is easily done if it needs be. Also the levers are pulled over again when the portcullis is down, helping to lock it and prevent it being lifted up! The DC when each lever is thrown again for lifting the portcullis is increased by 3, for a DC of 46 when both are engaged.


A pair of chairs are in the small cubbyholes leading to the arrow slits over looking the main agte (area 1 floor1 below). Here a guardsman usually sits keeping an eye on things with the cover of the arrow slit open. Due to the draught form the window the fire place in the room is usally lit and keeps the watcher warm.





4) EARL'S ANTECHAMBER


This is the start of the Earl's rooms. It has an Arcane Lock on it (9th lvl) and only allows the earl, his wife and children to pass, as wel as a bell trap on the back. This is a cloak room of sorts, and outdoor clothing such as capes and spare boots are on or along the walls. The Earl's favourite hound, Brush, sleeps here at night and maybe here at other times to. Often the Earl's chidlren play here, and may have Brush for company.


The doors leading to the other rooms here are similarly Arcane Locked.





5) EARL'S CHILDRENS' BEDROOM


Here the Earl's young ones sleep, or carry on more likely! On miserbale, wet days, the children may play here and/or in the cloak room (area 4) as well.


The children have good clothing (worth 200p perhaps) and some nice toys (worth 250gp, not including a form of brass gnomish kalediscope worth 200gp).


Door to this room is Arcane Locked as per room 4, Floor2.





6) LADY NYDARR'S ROOM


Delicate frescoes of elven scenes are painted on the walls in this room, an dit is usally very well lit, as it has a proper window. The window is a single pane of glass 6' x 3', that has been magically treated by a Glassteel spell, so while it may look like glass, it has the strength of actual steel! Window: 1 inch thick, hardness 10, HP 50, it's mortared into the wall, Break DC 45. Two iron grates in front and behind it provide additonal protection and block the window ledge off, Grates 2 inch thick hardness 10, hp 35, Break DC 35.


Expensive clothing can be found in 2 wardrobes (850 gp worth), and a stout iron chest, 4' x2' x2', fixed to the floor contains her valuables. The chest is 1 inch thick iron, hardness 10, hp 30, break DC 28 to open or rip from floor. It has an Alarm bell trap inside, but due to its construction the DC to detect and disable is 26. Normally the chest contains her Rapier +1, potion of cure seriosu wounds x2, potions of invisibilty x4, and 3,500 gp in beautiful elven jewellery. The inviisbility potions re there in case of emergencies to help her family to escape.


Door to this room is Arcane Locked as per room 4, Floor2.





7) LORD AND LADY NYDARR'S BEDROOM


A window exactly the same as that in room 6 lets light flood into this room. Several expensive rugs are on the floor, but apart from a small table on each side of the bed, there is no other furniture bar the fire place.Wooden panneling to 7' in height surroudns the walls, and is carved in designs ofoak leaves and acorns. The bed itself is a magnificent piece of elven carving, half of it is a light wood liek pine, the other a darker sort like rosewood, the way it's made and designed, the two woodsswirl around each in patterns and are joined by brass and silver trim. it had to be dissasembled and built in palce to fit it in here, but if it could be removed woudl be worth at least 2000gp. It was a wedding present from the family's elven relatives.


part of tthe room, the North and some of the West wall, have elven frescoe work on them, which is actually Lady Nydarr's own art.


Door to this room is Arcane Locked as per room 4, Floor2.


The door to Room 7 is concealed to look liek part of the oak paneling. Search DC 15 to spot, and has a complex locking mechanism requiring certain prts of the door, buttosn actually, to be depressed. It would take 3 successful Search checks vs DC 18 to puzzle out the door's lock, or a rogue using Open Lock vs DC 30. It is also Arcane Locked as per room 4, Floor2.





8) EARL NYDARR'S PRIVATE ROOM


Door to this room is Arcane Locked as per room 4, Floor2, and is described further under room 7, Floor2, above.


A large table with chair sits aginst the East wall, on it the Earl keeps a series of heavy ledgers, in which he notes various details like a diary, such as taxes gathered, monsters seen or killed etc. There are 25 such heavy tomes in all, plus elegant writing utensils in silver (worth 150 gp). Against the South east corner is an armour stand where the Earl keep shis magic plate, his mor often used studded leather, and his weapons are on the wall beside them.


In the middle of the West wall is a small rack containing a few favoured wines and other drinks (300gp worth).


A small sort of safe is built into the NW corner, and surroudned by brickwork a foot thick. Teh safe made from layered steel, is 2' on each side, and has 2 masterwork locks, DC 35, it has a Lightning Trap at 9th lvl (same as Fire Trap but electrical damage), DC 29 to spot and disable, damage is 1d4+9, Reflex save for half. Members of the Nydarr family wont trip the magical trap. Additonally a trap is built into the locks, if either is tampered with unsuccesfully (i.e. the trap is not removed or the rogue fails either Open Lock roll), it detonates a Thunderstone (alchemical item from PHB page 114), Fortitude save vs DC 15 or be deafened, and the noise will alert folk.


Inside the safe the Earl keeps the family treasure: potion of cure crticial wounds x2, potion of flying x4, potion of invisibilty x4, 3 bags of gems (9,000gp, 3,500 gp, 2,000 gp worth), 4 bags of gold coins (400 gp each), 2 bags of silver coins (400 sp each). The potions are for emergencies, to flee the Keep if needed.





9) EARL'S MEETING ROOM


This room merely has a thick curtain that is drwn across to seperate it from area 2. The door north into the the rest of the Earl'#s family rooms is Arcane Locked as per room 4, Floor2. brush the guard dog occassionally sleeps under the table here, his usuall spot when the Earl is this room.


When the Earl wishes a meeting with the people of the Keep, or is dispensing justice or such, he will be found here. Private, special meetings would be held in more secrecy in Garrison's study (room 15 floor2). Being more open, the Earl's meeting room is for more transparent dealings where folk over hearing or looking in may actually be wanted.





10) WEAPONS ROOM


Weapons are stored here, while each guardsman has his own weapons and has them in his qurters, spares are kept here in good repair, and would be dispensed in times of emergencies to militia and locals manning the walls. The weapons are coated in light grease and the wooden items with wax to preserve them.


Usually there are: greatswords x2, longswords x5, light maces x5, shortswords x5, battleaxes x5, handaxes x8, throwing axes x 40, javelins x80, longbows x5, shortbows x15, arrows x600, spears  x12, light crossbows x5, crossbow bolts x 150.





11) ARMOUR ROOM


Spare suits of armour are stored here. The guardsmen have their own suits individually fitted, these are for spare or times of war for extra defenders.


Chain mail shirts x20, studded leather x5, banded mail x5, small wooden shields x10, small steel shields x5, and 50 various helms. Al the items are covered in appropriate types of grease and resin to preserve them.








