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�  The city of Ravenscraig is situated at the end of Loch Anwyll, where it shallows and pours over a ridge, down a narrow, deep gully. Built on a sloping shelf, the town dips 60' from the North and East, to the South West. 50 years ago, the main walls were expanded to allow new building to commence, and the "new town" was set up as a place for merchants, wealthy homes, temples and travellers.


The "Old Town" is populated almost entirely by dwarves and halflings, each having their respective areas, and their homes built largely underground. A massive Aqueduct system brings water for homes, and power for the dwarves' smithies, while the Rohaldir Dam moderate's the flow (as well as helping prevent flooding down river). Many homes are built beside, under or into the Aqueduct, which also carries water way underground after use.


Of course, the town's most famous feature is the Carillon Monastery, which was the initial focus for the founding of Ravenscraig. Set up by a monastic order of Pelor, the monks take vows of chastity, charity, compassion, poverty and obedience, they tend to the injured, care for orphaned children and apprentice them when of age, educate, oversee human activities in the region, study the lore and history of the world, and craft manuscripts and act as scribes for those who have no letters. They also smite evil when they must, they are monks in the Western sense of the meaning, though some are trained in un-armed martial arts and view that as a way of dealing with hostiles and aiding meditation, these are D&D monks, always with clerical levels too. Those who cannot follow the Order's ways devoutly are not frowned upon, if monks wish to get married or such (i.e. non-evil acts), they are free to do so and are regarded as "lay brethern", and are most welcome at the order, but cannot stay except to rest, visit or such like. The Carillon Order doesn't view such folk as "failures" or heretics, the ascetic way of the Order is merely to promote increased wisdom and devotion. Additionally, a good few of the monks are also Wizards and/or Experts. Usually they are skilled in Divination, Protection and various types of Knowledge. Famed, and named for the beautiful small bells that ring out frequently from it's heights, the town's folk love the tinkling chimes. Those wishing business with the order often come to buy or sell books, parchments or the like, and items dealing with healing or knowledge, low level clerical scrolls (1st to 3rd) and healing potions (all types) are one way the Order makes money.  The Monks of the Order use a symbol of Pelor with a golden bell motif, and wear their hair in a short braid, when expecting combat they may wear armour and favour blunt weapons.


Beside the main Carillon Monastery, a new building was constructed 80 years ago: The Notarian, this is where most of the younger monks and orphans stay, and where bookbinding, scribing for hire, and teaching occur.


Currently, the Order is run by Abbot Milo (human male, Cleric11(pelor), AL: NG), while he is old his wiry frame still bears considerable strength and he is a force to be reckoned with if angered, which is very rarely, he has been in many battles an dis badly scarred by fire on his left side. Senior Hospitaler Crylia (halfling female, cleric 8th (pelor), AL:LG) is in charge of tending to the injured, a spry good natured lady, she usually wears a green dress, as do many of the Hospitaler monks due to the blood etc--Hospitaler Monks always have healing as a domain.  Dean Webster (human male, Wizard6/Cleric4 (pelor), AL: LG) is in charge of training magical studies, short, fatwith a sarcastic air and loud voice, he is always untidy, but is actually highly skilled and very concenred about his pupils.  Armsman Volar (human male, Fighter4/Monk4/Cleric2 (pelor), AL: LG) is in charge of matters of defence and combat, a huge man but with lightning reflexes, he has no patience with those who flirt with danger.


Lord of Ravenscraig and master of Ravensland is Duke Der'Haburge Redaxe (dwarf male, Fighter6/Expert4, AL:LG), a wily old dwarf who is actually an astute politician and thinker, he may enjoy a fight like any dwarf, but he always plans things out well and does his best to improve his folk's land.  His general is Kordass Redaxe (dwarf male, Fighter7/Cleric4 (Clangeddin), AL:LG), and irascible dwarf who wears a strange suit of black armour that seems to have sparks of fire moving through it.


When folk wish alchemical supplies, wizardly components and sundry potions and scrolls (lvl 1 to 3), they go to Knok the Advisor (gnome male, Wizard7, AL:NG), who lives in his odd home at location (J05) on the city map. The pentagonal tower at the back of his home has an observatory, and many nights he's up there scanning the stars, when he's not messing around with alchemical dangerousness (he goes through a lot of clothes). Often hiring adventurers to go get items, or buying off them, he has a "deal" with the Carillon Monks that he only sells wizardly scrolls in town, and gets some healing potions to sell to, an din return gets items the monks need and useful information. He knows a lot of stuff, or knows someone who does! He lives with his long suffering wife Hildie (gnome female, Wizard3, AL:CG), 2 children, and has a guardsman. Aldstone (half orc male, Fighter4, AL:CG) looks after his boss and his goods, brought up by the Carillon monks, the local dwarves are used to him and know he's  a pretty good sort, if wild.


Since it is a dwarven town, naturally they have built a temple for their own gods, at area (K02, J03) on the map, is the Temple of Moradin, it also serves as a temple for the other dwarven gods and the burial site for their cremated remains. Steel Forger Durvaz (dwarf male, cleric 8th, AL:LG) is the high priest. Note that in the old town, each dwarven street had it's own small shrine, where miners would pray before they began work and where folk were buried, this practice continues, the small shrines are at: (P02, P03, P04).


The locals drink at Ore and Pick tavern, at (N01) on the map, largely built underground with several levels, it's alwys busy with dwarves and halflings and thick with pipe weed smoke. Travellers and humans drink and usually stay at Pooly's Inn at (J08), run by an elderly halfling it's a very large establishment.


People wishing to buy or stable their mounts visit the sprawling Wyvern Stables (F08 to H08), run by a canny halfling family, the Martingales, who are experts with horses.


The town guards and Fire Hawk legionaries are based at the huge guard barracks and stable area on the South East of the town. The head of the town guard is Gimbel the Elder (halfling male, Fighter4/Rogue4, AL:NG) who's good at dealing with the oddness of humans and outsiders.


Near the East gate is a large section reserved for merchants, and their fine establishments hold many wares for sale. (E06) here is Tornkin's Iron and Steel, frequneted by most adventurers, fine weapons of mant types are for sale here from the master dwarven smith Tornkin, male dwarf, fighter2/Expert7; AL:LG (who is usually as this forge in the square, hollow building area (AC04), while his halfling salesteam tend to customers). If you wish armour, Stoutbar's Plate  and Rhanver's Armours have a fierce rivalry and their shops are next door to each other, they are cousins but are always arguing (F06), if they are not in their shops they'll be at their forges (Z05 for Stoutbar, AB05 for Rhanver). Callor Mossberry (halfling male, Rogue2/Expert5, AL:NG) has the large Callor's trading Emporium at EO% and sells just about anything. Quinrav Silverspinner(dwarf female, Fighter1/Expert6) is a jeweller of great repute and her shop is at (E07), which is guarded by her family.


A small, mostly human temple to Heronious is at (I04), run by Battle Priest Virsenz Bluesteel (human male, cleric4 (Heronious)/Fighter5, AL LG), he and his followers get on well with the dwarves, if they are a tad unsure of human's and their gods, it's not unusual for them to accompany and help the Fire hawk legionaries and the town gurd.


A major temple to Yondala, the halfling goddess, is at (L03), presided over by five female halflings, who confuse everyone they meet and few folk except halflings remember who is who amongst them!
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