Ekehold (Large Town): Conventional (House Oedil); AL LN; 3000gp limit; Assets 13, 694950gp; Population 4633; Mixed (Humans O/S (4295), dwarves (176), half-orcs (58), halflings  (51), gnomes (33),  elves (20). 


Authority figures: Baron Berik Oedil, Head of House Oedil (LN male Ftr8/Cavalier2), Aeslith Oedil (NG half-elf female Exp2/Clr3 of Atroa)


Important characters: Kanghes Oedil (male human Ari4/Ftr2), son of Berik Oedil. Barzal (N male human Exp5), leader of the Miner's Guild. Cedrimond (NG male human Clr8), High Priest of Atroa. Zyric (NG male human Clr7), priest of Zilchus. Tesho Beron (CG male human Clr6), priest of Phyton. Tharni (LN female dwarf Exp3/Ftr2), Dwur community leader. Jadale (LN female human Ftr5), Captain of the Guard.


Temples: Zilchus, Moradin (and other dwarven deities), Velaeri, Jascar, Phyton.

	A Brief History of Ekehold

- 355 CY: Zelred establish the town of Ingmalt under protection of Flan kingdom Ehlissa.

-76 CY: Kingdom of Zelred falls to Aerdy. Ingmalt is named Ekehold by an Aerdy captain Bennock Lyrthi.

412 CY: Skirmishes between Houses Oedil and Lyrthi. House Oedil conquers Ekehold. Herzog of South Province is forced to intervene and  in the end, House Oedil retains Ekehold for themselves.

584 CY: Idee falls to Scarlet Brotherhood. Berik Oedil flees to South Province with many of his household troops and citizens of Ekehold. Scarlet Brotherhood collaborators attack them but in the end most of them manage to reach safety of Zelradton.

597 CY: Current Year


Overview

Ekehold is the capital of Ingmalt and has a population of over 4,600, making it the second largest city in the Principality of Naerie. It has a garrison of 200 men, and the surrounding areas can easily double this number. Many citizens and ex-Redswords can also be drafted into service, though only in an emergency such as a direct assault on the city by hostile forces.


Many people living in Ekehold are either craftsmen or traders. “Commoners” are usually miners whose house and family are located within the city, while they spend long days in the mines of the Iron or Stark Hills away from their families. Farmers usually sleep in small communities near their farms instead of in the city.


Ekehold has all the services one could expect from a city of this size. It has several inns, quality blacksmiths, and craftsmen. Ekehold also has a small Miner’s Guild for the copper and gold miners, located near the craftsmen’s district.


The walled town has two entrances, the main gate to the south and the smaller north gate. Small merchant enclaves have formed outside the walls as some of the merchants stay outside to avoid paying trade tax. The city guard does not frequently patrol in these merchant settlements, so many able-bodied men hire themselves out as guards of the merchants and their stock.


During the war, Ekehold did not resist Scarlet Brotherhood invasion as the outcome was clear by the time war came to Ekehold. Instead a lot of people fled to South Province, along with ruler Berik Oedil. When Reydrich invaded Idee, most people returned back with Berik. Demihumans of Ekehold made their way to Iron Hills, closely pursued by Scarlet Brotherhood but the pursuit was stopped by a unit of dwarven soldiers from Iron Hills who came to the aid of refugees. After a brief and undecisive clash, both sides pulled back. 

Rulership and Law

Baron Berik of House Oedil, a stern but fair ruler,  commands  here, continuing the tradition that has lasted for nearly two hundred years. The task of House Oedil was always the maintenance of the Ideean border forts and staying vigilant against the forces of South Province.


When the Brotherhood invaded, Berik fled north with his family and household troops as the fall of Idee was already certain. He was allowed refuge in the South Province as Prince Reydrich did not mind having such a valuable asset on his side, and allowed Berik to join him later when his troops invaded Idee.


As the armies of Ahlissa won their last victory against the Scarlet Sign, Berik’s wife Trea was assassinated by the Brotherhood (Berik survived and killed the assassin). The loss of his love changed Berik and for a long time he was withdrawn and sullen, prone to occasional outbursts of aggression.


In recent years he has become very pro-Ahlissan, which has earned him the disfavor of the Idee Volunteers. In 595 CY he married Aeslith Euric from House Arxx, tying the two noble houses together and this has enabled Berik to cope with the death of his first wife. However, his guard captain Brymar tried to assassinate him during the ceremonies but the attempt was thwarted by adventurers. Brymar’s current whereabouts are unknown.


Law enforcement in Ekehold consists of ‘Redswords’. Originally Redswords were the soldiers who cleared Sarwych Forest and the surrounding lands of Hepmonaland warriors. They are trained to operate as well-functioning teams of warriors and usually move in groups of 6-9 Redswords and one Sertern. They will respond to any general disturbance quickly and efficiently. Fighting is not tolerated within the walls of the city, and the city guards will usually arrive quickly. The garrison is spread around the city in ten barracks and guardhouses. All prisoners are held in small jails, of which there are several in each guard house. Redswords wear red tabards, with either scale mail or a breastplate and carry large shields and shortswords. They typically have either javelins or crossbows for ranged combat.

Coat of Arms
The current symbol of House Oedil is a variant of the Ahlissan Coat of Arms, where the two nightingales have been replaced by a black wolf.

Religion

The Church of Zilchus features prominently in the city. Ingmalt is, after all, a major exporter of gold and controls the main overland trading route to northern Ahlissa. Aside from the temple of Zilchus, the second major religious establishment is the temple of Dweoltan, dedicated to the Oeridian agricultural gods. Osprem and other sea gods so common in southern Naerie are not worshipped in Ekehold for obvious reasons.


Aside from Zilchus and agricultural gods, miners usually worship Jascar and other mining gods (such as Dumathoin in the case of Dwarven miners). Soldiers usually worship either Heironeous or Hextor, though for some reason Kord is also popular, though no temple for any of those deities exist.


The city also has some “freckled savages” living in it, which is what the primitive Suel from Hepmonaland or their descendants are called in Naerie. Many of them live in destitution in the poorer quarters of the city, and work as common laborers or simply beggars. The locals don't like them as is to be expected and Hepmonalanders know well to stay inside during the night, lest they run into local vigilantes who are eager to settle old scores.

Food and water supply

Underground river, suspected to be tributary of river Minfel, flows near Ekehold and a dwarf made aqueduct diverts it to flow under the town where people can retrieve it from numerous water collection points. Road to Minetha has several hamlets and thorps along the way that supply food to Ekehold and to surrounding mining communities.

Locations

1. Castle Vinge: Berik holds his court here, though "Castle" is a misleading term for a lightly fortified manor house. Berik keeps a modest staff of only about two dozen servants to maintain the mansion while twenty carefully selected royal guards (Ftr4) guard it's entrances and the safety of Berik. An old Suel man named Brelago (N Exp4) is in charge of all personnel in Castle Vinge.  

2. Ekehold Library: Ekehold library holds plenty of knowledge about surrounding lands, history of Zelred and other information of non-magical variety. While Ekehold surrendered almost without a fight during Greyhawk wars, this library and many of it's records suffered damage when first Ahlissan forces attacked this town. This swift attack started with Prince Reydrich himself blasting the walls of Ekehold at several places and this set fire to library but fortunately the people present selflessly tackled the fires and saved many of the records from fire. Nulin Wieseron (CN male human Beguiler4), a sage of Oeridian-Suel descent maintains the library, helped by a large group of assistants. 

3. House Arxx mansion: House Arxx brought this impressive mansion as residence for Aeslith (and as quest house for other House members) after it became clear Berik and Aeslith had feelings for each other. Baron Euric of Arxx frequently visits here, despite his old years.

4. Temple of Dveoltan: This large temple oversees many of the local festivals (such as the marriage of Berik Oedil) and is frequented by many priests of the Velaeri but the local high priest is Cedrimond, one time teacher of Aeslith Euric. His cheerful appearance is somewhat negated by recent arrival of Myrkyk (CN male human Clr5), a stern faced priest of Telchur who recently retired from the army.

5. Miners’ Guild: The Miners’ Guild operates from a surprisingly large house in the middle of  Ekehold. Miners’ Guild oversees the well-being of local workers, operating under the protection of Berik Oedil who takes issues regarding the safety of miners were seriously. After all, much of Ingmalt’s income depends on it. While this does not mean miners enjoy a safe and healthy profession, it does ensure that any mine owner who shows callous disregard for the lives of his workers can see expect a visit from a patrol of Redswords. Recently, some accusations have flow that guild is corrupt and deliberately blackmails mine owners for "protection money" or there would be few "accidents" which could bring Redswords to investigate. 

6. Temple of Zilchus: This temple is of relatively simple design. The main job of Zilchans in Ekehold is to negotiate the price of commodities instead of overseeing storage of large amount of grain, ores and other such items, unlike in coastal towns or in Ahlissan heartlands. As such, a large part of this temple offers quiet and comfortable negotiation space where honest deal mediators (junior priest of Zilchus) can oversee the contracts.

7. Chapel of Moradin: Located conveniently near the Miners’ Guild, this place has a large shrine to Moradin and smaller ones to other dwarves deities and also to Jascar. Jascars shrine is tended by a Suel man Jerhen Sheron (LG male human Clr5). During the war, all the dwarves of Ekehold fled before Scarlet Brotherhood could get into town (though many of their leaders were initially targeted by assassins). A popular but unconfirmed story tells that when Hepmonalander savages arrived to desecrate this temple, a large stone statue of Moradin came to life and for a long time, held the temple until more powerful Brotherhood troops could be mustered. The pieces of the statue were destroyed or thrown away but few of the remaining pieces are much sought after for their religious significance.

8. Black Bird: This high quality inn is run by Suel woman named Kedie (N female human Exp3). The tavern has earned it's name from a large shield bearing the coat of arms of Rookroost, a town in bandit kingdoms. Two versions exist how Kedie managed to get hold of it. First one says that  Kedie won it in a gamble from visiting mercenary while second version tells that aforementioned mercenary simply left the shield behind after a (drunken) night of passion with Kedie. Kedie does not seem to mind which version is told.

9. Grove of Phyton: The small grove in Ekehold is meticulously maintained so that no other plants except useful or pleasing ones take root there. A large oak tree has been planted in the middle of the grove and it is said a Dryad lives within. The high priest Tesho Beron himself maintains this place while his acolytes travel around Ingmalt, helping local farming communities.

10. Redswords Headquarters: Redswords maintain their offices in the eastern part of town (their training grounds are located outside the town) and majority of them lives near this place. Their current leader is Jadale (LN female human Ftr5), who was promoted to the job after their previous leader Brymar fled the town. She has taken over Brymar's old residence.
11. Lord's Delight: This low quality drinking house was a Scarlet Brotherhood safehouse until uncovered by adventurers in 595CY. In the ensuing clash, three of the four Brotherhood agents were killed while one of them, a cleric of Suryl managed to flee. It has been taken over by Fonkin Nerminen (CN male gnome Brd1), slightly unhinged gnome from Hornrock*. He is easily recognised by his white hair. (*Gnome settlement in Schwente) 

12. Ekehold Brewery: Until 595 CY this place was owned by a man named Braegan. He was arrested for association with Idee Volunteers, Knights of the Chase and Jade Mask. He did not have time to stand trial as he died of a heart attack while imprisoned with his accomplice, Traneth Etali, a Knight of the Chase. The brewery was confiscated by House Oedil and is now run by a halfling named Finch Bluebottle (LN male halfling Rog3), aided by several locals.
Hinterlands

Wet Keep: On an isolated crag among the foothills sits a ruin dubbed Wet Keep by the locals. Of unknown origin, the tower and the dungeon below are home to numerous slimes, jellies and oozes, notably aggressive against any intruder.


Ruined Flan stone structures are found nearby, the same kind that as seen in the Barony of Foelt, but Wet Keep does not appear to be a Flan structure. Ideeans never visited the place, thinking it to be haunted. Some adventurers have explored parts of it, but very few have returned, telling stories of great dangers and very little treasure.


There was one adventurer, however, a man named Cormac from the North Kingdom, who told the locals he had managed to infiltrate deeper into Wet Keep through a secret entrance on the lower levels. Unfortunately, before he could give more details, he vanished from his tavern room. 

Border Forts: Old Ideean border forts of the ‘Eddri Line’ are found north of Ekehold. Several of them were ruined first by the Brotherhood and then by Reydrich's armies. Some have been re-built to guard Iron Hills and Hollow Highlands, but since there is no threat of invasion from north, it is expected that a large number will be left to ruin or demolished.


It is also rumored that Overking Xavener does not wish all forts re-built because it would mean Naerie would have means to resist Ahlissan armies in the future.

Sarwych Forest: This large, old forest is located between Osfelred (Greenrock) and Eragern, and a well-traveled trail leads through it. It is abundant with wild game, but trolls, fey creatures and various monsters have been detected nearby, most likely having wandered down from the Iron Hills. A hermit named Grehsam (N male human Drd4/Clr1/DiO3) also lives in this forest.


Other features of Sarwych include the distinctively shaped hill named Satyr’s Horn, which is located near the north-western corner of the forest, and a small lake on the western side of the forest.


[image: image1.png]~ Toborder forts & Zelradton

/ -

/ ToMinetha -




