Knights of the Hart

...the Knights of the Order of the Hart were organized to assure that the central states... retained their freedom and purpose. Because these nations are quite decentralized and none maintains any sizable standing military force , each is subject to sudden incursions and threats from neighbors. In the east and north are the humanoid hordes and the barbarian nomads. To the west are the Baklunish states and the only slightly less threatening marches and military orders between, as well as Perrenland with its aggressive trade policies and well-organized soldiery to back them up...Thus, while each nobleman and lord of these nations has his own guards and men-at-arms, and each sovereign ruler maintains a small body of troops, most of the might of Furyondy, Veluna, and the High Folk takes a considerable time to muster. The Knights of the Hart are therefore sworn to be ready at an instant's notice to serve as a vanguard. 

- (pp. 79, 80 A Guide to the World of Greyhawk Fantasy Setting. )

There has been a near-continual flux of Knights of the Hart back and forth in the lands around Fals Gap. They are always regarded with utmost respect by the peasants: their commanding presence eases everyone's fears...and crushes all hope of freedom. 

- Abradagore

History of The Knights 

The Order of the Knights of the Hart was founded in CY 320 by the King of Furyondy. At the time, the forces of Iuz had long since wrested the northern shore of the Whyestil from Furyondy and had begun to invade the Vesve Forest. In return for royal help and protection the elves of the Vesve had recently ceded land to the Furyondian Crown, including much along the southern boundary of the forest. When this land was combined with previous Furyondian holdings around Chendl and Crockport, the whole province became known as the Tracts. The King then created an Order of Knights with two branches, one Olven, one Furyondian (the Velunese branch is younger and has a distinctly different history). 

The Elves were to be the chief defenders of the Vesve Forest and would serve as liaisons between the numerous elven rulers and the Crown of Furyondy. The men were granted the wardship of the Tracts, and were charged with defending Furyondy and the elves by assaulting Iuz and his foul armies wherever they might be. 

The two and a half centuries since then are a pittance of time to the Elven Knights. They have retained their original purpose and a good number of their original members. In contrast, some score monarchs of Furyondy have ruled and passed on, and the Furyondian Knights are now much more than the opponents of Iuz. They have become an important military and political arm of the Crown, and serve in many capacities. 

Membership 

The Furyondy Order of the Knights of the Hart is open to all free males of Furyondy. Ideally any gentleman can occupy any position, but typically the sons of greater nobles serve in positions of command (House Master and Knight Commander) while those of lesser nobles are more common Knights. Furyondy law and custom is based on primogeni- ture, so the second and third sons of nobles have little or no lands of their own. It is these men who most often become Knights. Freemen of non-noble status usually become the non-knighted lieutenants of the men-at-arms retained by the Knights. The men-at-arms themselves are barely free: former mercenaries, veterans, or freed serfs. Because of their exceptional honor and service, they are respected quite beyond their low social standing. All of these men, knighted or not, are con- sidered members of the Order of the Hart. Highly placed civilian advisers are commonly also members, while those in lower positions are non-member servants to the Order. 

Purpose and Goals 

As they are now constituted, the central goal of the Furyondy Knights is to preserve and protect the King of Furyondy from all his enemies, at home and abroad. They are committed to unquestioning service and have unwavering loyalty. They promote law, order, and a rigid social system in which all are ultimately loyal to the King. Personally, they are expected to be brave, resolute, and obedient. Some are stern, some fair, others merciful. All would risk their lives to save another (if the other was worthy), and all would give their lives to preserve the King and his dominion. 

It is important that the DM play them as champions of justice, but not freedom. In their opinion personal freedom means acting without obligation to ones superiors, and as such is chaotic and dangerous. To them an invading army, a humanoid, a bandit, and a runaway serf are each a vile threat to decency and social order and must all be vigorously opposed. 

They perform many duties to promote these ends. They are first and foremost a military Order. Together with their troops they serve as a deterrent to, and as the first defense against, invading armies of other lands. They are in the vanguard of attack as well, subjugating other nations and putting down rebellious nobles. Groups of them patrol the roads throughout the kingdom, guarding against monsters and bandits. Their own lands surround and protect one of the most important trade routes in Furyondy. Some serve as bodyguards to the King, some as military advisors to him or his closest nobles. Finally, they represent paragons of martial virtue, and are powerful political symbols. 

Income 

Performing all of these functions requires money, something not considered by most DMs or players. It is enormously expensive to feed and equip over two hundred knights and one thousand men-at-arms, as well as to maintain fortresses, roads, bridges, and towns. The King has granted the Knights considerable power to raise funds. First, the towns in the Tracts are the centers of extensive communities of farming serfs, ruled by the Knights as they would be by any Lord. The Knights demand labor, produce, and taxes from their peasants. 

Second, all trade through the region is taxed. Simple travelers or pilgrims are charged a small toll, but traders and merchants are taxed on the value of their goods at a rather stiff rate. The main road through the Knight Tracts is busy and important. It is also the safest road in the central Flanaess, and most merchants do not begrudge the fee. It is said that a virgin with a purse full of gold could walk its two hundred miles and come away with her virtue and money intact, which is probably true. 

The Knights also solicit donations from the wealthy. Giving to them is considered an honorable act. A particularly large or generous gift may result in the Knights bestowing the title Donat on the giver, conferring honorary membership in the Order and great prestige. The Knights may seek to be of aid or assistance to a Donat, but will not betray their principles for any amount of money. 

Finally, there are a few national forts in the Tracts. These were built by past Kings and are garrisoned with royal troops. The Knights sell food and the services of workers (their own peasants) to the Royal Command at each fort. 

The Knights do not give any part of their incomes to the King, unlike other nobles. They can, however, be called upon by him to serve in any capacity, for any length of time, without pay. 

Organization 

The basic structural unit of the Knights is the Chapter House, which handles local military, judicial, and financial affairs. The Furyondy Knights have four Chapter Houses, known as the Grand Stag, Noble Hart, Great Buck, and Golden Antler. Each House controls a district in the Tracts. Within their district, a House collects revenue, and is responsible for law and maintenance of roads and structures. 

Districts are financially exclusive, but often share such things as patrol duties. The House is controlled by the House Master, who assigns duties to all. He usually resides in the Meeting Hall, a fortified palace with a large central keep, outer walls, a gatehouse, and towers. There are quarters and stables enough for all House members if need be. The House Master is in charge of both military personnel and civilian servants. The military arm of the House includes a Castellan, several Baliffs, fifty men-at-arms, smiths, armorers, leatherworkers, grooms, and weapons makers. Civilians are both the domestic staff of cooks and other peasant servants of the Meeting Hall and the skilled advisors, stewards, scribes, leeches, priests, book keepers, animal masters, and others retained by the House. The House Master oversees Knights-Errant; typically ten of these are gone from any House on various duties in and around Furyondy. He is also served by four Knight Commanders. 

The Knight Commanders are each in charge of ten Common Knights and fifty men-at-arms. All train for battle, but when not campaigning each has a special function within the district. One Commander is responsible for trade - inspecting goods, assessing values, collecting taxes and escorting merchants. His Knights act as customs officers. Another administers the law: he is the Chief Magistrate of the district, his Knights are Sheriffs, and his men-at-arms form the town watches. The third presides over the civil governance of the district. He is its Reeve, and his Knights are Provosts, collecting taxes and goods from the peasants. His men-at-arms direct the peasant labor in demesne fields and their maintenance of roads, bridges, and buildings. The remaining Knight Commander is in charge of patrolling the district, and his men ride the roads and search the wild places. The Knight Commanders have civil assistants (lesser members of the Order) to take their places during campaigns. 

The Grand Master oversees the four Houses, making sure each is prop- erly contributing to the safety and wellbeing of the Tracts and of Furyondy. He approves general tax rates and patrol schedules. He solicits donations from nobles, and often gives his own funds. He has no personal troops (only guards) but coordinates all the forces of the Houses to carry out the King's wishes. 

The Grand Master is not a Knight himself, but rather is a qualified and capable minor noble. He is appointed directly by the King, usually on the advice of the House Masters. Though he is not one of them, the Knights recognize the Grand Master as the King's representative and obey him explicitly. 

Religion 

The Order is not religious, and there are no official religious requirements. Upon seeking induction, however, an applicant must be confirmed by a priest to be of Lawful alignment, either Good or Neutral. Attendance at religious ceremonies is considered honorable and seemly conduct, but is not specifically mandated. The Common Knights are of many different faiths, although that of St. Cuthbert predominates. Many of the educated civilian servants (leeches, scribes, advisors) of the Knights are themselves priests, monks, or lay brothers, and here again faiths vary. However, those who serve as the official priests of the Knights (the Chaplains of each House Chapel and their lesser assistants) are all Cuthbertian priests. Likewise, the twenty Knights in leadership positions all profess the faith of St. Cuthbert, and it has become an unwritten rule that to advance other Knights must do the same. 

Relations 

The Furyondy Knights are on perfectly freindly terms with the other branches of their Order and will always lend them assistance. True, some Knights joke amongst themselves about the flighty elves and Velunese zealots , but these are terms of endearment to the Order, not disparagement. The Knights had always had a freindly rivalry with the Knights of the Holy Shielding, but during the Wars this turned sour. Those Knights refused aid when the Shield Lands were first invaded and their mistrust assured the capture of the lands by the Horned Society (actually a front for Iuz). Furyondy Knights of the Hart now regard the Knights of the Shield as idiots who betrayed their leige and people. The Hart has great contempt for them which is seldom completely masked by the courtesy that must be displayed when in the presence of these now refugee Knights. In contrast, the Wars saw much action by the Knights of the Watch to defend Bissel and Veluna from Ketian and humanoid hordes. Though the Watch lost Bissel they won the respect of the Knights of the Hart and there is now much commerce of ideas and personnel between the two. 

The Knights are not sure that they approve of the overt political nature or freewheeling actions of the Knights of Luna, but they are certainly willing to accept their help in defending the Vesve and Highfolk, usually in the form of monies or trade goods. Should Highfolk Vale become truly threatened, a future allience might result. 

The Knights have always been dire enemies of Iuz and the Wars further intensified this feeling. The Horned Society is seldom considered, for Iuz occupies the entire attention and enemnity of the Knights. The Knights were formed in part to protect the Central Flaneass from Perrenlander raiders and have traditionally had no good feelings for these "northern barbarians". Of late, and by necessity considering the scarcity of troops, some Knights have considered the use of Perrenland mercenary companies. While such forces (in the Knight's opinions) are not disciplined enough to deploy in normal engagements, they might be used for raids into occupied parts of Furyondy and to counter the growing bandit activities of displaced peasants. Finally, the Knights have traditionally borne ill-feeling to the folk of Dyvers, probably because of that city-state's secession from Furyondy in CY 526. Recent events have made the Knights eager for allies, however, and they might yet forget this old grudge. 

Trade 

The Knight Tracts see much trade. The main road is the only land route from Highfolk to Chendl, and the only east-west route for 300 miles north or south. Goods from Perrenland (horses, leather and copper goods), Veluna (silver and gold wrought items, crystal) and Highfolk (jewelry, artwork, and wine) pass through on their way to Chendl, Crockport, and eventually Grabford (which all supply raw wool and dyed textiles in return). Some trade takes place with the elves of the Vesve (rough and finished wood items, herbs) as well. Due to the concentrated military presence, the Knight Tracts must constantly import foodstuffs, wood, and metal. Iron comes from Highfolk, wood from the Vesve, and grain and animals from the rich farming lands along the Velverdyva River to the south. 

The Towns 

The market towns of the Tracts are all located along the trade routes and are centers of commerce. They are surrounded by small communities of farming and herding families (who are included in the population numbers given later). Each town has several inns, stables, and one or two small warehouses. Numerous craftsmen and artisans live in the towns, supported by the tax policies of the Knights. Since merchants are taxed on their goods' value, it is cheaper to bring raw goods into the Tracts than finished items. Some merchants import rough supplies and pay the local workers to make finished goods which are then transported further. 

The two towns surrounding the national forts are not as large or diverse as the towns along the trade routes. They lack the inns and craftsmen of the market towns along the road, and instead service the populations of the forts. They have many smithies and pubs, but little else besides fields. 

The peasant farmers throughout the Tracts are all serfs, bound to the lands held by the Houses. Many of the town laborers and craftsmen are free and are usually the extended families of men-at-arms. Freemen pay taxes to their local House and owe judicial obedience but not labor or produce. Freemen form town militias, and some seek to join the ranks of the men-at-arms. Serfs are not allowed to carry weapons. 

A House makes laws for its own district but these laws vary little throughout the Tracts. Justice is swift and summary. Minor crimes include vagrancy, indecency, debt, and disobedience or disrespect of superiors. Major crimes are thievery, smuggling, assault, and poach ing. 

The Land 

The Vesve Forest forms the entire northern border of the Tracts. To the east run roads to nearby Chendl and Crockport. To the west the Velverdyva valley opens, leading to Highfolk. The southern border is cut off from central Furyondy by hills and swamps. 

The land enjoys a seasonal temperate climate with long, hot summers and cold winters. To the north, the forest lands of the elves get much rain. To the south, the grasslands of Furyondy get little. The Tracts lie in between, with most precipitation brought by fall and winter storms that come some years but not others. Crop lands are reasonably productive, exceptionally so along the banks of the Velverdyva. 

Most of the region is lightly forested - large and small stands of scrub trees and bushes alternate with open meadows and grassy fields. The heavy forests of the Southern Vesve are thick and dark stands of deciduous hardwoods with occasional clearings and windfalls. 

The hills are rugged, with lightly forested valleys and rocky crags. They are easy to get lost in and full of gorges, caves, and hiding places. They are perfect for bandits and monsters, and the Knights get much practice patrolling them. 

The marsh lands are flooded near the rivers, with tall reeds in stag nant water crisscrossed by open channels. Farther from the main chan nels the water collects in soft mires and pools with hummocks of grass-covered soggy ground in between. The marshes are full of disase, waterfowl, and monsters. It is nearly impossible to bring horses, and thus Knight patrols, into them. 

The tracks are well ridden and wide enough for wagons, but tend to wind about to avoid rocky or forested terrain. The dirt roads are well-packed but treacherous in rain or spring thaws. The paved roads are stone flagged, drained, and double-wide. 

The Map 

The large map has a scale of one small hex to five miles. The large hexes superimposed upon them correspond to the 30 mile hexes of the World of Greyhawk setting map, a copy of which is inset. The shaded portion on the inset map indicates the extent of the Tract lands. Contour lines are at 500 foot intervals. Each numbered location on the map is described below, listed with the hex reference number from the Greyhawk map. 

The Grand Estate. 

The Grand Master maintains several estates in Furyondy as befits a noble of his status. During his term, however, he often resides here, the site of an elegant and formidable castle. Many peasant families labor in his fields, orchards, and pastures to provide food for his frequent guests, not for future sale. The Grand Master is much less concerned with making money than his House Masters are. There is a large chapel to St. Cuthbert in the main building. The common boundary of the Knight Tracts is the edge of the Vesve Forest. Around the Grand Master's estate the claim goes deep into the woods, affording him a private hunting reserve. Knights and guests of state come often to hunt stag, boar, and bear. A few hunting lodges are maintained, but are staffed only when in use. Hunting is by permission of the Grand Master only. The Grand Master usually retains a minimum of personal guards, but a garrison of troops from any of the Houses can quickly make this an imposing fortress. The King himself frequently vacations at the estate, and often conducts informal negotiations with representatives of other nations here. 

Manor Estates of the House Masters. 

Each of these four estates is held by one of the wealthy House Mas ters. The estates have a main house (well decorated and furnished), several outbuildings, and a small keep. Serfs tend fields, gardens, orchards, and vineyards. Much of the produce (speciality fruits and vegetables, some wine) is sold to travelers and the national forts. Horse breeding and training also takes place in large corrals and well-kept stables. Those estates along the main road have an inn staffed by peasants which provides food and lodging. All of these endeavors contribute to the personal income of the House Master. 

Manor Estates of the Knight Commanders. 

Each of these sixteen estates is held by one Knight Commander. The estate goes with the title (is not heritable), and most Commanders have another small family estate in Furyondy proper. The manors have a stone tower in one corner but little other fortification. Enough serfs and servants are kept on hand to till the fields and run a well stocked stable. Manors along the main road also have hostel-like out buildings where travelers and merchants may lay over nights. Lodging is free and no food is served. 

Game Terms 

Knights of the Hart should be NPC Warriors. If your campaign includes the Cavalier class or kit this should be used instead. Knights of the Hart (Furyondy) should not be Paladins as they are not sworn to uphold a religious institution. Typical levels are 4th for Common Knights, 8th for Commanders and 9th for House Masters. These can vary up to four levels higher or two lower, the more wellborn Knights being of a lower level at any given rank due to more rapid promotion. Levels can also vary based on typical levels in your campaign: Common Knights should be strong but minor heroes, Knight Commanders in the prime of fighting ability and very formidable. Remember, they are among the best (nonadventuring) fighters in the country and should have followers and magic items. 

Typical men-at-arms should be strong 2nd level warriors, their sergeants 2nd and lieutenants 3rd. The Grand Master can be played as a warrior or cavalier type of 11th level. Alternatively he could be much lower, if his political importance outweighs his military experience. 

Adventuring in the Tracts 

The Tracts are an excellent setting for low-level adventures. They present safe towns and dangerous wilderness areas to beginning characters. The Vesve, the hills, and especially the marshes may all provide hostile encounters, and even limited "dungeon" settings: caves, lairs, and humanoid villages. The Knights quickly eliminate any numerous or active foes, but those creatures few enough or clever enough to have escaped their notice still lurk about. With enough exploring, characters should stumble upon (or into...) something. 

When characters wish to return to town, they will find good markets for their plunder (taxed by the Knights, of course) and ample opportunity to buy what they need. Most dungeon supplies are available in the large towns. Weapons and armor are cheap and can be easily purchased, unless the characters appear to be of dubious origin (thieves, runaways, hostile foreigners). Most professions are tolerated by the Knights, including priests (at least those of benign religions) and mages. Rogues will be immediately detained, then sentenced and imprisoned, if recognized as such. They must somehow present them selves plausibly as as scouts, warriors, merchants, scholars, or some other occupation if they wish to travel the Tracts. 

Clerical services are available from the town priests (who are mostly of St. Cuthbert) and the Knight Chaplains, but are expensive if one is not a follower of the particular faith. Magical items, including spell components, are generally not available, but Highfolk City is nearby. 

If the characters behave themselves, they may receive limited protection and advice from the Knights. If they can prove that they have eliminated a threat to the area, they will earn the gratitude and goodwill of the Knights. Going against the wishes of the Knights should be quite dangerous for low-level adventurers. The Knights and their men should be played as strong, organized, and disciplined. They have access to sufficient arms, intelligence, money, and clerical aid to easily bring to brook even a large and powerful party of 3rd-5th level characters. Remember that all the Knights are excellent horsemen, and any PC misdeeds at one town will be known throughout the Tracts before the party reaches the next town. The townsfolk and peasants generally respect, obey, and fear the Knights. 

For mid- or higher level characters, conflict with the Knights need not be so one-sided. Strong or smart characters could elude the Knights, or even best a small number of them. At this point in their careers the characters could be hired by merchants to smuggle goods, or hired by any number of powerful people to spy on the Knights. Chaotic Good characters, especially elves, ought not to be comfortable upon seeing the conditions of serfdom. What will such characters do if they see a serf abused, or if one asks for their assistance in escaping to a city? The Knights often hold tournaments, and these should attract warriors (to compete) and rogues (to steal and swindle). 

While the Knight leaders are generally tolerant of religions, the avid followers of St. Cuthbert (peasants, townsfolk, town priests, and some Knights) are not. They will discourage and harass any priest attempt ing to gain converts. They are particularly hostile to Druids, although in no case will they blatantly break laws. The full power of all the Knights will come down on anyone foolish enough to encourage dissent among their populace by spreading ideas of liberation, be they religious or political. 

High-level characters, if known by and friendly with the government of Furyondy, may be asked to assist the Knights. They could defend a portion of the Tracts while the Knights are campaigning, or help the Knights defeat some truly fearsome creature or invading army. Many political meetings occur at the Grand Master's Palace. The characters may find themselves there as guards or even representatives of their governments. Once they are there, with a cast of the wealthy and powerful present, the DM can introduce intrigue, alliance, and assassination attempts. 

Finally, there is one plot that would involve the greatest development of the Tracts. A character meeting the requirements could join the Knights. This would involve much work for the DM and many sacrifices for a player used to group adventures, but ultimately could prove very rewarding. 

