Knights of the Watch

Certain stout soldiers from the lands of Bissel, Gran March, Geoff, Keoland, the States of Ulek and sometime from other lands afar are invited to join this order, which is pledged to protect the east from incursions of the Paynims and the other westerlings, humans or not. These knights hold certain castles, keeps and strongholds along the Ketish border and elsewhere in the western mountains and lands. The Watchers are a near-monastic order and very strictly disciplined. There are reported to be near 1500 in the order. The coat of arms of the Knights of the Watch is Sable, an owl displayed argent. 

The Knights of the Watch are a declining order of fighters and clerics that believed in "search for evil and destroy it before it crawls to your door!". 

Before the wars, they were around 250 Knights of the Watch (or Watchers as they are called now) with around 1500 combined garrison (veteran fighters). Their HQ is in the city of Istivin where they first met around 412CY, a little bit after the creation of Littlemark. From there they moved West to Thornward and North to Bracilot were they constructed two Castles. A lot of Keeps and Towers have been constructed since that time, and they serve as advance forces to repel any invasion (from humanoids, monsters or humans alike). 

They are in defense of all the lands from the Kingdom of Keoland to Bissel, taking none of their rulers as their commander, but acting as counselors, ambassadors, and as a peace military force if needed. They are well accepted by all people of those lands because they represent the forces of Good. 

Now, after the war (585 CY), the Knights are only numbered at 87 (with around 800 men under their combined force). They just lost their home in Istivin as it was destroyed by an unknown magical force (Lolth's Black Sphere) and as many as 120 Knights died during that terrible night of darkness (almost as if someone knew they were all going to be there!!!). The order has now move to Southfields, their second castle on the border of Sterich and Keoland. They also sent Knights to Havenhill (to watch over the Pomarj), Verbobonc (rumors of ToEE raising again), Willip (Iuz and company) and in Greyhawk to see what is happening on the other frontiers. They don't want to lose what little they have left. 

Order Description:

	Master:
	Grand Commander (Sir) Hugo of Geoff (16th level Cavalier)*

	Seneschal:
	Sir Edwin Ramsey (13th level Fighter) *

	Marshal:
	Sir Gilbert Basc (12th level Ranger)

	High Officers:
	Sir Jay Frizten (10th level Cavalier)

	
	Sir John Piers (11th level Paladin of Heironeous)

	
	Sir George Sprat (14th level Fighter) *1*

	
	Sir Charlton Acres (12th level Ranger)

	
	Sir Marc Jacques (11th level Paladin of Heironeous)

	
	Sir Thomas Cranston (10th level Cavalier) *2*

	
	Sir Harold Falst (11th level Fighter) *3*


Castles (not including Keeps and Watch Towers) :

	Istivin*
	Order Headquarters, Northside of the city

	Southfields*1*
	Crossing of Davish & Javan rivers, at the border of Keoland and Sterich

	Owlpeak*2*
	Mountains west of Thornward, near the border of Bissel and Ket

	Bracilot*3*
	Hills south-east of Cryllor, in Keoland territories


Knights : 276 (at least 5th level)
Combined Garrisons : 1357 (1st level)

Coat of Arms : Owl Argent (silver) on a Sable (black) background.

Colors : Blue & Black cloak, Black tunic with Coat of Arms, Knight's personal blazon on shield.

Chapters :
Fireseek 18th
Reaping 2nd
Ready'reat 28th 

The Oath :

I, _____________, a Knight of the Watch, swear to uphold and to obey to all the rules the Order has established.

I will obey with faith to the code of chivalry and to the laws of honor.

I will love all Knights of the Watch as my brother.

When called upon to lead troops in combat for the Order, I will answer promptly and to the best of my abilities.

If two knights of the Order are in a dispute or are fighting I will separate them, and if I cannot, I will not help or take side with any of them.

Finally, I swear with all my heart to maintain, reinforce and communicate the ways of law and good. 

Rules of the Order of the Watch:

1. Knights of the Order must have a war horse, a lance, a sword (except shortsword), a secondary melee weapon, an armor (ringmail minimum), a shield and a helmet. 

2. Knights of the Order cannot use magic or magical item of an evil nature or origin. 

3. Knights of the Order cannot gamble and must pay a tithe of 10% of their total income to the Order once per month. 

4. Knights of the Order cannot overindulge when drinking or eating. 

5. Knights of the Order must bear the coat of arms and color of the Order on their tunic and clothes. 

6. Knights of the Order must adhere strictly to the laws and codes of chivalry, honor, and lawful-good alignment. 

7. If a knight of the Order is challenged by one who wishes to enter the Order, he must accept the challenge or suffer a loss of honor. 

8. Knights of the Order respect, defend, and aid all who are weaker than they, and show proper regard for the opposite sex. 

9. Knights of the Order may not bear arms against each other except in situations that the law permits (challenges, games and tournaments, etc.) 

10. Chapters of the Order (meetings) must assemble three times per year, and all knights must attend, if possible. 

11. Knights of the Order must challenge other knights of the Order for positions of authority (such as High Office) if they are of equal or greater level that the one challenged. The challenge is resolved in a series of jousts until one knight is unhorsed. Combat continues on foot until one knight is defeated. 

12. Knights of the Order may joust against other knights of the Order during tournaments held during chapters of the Order. 

13. Knights must grant mercy to any opponent who yields (surrenders). The defeated opponent must then take an oath never to bear arms against the knight who defeated him again. This applies to warfare as well as tournament fights. 

14. Knights of the Order may marry only persons of good alignment. 

15. Knights of the Order may participate in adventures with other characters of good or neutral alignment. The adventures must not be evil in nature or goals. 

16. Knights of the Order may never go back on or break an oath or word of honor. 

17. Knight of the Order may choose to serve in a castle of the Order, or they may adventure to further the goals of the Order and lawful-good alignment. 

18. Knights of the Order must take an solemn oath to uphold the laws of the Order. 

19. The Order pays for the knight's food, and weapons. It will also purchase a warhorse for the him if his is slain. 

20. Knights of the Order are not allowed to build or own castles when they join the Order, but are given free food and lodging for themselves, their assigned hirelings, and their good-aligned friends. 

21. Training for level advancement is provided "free" within an Order for lower level knights and their retainers (so long as all tithes are promptly paid and a suitable teacher is available at the time). 

