Elmwood at a Glance
DMs can use this information as needed to help flesh out encounters in Elmwood
proper.
Population. Approximately 1,500 and growing.
Races. Humans are the most numerous demographic (50%). Elves (15%) and
half-elves (25%) are the most common nonhumans.
Alignment. Elmwood tends toward lawful (as influenced by Mulmaster) and
towards neutral.
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History of Elmwood - Elmwood is an old town which was founded 1,300 years ago. It has no valuable natural resources worth stealing (like gems or precious
metals). The long history of the town is both peaceful and boring. They have been exporting fish and fine elm wood to Mulmaster for centuries. As Mulmaster
grew in size and might, Elmwood became a vassal of the “City of Danger”. The nobility of Mulmaster (particularly the Culkin family) bought some of the land and
began to manage it directly. About two years ago. The Cult of the Eternal Flame accidentally detonated a devastation orb in Elmwood. When the orb detonated,
it created a 1-mile-wide area of intense, extreme dry heat for a full day. Wildfires started within the first hour. Anyone who didn’t flee was caught in the fires. For
the next hellish day, people tried to save what they could from the burning. Most of the population was killed, and the vegetation and buildings were burned.
Elmwood Today - In the wake of “The Burning,” Elmwood was destroyed, but the survivors decided to rebuild. Since then, houses and inns and industries have
been rebuilt, and the land cleared by the Burning has been turned into a patchwork of farms. The area is alive with the sound of hammering all day as new
buildings are built.
The various disasters happening around the Moonsea in Phlan, Hillsfar, Mulmaster, and the Underdark have led to a refugee crisis in the area – but Elmwood
needs people! The unstated policy is that anyone is welcome, as long as they are willing to keep the peace and work the land.
Culture - Crime is relatively rare, due, to the Order of the Gauntlet and the Lords’ Alliance lending their influence and manpower to peacekeeping in Elmwood.
There is also a strong social pressure for everyone to do their part for the common good because the memories of the Burning are still fresh.
There is friction between the survivors and the refugees. The survivors are having to process their whole social order changing. While the survivors are
sometimes not good hosts, the refugees are sometimes not good guests.
Climate - Like the rest of the Moonsea region, Elmwood is quite cool (consider the climate to be similar to Montreal, Canada). Elmwood is cool in the summer
(highs about 70°F, 20°C) and cold in the winter (highs around 20°F, -6°C).
Economy - Elmwood exports timber and fish and there is a small merchant fleet that calls Elmwood home. While Elmwood now produces some crops, meat,
and dairy, they still must import food until agricultural production becomes self-sustaining. Goats and sheep do well in Elmwood, as they are small enough
to be herded into barns during the long cold winter. Industry in Elmwood is starting to grow given the need to rebuild. Any complex specialty items must be
purchased in Mulmaster.

Government - Elmwood has never been big enough to have much of a formal system of government. In the past, a constable was chosen by popular assent.
Given that the rebuilding is a much larger effort, Elmwood has expanded its government services. The constable has appointed six deputies. These officials can
arrest lawbreakers, as well as assemble and lead a militia.

Organizations

Refugee Groups - There are semi-organized groups of Phlan, Hillsfar, and Drow refugees.
Survivors - The Elmwood survivors tend to stick together.

Elmwood Council - The Council meets every week or so. The Elmwood council consists of: Aliana Mathnir (Constable), Alksuth Cork (Head of Sailfollowers),
Aranda Fletcher (Head of Greenstriders), Drake Holmstrumph (Leader of the Survivors), Kala Namak (Deputy, Leader of Hillsfar Refugees), Larissa Aerasumé
(Priestess of Selûne), Nils Sankt (Priest of Bane), Shayad (Priestess of Chauntea), Thyra Stoneshoulders (Leader of Phlan Refugees), and Yao Seiju (Head of the
Shield Trading Company).

Greenstriders - The Greenstriders are a semi-official professional organization of foresters and scouts that cooperate with each other to bring in timber.
Sailfollowers - The Sailfollowers are a tightly organized group of shipping captains, fishers and sailors. They bargain as a group to make sure shipping deals are
handled fairly and to prevent arguments over fishing grounds.
Semyon and Daughters Bank – This bank has underwritten most of the loans in Elmwood, so it’s in their best interest to see that the town is protected, well
managed, and prosperous so people can pay back those loans.

Shield Trading Company – This is a small merchant house that has opened up a warehouse, an inn, and a trade office in Elmwood to capitalize on trade in the
area.

The Factions

The Harpers - want to make sure the refugees are not abused and are not cultists of the dragon or elemental evil, or mad. The contact for the Harpers is Ragnir
Nejit, the innkeep of the Silvery Gem.
The Order of the Gauntlet - has two major goals. The first is to check the influence of the Church of Bane and to promote justice and peace in Elmwood during
the rebuilding. The faction contact for the Order of the Gauntlet is Granthar Copperhelm who runs the local shrine to Tempus.
The Emerald Enclave - is making sure that the farms are set up appropriately, and that people aren’t taking too much timber from the forest for rebuilding.
Rogon Stragoth is the official faction contact. The druids circle in the Grove of Eldath is very friendly with the Emerald Enclave.
The Lords’ Alliance - want to boost trade and security so that the area is peaceful and prosperous. Norin Steelstrike is the faction contact for the Lords’
Alliance. She works at the Shield Trading Company.

The Zhentarim - are making money and gaining influence over important people in the area. The banker from Semyon and Daughters – Fiorei Semyon – is the
faction contact for the Zhentarim.

Important Locations

Elmwood Hall – is a new, sturdy two-story building made out of elmwood. The downstairs hosts the offices for the city officials. The upstairs is the Constable’s
office and home.
The Grove of Eldath - was a shelter during the Burning, and the survivors are grateful to the druids there. The grove itself was mostly burned to the ground,
except for thirteen giant elm trees.
Karsure’s Axelworks and Smithy – produces fine elmwood: wagons, carriages, wheels, and various metalwork (but not weapons). The smith can silver
weapons for normal costs.

The Last Book Boardinghouse (poor 2 sp/day) - is a ramshackle mansion that was not burned entirely to the ground, and has been partially repaired. The
rooms are very basic, but they’re clean. The boardinghouse does not serve food.
Moline’s Sundries and Equipment – sells adventuring gear, weapons and armor in the Players Handbook worth less than 100 GP. A variety of goods is
displayed through the front windows.

Oghma’s Ointments and Unguents – is run by the only apothecary in town. It sells alchemist’s supplies and other reasonable alchemy and herbalism items.

The Phoenix House (wealthy 4 gp/day) - is a large public house and inn that is elaborately and expensively furnished. It caters to adventurers. There are a few
conference rooms as well as a well-stocked wine cellar and extensive hot baths.
The Phoenix Monument - is a memorial marker for all of the people who died in the Burning. It is a large fountain with a golden phoenix rising from ashes lit
by continual flame spells.
The Refugee Barracks (squalid, 1 sp/day) - is where refugees can live for free. The cost is paid by taxes on the other citizens of Elmwood.
The Shield Trading Company – is a trading house along the docks.

The Shrine to Tempus – is a small military field camp and open pavilion.

The Sign of the Shield (aristocratic, 10 gp/day) - is the finest inn in Elmwood. It is owned by Shield Trading Company and is mainly used for their business.
The Silvery Gem Inn (modest 1 gp/day) - is comfortable, friendly, and has really delicious cabbage soup. It is the official central meeting place for the Phlan
refugees.

Stone’s Dwarf Inn (comfortable 2 gp/day) - is a whimsical inn run by a gnome illusionist. Children go to school there in the mornings. There is a very lifelike
stone dwarf in the front yard.
The Temple of Chauntea “The Bounty of the Goddess” - contains a large structure and elaborate gardens. Many farmers and ranchers are adherents of
Chauntea.

The Temple of Selûne “The Path of Silver Light” - is the center of faith in Elmwood, and the oldest religious faith in town. The prior temple was destroyed in the
burning, and rebuilt with help from the elves. Many survivors and elves pay their respects here.
The Temple of Bane “The Black Lord’s Fist” - is newly built by philanthropists from Mulmaster. Given that this is the official faith of Mulmaster, the Temple is
very important in Elmwood.
The Wayfarer’s Rest Tavern (modest 1 gp/day) - is a modestly priced inn that caters to the docks area in specific. Ship captains and officers stay here.

Elmwood Council

Aliana Mathnir, Constable – LN female human Veteran. Brown hair, blue eyes, brown skin. Aliana is more interested in the greater good than in penalizing
every small infraction. She likes to keep a neat and efficiently running town. She is friendly and honest. Likely at Elmwood Hall.

Alksuth Cork, Head of Sailfollowers – CG male human Bandit Captain. Bald head, gray eyes, brown skin. Alksuth has a sharp wit and a booming voice. He’s
gregarious, if somewhat ill-tempered. He likes to ask a lot of questions and see what makes people tick. Likely at the docks.

Aranda Fletcher, Head of the Greenstriders – NG female half elf Scout. Blond hair, brown eyes, golden skin. Aranda looks out for others but only if they are
willing to help themselves. Likely at Wayfarer’s Rest Inn.

Drake Holmstrumph, Leader of the Survivors – NE male human Guard. Gray hair, dark eyes, brown skin. Drake is suspicious of anyone who’s not a survivor of
the Burning, and comes off as rather cold until you get to know him. Likely at the docks.
Kala Namak, Deputy, Leader of Hillsfar Refugees – LE female dragonborn Knight. Purple eyes, black scales. She is patient, thoughtful, and cunning. She uses
her reputation and position as a shield and is more likely to threaten her way into finding what she wants/needs. Likely at Elmwood Hall.
Larissa Aerasumé, Cleric of Selûne – NG female half elf Cleric 9. Black hair, blue eyes, black skin. Larissa is a calm and thoughtful woman. She has a penchant
for seeing all parts of life, the good and the bad, as part of Selûne’s divine plan. Likely at The Path of Silver Light temple to Selûne.

Nils Sankt, Cleric of Bane – LE male human Cleric 9. Bald head, blue eyes, white skin. Nils is quite cranky about being old. He remembers better days and likes
to tell people about how it used to be. He will argue about almost anything. Likely at The Black Lord’s Fist temple to Bane.

Shayad, Cleric of Chauntea – NG female half orc Cleric -9. Brown hair, green eyes, gray skin. Shayad is calm and peaceful woman. She reacts poorly to those
who make comments disrespectful of her heritage. She is a pacifist at heart and will try to dissuade others from violence if possible. Likely at The Bounty of the
Goddess temple to Chauntea.

Thyra Stoneshoulders, Leader of Phlan Refugees – LN female dwarf Guard. Red hair, brown eyes, rosy skin. Thyra is professional and warm as a barkeep, and
enjoys getting drawn into philosophical conversations. Likely at the Silvery Gem Inn.
Yao Seiju, Local Leader of the Shield Trading Company – LE male half elf Noble. Black hair, brown eyes, golden skin. Yao Seiju is a calculating man that likes
to live the luxurious life. He is willing to make a deal on most anything as long as he can get the better end of it. Likely at the Shield Trading Company.

Faction Contacts

Ragnir Nejit, Harpers – NG male dragonborn Knight. White eyes and white scales. He is extremely secretive and serious about Harper business. He owes his
life to the Harpers for rescuing him from the Hillsfar arena. Ragnir is a no nonsense kind of guy. He knows the lay of the land and so he expects to get what he
deserves. He doesn’t want to see anyone hurt, but a little cut or bruise is just a learning experience. Likely at the Silvery Gem Inn.

Granthar Copperhelm, Priestess of Tempus, Order of the Gauntlet – N female dwarf Priest. Black hair, brown eyes, brown skin. She’s a gruff soldier, formerly
from Phlan, but has taken well to being a leader and protector in Elmwood. Likely at the Shrine to Tempus.
Rogon Stragoth, Emerald Enclave – N male half orc Scout. Brown hair, brown eyes, gray skin. He works closely with Shevarra Dyernina and the other druids in
Eldath’s grove as well. Rogon is very secretive with his association with the Emerald Enclave. Rogon does not put up with racial hatred – he got enough of that in
Hillsfar to last him his whole life. Likely at his ranch or out in the forest.

Norin Steelstrike, Lord’s Alliance – LN female dwarf Spy. Brown hair, black eyes, copper skin. She keeps this work completely separate from the Shield Trading
Company and takes her responsibilities deadly seriously. Norin is inquisitive and asks questions whenever she thinks it is appropriate. Likely at the Shield
Trading Company.
Fiorei Semyon, Zhentarim – LE female human Noble. Black hair, dark eyes, mahogany skin. The rest of Semyon and Daughters doesn’t know that she’s in bed
with the Black Network, so she’s extremely circumspect with her dealings for faction business. Fiorei thinks before she speaks, and has a “can do” attitude. Of
course, she always makes sure that the things that get done benefit Semyon and Daughters. Likely at the Sign of the Shield.

