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“Dervish” (better known as the Nomad Fortress) 
 
 The fortress has mostly been allowed to deteriorate.  Only select parts of it remain 
functioning.  Of the original structure, only the gatehouses and the northwest tower are occupied.  
The upper courtyard is a grassy area used by caravans to guard their animals and wagons while 
staying here overnight.  Even the occupied parts of the fortress are still not maintained beyond 
the minimum.  The name “Dervish” was given on an official map. 
 Main Gate Guards: 
  The main gates that allow passage along the road are heavy wooden doors with 
rusting iron faceplate armor, backed by a decaying but still functional portcullis.  Each is 
adjacent to its own gate tower, adjacent to the East, from which the portcullis and gates can be 
controlled.  There is no provision for opening the portcullis from the “Road Court” but there are 
bars for the gates that can be installed from inside (if the portcullis is up).  There is an “override” 
mechanism by which the upper gatehouse towers, to the west, can disable the mechanisms to 
open these main gates.  It’s possible that 
these and other mechanisms may fail when 
needed (10% chance).  Two men are needed 
to bar or unbar the gates.  Two are needed 
to raise the portcullis (usually the corporal 
and guardsman). 
  The gates are normally shut 
and the portcullises left open.  There are 
normally two gate guards on top of each of 
the eastern towers, a corporal and a 
guardsman.  A gate crew of another 
corporal and five guardsmen stand by in the 
road courtyard to open the gates when 
called for by the Sergeant of the Guard.  
This normally happens when the Lieutenant 
of the Guard is summoned by either the 
north or south watch corporal and the 
Sergeant of the Guard, and gives permission 
for the gates to be opened.  That doesn’t 
usually happen until a convoy or some other 
travelers actually get to the gate and ask 
permission to pass or enter.  By then the 
lieutenant is usually present.  

The Guard force includes the 
Lieutenant of the Guard (F3), Three 
Sergeants of the Guard (F2) (who rotate the duty), Nine Corporals of the Guard (F1) (who 
likewise rotate on duty), and 19 Guardsmen(F0).  The five guardsmen standing by in the road 
court are reduced to one who merely patrols during the two night watches (8-midnight, midnight 
to 8).  The gates normally remain shut after 8PM and are not opened until 6AM without 
permission of the Captain of the Fortress.  When not on duty, guardsmen usually practice or 
relax in the road courtyard or their barracks in the two road gate towers and some wooden ad-hoc 
barracks constructed within the ruins of the Eastern Tower. 
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 Guardsmen wear studded leather armor and are armed with crossbows and longswords.  
They are inferior in quality to fighters in typical military units. 
 
 Upper Gate Guards and Reaction Force: 
  The upper gates admit travelers and wagons into the main fortress courtyard.  
These gates are heavy wood similar to the main gates, but lack the iron sheathing.  They are 
normally left open, but are closed at night and barred.  There is a portcullis but it is left in the up 
position all of the time and is only 50% likely to fall properly if released.  Raising and lowering 
the portcullis requires the mechanism in both towers to be worked together.  There is no control 
of the gates from within the towers.  The gates must be barred or unbarred manually (requiring 
two guardsmen). 
 The upper towers are normally manned by a corporal and three soldiers. 
 The “Reaction Force” consists of a junior Lieutenant (F3), two sergeants(F2), three 
corporals(F1), and nine light infantrymen(F0).  They normally man the upper gate watch.  If the 
reaction force is “deployed,” guardsmen are used in their stead, requiring extra watches.  While 
the gates are open, a  
sergeant patrols and supervises 
the watch.   
 
 Captain of the Fortress:  
The Captain Wishhook has to 
assist him a 
LieutenantFurringer assistant 
and two sergeants(F2), Sgt. 
Account and Sgt. Grubb, two 
corporals(F1) and two 
guardsmen(F0).  One of the 
sergeants supervises the fees 
and occupancy of the fortress 
by travelers.  The other 
manages supplies.  One of the 
corporals is the cook.  Two 
guardsmen assist.  (These 
positions are rotated with other 
Reaction Force guardsmen.)  
The Captain and his staff, 
armory, and the kitchen and 
dining facilities, such as they 
are, are in the northwest tower. 
 
 Fortress Tavern and 
Inn:  This building is located 
along the eastern wall of the 
courtyard.  There is a large bar 
and dining room on the first 
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floor, with a limited number of nice rooms for guests on the second floor.  Those rooms are 
expensive, typically used only by leading merchants, convoy masters, and traveling dignitaries 
(figure 5 gp typical for 2 guests; includes small table and some chairs, a desk.  Most common 
people simply sleep in the courtyard (1 sp) or, if many are present, even in tents outside the 
gates.  A good meal costs 1 gp.; 5 sp for an adequate one.  Keeping a wagon in the courtyard 
costs 3 sp per night, and each horse or ox 1 sp.  Donkeys are 1 sp.  “Exotic” mounts are not 
allowed except with the Captain’s permission.  The tavern staff has quarters in the attic third 
floor, which also has a door out onto the wall walk. 
 
 Fortress shops:  Between the upper gate and Tavern are a blacksmith shop and a 
wheelwright.  They serve the needs of travelers.  The wheelwright does wagon repairs. 
 
 There is a small church next to the Northwest Tower.  Next to it a small shop that sells a 
few essentials travelers might need.  That includes basic clothing, arrows, bolts, tarpaulins, oil, 
lanterns, rations, horsewhips, daggers and knives.  The church is manned by one of the four 
junior cleric at all times (C1), supervised by a priest Father Pater.  There are a couple of 
candidate clerics there too (C0).  There are some limited hospital care with two beds for the ill or 
wounded.  Usually one of the clerics goes with the Reaction Force when it is deployed, and is 
suitably armed and armored for that. 
 
 The courtyard is divided with the animals confined to the southern end, and wagons left 
south of the northwest tower.  The doors to the old keep at the southern end are all boarded up 
and / or locked or barred.  Each is posted “Do not Enter – Dangerous” in Common.  The well at 
the southern end of the courtyard remains the primary source of water for the Fortress, although 
there are also some cisterns fed by rainwater.  
 


