
1st Sommlending Regiment 
The King’s Guard 

 
 
Overview 
Considered by many to be the most elite regiment in the regular Sommlending army, the 1st Regiment, or King’s 
Guard, is certainly the most well known. Bearing the colors and standard of Sommerlund and the King, soldiers of 
the King’s Guard are recognized by commoners throughout the kingdom. While they are headquartered in the 
capital of Holmgard, units of the King’s Guard can be found throughout Sommerlund, patrolling roads, defending 
villages, and always watching for signs of the enemy they have been trained to fight, the Darklords. 
 
History 
Headquartered in the capital and bearing the symbol of their country and king, the King’s Guard forms the core of 
any Sommlending army when the country mobilizes for war. The unit’s most noteworthy accomplishment was the 
Battle of Maakengorge, where they remained in the thickest of the fighting for the entire engagement, fighting 
alongside their king and aiding in the defeat of Vashna and his minions. Because they are funded directly by the 
crown, they tend to be better trained and equipped than any other unit in the regular army, which, combined with 
their history of great victories, has served to give them their reputation as an elite unit. This training and equipment 
has served them well in their numerous clashes with Darklands forces, bandits and monsters from the wildlands, 
pirates, Vassagonian raiders, and even the occasional rebellious lord or knight (dark times that are rarely discussed 
by most Sommlending). 
 
 
 



Traditions 
The colors of the King’s Guard regiment are red, gold, and white, with red and gold being most prominent. Their 
emblem is the royal heraldic crest of Sommerlund, a golden sun beneath a golden crown on a field of red. This 
emblem can be found on uniforms, surcoats, shields, and banners. The emblem can also be found on the weapons of 
the King’s Guard, usually on the pommel, grip, or guard, depending on the weapon. Soldiers of the King’s Guard 
take great pride in their heraldry, and anyone caught with their gear had best be able to explain where they obtained 
it, or have the item confiscated. In addition, each regular company has a slightly different emblem, differentiated by 
a gold Roman numeral on the upper right of the field, signifying to which company the soldier belongs. This 
company crest is found only on the surcoats and company standards, with all other emblems being the standard for 
the King’s Guard. Militia companies have differentiated company standards, but their armbands all bear the standard 
King’s Guard emblem. 
 Each company has a battle standard, which is used to identify the unit in the field from great distances. 
These standards have great significance to the soldiers of the company, and to have one stolen or taken in battle is 
considered a great dishonor to the entire unit. By tradition, the standard is carried by a common soldier of a rank no 
higher than corporal, and is an honor bestowed by the company commander for acts of heroism. If the standard 
bearer is promoted beyond corporal, a new standard bearer is selected, though many standard bearers have declined 
promotion to remain in their coveted position. A standard bearer can still fight, but since carrying the standard 
requires the use of a hand, they cannot use a heavy shield or Sommerlund greatshield. The regimental battle standard 
is carried by a member of the Royal Citadel Guard, which serves as both their company standard and the standard 
for the entire regiment. 
 The Royal Citadel Guard, which serves as the command unit for the regiment as well as the personal 
bodyguard of the King, are by tradition drawn almost exclusively from the ranks of the King’s Guard. For most 
common soldiers, this is the highest honor they can possibly attain, and membership in the Royal Citadel Guard 
comes with prestige that will last a Guardsman’s family for generations. Many young knights, especially the 
younger sons of knights and nobility who do not stand to inherit the family estate, join the King’s Guard heavy 
cavalry company with the hope of being selected for the Royal Citadel Guard. To date, every Citadel Commander 
and most Citadel Sergeants have been members of the Order Triumphant. While the King’s Guard regiment is 
nominally under the direct command of the King of Sommerlund, it is the Citadel Commander who handles the day 
to day operations of the regiment, and usually commands the unit in the field. 
 
Uniform and Equipment 
The duty uniform worn by all soldiers of the King’s Guard is a simple traveler’s outfit, consisting of a red linen shirt 
embroidered with the King’s Guard emblem over the left breast, white cotton pants, black leather boots, and a red 
wool cloak. Captains and members of the Royal Citadel Guard also have a dress uniform which is a courtier’s outfit, 
consisting of a red silk shirt embroidered with the King’s Guard emblem across the chest and gold embroidery on 
the sleeves, white cotton pants with gold embroidery down the sides, black leather boots with gold buckles, and a 
red cotton cloak with the King’s Guard emblem embroidered across the back. Armor is worn over the duty uniform, 
with a red cotton surcoat over the armor, bearing the emblem of the soldier’s company within the King’s Guard. 
Militia units are typically clad in their normal commoner’s outfits, and wear a red cotton armband bearing the 
emblem of the King’s Guard on their right arm. These armbands are easier to make, store, and distribute to the 
militia than the standard surcoats, while still allowing fellow soldiers in the field to recognize which unit they belong 
to. 
 As the most elite regiment in the Sommlending army, soldiers of the King’s Guard tend to be better 
equipped than members of other, less prestigious regiments. Heavy cavalry soldiers are armed with a mastercrafted 
lance, sword, and dagger, armored in a breastplate, carry a heavy shield, and ride a warhorse into battle. Infantry 
soldiers are armed with a mastercrafted sword and dagger, armored in chainmail, and carry a light shield. Archers 
are armed with a mastercrafted longbow, short sword, and dagger, armored in a chainmail waistcoat, and carry a 
buckler. They also have access to the special arrows produced by the Toranese Archers (see Toranese Townsman 
Regiment). The members of the Royal Citadel Guard, as part of the most elite unit in the regular army, have access 
to the best equipment, serving them well as both ceremonial and battle garb. They are armed with a mastercrafted 
broadsword and dagger, armored in a mastercrafted breastplate, and carry a mastercrafted heavy shield. When they 
leave the Royal Citadel (escorting the King if he leaves Holmgard), they also carry mastercrafted lances and ride 
Sommlending warhorses. Even the conscripts serving with the King’s Guard tend to be better equipped than their 
counterparts in other regiments and are armed with a spear or short bow and dagger, and armored in leather armor. 
 
 



Organization and Rank 
All standard units of the King’s Guard use the same basic rank and organizational structure. 10 soldiers form a 
squad (or squadron for cavalry), which are led by a corporal. This is the smallest unit ever dispatched to deal with a 
problem, sent on patrols, or used to garrison a border tower. 5 squads (50 soldiers) form a detachment, led by a 
sergeant. Detachments are used for major operations such as defending a village, attacking an enemy outpost, or to 
garrison a border fort. 4 detachments (200 soldiers) form a company, led by a captain. During peacetime, the 
regiment is comprised of a heavy cavalry company (King’s 1st Cavalry), 3 infantry companies (King’s 2nd – 4th 
Infantry), and an archer company (King’s 5th Archers). During wartime, the King’s Guard can field as many as 25 
militia companies (King’s 6th – 30th Militia), but only in the most dire of circumstances is the entire King’s Guard 
Regiment ever assembled for battle at one time. 
 In addition to the professional soldiers, the King’s 1st Cavalry is home to many young knights who lack the 
land, castle, and money to field troops of their own. Squires often serve as rank-and-file troops, while junior knights 
serve as corporals and sergeants. The captain of the King’s 1st Cavalry is always a senior knight, and in the absence 
of the Citadel Commander, serves as the commander of the King’s Guard in the field. Because of their excellent 
equipment and the high number of knights serving in the company, members of the King’s 1st Cavalry tend to be 
arrogant, thinking themselves better than the infantry or archers. This has led to the occasional brawl over company 
pride, though the captain makes sure such rivalries don’t get out of hand. 
 The infantry is the backbone of the King’s Guard, and soldiers of the King’s 2nd, 3rd, and 4th Infantry are 
proud to be the best of the best. Because knights tend to flock to the cavalry, the infantry is comprised almost 
entirely of common soldiers. The captains are senior knights, but they typically dismount to fight alongside their 
troops on foot. Soldiers in the infantry are drawn primarily from the townsmen of Holmgard. 
 The archers are considered the least prestigious assignment in the regular companies, which the soldiers of 
the King’s 5th Archers resent. Archers are drawn primarily from the villages and countryside surrounding Holmgard, 
and unlike the other companies, the King’s 5th Archers almost never counts any knights among its members. 
However, Kai Lords sometimes serve in this company, though they tend to prefer service with the Border Rangers 
(see Court Guard Regiment). Unlike the cavalry and infantry, the captain of the King’s 5th Archers is usually a Kai 
Lord of at least Warmarn rank, which the archers consider a point of pride, even if the infantry and cavalry don’t see 
it that way. 
 The Royal Citadel Guard is the elite command unit of the King’s Guard, responsible for guarding the royal 
citadel and protecting the King. Unlike the other units within the King’s Guard, the Royal Citadel Guard numbers 
only 50 men, though their combat ability is such that they are considered at least the equivalent of any other King’s 
Guard company. Royal Citadel Guards all have an effective rank of corporal, and can command squads of regular 
troops if need be. Their squads are commanded by Citadel Sergeants, who are usually knights, and can command 
detachments of regular troops if needed. The Royal Citadel Guard is led by the Citadel Commander, always a senior 
knight of the Order Triumphant, who serves not only as commander of the King’s bodyguard, but also serves as 
commander for the entire regiment. The Royal Citadel Guard draws almost exclusively from the King’s Guard 
regular troops and the knights of the Order Triumphant. 
 Militia units are comprised of commoners rather than professional soldiers, and are called upon only as 
needed. Each militia company is from a specific region of the countryside or area of Holmgard, so conscripts serve 
alongside their family, friends, and neighbors, and usually serve near their home area. Twice a year, the company is 
assembled for drills and training, with the exact schedule varying from one unit to the next. Each militia company is 
designated as either infantry or archers, with equipment being stored at a central location where the conscripts 
assemble for duty. While the soldiers of the militia are commoners, the corporals and sergeants are professional 
soldiers drawn from the regular companies. Each company is led by a knight or Kai Lord, with knights preferring 
infantry and Kai preferring archers. 
 
 
 
 
 
 
 
 
 
 
 



King’s 1st Cavalry
Unit   Soldiers   Commander 
King’s Horseman        1   NA (Sommlending male Warrior 2) 
Cavalry Squadron      10   Corporal (Sommlending male Knight 2) 
Cavalry Detachment      50   Sergeant (Sommlending male Knight 4) 
Cavalry Company     200   Captain (Sommlending male Knight 9) 
 
King’s 2nd – 4th Infantry
Unit   Soldiers   Commander 
King’s Guardsman       1   NA (Sommlending male Warrior 2) 
Infantry Squad       10   Corporal (Sommlending male Warrior 3) 
Infantry Detachment      50   Sergeant (Sommlending male Warrior 4) 
Infantry Company     200   Captain (Sommlending male Knight 9) 
 
King’s 5th Archers
Unit   Soldiers   Commander 
King’s Archer        1   NA (Sommlending male Warrior 1) 
Archery Squad       10   Corporal (Sommlending male Warrior 3) 
Archery Detachment      50   Sergeant (Sommlending male Warrior 4) 
Archery Company     200   Captain (Sommlending male Kai Lord 8) 
 
King’s 6th – 30th Militia
Unit   Soldiers   Commander 
Holmgard Conscript       1   NA (Sommlending male Commoner 1 or 2) 
Militia Squad       10   Corporal (Sommlending male Warrior 3) 
Militia Detachment      50   Sergeant (Sommlending male Warrior 4) 
Militia Company      200   Captain (Sommlending male Knight 9 or Kai Lord 8) 
 
Royal Citadel Guard
Unit   Soldiers   Commander 
Royal Citadel Guardsman       1   NA (Sommlending male Warrior 6) 
Royal Citadel Squad      10   Citadel Sergeant (Sommlending male Knight 8) 
Royal Citadel Guard      50   Citadel Commander (Sommlending male Knight 12) 
 
Headquarters and Outposts 
The regimental headquarters of the King’s Guard is located at the Royal Citadel in Holmgard, with each captain and 
the Citadel Commander having an office adjacent to the main parade grounds. The headquarters at the Royal Citadel 
also has barracks to house one detachment from each regular company, as well as the entire Royal Citadel Guard. 
The remaining soldiers of the regular companies are quartered in barracks located near strategic defensive positions 
throughout the Holmgard. 
 In addition to the headquarters at Holmgard, the King’s Guard also maintains several tower outposts in the 
Durncrags to watch for Darklands troop movements, as well as Fort Kian (named for the first King of Sommerlund), 
which guards a strategic pass through the mountains. Each tower is garrisoned by a squad of infantry or archers, and 
is usually commanded by a Corporal who is being considered for promotion to Sergeant. The garrison of Fort Kian 
consists of a detachment of infantry, a squad of archers and a squadron of cavalry. Soldiers assigned to duty on the 
border are taken from the regular companies, and serve for one year before being rotated back to Holmgard. It is 
customary for soldiers to serve this duty at least once before they are promoted to the rank of Sergeant. Fort Kian is 
commanded by a Captain, a member of the Order Triumphant who acts as the overall commander of all troops 
assigned to the Fort, the outpost towers, and the King’s 30th Militia, an infantry company which is drawn from the 
farms and homesteads near the Durncrag mountains.  
 
 
 
 
 
 



Sample NPC Statistics 
King’s Heavy Cavalry (Sommlending male Warrior 2) 
Init +3; End 12; Def 18 (touch 11, flat-footed 17); Spd 20 ft (60 ft mounted); Atk: lance +5 melee (1d8+3, x3), 
sword +3 melee (1d8+1, 19-20/x2); SQ Weapon of Choice (lance); SV Fort +3, Ref +1, Will -1; Str 13, Dex 12, Con 
11, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Handle Animal +4, Knowledge (warfare) +5, Ride +8; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted lance, sword, dagger, breastplate, heavy shield, duty uniform (including traveler’s outfit 
and surcoat), warhorse, military saddle, saddlebags, bit and bridle. 
 
Heavy Cavalry Corporal (Sommlending male Knight 2) 
Init +3; End 19; Def 18 (touch 11, flat-footed 17); Spd 20 ft (50 ft mounted); Atk: lance +5 melee (1d8+3, x3), 
broadsword +5 melee (1d10+3, 19-20/x2); SQ Born to the Sword, Saddlemastery; SV Fort +5, Ref +1, Will -1; Str 
15, Dex 13, Con 14, Int 10, Wis 8, Cha 12; AL Good. 
Skills:  Handle Animal +6, Knowledge (warfare) +5, Ride +8; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted lance, mastercrafted broadsword, dagger, breastplate, heavy shield, duty uniform 
(including traveler’s outfit and surcoat), Sommerlund warhorse, military saddle, saddlebags, bit and bridle. 
 
Heavy Cavalry Sergeant (Sommlending male Knight 4) 
Init +3; End 34; Def 19 (touch 10, flat-footed 19); Spd 20 ft (50 ft mounted); Atk: lance +9 melee (1d8+6, x3), 
broadsword +9 melee (1d10+6, 19-20/x2); SQ Born to the Sword, Saddlemastery, Oathsworn, Code of Knighthood 
(Might), Knightly Skill +1; SV Fort +6, Ref +2, Will +0; Str 16, Dex 13, Con 14, Int 10, Wis 8, Cha 12; AL Good. 
Skills:  Handle Animal +6, Intimidate +3, Knowledge (nobility and royalty) +2, Knowledge (warfare) +7, Ride +11; 
Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted lance, mastercrafted broadsword, dagger, plate mail, heavy shield, duty uniform 
(including traveler’s outfit and surcoat), Sommerlund warhorse, military saddle, saddlebags, bit and bridle. 
 
King’s Guard Infantry (Sommlending male Warrior 2) 
Init +2; End 14; Def 16 (touch 10, flat-footed 16); Spd 20 ft; Atk: sword +5 melee (1d8+3, 19-20/x2); SQ Weapon 
of Choice (sword); SV Fort +4, Ref +0, Will -1; Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +4, Climb +5, Intimidate +4, Knowledge (warfare) +5; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted sword, dagger, chainmail, light shield, duty uniform (including traveler’s outfit and 
surcoat). 
 
Infantry Corporal (Sommlending male Warrior 3) 
Init +2; End 20; Def 16 (touch 10, flat-footed 16); Spd 20 ft; Atk: sword +6 melee (1d8+3, 19-20/x2); SQ Weapon 
of Choice (sword); SV Fort +4, Ref +1, Will +0; Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +5, Climb +5, Intimidate +5, Knowledge (warfare) +6; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted sword, dagger, chainmail, light shield, duty uniform (including traveler’s outfit and 
surcoat). 
 
Infantry Sergeant (Sommlending male Warrior 4) 
Init +2; End 29; Def 16 (touch 10, flat-footed 16); Spd 20 ft; Atk: sword +8 melee (1d8+4, 19-20/x2); SQ Weapon 
of Choice (sword), Toughness; SV Fort +5, Ref +1, Will +0; Str 14, Dex 11, Con 12, Int 10, Wis 9, Cha 8; AL 
Balance. 
Skills:  Athletics +5, Climb +6, Intimidate +6, Knowledge (warfare) +7; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted sword, dagger, chainmail, light shield, duty uniform (including traveler’s outfit and 
surcoat). 
 
King’s Guard Archer (Sommlending male Warrior 1) 
Init +1; End 9; Def 16 (touch 11, flat-footed 15); Spd 30 ft; Atk: longbow +4 ranged (1d8+2, x3), short sword +1 
melee (1d6, 19-20/x2); SQ Weapon of Choice (longbow); SV Fort +3, Ref +1, Will -1; Str 11, Dex 13, Con 12, Int 
10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +2, Climb +2, Knowledge (warfare) +4, Perception +1; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted longbow, 20 arrows, short sword, dagger, chainmail waistcoat, buckler, duty uniform 
(including traveler’s outfit and surcoat). 
 



Archery Corporal (Sommlending male Warrior 3) 
Init +3; End 20; Def 16 (touch 11, flat-footed 15); Spd 30 ft; Atk: longbow +6 ranged (1d8+2, x3), short sword +3 
melee (1d6, 19-20/x2); SQ Weapon of Choice (longbow); SV Fort +4, Ref +2, Will +0; Str 11, Dex 13, Con 12, Int 
10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +3, Climb +3, Knowledge (warfare) +6, Perception +2; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted longbow, 20 arrows, short sword, dagger, chainmail waistcoat, buckler, duty uniform 
(including traveler’s outfit and surcoat). 
 
Archery Sergeant (Sommlending male Warrior 4) 
Init +4; End 29; Def 17 (touch 12, flat-footed 15); Spd 30 ft; Atk: longbow +8 ranged (1d8+2, x3), short sword +4 
melee (1d6, 19-20/x2); SQ Weapon of Choice (longbow), Toughness; SV Fort +5, Ref +3, Will +0; Str 11, Dex 14, 
Con 12, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +4, Climb +4, Knowledge (warfare) +7, Perception +2; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted longbow, 20 arrows, short sword, dagger, chainmail waistcoat, buckler, duty uniform 
(including traveler’s outfit and surcoat). 
 
Infantry Conscript (Sommlending male Commoner 2) 
Init +0; End 8; Def 12 (touch 10, flat-footed 12); Spd 30 ft; Atk: spear +2 melee (1d8+1, x3); SQ Common Role 
(Profession-farmer); SV Fort +1, Ref +0, Will -1; Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +3, Climb +3, Knowledge (geography) +2, Knowledge (nature) +1, Perception +1, Profession 
(farmer) +4, Survival +0; Speak Northspeak, Sommlend. 
Equipment:  Spear, dagger, leather armor, commoner’s outfit, red armband. 
 
Archery Conscript (Sommlending male Commoner 1) 
Init +1; End 5; Def 13 (touch 11, flat-footed 12); Spd 30 ft; Atk: short bow +1 ranged (1d6, x3), dagger -4 melee 
(1d4, 19-20/x2); SQ Common Role (Profession-farmer); SV Fort +1, Ref +1, Will -1; Str 11, Dex 13, Con 12, Int 
10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +1, Climb +1, Knowledge (geography) +1, Knowledge (nature) +2, Perception +1, Profession 
(farmer) +3, Survival +0; Speak Northspeak, Sommlend. 
Equipment:  Short bow, 20 arrows, dagger, leather armor, commoner’s outfit, red armband. 
 
Royal Citadel Guard (Sommlending male Warrior 6) 
Init +2; End 40; Def 19 (touch 10, flat-footed 19); Spd 20 ft; Atk: broadsword +10/+5 melee (1d10+4, 19-20/x2); 
SQ Weapon of Choice (broadsword), Toughness, Elite Warrior (Born to the Sword); SV Fort +6, Ref +2, Will +1; 
Str 14, Dex 11, Con 12, Int 10, Wis 9, Cha 8; AL Balance. 
Skills:  Athletics +5, Climb +6, Intimidate +8, Knowledge (nobility and royalty) +1, Knowledge (warfare) +9; 
Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted broadsword, dagger, mastercrafted breastplate, mastercrafted heavy shield, duty uniform 
(including traveler’s outfit and surcoat), dress uniform (courtier’s outfit). 
 
Citadel Sergeant (Sommlending male Knight 8) 
Init +4; End 60; Def 21 (touch 12, flat-footed 19); Spd 20 ft (50 ft mounted); Atk: broadsword +12/+7 melee 
(1d10+6, 19-20/x2) and heavy shield +9 melee (1d6+3, x2); SQ Born to the Sword, Saddlemastery, Oathsworn, 
Code of Knighthood (Might, Valor), Knightly Skill +2, Never Falter, Force of Arms; SV Fort +8, Ref +3, Will +1; 
Str 16, Dex 14, Con 14, Int 10, Wis 8, Cha 12; AL Good. 
Skills:  Handle Animal +6, Intimidate +5, Knowledge (nobility and royalty) +4, Knowledge (warfare) +11, Ride 
+17, Survival +1; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted broadsword, dagger, mastercrafted breastplate, mastercrafted heavy shield, duty uniform 
(including traveler’s outfit and surcoat), dress uniform (courtier’s outfit), Sommerlund warhorse, military saddle, 
saddlebags, bit and bridle. 
 
 
 
 
 
 



Kai Warmarn (Sommlending male Kai Lord 8) 
Init +3; End 55; Def 22 (touch 14, flat-footed 18); Spd 40 ft; Atk: longbow +11/+6 ranged (1d8+3, x3), sword 
+10/+5 melee (1d8+5, 19-20/x2); SQ The Four Vows, Willpower (20), Focus (1/day), Weaponskill V, Hunting V, 
Healing V, Mindshield V, Sixth Sense IV, Mindblast III, Mind Over Matter II, Tracking I; SV Fort +11, Ref +13, 
Will +10; Str 14, Dex 16, Con 14, Int 10, Wis 12, Cha 8; AL Good. 
Skills:  Acrobatics +8, Bluff +4, Concentration +7, Diplomacy +3, Handle Animal +4, Heal +11, Intimidate +1, 
Knowledge (nature) +7, Perception +6, Ride +10, Sense Motive +6, Stealth +8, Survival +8; Speak Northspeak, 
Sommlend. 
Equipment:  Mastercrafted longbow, 20 arrows, mastercrafted sword, dagger, mastercrafted chainmail waistcoat, 
mastercrafted buckler, explorer’s outfit, Kai Lord’s cloak. 
 
King’s Guard Captain (Sommlending male Knight 9) 
Init +4; End 68; Def 24 (touch 11, flat-footed 23); Spd 20 ft (50 ft mounted); Atk: lance +11/+6 melee (1d8+6, x3) 
and greatshield +8 melee (1d8+3, x2), broadsword +11/+6 melee (1d10+6, 19-20/x2) and greatshield +8 melee 
(1d8+3, x2); SQ Born to the Sword, Saddlemastery, Oathsworn, Code of Knighthood (Might, Valor, Right), 
Knightly Skill +2, Never Falter, Force of Arms; SV Fort +9, Ref +3, Will +1; Str 16, Dex 14, Con 14, Int 10, Wis 8, 
Cha 12; AL Good. 
Skills:  Diplomacy +4, Handle Animal +6, Intimidate +5, Knowledge (nobility and royalty) +4, Knowledge 
(warfare) +12, Ride +18, Survival +1; Speak Northspeak, Sommlend. 
Equipment:  Mastercrafted lance, mastercrafted broadsword, dagger, full plate armor, mastercrafted Sommerlund 
greatshield, duty uniform (including traveler’s outfit and surcoat), dress uniform (courtier’s outfit), Sommerlund 
warhorse, military saddle, saddlebags, bit and bridle. 
 
Citadel Commander (Sommlending male Knight 12) 
Init +4; End 90; Def 26 (touch 11, flat-footed 25); Spd 20 ft (50 ft mounted); Atk: broadsword +15/+10/+5 melee 
(1d10+7, 19-20/x2) and greatshield +11 melee (1d8+3, x2); SQ Born to the Sword, Saddlemastery, Oathsworn, 
Code of Knighthood (Might, Valor, Right, Virtue), Knightly Skill +2, Never Falter, Force of Arms, Never 
Surrender, Deadly Charge, Address the Troops; SV Fort +11, Ref +4, Will +2; Str 16, Dex 14, Con 14, Int 10, Wis 
9, Cha 12; AL Good. 
Skills:  Concentration +5, Diplomacy +6, Handle Animal +7, Intimidate +6, Knowledge (nobility and royalty) +7, 
Knowledge (warfare) +16, Ride +22, Survival +2; Speak Northspeak, Sommlend. 
Equipment:  Superior broadsword, dagger, mastercrafted full plate armor, superior Sommerlund greatshield, duty 
uniform (including traveler’s outfit and surcoat), dress uniform (noble’s outfit), Sommerlund warhorse, military 
saddle, saddlebags, bit and bridle. 
 



 

 


