Points of Interest in Dragonspur City, Kelerak, as of 8169 F.R.

1. Holy Rest Cemetery.

2. Keler’s Bridge

3. The Dragonspur.  On its pinnacle sits the Fortress of the Spur.  Three-quarters of the way up the steep road that climbs the spur sits the huge Dragon Statue, wings spread.

4. River Road Black Market district.  Here can be found lotus and other drugs, whores, contraband, and weapons.

5. Dragonspur Thieves guild.

6. The Overgate.  There is a toll-tax to enter.

7. The docks.  

8. Red light district.

9. Hold of the Black Blade Orcs.

10. Smith’s guild.

11. Cooper’s guild.

12. The slums.

13. Merchant’s way.  Here can be found mostly every sort of good that is readily available in the west, except weapons and armor. 

14. Rich section.

15. Bloody Head Inn.

16.  Hold of the Wolf Goblins.

17. Irongate Prison.

18. Manor home of Yedus, Court High Mage.

19. Lotus Street Theater.

20. Temple of Heshtail.

21. Headquarters of the City Guard, the Spur Elites.

22. Temple of Kantor.

23. Temple of Neltak.

24. Temple of Bestra.

25. Temple library of Dekk.

26. Manor home of Turstan Quentin.

27. Keldin’s Menagerie.  This is a famous zoo and museum.

28. Newly founded Court High Mage’s College.  One must officially join the Dragonspur Army to study here.

29. The town open.  A large square used for festivals, troop drills, and markets.

30. Raleigh Park.

Population: 50-55,000.

Standing armed forces: 1500 Spur Elites housed in the city, 3500 Standing Battalion, housed north of the City with a watch on Goblin Gate.

Ruler: Lord Naglor Osbern is the official ruler, although an upstart Lord, Turstan Quentin “Keler” holds the loyalty of much of the Standing Battalion.

There is only one bridge to cross the Liferock River, or the Rock as the locals call it.  Nevertheless, there are countless boatmen who ferry travelers across the river for a fee of around 3 copper pieces.  Some, however, raise the fee to 6 coppers once they get out into the middle of the river.

North of Green Street is Goblintown, a fenced off area.  The humanoid inhabitants of the city fled here and claimed the area after the liberation.  Now anyone leaving or entering Goblintown must have an official pass from the City Guard.

(Note: This article was written in the year 8169 F.R.  As of 8170, Goblintown has been cleared out, and any goblinoids caught in the city without official papers must report to the watch post at the Overway and Wyvern Road.)

