
 
 
 
 
 

________________________________________________ 

Has acquired the following regional certificate 
 

A Grand House in ______________ 
(insert name of town or city) 

 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  GP Value: 5000 gp 
  Weight: n/a 
  Use Restriction: n/a 
  Tradable: NO 
   
 
 
 
 
  #   Date   
 
This certificate cannot be traded.    
 

® and ™ designate trademarks of Wizards of the Coast, Inc. © 2000 Wizards of the Coast, Inc. This certificate is 
the property of Wizards of the Coast and has $0 actual cash value.  

Your PC has purchased a Grand house in the city or town of your choice (selected from the list below).  The house has 
between four and ten rooms and is made from local materials.  The following is a listing of locations in which Grand 
houses are available for purchase in Perrenland, along with the predominant clan for that area: 
 
Exag (Môrgenrood) 
Huglerot (Hüssen) 
Kortheim (Vosser) 
Krestible (Weisspeer) 
Niederschlauss (Roodberg) 
Quagfludt (Vosser) 
Schwartzenbruin (Meerijder – Vestmeer, Roodberg, Rósrijder, Vosser, Vuurzward)  
Traft (Meerijder - Oostmeer, Roodberg, Vuurzward) 
Yatilsskaad (Weisspeer). 
 
Note: to purchase a dwelling within Exag, the PC must either be a member of Clan Môrgenrood or be able to speak 
Oeridian. 
 
The benefit of owning a Grand House is one of Upkeep costs and Knowledge (Local) when adventuring within 30 miles 
of that dwelling. This is called a Householder Benefit and has the following effects for your PC.  Whenever your PC is 
within 30 miles of their dwelling they gain: Adventurer’s Standard upkeep at quarter cost or Rich upkeep at half cost; a 
+4 circumstance bonus to all Knowledge (Local) checks; and a +2 circumstance bonus to Diplomacy and Gather 
Information checks.  
 
The reduction in upkeep costs do not stack with any other discounts to upkeep from such things as meta-organisations. 
The circumstance bonuses stack with the circumstance bonus for when Rich or Luxury upkeep costs are paid. 
 
A PC who owns a Grand House must also employ a clerk, cook, maid, scribe or valet to look after their property, as 
they are assumed to spend a significant amount of their time away from their dwelling while off adventuring. Prices for 
these hirelings are as specified on page 149 of the Dungeon Master’s Guide. 


