1. Upper Lookout
Description: A narrow wooden platform swaying among the branches, open to the wind. A spyglass mounted on a pivot overlooks the lake and human settlement.
Contents:
· 1 Elven Scout (Warrior 1) on watch during daylight.
· A signal horn and a small silver bell enchanted with Alarm (CL 3).
· Spot/Listen DC 12 to hear quiet conversation below.
· Treasure: finely made elven spyglass (75 gp).

2. Upper Quarters (Level Two)
Description: A compact sleeping chamber strung with hammocks. The walls are woven from living branches enchanted to flex gently with the wind.
Contents:
· 2 Elven Archers (Warrior 1) resting here at any given time.
· A chest (DC 15 Open Lock) containing spare arrows, rations, and a silver moonleaf pendant worth 25 gp.
· Secret: Under one hammock is a journal detailing tensions with the humans of Lyre—rumors of poachers and missing livestock.

3. Upper Quarters (Common Room)
Description: A cozy round chamber with a central firepit surrounded by moss cushions. The scent of herbs and resin fills the air.
Contents:
· 1 Elven Herbalist (Expert 2) brewing potions.
· 2 Minor healing draughts (equivalent to Cure Light Wounds, CL 1).
· A locked wooden box (DC 16) containing herbal reagents (20 gp value) and a single Potion of Sleep (used for capturing intruders).

4. Commander’s Study
Description: Polished wooden desk, maps of the Lyre region, and a hanging longsword etched with glowing runes.
Contents:
· Commander Elthariel, Elf Ranger 2 (CR 2).
· Notes describing patrol routes, coded messages, and suspicions that human smugglers operate on the lake.
· Magic Item: +1 Elven Longsword (“Windleaf”), currently mounted.
· Skill Checks: Decipher Script DC 15 to read coded elven dispatches.

5. Observation Deck
Description: Open platform encircling the quarters, used for archery and star-watching. Moonlight crystals line the railing.
Contents:
· Bow racks (10 longbows, 100 arrows).
· One Elven Lookout (Warrior 1).
· Trap: Tripwire alarm (DC 18 Search, Disable DC 15) connected to a chime in Room 4.
· Treasure: a small crystal lens (Arcana check DC 15 reveals it aids Spot checks +2 at night).

6. Lookout Post
Description: A narrow bridge connects to this round platform suspended over a sheer drop.
Contents:
· Often unoccupied, but an Alarm spell is anchored to a carved wooden owl idol (CL 3).
· On a successful Search DC 17, players find a concealed rope ladder that drops to the forest floor below.

7. Main Hall
Description: The central hub of the outpost, lit by soft magical globes. Tables hold maps, scrolls, and ration stores.
Contents:
· 2 Elven Guards (Warrior 1).
· Locked cabinet (DC 15) holding dispatches between this outpost and a higher elven command in the forest.
· Skill Checks: Diplomacy DC 15 or Bluff DC 18 can defuse confrontation if intruders are disguised or subtle.

8. Armory
Description: Small reinforced chamber carved into the massive tree trunk.
Contents:
· 4 shortswords, 3 longbows, 2 suits of studded leather armor.
· One Elven Smith’s Apprentice (Expert 1).
· Trap: Alarm glyph (CL 2) activates if weapons are taken by non-elves.
· Treasure: finely crafted elven dagger (+1, masterwork craftsmanship).

9. Store Chamber
Description: Filled with crates of dried fruit, arrows, lamp oil, and rope. The air smells of cedar and herbs.
Contents:
· Hidden compartment under a crate (Search DC 16) containing 50 gp and a sealed letter marked with the sigil of House Aelarion, an elven noble family.
· Clues suggest political motivations for the outpost’s presence near Lyre.

10. Guard Post / Entry Hall
Description: The entrance to the main level, with a ladder leading down to the forest floor.
Contents:
· 2 Elven Guards (Warrior 1) stationed permanently.
· Signal whistle, shortbows, and a moonlit charm that glows when non-elves approach (detects non-elves within 30 ft, faint glow).
· Tactics: They raise alarm to the upper levels if disturbed.

Adventure Hooks
· Stealth Infiltration: The heroes must retrieve or replace an incriminating letter from Room 9 without alerting the elves.
· Diplomatic Option: The elves suspect human poachers; the heroes can prove innocence or uncover the true culprits (perhaps bandits or dark fey).
· Combat Challenge: If detected, the outpost coordinates with archers firing from above and a ranger leader commanding animal allies.

