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Introduction

nce again, it becomes my distinct privilege to welcome
you back to the City. Perhaps it may be that you never left,
butin CityBookIV: On the Road, we traveled far from our
wondrous metropolis, taking carriages, caravans slug-powered
riverboats, delivery dragons and even a long ship from beyond
the grave to visit exotic places (even other dimensions). And
now, as we return with our senses attuned to the mysterious and
the exotic, we find such wondrous places here in our own City.

Come wipe the dust from your boots, take a dipper of cold
refreshing water from the fountain, and settle back. For if you
have a taste for the unusual, be prepared to find it here.

As with other metropolitan areas, the City has it's unique,
ethnic quarters where expressions of cultures from around the
world are to found. One of these neighborhoods goes beyond
simple human cultures. More than just elves, dwarves and
hairfooted halflings (hairfeeted?), this neighborhood is home to
creatures not usually found or accepted among humans. In the
City, this neighborhood has a name ...

Sideshow.

It’s a terrible name, a human name — an unkind, unloving
human name for a part of the City that overflows with unusual,
unhuman and undeniably exciting establishments and charac-
ters. And yet, to the denizens of Sideshow, the name is a badge
worn proudly. For here, amidst persecution and segregation —
they thrive.

For the adventurous, Sideshow offers alluring attraction,
Where else can one find creatures of myth walking the streets,
monsters shopping the markets, sleek-furred half-animals serv-
ing the hungry and weary in public houses, and private eating
establishments, and gelatinous blue blobs selling snack foods to
titillate the palates of nearly every sentient species?

Sideshow literally demands investigation by the heroes of
your world. And that world doesn’t necessarily need to be one of
medieval fantasy. In a blink of an eye, the fantasy denizens of
Sideshow become the aliens residents of a some future universe.
Blink again, and the residents become the exotic human proprie-
tors of some very weird shops in your 20th century campaign —
imagine a horror campaign built around Elizabeth Danforth’s
gargoyles ...

If you have been a frequent visitor to the City, you will find
thatlittle has changed here. Peruse the book for those places that
most atiract your attention.

If youare anewcomer to the world of the City, thenlet me talk
a bit about what you will find here. As with all Catalyst books,
everything is described in “generic” terms. That means that no
game-specific numbers and statistics are given. CityBooks are
written to provide a variety of people, placesand things for your
games. It is up to you as Game Master (GM) to add the numbers
(if you need to) that will fit them into your preferred game system
and world. The coding system explained in the section entitled
“GM Guidelines” should make this easy, and please, do feel free
to modify, edit, expand and otherwise change things to fit your
game system. After all we write these things to encourage your
creativity, not stifle it.

In the pasttwo CityBooks, we’ ve experimented with creating
crosslinks between establishments within the book. In laymen’s

terms, it means that you’ll find that personalities from one
establishment know and interact with personalities from other
establishments. Brumar the dwarf of Brumar’s Workshop orders
take-out dwarven cuisine from The Bottomless Keg and teaches
craftsmanship to the restaurant owner’s son, constructs and
maintains an internal plumbing and boiler system for The Pan-
ther Club and sells his mouse-traps-from-hell through the strange
shop, Enefene. An unpleasant fellow known as The Old Man of
the City seems to have something to do with almost everybody,
yet almost nobody has anything to do with him,

Despite being linked, the establishments of Sideshow canbe
used separately. None of them depreciate in play value if pulled
free of their linkages.

These places are yours to play with, to change, to warp,
reform, deform, defame and kill. You can do anything you desire
with them, and we won’t cry that you’ve ruined our little piece of
“art,” This CityBook is yours, make our ideas and imaginings a
part of your world.

As tothe CityBook itself, once again we’ve sourced material
from talented authors both inside and out of the gaming industry.
True CityBook afficianodoes (those with all the CityBooks) will
recognize names like Michael A. Stackpole, Elizabeth T. Dan-
forth, and Bear Peters. We’ve also secured entries from some
talented new names in the industry like Thomas Kane, John
Nephew, Mark O’Green and John Terra, whose names appear on
game products across the industy. And of course, we are quite
excited to present a piece by an award-winning fantasy and
science fiction author whose roots are planted in fantasy gaming,
Lawrence Watt-Evans.

The multiple-artist format we began in CityBook IV seemed
to work, both for us and you the users (read that as: we received
no complaints), so we’ve continued it again this year. Among our
talents this year are nominees for and winners of some of the
major peer and juried awards in science fiction and fantasy art,
including Hugos, Chesley’s and Illustrators of the Future.

Youknow that we like feedback on the City. We want you to
tell us what we’re missing or doing wrong. We may not agree
with you, but we’ll listen politely. Don’t forget to ell us what
we’re doing right. We’re human (at least it says so on my birth
certificate). We need our ego’s stroked just like everyone else.

As ever, the epic saga of the City continues. As I write this
page in early June, there are are three more City Books underway.
The themes for those books have been selected and writers of
past, present and future renown are hard at work to fill the streets
and byways of your City.

We are are always on the lookout for talented writers with
innovative and creative ideas for the City Book line of products.
If you think you have the skill and professionalism it takes to be
a contributor to CityBook, send a 9” x 12” envelope with enough
postages to cover two ounces mailing weight to: CityBook
Authors’ Guides, c/o Flying Buffalo, Inc., P.O. Box 1467,
Scottsdale, AZ 85252-1467. Address specific comments or
questions to CityBook Editor, care of the same address. A self-
addressed, stamped envelope ensures a reply.

Enjoy ... u



GM Guidelines

S ince CityBook IV is a generic rolc-playing aid, no game-
specilic statistics for NPC’s or monsters have been given.
However, as an aid to the GM who must convert our descriptions
into game mechanics, we have provided the following guidelines
tohelp youin adapting CityBook IV to your favorite game system.
Keep in mind, however, that this is now your book; if you wish
to change anything, go ahead!

I General Attributes

combat. (85 - 95%)

3 Excellent, If blood is spilled, it’s not likely to come from
this character... (96 - 100%)

O Legendary. Thischaracter’s skill with weapons goes beyond
mortal limits. Bards will sing tales of his or her fighting prowess
for generations to come. (101 %+)

I Magic Ability

Itisn’t necessary to give each non-player character (NPC) in
CityBook IV complete attributes such as Power, Luck, Wisdom
and so forth. However, should you choose to do so, you will note
in the character descriptions such phrases as “very strong,”
”quick,” “stupid,” “beautiful,” etc. By noting these phrases and
reflecting them inthe NPC’sattributes, you should come out with
a fairly accurate set of statistics for the person in question.

I Fighting Prowess

Attimes, playeradventurers will probably getinto fights with
non-player characters. We have provided a seven-level coding
system to describe how well a particular CityBook IV NPC can
fight. In some cases, the combat ability of an NPC is given in
terms of a specific weapon or weapons (e.g.,. Augustine is
Excellent with a thrown knife, and Very Good with a sword, but
Poor otherwise). In other cases, the fighting prowess is overall
(e.g., Stinya Shortfur of Riversent is Poor overall),

There are two ways to randomize for the fighting prowess of
an NPC. You canroll 1d6 for the attribute (6 means the character
is an Excellent fighter) or you can roll 1d100 and use the
percentages given after the ratings to determine the NPC’s skill
level. Remember, the percentages refer to how well that NPC
stacks up in relation to all other fighters in your average world.
Therefore, a “poor” fighting prowess would account for about
40% of all fighters met, and an “excellent” prowess would only
fit about 4% of the fighters. If you put a “poor” fighter into your
campaign, we expect that 60% of the rest of the fighters in your
world can soundly thrash him.

These are the codes for fighting prowess:

O Poor. Unfamiliar with combat arts; can be easily woundedor
killed. (01 - 40%)

Q Average. A run-of-the-mill type, but certainly no mistak-
ing him for a hero. (41 - 59%)

Q Fair. Better than average and will acquit himself adequately.
(60 - 74%)

3 Good. Can go one-on-one with seasoned veteran fighters.
(75 - 84%)

J Very Good. This person can cause a lot of trouble in

To determine the expertise with which an NPC uses magic
power, CityBook IV employs a seven-level system similar to the
one for fighting prowess. This is listed in the NPC descriptions as
“Magic Ability,” and will be followed by a listing of the particu-
lar areas the magic-user might be competent in (see “The Eight
C’sofMagic” below). IfanNPC has no Magic Ability listed, then
none exists.

The codes for Magic Ability are:

Q Poor. A hedge wizard or apprentice. Might very well turn
himself into a frog. (01 - 40%)

0 Average. Competent, but hardly a world-shaker. Only a
few spells at his command. (4] - 59%)

[ Fair. Possesses a wider range of spells. Effective, but not
powerful. (60 - 74%)

3 Good. Knows numerous spells in many categories, and is
versatile in their use. (75 - 84%)

O Very Good. Knows powerful spells in most of the Eight
C’s. Formidable. (85 - 95%)

0 Excellent. Not a person to cross. Can easily command
almost all the known spells, and might be able to turn the party
into anchovy paste with a single gesture. (96 - 100%)

3 Legendary. Skills may exceed mortal limits. Found onlyin
god-like beings or heroes out of Mythology. Spells, who needs
mere spells with power like this? (101%+)

Given the diversity of magic systems in fantasy gaming, it is
impossible to assign specific spells or powers 1o any magic-using
NPC in CityBook. However, spells or powers can be broken
down into categories of magic, regardless of what game system
you use. Thanks to Mike Stackpole, CityBook has the “Eight C’s
System” to give some idea of what type of magic a particular NPC
might wield.

Q Cl. Combat Magic. Any spell used primarily in an
offensive/defensive manner in combat.

Q C2. Curative Magic. Any spell used to heal wounds,
cure diseases, stop poison damage, etc.

Q C3. Clairvoyant Magic. Any spell used to detect things:
secret doors, magic, hidden or trapped items, etc.
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0 C4. Conveyance Magic. Teleportation, levitation,
flying, telekinesis spells, etc.

QO C5. Communication Magic. Any spell used to
communicate: telepathy, translation, hypnosis, magic reading
spells, etc.

Q C6. Construction Magic. Any spell which uses matter
orenergy to “build,”: wall spells, protective fields, stone-shaping
spells, etc.

Q C7. Concealment Magic. Any spell which serves to
hide or misdirect: invisibility, illusion, shape-shifting spells, etc.

Q C8. Conjuration Magic. Any spell which produces a
condition or entity: light spells, weather control, demon-sum-
moning spells, etc,

Keep in mind that a character with Magic Ability need not
always beasorcerer. An NPC could possess certain magicabilities
as a result of owning some device or from some form of
supernatural intervention. You can also use the Magic Ability
Chart randomly by rolling either 1d6 or 1d100 (as was suggested
for the fighting prowess chart) to judge the level of amagic-using
character, and 1d8 to determine what areas on the “Eight C’s” list
the character is competentin.

I Locks

Light-fingered thieves and pilfering rogues are ever-present
in the world of fantasy, and run rather thick in this CityBook. To
help the GM deal with these types, CityBook uses a system to
code the difficulty of any locks encountered. Thesecodes appear
in the text when a reference is made to a chest, door or similar
locked item (e. g., “locked®,” which means the lock is “fair”), and
usually on the maps themselves in reference to doors.

The codes for locks are as follows:

O 1. Poor. An orphan with a hat-pin could open this lock,
(01 -40%)

Q 2. Average. A little tougher to jimmy this open; just
adequate. (47 - 59%)

Q 3. Fair. Takes some effort to open. (60 - 74%)

0 4. Good. Particularly tough. Probably will require special
tools to open. (75 - 84%)

0 5. Very Good. Will take even a master thief along time to
open. (85 - 95%)

0 6. Excellent. Could require magic or a howitzer to open
easily—unless you have the key. (96 - 100%).

Q 7. Legendary. Assume that a god or someone with like
powers wanted this thing locked up. Definitely has some kind of
magical component or defenses built in. (101% +)

Again, the percentages here refer to what percentage of such
locks exist in an average cross-section. Many locks fall into the
“poor” category,and there are only a few truly “excellent” locks,
and “legendary” locks are found only in legendary situations.

Indeed, most doors are not locked at all.

You could also use the percentages to indicate how many
thieves could jimmy the lock. For example, at least 60% of all
thieves could jimmy a “poor” lock, while 4% or less could undo
an “excellent” lock. The GM will have to determine how well a
particular thief character does when confronted with a certain
level of lock (i. e., a very poor thief would have lots of trouble
with even a “fair” lock). Once again, a GM can randomize on this
lock system to learn the nature of any lock.

I Monetary Guidelines

Prices in CityBook are usually given in overall terms (i. e.,
“low,” “reasonable,” and “expensive”). You should use common
sense regarding these terms; areasonable price for a broadsword
would be outrageous when applied to a single arrow. Where
prices are actually listed, CityBook assumes this standard: 10
copper pieces = 1 silver piece; 10 silver pieces = 1 gold piece; a
gold piece represents approximately $1 in U.S. Currency. This
currency system obviously must be altered to fit your own
economic system.

I Time Frame

CityBook uses a standard 24-hour day as its time frame. If
your world operates under a different system, alter the times
given fo fit it.

Non-Human Races

Sideshowis an atypical CityBook. Most CityBooks deal with
human establishments and have human (or near human) proprie-
tors. For the most part, the races to be found in Sideshow are not
human (and many no where near it). Many of these races are
unique to this book and will not be found as stock races in your
typical roleplay game system. Simply use game statistics for
creatures that best match the ones found here. If a particular race
doesn’t work for a GM’s world, he or she should feel free to adapt
it to a more human equivalent.

I World History

Several ofthe establishments in this CityBookmention events
that took place long ago, far away or some combination thereof.
While most of the details are hazy enough to slip them into any
campaign as rumors, some of the events might conflict with
established campaign history. In this case the GM should change
the historical events to something parallel in his own world or
slowly let the players “discover” these new facts as needed.




Explanation of Maps

T lie multitude of symbols on Ihis and the opposite page
shouldn ™t panic you. You will [ind most to be sell-explana-
tory in conjunction with the text.

The maps are intended to both show what the room would
look like, and what the room contains. The views are taken as
though you were looking down on the building with the roof
removed; if there is more than one floor, each is provided on a
separate map.

The key will provide you with the meanings for the various
symbols used toindicate aroom’s contents and furnishings. Most
objects are shown by reasonable facsimile of their actual shape.
However, certain items have been stylized for easy recognition.
For instance, a bed in a fantasy world does not necessarily look
like the symbol used to represent a bed on the map—but when
you look at the symbol, you know it’s a bed.

In simplest terms: read the text and look at the map which
accompanies it. You should find it reasonably clear and easy to
understand. If you still have trouble figuring out part of it, check
back here for the key.

Note that most of the maps in this book are oriented so that,
when read normally, North is at the top of the page (exceptions
to this are noted on the maps). An explanation of symbols unique
toa particular establishment is provided with each map. Different
scales have been used, and each map has its scale noted on it for
easy reference.

BRRJ rarapet

stone-edged path

S plain wall

aaess barred wall

AT ruined stone wall

brick fence, unroofed wall

railing, rail fence

dirt path

single, plain door

double door

%,

1A

\
“
Il

r

locked door

1

barred door

P .
[
r

!
[
¥

secret door

-
+
'

swinging door

trapdoor

stairs

spiral stairs

ramp

ladder

post, pole, support beam

counter

@l - misWa

tree

S o 4d

AT

y Tl

WSS garden

i

fireplace, hearth, or forge
W'! baking oven
op ;:;_ debris

hay and straw



Key to All Maps

I Other Common Objects
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Sideshow Themes

ike any living, breathing quarter of the City, Sideshow is
L rife with undercurrents of activily - some that dominate
daily life, others that lurk shadow-like just below the
surface of everyday awareness. A Game Master who chooses to
use the idea of a nonhuman quarter in the City may wish to weave
these undercurrents into a campaign. With them, the GM can
draw the adventurers into the life of the City, even make them
pivotal in the survival of the City ... and possibly their world.
The following are potential recurring themes to be woven
into the fabric of Sideshow. These are a general feeling of what
the adventurers might come across as rumors, legends and talk on
the street — not to mention more than a little intrigue and action.

The Old Man of the City. No one ever actually talks
about the Old Man in Sideshow. He's the family secret, the
skeleton in the closet. Even in the City proper, those who pay
homage to one of his many names are few, though the three
buildings that form the Old Man’s compound are acknowledged
to be some of the oldest structures in the City. They have always
been a bit of a tourist attraction (much to the joy of Smilin” Al
Crum).

In Sideshow, there are rumors of someone who seeks the
City’s destruction and of a great plot to bring a demon of fire from
another plane. What if this demon were not of the horns and
pitchfork variety, but say, a destructive technological device of
hideous proportions that could be obtained by a time or dimen-
sion traveler (there are a few of them about in the City). Here’s
that opportunity to send heroes on a cross-dimensional quest,
either to obtain an atomic bomb or chase after and stop another
team of “‘demon-summoners.”

The Gaggle. Let’sconsider what might happen if the Old
Man'’s “demon of fire” were to detonate (even if not in the City)
and explode. What would the effects of atomic radiation be in a
fantasy world? What could happen to the energy-loving gar-
goyles of the Gaggle if they absorbed that much energy all at
once? What might the psychic horror of that much mass destruc-
tion do to their mutations, appearance choices and psyches? One
shudders even to think.

Want to build a subtle horror theme into a campaign? Use
these insidious fiends of faux architectural decoration. Few alive
now in the City, suspect the truth about the patient gargoyles of
the Gaggle, so none would suspect them of instigating madness,
murder and mayhem. They lurk about, watching, waiting and
absorbing. Wherever they are, there is a sense of ominous,
brooding heaviness.

In the background of an ongoing campaign, ease in a story

PauL Jaguaya dons tha mante of edilar a second trme with this CityBook Whille npgrieved 1hat
other commilimuents kep! him from belng a CityBlook establishment writer this 1ime wound, he did
lind fime to paint the cover. As either or both game dealgner and illusirator, Paul's work has
oppoearad in numorous places over the years, induding THE SPACE GAMER, THE DUNGEON-
EER, WYRM'S FOOTNOTES, JUDGES GUILD JOURNAL, DRAGON, DUNGEON, DIFFERENT
WORLDS and SORCEROQR'S APPRENTICE magazines and gama producls from Judges Guild,
Chaogium, Flying Buflalo, GOW, TSH, and Weai End Games. Mostly now, ha designs and saripls
compulor games,

line of madness and horror, more as unsuppressed news than
adventure hooks. Begin driving folks who are already a bitedgy
into violent madness. Jack-the-Ripper types start showing up all
over the City. Some slay secretly, others in public quantity. All
doitin particularly gruesome fashions. Bring the characters in as
witnesses, then detectives, and finally as vigilantes. Let them
discover that every killing occurs in the presence of grotesque
statues; that every killer lived near or with similar ones. Have at
least one gargoyle be the instigator and let the adventurers
ultimately destroy it. The crimes stop, the City becomes quiet
again ... for now.

Tears of the Sun. These are gemstones desperately
sought (though in a covert sort of way) by the enthade merfolk
(c.f. The Blue Maid). They want these crystals for religious
purposes and will do just about anything to obtain them. Now,
gemstones in general are a popular commodity. Like everything
fashionable, occasionally, some stones become more popular
than others, What might happen if the Tears became quite faddish
in the City? Everybody would want one. People might do the
most outrageous things to get them (remember a certain homely
little cloth doll a few years back?). Magical spells could be
created to locate them. Adventurers would be in high demand,
especially since most are likely to be in dangerous places.

Of course, the Old Man of the City, who hates merfolk, will
also being doing his best to confound his ancient foes. In fact,
chances are, his agents began the Tears of the Sun fad!

Turf Wars. What if the Ruffiri suddenly decided that the
Chervka of the Pack were an unnecessary complication? While
the rat-like Chervka are powerful within Sideshow, their num-
bers are far from equal to those of the lesser Ruffiri types. Such
a battle could easily be fought beneath the streets of the City.
Either side might find it useful to bring in some human muscle.
Complicate matters by bringing in elements of a human crime
organization that wants to expand its domain,

Unhealthy Competition. Several establishments
seek to expand their business into the human sectors of the City,
notably Komtoi’s Cartage & Caravansary and The Face Place.
Humans are an unpleasant bunch. They don’t like it when the
“not-like-us’s” of the world move into their territory. Consider
having less-principled humans in the City attempt to put the
upwardly mobile of Sideshow out of business. All of Sideshow
would take on the mentality of an armed camp. Obviously, the
Sliming Path will take up the battle banner, but it could easily
affect the adventurers, nonhuman or not. This could readily
escalate into a full-scale civil war within the City's Walls. You
can bet that somehow, somewhere ... the Old Man has a finger in
this mess.



Organizations
& Individuals

Wherever men and women gather, they are bound to subdivide into groups, each with their own interests,
plans and agendas. Some merely share a common interest, others seek personal power, and still others
work for the good, or ill, of their fellows. The creatures of Sideshow are no different in this regard—save
that their organizations tend toward the more unusual.

Law and Order are rare commodities, even amongst the wealthier neighborhoods of the City—yet
Sideshow seems to have more than it’s share, courtesy of the notorious Pack. Of course, like any
commodities, they have their price. And while one group works to keep the peace, others seek its
disruption: the Old Man of the City has no love for the City or its inhabitants and seeks their destruction,
offering the same to those who would make the City prosper; the militant, anit-human Sliming Path
seeks fair treatment for nonhumans, but often with extreme predjudice; and the secretive creatures of the
Gaggle lurk amidst the rooftops and gutters of the City, causing what mischief they may. And then, who
can say exactly what agenda the diminuative Terrkot’s People may pursue?

For the bold and daring, an encounter, an allegiance, or an enmity with one of these groups has the
potential for continuing adventure.
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The back streets of every city breed crime. Some

must choose between theft and hunger while others see
outlawry as their only path to glory in a world that
rejects their kind. The people of Sideshow, branded as
freaks by humanity, have a particular grudge against
society, and a powerful reason to rob and maim,
Therefore, many are surprised to learn that Sideshow
has some of the safest streets in the City. The reason
has nothing to do with the sluggish City Guard.

Sideshow contains a society of master criminals, who
call themselves “The Pack.” Within Sideshow, they enforce an
iron monopoly on theft, racketeering and muggery. The Pack
commissions such activities, but it also moderates them, keeping
its predations within bounds that people can tolerate. And it
knows exactly how to command every criminal’s respect. The
Pack’s famed death sentences, always executed in the victim's
sleep, give their foes both literal and ligurative slecpless nights.

The Pack acts as a shadow government for Sideshow. True,
its leaders demand their due, but every ruler imposestaxation and
decrees. The Pack protects its people and cares for them. It finds
work for the needy and punishes those who wrong its people. The
Pack also insulates the rest of the City from the rogues of non-
humankind. Therefore, an unspoken agreement exists between
this gang and the established rulers of the City. [f the Pack
remains discreet, if it remembers its duty 1o maintain order, its
thugs and crime lords need never fear arrest.

Society will always need them.

Origins of the Chervka

The Pack recruits its members from the Chervka, a people
bred exclusively for crime. Legends trace both the Chervka and
the Pack to the union of a prostitute with a minor god. The tale
begins five centuries ago when Ninette, a loose woman of the
Ruftiri people, “entertained™ a stranger. After their romp, the
customer found himself unable to pay. He tried (o slink away, but
Ninette caught him and spat in his face. wailing aboul the
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miseries of a woman forced into harlotry. Her customer turned
outtobe Cherv, a spiritrepresenting burglars, rats and stealth. As
a patron god of the downtrodden, Cherv felt moved by Ninette's
complaint. He still had no money to offer her, but instead, he
promised that she would bear children who would rule the City.

Nincite gave birth to the first infant Chervka, near-human
beings who were distinctly different than the animal-like Ruffiri
whelps. Shortly afterward, other Ruffiri prostitutes bore similar
children, leading to the conclusion that Cherv found himself short
of cash quite often. Whatever the case, the Chervka inherited
(heir mother’s animal-like features and their father's prowess at
larceny. Yet, unlike either of their progenitors, they were dis-
tinctly monal. Few Chervka live beyond the age of 50 (far more
die much, much younger from violence and disease). They
quickly organized, and by now, do indeed rule Sideshow.

Most humans call the Chervka “ratties.” Anyone who uses
thisslur in Sideshow risksa broken jaw, yet the term describes the
Chervka quite aptly. Chervka have mousy hair, rodent teeth, and
dwarfed, crouched postures. A few may grow short, hairlesstails.

Chervka eat three times as much as humans of their weight.
They especially like cheesc and grain, This food fuels a super-
metabolism. A healthy Chervka's body temperature hoversaround
120 degrees F. This energy gives the ratties blinding reflexes.
(When calculating game statistics, assume that the typical Ch-
ervka has a Dexterity/Reaction statistic comparable to an ex-
tremely quick human.) A Chervka can also sprint at triple human
speed for up to one minute, This same metabolism causcs the
Chervka to mature more quickly than humans, and to die of old
age much sooner. They literally bum out after about five decades.

Chervka also enjoy powers of transformation. Whenever
they choose, they may reduce their size to that of a large rat. A
shrunken Chervka may return to human size at will. The transfor-
mation reduces their strength proportionately, but does not affect
their intelligence, reflexes or their ability to withstand wounds. A
Chervka’s possessions and clothing change along with il.

The Chervka shape-changing ability obviously comes from
the metamorphic life cycle of the Rulfiri. However, unlike (heir
ancestors, Chervka do not metamorphose as they mature. They
are born as small versions of their adult form and grow up in much
the same way as humans.

Friends & Enemies

While the Pack lords it over the full-sized residents of
Sideshow, they get little or no respect from the tiny Terrkota or
tlie early growth stages of the Ruffiri folk. Since their beginnings,
the Terrkota hero Grimwolf has wiged a constant struggle



THE PACK 11

against them (Grimwolfis the enemy of all tyrants and loves such
heroic causes) normally striking when the Chervka are in rat
form. The young Ruffiri, who have dog-like or cat-like forms,
prey on all rats in the City—including hapless Chervka.

| Layout

The Pack makes its headquarters in and around the home of
its leader, the lady Abet Noir. She lives in an aging two-story
house of gray stone. Dim lights burn behind its shutters, giving
the place a stuffy look. Unbeknownst 1o all but the Chervka, Abet
Noir’s chambers extend throughout the walls of the iouse, in tiny
passages accessible only by Chervka in reduced form. Ten
bodyguards circulate through these passages, from which they
can detect people anywhere in the house.

Abet Noir’s guards can swiftly
respond to intruders. They warn

wire in the rat passage in the walls. This device can spray theroom
with two bolts per combat period ol fire. The device holds 10
bolts, all coated with a mild paralytic poison.

C.Kitchen (15'x 13") An aroma of Roquefort cheese and baking
bread suffuses this room. Spices and vegetables stand in neat
rows by the chopping boards, and a cupboard holds a variely of
pots and pans. The wide fircplace always has several simmering
pots hanging in it. An iron oven box sits in the coals.

D. Parlor (7' x 20 This room contains several overstuffed
couches and a card table of burgundy-stained wood, A brass
chandelier hangs from the ceiling.

By releasing a trigger in the adjacent rat-corridor, one can

detonate a flash-bomb in the chandelier. This device conliins a
mixture of magnesium and alchemical powders. Its burst creates

¥

Morasso and Abet Noir of intrusion
by chewing loudly on the walls.
Thenthey follow the invaders about,
harassing them by triggering the
traps in each room. When they con-
sider the intruders weak enough, the
Pack use the intemal tunnels to sur-
round their foe and attack. Natu-
rally, they launch the main assault
by surprise from behind.

The “rat doors” of this house-
hold are actually holes in the wall
about three inches wide. Chervka
can scurry through them in rat form.
Abet Noir takes care to conceal
portals behind furniture.

First Floor

t F.

>
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A. Cloakroom (13'x 19") The front
door is locked® and can be barred
from within. This dim room has a
cloak-rack, a stocky bench and sev-

eral rough felt mats. Cloaks and
boots hang from the pegs. They
belong to Noir’s Chervka body-
guards. Anyone who searches the
pockets finds purses with a total of
500goldcoinsand a few mysterious
wiresandimplements, probably used
for lock-picking or garottes. The

stair here leads to the second {loor,

B.Dining Hall (15'x 20") Thisroom
contains apolishedtable, witharing
of starched napkins at the center.

Severaltapestries hang onthe walls,

One depicts a breathtakingly realis-
tic dragon, executed in crimson silk.
It would sell for over 1,000 gold
pieces. The other tapestries are made
oflinen and show different views of

the same wooded hill.

Abet Noir has an automatic-
crossbow mechanism (B1) behind
the cheaper tapestry on the south
wall. One can fire it by pulling a

A SECONDFLOOR

SCALE: one square = 1 foot
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little heat, but blinds everyone in the room who fails to resist
magic. This blindness lasts for one day. There s also a crossbow
(D1) behind the tapestry in the northwest corner identical to the
one in the Dining Hall (B).

E. Privy (6' x 9') Despite pungent herbs strung from the ceiling,
this room smells exactly the way one might expect. Normally, it
is simply a latrine. However, the floor rests on a locked pivot. If
someone in the rat-corridor releases a catch, the privy becomes
a pil trap, which drops its victim 20 feet into a sludge-pit of wet,
Jjagged stone shards. Privy seats remain bolted to the floor. The
materials in this pit can easily infect wounds. After the victim
falls, a spring mechanism returns the floor (o its original position.

An overflow pipe (with a corroded grating covering it) leads
to the City’s Sewers (CB3).

F. Bodyguard Chamber (16' x 19') Rafters and floorboards
stand exposed in this room, The chamber contains no furniture
but a huge doll house (I'1), actually 4 miniature palace equipped
with beds, kitchens and a miniature armory—all stolen from the
finest homes and museums in the City, The scale is about 1/6th
normal size. Abet Noir’s ten bodyguards live here, in rat form.
They spend their time patrolling the rat-corridors and resting in
their house. To rum an adventure here, simply use the floor plan
for a typical mansion or small palace. Numerous six-inch-tall
terracotta figures adorn the doll house, the remnants of forgotten
Terrkola (see Terrkot's People).

Two human-sized locked® secret doors open into this room,
one coming from outside, the other from the main house. Both
have stecl reinforcements and resemble the ordinary wall. Stairs
lead {rom this room 1o the second floor (K),

A rat-sized bolt-hole (F2) leads out of the Bodyguard Chamber
to an escape point in an alley three blocks away.

G. Cell (12' x 4") Abet Noir keeps prisoners in this stone room.

H. Empty Room (5' x 7') The Chervka keep all manner of
supplies in here, both criminal and household. Rat doors connect
with the secret passage and the Kitchen (C).

Second Floor

I. Guest Chambers (19" x 12') A thick brown carpet covers the
floor here. The room contains two beds and a dresser covered
with carvings of trees. Anyone in the rat-corridors outside may
inserl a bolt into the door, making it impossible to opcn and
thereby sealing guests into this room.

J. Abet Noir’s Chambers (8' x 18") The door to this room is
locked®, Furthermore, the floor-boards are flexible andconnectto
a noisemaker, which screeches whenever anyone weighing over
40 pounds enters the room. Therefore, it is very difficult 10 enter
the chamber undetected. Abel Noir sleeps in a large feather-bed
with numerous cushions, Beside her bed is a stand holding a zoo
of miniature glass animals, Several of these glass statuettes have
hidden stoppers in their mouths and hold supplies of poison. She
has a wide selection of chemicals, from sleeping-drugs to potent
acids. These chambers also contain a full-length mirror, a similar
mirror scaled for a rat, and two chests of clothes. The tapestry in
the southeast corner hides a painting of a dark-haired, beardless
dwarf (Crube Collie, proprietor of the Bottomless Keg).

K. Inner Hideout (17" x 19") This room provides a secrel place
where unlucky Chervka can hide from the City Guard or rival
gangs. The Hideout has little furniture except for its beds and a
wood stove. Several glass oil lamps hang from the ceiling. The
stair here descends to room F.

— Abet Noir —

L. Vault (10' x 10") This locked?, dank chamber has walls of
stone, lined by oiled steel. The room itsell contains neatly-
stacked coins totalling 20,000 gold pieces. A chest of glass tubes
holds a collection of poisons. The vault also contains documents
and contracts, listing most of the prominent businesses in Side-
show and their obligations to the Pack.

M. Morasso’s Chambers (8'x 17") Thisroom’s door closes with
an Excellent lock®. As with Abet Noir’s chambers, the floor
shricks whenever anyone puts a weight over 40 pounds on it.
Moarasso has no furniture but a chest of clothes and a stand for
armor and weapons. The armor stand holds a vest of fine layered
chainmail which one could easily wear under clothing,

I Personalities

Abet Noir, Lady of the Pack. Q Chervka female, Ht.:
42", We.: 658, Age: 27. Q Fighting Prowess: Very Good with
teeth and claws in rat form. Fair otfierwise.

Beauty is not a trait of the Chervka, but Abet Noir’s warm
hrown eyes and perky langh make her welcome in any company,
Hermanner is demure but extremely ingratiating, and despite the
prejudice against a ral woman, she appears in social circles both
highandlow. Peoplethroughoutthe City count her as their friend.
Her popularity has allowed her to become the most powerful
gangster ever to lead the Pack.

Abet Noir has reached understandings with every group
which might oppose her organization, from Cily constables to
othergangs(thoughthe Pack remains at war with the diminuative
Terrkota). She has obtained through courtesy what might other-
wise have required strect warfare. Chervka sometimes chafe at
her bargains, since these bargains preventthem from working on
the turf of any other gang.

Abct Noir ofien seems almost harmless. She may be moody,
but seldom loses her temper, and never indulges in threats. When
a topic becomes 100 sensitive, she drops it. Neverthcless, bad
things happen (o those who annoy her. She knows influential
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people throughout Sideshow, ranging from government officials
to businessmen to murderous punks. Anyone who opposes her
can expect his protection prices inflated, his {riends intimidated
and his own misdeeds reported. If such warnings do not persuade
him to make amends, he may simply disappear.

Even so, the powerful crime lord has a chink in her armor.
Through her information channels, Abct Noir learned that a
dwarf whom she had thought to be a stuff'y little tavern-keeper in
Sideshow, was in actuality an infamous dwarven Wizard who
had nearly brought his land to the brink of utter destruction in a
racial war, then simply walked away. Hidden power of that
magnitude intrigued her {0 no end. Her interest in Crube Collie,
alias Crucible the Fox (The Bottomless Keg), quickly changed to
attraction and now borders on obsession. Despite the potential
risk to his family and business, Crube Collie does not return her
affections.

Morasso. Q Chervka male, Ht.: 4’8", Wt.: 100#, Age: 30.0
Fighting Prowess: Very Good with sword, Excellent with teeth.
Excellent with daggers from behind. Good otherwise.

Morasso serves as a lieutenant and constant companion to
Abet Noir. He is a taciturn, grim-faced Chervka, with broad
shoulders and achilly stare. One can usually find him somewhere
near Abet, standing quietly by himself, as if awaiting orders.
Despite his visage, Abel considers him one of the only people she
can genuinely confide in. She uses him as a bodyguard. a
secretary and something ol a mascot.

Morasso also wields power of his own. He commands the
largest and most violent faction of the Pack, the Red Eyes. His
agenls correct those gangsters who try to cheat the Pack leader-
ship. For this reason, the legitimate government of Sideshow
maintains close contact with Morasso, since he has the responsi-
bility to prevent renegade Chervka (and most other criminals)
from pillaging without Pack approval.

Morasso isamemberof the Sliming Path and often uses Pack
resources for its missions, in violation of Chervka tradition. If his
rivals in the Pack could prove his loyalties to the ‘Path, they
would have grounds to destroy both him and his mistress.

Of course, complicating matters, is the degree of Morasso’s
devotion to Abet Noir. He loves her despite her obsession with
Crube Collie. He doubly hates Crube, both because the dwarf is
the object of Abet Noir’s attraction and becausc he refuses to
return it. Morasso is unaware of the (ruth about Crube and has
concocted a thousand “accidents” that could rid the world of him.

Bodyguards (10). Q Typical Chervka, Hi.: 4° 6", Wr.: 85#.Q
Fighting Prowess: Very Good.

Abet Noir’s 10 bodyguards are master thieves, whose skill on
Pack missions earned them the honor of protecting this house-
hold. Noburglar’s trick can outfox them. They callthemselvesby
street-aliases: Broken Arm, Chinkin, Blade, Blackwolf, Sewer
Rat, Granary Rat, Shadows, Viper, Blackwing and Little Dovie.

I Scenario Suggestions

Scenario 1: The Enemy of My Enemy is My Friend. Whether
tlrough foolish deeds or ill luck, the adventurers infuriate a
powerful figure in Sideshow (like the mermin, Wysilenthade of
The Blue Maid). This foe launches a dedicated campaign to
assassinate the adventurers, using thugs, poison and arranged
“accidents.” Unfortunately for him, he is acting without sanction

inthe territory of the Pack. Chervka informers save the adventur-
ers’ lives with some valuable tips. In the adventure climax, a
crack hit team comes for the adventurers, wielding both blades
and sorcery. At this point, Abet Noir shellers the adventurers in
her own home and helps them make a {inal stand there. Those
who survive owe Abet Noir their lives. She never forgets it.

Scenario 2: Stolen Fruits. This adventure begins when the
Chervka steal an enchanted bloodstone from the vaults of a
powerful enchanter. Soon thereafter, the Pack recognizes its
mistake. The wizard wields more power than they care to chal-
lenge and can mobilize both City Guard and supernatural beings
to find his property. Thereforc, the Pack hurries to fence its
booty—by selling it to an unwitting adventurer.

Those who played in Scenario One can hardly refuse to buy
the jewel. Others may succumb to the templation of purchasing
an item of sorcery for a pittance. The bloodstone does indeed
magnify a wizard's powers, making sorcery many times more
powerful. However, whoever owns it must escape a City-wide
manhunt for the thieves.

After days of dodging pursuit, the party discovers the true
reason why the sorcerer pursued his gem with such zeal, The
bloodstone contains a malevolent spirit, which gradually comes
to possess those who use the jewel. By now, an adventurcr may
well be under the gem's power. Only the wizard who enchanted
this jewel may free the victim—but to ask for his aid is to admil
complicily in the theft. And to name the original thief is to lace
the Pack’s sentence of death.

Scenario 3: Of Mice and Men. This adventure begins when one
of the adventurers’ friends, a Chervka, turns renegade. He per-
forms an unauthorized burglary, perhaps with the adventurers’
assistance. Unfortunately, his victims have friends throughout
the City. The City Guard conduct a full investigation, and gangs
of human vigilantes pour into Sideshow. Self-appointed “peace-
keepers” rage through the streets, beating exotics. At this point,
the party can enter the scene in any of three ways. The Pack might
request the adventurers’ aid in calming the affair by capturing the
renegade and turning him over. The City Guard might hire
adventurers as detectives. Or, perhaps, the thiel himself seeksaid
from the party. He would share his booty in return for help
escaping from Sideshow.

Scenario 4: Honey! I Shrunk the Adventurers, A wizard needs
something removed from the Chervka’s doll house—something
important enough to shrink the entire adventuring team to the size
of dolls (or Terrkola). Full size heroes might accidently destroy
the delicate goal of the quest in their search. All they need to do
is bring out one particular terra-cotta statue of a wizard (Chisan
Black-hair, the founder of High Haven, Tsalini' s Stopover Sta-
tion, CB4). Of course, Chervka hate Terrkota with a passion and
will goto greatlengths to destroy the tiny things. What the wizard
wants with a miniature statue of another wizard who can create
pocket dimensions can be the source of yet another adventure.

Both Abet Noir and her henchman, Morasso can be
powerful friends or deadly enemiies or both to an adventuring
party. Consider what migihi happen if the adventurers aid her,
or cross her? What might happen if Abet Noir were to be
removed from power in the Pack, could the adventurers help
her regain it? Remember, Civilization can be so complicated.
It can take days just to learn who to bribe. The Pack makes
life so much easier. Just remember, when in Sideshow, leave
crime to the professionals!



of the City

Not everyone who dwells in the City is there by

choice. Not everyone loves it. Here is one whose desire
to see the City destroyed has gone frustrated for a
VERY long time.

Those who live in the City for any length of time even-
tually learn of its most elusive and reticent inhabitant, the “Old
Man.” He is called by many names: Shan-ru, “the honored one;”
Shanu-re, “He who honors us;” even Shanare-ta, “He who is of
highest honor.” However, he is usually just called Char-hnu, or
“The Ancient one” for he is as he is named—ancient,

His origins fade in the mists of history. The Old Man himself
sometimes seems to have forgotten who he once was.

I Legend/Common Knowledge

Once, long ago, a great traveller happened upon the rich,
fertile vallcy and natural harbor. Weary of wandering, he settled
in the pleasant place he had found. As the years wore on, he
invited others to join him. This they did, and the City came into
being. Inhistravels, he had won the favorof the Queenof the Sea,
and she had bestowed her blessing upon him and granted his wish
for the City’s prosperity. Yet, wishes being so full of catches as
they are, the life and prosperity of the City were eternally linked
with those of the Old Man. Most folk in the City believe that on
the day the Old Man dies, the City will perish!

The Truth

The truth, however, tells a different tale:

Gale-force winds had blown the ship before them for eight
days and nights. By the ninth, the masts were tatters of splinters
and rags and several of the crew had been lost. Jak, a youth, just
lately come to manhood, huddled behind the rudder, lashed to the
port-side rigging. Though in terror of his life ondeck, the close-
ness and the smell of death below were far worse.

Ahead he could hear waves crashing against mighty rocks.
Theship, it seemed, was doomed. Fighting down fear, Jak grasped
the tiller and pulled, desperately trying to tum the ship away from
the rocks. Through the storm, he thought he heard laughter,

Suddenly, it scemed the waves were horses, ridden by blue,
softly luminescent beings. The Mer! Jak knew that the ship was
indeed doomed, chosen as an offering to the sleeping sca-god by
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his dread Queen, whom the merfolk knew as Ssyahthay. Anyone
who knew the sea in those days knew of and feared the merfolk
and their dread goddess.

Jak and his family were wise and crafty sea traders who knew
the risks of sea trade. Not all ships returned home to port every
season. Each year the Mer chose several as prizes, calling forth
great storms to wreck the hapless merchants and plunder the
ships” goods for themselves. This was to be the fate of his ship—
unless Jak could wrestle the ship past the rocks.

The fight was strenuous, but short. As the ship turned star-
board amighty wave carried it past the rocks and reefs into a small
natural harbor, yet ripped the hull open on the shore rocks. Jak
unlashed himself and went below to rescue his father, a cousin
and a few remaining crewmen.

In the bright sun of the clear warm day that followed, Jak
awoke amidst the flotsam to learn that of 28 who had sailed with
them, only he and six others had survived. In the days that fol-
lowed, as they recovered from the disaster, they explored the
valley, leaming of its abundant food, timber and fresh water.
When all were fit enough to travel, they set out for home,

For three weeks they traveled north, but encountered no one
and so returned to the valley. Again they tried, traveling south,
only to turn back; but not before the two seamen left to continue
on their own. Jak’s family discussed matters and determined to
try north again, Jak, however, refused, and decided to remain
behind. He never saw his family again.

Jaklivedahermit’s life, taking only whathe needed from the
valley, fishing when necessary. Time provided revelations.

Striving [or wealth, as his family did, was useless. The valley
could have provided for their basic needs, yet they chuse to go
back—not for the sake of family, but to continue business. JTak
would have none of it.

Second, he hated the sea—the source of greatwoe forthose of
the land. It made possible the trade which fueled his father’s
greed. And it claimed the lives—by the actions of the Mer—of
otherwise good husbands and fathers who abandoned their fami-
lies to gain wealth,

And most of all, Jak hated the Mer! Driving ships to destruc-
tion, so they could claim goods earned in honest trade (so Jak
thought); murdering innocent seamen and traders to slake their
own desires for wealth—and human flesh: andofferingtheir prey
to the sleeping sea-god und his vile queen

Wealth! The sea! The Mer! Such things brought men to de-
spair and destruction. '

And so some 30 years passed and Jak remained alone. And
once again, the winter season of storms gripped the sea. And on
anight like that one solong ago, there came a ship, storm driven
and Mer-cursed. Jak watched in horror as it hove into view above
the glowing horizon. As before, laughter danced on the waves
and riders on the storm herded the ship towards the deadly rocks.
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Then, something inside him snapped. He threw himself onto
his small fishing raft and struck out for the rocks and the ship
beyond. Whetehr by fate or fortune, he rode the crest of a wave
over the rocks to the open sea,

The ship loomed before him and immediately bore down
upon the tiny raft, unguided by human hand. Jak threw himself
onto the side-rigging as the ship rolled to port and crushed hisralt.
He made his way to the tiller and, as before, attempted to steer a
dying ship away from the jagged rocks. Perhaps the over-eager
Mer drove the ship too hard and fast, for once again, a great swell
lifted the ship and sent her past dangerand into the harbor beyond.
Too late did the angered wave riders call upon their goddess for
help. The Storm Petrel (as the ship was called), though battered
and listing, had been taken by a second wave and set gently on the
sandy shore, safe from the sea and its terrible children.

The dawn which came was brighter than the one Jak had
known years before. Most of the crew and trades had survived.
Though badly damaged, hard work through the winter would
make the *Petrel seaworthy once more. Through the normally
dreary winter, Jak relished the company of the crew, but come
spring, he enjoyed their departure even more. The Storm Petrel
sailed away on a kinder sea and he returned to his hermit life.

So it was with a glad heart, after a good meal and a last bottle
of fine wine, that Jak walked the empty beach alone at moonrise.
A vision came to him out of the sea. A woman of greater beauty
than he had ever seen before: Ssyahthay, Queen of the Mer.

“Landsman,” she said, “you have twice deprived me of my
due, Now tis time to pay. Until the City which stands in this place
is laid waste and 10 years deserted you shall be forced (o live
amongstthesemen andtheirdescendants, traveling nomore than
200 pacesbeyondyour hutin anydirection.” Sosaying,sheraised
her trident and circled it in the air three times. “By miy lord who
sleeps in the deep, let it be so."”

And as she turned back into the water Jak called after her,
“What City? What City?!!” But she only laughed.

Jak wondered on her words for days, but eventually forgot
them—until the spring (wo years later. He awokc one balmy,
breezy day to see not one, but 10 sails on the horizon, all tacking
into the shore. The crew of the Storm Petrel had told great tales of
a wondrous harbor and fertile valley.

Within a week, much to Jak’s disbelief, the plans for a town
had been laid out and the work begun on building homes for the
traders and their families. Jak wanted neither them, nor their City,
anywhere near his beloved valley, so he set fire to several unfin-
ished homes. The traders beat Jak nearly to death, and began to
rebuild. Again he set fire to their work. As the angry traders
sought to drown Jak in the harbor, the Queen of the Sea mani-
fested herself before them, speaki ng,"Thisman ismychosen one,
upon whom I have bestowed my favor. The fate of your City is
bound to his own. Harm him at your peril, for I will not be
unavenged on those who thwart my will. Though he may curse
you, know that his cursings are asblessings froma god.” Soilis
that the people of the City continually seck him out, begging for
him tocurse them. The irony was not lost on the Ancient One. but
he failed to see the humor of the situation

From that day onward, no man would touch Jak to do him
harm (and those that tried were cast out). Nevertheless, Jak did
what he could to destroy the growing community.

The traders built the City away [rom Jak’s hut (they swifily
leamned of his restrictions). For centuries, he dwelled oulside it.
Though he could notenter the City, it soon grew loencompass his
hilltop home. Now, Jak resides almost squarely in the middlc of

Sideshow, the City’s exotic quarter. As the cycle of years came
and went the origins of the cursing were forgotten, but the resi-
dents came to believe that they would prosper indirect proportion
to the amount of cursing Jak directed at them—for prosper they
did, much to the anger and despair of the man who defied the
Queen of the Sea.

I Deep Hates and Past Plots

The Ancient One’s hatred of the City is as undying as his
cursed existence, ever feeding on and being fed by his hatred of
the Mer, Shortindeed is the life, and miserably cruel is the end of
aMercaught unawares by the Old Man. His schemes against the
City, however, more often occupy his mind than his ancient foes.

Some centuries back, the Old Man exchanged certain favors
and dearly-extracted promises to supply the captains of a pirate
fleet with sounding maps to the harbor and nearby coastal waters.
Somehow the Mer leamed of it and caught the fleet within sight
of the City. All 75 ships were lost (and 4,000 pirates became
“seafood”). The citizens rejoiced while the Old Man raged.

The Old Man was also responsible for the creation of the
Effigies, the importation of the gargoyles (inside the stone usedto
build one of his early homes), the unearthing of the god-stone
Terrkot, the early demise of an uncounted number of City rulers,
one or two plagues, the Great Fire, several anti-social cults, and
more than a few major wars around and against the City.

I Present Plans and Perpetrations

The Old Man has innumerable plots afoot to end the City.
Some may not come to fruition for years, even centuries. Cur-
rently, he funds the Sliming Path, creates dissention in the Wiz-
ard’s Guild, sells secrets 1o foreign powers, assassinates the rich
and powerful, persecutes the merfolk and does what he can toruin
overland trade. Often, he requires the services of mercenaries and
adventurers, to either obtain things, act as couriers, and just plain
do his dirty work. On the other hand, if the Old Man thinks thatan
adventurer’s actions benefit the City, he may arrange for acci-
dents and disasters to occur.

Onethingiscertain... few, ifany, of the Old Man’s activities
will involve the sea. He has learned that lesson too well.

I Layout

The Old Man’s house actually consists of three buildings—
two stone towers, fortress-type buildings connected by an en-
closed, arched bridge and a half-timbered great house next to
them which is connected by a series of underground tunnels.
Those same tunnels also branch off and connect to several loca-
tions within the Exotic quarter, as well as the City itself,

Mer Keepis the oldest building in the exotic quarter, but is, in
fact, the lourth building to stand on the site (the previous three
having been burned). Originally consisting of a round tower built
on the grassy knoll where the old man’s original hul stood, it now
has a block-style “fortress™ added on. lis walls and those of
Greytower are quite thick and of large-stone masonry.

Thrupp House, however, is expensive, decorative patterned
brick on the lower half, with large, exposed oak timbers framing
the upper half, filled in with cheap bricks covered by plaster and
paint.
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THRUPP HOUSE

MER KEEP p o= L

SECOND FLOOR
GREYTOWER

FIRST FLOOR

THE TOWER

FOURTH FLOOR

i

CELLAR DUNGEON/BASEMENT

SCALE: one square = 3 feet
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Greytower

A. & B. First & Second Floors. These floors are for storage:
military storage at that. Both arc given over to Jak's personal
arsenal. Weapons of every description, siz¢ and use abound in
these rooms. Weapons both ancientand exotic, large andsmall—
yet all very deadly—Iay in readiness for the appointed hour of
apocalypse (though the hour has actually come and gone scveral
times, but without the dramatic ending of which the Old Man
fervently dreams).

C. Third Floor. This floor is reserved for meetings between Jak
and his agents. Il is impressive to the uniniliated, especially after
passing through the first two (Toors. Here Jakkecpshisextremely
detailed mups of the City—including the floor plans Lo every
major family manor, and all important businesses, as well as the
lunnels, sewers and their connecling points with his own privale
system of passageways (some of which may connect with the
abandoned chambers mentioned in The Gaggle (c.f.)).

D. & E.Fourth & Fifth Floors. The top two floors of Greytower
are Sendor’s private place of residence sel about in the style and
opulence befilling a dethroned demigod. Few know of his exis-
tence here (Jak and probably some other slumming demigods).
This is his “retrcat” away from it all—except for the bottle—
which Jak keeps an abundance of (and the very best at that). A
crenellated bridge connects the fourth floors of both Greytower
and Mer Keep.

F. The Cellar. This locked* area contains the overflow of Jak’s
private wine stock (for Sendor’s personal use), some 9,000 botlles
atpresent, but thenumber isin astate of continual [lux. The Cellar
connectsto the tunnels leading throughoul the City and is used as
aplanning room.

G. The Dungeon. This secrct area connects only to the torture
area bencath Thrupp house. This is where the Old Man keeps
people he really doesn’t like!

Mer Keep

This is Jak’s private place. He lives on the top two floors in
quiet comfort. If he does receive visitors or guests (very rarely),
he does so in his more claborate rooms in Thrupp House (U). The
first and second floor windows are mere arrow-slits—the Old
Man lost too many windows to attack in the early days and even-
tually had the windows filled in.

H. & I. First & Second Floors. These are for storage.

J. Third Floor. This contains the rooms of his personal servant
Vreskikki, an iron-thewed barbaric bodyguard named Dragho,
Dragho’s son and a kitchen,

K. & L. Fourth & Fifth Floors. The Old Man’s apartments.

M. Cellar. The cellar holds his private stock—undoubtably the
finest wine cellarin the City. Here are the entrances to the tunncls
leading to his other buildings and throughout the quarter, extend-
ing as far as the City proper.

N.Basement. Thisisfilled with the debris of countless centuries,
mostly furnishings. rotting clothes, even great treasures that the
Old Man has tired of and that his followers cannot bear to throw
out or destroy.

The Tower. Though fully seven storics tall, it is seldom used
below the fourth floor. The second, third and fourth floors are

.I'u".“i" P
H 5
H
4

Wl

[t

— Shanu-re, "He-who-honors-us" —
(official portrait hanging in Thrupp f{ouse shrine)

used for storage, mostly things that have long since become an-
tiques. The fifth floor is Jak's well-lilled treasury (while he per-
sonally dislikes wealth, he needs it to bring about the destruction
of the City). The sixth floor is empty, and the seventh floor is his
“sanctum sanctorum” or private place 1o get away from everyone
and everything. It is from here that he can occasionally be seen
staring out to sea, and cursing its inhabitants, as well as those of
the City.

Thrupp House

This elecgant mansion is the “olficial residence” ol the Old
Man. His seldom-used apartments are on the third {1oor (U), Here
his followers (who revere him as a great philosopher and man of
unsurpassed wisdom) come to seek his knowledge and guidance.
He in turn uses them as his unwitting agents (he has others scat-
tered throughout the City). Between eight and 12 of them live in
monkish austerity in arca R.

His three assistants live here (areas S & T), taking care of the
day-1o-day operations (in arca Q) of what is, in effect, a local
shrinc. They manage his accounts (which are vast) and teach his
“disciples” in area P.

The Cellar (V) contains the supplies and service areas neces-
sary to run the residence (laundry, kitchen, pantry, scullery, car-
pentry, lumber room and so on).

The Basementappeurs lobe much smaller than therestof the
house andcontain records stretching back at least to the construc-
tion of Greytower and Mer Keep. It also contains several secret
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areas and an infrequently used torture chamber (X) which more
than a few Mer have known, to their regret.

The Greensward

This shadowed little lawn is the private domain of the Old
Man. Here he is most at peace, tending the bright flowers, trim-
ming the grass and drying out the occasional merman’s hide on
stakes pounded into the ground.

I Personalities

Jak, a.k.a. “The Old Man.” Q Human male; Ht.:5'4";
Wi 135#%; Age: Unknown, incredibly ancient, appears to be a
well-preserved 51. 1 Fighting Prowess: Poor. 1A Magic Ability:
Legenduary in C2 (uncontrollable self-heuling and regeneration
only, due to his curse),

Few people know the Old Man’s true appearance. While he
doesn’t have the mutability of the Effigies, he hasexcellentskills
at looking like someone else. Though he always appears as
someone of malure years, one day he may be a rich merchant,
another a hobbling beggar, and another a frumpy matron on her
way to market. His personality changes to match the new guise,
but in general, he is always irritable and ¢uick to curse.

The Old Man cannot be killed—though over the ages, many
have tried, succceding only in maiming and crippling Itim. Even-
tually, he heals, even regenerating body parts and major internal
organs(he once suffered [orovera year while regeneratingall the
organs in his chest and abdomen). In fact. he may have been the
original inspiration for the beggar god Ysrai, having spent a few
centuries as a horribly deformed and crippled beggar while he
regenerated limbs that had been tom from him.

While Sendor is his only friend, once every century or so, the
Oid Man falls in love. Recently, and to his own dismay and self-
disgusl, he has fallen in love with a mermaid.

The Old Man is a frequent visitor to oddity shops in Side-
show, like Hilkin's. Out of perversily, hc once visited The Biue
Maid (the shop run by the merfolk). Despite hishatred of the Mer,
he was quite taken with the shop’s proprietor, the lovely Hway-
senthade. He has even considered having her abducted (some-
thing done with many merfolk in the past, but for other reasons).
He knows from past experience that the addiction to enthade
women does not affect him,

Sendor.0 Demigod without portfolio; Ht.. 6'5"; Wt.: 2004;
Age: unknown, looks to be abour 45. A Fighting Prowess: Leg-
endary,(heisa god), butheavoidsfighting dMagic Ability: Very
Good, but rarely nsed.

Life for the Old Man would be truly miserable, except for one
being: Sendor, a creature no less miserable than himself. Sendor
is a demigod, stripped of power by an unpredictable, arrogant,
usurping half-brother, Izzelmarthe Capricious. Exiled totherealm
of the mundane, Sendoris but a shadow of his former self (though
he is still more than a match for any 10 mortals, but that doesn't
mean much when you've lost your place among the heavenlies).
Sendorand Jak met one night atthe legendary “Lost Inn™ (a place
where folk whodie intavern fights go to spend eternily) and tied
onc on (as they say), becoming fast fricnds by the third keg (he’s
ademigod, remember?). Now, whenever he’sabout, Sendor stays
with Jak.

Sendorisahuge, muscularbrooding man, withaclose-cropped
beard and short curly hair. His favorite past time is drinking. To
him, life is one colossal tragic joke—and he is its eternal victim

Scenario Suggestions

Thefollowingscenarioscan be playedin sequence, asamini-
campaign,

Scenario 1: Dessert of Desolation. The sign offers employment
towilling heroes, asking them tomake application to the acolytes
at Thrupp House, home of Shanu-re “He who honors us.” The
acolytes are preparing a surprise feast and celebration in honor of
the City's eldest inhabitant, and require many exotic items for the
ceremonies. Acquiring each item requires that a mini-quest be
performed. Some items must be purchased from shops in (he
City. Othersare found in lost treasure troves far from it. Forcach
item gained, the heroes are rewarded more amply than the last,
Should the adventurers research their prizes, they will find that
each has some kind of deadly, poisonous, or accursed power thal
is directed specifically against water or creatures living in water.

Scenario 2: An Old Man’s Fancy. The Ancient One decides to
have the merwoman, Hwaysenthade become his paramour. Ata
feast honoring the Old Man, to which the adventurers have been
invited, the Ancient One hires the adventurers (o kidnap Hways
from The Blue Maid, explaining in detail the merfolk’s plan to
destroy the world, and that if the merman Wysilienthade had to
choose between destroying the dry world and saving his love by
turning over his cache of Tears of the Sun, he would choose the
latter. Confuse the adventurers by having Hways go willingly,
until Wysilienthade shows up. Her attitude suddenly changes and
she cggs the casily enraged merman to her defense (she wantsthe
arrogant merman dead).

Of course, Thasilenthade, who secretly loves Hways, will
pursue her kidnappers to the ends (or The End) of the world to
“save” his beloved,

Scenario 3: Cargoof Boom. A nobleman (the Old Man) is going
by sea Lo woo the hand of princess in a far exotic land. Much
publicity is given to his cargo and departure of his “love offer-
ing.” Just as secretly, the Old Man's agents arrange for the mer-
folk of The Blue Maid 10 sink the ship and take it’s cargo. Of
course the treasures on board are deadly to sea dwellers and may
kill hundreds, possibly thousands of merfolk. Everything about
the treasure makes it look like a concerted atiack against lhe
scafolk by the City itself, hopeflully enraging them and their
goddess 1o attack and destroy the City.

The nobleman offers the adventurers lucrative jobs as guards
aboard the ship. If the adventurers have already done some of tlie
Old Man’s dirty work, this is convenient for him, since they
should die when the ship sinks. Assume that Thasilenthade is in
charge of the ship's sinking and may have a special axe to grind
against adventurers who “stole” his lovc.

The Old Man is full of plots and bile directed against the
City. Any plot against the City is more than likely to have him
as a sponsor. He always needs willing and unwitting hands to
do his dirty work. If a GM wanis (o get adventurers into hot
water quickly, dream up a new plot by the Old Man against the
City and involve thent in it.
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Relations between normal humans and the bizarre
denizens of Sideshow are not always cordial.
“Proper” humans and demi-humans are often open in
their contempt for the “monstrosities” of Sideshow.
This prejudice seeps through even to the City's
government and law-enforcement agencies, to the
frustration of the minorities. But Sideshow has
spawned a response...

The Sideshow Municipal Landfill (affectionately known
to the locals as “the Dump”) is the meeting place of one of
Sideshow’s most notorious, and secretive, groups: The Sliming
Path.

Few people know preciscly who are the members of the
Sliming Path, or how they came together. They have become
infamous in the City, however, from their calling card left at the
site of each appearance they make: a magicalactive slug, which
radiates magic and leaves a path of dimly luminescent slime.

What does the Sliming Path stand for? Dilferent people will
give different answers. “A bunch of uppity freaks who won’t
accept Lheir place,” sncers one proper matron from a bourgeois
human quarter of the City—"Dangerous terrorists!” charges a
constable—while more than one downtrodden denizen of Side-
show has called them heroes and secret defenders of justice.

The Sliming Path first appeared 12 years ago, when the
warehouse of a wealthy human merchant went up in flames. A
widely-distributed written message, accompanied by the trade-
mark slug, claimed responsibility for the act. It furtherdenounced

In making his sacond CilyBook appearance with the nasty acivists of the Siming Path, author
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the merchant asa bigot and oppressor whose activities victimized
many of the City’s poor, and most especially those of Sideshow,
The message went on 0 document the merchant’s specific
offenses, such as refusing to employ “freaks” and charging more
for goods and services in Sideshow than other quarters of the
City. Even more crucially, the message implicated the merchant
in the murder of Hally Murgo, a human advocate who was an
outspoken supporter of the City’s poor and downtrodden. The
message concluded, Y ou may regard us as the lowest of the low,
the slime of the City; even so we will follow thissliming path until
justice is won!” The name, “Sliming Path,” took,

Authorities were trapped. On the one hand, they (and the
merchant) wanted to*'bring to justice™ the arsonists; on the other,
the public outcry over the revelations about the merchant forced
their hand. As matters turncd out, it was possible Lo prosecute the
merchant with success. The investigation even revealed other
highly-placed accomplices in the crime. But the Sliming Path
remained untouchable, a mystery.

To most people it’s still amystery, bul in Sideshow it’saless
threatening one. The Path's continuing activities over the years
have consistently bettered the lot of Sideshow’s residenis—
exacling retribution for crimes thal “slip through” the normal
channels of justice, bringing attention to the needs and sufferings
of the City’s least popular inhabitants. Perhaps the most impor-
tant effect has been psychological, however. The gruesome
deaths of a few loud-mouthed human hoodlums and vandals has
gone a long way toward keeping others of their kind from
molesting Sideshow’s populace.

I Activities

What began as a one-creature operation has grown in the
dozen years since the ‘Path’s first appearance. Slorrup, the
founder of the ‘Path, first added two were-creatures—beings
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who had functioned in “normal” society, with their “freakish-
ness” hidden for reasonable fear of ill treatment, Slorrup found
them, and gave them new pride in their unusual natures. They
became his lieutenants, recruiting more members, und combing
the talk of the streets for word of wrongs (o be righted and crimes
to be avenged.

The Sliming Path’s activities can be divided into three
categories: Protection, Revenge, and Sabotage.

Protection is a day-to-day activity. The Path-people (a gen-
der-inclusive term, at the insistence of Leona Lhe were-raccoon)
keep a close eye on everything that happens in Sideshow. and do
small things (often under guises other than that of the ‘Path) to
prevent hann to Sideshow and its residents. There is an implicit
understanding, and somelimes even planned cooperation, be-
tween the the Sliming Path and the Pack (Sideshow’s crime
syndicate and true government) in these matters. Slorrup is on
favorable terms with Abet Noir, the Chervka leader of 1he Pack;
and while their ultimate goals differ, they have much common
ground, If there has to be racketeering in Sideshow, Slorrup
reasons pragmatically, better it be Chervka than human; their
shared understanding of human oppression will lead to commu-
nity consciousness and solidarity. A good example of protection
was when Komptoi's Cartage & Drayage was being threatened
by ruffians (probably hired by the insidious Forge Company, see
Forgeway Inn #46, CB4). The Lurkkan Leal and a few Ruffiri
took to hanging around the business’s offices. Afler a some sharp
confrontations, the ruffians were never again secn in Sideshow.

Recvenge is what must happen when protection fails. Apain
there is some cooperation with the Chervka, but lesssothan in the
case of protection. The Chervka are chiefly concerned with their
“criminal jurisdiction;” they will avenge the infringement of
their monopoly over Sideshow crime by human :aind demi-human
guilds. The Sliming Path, on the other hand, is intercsted in
avenging actions taken against Sideshow residents because they
are Sideshow residents. The first public act of the ‘Path was an
example of this revenge. Such would not have fallen within the
Pack’s sphere of interest.

Finally, there is Sabotage. While similar to revenge, this is
often prcemptive rather than retributive; and it strikes at more
subtle forms of abuse. Once a human “hate society,” preaching
the loathsomeness and inferiority of (he “freaks,” was attacked by
masked band as they were plotting 1o burn down the shop of a
successful Sideshow merchant. Their own headquarters was
reduced to ashes instead! In scveral other instances, human and
demi-human merchants who operated outlets in Sideshow but
never hired any “freak” employees were subject to harassment
thatthreatened their profitability. They had toeither hire “freaks”
or move out,

At the scene of each terrorist act, the ‘Path-people leave their
calling card, the magicalactive slug. Sometimes they lcave po-
lemics, declarations. or manifestos as well; bul more typically
such missivesare sent anonymously to town criers and aldermen.

What is the ultimate goal of the ‘Path? Path-people tend to
spend a lot of time debating this issue. They can be divided into
three camps, each identifiable with one of the “Path’s leaders. In
Slorrup’s eyes, the ‘Path does not have a final goal—because the
battle for justice will never end. That the task is ultimately
impossible must not deter the Path-people, but instead hurden
their resolve. Josef, on the other hand, hopes to establish rapport

with humankind; he looks toward a utopia of integration, in
which diffcrences of form will be of no consequence. Leona,
finally, exults in difference; her ultimate goal is to shape, by
violent revolution or any other necessary means, a Sideshow that
is separate community from the City, politically independent.

Althoughmembers may quibble over the ultimate destination
of the *Path, all agree on one point: The absolute bond of silence
among members, There are many humans who would like
nothing more than to destroy the ‘Path. Path-people will kill if it
isnecessary to maintain the secrecy of their organization—or in
retribution if that secrecy is betrayed.

I Funding

A political party requires money to operate. The ‘Path is no
different, Supplies must be bought, informants and government
official paid off, social programs funded and “office” space
rented. All this takes money. And since the ‘Path is a political
organization, not a criminal one, their money comes from legiti-
mate sources. The smallest part comes from the pockets of
members; more from sympathetic Sideshow businesscs; but by
the far the greatest share is given as a gifl by that mysierious
Sideshow resident known only as “The Old Man,” The goals of
the ‘Path and particularly those of the violent Leona fit well
within the scope of his own plans for the City ... and its eventual
destruction.

I Layout

It’s not necessary to provide a very detailed description, or
even a map, of the Sideshow Municipal Landfill. It is a noxious
corner of the quarter, heaped high with decades of trash, and
surrounded by a wooden stockade to keep the noisesome mounds
from overflowing into the yards and gardens of the unfortunate
neighbors. It is an ever-changing place, as heaps of garbage are
sculpted by the elements of wind and rain, and new loads are
carted in each day from throughout the City. Slorrup makes his
“bed” anew each day, it consisting of a pile of trash under which
he burrows to rest each night.

One corner of the dump radiates magic faintly. There, under
along-undisturbed mound of trash, is an oozing mass of magical
waste, the refuse of decades of wizards’ and alchemists’ labora-
tories. Itis here that the ‘Path finds its magicalactive slugs. The
crealures are mutated by the magic radiations so that they, too,
radiate magic. They often have other propertics as well, such as
glowing in the dark; some are poisonous, while others, if con-
sumed alive, will affect the eater as a random magical potion.

Persondailities

SiOfl‘Up. A gender-less, highly-evolved garbage-thing, Hi.:
S5'10", Wt.: 188#, Age: 27. QA Fighting Prowess: Very Good with
his own limbs (damage comparable to that of a club), otherwise
Average.

After a particularly noxious batch of magical waste was
dumped in the Sideshow Municipal Landfill (“Is this it? Can’ttell
it from the rest of the dang place,” remarked the City engineer
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— Slorrup —

overseeing the disposal), bizarre permutations of the local flora
and fauna resulted, Among them was Slorrup. What is Slorrup?
“He” mightbe best described asanintelligent, vaguely humanoid
slug. No one is quite sure precisely from which form(s) of life
Slorrup, shall we say, evolved (slug, maggot, worm and fungus
are the top guesses to date), but here he is. Although Slorrup is
asexual, he usually goes by masculine pronouns, finding con-
structions like “s/he” awkward, and the term “it” to be degrading.

Slorrup is a “natural philosopher,” or “landfill intellectual,”
as he styles himself. His knowledge is really nothing extraordi-
nary—but he has a way of expressing himself that transforms the
most banal truism into earth-shattering revelation. Slorrup takes
great pride this philosophical expertise, which he uses like a
concert virtuoso to persuade denizens of Sideshow of the impor-
tance of their struggle against oppression. From his observations
on life, he has concluded that struggle will never cease, perhaps
even beyond death. This must not discourage, however; instead,
people must struggle in the most noble, dignified manner, even
if their cause is doomed.

Slorrup plays a delicate game, maintaining the secrecy and
efficiency of his organization. Fortunately, he has cultivated an
overwhelmingly positive reputation in Sideshow, which has
helped maintain tight lips and shrugging shoulders when human
authorities come inquiring. The humans’ latest effort is margin-
ally more subtle: the were-mole Slid (cf. Nadorix's Necropolis),
who has been looking to gain membership in the *Path. Thanks
to a tip from Nadorix himself, and the testimony of Slid’s
incompetence, the spy was easily noted. Rather than make an
example of him, however, the Slorrup has been feeding misinfor-
mation through Slid, to placate the authorities and make them

believe they have an investigation in progress. All of Slid’s
contacts are with Effies, who use the same appearance (a stooped,
drooling, slimy, humanoid figure), so that if Slid’s employers
come looking themselves, they’ll find a dead end.

As a unique being, Slorrup’s relative age is indeterminate.
Who knows how long a mutant slug lives? Some suspect he is
nearing the end, as his health seems Lo be deteriorating.

Josef. O Were-bear male, human form: Ht.:5' 11", Wt.: 188%,
Age 35. O Fighting Prowess: Good with paws (in bear shape);
Fair with sword, spear, and crossbow, otherwise Average.

A fool soldier in the wars, Josef was once separated from his
unit in the woods. He encountered a hostile were-bear (it took
offense at the humans’ brutalization of its habitat) and though
Josef was the encounter’s survivor, he contracted the shape-
changer’s disease.

Returning to the City, Josef found himself with a modest
pension but very few friends. The war had not been popular, and
there was not the heroes’ welcome that many soldiers had
expected. Josef’s Iycanthropy progressed, further isolating him
from human culture.

Josef took to wandering the fringes of the City, including
Sideshow. He met Slorrup when he came to snuffle after tasty
discarded scraps of food in the Dump. Tired of living his closeted
were-life, Josef was convinced by a long philosophical discus-
sion with Slorrup that organized resistance must be mounted
against human hegemony.

Of all the Sliming Path’s vital members, Josef remains the
closest to humankind. He uses his human identity to study the
City outside of Sideshow, and to promote peaceful avenues
toward the ‘Path’s goals. In many ways Josef regards himself as
primarily a human who, through the isolating tragedy of his
disease, has come to personally understand the effects of human
tribalism. He is not a passionate believer in violence like Leona,
but as a good soldier acknowledges its occasional necessity. His
ultimate goal is a society where all are equal and share in the
nation’s bounty. Those who oppose this goal must, unfortu-
nately, be removed.

Leona. Q Were-raccoon female, bipedal raccoon form: Ht.:
5'2", Wr.: 106#, Age 34.Q Fighting Prowess: Very Good with
dagger and short sword, Good with sling, otherwise Average.

Leona is a living study in radicalism. She is a militant
revolutionary, believing that only a violent overthrow of the
human regime will bring freedom and equality for Sideshow’s
people. Out of disgust for her human side, she stays in raccoon
shape all month long, not just at full moons. Knowing that most
of the ‘Path’s income is derived from a human does notimprove
her general disposition.

Leona is the brilliant strategist of the ‘Path; she has planned
(and often personally directed) almost all of the ‘Path’s most
infamous schemes. An especially valuable asset is her ability to
stay cool “under fire”; even in the most impossible, stressful
situations imaginable, she keeps her head, and if there’s any way
out of the situation at all, she’ll probably find it. Perhaps she is
able to operale like this because she has become accustomed to
living in a state of constant angry passion—so in battle or on
operations she is even more collected than usual because she is
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— Leona —

in fact venting her anger.

Small of stature, but big of mouth, Leona is a mesmerizing
speaker, She complement’s Slorrup’s calm, philosophical pro-
nouncements with her fire and fervor.

Leonathinks Josef, the were-bear, is a great, passive oaf, just
looking for a chance tocompromise with the oppressors. He even
has the gall to attend meetings in human shape (claiming that it’s
difficult to speak clearly with his bear’s mouth). Still, he is
sometimes useful. Slorrup, on the other hand, is her idol, not the
least because he is so inhuman, and asexual to boot. She just
wishes he would be more enthusiastic about spreading the
revolution.

Other Members

Quite a few Sideshow residents besides these have joined the
path, although none of them have the authority or knowledge of
the central “troika.” Most members of the path will have a few
comrades and a single contact/leader, who in turn is in contact
with Leona, Slorrup, or Josef.

While the troika of leaders almost exclusively meets at the
Dump, meetings with subordinates are sometimes held at the
Panther Club. Among the notable members from other Sideshow
establishments are the following (not an exhaustive list):

O Several “Effies” (from Spitting Images and The Face Place)
are members of the path, including the dangerous Semb the
Lance, working as agents, infiltrators, and saboteurs under Josef’s
command.

Q The troll, Tandrean Kenne, bartender at The Bottomless
Keg, works with Josef, overseeing some of the ‘Path’s more

humanitarian project.

O Leona makes use of some Level 2 and Level 3 Ruffiri for
her nefarious Path activities, though she acts without the approval
of the infamous Krista Rose.

Q Leal, the Lurkkan warrior of the Knight's Cranial
Hospitaler. A powerful warrior, Leal is valuable muscle for
Leona—especially since his “cover” job, finding limbs for the
Knight’s Cranial Hospitaler’s customers, can obscure his rela-
tionship with the ‘Path.

U Morasso, chief lieutenant of Abet Noir and commander of
theRedEyes, a powerful, violent faction within the Pack. He uses
Red Eye Chervka to conduct Path business, a practice that would
not sit well with more conservative Chervka, wereittobeknown.
The Path also has a certain level of understanding with Abet Noir
of the Pack, as discussed under “Activities,” above,

Q Stinya, the young rivergyne who delivers potions and
herbal packets throughout the City for Riversent, also works as
a courier for the ‘Path (just don’t tell her mother!).

(J A gargoyle named Cuimin is not a member the ‘Path, but
he secretly provides information to them and uses them to spread
the kind of disorder and calamity that gargoyles love, Occasion-
ally, his secret messages bring members of the ‘Path to grief,

Scenario Suggestions

Scenario 1: We’re Looking for a Few Good Creatures. The
adventurers join the ‘Path, and are senton a mission. When it fails
disastrously, the adventurers are led to believe they were set up—
a spy must have infilirated the path,

While the unwitting double-agent Slid is used to distract the
City authorities, there are other, more dangerous enemies of the
‘Path—persons with whom Leona has had the misfortune of
contact. To preserve Lhe *Path—and the hope of a politically
indcpendent Sideshow— Leona has bent her principles so far as
todeal with these humans. In exchange for key information, she
minimizes the damage thatthesehumans’ endeavors suffer from
Pathactivities. They, in turn, curtail theirown impulses to flatten
Sideshow (these unscrupulous humans might be leaders of or-
ganized crime, political leaders, powerful nobles, or even wealthy
merchants). Dealing with humans bothers Leona, but she expects
ultimately to use them to create a separate Sideshow, and after
Slorrup is gone to ensure that she becomes the ruler of the ‘Path.

A long and dangerous investigation leads the adventurers to
discover Leona’s doings. How do they respond? Do they con-
front her, reveal her to the rest of the ruling troika, or agree with
her practical logic and admit collaborationism as a sordid aspect
of maintaining a resistance movement?

Scenario 2: Isthere a Slug-Drover in the House? Slorrupisn’t
gettingold—his home isbeing polluted, and that’s why his health
isgoing downhill! Someone needs to get the City to stop dumping
such highly saline trash in the Dump—or convince Slorrup to
move elsewhere, for his health’s sake. In the meantime, someone
who knows something about the health of slimy creatures needs
to be brought in. Someone suggests that the River Drake (CB4)
a river boat operated by the mysterious riverfolk is powered by
giant slugs. Possibly they can help. Of course the River Drake
could be anywhere on the Great River right now.

Long live the glorious, slimy revolution!



“‘Tis a queer thing, they say, the rock post called
Terrkot, You've seen it before, of course, when travel-
ing through this section of town that other right-
thinking folks tend to shun. A pagan thing they call it, a
shrine from a time before men recognized the true
gods. No one with a half an ounce of brains believes the
legends about offerings left in its heart. Fodder for
thieves and wastrels, and it s fools that feed them.” —
so goes Smilin' Al's patter on his daily tours ... yet ...
One can’( be sure. If it is true, if Terrkot will

present offerings to the dead in the next world,
dropping a memento for a fallen comrade

can't be a bad thing, can it?

Terrkot is a thick cylindrical stone that, were it exca-
vated, would prove to be 18 feet long. It has a circumference of
three feetandis made of the rough, bubbly stone that most anyone
can recognize as cooled lava. A third of its length sticks up out of
the ground right in the middle of a dirt sireet in the Sideshow
district near (he Old Man’s compound and appears unworked
except (or a hole bored through it near the top. The hole, which
intersects another cylindrical hole extending down through the
center of the stone, makes Terrkotlook like a giantsewing needle
thrust into the earth. The hole is also why it is known as Needle-
rock or Needlestone,

No one really knows how, when or why the stone was placed
thereanditis generally believed the City grew uparoundit(though
there are rumors that link the stone and the Old Man). Several
well known attempts have been made to move it, but none have
been successful. The stone always appears back in place withina
week of its removal and whoever sponsored the removal attempt
invariably suffers a spectacular run of bad luck. Occasionally
some ctown will hitch his horse 10 it to show he’s not afraid of it,
but animals left in its proximity for an extended period of time
tend to get a bit skittish.

Tertkot does radiate a low grade magical aura that nearly any
magic user can detect. It’s particularly intense, if not all that
strong. Sensingit would be much akin to someone hearing ahigh-
pitched squeal just above the City s background magical “noise”
level. It does not fade, and becomes stronger the closer the mag-
icker approaches the stone—yet the nature of the magic defies
efforts to categorize it.
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I The Legend

Itis common knowledge that Terrkot is linked with the spiri-
tualunderworld. It isroundly believed that offerings placed inthe
hole are transported to join the dead in whatever realm they now
exist. Grieving widows and parents often brave the exotics quar-
ter to leave food offerings in the stone’s eye, while warriors and
adventurers have made it a habit to slip a fallen comrade’s favor-
ite dagger, sword or other item of power in there for translation to
the next world.

The suspicion that thieves just come and take the offerings
has lead more than one person to watch the stone for as long as his
offering is there. At some pointin the night, when his eyes close
just for a second, the offering vanishes. Elaborate plans that in-
clude spreading flour around the post or otherwise preventing
access toit have shown no signs of external intervention, so most
folks believe the legend about where sacrifices are said to go.

Occasionally someone will determine Terrkotisreally ashrine
to this god or that goddess and will present it an offering in the
name of that deity. Terrkot appears to be quite ecumenical in
accepting offerings and has never been known to reject one.

The Truth Behind the Legend

Terrkot’s history extends well beyond the beginning of the
world, and then some. In the world’s myriad mythologies, similar
tales are told about an ancient race of titanic beings who became
the fathers and mothers of the currentcrop of gods. Invariably, the
King of the Titans devours all of their offspring, killing all the
gods but the one who managed to trick his fajher into ingesting a
stone in his stead. That god manages to destroy the Titan tyrant
and become the King of the gods.

Well, Terrkotisthatstone. Mixing aroundinaTitan’s tummy,
along with god-juice and anything else the Titan had eaten re-
cently did little for the rock’s smooth complexion. Terrkot real-
ized this and that brought to his (yes, his—shaped like that and
you expect him to think of himself as a her?) awareness the fact
that he was self-aware. About this time the King of the gods slit
open the Titan’s belly and freed the surviving gods and Terrkol.

Terrkot thought the King of the Gods should reward him for
acting as his donble and saving his life, but the King of Gods had
gone from infancy to adulthood all alone and he had lots of lost
time to make up for with the various goddesses who were dis-
gustingly grateful for their rescue. So Terrkot lingered forgotten
in the world, but did a lot of thinking while he was lying about
collecting layers of sediment. Now rocks tend to think with a
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speed that we can measure in geological time, but Terrkot's brush
with divinity made him a bit faster than that and he decided he
resented being snubbed by the King of the Gods.

By the time he had reached that conclusion, the various gods
had set about creating all the different races that populate the
world. Terrkot, seeing this, decided that he would make his own
race as well. Exercising what little divine power he had gathered
(both from in the stomach of the Titan and through wide-beam
prayers of desperation from folks who felt abandoned—Terrkot
is the prayer equivalent of a Dead Letter Office) he gathered up
the dust of the earth and fashioned humonculoids who were to
him what “real” people are to the gods.

Tous“normalfolk”,thatmeans the Terrkotapeople are about
six inches tall,

Terrkot was greatly pleased with his sculpting effort. To him
the Terrkota were beautiful, but in reality they were the mud
equivalentof gingerbread men, He wanted them to doeverything
theother gods’ creations did, but he found himself having trouble
with this “breathing life into” his creations. His powers were
insufficient to produce a spark of life, but he discovered that he
couldtransferthatspark from the colonyof ants beneath him into
his simulacrum of anant, To make his creatures live, all he needed
was to “borrow™ some life force and they lived!

Terrkot might have been a rock, but he was not a stupid rock.
He realized that if he could give these superstitious creatures
roaming the planet the idea to link giving life samples to him with
prosperity or pleasure, he would get them toleave him all sorts of
good stuff, He found he did not need a direct flesh transfer of the
life spark, but that he could draw it from items a person had worn
or created (which, by association now shared a teensy bit of life
force with their creator). Depending upon how strong the connec-
tion between the formerowner and the item, Terrkot could use the
life force in it to empower one or multiple Terrkota people.

The use of borrowed life force has an interesting side effect,
A Terrkota takes on the physical characteristics of the person
whose life force the stone is using. The Terrkota can also take on
the person’s personality, though it tends to be skewed toward the
aspects manifested when the item was in use. For example, if a
Terrkotais powered by the life force taken from a weapon, he is
likelytobebelligerentand war-like. Onthe otherhand, if theitem
isaring the person always wore, the impression Terrkot uses to
make a Terrkota live will be more well-rounded and lifelike.

Backto the stone again—Terrkothadalways lainin andaround
the area that would become Sideshow. Early settlers had discov-
ered him jutting out of the river mud and placed him in a plaza,
revering him as a work of the gods. As the centuries passed,
though Terrkot did not move, the debris of time gathered about
him and he became little more than a hitching post in front of a
public house.

The rumor that things left in the stone would go to the dead
came about when a con man bilked some drunken warriors by
cheating at gambling through the use of loaded dice. The warriors
killed him and stuffed the loaded dice into the rock’s hole. Terrkot
used that person’s life force to imbue a dozen little Terrkota who
took to playing phantoms and evangelizing about the power of
the stone. One would appear to folks who had recently lost kin
and lament their neglect in the next life. An offering would be
made and a Terrkota of the deceased would visit his kin to reas-
sure them and thank them for the offering,.

The Terrkota appear to be, for all intents and purposes, living
and breathing, flesh and blood miniatures of the people after
whom they have been formed. Cut them and they will bleed.

Break them and they will die. More than one has fallen victim to
a yappy little dog, vengeful cat, playful ruffiri or nastyrat ... and
theyregularly warwithrats and the rat-like Chervkatocontestthe
use of tunnels, crawl-spaces and warrens within the City.

The Terrkota have a vast network of tunnels throughout the
City. Toanyonecutting across one while digging a foundation or
plowing a field the hole would look no different than a rat hole.
There are those in the City who know “little people” live in the
tunnels, but they’re the strange sort to leave a bowl of milk out
when they don’t have cats, if you know what we mean (they’re
also the sort that report chores done by “helpers” in the middle of
the night, but that’s a different story altogether).

There are significant limits to the Terrkota. The first is that
they lose their identity and ability to move and think in direct
proportion to their distance from Terrkot. When a Terrkota is
taken, by accident or design, from the City he will appear tobe an
exquisitely detailed terra cotta figure of whatever sort of the
original creature once was. It is possible that were a small piece
of Terrkot chipped off and hung around a Terrkota's neck on a
thread that the creature could continue to be mobile and func-
tional at great distances from the City, hut that experiment has
neverbeentried because Terrkot has neverhad any desire to piece
himself out.

Terrkot also has a problem remembering all the creatures he
has created. Out there, and probably discovered by children or
collectors of antiquities, there are Terrkotaindividuals who have
become frozen because their god forgot them. Of note are the
ones from a long time ago that would appear to be wonderful
sculpturesdating from the period of their creation. Magic used to
ascertain their age would report them back as being aged appro-
priately for their appearance and the length of time since Terrkot
created them, Of course, all Terrkot appear to be made by the
same artisan, so anyone collecting a series of them would have
works spanning centuries by the same artist.

Several places around the City have collections of these lost
Terrkota, including the headquarters of the Chervka (who keep
them out of spite), the Old Man’s compound (he knows whatthey
are, and he personally knew many of the “originals™), Hilkin’s
Specialties and Esoterica and of course the Blue Maid,

Were a Terrkota taken away from the City, then returned
later, it would become alive again. Moreover, it would remember
all the things that occurred in its proximity. If it was on a shelf
during a murder, it would be aware of who did what to whom. If
it was once a magic user, it would remember spells cast in its
presence, though its ability to work that spell would be very
dependant upon its distance from Terrkot. Terrkota in terra cotta
form will die if broken and cannot be mended.

Lastly, if theitem given to Terrkot was with the owner during
atime of trauma (i.e., his murder) the Terrkota will not only be
aware of what ocurred, but will seek vengeance for himself, This
is areflection of Terrkot’s long term plan to overthrow the King
of the Gods. It is unlikely Terrkot will ever succeed, but he has
been brooding aboutit, which isreflected in the sometimes savage
retribution his Terrkota take out on folks who move the stone.

It is not vital that a person have died for Terrkot to make a
Terrkota of them. In hedging bets, more than one warrior has
tossed gold or an old weapon into the hole so itcan we waiting for
him on the other side. The Terrkota are formed out of the impres-
sions left on these things, so it is possible for someone to run into
little simulations of himself at some point.

The Terrkota tend to be very secretive and only reveal them-
selves to people who are sleeping (and can be convinced the
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vigitation is a dream), people who are drunk, or those few kindly
folks wholeave food out for them, While mobile, the Terrkotado
need food and water to continue to function. They will perform
tasks for those who are kind to them and those who are truly wise
(but thought foolish), know there are worse things than having a
colony of “wee folk™ living in the house.

Items placed in Terrkot, once they have been stripped of their
life essence, are also divided down into miniaturecopiesof them-
selves and are used to equip the Terrkot. Magical weapons and
items do retain some of their abilities, but often in trivial forms.
For example, a great sword that bursts into flame in combat may
still do that, but it will be as dangerous as a lit match.

I Persondlities

King Grondar. Q Terrkota male, Ht.: 5”7, Wt.. 1 16,9 ozs.,
Age:325 yrs(atan approximate age of 60). QA Fighting Prowess.
None, though his bodyguards are all rated Good or Very Good
with their various weapons.

Grondar was a particularly boorish and brutal Commerce
Minister installed in the City anumberofcenturies back. Because
he cut taxes (but took bribes) he remained in power far longer
than he should have. A consortium of merchants backed him
becauseoftheopen trade policy he supported. While the merchants
did have to pay bribes to him, they still paid less than the taxes
they had suftered beneath in the past, and were able (o enlarge
their profit margin by gouging customers while giving thcm
substandard goods.

Grondar had a fairly solid lock on the City, and was looking
to overthrow the rightful Ruler, when a popular revolt began to
stir againsthim, Thc revoll was led by someone who had adopled
the identity of a hero from the city’s past: a mysterious figure
known to all as Grimwolf. Grimwolf’s growing band of follow-
ers—collectively known as The Pack—bedeviled Grondar and
his people until the Merchants withdrew their support and turned
arcund to arrange for Grondar’s execution on (rumped up charges
of murder (Grondar had murdered people, but the merchants had
to manufacture evidence (o prove it).

Grondar had been possessed of one overwhelmingly annoy-
ing habit. He wore alittle bell on achain around his neck and was
given to ringing it loudly in irritation when he started hearing
something he did not like. This bell was tossed into Terrkot after
Grondar’s death so, as his detractors said, “He can ring it in hell
and see if he gets better there than he did here.”

Grondar immediately set himself up as a leader among the
Terrkota. He has organized them into an effective if somewhat
peculiar information-gathering body. He concentrates on politi-
cal and economic data, while ignoring religion, politicsand love.
He would be cruel to the Terrkota as he was to others in life, but
Terrkot curbs that part of his personality. When Grondar now
rings his bell, his bodyguard (consisting of Terrkota best de-
scribed as Terrmicidal maniacs) come running.

Grimwolf.Q A dashing and handsome male humanoid with
wolfish traits, Ht.: 6.3", Wt.: 1 b, 2 oz, Age: 537 yrs (at an
approximate age of 36). A Fighting Prowess: Excellent with a
rapier or any other dueling sword. Excellentwithsling andthrown
knives. Fair otherwise.

[.ong before Grondar there had been another tyrant in the
City. Grimwolf adopted his terrifying identity to get rid of that
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monster and when that task was successfully accomplished, he
gave up being a hero. He stutfed the wolf’s-hcad cowled cloak
and sword he had used as Grimwoll into Terrkot, muticring,
“And if you see this in hell, tyrant, you’ll be constantly reminded
why you are there.” Because he had only worn those items as
Grimwolf, thconly identity impression they had werc of Grimwoll.
Thus, Terrkotmade a Terrkota Grimwolf so his own people could
have a legendary hero.

Grimwolfis a dashing and handsome Terrkota figure, though
his cowl is now part of him, so the upperhalf of his head is that of
a woll, while his lower jaw is human. In addition 1o Lhis strange
aspect to his appearance, he is somewhat limited in his range of
emotions. He is constantly looking for a crusade and werc it nol
for his wit and the funny ways he manages to annoy Grondar, he
would be more than a little insufferable. He is always on the
lookout for wrongs that need to be righted and will often be the
instrument of revenge for those who have been murdered in the
City and become Terrkota.

When Grondar became a problem in the City, Grimwolf
naturally decided to depose him. He appeared “in dreams™ to
those individuals he thought he could build into another Pack and
was quile successiul in his effori. Grondar’s unsuccessful at-
tempts to kill him came because Grimwolf was a Terrkot. That
made him very difficult to capture or kill with man-size am-
bushes.
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— Daniella —

In the centuries since Grondar, Grimwolf has championed
many causes, but few so enduring as the Terrkota feud with the
“tyranny” of the Chervka Pack, the upstart creatures who dared to
name themselves alter Grimwolf's own legendary band (the
Chervka, who appeared in the City during Grimwolf"s real life
exploits were indeed inspired by the hero and adopted the name).

Daniella. QA beautiful Terrkotafemale, Ht.: 5.75”, Wt.: 14.5
oz,Age: 537 yrs(atanapparent age of 29). A Fighting Prowess:
Poor.Q Screaming for Help: Excellent.[d Magic Ability: None,
unless you consider what she can do with castoff cosmetics, in
which case she is Excellent in Concealment Magics.

Daniella was a popular actress and the wife of an indolent
noblemanin the City during the original tyrant/Grimwolf battles,
She had a bad habit of falling madly and passionately in love
about once a week—something her husband tolerated only be-
cause he became the target of her affections every third or fourth
time she did this (Proximity had a great deal to do with herchoice
of lovers, and living in his house upped his chances considera-
bly).

This all stopped when the mysterious and handsome Grimwolf
came into the City. She fell head over heels, hot-enough-to-melt-
glass, in love with him. She composed pocms to him and read
them in the middle of performances she was giving. She letevery-
one in the City know ihat she greatly desired a liaison with
Grimwolf, but her love remained unrequited (Grimwolf was
tempted, but the tyrant had her watched, so it would have been
suicide and he decided there are certain things thatit’s not worth
dying for).

When Grimwolf stopped being Grimwolf, he spread the story

that in the final taking of the tyrant (which was really accom-
plished peacefully by the City Guard as the tyrant tried to flee in
his wife’s clothing) he had been mortally wounded and had died.
Daniella, silly twit that she was, bought poison and prepared to
kill herself with it, but refrained when a4 new love entered her life
(Il was actually Grimwolf in his normal guise, and they lived
happily ever after, though he never revealed his secret to her.}

Danielladiscarded the poison in Terrkot and he used what of
heressencethatclung toittocreate a Terrkota of her. This Terrkota
is forever falling in love with all sorts of beings—her choice is
restricted in two things: they must be male and they almost al-
ways are not Terrkota. The exceptionto thisis Grimwolf when he
invariably saves her from whatever stupidity she gets herselfinto.

Daniella is not all frivolity, though. She has become some-
thing ola“[airy godmother”to any numberof ugly duckling girls
who figure they will never find a man or marry. She tutors any
number of them in the ways of winning aman, and the women she
has helped now form generation upon generation of the wivesand
mistresses of the City elite.

I Scenario Suggestions

Scenario 1: Minikin Mania. Someone has goneanddonea very
stupid thing: After capturing a notorious bandit that had been
preying on caravans going to and from the city, the captors (per-
haps the adventurers) stuffed the head bandit into Terrkot to
“expedite his journey to hell.” Terrkot uses the body and the life
spark to create alittle legion of Terrkota bandits that go through-
out the city causing all sorts of hideous problems, the least of
whichisstealing anything they can carry. With the singleminded-
ness and coordination of a swarm of army ants, they wreak havoc
(Imaginescreams coming from analley and when witnesses reach
the spot, some poor fool has died the death of a thousand cuts,
withnoassailant insight). Well, the Terrkotanced exterminating,
and the adventurers (by theirchoice or popularelection) are given
the job.,

Scenario 2: All Good Things Come to Those who Wait in
Small Packages. After an adventurer in yourcampaign has died
(the more well-loved the better) the adventurers dump somelthing
of his or hers into Terrkot. Within a week they are visiled by a
Terrkota of their friend and he has startling news: He's not dead,
but being held in a dungeon by an enemy your group thinks they
have slain. This can be even more fun if the adventurer has since
undergone a resurreclion, with the Terrkota maintaining the
renewed individual is really an evil doppleganger sent to cause
problems when the group can least afford it.

Scenario 3: Let’s Get Small. The Grimwolf approaches one of
the adventurers. He desperately necds their help. All they have to
do is deposit something of a personal nature in the Needlerock,
From these items, Terrkot creates an adventuring army (multiple
duplicates of cach character—kind of like the clones in a well
known SF game) to go on a “fantastic voyage” type mission,
boldly going where only the small can go. Let the players play the
miniaturized versions of their own character (or one of multiple
duplicates of another character).

Nearly every mythology has tales of “little people” running
about, causing mischief or helping folk with big hearts. The
Peaople of the Stone can be the wee folk who dwell in the Cilty.



Hanging precariously above the streets—overhead
where no one looks—he leering gargoyles wait, seeing
all. You generally don’t look at them, and you blush
when you do. Mostly you just don't notice. Yet, like the
purloined letter, they hang in plain sight of
every person in the City.

The gargoyles and grotesques of the City live a nearly
invisible existence, consistently mistaken for unliving architec-
tural omamentation. The creatures find it hilarious that sculptors
create their own statuary to “carry on the traditions” of earlier
artisans, The sentient gargoyles can be found inside or out,
roosting along eaves, railings, roofs, and in many other locations,
hidden among the dead works of men.

Unless they desire it, the creatures are rarely seen to move.
Like the legendary hide-behind, one might sense movement—
but when one turns to look, nothing moves, The creatures are
temporally and psychically prescient, with unerring warning
before anything looks, whether with mirror, magic, or whatever.

The tribe of gargoyles living in the City call themselves “The
Blue Marble Folk,” referring to the quarry stone in which they
were first brought to the City, centuries ago. Those who know of
their existence call them the Gaggle.

Life Out of Stone

The biology and development of gargoyle-kind is unlike any
other species known. Foremost, gargoyles have a stony weight
andessence, butare more than living stone. Chameleon-like, they
can match their texture and color to their roosting place, whether
granite, brick, or stucco. They can merge, slightly, into stone; in

Author, ELizapeTH T. DANFORTH is no stranger to CilyBooks, as either illustrator or writer, this
baing her fifth appearancein both capacities (though el this point we only see her writing sklls).
Elizabeth is the game designer lot the Tunnels & Trolls computer gamefrom New Work Compuling
and Dragon Wars |1, eventually to come out of Interplay Productions.

llustrator Tom Dow again proved his true heroic mettle by picking up this assignment when it
became apparent to the the editor that the assigned artist (the editor himssll, no less) would not
be able to produce the art in time for publication. | think you will agree, thal Tom does a nice job
with ugly. Look for his cover painting on Fringeworthy from Tri Tac Systems.

fact, their eggs are typically laid several inches below a stone
surface, indistinguishable from the surrounding rock (which
explains how gargoyles get introduced to towns—builders utiliz-
ing egg-infested quarry stone), Gargoyles prefer sunlit places, for
sunlight provides the most suitable source of their life energies,
although any source of photons will do—as will the “pre-
processed” energy of flesh and blood! (But we’ll get into that in
a moment....)

When an egg has acquired enough energy, it hatches, taking
onits first shape all at once, The creature immediately emerges o
the surface and moves to the bestlocation it canreach, in alimited
range. Should that location be occupied by another of its kind, the
two (or more) creatures create some joint tableau.

Example: ahuman head (one creature) grasped in the jaws of
a devilish dog (the other).

A gargoyle’s form is dependent on two things, and no
gargoyle is exactly like any other, First, the creature itself can will
its form toward a general shape. Second, the thoughts, dreams,
and psychic emanations of life forms nearby create the morphol-
ogic details. The second effect is, ultimately, the greater. The
gargoyle’s efforts are like aclumsy child making a clay figure—
but (to continue the analogy), the other effects are as a skilled
sculptor “correcting” the child’s attempt, then adding entirely
new details to “improve” the overall result! Thus, a gargoyle
hatched near the sheep pen might pick a human shape, but come
oul as a head equipped with ram’s horns and horizontal pupils.
The more living creatures found nearby, including plant life, the
more outré the gargoyle is likely to be, as all have some effect.
The more intellectually-sophisticated the nearby life, the greater
will be its effect (which is why gargoyles don’t all look like
roundworms, beetles and flies...).

A gargoyle’s passage o first form is not the only occasion for
this form-change. Gargoyle-kind grow in abrupt stages, akind of
individualized “punctuated equilibrium;” they are modified at
every stage. Over time, the gargoyle slowly acquires enough
energy tochange, which often takes years or decades. A gargoyle
initiates change on its own timetable, but only very minor
changes are possible without sufficient energy. Since movement
also requires energy, gargoyles collect and hoard all they can.
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Between changes, the psychic effects accrue, but minimally.
When the time comes, the gargoyle enters a soporific state which
usually lasts 12-24 hours, during which it is particularly sus-
ceptible to the psychic impositions of others, including other
gargoyles (dreams or nightmares can profoundly affect the
gargoyle atthistime—andoftendo!). The gargoyle thenundergoes
an abrupt change, taking on his new form between one blink and
the next. Gargoyles tend to support each other’s desires, whichis
why they often roost together.

A hatchling usually takes the form of a solitary head or, if
energy-poor, just a face. It may be animal, human or other
humanoid race, or something between. Life or death may be
represented, and goggling skulls and death’s-heads are not un-
common, reflecting the fears of the living.

In subsequent changes, gargoyles often opt for a torso if there
is not enough energy for torso and limbs. Changes are never a
complete remake, but a revision of previous forms. Snake-like
and fishy torsos are popular, and provide some mobility. Others
expand their size or surface area to catch more light: a massive
beard, or features such as nose, ears, eyebrows andlips madelong
and leafy. Many gargoyles tend to the grotesque, choosing limbs
without regard for esthetics. These creatures sprout arms or legs,
even wings, directly from their temples or ears. These are called
“No-Bodies” because they have ... no body.

As changes progress, the possible variations become so
numerous as to defy easy categorization (Game Masters are
encouraged to mix and match to their hearts’ content). Creatures
great and small, fantastic and common, living and dead, all lend
their various parts to gargoyle-kind. Bats, birds, and boars; apes,
lions, horses, sheep, fish, cats, dogs, drakes and lizards—whole
orin bits—are all represented in the Gaggle. Things unnamed are
woven out of dreamstuff and nightmare. Because the gargoyles
scom humankind and kin, they are only too pleased to take on
shapes that shock and terrify,

I Interactions

The Gaggle doesn’t think much of humans—or elves and
dwarves, or Ruffiri, or Chervka,or ... well ... anybody. Roosting
above the heads of the City’s inhabitants, they think of them-
selves as superior, having seen folk both noble and common
stripped of their pretensions, in all their worst moments. They see
highidealscome and go, that people are as flighty as mayflies and
as short-lived. They see much hypocrisy, and are adversely
affected by the outrageous thoughts of otherwise model citizens.

This psychic effect is at the core of the Gaggle’s disenchant-
ment. A gargoyle is utterly at the mercy of all who unwittingly
and carelessly think, talk, and dream, thus warping nearby
gargoyle-kind. Small wonder that many gargoyles, perching on
sunny ledges, take on poses that can only be called exhibitionist
or obscene, taunting the population to acknowledge their own
hidden thoughts.

However, neither are gargoyles sterling citizens either. Far
from it, Most are somewhat less intelligent than the average
human, and they tend to be petty, bickering, shallow, and
thoughtless. No better than the folk they denigrate, they pay most
attention to what they can mock. They love to gather and trade
information about those they watch but, like back-fence gossips
who revel in having knowledge, they are indifferent to its uses.
The geniuses among gargoyle-kind are those who actually think
about the knowledge they acquire, and interpret, judge, and syn-
thesize new ideas based on those thoughts. A few older, smarter

gargoyles overcome their innate prejudices to treat with humans
and their kin, recognizing that city life is far better than the life of
a country gargoyle, looking like a leaf impression in shale or a
snail shell in chalk!

The inhabitants of the City and of Sideshow do have some-
thing to exchange with individual gargoyles, when both sides are
so inclined.Runi, a worn head and torso in the Philosophers’
House, sharpened the wits of the First Scholar Eckehart in
lengthy Socratic debates.

Magnus is one of the few gargoyles in the City whose form
is—almost—entirely human-shaped. A friend of the little Terrkot
people, he protects their secrets, as they do his, and the human-
like gargoyle has spread word among his people that the little folk
are not to be hurt (Magnus warns the Terrkot away from those
gargoyles most likely to ignore or defy such advice).

Not all interactions between gargoyles and other folk are
pacific; mischief-making is common. For example, the night-
mare gargoyle Cuimin has incited some of his kin to take an
interest in the Sliming Path, Sideshow’s terrorist society. Slor-
rup, Josef and Leona, the leadership troika of the “Path occasion-
ally receive highly relevant suggestions and comments, seem-
ingly from thin air. Acting on these comments occasionally leads
to disaster, but sometimes a great blow for the ‘Path is possible
only because of the information. The gargoyles create mischief
for somebody—andtheir “suggestions” aren’talwaysinanyone’s
best interest!

Furthermore, gargoyles welcome an occasional fleshy snack
to augment the slow accrual of light energy. They can’t consume
ordigestanything large, buta stray cat, anesting pigeon, or anosy
young Ruffiri makes a fine meal. Slow as their digestion is,
gargoyles pose only an infrequent threat, but it does happen: a
group can easily dispose of inconvenient snoops (by the way,
lack of any apparent stomach in a grotesque head or a no-body is
noimpediment to its carnivorous habits—that aspect of gargoyle
physiology remains a deep and mysterious secret).

I Last Words

Awordisin orderabout gargoyle magic. All thecreaturesare
highly sensitive to the psychic activity of all life, of all types. This
is not, however, the same as mind-reading, although specific
visions can reach the gargoyle’s consciousness (highly informa-
tive!). Primarily, this ability is protective,enabling a gargoyleto
hide, or emulate a true statue whenever necessary. Their stillness
and prescience extends to all planes, magical or otherwise, and
even puissant elder wizards can have difficulty sensing life or
magic from the gargoyles who would retain their anonymity.

Conversely, gargoyles largely lack the intelligence, ability,
and skill to learn even the most commonly-known spells. Still,
aspects of their nature seem inherently magical: their affinity
with stone and its derivations like brick or plaster (and the ability
to move shallowly through and across it); their ability to mas-
querade successfully and atlength as statuary; and theirindividu-
alized and abrupt changes from one life stage to another. Al-
though heavy as clay, they can move swiftly and even fly if
equipped appropriately. It defies physics, but for whatever rea-
son, a gargoyle is free to move like any ordinary creature of its
size (whatever size that might be!), depending on whatlimbs the
creature possesses.

Gargoyles rarely use weapons. Although nightmares have
bestowed swords and giant mallets on some gargoyles, mostrely
on “natural” weapons: fangs, claws, and a heavy hand. As dense
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asasockful of wet sand, a gargoyle’s fist can easily smash a skull.
Conversely, if an opponent lands a blow, the gargoyle won’t be
seriously inconvenienced until literally pulverized.

A gargoyle’s life span is as long as it wishes to live. Undis-
turbed, gargoyles can survive until their substance is wom to
dust. This is one reason they scorn the “Maytly” races, including
those capable of living beyond four score and ten. Even erosion
damage requires energy to repair, and few gargoyles make the
effort since it doesn’t hurt them—oddity of form being no
imperilment to them!

Boredom is the great destroyer: sitting in the same place
every day, for decades at a time, can lead any creature to
boredom! Starting with stupor, and ending in unbroken sleep,
bored gargoyles drift out of touch until they become exactly what
they appearto be: statues. Many gargoyles perish when buildings
are destroyed. Avoiding boredom is the great motivation behind
acquiring limbs with which to move.

I Layout

There isno layout, since the Gaggle roosts almost anywhere:
indoors or out, on beam ends or along eaves, perched at the apex
of roofs, arrayed across arches, centered above doorways, on
garden walls orposts. They canbe foundin the City, in Sideshow,
and beyond the City proper, adorning the walls of country villas
and manors in surrounding estates. Wooden shacks with thatch
roofs are free of gargoyle-kind, although a tile roof may be
enough to attract a pair or more.

Small private buildings are mostly shunned—a hulking
shadow suddenly appearing in a corner could not go unnoticed.
However, solitary heads can appear in high corners and escape
notice simply by virtue of being above eye-level in a thoroughly
familiar place. Light from windows and hearth fires (plus the
occasional house mouse) will enable the creature, with enough
time, to grow and move to a better location.

In general, the larger and more public the edifice, the more
likely a gargoyle is to take up residence, This is especially true
when a place isrenovated or changes hands: a new resident won’t

know what wasn't there before. As a tribe, they consider balance
and appearance, and position themselves in visually-balanced
groups least likely to attract unwanted attention.

Personadlities

Magnus. O Gargoyle male, largely human-shaped. Ht.: 4'8",
Wt.: 1000# (approximate),Age :833.Q Fighting Prowess: Good.
U Magic Ability: those abilities natural to gargoyle-kind.

Magnus’ home roost is on a column to the right of the stage
inside the City’s main theatre. Centuries ago (538 years ago, in
fact), the highly emotional Daniella was a frequent actress on
stage (see Terrkot's People). While the living Daniella was in her
worst throes of desire for Grimwolf, Magnus was on the verge of
a form-change. In such proximity, he was massively influenced
by her thoughts—and wishes! When the change was over,
Magnus was the very image of Grimwolf, with certain ... exag-
gerations, (In fact, superstitious young folk desiring happy love-
lives “touch stone” on the column whereon he perches. Active as
he is, Magnus hasn’t the energy to change—nor is he eager to see
what shape he takes on after so many centuries as an emblem of
manly virtue!)

In time, the gargoyle’s similarity to Grimwolf drew the
interest of the Terrkot Daniella. Given their disparity of size, the
relationship quickly settled into friendship. Daniella’s passion
had been so pure and unhypocritical, that Magnus actually
admired the beautiful woman; the appearance of her Terrkota
double was a pleasant surprise. Now, he is in position tooverhear
the woes of the lovelorn, and points out good-hearted ugly
ducklings to Daniella, who can then work her cosmetic magics.

RUNI. Q No-body gargoyle. A rather dwarvish face with exag-
gerated ram-like features including horns, and a broad, braided
beard curling all around his head. Muscular leonine legs depend
from below the beard. Ht.: 3'6", Wi: 700# (approximate), Age:
708. A Fighting Prowess: Fair.|d Magic Ability: those abilities
natural lo gargoyle-kind, but also a smattering of purely aca-
demic knowledge in all eight C's.

Other gargoyles say Runi is “runny,” which accurately de-
scribes his heavily worn appearance. A philosopher among
gargoyles, he is unusually intelligent, an effect produced by
many years of serious-minded scholars studying in the Philoso-
phers’ House. Runi has never left his perch in the 130 years since
the House was renovated and expanded, enclosing his perch
when additions were made along the north wall. Now, Runi
remains virtually immobile in an interior corner of the library.

In the library, the ambitious young scholar Eckehart carried
on lengthy arguments—with himself, if others proved unwill-
ing—on subjects natural, supernatural, and philosophical. One
night, Runi rose out of his stupor to argue back (out of mockery,
not conviction). Eckehart engaged Runi’s interest by adeptly
turning the argument on its head, and Runi was surprised to
discover how keen his own intellect had grown since he’d last
been aware. Since then a grudging mutual respect has grown
between them, and Eckehart’s skill in logic and debate (honed by
long nights arguing with the gargoyle) has obtained for him the
title of First Scholar.

Cuimin. Q Beast-form scaled gargoyle, a true nightmare
beast. Hi.: 1' 11" at the shoulder, Wt.: 550% (approximate), Age:
214. Q Fighting Prowess: Very Good. 1A Magic Ability; those
abilities natural to gargoyle-kind.
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Cuimin is somewhat chipped up after a pack of young nobles
used him for target-practice. His perches were close to the
dungeon cells of a depraved noble family, and the nightmares and
terrors that shaped his body have equally warped his mind. His
current roost can be found amongst the sepulchres of Nadorix's
Necropolis, where he lords it over the other grotesques who
reside therein. One of the most malicious gargoyles inthe City, he
engages in anything which causes grief and pain. He master-
minds gargoyle-created problems for the Sliming Path, manipu-
lating his fellows into creating problems everywhere he can.

I Scenario Suggestions

Scenario 1: A Thief in the Night. One night, a Chervka thief
newly-come from burglarizing the homes of several nobles,
sought escape across the rooftops. He made the mistake of
climbing over Cuimin’s back to reach a roof adjoining the
cemetery. The stony creature shifted, snagged a leg, and the
Chervka fell awkwardly to die in the graveyard below (one of the
few folk to actually diein the Necropolis). Abet Noir claimed the
body, but Cuimin kept the booty—not for its monetary value, but
with an eye to using items to sow suspicion and anger.

The adventurers are among Cuimin’s targets when he plants
a bracelet of considerable value among their belongings (work-
ing through the Gaggle’s grapevine, he chose them for lacking an
alibi for when the burglary took place). Should the adventurers
wear or try to sell the “lucky find,” the City Guard will take a keen
interest. Protestations of innocence might suffice once, but when
a second item shows up among their things—and “reliable
informants” lead the Guard back to them—the adventurers could
find themselves facing rough justice! If the nobles choose not to
leave things in the hands of the law, or Abet Noir of the Pack
decides that the stolen property rightly belongs to the Pack as
weregild for killing a Chervka, even more blood might be shed
before events come to a conclusion. This situation could be
further complicated if some item in the stolen boodle were an
object which the adventurers desired for their own reasons!

Scenario 2: The Terrors from Below. The City has neverlacked
forawful things terrorizing its citizens, but lately there have been
some particularly gruesome murders, animal mutilations, and
cannibalism. Veteran bodyguards haven’t stopped the attackers,
nor has urgent wizardry been able to find their lair.

The adventurers come into harm’s way either as altruistic
citizens, conscripted muscle for the City Guard, or as talented
help on the City payroll ... it probably depends on just how tough
and well-known they are! Good people are frightened and de-
manding results.

Recent excavations by the beggars of the Undercity (CB3)
broke into a sealed labyrinth in the fourth city-below (one level
above the temple of Ysrai, and nearly as old). The excavators
found thick, elaborate carvings of creatures exceptionally de-
formed and horrifying. Taking this as a sign that the place was
blessed by the beggars’ twisted god, the labyrinth was left an
empty sanctuary with an “eternal” flame burning to honor those
long dead.

The builders were dead, but the carvings—gargoyles—were
not. In everdark, they had slept the last thousand years or more.
The meagre flame bestirred the strongest, and they woke starv-
ing—for blood. The traditional maliciousness of gargoyle-kind
was amplified by the strange minds that molded their growth a
hundred centuries ago when the labyrinth was home to a vicious
blood cult that literally washed the creatures in sacrificial blood.
Now, that is the food they prefer. Every day, the beggars’ flame
brings another gargoyle closer to life... Moreover, such an
extended entombment, surrounded by little minds (cave crickets,
glow worms), has done nothing for the intelligence of the
Gargoyles Below, but a great deal for their voraciousness and
their messy eating habits!

The beggars are little affected so far, since the gargoyles
wake afewata time and make abeeline for daylight and the world
above (a few laggards disappeared, but not enough to alarm the
beggars in the way that the City is alarmed). There, they wreak
havoc, eating their way through everything they can lay tooth on,
to make up for a millennium of fasting.

The adventurers will have many obstacles to overcome.
There’s virtually a non-stop supply of these fiends (a few at a
time), which will only end once the labyrinth is destroyed or at
least re-sealed in darkness. The beggars will not welcome any
intrusion into their warrens, even if the adventurers can show
why some beggars have disappeared. Because the labyrinth is
deemed sanctified, there could be even greater resistance—
certainly a great deal of resistance to destroying the labyrinth and
potentially causing a whole section of the City to subside (affect-
ing, among other things, the sewer system!). Finally, even if the
labyrinthis sealed, the adventurers will need to hunt down every
rogue gargoyle ... preferably without having to take on the entire
“normal” gargoyle population of the City (who would, should
that draconian effort be carried out, protect the rogues and leam
how to consume such large quantities of flesh and blood them-
selves!).

The Gothic figure a gargoyle can set a mood faster than a
ghost can say "Boo"” and a grotesque can be twice as invisible
as any spook. The Gaggle takes a new, and terrifying look at a
“stock” monster. No adventurer (or player for that matter) will
be able to walk past a sculpture-encrusted building without
wondering, if one of those faces is looking back. Add the
Gaggle's love of mischief, and you have the makings of an hot
time in the old town tonight!



Personal
Services

All creatures have basic needs, food, shelter, clothing, places to spend their money. The streets and bustling
markets of Sideshow offer even the casual shopper more than a few chances to be parted from her hard-won
gold. Most welcome all customers — even humans,

Need something, but aren’t sure what to buy? Try a curiosity or convenience shop. Some, like The Blue Maid
and Hilkin’s Specialties & Esoterica purvey unusual oddities — though at Hilkin’s some walk out with things
other than what they came for. Others, like Enefene have everything an inhuman could want, from snacks to
stockings (if they are not one and the same). Need to heal a wound, season a stew, or hide an embarrassing odor?
Try the herbs and perfumes of Riversent. For the warrior, Brumar’s Workshop, if it can be found, sells custom
made armor — if its proprietor considers the project a challenge.

Then there are the services. Ease anger at The Spittin’ Image. Smooth a business deal at The Face Place. See the
sights of Sideshow with Smilin” Al’s Tours. Lost an arm? Have it sewn back on ... or replaced at the Knight's
Cranial Hospitaler. Planning to pass on? Find eternal rest in a culturally-appropriate style at Nadorix’s Necropo-
lis. Need to move a household, or a treasure troves? Contact Komtoi’s Cartage & Caravansary.

Just remember, to a merchant in Sideshow, gold is gold ... even if spent by a human.
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Want something a little out of the ordinary? Looking
for a gift for a man who has everything? Need a part to
fit some ancient, long-obsolete machine? Does a magic

spell call for some bizarre item you can't find any-
where? Whatever it is, chances are one can find what
one is after at Hilkin's.

When one first discovers the shop, it doesn’t look like
much; a battered iron-bound wooden door between two other
shops, with a small gold plaque reading “Hilkin’s Specialties &
Esoterica.” Hilkin’s is one of those shops that seems larger inside
than out,though, and seems to go on forever—in fact, some
people say it does go on forever, once one gets down into the
basement storerooms and corridors.

Hilkin’s is officially open around the clock, but there’s a
chance—say, 5%—that at any given time the cashier will have
stepped out for a moment and locked the door. A wait of 4d6
minutes will bring an apologetic employee to open it.

Upon entering, customers only see a narrow passageway; at
the end of the corridor is a counter manned by a cheerful young
centaur, a surly one-armed man, or an insufferable elf; and be-
yond that is a maze of shelves jammed with crystal vases, articu-
lated bat skeletons, weird skulls, unrecognizable little machines,
and other bizarre items, all covered in a thick layer of dust,
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Customers won't see Hilkin, the rather reclusive proprietor,
as a rule—not unless they get back into the depths of the place.
In general, they’ll deal with his employees, who will usually try
to sell a customer whatever junk is closest, instead of what they
came in looking for. If one perseveres, though, Hilkin’s seems to
have virtually anything one could ever want, somewhere in
there—dusty, maybe broken, but there somewhere. Powerful
magical items are stacked next to old political pamphlets and
hundred-year-old preserved oranges. The Holy Grail is probably
on a shelf in one of the cellars,

If a buyer asks for it, though, they’ll try to sell him a left
exhaust manifold offa “57 DeSoto, instead. Or a bottled imp. Or
an almost-working tricorder, just needs to have the contacts
cleaned. Or somebody’s soul that they took in trade last week,

For the most part the locals are on good terms with the people
at Hilkin’s (though nobody is really on good terms with Hilkin
himself), and will often take something that the centaur night
clerk’s suggests rather than what they came in for, because it
often turns out to be just what they’ll need later on. Maybe old
lady D’nibdidn’tknow why she’d need a frayed bit of red string,
when she came in to buy a new crystal for her experiments, but
chances are she’ll find a use for it that’ll make it worth the
absurdly high price she paid.

In general, magicalitems and very valuable goods of allsorts
are cheap at Hilkin’s—bul they’re sold without warranty, and
may be less than perfectly reliable. More ordinary goods—
carvings, statuettes, baubles, and trinkets—are priced reasona-
bly. The bizarre, the unrecognizable, and the outright junk are all
very expensive—a broken bottle might cost almost as much as a
fine goldring. That the centaur Merindia demands ahundred gold
pieces for a stick of charcoal does not mean that it’s rare or
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valuable—only that the staff at Hilkin’s are all a little odd.

Selection & Pricing

A typical selection that a browser might find on one shelf
would include a small gold statuette of a nymph, with rubies for
eyes; a piece of driftwood set with shells to make a crude
representation of a kraken; a bottle with something unidentifiable
moving around inside it; a reddish coin with an indecipherable
inscription on it; a metal tube with numbers stamped on one side
in black ink; an inlaid ivory and rosewood box; a chunk of
granite; a cardboard cut-out of a woman in a white gown; a bent
silver candlestick; and a box of matches.

The statuette and the box would go for high, but reasonable
prices, being fine work and precious materials. The bottle, being
magic, could be worth a fortune—and could be had at a bargain,
perhaps a tenth what a bottled genie is ordinarily worth, because
no one in the shop is sure just what that is inside it. The matches,
being useful but not magic, would be inexpensive, but not a great
bargain. The granite, the candlestick, and most of the rest, being
useless, would cost ridiculous sums, from 100 gold up. Hilkin’s
operating assumption seems to be that if one is fool enough to
want such things, one is fool enough to pay far too much.

Acquisitions

Nearly 90% of the shop’s contents seem to have come from
no place at all. A message on the front counter will inform the
clerk to bring up the contents of a particular room in the cellar.
Until then, no onein the shop will have seen the goods before. The
other 10% are purchased from folks seeking quick cash. The
would-be seller can take what a clerk offers then, usually about
25% of an item’s apparent worth, or wait overnight (or longer)
for Hilkin to evaluate and price the item (though Hilkin offers
even less about 25% of the time). Customers may buy back their
own goods, but at twice what they received for it.

Construction and Protection

The only entrance to the shop is through the one door, and the
only windows are small, high clerestories with heavy iron bars.
The walls are not only solid stone, but separate Hilkin’s from
neighboring shops, not the open air. A would-be thief entering by
the door will need to either break a very good lock or tackle
whichever employee is at the counter—not insuperable ob-
stacles, though Borgrim is a better fighter than a one-armed man
has any right to be, and anything as big and strong as a centaur is
not to be dismissed lightly.

Perhaps Hilkin’s best protection, though, is the curses ru-
mored to fall upon any who would rob the place—or perhapsit’s
the difficulty of telling treasures from junk!

Layout

A. Passage (4' x 20') Gloomy, poorly lit, bare stone walls, the
corridor behind the front door serves no purpose except connect-
ing the shop to the street.

B. Front Room (irregular, 10" x 10') A barred window, nine feet
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up on the north wall, provides a little natural light, but the oil
lamps on the shelves behind the counter do help. The goods
displayed here are not as dusty as elsewhere, and hold a higher
proportion of fine jewelry, sculpture, etc.—but fewer magical
items, The stone walls and floors are black with age and grime,
adding to the gloom and making the sparkle of gold and gems
stand out more. By day, Borgrim will usually be found leaning
against the counter; by night, Merindiais behind it, often chatting
with a customer or neighbor. Frequent customers include Leal,
the huge Lurrkhan warrior from The Knight's Cranial Hospitaler
(who sells more than he buys), a young dwelf (half elf/dwarf)
named Gregin Collie, whose family runs the Botromless Keg
restaurant, and some blue-skinned, damp-smelling humanoids
(merfolk) who ask to see anything made with crystals.

C. Main Room (irregular, 20' x 19') Dusty and ill-kept, the room
holds no fumiture except shelving, and the shelves are strewn
haphazardly with goods. Merindia dreads having to fetch any-
thing from the alcove in the northeast corner.

D.Back Room (L-shaped, 11'x 15') Thisis where Hilkin eats and
sleeps, when he remembers to do so; a chamberpot is under the
bed,clothes are stuffed in the bureau drawers at random, and the
table has a short leg propped up with the empty binding of a
destroyed book of spells.

E. Passageway & Stairs The route to the cellars, entirely of bare
stone. A steady flow of cool air from the cellars can be disconcert-
ing for strangers.

F. The Cellars (infinite, sample cell shown) The cellars consist
of endless 8' x 8' stone cells, shelves on every wall and a doorway
ineach wall connecting to the four adjoining cells. There are three
differences between the contents of the cellars andthe shopitself:
Some cellar rooms have tables in the center with things piled on
them; the cellar shelves are more heavily loaded; and in the
cellars, many smaller items are in boxes, rather than out on
display.

Chances are, the cellar may even extend to touch other
dimensions and planes of existence. The next cell door might just
lead to the pastoral realm of High Haven (see Tsalini’ s Stopover
Station in CB4) or even open up onto the weird maze of Two-
Scratch Dickens (see Domdaniel’s Gate in CB3).

G. Privy (4' x 4') A necessity for the employees—but too small
for Merindia’s use, forcing her to leave the shop locked and
unmanned every so often while she goes elsewhere.

I Personalities

Adegar Hilkin. Q Demi-human, Hr. 59", Wt. 195#, Age:
55 (apparent—actual age is 3,300 or so). Q Fighting Prowess:
Average,QMagicAbility: Legendaryin C3, Goodin C7,Average
in C6, poor in other C's.

Long ago, the sorceress Fallei Tso inexplicably found herself
to be pregnant. She suspected an incubus to be responsible, and
had high hopes for her son.

However, young Adegar showed no demonic tendencies nor

talent for magic, and in disgust Fallei Tso turned him out to fend
for himself.

Adegar had seen this coming, and had pocketed a few
curiosities from his mother’s laboratory. He was able to sell
these, thereby starting his business as a dealerin oddities, magical
or otherwise—a business that has flourished ever since, though
the location has varied with time.

Never entirely comfortable around ordinary humans, Hilkin
set up the most recent version of his millenia-old business in
Sideshow, where the shop has thrived. He makes a habit of hiring
misfits of various sorts as his help.

Hilkinisunaware thathisfather was Izzelmar the Capricious,
a god so unpredictable that he (sometimes she) was kicked out of
every respectable pantheon in the business. By rights, Hilkin
should have been a minor god himself, probably the god of lost
and found treasures, but somehow he has never discovered his
divinity. As a result, he has deity-level power, but is unaware of
it and makes use of it only unconsciously, in operating, stocking,
and enlarging his business. He’s rather absent-minded and easily
distracted. After three millcnia, it still hasn’t sunk in that most
people don’t find their cellars extending indefinitely in various
directions, or thathe has things he never bought and can’texplain.

For a good many years now, he's been obsessed with finding
something he left down in the cellars. He no longer remembers
exactly what it was, but he’s sure he’ll know it when he sees it,
and he spends as much time as possible looking for it, leaving the
running of the shop to his employees.

Hilkinnever leaves the shop—he falsely believes that it’s the
shop’s cumulative magic aura that prevents him from aging.

Details of his appearance will vary, depending on who’s
seeing him—a characteristic of gods, though no one has ever
made the connection.

He’s softin the belly and getting softer, with white or greying
hair, but his eye color and other details may vary from one ob-
server to the next. That is, if one person sees him with green eyes,
his eyes will always be green when seen by that person—but a
companion might see them as brown, blue, or even cat-yellow.

Even whether he looks entirely human may vary; there are
people who swear he has feathers or scales, rather than hair. His
clothing is always sloppy and comfortable.

Borgrim, son of Borgrim, son of Borgrim. 0O
Mostly human, Ht. 6" 0", Wr. 185#, Age: 42. QO Fighting
Prowess:Very Good.

At one time, Borgrim was the finest swordsman in all
Pethshir,and proud of it. In fact, he made a habit of picking fights
in order to show off his swordsmanship. He found it particularly
amusing to get into a duel, and then reveal his identity in the midst
of the fight, totally unnerving his opponent and providing him
with the chance to inflict some particularly clever injury.

He came from an ordinary farm family, but his father noted
anaptitude for the blade early, and encouraged it, so that Borgrim
really never had any other interests or talents beyond fighting,
drinking, and wenching.

His years of triumph came to an end when the surviving
relatives of one of his victims got him very, very drunk one night



and removed hisrighthand and arm atthe elbow. Why they didn’t
kill him outright is a mystery, but the factisthey did not. Possibly
they feared undead vengeance.

Thus ruined as a swordsman, Borgrim fled Pethshir in
disgrace,and in time drifted into the fringes of Sideshow, where
Hilkin found and hired him as door guard and general handyman.

When asked why he never learned to use asword with his left
hand, he replies, “What, and get that one hacked off, too?”

Nevertheless, a suggestion by one of the regular clients, a
huge, six-limbed lizard-like creature named Leal and both in-
trigued and unnerved him. “What would you give for a new
arm?” the creature hissed and clicked at him. For a better-than-
usual purchase price on a strikingly exotic sword that he wished
to sell, Leal the Lurrkan revealed the details of the Knight’s
Cranial Hospitaler’s limb replacement surgeries to Borgrim,
further hinting that he, Leal, could find a particularly fine
specimen of arm should the clerk be willing to deal now.

Shen ti Q'orinn. Q Eyf, He. 6" 1", Wr. 145#, Age: 29.0
Fighting Prowess:Average, 1 Magic Ability: Excellent in C3,
poor in all other C’s.

Shen ti Q’orinn would have beenkilled in infancy, as unfit to
live, but her mother, in a fit of weakness, gave her to a lizard-
woman bound for Sideshow.

Shen, you see, is a forest elf—and she’s allergic to trees. Not
all trees, but most of them.

The lizard-woman, Fthsss Ssfth, raised Shen as her own—in
the city, where trees are few and far between. When she came of
age, Shen was unable to take up her foster-mother’s trade of tail
decoration and massage—what lizard-man would trust someone
who has no tail to perform such a refined art?

However, Hilkin came to her rescue and gave her a job in his
shop. Some of his magical ability seems to have rubbed off on
her—she’s second only to Hilkin himself in finding what a
customer wants in the cluttered mazes of the shop.

Her survival and success has made Shen cocky; she takes
constant delight in harassing Borgrim, and is the one female of
any humanoid species who seems utterly immune to his charms.
Shen bubbles over with grandiose plans and schemes, but does
nothing to pursue any of them. She dreams constantly of the day
when some handsome young elfis going to happen into the shop,
be smitten with her, and abandon the greenwood forever in order
to marry her and establish a tribe of City elves. For now, she
sleeps in a rented room three blocks away, and eats most her
meals in the back room, sometimes with Hilkin, sometimes
alone. Occasionally, she dines at the Botfomless Keg, having
developed a fondness for roast brickle nuts and Crube Collie’s
special mushrooms.

She’s tall and thin, in the elvish manner, with pointed ears,
black hair,darkeyes,and along, thinnose. She prefersloose,simple
clothing in greens and yellows.

Merindia. O Centaur, Ht. 5° 5", Wt. 650#, Age: 14. Q
Fighting Prowess: Fair with hooves or thrown objects, poor
otherwise. A Magic Ability: has certain special talents in C3,
otherwise poor in all other C's.

— Shen ti Q' orinn —

Merindia had a childhood habit that made the other centaurs
nervous—she made uncannily accurate guesses that unnerved
them. By adolescence she was a very lonely young creature, and
she did what anyone would do in those circumstances—she ran
away from home.

After drifting for a time, she wound up in Sideshow, where
Borgrim, one drunken evening about a year ago, found her and
brought her to Hilkin’s.

Hilkin immediately hired her and put her on the night shift,
She liked it, and stayed. She works the cash box from mid-
evening until dawn.

She enjoys chatting with customers, and takes great pleasure
in the variety of people who come in, and the fact that most of
them accept her quite calmly. However, to a casual observer, she
isn’t very good at the work—there isn’t room for a centaur to
maneuver comfortably in the narrow aisles and corridors, and she
doesn’t have the knack for finding the requested item that Hilkin
and Shen do. Instead, she’ll often find a very rough approxima-
tion, or even something completely different that she thinks the
customer might like, that happens to be close at hand, and will try
to convince the customer to buy that instead, to save her the
trouble of searching through the shop.

The regulars have learned to take Merindia’s suggestions;
they’ve discovered that while she may not be able to find what a
customer wants, she will instead sell you what you need—the
cotter pin to fix awagon wheel that hasn’t broken yet, the missing
gem from a tiara that will turn up next week, a dagger narrow
enough to poke through the keyhole when you’ll need to do
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— Merindia —

exactly that to save yourself from an attacker in a few days.

Merindia has a wild talent—probably enhanced by hanging
around Hilkin and his clutter—that allows her to do this sort of
thing. She isn’t really aware of it, as such; she just thinks she’s
been lucky. And in fact, she isn’t 100% reliable; sometimes a
customer isn’t going to need anything in particular in the range
Merindia can sense (usually up to about 10 days), and sometimes
she’s just wrong.

Merindia admires Hilkin, and is fiercely loyal to him for
saving her from the gutter, but she doesn’t actually like him all
thatmuch—he makes her nervous, just as she made herneighbors
nervous as a child.

She respects Borgrim, and relies on him to protect and teach
her, but she’s also scared of him. And she can’t stand Shen; the
two ignore each other completely.

Merindia is only in the shop when she’s working; she has a
small room—a converted stable, really—a block or so up the
street, and she roams about, chatting with neighbors, in the
mornings. Like most centaurs, she’s a vegetarian, so she eats her

meals at the green grocer’s.

Merindia doesn’t like weapons; if she has to fight, she uses
her hooves, or throws things. Given a choice, she prefers not to
wear clothing, but in a concession to urban habits wears a simple
white blouse when working or strolling the streets. She’s a
chestnut filly—reddish-brown, with hair and tail that could be
called auburn in a human, Her complexion is rather pale.

Notice that Merindia can be a great resource for adventur-
ers—if a GM wants the adventurers to have a particularkey, coin,
gem, sword, or other item with them during an upcoming adven-
ture, Merindia could sell it to them.

I Scenario Suggestions:

Scenario 1: “Now Where Did I Put That?”* A particularly
obnoxious local lordling has been told that a particular object he
seeks can be found at Hilkin’s. He’s demands its delivery, with
dire consequences if it isn’t produced by noon tomorrow.

Unfortunately, the employees can’t find either the desired
object, nor can they find Hilkin himself, who was last seen in the
cellars somewhere, In desperation, they ask the adventurers to
help locate the item in question, promising them their choice of
the other treasures in payment—one item only, of course.

The opportunity to roam freely through a storehouse of
wonders, meddling with things best not meddled with, could be
irresistible,

Scenario 2: Bull in A Curio Shop. Merindia’s worst fear has
come true; turning around in one of the narrow aisles, she’s
knocked a very expensive ceramic something-or-other off the
shelf and shattered it to smithereens on the floor.

Can a good-hearted group of adventurers find some way for
her to replace it, before Hilkin finds out? Or to raise the money
to pay for it, at least?

Scenario 3: “What Is This Thing, Anyway?” Like any shop
that has valuable merchandise lying around, Hilkin’s makes a
tempting target for thieves. Should the adventurers decide to rob
the place, they may find it more difficult than expected—not only
will Borgrim and Merindia put up a fight, but if they get away
with any of the merchandise, Hilkin will do everything in his
power to hunt them down, retrieve the goods, and punish them for
the theft. He won’t leave the shop himself, but he has three very
loyal employees and virtually limitless wealth. Alerting the city
guard would be the first step, and hiring wizards—paying them
not with gold, but with devices from his cellars—would be next.
But the plunder might be worth it.

Hilkin’s is an inexhaustible resource for an astute Game
Master. Any object that needs to be introduced can come from
Hilkin's shelves, anything that needs to be hidden or disposed
of can be left there.
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Of all beings placed upon the world by the gods, the
denizens of the sea are often the least known and the
most feared. In Sideshow the focus for interchange
with the world beneath the waves is the Wysilihenthade
Center of the Unusual and Unique —more commonly
known as the “Blue Maid,” a dark and damp curio
shop situated on the river bank. Here, adventurers can
buy, sell and exchange unusual items taken from the
sea and if they seek deeper force the sea to

give up its dark and frightening secrets.

I The Enthade

The Enthade (pronounced En-thahd’-day) are a race of
merfolk, humanoid in appearance, who possess both lungs and
gills. Enthade have slightly scaled, greenish-blue skinand coarse
hair in shades of yellow-green that smells of sea salt or sea-
weed—usually worn long,

Enthadean eyes are commonly green but can be amber or
black. They see well in dim light, but must wear eye protection
in bright sunlight. Though their stature is close to human norms,
the Enthade generally weigh 25-45% less than their human
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counterparts. Like reptiles and fish, they are cold blooded. Like
frogs and salamanders, they must periodically soak in water
(preferably fresh sea water), otherwise they dry up and die.

The Enthade have a normal life span of 95 years. Young are
hatched from clutches of 10 to 20 hens’-egg sized eggs and
females usually begin laying in their late thirties, Typically, S0 to
75% of merfolk fry (as the newly hatched are called) do not
survive the eight months needed to reach the “child” stage
(roughly comparable to a human infant through about 10 yearsof
age). The children go through two subsequent stages of growth:
adolescent and adulthood with adulthood being reached when
they are able to reproduce. Despite this large mortality rate,
merfolk families can number in the hundreds, with the children
often forming a private army for aggressive sires. Extended clan
groups of 1,000 or more are uncommon but not rare.

The Blue Happy Death

Enthadean females emit a musk when sexually aroused
which is highly addictive to air-breathing humans races. Need-
less to say, many air-breathing males have had or sought relations
with sea women. Unfortunately, the musk is also a mind poison,
and after prolonged exposure, the victim may be driveninsane or
commit suicide. Enthadean males are not typically jealous, yet
“incidents” do happen.

Some benevolent temples and social groups may try to break
addicted males of their Enthade habits. Conception is not pos-
sible between air breathers and Enthade.
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Enthadean Religion

The enthade are a devoutly religious race. They worship
Ssyahthay (Sih-see-yah-thay), their Sea Mother. They believe
that when the world was created, water covered all and the
merfolk ruled. However, due to their wickedness and pride,
Ssyahthay raised the ocean floors, killing the unfaithful.

From the survivors sprang two lines of descent: air-breathers
and sea-dwellers who now can breathe both in and out of water.
After the initial destruction, the Sea Mother told her children that
in the End Times, a child of the air-breathers would be born who
bore the mark of the prophecy. Ssyahthay would also provide
smooth, clear yellow stones called “Tears of the Sun”,

Whenthe Child and the “Tears of the Sun” are united in blood
over the polar ice caps, the caps will melt and the waters would
again cover the surface. Of course, details regarding where the
blood is to come from and what it truly means are vague (as is the
case with all good prophecy). This aspect alone has caused
numerous merfolk sub-cults; some who feel that the End Times
will come because all merfolk live good, devoted lives; others
who believe that preliminary destruction of the land dwellers is
the key. The enthade of The Blue Maid adhere to this latter belief.

Regardless as to how it comes about, the sea-dwellers would
once again rule the entirety of the world. The faithful who bring
about the end of the dry lands will be given the rule of the new
world. It should go without saying that this belief in racial
superiorily has led to a strained relationship between the enthade
and everybody else.

I A Living Legend

The enthade are aware of a being in the City referred to as
“The Old Man.” Long ago, so the tales go, the goddess of the sea
folk cursed an air-breather to live foreverin the City. Iflocal tales
hold true, then this ancient being is literally one of the “bogey-
men” used to frighten mer children, singing,

“Watch out little mer-fry,
When a-landing ye are gone,
Or the Old Man'll get you,
And dry you on his l[awn."”

Of course, such drivel is nonsense, childish doggerel to
frighten small fry. Wysilihenthade doesn’t believe in bogeymen.

Ontheother hand, the Old Man believes in merfolk and keeps
a close watch on Wysilihenthade’s efforts to collect the Sun
Tears. He tolerales the enthade presence in the City only so long
as they actively seek its destruction. To this end, he does what he
can to heighten tensions between the merfolk and the other City
dwellers. It’s been quite some time since The Old Man has had
the pleasure of drying an enthade on his lawn, Chances are, he
won’( wail much longer.

The Shop

The Blue Maid is owned and operated by the family of
Wiysilihenthade (whistle-hen’thahday), a male enthade of his
clan’s noble bloodline. The shop provides the needy and the

adventurous with a place where they can sell “unwanted” booty
or pick up some rare item required for an adventure or ritual.

Prices paid for items brought into the store for sale are
generally 30to 50% of the item’s apparent value. The shop does
not purchase extremely expensive goods and will direct the
customer Uptown, to one of the City’s wealthier establishments.

At any rate, there is at least one (and usually two or three)
customers in the store at all hours (they are open 24 hours a day,
seven days a week in order to compete against Hilkin's). Along
with buying and selling goods, there are other services provided
by the enthadean proprietors though none are advertised.

Wares: Bounty of the Seas

There is a 30% chance that any item desired will be in the
store. It is generally, and quite correctly presumed that the goods
sold in the shop are “sea salvage” — that is, cargoes taken from
sunken ships. Some of the special items which can be purchased
from the enthade are products of the sea, such as coral jewelry,
paralytic jelly fish poison, deadly blow-fish venom, sea-shell
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armor (like scale-mail), wind conches, tridents of the sea, and
magical air-breather’s cure (helps people to breathe in water).

Sea Salvage

Air-breathers may hire the enthade to find and salvage the
cargoes of sunken ships. Adventurers can often pay to accom-
pany the enthade on these missions. Note that thisis an extremely
expensive service, since the merfolk object strongly to air-
breathers trespassing or “thieving” from their domain. Thasilen-
thade supervises and accompanies all such missions.

Unadvertised Services

Though not advertised, it is possible to pay the merfolk to
have a ship sunk after it is in open water. A freak accident will
befall thehelpless ship and all hands willbe lost. Understandably,
such “accidents” are kept to a minimum and the cost can be
substantial. Wysilihenthade personally handles all such transac-
tions in one of the back rooms. The Cargos of the stricken ships
are usually part of the payment for their services. The merfolk
may keep 20% of any cargo that survives the sinking—claiming
any part of the cargo as their share, unless it has already been
vouched for by the client. In such cases, they get 25% of what
remains. Knowledge of this service is generally restricted to the
criminal element of Sideshow (though the Sliming Path occa-
sionally hires the service for a show of force).

Blue Companions

Air-breathers may also purchase “mating times” with enth-
adean females. There never seems to be an end to the customers.
These meetings take place in the small rooms in the back.

Tears of the Sun

The Shop also operates on the hope of finding the “Tears of
the Sun.” The merfolk don’t know how many exist, or how many
they require toenactthe End Time ritual. Nevertheless, they have
gathered many over the years (they are keptin anearby underwa-
ter treasure trove).

These stones are of various sizes. They will magnify heat or
light (or similar magics) focussed through them, with the power
potential being related to the stone’s size. The bigger the stone,
the greater the power. Any stones brought into the store will be
purchased outright, and if the character will not sell the item, a
duplicate will be made and substituted for the original.

I Layout

The shop is centered in an enthadean neighborhood along the
Sideshow side of the river or seashore (it backs up onto water).

Since most enthade believe the end of the surface world to be
imminent, the few surface structures they construct are not made
to last very long. This gives them the appearance of shacks or
huts. Constructed of driftwood or scrap lumber and built in or
near water, enthade dwellings tend to rot quickly and have a
musty, clammy atmosphere. The Blue Maid is no exception.

It is dark in here. Light comes from the door and two small

windows. Additional lighting, if desired, comes in the form of
lanterns. The shelves sag under the weight of the articles they
contain. The roof leaks and puddles of water cover the floor. If
one were to be slammed up against the wall, he or she might go
through the moisture-damaged wood.

A. Porch (5' wide) The porch surrounds the show room (B). On
cloudy or damp days, enthade from the community can be found
lounging here.

B. Show Room (25'x 15' and 10" height) The room is cluttered
with shelving units which are in turn cluttered with various items.
Weapons, books, garments, armors, maps, globes, rings, you
name it and it is probably here. The place gives the impression of
being a warehouse. Since most of the items came from beneath
the sea, there is unavoidable moisture damage to most items.
Items that are completely damaged by moisture are not sold.

B1. Puddles. Although not deep, some of these are actually
quite large. The shop is built over an artesian well and the water
occasionally builds up enough pressure to come to the surface.
The enthade don’t mind it though. They find it to be quite homey.

B2. Counter. An enthade is always on duty here. Either
Wysilihenthade, his mate, Hwaysenthade, or his brother,
Thasilenthade will be keeping the counter. They don’t mind
haggling over prices. A persistent character might get a great deal
(the merfolk don’t want it anyway). Magical items found here
will be rare and nobetter than low power. Anything or real quality
is offered to the Sea Mother or traded to the Pack to ensure their
good will.

B3. Shelves. Standing eight feet tall, each stack of shelves is
made of five levels, each one and one-half feet high. Step-ladders
are provided for short folk.

C. Back Room (18' x 20' and 8' high) The back room is where all
the better magical items are kept as well as the more valuable
mundane items. Odd for an enthadean structure, the back room is
built of rough stone, shingled inside with lead plates and quite
secure (you just can’t trust air-breathers!). The door is always
locked®and nooneis allowed back here except for employeesand
Wysili’s family. If trouble erupts, a conch shell will be blown to
bring MANY enthade to the rescue. There is a washing stall near
the river entrance so that the enthade may wash the river filth off
before entering the outer shop.

C1. Another Puddle.

C2. Shelves. Same shape and size as the ones in the show
room, but more valuable items are stored here. Two enthade are
always on guard and keep the shelves more organized than they
are out front.

C3. Work Table. Damaged items which do not work are
polished and made to look as though they do. The enthade will try
to sell the item as is but, if pressed, they will not lie about it
working (bad for business). Damaged items which still work are
cleaned here up and made ready for resale.

C4. Steps into the River. Each step descends another three
feet into the water. Secretly stored in holes dug into the stairs are
items which can stand storage in water. The sea-dwellers enter
and exit the store by this route. The steps lead directly into the
river. A portcullis guards the river entrance and can be operated
from the back room only.
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D. “Workrooms” (5' x 8') These two small rooms are where air
breathers are taken care of and where “business” deals are made
with the seedier elements of the City. Each room contains
sleeping mats, a table and four chairs,

I Persondlities

Wysilihenthade. Q Enthade, male. Ht.: 57", Wt.: 130#,
Age:60.Q Fighting Prowess: Good with Trident and crossbow.
U Magic Ability: Fair in C3.

Wysili has not been in the City long. He came when he heard
of a possible cache of Tears. His mate, Hways established the
shop and has been here for over five years. It is she who has built
up the current clientele. He is intensely jealous of his mate (as he
is of all his possessions), but other than that, he only uses her to
further his own goals of power and domination.

Wysiliisanoble among the enthade and acts accordingly. He
is quite rude to the customers and does not allow Hways to
associate with any air-breather, male or female. He believesin the
destiny of his race and uses his energies to promote conflict
between the hated air-breathers. He often plays one side against
the other in any argument between air-breathers and will betray
his “friends” if he can profit thereby. Though his attitudes are
extremes, he is fairly typical of enthade males in general,

He is aware of the Sliming Path and knows of his brother’s
involvement. Since it serves his own goals, he allows it.

He has frequent dealings with the criminal element of the
City, including the Blue Light Gang (CB2), the Big Fish Gang

(CB3) and Forge (CB4). It is they who often pay for ship
“accidents.”

Wysili pays the Pack to keep him informed of any moves
against his store and he has a working agreement with “Oozer”
Perebedzik (The Sewers, CB3) to store the cargoes of wrecked
ships in the sewers.

Understandably, Wysili does have some enemies. He has
heard of the Old Man, even seen him once in a tavern, buthas no
special fear of a childish myth. The Old Man, on the other hand
sees in Wysili an eventual chance to score points against the Sea-
Mother. Most of the powerful crimelords in the City are biding
their time until they can no longer profit from the “His Majesty,
King of the Sea” as they are wont to call the unpleasant merman.

Hwaysenthade. Enthade, female. He.: 5° 2", Wt.: 90,
Age:30.QFighting Prowess:Very Goodwithdaggers. [ Magic
Ability: Good with C3, C6.

Hways is a typical merwoman, exotically beautiful, unex-
pectedly competent and intelligent, and married to a self-cen-
tered, domineering petty “emperor.” She was given in marriage
to Wysili when Hways was born, but they have only been
together for about five years.

Too young to bear offspring, Hways is already sick of Wysili.
His dominance and arrogance have virtually reduced her to a
“liyasenthos,” or slave. Since enthade mate for life, she is
wondering how she can shorten his without being caught or
angering the Sea Mother (whom she already hates fo inflicting
Wiysili on her),

Hways is well-loved by the enthade in the neighborhood, and
even by other folk in Sideshow. She has built the Blue Maid into
what it is today because she likes air breathers and living in the
City. Yet since Wysili has come to stay, customers have slowly
beendriven off by his fiery temperament. What worries her most
is the kind of humans who now come to the store. They look
especially wicked, even for air-breathers. She does not know of
Wiysili’s dealings with the gangs, sunken ships, nor of Thasil’s
involvement with the Sliming Path.

Hways suspectsthata mature air-breather male who has been
showing up at the *‘Maid in all manner of guises, might be the
infamous ‘Old Man of the City.* They have conversed at length
onseemingly trivial matters and despite hisinfamy andhumaness
(or perhaps because of them), she has become romantically
attracted to him. She suspects that hemay return those feelings,

Given the choice, she would dump Wysili's precious Tears
down a volcanic sea crevasse (and Wysili along with them) and
let the Sea Mother work out her own nasty prophecies.

Thasilenthade. O Enthade, male. Ht.: 6' 1", Wt.: 175#,

Age: 45.Q Fighting Prowess: Good with crossbow and spear
andlor dagger.

Thasil the Salvage Master is one of Wysili’s numerous
younger brothers. He has worked at the store since Hways started
it and is responsible for the shop’s salvage and recovery opera-
tion. He personally accompanies all salvage missions. Thasil also
loves Hways and desperately wants to mate her.

Anenthade oddity, Thasilisan agnostic who does notbelieve
in the Sea Mother or the Prophecy of the Tears. He despises air-
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breathers nonetheless and as a member of the Sliming Path, he
works to destroy them (though he is careful not to reveal the
enthade racial goal to fellow ‘Path people). Even so, he will not
knowingly allow harm to come to those who accompany him on
salvage missions. After all, it would hurt Hways' business.

When not on missions, or drinking with his terrorist friends,
or at the Mariners Hall researching possible locations for lost
ships, he works at the store. He would not be sad to see his brother
go away—by whatever the means.

Yhanisenthade. Q Enthade, female. He.:5'4", Wt.: 140#,
Age:40.QFighting Prowess: Poor. QMagic Ability: Very Good
inall C's. Excellent with magic involving the sea.

Yhanis is sister (though not a clutch-sister from the same egg
cluster) to Hways and a High Priestess of Ssyahthay. She per-
forms the ritual magic which sinks the ships.

Her magic is weakened when away from the sea, so she
usually abides in a submerged temple on the undersea slopes of
the same island that holds Van fverson’s Lite (CB2). She hates
Wysili because he mistreats her sister, but it is dcath to take the
life of a fellow Enthade. On the other hand, she desires Thasil as
her mate (but is unaware of his feelings for Hways).

She helps Wysili because he works towards the goal of her
goddess. She belicves that she will be the priestess who brings

— Hwaysenthade —

about The End. Her visions have told her so.

Guards: The typical enthade guard is about the same size
asanaverage human. There will be two in the back room and two
more in the front at all times. Most will be Good fighters and be
armed with spearsand/ordaggers. Most will wear seashell armor
(similar to scale armor).

Companion Females: There may be as many as
nine females in the store (often lounging on the porch) at any
time. The cost of their company varies, depending on the addic-
tion of the customer. If the addiction is high, then the cost will be
also. The men will be taken to the small rooms (D) at the back of
the store.

I Scenario Suggestions

Scenario 1: Teardrops Keep Falling from My Nose! Wysili
suspects that those dastardly air-breathers at Hilkin's, the com-
peting curio shop in Sideshow, have a store of Tears in their
basement. Every time Wysili goes in there to buy themn, he comes
out with something else! He hires the adventurers to retrieve his
rightful property!

Scenario 2: The Undersea World of Jake Koostoe. Jake
Koostoe, the halfling who owns one of the biggest tailor shops in
Sideshow lost a fortune in imported sewing machinery when the
good ship Merrydrake went down on a calm sea. He wants the
adventurers to find a way (o salvage his goods. He’s heard about
this “Blue Girl” shop near the river that’s supposed to be able to
handle jobs like this, but wants his own “people” on the job too.
Of course, whal he wants is actually rusting a bit in the back room
of the Blue Maid, but nobody has to know about that until the
adventurers have found and explored the ship ... or know why the
Merrydrake sank, or who caused it, or who paid for it.

Scenario3: For UntoUsa Child is Giv’n! The Child of Prophecy
comes into the shopto find a book that might explain her unusual
sunburst birthmark. Wysili quickly decides to take what Tears he
has and hire some adventurers to escort her, Yhanis, and himself
to the ice caps (explaining about some ritual to save the world).
When they arrive, he intends to kill the Child at the rising of the
sun. To spice it up even more, have the Child be a formidable
heroine (one of the adventurers?) or have the Tears begintoreally
work—Io protect the Child! Come up with a trie cxplanation of
the prophecy, one that the merfolk have misconstrued all these
ages.

Our world has been lured to the sea by countless stories of
mermaids and other exotic encounters reported by half-crazed
sailors returning from long voyages. Here the sea-people have
come ashore. Here the adventurers can find treasures thought
lost to the sea forever. Here they can begin an adventure that
may open the doorway to a vast and exciting world hiding just
beneath the green-blue horizon.
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Beside the river, an enclosed garden grows a

wide variety of herbs for a shop called Riversent. The
exotic, oft-maligned riverfolk who run the shop,
compound and sell not only popular potions and
herbal preparations, but also potent perfumes. If one
seeks a potion, a poultice, a purgative, or even a
poison, this is the first place to look

—if'it can be found at all,

Riversent has gained a reputation for being an excellent
source of all types of herbs and herbal potions—usually at very
reasonable prices. A young girl named Stinya is often seen
delivering packages of herbs to patrons throughout the City.
Riversent is also the sole outlet for the “Limex” brand of designer
perfumes, but these potent scents do not come cheaply. Unknown
to the general public, the riverfolk have learned how (0 mix
pheromones with their perfumes. The powerful compulsions
triggered by these pheromones can by used to manipulate emo-
tions and behavior.

I People of River

The riverfolk who tend the fragrant garden and sell its wares
are members of a furry, water-loving, nonhuman race, Though
both their features and figures have a faintly human cast to them,
their appearance reminds many of anthropomorphic otters. Most
riverfolk live in isolated communities along the Great River, its
tributariesand sources; their dealings with humans kept few and
far between. In the past, it was not uncommon for rivermen (male
riverfolk) andrivergynes (female riverfolk) (o be robbed, beaten,
and even enslaved by humans. Such incidents are fewer now,
since most riverfolk wisely stay near their settlements in (he
marshes and distant reaches of the rivers and lakes.

Some, like Ristya Darkbrow and her family (see The River
Drake, CB4) have made names for themselves along the Great
River and earned the respect of other races, prompling others
among the riverfolk to seek commerce with the unpredictable
human race.

Aulhor, . Dannls Sustare reprises his CityBook IV enlry wilh yet another look al hi surious
riverlolk — yet there are no slugs this time. Dennis's design eredite include several roleplay game
syslems, several SF board gamas, and & number ol games (or Ihe ColecoVision game system and
\he the ADAM comauter,

Cornic book fans might recognize a liitle bit of he workds of Ihe "Aniverse” in illustralor Susan Van
Came's anlhropomorphio characters, |lka the oh-so sericus Leona, and aimesl human, dos-eyed
Stinya Susan has worked on several stones in the comic book " Tales {rom the Aniverse,” and har
own comic mini-serias “Varos!'s Vivens *

Bregya and Stinya, two rivergynes, came to this location six
and a half years ago aboard the River Drake to start Riversent
with nothing more than a wooden crate filled with caretully
gathered and sorted seeds. In the heart of the City, the pair built
a vernacular riverfolk lodge on a spit of land below the river front
bluffs that border a small bit of parkland (where once a noble-
man’s palace hiad stood before it burned to the ground long ago).
Bregya began a small business in herbs. using Stinya to make
deliveries. As the demand for her herbs grew, she realized she
needed help to expand the gardens, and sent out a call for a
riverman gardener,

They were quickly joined by Limnos and Nauplion, who built
a second lodge and immediately set about the arduous task of
planting new gardens in the rich river soil. Ever wary of thieves
and scoundrels, Limnos convinced Bregyato surround Riversent
with formidable natural defense works.

I Herbalism

Perfumes and Pheromones.

Although Bregya makes and sells simple perfumes, her most
desired (and expensive) scents are those which contain phero-
mones. These are sold under the name “Limex,” with a veiled
reference to the limexus used as a base for (he perfume. Limexus
isextracted from giant slugs. Bregya obtains this rare stuff from
ariverboat crewman named Furth (see The River Drake in CB4).

Pheromones are chemicals that induce an emotion such as
fear or love. The knowledge to prepare such chemicals is a
carefully guarded secret. Among theriverfolk of Riversent, only
Bregya knows these secrets, though as a Fifth-Degree Phero-
mone-Master she has great knowledge indeed. Pheromones are
normally specific to a single specics, so that dwarf-fear phero-
mone would have no effect on humans or elves. Bregya’s ability
allows her to make general pheromones, affecling a wide range
of largets, and thus being exceedingly powerful. She reserves
these primarily for the uses of herself and the other three riverfolk
at Riversent. Those pheromones she sells to villagers are of the
specific type; therefore customers must be careful inplacing their
orders. Inadvertently wearing a troll-love perfume could be
hazardous to your health!

Pheromones are volatile and ephemeral; in simple terms, this
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means they don’t last a long time. One should apply them just
before one intends to use it (for example, put on the love
pheromone just before a date, not the day before!). Bregya has
produced some long-lasting limited-use formulations, for use in
traps. These do not release the phcromone until triggered, and
then they spray onto the individual who triggered the trap,

The most common pheromones that Bregya makes are the
following:
0 Love, This causes one to be lovesick over the wearer of the
perfume, and to give presents to this object of love. It has a
flowery scent.
L Lust. This musky potion causes one to have an overwhelming
urge (o mate with the wearer. Popular with courtesans as well as
with folk whose spouses think they are too old to be aroused.
Q Fear. This causes one 1o flee in terror from the wearer. It has
a sharp, acrid scent.
Q Guilt. This causes one to confess wrongs to those who have
been wronged. A popular scent for certain clerics, it smells
vaguely musty.
(1 Shame. causes intense embarrassment. Dog-shame phero-
mone is sometimes used to housebreak pets. This pheromone is
naturally released by parents when they lake their adolescent
children into public places. [t smells faintly like diapers.
[J Rage. This causes one to attack encmies in a berserk manner,
without regard for safety or pain. It has a salty (ang.
Q Hunger. Often sprayed into the air at the entrances Lo grocery
stores and restaurants. It has a scent reminiscent of freshly baked
pastries or bread.

Potions and Herbs

By far the most common potion Bregya makes is an herbal
poultice uscd for healing wounds. With proper binding to stabi-
lize the preparation, this potion can last for a month or more. One
mixture usually hasthe potency for two or three doses. though for
asingle wound they would have to be applied alone-day intervals
for best effectiveness.

Potions for neutralizing poisons and curing diseases are
available, though they must be compounded to treat the specific
poison or disease. Potions for rare diseases and poisons are cor-
respondingly expensive, and may not be kept in stock. Of course,
a customer may order potions in anticipation of future needs.

Bregya also sells herbs and spices for use in cooking. By far,
this is the greatest volume of business, and the least expensive.
She sells aromatic herbs to other riverfolk for heir beds.

I Layout

Theherb gardensand lodges of Riversentnestle snugly inside
their thorny walls on the sand and mud flats between the bluffs
and the river. Passersby receive a good view of the gardens [rom
the path atop the bluffs. Often, lovers stroll that path in the
evening, to gaze down upon the pastel flowers of the herb
plantings, and to breathe in the delicate fragrances that wafi
upwards (in marked contrast to the River’s aroma clsewhere).

To reach the shop, customers descend the steps to the narrow
river bank nex! to the City’s L.ong Dock, then pass through the
deep shadows beneath the dock. Following the path (and several
encouraging signs) they reach an always-locked* gate in a sturdy
fence built of driftwood bound together by living ironvine. The
vines have been trained by Limnos to form such a tightly woven
web about the posts that the casual viewer may not realize that

this is a fence, and not a natural tangle of vegetation. The fence
passes into the dense reeds the line the bank here, effectively
preventing anyone from going around il. A similar fence (but
with no gate) guards the far end of the gardens.

The fence has becn liberally (rapped with Commotion phero-
mone. Someone trying to climb it will begin yelling and waving
their hands about. This is likely to altract attention very quickly!
Incidentally, there are milkglow vines growing on the back of the
fence. Contact with these will coal the intruder with a sticky sap
that glows pale yellow in darkness. This sap cannot be easily
washed off, and will glow for about 50 hours.

The gate lock is trapped with Awkwardness pheromone. A
thief trying to pick this lock will drop lock picks, stumble into
other members of the party, and generally act like a bumbling oaf.

Along the bluffs is a tangle of potent bramble and thorn
bushes, which on two occasions has been the death of a person
deliberately or accidently sliding down from the bluffs, and then
becoming so trapped and punctured that cscape was impossible.
Many thorns have been trapped with a general Bewilderment
pheromone as well asablood toxin. An intruder puttctured by one
thorn becomes totally lost, and begins randomly thrashing about,
and thus likely to get thoroughly entangled, receiving many new
wounds. The toxin will soon cause death.

The river side of the gardens seems the least well protected,
with a growth of recds half again the height of a man. Yet the
reeds are so dense, that one cannot see into them anarm’s-length,
nor can even a strong boatman pole his boat into them, One can
only speculate as to what imported terrors might lurk amongst
those reeds (foreach 10 fect of movement through the reeds there
is a 25% chance to trigger large animal traps).

Parchment envelopes with menus of seasonal herbs, poul-
tices, compounds and common potions are placed in a basket
outside the gate. The name of each mixture is written beside its
price. Customerscan order herbs by marking their choices on the
menu, giving an address, and sealing the appropriate amount of
money into the envelope, and tossing it over the gale. When the
order is filled, Stinya will deliver it to the customer. Therc is no
need for the customer to sign the order, for the riverfolk can
apparently identify others by their smells. Customers that cannot
read may still be ablc 1o use the menu, since moistening a
selection causesa faint aroma of that herbor potiontobereleased.
If the customer can recognize a desired potion by its smell,
choices can be made without a need to read the menu,

For special orders, or if customers do not know what they
want, people simply stand at the gate and shout. One of the
riverfolk may respond, or perhaps no one will come and the
customer will eventually leave.

The Lodges

The two lodges are at right angles to each other, making
contactat therear, witha front opening into each lodge. These are
“vernacular” riverfolk lodges, that is. they are typical of tradi-
tional riverfolk construction and design. Euch lodge is made of
driftwood timbers, stone and planking, over which a plaster of
mud and crushed reeds has been slathered repeatedly. Like most
“mature” riverfolk lodges, these two resemble oblong grassy
mounds, about 10 feet tall and 30 to 40 feet long. The front
entrances can be tightly sealed. A tall, brush-fillcd chimney rises
above the river’s annual [lood-height. A series of dikes and
breakwaters channel the force of flood water away from the
lodges. Nevertheless, a serious flood would most likely wash the
buildings away.
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Lodge One

The lodge closest to the gate (lodge one) is where Bregya and
Limnos stay. This lodge has three compartments.

A.Storage Chamber. (7' x 14',irregular) Limnoskeeps histools
and gardening supplies here in this outer compartment, including
materials that should not be exposed to rain or dew. A doorless
opening connects to the central sleeping compartment,

B. Sleeping Compartment. (12' x 17') The two low bed frames
here are filled with aromatic herbs and rushes—traditional river-
folk sleeping accommodations. To humans they look like messy,
smelly piles of crushed weeds. Several mesh bags hang from the
wall, filled with an assortment of {resh fruits and vegetables.
Another doorless opening connects to the laboratory.

C.Herbal Laboratory. (10'x 16", imegular) ThisroomisBregya’s
work space, where she keeps her notebooks, compounds and
chemicals, and prepares potions. There are three concealed
panels in this room. The first (C1) hides a vault in which Bregya
keeps her pheromone preparations, including two small casks of
limexus. This panel is trapped with a Guilt pheromone. The
second (C2) hides anunderground, water-filled passage.aswim-
way Lhat connects to the river so that the riverfolk can enter and
leave unobserved. This panel is trapped with a Fear pheromone.
The third hides a secret passage between the two lodges. This
panel is nof trapped, but itislocked® on this side. Bregya unlocks
and opens it when she is working in thelab, so thatshe and Stinya
may cooperate, and so she might better train her daughter.

Lodge Two

Nauplion and Stinya stay here. This lodge also has three
compartments.

D. Storage Chamber. (15' x 9', irregular) The outer store-
room is where Nauplion keeps his forager’s gear, including a
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backpack with adventurer’s equipment and supplies. This is also
where Stinya stores orders to be delivered, and maintains her
logbook of orders and deliveries.

E. Sleeping Compartment. (17' x 11') The central sleeping
compartment has two piles of aromatic rushes (not in bed
frames). Stintya has a locked®, heavy storage chest, trapped with
a Shame pheromone. In it, she keeps clothing as well as some
smallsentimentalitems of Nauplion’s (butwithouthisknowledge).

F. Binding Room. (15’ x &', irregular) This rear compartment is
Stinya’s binding room, where she stahilizes and packages Bregya's
herbal mixtures. Asin lodge one, there are three concealed panels
in this room. The first (F1) hides a small vault, with the panel
trapped with a Guilt pheromone. The only item in this vaull is
Stinya's diary; she would simplydie (well, not literally) if anyone
else were to read it, especially Nauplion! The second panel (F2,
trapped with Fear) hides another underground water-filled pas-
sage to the river (not connccted Lo the one from lodge one). The
third panel is the other side of the opening into lodge onc.

G. Basket Shelves. On a small shelf beside the opening to lodge
two rests the tiny living baskets Limnos has made for Stinya.
Somctimes she waters them, but usually Limnos cares for them,
to be sure they don'’t die.

| Personadilities

Limnos Wideback. QRriverman, Ht.: 59", Wt.: 174, Age:
39. QA Fighting Prowess: Good,; Excellent with gardener's pick.
W Magic Ability: Fair at C7.

He is the Gardener at Riversent. Limnos plants and cares for
all the herbs, as well as maintaining the reeds, living fences and
thornsas adefensive wallaround Riversent. He has anexception-
ally stocky build for ariverman, which has led some riverfolk to
joke (but not to his face) about his possible mixed parentage. He

SCALE: one square =1 1/2 feet
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has powerful arms, shoulders and back. and can dig in the gardens
for hours at a time with little sign of fatigue. His principal tools
areasmall trowel, ashorl-bladed plantirimmer (with a very sharp
edge). and his own modification of the traditional riverfolk pick,
intowhat hecallsa gardener’s pick. He has lived with Bregya for
six years, but they are not lovers, possibly because of clan
barriers. Nevertheless, he would readily fight to the death to
protect her.

Nauplion is his moon-nephew (that is, Nauplion’s mother is
Limnos’sister). Asistypical of a moon-uncle, heisusually harsh
and demanding of Nauplion, driving him to work hard and gain
proficiency with his skills. Limnos is very fond of Stinya, and
sometimes directs the growth of plants to formn miniature living
baskets which he then presents to her as gifts, with tiny presents
(such as flowers or sweets) concealed inside.

Limnos’ Gardener’s Pick. He has modified the traditional
riverman's pick, which is basically a fish-catching tool (used
both underwater and on the shore), into a tool more uscful for his
gardening needs. The principal changes are a broadening of the
rear leaf-point into amore trowel-like shape, and astrengthening
ol the handle. He sometimes wraps the twin barbs with a strip of
tigya-vine toprevent snagging, though he leaves the barbs exposed
for combat. The edge of the leaf-point is kept quite sharp. When
fighting, Limnos uses both thrusting and slashing techniques. He
has enough upper body strength toreadily discmbowel anenemy
whom he has pierced with the barbs. This is indeed a dreadful
combat weapon.

Bregya Goldeneye. 1 Rivergyne, Hi.: 56", Wri.: 165,
Age: 39.1d Fighting Prowess: Poor. ' Magic Ability: Excellent
with herbal magic; otherwise, FFair (C2,C3,C6)

She is the Chemist at Riversent, and has remarkable abilities
with herbal magic, including being a Sth-degrec Pheromone-
Master. Bregya has most unusual eyes for her race, with the
whiles speckled with golden flecks. Actually, she was born with

normal eyes. Her training in herbal magic was illegally started in
childhood, contrary to the rules designed to prevent damage
during carly development. Certain chemical [umes caused this
discoloration in her eyes. This discovery outraged the priestess
examining Bregya prior to her name-day ceremony. The enraged
village punished the chemist who had been secretly training her.
A public fur-shearing caused greathumiliation, and thatnightthe
chemist took her own life with an herbal poison. Three days after
her name-day, an anguished Bregya (now Bregya Goldeneye)
left hervillage forever. Before leaving, Bregya stolethe notesand
certain herbal materials left in the sealed lodge of the dead
chemist. She vowed she would become the most powerful
chemist of them all, and has devoted the past 29 years trying to
attain that goal.

Bregya is Stinya's mother, having borne her late in life (for
arivergyne). Asarcsult, Bregya seemsdetermined (o treat Stinya
as a baby forever, even though Stinya is typical for rivergynes,
having reached her own birthing-age at 12,

Nauplion Sharpchin. Q Riverman, Ht.: 5'8", Wt.: 147#,
Age: 16. Q Fighting Prowess: Very Good with pointed and
pronged weapons,; Average at brawling.|A Magic Ability: Aver-
age, C1,C2,C3,C7.

He is the Forager for Riversent. As such, he takes many trips
along the river and into isolated marshes and forests, searching
for rarc herbal materials and dietary supplements. When Bregya
gave a call for a gardener at the time she was starting Riversent,
Limnos accepted and was prepared 1o go down river. Since it was
only three months before Nauplion’s name-day ceremony, Limnos
was persuaded by his sister to stay in the village, so that he could
take his moon-nephew with him to learn a trade. Nauplion
possesses astrong spiritol adventure, excited by any prospect for
seeing new lands. This nature, along with his advanced percep-
tual abilitics, has made Nauplion intoa very skillful forager. Even
at his relatively young age, he has contributed greatly to the

— Bregya Goldeneye—
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success of Riversent,

Nauplion scems 10 be late-maturing. He has given no indica-
tion of reaching fathering-age yet, with none of the exuherant
mating-play of youthful rivermen. Rather, his explorations for
herbs appear to satisfy his drives adequately.

Since Nauplion makes many excursions as Forager {or Riv-
ersent, it is easy to devise a mechanism to have him (ravel with
anadventurer’s party. Perhaps he is going into a dingerous arca
and will offer potions and herbs if they will accompany him.
Maybe they're alrecady planning a irip and he’d like to go along
to gather herbs. Possibly the adventurers are already in the
wildemess and it is convenient lor the game master’s purposes [0
have them “accidentally” run into Nauplion.

In any case, the ecmergency use of any potions he carrics—he
would be an asset to an adventuring team. He might even appear
on the scene in a “deus ex machina” role to save a group that has
managed to get themselves inlo some “hopeless” situation.

Another use for Nauplion is to “guide” the adventurers to an
encounter planned by the game master.

StinyaShortfur. QRivergyne, Hr.:5'5", We.: 121#, Age: 15,
L Fighting Prowess: Poor.|J Magic Ability: Good with herbal
magic; Fair in C2, C5, C6.

She is the Binderat Riversent. Assuch, she stabilizes Bregya's
herbal preparations, so they donot quickly losetheir potency. She
also seals and packages the herbs for sale. In addition, she
performs many errands for Bregya; going (o (he market, posting
advertisements outside inns and taverns, delivering purchases to
their customers.

Stinya’s appearance is partly a resultof Bregya’s smoldering
resentment towards the riverfolk society. Soon alter Stinya's
birth, Bregya began treating her with an herbil poultice to reduce
the growth of her fur, so as to make Stinya look much more
human-like. Thus, with carcfully applied cosmetics, the young
rivergyne can readily pass as a human. In fact, most of the people
in town view her as a young local girl with a job at Riversen.

Stinya still has the feelings and drives of arivergyne, and has
fallen desperately in love with Nauplion. He seems to take litlle
notice of her, and of course spends much time away in his
foraging duties. Slinyabelieves this is because of her appearance.
She continually talks back to Bregya, with much sarcasm and a
sharp tone. Bregya views this as a sign of immaturity, not
understanding Stinya’s true bitterness. Stinya also has an attitude
problem with Limnos, falsely interpreting his affcction as pity.

It should come as no surprise that Stinya has parleyed her
angerinto action as a courier for the radicals of the Sliming Path.

I Roleplaying Riverfolk

No matter how they are used, play Bregya, Limnos, Stinya,
and Nauplion asdecidedly nonhuman characters. Remember that
riverfolk are likely to interact with the world in very different
ways. For example, they are comforfable when wel and muddy.
They rely strongly on their sense of smell. They prefer water
routes to land routes. They’re not afraid of the dark. and in fact,
enjoy nocturnal adventures. And ... they like the laste of raw
frogs!

e e e e e ———————

Scenario Suggestions

Scenario 1: Traitor’s Redemption. Stinya is arrested by the
City Guard, the charge: High Treason. Someone within the
Sliming Path apparently betrayed her to the authorities. Her trial
was swift, though not necessarily just, since other charges im-
plied that she actually led the Sliming Path. Her execution is but
days away. Bregya pleads with the adventurers to rescue her
daughter, realizing that even saving her, means losing her to
exile. She qlso seeks to meet with the real leaders of the “Path, to
seek true justice for this treachery.

Scenario 2: My Travels with Nauplion. Brave though he may
be, Nauplion is not equal Lo the perils of his next journey into the
wilds. Riversent hires the adventurers to accompany the Forager
into a particularly dangerous swamp o discover i rare herb,
“daemon’s quatrefoil,” possibly even bring cutlings or seeds
back intact. The herb is required by the Knight's Cranial Hospi-
lalerforcompounding a new surgical anesthetic. However, italso
has highly narcotic elfects when not compounded properly,
making it an atlractive commodity for drug traffickers (such as
TheBig FishGang, CB3; or Keir Collis, CR4). Considerthat these
criminals will learn of the mission, and will follow the adventurers
to their goal, but not let them accomplish it.

Scenario 3: On the Scent of Trouble. The secret of the Limex
perfumes and potent pheromone unguents is far too tempting for
master perfumer Vidal Neksus Lo leave unknown. He claims that
the unscrupulous riverfolk had agreed to manulacture his per-
fumes, then stole his formulas. He needs the adventurers to
“accompany” him on a mission to catch them red handed.

Every adventurer always seems lo need just one more
potion for an adventure. Never mind that all those little bottles
and packages would fill any encumbrance limit. And as for
wihut happens when a troll’ s club strikes the backpack,
shattering all the containers at once.... Yet if an adventurer
insists that he or she simply must obtain such-and-such an
herb or potion, then what better source than Riversent?
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Mauy are the strange creatures inhabiting the city, and
many are their needs. To serve those needs, they must
seek out Enefene. Regardiess of the race or taste or
taste for races, this most general store in the City
guarantees satisfaction for the persistent,
if not what they came for.

l Common Knowledge

Some 13 years ago, residents of Sideshow barely paid heed
to the opening of a bland, adobe-walled, windowless shop. Pro-
claiming itself “Enefene” (En-ef’-en-ee) the shop offered to the
inhabitants of Sideshow the items and morsels of their respective
lands and palates. Since then, it’s been open, day or night

The proprietor used to be a curiosity, but that lasted only a few
years. Friendly and courteous ( perhaps overly so), Blu seems
nonetheless to be stiff and devoid of personality. Some say he
reacts appropriately to them, but never really listens. His prices
are fair. His stock is of the common variety if one takes into
consideration the different peoples in the quarter. From another’s
point of view, however, the goods may be unlike anything else
ever seen—as is the owner—he’s made out of water.

e
—
.r“

History

Despite popular consensus, Blu is not exactly water. He's a
“llalythan” (lih-lah’-lih-than), arace of large, intelligent amoeba,

AanpalL G. KuERS has 1he sola pleasute in thia book af baing both sullor and flustrator for
Encfane and the agueous Blu, While ihis ia Randy's lirst appearanca ina CityBook as an aulhor,
he has conlributed to past CityBooks, as map renderer and production arist for CityBook IV: On
tha Aoad and remapper lor the socond edition of Cityflook Hf: Deadly Nightside, Randy s also a
oontributing aulhor and illustratar lo Centenl Casting: Haroes NOW, tobe published by Task Forca
Games (yel ancther fine product ol Januays Design Studio).
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one of four created by a mage who had need of something to serve
him and to hold information, to keep things clean and to storing
his many notes, formulas, and spells. These assistants were
supposed to have a very low intellect, but thanks to some
educated guessing (on the part of the llalythan), the four devel-
oped intelligence rivaling that of their master.

The mage designed each creature to be adept in one of four
broad areas of knowledge, with Blu’s being sentient (intelligent)
species. The remaining categories of plants, minerals, and ani-
mals were divided between the three remaining servants.

After the old master’s natural death some 20 years ago(that’s
right—a powerful wizard and anatural death. weird, isn’tit?), the
four departed, having no one (o serve. They now seek a mage of
similar stature or potential, so that they may serve again. To this
end, Blu settled in the City, in the section of town where he’d be
most accepted and able to carry out both his search and his
research without impedance. Enefene’s “general” merchandise
allows him access to a variety of customers, fulfilling both the
continuous consumption of racial knowledge and the screening
of possible masters.

I Goods

Assume that if a basic, utilitarian item is integral to a nonhu-
man adventurers’ home culture, it will be available at Enefene—
but no weapons or garments. Human or near-human adventurers
should not be able to identify more than 10%—15% of the
merchandise. Blu will advise customers regarding the useless-
ness, potential dangers or harmful consequences that a piece of
merchandise will pose tothem. The use to which a customer may
put a purchase does not concern Blu—only the duty he holds to
his customers.

As the races indigenous to a given game world will vary, it

o
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will be left to individual GMs to determine the regular items for
their world’s unique culture’s. The items suggest the range and
weirdness of Enefene’s common merchandise.

o Jars of jellies and puddings. These are not fruit pre-
serves or confections. These are non-intelligent—the bane of ill
prepared dungeon crawlers. And Blu has all the varieties. If the
adventurers have had a really BAD recent encounter, their
reactions should be interesting. Although potentially lethal to
many life forms, jellies and puddings are merely snacks to others.

o Low-powered “magic” conveniences, such as sweep-
ing brooms, ever-lit candles or continual light sources, and pans
that heat on command. Just as electricity took another backward
culture ahead a few steps, so do these “gadgets” represent the
cutting edge of domestic life.

o Blu has one special item that never leaves Enefene: a
thick, two-gallon glass jar with a scalable top and a bung. The jar
contains three things: a bone, a heart, and blood. The blood is
thick, rich, and red. The heart is beating. True to his customers,
Bluhas secured an item for those few races thatabsolutely require
fresh blood to survive. The key word here is “fresh.” Currently
the jar holds some obscure racial sample retained for study, but
any specimen could be used. All Blu needs is an appropriate
heart, a marrow sample (usually a bone), and about two gallons
of decent water. The blood isready in two hours. The jar is locked
up in the Record’s Room (D).

I Layout

Enefene is an unassuming, light brown, one-story shop
apparently constructed of reinforced mud (actually a “natural”
form of concrete). The rock-hard, foot-thick wallskeep moisture
and humidity in. The roof is constructed of a light mud/concrete
coating over a sloping timber and lath support.

Ground Floor

A. Front room (42.5' x 25") The front door is heavy cured oak,
and if shut, can be locked®. No light enters the store front, for no
windows exist to let it in. Generous interior lighting (nearly equal
to mid-day sun) is provided by four glowing glass balls set into
ringsin the walls. Shoplifting has not been a problem, since most
people have no idea what 80% of Enefene’s merchandise is, or
does, ... or eats. They can’t use it, pawn it, or give it away, so why
take it? Besides, Blu doesn’t seem to sleep, and he's BIG.

The sales counter area (A11) has no door or gate, Blu flows
up into it from below. Blu keeps about 15% of the current days
take in a small box' under the counter, The rest of the money is
“engulfed” and excreted into the records room downstairs. The
large double doors (3’ x 8’ apiece) behind the counter lead to the
storage room (B).

The southeast (A9} and southwest (A8) corners each have
enclosed, locked? glass display cases for the items (food or
otherwise) not considered hospitable to all species—the jellies
and puddings are kept in the case nearest the counter (A9).

The shelves (A1-A10) are 14' x 2', both sides used (unless
otherwise noted).

CROSS SECTION

SCALE: one square = 2 feet

A1, Common goods (12" x 1') These shelves hold everyday
items for humans and near human creatures like elves, dwarves,
centaurs, and dwelves; including personal care items like ban-
dages, combs and soap, table wares, basic cleaning supplies, and
minor bits of clothing.

A2.Packaged foods. Here are dried fruits and meats and trail
rationsinparchmentpouches, envelopesof herbs for cooking and
steeping in hot drinks, juices and cooking oils in stoppered
ceramic flasks, and small wooden crates of crackers and hard
biscuits. Remember that while one race loves sun-dried tomato
slices, another may prefer that cannister of dill pickled grubs,

A3, Snack items, If the munchies are following you around,
check out the third aisle—snack items to sate the choosiest
“alien” appetite. This is all junk food, and is consequently the
aisle that Blu restocks the most. Lots of crunchy, sweet, sour,
squishy items—anything with no real nutritional value for any
one race, but with interesting side effects for the others.

Ad. Souvenirs. “It’s mostly tourist junk,” say the regulars.
They’re right. Aisle four contains trinkets and useless items with
engraved names of popular places nearthe city. Six-foot message
scarfs jokingly proclaim “I swam Crumbling Skull Rapids!,” as
colorful tunics declare “I’m not drunk, [ din’t hit ’er, and no, 'e’s
not wif my party!” (an adventurer favorite).

AS. Odd. That’s the best way to describe the these items,
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which are often rare, sometimes one of a kind. They’re here
though, because no one quite knows what they are, what to do
with them, or the market lor them fell out. They are the exotic
unknowns, possible luxury items in the wrong place at the wrong
time. Justlast week a woodcrafterof questionabie stability traded
for some adventuring supplies, leaving Blu with several sets of
carved, interlocking puzzles and toys. He seemed reluctant to sell
the strangely positioned figures himself, preferring to let Blu
handle them. Here are chains of braided grasses, a silver set of
signed and numbered horseshoes (of so-so quality—apparently
rejected from an Uptown gallery), and some tao-frilly, satin-like
pillows that would look out of place in even a queen’s bedroom.

A6. Minor magics and conveniences. This is where the
women of Sideshow go to make gift lists, since many of the items
are labor saving devices. Including the devices mentioned ear-
lier, Blu also has a few bulbs of light for sale, the same kind that
he’s using to light up his store. Here too can be purchased
hideously-deadly looking ral traps, the kind that might make
quick work of a meddiesome Chiervka or Ruffiri, courtesy of
Brumar’s Workshop (c.f.).

A7. Perishables (26' x 2') If checked, this quite-cold con-
tainer also radiates moderate magic (the “coolant” spell was
pretly low-level, but the onc used to keep it going all the time has
a little more meat). The variety is similar to aisle two. Frozen
foods occupy the west chamber, merely cold foods, the east.

A8 & A9. Dangerous Dietary Delights (5' x 5, iriangular)
The two cabinets in twonorthern corners of theroom are locked.
They contain very race-specific dietary implements. Thesesnacks
are harmful to many, if not all races other than the intended. No
one gets into these without Blu's knowledge. They are divided
alphabetically (in the common languageof the City), with “ A-M”
ilems in the cast cabinel and "*N-Z" in the one nearer the counter.
Besides the puddings mentioned, the glass containers hold things
like little white pieces of apparently living popcorn and clusters
of toadstools in odd circular configurations.

A10. Adventure Supply Depot (1'x 20") The final section of
the store stocks typical adventuring supplies (ropes, tinderboxes,
packs, etc.), but no “hardware” like armor and weapons.

B. Storage Boom (12'x 25") An incredible array of crates, boxes,
and sealed containers, all in assorted sizes, crowd the floor and
wall shelves. Blu obviously has his own organizational system.
Merchandise is stacked wall to wall, up to about six feet off the
floor. The largest space between the columns of boxes rarely
exceeds six inches.

To either side of the door are locked* cabinets, in which Blu
keeps the reptaccment goods for shelves A8 and A9,

Should cnterprising adventurers (thieves) attempt for dis-
count bargains, and if they manage to distract Blu, they will still
be faced with two store room problems:

1. the room s so cluttered that moving quietly
or gracefully is nearly impossible;

2. none of the boxes are marked in a
language the adventurers can understand,

B1. Water Trap. In the far SW cor-
ner, under the shelves, is an opening in the
floor. At 1'x 2, it is the “door” to the second
level, and opens into a 2' x 2' tube that drops

straight down for 16 feet before curving and going up eight feet
to the basement. The lower three feetis filled with stagnant water
and abit of sludge. The tube is seamless and quite slippery, and
anyone managing (o get in without a means of support will drop
the full distance to the yuckky water, staying there until rescucd
or found.

Basement

C. Living Quarters (55' x 25', “L”-shaped) Stink, stank, stunk.
This place smells so bad that any race with an olfactory sense
must continually resist the urge to puke. Note that this smell
cannot be detected from the outside or above due to the water trap
(B1). The basement opens dircetly on the sewers (C3). The floor
slopes down toward the sewer entrance and is usually filled (as
shown) with stagnant, sewage-filled water,

C1.Water Trap’s Other End. This 2'x 1' opening connects
to the Pipe (C2) and the water trap (B1).

C2. The pipe from the upper floor passes through the room
in the southwest corner and down into the water trap below.

C3. Sewer Entrance. This is the completely submerged
entrance tothe sewers. Although Bluhas notrouble getting in and
out, the grill keepsallbut the smallestanimals in the sewer sysiem
andoutof his basement. The grill isbuilt solidly into the building
foundation. Its half-inch-diameter steel bars will not open.

D.Records Room (27' x 12') The walls ofthisroom areafullfoot
thick—thicker than the interior walls upstairs, Its dooris locked®.
This room contains the things that Blu treasures most. His §
master’s notes (one-fourth of them anyway) fill the two file [.*
cabinets along the north wall (D1). These include parts of |
formulas, spells, and an annotated diary (one of four) that 1
describes the third phase of his development of the llalythan,

Next to the southwest corner magic file (M) is the lockbox*
(D3) with no more than a weeks worth of money at a time, Blu
deposits his earnings, via courier, in Ironshield"san Uptown bank
at the beginning of every week.

Next to the magic file (M) in the northwest corneris another
lockbox® (D2) with holes punched in the tough outer casing, The
box will open if Blu touches it, and no other way (unless the
adventurer has an appropriate magic spell of sufficient level—
GM decides). Of course, this is where Blu keeps the blood jar.

Theother three cabinets in the room are filled with paperwork
detailing transactions and confacts and financial records. These,
100, could be very valuable to Ihe wrong people, since Blu has
spent years cultivating strange and even unique contacts.

l Personalities

Blu. W Lialythan Ht.:Variable: 1" toa wobbly 15°; Wt.: roughly
25,000%; Age: 25. Q Fighting Prowess: Fair with all melee
weapons, None with missile and thrown weapons. Special
attacks and Spec:'af defenses outlined below. U Magiral




‘50% of the original’s size. N\
This process takes four daysto com-

ture’s body mass.

The race grows very slowly. Blu, who started
outroughly man-sized and 250 1bs, has not yet had to
L . ; split. Of course, if adventurers were to present a promis-

{ physically resembling ing piece of knowledge or hint at a potential master, Blu may
their tiny cousins in all as- offer to split and join their team in the search—“Blu 2” would

pects except size. Most make a handy encyclopaedia/translator to have along, as would
people never see an entire any of the other llalythan.
. llalythan, as each would nearly Due to the relative size and mass of the llalythan, all their
% : i fillapool 7' deepby 12" across. attacks domassive amountsof damage. They are immune toimpaci
' ; \F They are transparent, and one attacks of all types, takc normal damage from most magical
A can seeclearly see light anddark attacks, and take 2x damage from heat/fire and cold/ice base
' through them. Specific objects attacks, For all practical purposes, treal them as intelligent water.
.+ arelessdiscemable due todistor- These physical characteristics are common 10 all four of the
) ' tion caused by body fluids. The llalythan. Theirseparate fieldsof study set the original fourapart.

mass of body fluids give llaly-

: ‘ Blu has the knowledge of, and the ability to use any melee
than a blue tinge, hence Side-

weapon—it's just a part of his cultural studies. And he can use up

. show’s name _for Enefene’s to 10 weapons at a time with equal proficiency, although the
sleepless proprietor. affront required to raise Blu to arms is almost beyond the
Llalythan can have upto 10 adventurers’ capabilities, Blu wishes to learn about and scrve
pseudopods active at a time,  jnelligent species, not hack them into Lurkkan munchies. If
whether they are organizing giventhe chance, Blu will grapple and hold an opponent, prevent-
shelves, f‘Shlmlg’ or recording ing either of them from hurting the other.
business entries. However, Llalythan are amoral and do not recognize good or evil. Blu
only one pseudopodisableto  woyld just as easily serve an evil sorcerer as a good wizard, as
. “speak” atatime. The soundis long as he was accorded respect and allowed to pursue his goals.
. made by the manipulation of Blu’s knowledge of intelligent species is phenomenal, as is
’ A _ water molecules, and the voice his command of their languages. He knows over 30 languages
' isdeep and throaty, notunlike the fluently, and many others conversationally, He knows the an-
result one gets from playing a 45 thropological histories of the races, and exactly what items in the
_r.p.m. record at 33 r.p.m.s. The only store adventurers can eat and how they will be affected.
difference is that the pace of the words is He is also acutely aware of developments within the City. Blu
normal. In Blu’s case, the watery limb will charges no money for information, but neither will he just give it
mimic the visage of the group’s leader or pri- away—it holds too much power to just toss around and is 100
mary speaker, sculpting in water, an often discon- sacred to sell for money. So Blu trades information for informa-
certing mirror image. tion, even up. No matter how trivial the fact the adventurers may
The llalythan diet consists of microbes and have, if Blu doesn’t know it, he’ll tell the adventurers anything
bacteria, the kind found in decaying. composling they want to know in retumn.
bmﬂm ialtr hence the sewer access and the stink in the Blu’s deceased master was aware of these creaturcs' poten-
asement.

tial, even before they attained intelligence, and chose his experi-
4 "3_13’_"13" who becomes too cumb_er.some or mental subjects carefully—no hands and fingers, no mouths or
outgrows its living quarters can, at will, split into two vocal chords, and no centralized nerve center. This cffectively

smaller versions of itself. The new one will have all the eliminated the llalythan’s ability to cast any kind of magic, and
memories and abilities of the original, but will be less than

plete and consumes about 20% of the crea- iy
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Blu will act accordingly (and in the ex-

prevented a hostile mutiny should the
experiment produce an aberration. Evenlow level spells
were beyond the graceful but simplified movements of the
inhuman pseudopods. But Blu and his siblings were good leam-
ers, and the master imparted to each of his servants some of his
magical knowledge.

As a final safeguard, the master gave each of his servants a
name at their “birth” that would allow him to control them
absolutely should anything develop wrongly. Only he knew the
names—the llalythan are aware that such things exist, but they
don’t know what they are. The names are in fact spread through
out through the notes of the master in an extremely difficult
magical code, and the notes are spread out between the four
llalythan.

The code is such that only after the clues have been found in
the separated papers and the clue words spoken in a manner
relevant to the llalythan formula, will the directions for the next
step in 1he hunt become clear. They will seem to spell themselves
out of the other words on the page. And so it goes on, until
someone finally figures out the names. If things go according to
goals, that someone will have been selected as their new master
many years before—as it should take him or her that long to
figure it out.

Llalythan do have one annoying cultural quirk. Whether the
master merely goofed or perhaps made an uncalculated interac-
tion with the components in the spell, whatever the cause, the
llalythans became the living embodiment of servitude and stor-
age with a rabid desire to be extreme, Although their words and
social references (especially in Blu’s case) are correct, they
couch them in such long-winded, lofty towers of nicety that even
the gentlest adventurers may find themselves itching to get on
with business.

A picce of merchandise with a minor flaw will be bewailed
ina way that would make Dante smile. And, should the etiquette
of the proprietor be mocked, laughed at, chided, or incorrectly
responded to, the offending party will find that purchasing much
needed food and supplies will take place elsewhere. Blu expects
extremes, and WILL NOT deal with anyone who attempts
otherwise. Forexample, if a party entered Enefene, they might be
greeted with: “Welcome weary avengers, fighters for the right,
followers of the hard and dangerous way, compadres of interde-
pendency, already the tales of your deeds, the songs of your
travels, and the stories of your heroic conquests have reached
this, a humble store, a mere spot on the tapestry of your lives, a
bit of dust on your long life’s road, and I, it’s proprietor, the
keeper of it’s meager goods, do so desire to serve it’s brave
customers.” OK heroes, respond to that. In kind.

Ifitdoesn’tget onthe playersnervesevery time that Blutalks,
the GM is not doing it right. The players must come to grips with
the different cultural perspective of “no such thing as overkill.”
If they refuse to overkill their language, Blu will become of-
fended and refuse to serve them. Should they attempt thievery,

treme!), using his knowledge of nifty
deadly food items in the store (and how
they react to the adventurer’s biological sys-
tem) and his respectable fighting ability.
Bluisalso polite enough to move from person to person,
inquiring if he may help them find anything, thereby giving each
player a chance to either be publicly ridiculous or trash the entire
party’s hopes of doing business in Enefene.

I Scenario Suggestions

Scenario 1: It’s in the Blood, While the adventurers are shop-
ping, they hear a deep muffled cry and the building jumps a little.
One of Blu's pseudopods “leaps™ over the counter and slides to
the adventurers. Blu explains that despite all his precautions,
someone has just stolen an extremely rare blood sample that he
was studying, and that while others may pay well for its return,
he will pay more. He knows that greed motivates most humans
and all adventurers. Although it’strue the blood sample was rare,
itis the special jar thathe wants returned. He is also aware of who
may want the blood, and while there are many options, none of
them are nice. Perhaps it’s an evil wizard, or a twisted cult, or
even one of those vampire things. So he doesn’t mention the
powers of the jar and the fact that whoever has il probably won’t
give it up. The adventurers must figure who, why, where, and
how, for which Blu will be most gracious with his many rare
supplies.

Scenario 2: A Brand New Thing. Blu has heard rumors about
a newly discovered race, and being aware of the adventurers’
abilities, offers to pay them toinvestigate. As added incentive, he
is sending part of himself along to better collect the information
that he seeks. GMs, this would be a good opportunity to drop a
new, non-standard intelligent race on your players (and into your
campaign). The race could be alien, pre-historic, newly evolved,
or like Blu, created. This can be as tough as you want to make it.

Scenario 3: On the Road Again! Blu receives a message from
one of his siblings that a worthy successor has been found. Blu
hires the adventurer’s to help him move and guard his things to
the new location. This is the perfect opportunity for a “road trip
from Hell” campaign. Everyone that ever wanted the master’s
spellsand formulas, or the blood jar, or the multitude of rare items
Blu normally carries, will be lying in wait for them.

Use the store as a role-playing challenge for players.
Chances are, this is the only store in the City that offers
consumable merchandise that is both this weird and often
quite necessary. Exotic nonhuman characters can find food
and sundries typical to their cultures. If they can communicate
with Blu, they open up opportunities to buy some of the City's
more unusual merchandise.
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“Hey you ! Yeah, you in the cheap suit of
armor. [ can see from your looks that you could use
some fine dwarven armor made by a true dwarven
craftsman, just for you. Don't even think about the
price until you have seen the quality of this armor. You
say you don’ t have the coin? Fear not! My master has
many payment plans for even the poorest of souls. Not
interested in armor, how about those special

dwarven hand-crafted magical weapons,

the kind thatlegends are made of?

“My friend, nowhere but at Brumar's can you, who
are obviously not a dwarf, get the kind of quality
workmanship that dwarven armorers have been giving
only to their own people for thousands of years.

“Now, to get there safely you must follow me as

you' ll never find it on your own or get in anyway.
Aaaahhhhh.... just one quick question my friend,
you're not an assassin or anything like that are you?"

Brumar’s Workshop is the present refuge of Brumar, a
dwarven armorer and inventor, an exile cast out of his dwarven
community. He is skilled in secret metal-shaping artsknown only
to dwarves, and kept from the rest of the world for millennia.
Needless to say, Brumar’s activities here seriously, even danger-
ously violate dwarven tradition.

It should come as no surprise that no bright sign marks this
shop. No posted bills advertise its wares. Few folk even know of
it. In fact, the shop’s location is mostly secret.

Brumar has enemies who were unsatisfied with his mere
banishment. They would like to see his punishment increased

Though author BRUCE JAQUAYS has since changed caresrs, he was once a prafessional video
gametestar{nlos work if youcan getitl). Tha diflioully lavel for many aColecoVizion game cartrdge
was based on hls hair-lrigger raflexos. Bruce requested Ihat Les Miraale shauld al lsas! recava
a note of thanks here for his brainstorming assistance (and helping us movethat heavy solabedl)

Musteator Gary M. WiLLiAMS hazs boon the art director for PULSAR!, aSF quaitarly, and was the
craatar ol Blocdmoose and Company lor Polyhedron magazine, but he says the lhing lor which
heis most proud, i that he and his wile Liz are wing historians—roenaciors of Revolitionary War
and Amaiican Chvil War pariod hislory He marches and dies in mock bathes whila she
demonglratos Mo an e new frontier,

dramatically and permanently, Brumar chose Sideshow for his
haven. It’s easy to get lost in the winding alleys here—and
Brumar likes it that way.

Nevertheless, Brumar needs to eat and his only source of
income is his skills at metalworking and inventing.

Advertising

To advertise his craft, Brumar uses trusted locals to provide
asteady source of customers. Brumarpays a percentage of the job
to the guide, so there is often competition to bring in customers.
The only restriction: “NO DWARVES!” Also, anyone who
brings in a “stiff’— someone who defaults on payment or who
bringsin too many window shoppers (people who look, butdon’t
buy) can expect to be out of the guide business.

Hours of Business

The workshop is, for all purposes, open around the clock.
Brumar needs the work and won’t turn a paying customer,
particularly one whose order involves a real challenge to the
dwarf’s skill, just because the hour may be late.

Services

Brumar can produce any type of common metal armor thatan
adventurer may need within a reasonable time, the high quality
work has that special dwarven craftsman look. Due to the high
quality of the work, it has the equivalent protection of minor
magical armor.

Brumar’s true pride and joy, and the way he hopes to be
reinstated into his former community are his “toys”—as he calls
his specially designed dwarven devices. His toys range from
modified exploding hand missiles to magically-powered animal
traps. He has also worked on modifications to dwarven cross-
bows and other weapons. Though these toys are his prime
concern in life, he is not as accomplished in their construction as
he would be, had not been banished before finishing his studies
in their making and enchanting.
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Prices

Prices are low, to medium priced, especially considering the
high quality. For payment, Brumar will take coins, gems, barter
(primarily food, clothing, wood and coal, old armor and weap-
ons), letters of credit from respected moneylenders and vaults
(such as Ironshield Financial Services in CB6),

I Layout

The entrance to Brumar’s Workshopislocated on a dead-end
alley off a side street from the main street in the same ancient,
crumbling neighbor that houses Nadorix’s Necropolis. In fact, it
islikely that Brumar’s is one of the buildings that form the walls
of the cemetery. Brumar’s building and the ones flush against it
are of a half-timber/wattle style construction with tile roofs.
Except for Brumar’s, the other buildings appear to be vacant. The
outside of Brumar’s is not much better, but the new reinforced
door with a lock® on it clearly gives away that someone lives
there. The front of the building has a boarded-up window that
probably was used for retail purposes in better days. On the
second floor, both front and back of the building have sturdy-
looking shuttered windows.

The door to Brumar’s has no sign proclaiming that one has
found Brumar’s. Instead, at roughly dwarf eye level, a message
branded into the door is a metal plaque inscribe with dwarven
symbols unique to Brumar’s former home. Guides will say that
it’s Brumar’s name and listof services, Dwarves not of Brumar’s
clan will say itis some sortof warning, but thatit’s hard toread—
and suggests that they leave him alone or face some sort of
horrible death inside.

Gaining Access to the Shop

A knock on the door will bring a loud, but muffled response
from the window above il. Brumar never opens the window to
talk to those below. After briefly questioning those below about
their business there,Brumar will let in those he wishes to do
business further with into his showroom. Though there is a lock?
the door seems unlocked but barred from the other side. A slight
rustling noise may be heard from the other side before Brumar
tells the customer that it is safe to enter. Though Brumar pays
them well, most guides expect Lo be tipped by the customer.

Brumar’s Building: First Floor

A. The Showroom (12'x 10') This rectangular room is poorly lit
by three bulbs of light (magical lights from Enefene) whose light
is reflected downward on to a display of armor. The walls are
covered with shields and weapons of various types and qualities.

The door in the north wall is of less stature than the entrance
door and is securely locked’. The door also has a string triggered
crossbow trap. The crossbow is aimed so as to shoot a dwarf sized
character in the thigh as he enters the storage room (B).

The outline of a trap door can be seen roughly in the middle
of the ceiling.

The displays change regularly but there will usually be a set
ofplate armor for a good-sized man, one for a woman and one for

some four-legged creature, All of the displays are securely
attached to the wall by fine wires.

An examination of the ceiling above the door will reveal a
heavy cross bar, with an ornate metal box with the common
symbol for danger plainly printed on them ateach end, held up by
ropes that lead to the floor above. The boxes, unknown to the cus-
tomer, contain dwarven explosives which are not volatile until
mixed (which happens if Brumar decides to drop the cross bar
quickly instead of slowly down to the bar holders). The resulting
explosion may kill lesser persons close to the boxes, but are not
powerful enough to guarantee death to everything in the room.

Brumar will deal with customers through the trap door in the
ceiling, using a speaking tube to communicate and a basket to
deliver and receive. The space above the hole is deliberately kept
dark to prevent easy shots from below.

Brumar is blunt and to the point when it comes to customers
who solely want a suit of armor or weapon. “What do you want”
he will say quite brusquely, “and how do you plan on paying for
it?” He throws sizing ropes and sample pattems down for
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measurement purposes and asks styling questions until he knows
enough to do the job.

However, should the customer be interested in something
special, like a toy or a complicated engineering project (like the
boilers at the Panther Club), Brumar is a bit more patient and
probing into the customer’s actual needs and desires, Brumar
feels that if he can visualize it, he can make it, or at least try.

All other rooms are off limits to all except for those few
trusted friends like the dwelf boy, Gregin from The Bottomless
Keg, Smilin’ Al, and the werebear Josef of the Sliming Path. He
has come to respect the Pack and the other gangsin Sideshow, but
he does not trust them the slightest.

B. Storage Room (12'x 14') This room has piles of armor on the
floor. Withaconcentrated search, one could find a piece of armor
to fit among these piles. Intermixed with the armor are piles of
unreturned plates and cups from The Bottomless Keg. There is
basically a path from the door to the showroom to the base of
wooden stairs which run from front to back along the right wall,
There are no light sources in this room.

Second Floor

C. Clutter Room (12'x 24") The second floor is illuminated by
one shaded oil lamp located in the northeast comer. Without
additional light, there are no definite images to be seen. The floor
is littered with armor parts, crockery and other garbage. There
doesn’t seem to be a path through the mess.

There is a stool by the window and a shadouf (a counter-
weighted, balanced pole and basket) to receive and deliver goods
near where the trap door to the showroom should be.

A dwarf-size hole in the east wall looks like it was chopped
out with a pickaxe. It is big enough for Brumar to pass through,
but require more time for a normal size person to maneuver
through it. A heavy blanket covers the other side of the hole,
preventing light from passing through.

With more light, one can see the crude rope and pulley
assembly to raise and lower the bar on the entrance door by the
window. There are quick-cocking crossbows (2-3) by the trap
door and the window. There are unlit lamps, one by the window
and one by the trap door. There is a speaking tube by the window.
There also seem to be dung pots by the hole in the wall.

Brumar has hidden smoke pots and other diversionary de-
vices near the window, trap door and the lamp in the corner. He
will use these to delay pursuit in an escape attempt. He would
rather run than fight. In no organized fashion, Brumar has put his
version of the mousetrap (see Brumar’s Toys) and other small
creature-killing devices in and under his mess.

The Other Building, Second Floor

D. Brumar’s Workshop (12' x 24") There is an abundance of
light here, bulbs of light (from Enefene) on the tables to provide
more than enough.

Next to the entrance hole is a lumpy looking mattress and a
plain, but warm looking blanket. Next to the window is a stool,
a lumpy-looking mattress and plain, but warm-looking blanket,
an unlit lamp and writing material. There’s a good chance that an
unfinished letter is here. The room is quite clean and organ-

ized. There are five tables placed against the wall—all covered
with bits and pieces of metal, strange tools, pieces of paper, and
jars ofunknown substances. There does not appear to be anything
of worth., There are some items under construction but their
purpose is questionable (see Brumar’s Toys). Brumar seemstobe
working on the mouse trap from hell, a collection of springs,
wires and hooks, A number of these curious looking units are set
casually on the tables (any character who picks up a trap will have
that appendage trapped painfully).

The second floor is very warm. The heat comes from below
and from a metal pipe that runs from the floor below and out
through the roof.

Lower Floor

E. The Armory (12' x 24"y As one walks down the stairs to the
lower floor the source of the heat becomes apparent as aminiature
forge is in the center of the floor. Using field stones, damaged
mortuary markers (from Nadorix's Necropolis) and other mate-
rials Brumar has been able to build a smithy with which he can
soften and then reshape previously forged armor and weapons.

Because he uses special dwarven metal shaping magics,
Brumar does not need the intense heat otherwise required. The
forge areatakesup the back half of the floor with the fire, cooling
trough and anvil. A pile of fuel is stacked under the stairs.

The pile of old and excess armor in the upper right corner is
his stock. On the tables in the left corner are jobs waiting for
finishing touches. Brumar tools (similar to those that potters and
even glassblowers use) lie on the table here, along with jars of
unknown substances. Fuel for the fireplace/forge is stacked and
piled under the staircase. A trap door covers the top of the stairs.

The front half of the room is used for finishing touches. There
is a polishing table and a table with tools that look like those that
a potter might use, but which Brumar uses in combination with
his metal shaping magic.

The door on the ground floor has the same bar and boxes that
the shop has on it. There are crossbows and a number of weapons
at hand on the lower floor. There are also a wide selection of
armor in various stages of finishing.

I Brumar’s Toys

Brumar has parts on hand to make a number of minor
explosive devices and spring-loaded spike balls which can be
throw like a rock, but release when they hit a target adding
additional damage to the target. Due to past problems with small
furry creatures stealing his projects, Brumar has taken precau-
tions not to leave fully assembled *“toys” lying around. He can
finish assembly very quickly. Other gadgets that look like they
may peel a potato or apple, some are little motion toys, like the
clackerballsinarow. There often will be multiple copies of items
each slightly different from the other. Basically, mostare useless
items that seem important to Brumar and his goals.

One popular piece, the “mouse trap from hell” can be found
for sale inthe Enefene (Sideshow’s general store) as it can safely
immobilize a level one ruffiri sized creature.
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l Personalities

Brumar. Q Dwarf male, Ht.: 4’ 2", Wt.: 180%, Age: 35. Q
Fighting Prowess: Fair, uses a war hammer which he can turn
into a thrown explosive device by pulling a pin and allowing the
chemicals to mix in the head, Good with his “toys.” Q Magic
Ability: Good C6, Poor C7.

Brumar is a chubby blonde dwarf with a short, roughly-
trimmed red beard, He dresses in casual, comfortable blue tunics,
wears the leather apron of a smith and talks with a thick “Ger-
manic” accent, His manner of speaking is blunt and to the point.
He never seems to have time for chit-chat. He loves giant
mushrooms, distrusts other dwarves, and fears assassination. He
is suspicious of everyone, and may refuse to complete a project
if he believes the customer to be in league with his enemies.

As a young dwarf, Brumar excelled in metal-working stud-
ies. Based upon a recommendation by his teacher, the Armorers
Guild accepted Brumar as a “postulate” apprentice—full mem-
bership being reserved for relatives of guild members.

Unfortunately for Brumar, the guild had a set of complex
seniority rules and more than a little favoritism toward dwarves
from hereditary “guild” families. These rules and attitudes de-
nied Brumar access to the secret lore and advanced teachings.
Not one to be thus denied, Brumar covertly listened in on classes
and studied “borrowed” codices of metal-working secrets. Ashe
leamed more and more, he realized that many applications and
techniques that seemed obvious to him were not being taught or

practiced. Tradition took precedence over experimentation and
innovation,

A fellow apprentice cut Brumar’s covert studies short when
he caught Brumar sneaking into a forbidden class. The apprentice
“grieved” to the Guild Council that Brumar had broken guild law
(the grieving apprentice, a member of a guild family, had long
been jealous of Brumar and his ability). The Council was not
amused by an upstart “Free Toiler” in the ranks and summarily
demoted Brumar to Metal Polisher junior grade.

Brumar felt his cause to be just, and appealed to the king. The
king, not wanting to cause dissent and having more pressing
matters, supported the guild’s position.

The “grieved” apprentice felt that he could now do as he
wished and entered Brumar’s personal quarters, looking for more
incriminating evidence, which he found, but never had the
chance to steal or reveal. Brumar had trapped his projects with a
combination of explosives and spring traps. Brumar was soon
dragged before the High Council, who weighed the evidence and
decided that branding, dehammering and banishment would be
the proper penalty.

Upon reaching the City, Brumar learned from his family that
the guild had placed a price upon his head, Despite this, he seeks
areturn to his former homeland.

I Scenarios

Scenario 1: Dinner Time, Brumar prefers the food from The
Bottomless Keg as the mess in the shop and living quarters will
attest. However herarely goes to places where dwarves might
congregate (and look for other dwarves). Thus, he needs some-
one to make a run for food. Pizza drivers may think they have a
rough time, but any number of persons or groups may be
interested in poisoning or drugging Brumar’s food to eam the
bounty for his death.

Scenario 2: ACME Co. Brumar has finished his latest invention,
but is uncertain if it will work properly or not. Sooo, he needs
someone to put it to use. Create some outrageous weapon, Or
defensive device. Have it work, but not quite as Brumar expects.

Scenario 3: A Friend inNeed, Gregin, the young dwelf who has
befriended Brumar wentto bring dinner to his friend and received
no response at the door. Gregin asks the adventurers to investi-
gate, and if need be, either rescue or avenge the dwarf. Should the
adventurers survive to find their way to Brumar’s Workshop,
they discover a journal notation on the dwarf’s work table (dated
several days past) that suggests that he has gone to visit the
mysterious Old Man. Thisisindeed the truth and he isindeed still
atthe Old Man’s compound. However, the Old Man doesn’t want
the world to know that he is having complicated bombs made
(which he will in turn supply to Leona of the The Sliming Path),
and will not welcome nosy intruders.

In addition to providing adventurers with custom made
armor, Brumar's Workshop could easily be used as the source
Jor all those weird contraptions that players invariably dream
up. The weirder the idea, the better the chance that the dwaif
will be excited about creating it,



If the man you work for shows you no respect, where
can you go to vent your frustrations? If you were
cheated on a business deal, but there's no way to prove
it, where do you go for revenge? If life’ s treated you
cruelly, and you just have to let your anger out, where
can you go for release?

The one place where it's alright to be so mad you
could just spit—the Spittin’ Image.

There’s a small building on the edge of Sideshow,
shabby, like many others. The exterior windows are partially
boarded over; the single front door is pitted and weathered. Once
a brothel that failed for some unknown reason, there is no name
on the outside to let the customer know he’s arrived at the proper
place. The only clue is a faded painting of a face above the door.
One side of the face wears a smile, the other a frown.

Thisdirty gray structure now houses amost unique establish-
ment, one devoted to the principle that not only is the customer
always right, he can prove it in any manner he sees fit. Thisis the
place for those who don’t know who caused their problems but
still want revenge. It’s also the place for those who do know the
cause but don’t or can’t confront the guilty.

This is a place where the customer—depending on the price
paid—can yell, beat, or even break body parts of a creature who
changes shape to look like someone the customer truly hates. The
look-alikes will do all the appropriate begging and make pitiful
noises—eventhough they won't feel nearly the pain the intended
target would (Group rates available! Bring the whole household
staff down and get back at the Master without fear of retribution.
Equipment supplied at extra charge).

Prices

Prices for 15 minutes of verbal abuse are about the same as a
couple of ales at a moderate tavern (See Trade Secrets & Other
Truths for more information). Prices escalate rapidly from there.
Physical contact adds a considerable amount, and true abuse is
very expensive, higher than any other service in Sideshow.
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After settling on services to be rendered and paying the
appropriate price—including a refundable deposit in case of
overexuberance—the customer is lead into aroom with one of the
shape-changers. The customer then describes the wished-for
victim to the creature, who changes int0 as near a perfect copy as
possible. Since there is a charge for time as well as for type of
abuse, thesc victims-for-hire are quite willing to take as much
time as the customer wishes to get the features just right.

I Effigies

“Don’t want to live like an Effigy.”

—An old City saying

The compliant shape-changing creatures are a members of a
rarely-encountered race of humanoids called Effigies, or Effies
or just “FE’s.” Once, long ago, they had a racial identity and a
name for themselves. Their numbers were never large and they
were nearly hunted to extinction in foggy past of the City. Those
early Effigies were small, furry, intelligent hominids imported by
The Old Man of the City touse against the City. Over the course
of many generations of cross-breeding, better diet, and magical
enhancement ; they reached their current state of being.

The Old Man used the Effigies to impersonate important citi-
zens of the early City and hopefully bring about its downfall.
While they might Jook like someone else, the Effies could not be
someone else. They were discovered and the Effie paranoia
(called “The Hunt”) began, uniting several powers in the City
against them, Like the classic witch-hunt, the Hunt was bloody
and indiscriminate. If hunters weren’t sure an individual was the
original or a posing Effie, they killed him or her. Even masquer-
ading as one of the influential didn’t help a clever Effie (some
tales from those days suggest that there was little doubt as to
which was the Effie and which the nobleman—many noble fami-
lies eliminated rival in their “righteous furor”).

The Effies were saved from total annihilation by the very
nobles who hunted them. It was not hard to notice that torturing
an Effie for information was a significantly difficult task. Effies
could take more punishment than a human and feltless pain along
the way. This same resiliency that made them fearsome oppo-
nents in the Hunt, also struck some sadistic chord in the souls of
a few of the powerful who sorted through the remaining Effies.

Any belligerent Effie was put to death. Only the meek
survived,
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Effigy Characteristics

Effies in their true form look like smallish humans with
extremely corded musculature, including their faces. Many
humans find the bulgy features distasteful, bothatfirst glanceand
upon subsequent looks.

Their extreme control of these muscles, combined with an
unusualsegmented bone structure,givesthe Effiestheir ability to
change shape. They can flex and twist their underlying structures
fairly easily but not particularly quickly. This shape-change can
goto the extent of increased or decreased heights although, since
this is accomplished by spreading the space or withdrawing the
cushioning in their spine, it’s uncomfortable for even the pain-
resistant Effies. Although they can make some radical structural
changes, the changed shape will generally be roughly humanoid.
A 150 pound chair is pretty much beyond any Effie’s capability.

The more different the shape, the more time it takes tochange
to it. However, it is not difficult for an Effie to maintain a new
shape. Changing back is fairly quick. The Effie simply relaxes.

There is no chameleon-like ability to change coloring.
However, Effies can squeeze extra blood too and from their skin
surface, which can change skin tone drastically.

Effie’s possess very thick hair, much of it under the surface
of their heavy skin. The apparent density and length is control-
lable toa certain extent. While they have a variety of natural hair
colors, Effie’s can not change their own hue without the same
aids humans use.

Although they can look like another person, they don’t
automatically have the other’s mannerisms. And they have no
special mimicry skills.

The high pain tolerance and ability to withstand higher-than-
human amounts of physical damage, would make Effies a force
to reckon with in combat.

However, they have some major weaknesses. The first is a
combination of nature and nurture. They are subservient. Ag-
gression was not a survival trait for Effies and only the meek
members of the family tree survived the Hunt. They are also
raised in a manner where they are constantly reminded that
showing any aggression is tantamount to a death sentence.

The second weakness is occasionally a blessing also. They
are very susceptible to magic in any form. A spell that put a
human to sleep for a day might give an Effie a two-day rest. By
the same token, magic that eases a human’s pain might cure an
Effie entirely. There is a racial phobia against magic in general
and specifically that being cast on them by people they don’t
know (Even if it is supposed to be beneficial).

The Present Situation

Some powerful families still have Effie servants, descen-
dants of the Hunt survivors. Frequently, they will be used as
bodyguards. They are quite willing and able to take an arrow for
their master—just don’t ask them for much in the way of
initiative. These living shields have been taught some skill at
arms, but are generally not the only bodyguard and certainly
never in charge of the others.

Most Effies live in the same area of Sideshow, yet few know
them to be other than human. Their own properties, though poor,

are quite clean. Even though they are rarely seen outside their
homes, the general neighborhood around the Effie area is cleaner,
too. Whether the Effies do this on their own or are brow-beaten
by their more slovenly neighbors is a matter of conjecture.

In any case, the general distrust remains. The rare times
Effigies do go out, they mostly keep with their own. They also
tend to go in small groups, correctly assuming that a lone Effie
would present a target for those who would gladly prey on them.
Even though Effies are very quiet and polite, this banding
behavior further fuels the fires of those who would see them all
eliminated.

Other than the very rich and powerful, most people do not
employ Effies.

I Trade Secrets & Other Truths

There is no sign on the door of the shop and no written price
list anywhere inside for two reasons. One, the master of the
house, an old man named Videant Case, felt a large percentage of
the clientele probably couldn’tread. Two, even though he carries
what appears to be a menu that he refers to frequently during the
pricing process, he changes the prices depending on his personal
feelings about each client.

Although he controls the money at the Spittin’ Image, Case
never removes it. His boss comes in personally for that and
information. Case knows his boss is an Effie and even hasa good
idea of who it is. However, he fears and respects the man to such
adegreethatit would be impossible to break thatinformation free
(Although the boss comes in shifted to look like different hu-
mans, he has a sign that’s hard to fake. He’ll shake hands tightly
and grow an “X” in his palm. Tough to see and impossible for
anyone other than another Effie to duplicate).

The information the boss requests from Case and the other
Effies is that of who hates who and how much. He wants the
names of both client and ‘target’ and how aggressive the interplay
was. Also, any odd comments that might be helpful later.

I Layout

The building was constructed as a double shell. A walkway
runs completely around the inside of the outer wall. It's easy to
peek in through the windows since the boards only cover enough
of the windows to keep people from climbing out or in. Atnight,
patrons are lead to their appointed rooms by an Effie with a torch.

A. Entry (10' x 10" The entry area is barren except for the
constant presence of Uncum Pulsive, the huge mostly-troll
bouncer, who stands to one side of the door at all times unless
there’s trouble. He will direct newcomers to either of the waiting
rooms until Case sends for them.

B. Waiting Rooms (15' x 10") Similar in their odd and old
furnishings, these rooms are rarely occupied for long. There are
bells of slightly different pitch on both the front and back door to
each room. The wait for an Effie escort to the appropriate room
is generally not a long one.

C. Case’s Office (10" x 10") As cheaply furnished as the rest of
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the place, the office only contains a desk and two chairs. Case
generally sits while the client (or spokesman for a group) makes
his requests and completes his transactions. The old man takes
the money and puts it in an old wooden box in the desk.
Frequently, there is an Effie in the room with him to carry out
instructions. If not, and Case has to leave for any reason, Uncum
makes sure no client enters. After each client is taken to his Effie
encounter, Case slips though the secret door—the one well-
crafted thing in the entire place—and will take all but a single
silver coin from the money box and hide it under a loose
floorboard. The door is of “hide-in-plain-sight™ construction.
Some of the cracks in the filthy wall are the edges of the
irregularly shaped opening.

D. Viewing Area (40 x 10') Originally built to allow viewing of
some of the activities in the brothel, the viewing area has small,
closable peepholes into each of the other rooms with the excep-
tion of the waiting rooms. Case keeps the money hidden under
loose boards next to the secret door, which can be barred from the
inside. This is the only door into the viewing area, but there is a
special break-away panel at the far end. Case makes sure clients
who partake in verbal abuse only are brought to use this room.

E. Encounter Rooms (10'x 10') Still furmished with much of the
furniture and equipment from the brothel days, these rooms are
for clients alone or in groups of two or three. Where there is
furniture, it has been carefully smoothed so there are no sharp
corners to fall on,

F. Party Rooms (15' x 15") Groups of four or more and activities
of any extraordinary nature are brought to these rooms. Again,
the furnishing is strictly “Olde Brothel.”

There are no privies on the prcmises.

I Personalities

VideantCase. QEffigy male. Ht:5'2"; Wi: 115#; Age:
53.Q Fighting Prowess: Average defensive hand-to-hand due to

C5 magics, poor otherwise. [ Magic Ability: Excellent
inC2, fairin C5.

Videant is an Effie on the edge of completely break-
ing free of the subservient nature. A masterful healer, he
truly hasthe magictouch.Notonly can he cure a wound
quickly, but he seems to find it quickly and with unerr-
ing surety. And not just the body—most of his patients
feel better mentally. He’s just that good.

He runs the Spittin’ Image and is constantly there
from before it opens until the last Effie’s healed and
ready to go home. He meets with each client or at least
with a representative, sets the price according to both
client and services desired, and decides on the appropri-
ate Effie substitute. Case is as protective of his employ-
ees as he can manage considering their jobs.

More than happy to help out just about anyone in
pain, he’s particularly pleased to help those that really
deserveit—a feeling due mostly toremnants of the Effie
mind-set. But he’s also more than happy to receive
payment, a sign that his well-being is not as low a priority asitis
with most Effies. He does not advertise his prowess, since he
spends most of his time down at the Spittin’ Image keeping the
employees healthy.

However, it’s not his healing that’s had the most effect on his
life andit’s not the ‘normal’ parts of his Effie heritage. He has an
extremely subtle empathetic ability. It’s something of amutation,
amental version of his shape-shifting—so innate that he doesn’t
realize he uses it. Nor will even most magic users.

Not only can he find out just where it hurts both physically
and mentally, he can alsoreverse the effccts somewhatandimbue
his feelings into other people.

g C
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Uncum Puisive. Q Troll-Effie half-breed; Ht.: 7'7"; Wh.:
475#; Age: 29. Q Fighting prowess: Good, mainly fist or club,
but his great strength and incredible ability to withstand damage
makes him a one-on-one threat to anyone.

Itis probably a good thing for everyone that Uncum inherited
a bit of the subservience of the Effies and some of the single-
mindedness (due to brain capacity?) of trolls. The resultis aquiet,
non-aggressive monster with absolute loyalty—in this case, to
Videant, who helped Uncum andhis Effie mother survive “child”-
birth and the traumas of growing up unhuman,

Uncum is incredibly gruesome—ugly for atroll—and intimi-
dating. Were one to be able to tell trolls apart, one might
recognize some of the attributes of the late troll chieftain, Blugluk
the Blasphemous in this, his unknown (and only male) offspring.
But he never starts trouble. He’s barely able to decide when it’s
time to defend himself, something that’s almost unnecessary
anyway. A giant-sized package of troll-tough hide combined
with the Effie ability to shrug off damage makes Uncum one of
the few things living that might actually laugh off a great-sword
attack ... if Uncum ever laughed (an attack on Case or order from
the same is an entirely different matter and is carried out with
deceptive speed).

Uncum carries alarge club, but the chance of him using it are
small. He forgets and with his strength, a weapon is nearly
superfluous anyway. His style is direct, his accuracy suspect, but
only those with a death-wish would anger him on purpose.

The Effies are the only ones who treat him kindly and con-
sider him one of them—even though he has no shape-changing
ability. Though a troll on the outside, he is an Effie at heart.

Case gives him simple orders at the Spittin’ Image—Ilet no
one into the office without Case’s permission, break up fights or
cool off overly-exuberant patrons without hurting them too

much, open the door for people during business hours, and escort
the Effies (including Case) home after closing down, and be nice.
The escort order was added when Case learned that some
low-lifes were picking up freebies by waiting around for Effies
after closing. Case, with his knowledge of what causes the most
pain as well as what it takes to heal it, carefully instructed Uncum
on what the monster should do to the after-hours crowd. Word got
around very quickly and there haven’t been any attacks on Effies
when Uncum is around since.
Effies. Many Effies work at the Spittin’ Image, although it
would be hard to tell just how many without Case’s help since
they rarely wear the same face twice. They don’t mind working
here for three reasons. One, it’s in their nature. Two, most of the
clients are too wimpy to do anything really damaging anyway.
Three, they make more money from salary than most in Side-
show—and guilt-driven tips are amazingly good.

I Scenario Suggestions

Scenario 1: Who's the Boss? One of the players ishurt and Case
heals him or her. In return, he asks for a favor: He’s been
threatened both at home and on the street for information on his
boss, when Uncum is not around, of course. Some of the threats
are aimed at his employees and he knows Uncum can’t protect
them all. Case would like the adventurers to find out who was
asking and make them stop.

Scenario 2: A Dish Best Served Cold. One of the Effies has
overheard comments about a plot against Smilin® Al Crumb.
Case, without telling the adventurers, is unable to get word to his
boss and feels obligated to have someone to look into the
problem. It seems that the original brothel owner was The Old
Man of the City (all the girls and boys had diseases that they
passed onto customers) and was forced out of business by Case’s
boss because the building was perfect for the information-
gathering Spittin’ Image. Now in a position of power, The Old
Man is taking care of some old revenge business.

Scenario 3: Hail to the Chief. Uncum, the bouncer, disappears.
Days later, a message comes to the Spittin® Image. One of the
trolls who guards Blugluk’s tomb in Nadorix’s Necropolis saw
Uncum andrecognized him to be the son of the late troll chieftain,
These loyal followers of the dead chief kidnapped Uncum and
now expect him to lead them to victory over Blugluk's succes-
sor—only Uncum, being mostly passive, hasn’t the heart for it.
Since Effies are particularly unsuited for a rescue endeavor, Case
offers the job to the adventurers.

Admittedly, the average adventurer doesn't require an
abuse shop—afier all she can vent most of her frustrations on
vile monsters and evil overlords. Yet, like the secretive owner
of the Spittin’ Image, one can find it valuable to know who
dislikes whom. And then, there are those in Sideshow, like the
gelatinous Blu, who trade information as a commodity. Of
course, for that adventurer whose soul has suffered as well as
his body, the hands of Videant Case can provide a surcease of
from the inner, as well as the outer injuries.



The Face
Place

To the world at large, the Effigies epitomize subservi-
ence, nonviolence and nonaggression. Yet within any
race there must be those who defy the norm. Not every
Effie will calmly smile while some human lowlife kicks
his teeth in. They're out there; the angry ones; the ones
who can't wait to kick back. Of course, someone who
can channel that aggression and make use of the
unigue Effie abilities is bound to be successful.

Posted in several places around Sideshow are the fol-
lowing signs:

D o your looks hurt your business? Worried you
don't have the right appearance for 'polite’ society?
Can't straighten out minor problems because others
react to the outer you instead of the inner you?

Is all of this unfair?

You bet it is. That's why we've formed:

THE FACE PLACE

It's tough enough working things out with humans. We
ought to know, we're humans ourselves. And we think
it's really unfair that certain folk in Sideshow lose out just
because of the way they look. So we provide a go-
between service. We'll be your representative in any
dealing, business or personal. We've got a large variety
of part-time employees so we can find one with the skills
and looks to suit your needs. Reasonable rates.

If you need a face, we're it!

The ad for this establishment pretty much saysit all. Custom-
ers enter the front room of the small shop and talk to Nabout or
Rea Semb. If there’s business to be conducted, the client will be
taken into a private room to take care of the details. Occasionally,
a client may see through the door into the scheduling room and
catch a glimpse a chart which lists the names of employees with
their pending activities.

Someof the jobs they’ve done include: taking trod-uponsinto
the human areas, providing a ‘face’ for business deals downtown
if the individual is totally unpresentable in ‘polite’ society, acting
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as intermediaries to help call off a personal vendetta, helping a
client ditch someone following them, and simple bodyguard and
escort work.

Prices are negotiable,

I Company Secrets

There’s one minor detail wrong about the ad—the part about
alarge number of humans. Actually, no humans work at the Face
Place. Everyone involved is an Effie.

There’s an obvious and fairly successful advantage for Effies
in this job, the right look for the job. If someone in Sideshow
wants to make a business deal with anoble family, the Effie proxy
will wear an aristocratic face. Taking care of a misunderstanding
with a mercenary is just a matter of shifting visages to that of a
grizzled warrior. And they can do a great job of confusing
someone tailing a client.

Generally, the Effies come and go with the same face. They
are very careful with when and where they change. They know
several places around town where it’s safe to change clothes and
faces. However, they will also come in, change face and leave
with the thought that anyone watching will still think there’s
someone inside.

Business is good. In fact, they need more help, hopefully
another Effie; but if they found someone else trustworthy...

Layout

The Face Place is a small, one-story woaded building sharing
awall with another shop. It’s nothing special to look at, but seems
tobe justatouchcleanerand betterkept upthan othersin thearea.

A. Waiting Room. (10" x 10") The front door opens directly into
the waiting room. It’s small, with a few comfy chairs and an open
space for those who can’t use furniture.

B. Private Office. (10" x 10") Clients are brought in here to go
over the details of their business, make payments, etc.

C. Schedule Room. (20' x 10%) There are lists of jobs posted on
the wall. However, the ones posted are bogus, fake names with
fake jobs, These are put up to aid the illusion that there are more
people involved. Also, some of Naboutand Rea’s alter-egos have
names. Theirjobs are listed separately. If someone clever gotinto
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the room, they could notice that the two Effies and several of the
alter-ego names never had jobs at the same time. Of course,
they’d have to research the totally fictitious names to wipe that
red herring out.

D. Changing Room (20" x 10') This aptly-named room holds a
couple cots and some extra clothes. Unless someone knew for
certain that the Effies were working out of here, the different-
sized clothes would give the impression that there were more
employees around. Just as a bit of confusion, there’s a little trail
on the floor of dirt that’s much darker than what would be found
outside. It’s to mislead anyone checking up on them into thinking
there’s a trapdoor somewhere around (there isn’t.)
The heavily barred back door opens to the alley.

I A New Race?

There are those who believe that aggressive Effigies repre-
sent a new race, distinct and different from the weak-and-meek
norms. Luckily for all Effigies, those who harbor the suspicion
are Effies themselves. If paranoid humans were ever to suspect
that Effies could be lions instead of lambs, the days of the “Hunt”
might return.

Personalities

Nabout Semb, a.k.a. Semb the Lance. QEffigy
male. Ht.: 5’8" (usually); Wt.: 155#; Age: 25. O Fighting
Prowess: very good with spears, lances, and the like, others good.

Nabout’s former “employer” used to call the Effie’s job
“arrowcatcher.” Born a servant (or slave) in one of the finer
households in the City, Nabout was trained to step in front of his
master whenever danger threatened.

Danger suited Nabout just fine, only not for someone else.
Severe beatings taught him early to hide his aggressiveness, but
atthe not-so-tender age of 15, he ran away after he badly beatup
one of the master’s human guards.

He went “human” and joined up with a cavalry unit where his
skill with the lance was cultivated. One day, while taking time off
in the city, he and his buddies took a ride on Smilin’ Al’s
Sideshow Tours. It changed his life when he saw the way many
of the different races were treated. Old memories surfaced and he
quit his job to come to Sideshow.

He wandered for days, trying to decide what he could do.

Then he heard about the Spittin’ Image. While in with another
Effie for a““session,” he tried to talk that Effie into running away.
The less-aggressive Effigy refused in his own subservient way
and Nabout stormed out.

The next day, in the Panther Club, a human sat down and
bought him a drink. At first Nabout didn’t want the company, but
when no one else was watching, the stranger shape-shifted
enough to let Nabout know he was with a kinsman,

A few days later, the stranger bankrolled The Face Place.

Rea Semb. Q Effigyfemale. Ht.: 5°3" (usually); Wt.: 110#;
Age: 24.Q Fighting Prowess: good with a dagger, otherwise
fair,

Rea grew upin Sideshow. While still quite young, she figured
out she wasn’t like all the other Effies. Her grandmother, al-
though not aggressive herself, told stories of other days, then
cautioned Rea on how she had to behave around others.

Yetshe justcouldn’t maintain that reserved Effie manner. So
she used to change into human form and run off to play with
childrenin other parts of the City. Fear of discovery kept her from
making long-term friendships, but gave her a very wide range of
City knowledge and a healthy dose of street-sense.

Her father worked atthe Spittin’ Image and, when she was 21,
took Rea down o get her a job there. She tolerated her first client
yelling at her, but when he hit her, she became enraged and tried
to shape-change his face. If Uncum, the bouncer, hadn’t pulled
her away, she would have killed him.

The next day, a stranger came to her house. When her father
let him in, the man immediately announced he was taking Rea
away and the family would never see her again. The father
agreed, Rea didn’t. But then the man changed his face and
showed Rea a whole new existence.

The stranger introduced her to Nabout and gave her part
interest in The Face Place. A year later, she and Nabout assumed
the mantle of husband and wife.

I Scenario Suggestions

Scenario 1: Face from the Past. Whether rumor or magic,
Nabout’s former master has the inkling that his ex-bodyguard is
around again. He saw the young Effie go after the bodyguardin
anextremely aggressive fashion and has since held the suspicion
that there’s something up. He hires the adventurers to find
Nabout, a tough jobinitself. Will the information gathered on the
search lead the adventurers to side with the Effies against the
powers of the City or will the adventurers take on some very
tough warriors with the ability to change faces?

Scenario2: Face for Hire. The clientele is expanding faster than
the Sembs can handle. They need to hire some new faces for the
place. Chances are the adventurers might fit the bill. Think up a
situation that might need a human go-between for an inhuman
client, then complicate the matter with some underhanded con-
niving going on.

If the adventurers are mostly nonhuman, then the folks at
the Face Place could be their representatives in places only a
human could go. For the typical human adventurer, the most
likely use for the Face Place is as an employer.



Tours

Come one, come all. See the geeks, freaks, and the
meeks. Smilin' Al will personally—and safely-—take
you through the seamiest side of Sideshow.

Posted on the street comer near a cartage and caravan-
sary run by centaurs is a large wooden sign with “Smilin” Al’s
Tours” written across the top. In smaller letters below it reads,
“Safety Guaranteed.” On the bottom half, written in chalk, isalist
of open dates for the day-long tour into Sideshow.

While most days are first-come, first-served, there are a
reasonable number of days reserved in advance for groups
wishing to tour through Sideshow together. Business has a
tendency to ebb and flow as word-of-mouth creates a wave of
interest or slumming through the odd section of town again
becomes chic.

Smilin" Al picks up payment, then customers in his large,
comfortable carriage and carts them through the streets of Side-
show to see how the weirder half lives. He has his little schpicl
and comes off as condescending-to-downright-bigoted against
the inhabitants of Sideshow. It’s amazing—and atestament to his
magic and cunning—that he doesn’t get attacked while passing
through on a tour. And he does hit some sleazy bits.

Layout

Smilin’ Al's place of business consists of the Office and
rented space in the adjacent stables.

A.The “Office.” (15'x 10") Alarge section of wall opens out like
an awning from this converted stall next to a stable. There’s no
doorway, but none’s really needed since Al never invites anyone
in anyway. The only furniture consists of a small cot, a comfort-
able-looking chair, and a keg serving as a table.

Aldoesn’tkeepany records, sothere’s no ledgeraround. The
only thing remotely resembling a hiding place is the keg, so Al
filled it with tar in case anyone broke in and smashed it open to
search,

B, Stables. (30' x 20"} The horses and carriage are kept here
overnight, The carriage is an open airrig witha bright canvas roof
to keep the sun and rain out. It seats eight on its padded benches.
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About a half dozen miscellaneous first and second stage Ruffiri
lair here, so Al simply pays them to tend to the animals and keep
the carriage clean and spook off prowlers.

I Personality

Smilin’ Al Crum. Q Effigy male. Ht.:5'5"; Wt.: 165#, Age:
39.0 Fighting Prowess: Good hand-to-hand, with daggers, and
with any small thrown weapon. Fair otherwise.

Smilin’ Al always wanders around as a human. Only the
Sembs from The Face Place know there’s an aggressive Effie
under that smarmy exterior. But it’s only fitting since he’s their
silent partner. Not that all his business associates know who he is.
Videant Case from the Spittin” Image knows the boss of the place
isan Effie, buthe doesn’tknow which one and doesn’t have aclue
that Smilin” Al of touring fame is an Effigy.

Where as Rea from The Face Place knew she was different
from other Effies but stayed with them until she was grown, Al
ranaway whenhe wassix. He passed himself off as an orphanand
would even convince families to take him in for a time. His fear
of discovery meant he wouldn’t stay too long though. The
continual game of hide-and-seek taught Al how to be very
charming and his ability to talk himself out of difficult situations
is exceptional, even legendary.

Even while he lived mainly in the human areas of the City,
he’d still occasionally come back to Sideshow and mingle with
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the other Effies, hoping he could find others like him. Over the
years he has and there is now a small but growing network of
aggressive Effies around., Al has hopes of gathering enough
power over time to gain respectable status for the aggressive
Effies. He's pretty much given up on getting the majority of
Effies to come out of their shells and really considers the more
aggressive ones to be almost a different race.

He feels the way to elevate their status is through money and
information. He funded and staried The Face Place, Spittin’
Image, and Smilin" Al's Tours to do both things. Through the
latter two, he gets a lot of information on what people feel about
other people and Al puts this to use when developing contacts for
The Face Place.

One of the big aids to this is his near-perfect memory. If he
hears something once, it’s generally his forever. By combining
his memory with his street-trained sense of attitudes he can put
together information from many sources and make it work for
him. His ability also means he doesn’t have 10 keep any records
which makes it more difficult to find out what he’s up to. (It also
means that if something were to happen to Al, The Face Place
would be dealt a severe—though probably not fatal—blow).

All types take his tours—the curious, the gawkers, even the
do-gooders wishing to improve conditions in Sideshow (just
because they want to make it better down theredoesn’t mean they
don’t worry about their own safety.)

Part of the reason Al has such a good safety record is his
reputation. Early on, he hired some rather physical typesto go as
his passcngers. When trouble struck, sodid Al and hiscrew. Also,
Al is something of a walking arsenal. He carries little odd
gadgets. weapons, poisons, blinding dust, purchased magic bits,
and so on. He’s got a soft spot for odd little gizmos and collects
them for fun and use on his tours. And he’s not the least bit
hesitant to use them. (He feels everyone should learn to “take it
like an Effie.”)

Another part is the fact that Al always carries something
magical with him. He figures those riding with him that wonder
how he gets away with heading through Sideshow like he does
may think it’s magic and those possible attackers in Sideshow
with a nose for such things also will think it’s some sort of
defense. Occasionally it actually is.

The final reason he doesn’t run into too much trouble is his
use and distribution of information. Some people in Sideshow
know that he’s actually doing some good. Others who might not
be so generous toward his tours have had potentially damaging
information dangled in front of them to back them off. There still
is some posturing and threats when he takes a tour through.
(Although some of il is set up in advance for the tourists.)

The rumor that Al is a friend of Sideshow actually does float
around occasionally in the main parts of the City. However,
anyone who’s actually been on a tour gets such a different
impression that the rumor usually gets squelched in a hurry.

Al also is something of a community watchdog in that he will
start bringing the tour through an area he feels is getling a bit
scummy. So some of his grousing comments during the tour are
not completely a put-on.

Al helped the amorphous being, Blu, set up Enctene (cf.)
some years back. The two share information (though Al doesn’t
give the amoeba secrets until they cease to have strategic value).

He is not on pasticularly good relations with her highness
Abet Noir of the Pack. It seems that the Pack has decided that
Effies, being subservient types should be easy marks for in-
creased protection fees. Thus he pays a fairly hefty sum to the
Pack to keep the Spittin’ Image “safe.”
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Al is also a member of the Sliming Path, thoughin a different
guise and mostly to collect information. Again, he is not neces-
sarily their friend. Effies are too human appearing for creatures
like Leona the wereraccoon to accept their inhumanity.

I Scenario Suggestions

Scenario 1: Take my Boss. Al is found out. While the adventur-
ers are taking his tour, a small army of liveried thugs, henchmen
for one the most powerful families in the City take him captive.
The Sembs from The Face Place want to try to get him out but
know if they start using their contacts to help someone discovered
to be an Effie it will ruin the operation and may trigger another
“Hunt” so they hire the adventurers to grab their kidnapped boss
from the noble’s well-guarded home.

Scenario 2: To Hunt the Enigma. The mystery of the Old Man
plagues Al. He feels he should know more about this enigmatic
being. He hires the adventurers to break into the Old Man's
compound, explore and bring back information. The closer tothe
secret that they come, the more he will pay.

Scenario 3: Let this be an Example to You All, The Sliming
Path (with Leona’s strong urging) decide to make an example of
the exploitive, bigoted Al Crum. Though it is of little value, they
intend to destroy his office. Al is present at the meeting, but can
do litde to change the decision. Instead, he hires the adventurers
to conveniently be at the storefront and present a show of force.

What belter way to introduce adventurers to the sights,
sounds, smells, and denizens of Sideshow than by way of a
puided tour?
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that goes on in the Cily, surgeon's sutures are
plentiful. But for those willing to risk experimental
surgery—the decidedly inhuman Lurkkan doctor offers
MORE. A re-attached limb, and implanted head armor
are among the wonders to be found at

the Knight's Cranial Hospitaler .

The Lurkkan house (sometimescalledthe Lizard’ s Chop
Shop) isnotreceptive to everyone. There is far too much of value
here to safely let just any bleeding rogue pass their door. One
must have both something the Lurkkans value, AND a referral
from someone the Lurkkan’s trust before gaining admittance to
this mysterious clinic.
Born into the lofty “Kkurjeon” (surgeon) caste, Lukkas, the
Hospitaler’s owner, served his internship in Hakkon, the capital
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manager of lwo cals, lwe kide, lwo dogs, iwe rock bands and a wikd man. Though she dislikes
aerobics, sho gels her exercise Wining service dogs lor Ihe blind and pliysically handicapped

Hustrator, Davio O. MiLLeR's work has appeared in Dungeon, Dragon and Whie Woll magazines
in the iast Iew years, but he ales informs us that in real kie he is a lree-lance graphic designor and
was farmerly tha art director ior I1he Space Camp in Huntsvile, Alabame
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city of the distant and exotic jungle lands of Lurkka In Lurkka
he would have been just another kkurjeon, repairing damage
incurred by valuable warriors and the high-caste who foolishly
injured themselves in exotic sporting events.

Instead he chose a form of exile and together with his wife
Kafkka, a member of the lower “Defender” caste, they operate
the Knight's Cranial Hospitaler as both a self-supporting busi-
ness and a research hospital, delving into the challenges of cross-
species surgical experimentation.

I The Lurkkans

The tall, reptile-like Lurkkans are an imposing sight when
they stand erect on the hindmost pair of their six limbs. Despite
their size and reptilian appearance, they are warm-blooded and
move with astonishing speed. Reftractable claws in all append-
ages give added dimension to their martial skills.

Their topmost limbs are usually heavily muscled. Their
middle limbs are used for deadly precision strikes with light
weapons, or fine stitch work in surgery. When down on four
limbs (mid and hindmost), Lurkkans move with sensual slow-
ness, like flowing water.

Lurkkan faces are flat and reptilian, with large, widely spaced
eyes. Their pale body hair is restricted to the head. The texture of
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their shiny skin varies with birth caste, Lukkas’ skin is fine, like
soft leather, while Kafkka’s is like snake-skin. Low caste warri-
ors like Leal have thick, knobby hide and some armadillo-like
plateson parts of their bodies. The skin of all casts canbe polished
to a shimmering luster. Their sparkling grey blood congeals
easily and rapidly.

The Lurkkans’ fighting prowess is enhanced by their indige-
nous bony armor face-shield. Hidden within folds of skin, the
tough, dark gray shield snaps down from the hairline of their
foreheads, instantly covering their faces when they sense danger
(shields implanted in other species must be lowered manually,
like helmet visors). The near-indestructible eye lens in the shield
provide variable magnification vision as needed. When in place,
the shield covers the entire face, excpet for the ear hoods.

All Lurkkans have hollow fangs through which they can
inject a mind-altering poison. A warrior's poison is deadly.
Kkurjeons inject anesthetic-like narcotics. A capable Lurkkan
kkurjeon can transplant glands between castes.

Lurkkans are egg layers, but they suckle their young like the
terrestrial platypus. The Kkurjeon caste are only able to fertilize
one egg in their lifetime.

Incapable of making music themselves, Lurkkans are mo-
mentarily transfixed when they hear singing or other musical
sounds. Clients who engage in such activity are wamed to desist,
without explanation.

I Surgical Services

The Hospitaler provides surgery for a fee, from simple
stitching of wounds to complicated limb reattachments. Some
emergency surgeries are performed, but most work is performed
on an “elective” basis.

The Lurkkans do not operate a charity—preserving non-
Lurkkan life is not a high priority. Save for the most extreme
cases, they will not treat total strangers. Those seeking surgery
require references, either from a respected City healer (profes-
sionals will know of each other), or from someone of prominence
within Sideshow, such as Smilin* Al, Crube Collie (The Bot-
tomless Keg), the necromancer Nadorix, the ruffiri witch Krysta
Rose (Panther Club), or Abet Noir (The Pack).

Nevertheless, one thing guaranteed to grant an audience with
the Kkurjeonisakkolade, a preciouscrystal foundonly withinthe
towering cliffs in the jungles of Lurkka. Akkolade is universally
admired because of the pinpricks of bright, pure colors transfixed
within swirling veins throughout the otherwise transparent gem
stone. A set of akkolade goblets would bring a king to hisknees
(or from Lukkas, the guerdon of a Lurkkan face shield!). Next in
value to Lurkkans is platinum, and diamonds are always of
interest.Lesser metals and stones are accepted, since the Lurrkans
do need to deal with local merchants and are loathe to part with
their precious platinum.

Lukkas will consider foregoing a fee if a clientis willing to
undergo experimental and quite often dangerous surgical proce-
dures (usually involving interspecies transplantations or modifi-
cations of existing limbs or organs). He accepts one charity case
per year as an offering to the gods. There is a 5% chance per game
year that an adventurer might become the charity case.

Sample Surgery Costs

Prices given in platinum pieces (pp)
20 pp Tumor excision
40 pp Organ repair

100 pp New limb **
200 pp Lurkkan face shield *

1pp Wound closure
2 pp Digit reattachment
10 pp Limb reattachment **
10 pp Simple regeneration ***
20 pp Reconstructive surgery **%*

*  Face shields: For an awesome price, an adventurer
could have a Lurkkan face shield implanted, giving the perma-
nent equivalent of a plate armor helmet, without the bulk and
inconvenience. A thick thatch of hair easily disguises the slight
distortion of the head.

**  Lost limbs: For a more moderate cost, the Kkurjeon
will re-attach severed limbs. If the original is missing, a suitable
replacement can be had (the necromancer, Nadorix, often sup-
plies the Hospitaler with parts no longer required by his own
clients at the necropolis).

¥+ Regeneration: Aregenerationbath will reproduce lesser
body parts, such as fingers and toes. Facial features can be
regrown with the strict understanding they may not match the
original—in effect, an identity change. The Kkurjeon will per-
form this kind of operation, but finds it distasteful.

**x* Restoration: He can surgically restore many deformi-
ties and physical abnormalities caused by curses and magic.

I Layout

The building is constructed of blocks of sertainite, a mineral
indigenous to the cliffs above Lurkka’s peacock green wetlands.
A cloudy translucent stone, polishing sertainite brings out its
opalesque colors. Sertainite absorbs solar energy readily and
disperses the heat evenly, keeping the interior of the Hospitaler
at 80° (F). The roof is crafted of thin tiles of quartzite mortared
in a wood framework,

The front door is covered with hammered silver, as is the
bizarre human-skull-shaped door knocker. The skull is four feet
fromthe porchfloor,andthe transparent slatbehind the skulleyes
permits two-way viewing through the door, When one manipu-
lates the jaw to knock, it “chatters,” shocking the guest and
amusing the Lurkkans.

The interior of the Hospitaler is like a hot-house—hot and
quite humid—a condition preferred by the Lurkkans. Every
room is equipped with tiny nozzles near the top of the walls.
Periodically the room is sprayed with an ultra-fine mist of water
that comes through channels in the upper blocks from a roof-top
water tank (supplied by rain water and buckets from the fountain
in the waiting room).

Most rooms contain a profusion of exotic Lurkkan plants.
Many seem merely decorative reminders of distant Lurrka, but
most, even all are either medicinal, edible and some few danger-
ously poisonous when eaten raw.

A. Waiting Room Courtyard (20' x 29') This room is replete
with plants and potted trees illumed by the sunlight that comes
through the transluscent roof. A single oil lamp chandelier hangs
from the ceiling grid work, along with more plants, trailing wispy
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vines like beards of Spanish moss.

To the west of the entrance are two stone chairs. To the east
isalow, wide stone bench, which is gently warm to the touch. In
the northeast corner of the room is a locked® wall display of pairs
of beautifully-crafted goblets. Opposite the entrance, double
doors lead into the interior. Immediately to the west of the
interior doors is a lovely, polished sertainite drinking fountain.
The Hospitaler is built on a natural spring, which supplies their
copious use of water.

B. Sword and Exercise Room (15' x 17) A locked® weapons
display case curves around the northwest corner of the room,
containing Kafkka’s exotic collection of swords.

B1.Privy (5 x 8') The holes are on a wide, raised bench, and have
tight-fitting, decorative lids. There are access doors in the front
of the bench. Leal cleans the receptacles daily.

C. Leal’s Room (10'x 20') The 4' x 8' bed cushion is in
the center of the room. The warm household climate
precludes the need for bed linens. The entire south wall
is a case for hunting gear and weapons, with locked?
wood-panel doors. An armor stand next to the clothing
trunk displays Leal’s armor when he’s not wearing it. At
each end of his bed cushion is a low nightstand and oil
lamp. Though carefully hidden on the waiting room side,
the secret door is easily seen on this side.

D. Supply Room (37'x 10") The narrow southern portion
of this room is lined with shelves of medical supplies
such as bandages, scalpels, instruments, soap cakes, and
bobbins of suturing materials. Lukkas’ scrolls of medi-
calnotes are kept here in corked jars, and he values them
second only to akkolade.

There are also 3-5 skeletal Lurkkan face shields,
wrapped in clean cloths. Shields come from departed
Lurkkans, and are in limited supply. About 70% of the
time, Lukkas has a shield in stock that will fit the
customer. They might be valuable to a collector of the
bizarre, as only Lukkas can implant them.

There are three gurneys (wheeled cots) here. They
are three feet tall, with large spoked wheels on one end
and smaller swivel wheels on the other. Handles pro-
trude from each corner. A 2' x 3' wheeled supply cart is
draped with clean cloths next to them,

The peculiarbathtub is contoured to support a person
inacomfortable reclined position, knees raised, arms on
restsand head supported. An injured patient is immersed
in a plant-poultice stew for an hour, then wrapped in a
gooey plant pack and bandages and strapped (o a table,
Patients are fed a high-nutrition healing broth, Patients
are then released into the custody of friends or family—
with orders to sleep another day before being totally
healed of their hurts,

E. Surgery (10' x 10') The surgery has an operating
table which pulls down from the wall. There are polished
silver basins on either side of the head of the table along
with a cylinder and tube apparatus that no one but
Lukkas could hope to understand. The west wall con-

tains a large, unlocked cabinet with glass doors and narrow
shelves full of on-hand surgical supplies.

Mirrors suspended from the gridwork in theceiling direct and
intensify the sunlight. Lukkas performs the most delicate surger-
ies only on sunny days. He works with his face shield down 1o
magnify his vision.

F. Recovery (21' x 10') This room has space for four beds and a
storage stand at either end of the room. It is separated from the
Surgery by a curtain. Patients are usually strapped securely to
their beds.

G. Kitchen (20' x 20" This large room is lined with units three
shelves high, holding all manner of culinary and medicinal
plants,includingrare cinnamon grapes, an essential ingredientin
healingelixirs. Kafkkaand the Riverfolk trade herbsextensively.

Lurkkans eat veryripe fruit (making them quite popular with

SCALE: one square = 1 1/2 feet
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local green grocers), grubs (found in the potting soil), insects,
carrion as well as fresh meat, and ... parts no longer being used by
non-Lurkkan patients.

There is a low table in the northwest corner of the room, and
a cooking stove arrangement in that corner for brewing poultices
and medicines. The table has two broad, shallow drawers, one for
kitchen linens, and one of utensils. There are two boxes of dishes
near the stove. An iron cauldron is suspended over the fire, and
another rests in one of the two wheeled carts specially crafted to
hold them.

H. Family Courtyard (20’ x 20") Using the opposite side of the
fireplace for a social hearth, this room has a floor of polished
sertainite, and a great, splashy fountain of the same material. The
secret door allows access to a back alley and is quite often by
Leal—often enough for others in Sideshow to know of its
existence.

Theroom is lined with large and small plants and potted trees
which are inhabited by “snack birds.” Lurkkans enjoy plucking
these delicacies out of the air and snacking on them raw. The birds
are transparent—one can see their tiny skeletons and shadows of
organs. They are sweetly gelatinous inside.

I. Lukkas and Kafkka’s Room (15" x 30") A lamp stand lights
the way into this plant-lined room. The 6' x 8' bed cushion nestles
in a cove of greenery. A lamp table sits at the foot of the bed.
Kafkka’'s trunk and armor stand are against the east wall. A
locked?, backlit case on the west wall displays the most valuable
pieces of Lukkas’ goblet collection, and two exceedingly valu-
able swords. A pair of goblets, each inset with one tear of the sun,
will be found here. Lukkas’ clothing trunk is nearby. Under one
of the flagstones in the privy is a small, locked® chest filled with
400 platinum coins.

Personalities

Lukkas. Q Lurkkan male, Kkurjeon caste. Ht. 7', Wt. 189%,
Age: 86 (human equivalent: 43). Q Fighting Prowess. Average
with a sword, Q Magic Ability: Poor C5.

Lukkas’ greatest passion is to experiment with new methods
of surgery. Genetically predisposed to his craft, some of his
surgical knowledge is in-born. He is the only being on the planet
who can implant face shields in non-Lurkkans. Lukkas spends a
great deal of his time studying Lurkkan medical scrolls and
furthering his research. Here in the City he is at the hub of
incredible cross-species surgical opportunities,and hislife dream
is being realized.

A rounded scalloped platinum collar, decorated with plati-
num tassels, is the emblem of his supreme rank amongst the
Lurkkans. He is unaware of his habit of thoughtfully fingering it
when reading or conversing.

His straight silvery hair is worn in a “pageboy” style, and is
always immaculate. He wears a cream colored linen tunic em-
broidered with platinum threads unless working in the surgery,
where he dons only a simple loincloth. He does not wear mail, nor
does he consider himself a warrior—though he has tough shiny
skin and retractable claws,
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KafkkaQ. Lurkkan female, Defender caste. Q Ht. 7', Wt. 196%,
Age: Lurkkan 54, Human equivalent 27. Q Fighting prowess:
Excellent with sword, Very Good with stiletto. QA Magic Ability:
Average CI and C8, Very Good CS.

Thin folds of skin drape from the corners of her saffron eyes,
giving them a cloaked look. Her silver hair is silky fine and falls
in gentle waves to her waist. Though she rarely speaks, her voice
is quietly authoritative. Her hide is tough and glitters in silvery
splendor. When she is excited, the sheen heightens toa brilliance
that is painful to behold. Kafkka wears a pair of jeweled stilettos.

She earned the diagonal scar on her chin in a training duel as
a youth. She wears her black chain mail during most of her
waking hours. It includes a breast plate with one shoulder strap
(leaving one shoulder bare), and a kilt. Her status collar is a silver
sunburst. She wears greaves on her calves, and open-toed san-
dals.

By concentrating, she can plant suggestions in a human’s
mind through as much as two feet of stone. If the victim staresinto
her eyes, she is able to charm them readily. Complete control of
individuals is gained by biting them and injecting them with a
chemical mind-fixation solution through her canine teeth. This
effect wears off in about two hours. Kafkka normally uses her
mindsnare abilities as a mental anesthetic to prepare the patient
for surgery, where she also acts as Lukkas’ assistant,

A fiercely loyal mate, Kafkka is utterly devoted to the
Kkurjeon and his calling. Although she has a carefully groomed
attitude of gently submissive mate, nurse and housefrau, she has
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attained the pinnacle of her career by way of her outstanding
military service and her mating with Lukkas.

Kafkka’s remaining life goal is to bear the only egg she and
Lukkas will ever have, and produce another Kkurjeon.

Leal. Lurkkan male, warrior caste. A Ht. 74". Wt. 275, Age:
54, human equivalent, 27. Qd Fighting prowess: Good with pole-
axe, Very Good with long sword.

This servant and hatchet man for the Kkurjeonis also a secret
member of the Sliming Path, the Sideshow terrorist society.

Leal’s dull gray eyes match his soiled sunburst nickel collar.
His yellowish, longer-than-shoulder-length hair shines with
grease, Scars in various stages of healing abound on the thick,
gnarled hide of this surly fellow. His oily grey face shield has seen
many assaults and is mapped with battle marks. All of his limbs
are heavily muscled and are of greater length than either of his
fellow Lurkkans.

In battle his favorite and most effective tactic is to come in
low and fast on fourof six limbs, Ripping upwards with explosive
strength, he has made short work of more than one opponent with
the razor hooks embedded in his long sword. Leal gives no
quarter and asks for none.

When a client needs a new limb, Leal is more than happy to
gooutintothe City to harvestareplacement from either the ceme-
tery owner, Nadorix, or from some unfortunate on the streets.

He is a frequent customer at The Panther Club. Although
gambling is strictly forbidden in his society, his dealings in the
City found him ready prey to the addiction. He is desperately in
debt. If found out, he would be executed by his people.

Although he goes bare-chested in the Hospitaler, Leal wears
his pitted armor when there are guests, and when he goes out into

the City. He uses his retractable claws only as a last resort.

The daily two-hour sword practice sessions with Kafkka are
the highlight of his life. While he has yet to best her three times
in succession, he secretly believes he will some day. His ultimate
plan is to gain mastery of her—he has the edge in weight, and
brute strength.

Only by demonstrating his superior skills can he hope to earn
the coveted Defender status. Elevation to the higher caste would
allow Leal the freedom to mate for life—-something he sorely
desires. As the lowest status resident, he tends to the housekeep-
ing chores, however demeaning and unpleasant.

I Scenario Suggestions

Scenariol: Knight’sPawn. Leal pawnedone of Kafkka’s swords
to Hilkin’s to cover a gambling debt. He justreceived his wages
for the month, but the price of the sword has now doubled, and he
can’t afford to buy it back. Maybe he can get the adventurers to
help him regain it before Kafkka finds out.

Scenario 2: Let This Cup Pass from Me. Wysilenthade, the
merman owner of the Blue Maid curio shop suspects that the
Lurkkans possess goblets decorated with tears of the sun and hires
the adventurers to “obtain” the goblets, During the course of this
mission, they discover the Lurkkan passion for akkolade. Lukkas
owns one akkolade goblet. The other can be found in The Blue
Maid. An adventurer who obtains that goblet might write herown
ticket with Lukkas for future surgeries.

Scenario 3; Disarm that Fiend! A well-known, but down-on-
his-luck swordsman stumbles drunkenly out of a dark alley,
clutching the bandaged, bleeding stump of his right arm. He
needs serious medical attention. He moans about the big lizard
that“bit” his hand off. Leal has taken the man’s sword arm for a
clientatthe Hospitaler. Can the adventurers regain the man’s arm
before it becomes another’s, or convince the Kkurjeon to give the
man a new one?

Scenario 4: Egg Hunt. A trio of rascally ruffiri raided the
Hospitaler while Leal was supposed to be on duty and stole
Lukkas and Kafkka’s newly laid egg (Leal was gambling at the
Panther Club). They, in tum, were waylaid by a gang of Chervka
(the Pack), members of the vile “redeyes.” who had long sought
alever with the Lurkkans. Their victory was equally short-lived,
as they fell victim to a band of vengeful, diminutive Terrkota
warriors. The Terrkota, notknowing what they possess, only that
it’s valuable, have stashed the egg in one of their subterranean
treasure troves. If the adventurers can return the egg safely (if
they canonly find who has it!), it’s free face shields, surgeries or
healing potions foreverybody! Butthe egg must be restored toits
parents quickly, forifnot fed Kafkka’s nourishing milk within 10
hours of hatching, it will die.

Healers who can perform real, lasting and useful surgeries
are few and far between. An adventurer who has lost fingers
or a limb no longer need retire, so long as he or she has the
right connections.
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One constant fact of life, wherever one goes,
whatever one's race or species, is the universal
presence of death. Just as humans live and die, so do
the inhuman residents of Sideshow. In the midst of a
very human City, this little cemelery provides a
“correct” burial and a dignified memorial for

those who are decidedly not.

A necropolis is just a fancy word for graveyard. It
literally means “city of the dead.” This one is the most accepted
burying ground for the nonhuman population the City, specifi-
cally those who dwell in Sideshow. The owner of the necrapolis
has decided that if the nonhumans cannot have dignity in life, that
they should at least have itin death—by means of a proper burial.
Nonhumans, convinced of his altruism, give Nadorix Mor-
tiphiloustheir trust, friendship, protection, and most importantly,
their business. The establishment features the burial ground,
funeral parlor and crematorium.

Author, Joun TenAa desperalely |uggles his lime bolwesn crealing matenal lor the RPGAM
Natwaik, wriling matenal for BUNGEON™ and WHITE WOLF magazines, produoing adventuras
and sourcebooks lor TSR, and sorpling pertians ¢l the compuler game, The Lord of tha Rings:
Volume Two, the Twe Towsrs (due cul inthe lall o! 1891 lrom Interplay Producions). He bs also
a contributing author to Central Casting™ Heroes NOW!/from Task Force Games.

lllustralor Boa E. Hobaa intormed us just ahead of press-time that he is a prizewinning artist in
L. Ron Hubbard's Ylustrators of the Future contest, the first artist from Rhode lsland 1o be so
honared Congratulations are in orderl

The necropolisis open 24 hours aday, and the yard’s gatesare
never locked. As a rule, Slid, Nadorix’s lackey, totes a cart
through the streets of Sideshow twice a night: beginning at
sundown, and ending at 10 p.m; then again at4 a.m. until 8 a.m.
His orders are to pick up any bodies found in gutters and alleys,
as well as accepting any corpses given to him for a nominal fee—
a few silvers or a few coppers, depending on the financial means
of the “donor”. These bodies are usually buried in one of two
massive ditches, the Paupers’ Graves.

Those who wish to give the dead a regular funeral service and
embalming and/or burial rites must see Nadorix Mortiphilous,
the mortician and owner of the necropolis personally and make
arrangements. Nadorix will see customers at any time. His
extensive knowledge of nonhuman burial customs and rites lets
Nadorix prepare a body for burial, give it the proper rites, and
inter it according to the racial culture. He does not hire profes-
sional mourners, considering such things to be undignified.

Nadorix is a fair man, and he has no set rate for burials. The
cheapest funeral and burial costs a half dozen silver coins (no
coffin, but a private grave, marker, and burial shroud is pro-
vided). A full-blown funeral with heavy cultural trappings, a
complete embalming, coffin, and headstone (or mound, or what-
ever) goes for no more than 100 gold coins. If the buyer wishes
to build a crypt, the price is tripled (at the very least).
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NADORIX’'S NECROPOLIS

I Layout

Ancient, crumbling buildings crowd together in this section
of Sideshow, towering over the passersby. On one particularly
dark byway, however, a conspicuous gap lies surrounded on
three sides by buildings so decrepit that it is impossible (o
determine for what purpose they were once built. The fourth side
of this roughly rectangular gap is sealed off with a rusted,
wrought-iron fence, five feet high. Set into its lone gate is a
bronze plate covered in verdigris. The plaque
contains but a single word; “Necropolis” .

Peering beyond the fence, one sces a
collection of grassy mounds, slate stones,
statues, obelisks, small stone buildings, and a
few skeletal trees, devoid of leaves (regard-
less of the season). Tiny points of light flicker
here and there among the stones and statuary,
The strongest light, perhaps a lit window,
burns brightly in the northwest corner.
Chancesare, if the viewers wail long enough,
thcy will hear a low rumbling noise come up
frombehind them. Tuming, they seeahunched
man pulling a cart. He walks up to the gate
and stops. Many pairs of feet stick out from
under the dirty canvas covering his cart. He
stares at them, his dark beady eyes glinting
from under his dirty cowl. “Scuze me, nohble
peepul,” he wheezes in areedy, whiny voice,
“Bizniz haz bin gud tonyle.” Hacking out

FUNERAL PARLOR AND RESIDENCE

coughs, he wipes his nose on his slecve. then pulls the cart into
the yard, shuffling towarids the lit house.

The Necropolis

In general the graveyard 1s overrun with brown weeds. Even
the trees have no leaves, but stand like gnarled brown skeletons.
Bear in mind that this is nor o Lield full of treasure. Most of the
dead were impoverished or middle class. Treasure-filled coffins
and the like should be kept to a minimum. Besides, Nadorix
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firmly believes that wealth has no business being buried in dirt.

Gravestones. Most (80%) are crude slate with painted names,
the rest are of varying qualities of marble. About 25%of them
have corpse candles {permanent, magical lights Lo guide the dead
into the afterlife—made by Nadorix). These lights resemble a
burning candle that burns with a reddish hue. They look down-
right eerie, and if one stares long enough, one would swear that
the points of light are moving....

Burial mounds. The mounds here are seven-foot-high piles of
earth, moslly overgrown with weeds. Small cairns of stones seal
their openings. Inside, lie their resident corpses. usually with a
few possessions of little value (despite his apparent altruism,
Nadorix firmly believes that dead have no use for things of value
and takes such items for his own use or laterresale). Most mounds
have some form of identification, such as runes or a symbol on a
rock atop the mound.

BurialBiers. The biersare wooden structures eight feethigh and
covered with tree branches. The bodies in these are heavily
embalmed since they are in effect exposed to the elements.

Cremation Urns. A typical cremation urn stands about two feet
high. Most have name plates or carvedinscriptions. They contain
only ashes.

Mortuary Crypts. Crypts are made of stone, and have a regular
locked*doorofheavy wood, withthe family name carved overhead.
Cryptshold from 1-12 bodies, most (99%) in coffins. If riches any
are to be found, they are most likely here.

Obelisks and Statuary. Some of the dead are remembered with
a statue or an obelisk. The person may or may not actually be
buried at the marker’s site. Many of the markers are decorated
with grotesque statues. Nadorix does not remember placing
them. He assumes that relatives brought them in later. In reality,
they are gargoyles, members of the Gaggle who are subservient
to the nightmare gargoyle, Cuimin.

A.Nadorix’s Funeral Parlor and Residence. The houseis sturdy
in the extreme. Its foundation is built of stone, and the walls and
front door are solid oak. Each window has stout oak shudders
reinforced with iron, and decorated with every holy symbol
imaginable. Nadorix keeps a garden out of sight behind the
house—the only patchof green in the whole cemetery. One mighi
wonder what Nadorix uses as fertilizer. The gargoyle, Cuimin,
perches on the building north of the garden.

B. Blugluk’s Burial Mound. This grassy mound is the final
resting place of Blugluk the Blasphemous, a troll chief who
befriended Nadorix, Besides the mummified body, the mound is
said to hold a massive sword, longbow, andclub, allmagical, plus
20,000 gold coins worth of gems and coins. Local legend
maintains that an “honor guard” of four trolls watches the mound
from an establishment across the street.

The truth is that Nadorix removed all valuables from the
grave shortly after the funeral, The weapons are now pait ol the
armory of a distant lord and the coins are long spent on research
and upkeep costs.

Nevertheless, the trolls are there. If anyone invades the
mound, three trolls engage the violator, while the fourth goes off
to find more trolls (which may take as long as several days, trolls
are not common in the City). Of course, the commotion will alert
avery displeased Nadorix. And one can imagine how distraught
the trolls will be if they find an empty tomb.

C. Screaming Statue, A life-sized statue of an ogre princess,
with the following poem carved on the pedestal: “If answer you
seek, look beyond da shriek, pucker up yer face, give da princess
yer embrace.”

Any non-ogre who passes within two feet of the statue causes
it to emit a piercing scream which lasts for 2-5 (1d4) minutes. If
anyone kisses the statue, the screaming stops, and the statue
whispers: “Ask a question, and it shall be answered.” The statue
will give the petitioner advice on future actions or answer
question. The answer is right 50% of the time (notice that the
poem never said anything about the answers being RIGHT!!).
This works only once in each person’s life.

D. Urn Ash Ghost. A murderer’s ashes lie in this black urn.
Opening the urn causes the ashesto fly out and form into ahuman
shape, a ghost, which attacks the offender until the victim is dead.
If the ghost is “killed”, it merely goes back into the urn and awaits
another opening.

E. Crypt of Nohman, This beautiful, black marble crypt has a
brazier with coals, a supply of wine, an expensive, velvet-lined
coffin which sheds light, a music box, and a set of fine books by
popular and scholarly authors. This is Nadorix’s secret hideaway
when he wishes some true peace. No man is buried here (hence
the name on the outside of the crypt: Nohman!).

F. The Bleeding Statue. This is a statue of a werebear, slaugh-
tered by ignoranthumans. Whenever a human comes with 10 feet
of it, the statue bleeds from many chest wounds until the person
leaves. Josef, the werebear officer of the Sliming Path, spends
much time here in contemplation.

G. Sewer Entrance. This grating located behind a crypt opens
into a 14-foot-deep shaft which leads to the Sewers (CB3). Itis
locked?.

Nadorix’s Funeral Parlor and Residence

A. Living Room (18' x 21') This room is protected by a lock®,
Nadorix relaxes and meets with customers here. Though physi-
cally comfortable, with deeply tufted carpet and many good plush
chairs for visitors to sit upon, the air weighs heavily with the
cloying smells of burning wood, frankincense, myrrh, flowers,
and chemicals. Furthermore, a huge oak desk and several loom-
ing bookcases dominate the room. And few folk are unaffected
by the strange curios which seem to be everywhere, including a
mummified humanoid hand with candles mounted on each
fingertip, a humanoid skull covered with jewels, a huge parch-
ment with several anatomical drawings of humans and nonhu-
mans (in living color, no less), a real skull and crossbones
mounted over the fireplace, and a human skeleton standing in an
open, upright coffin,

The desk contains books, documents, account ledgers and the
like, all necessary for the running of a funeral home.

B. Chapel (12'x 18" The chapel is always unlocked. There are
no holy symbols in here, yet it is used to conduct wakes, funeral
services, and the like. The floor is polished pink marble, and the
walls are black marble veined with gold. The wall candlesticks
are solid gold. Five solid oak benches and an oak podium are the
only permanent furnishings. The raised dais to the south is used
for displaying the coffin. The south window is a stained-glass
rendition of the Grim Reaper. The room is not heated—it’s very
dry and very cold.

C. Crematorium (15 x 15") Both doors in this room are made of
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iron and are locked®. The doors are almost air-tight and the air is
stifling hotinhere, with alingering smell of burt wood andflesh.
Ahugeblack iron furnacedominates the eastern half of theroom.
The furnace has a hatch which accepts wood fuel. Bodies are
placed on a chute which angles downward into the fumace. A
large double chimney rises from the furnace and goes through the
roof, dispelling exhaust and providing ventilation.

D. Laboratory and Embalming Room (12' x 18') This room is
the source of the chemical and herbal odors that drift into the
livingroom. The steel doorsto the lab are locked®. The large metal
table set in the middle of the room has indentations which allow
the easy drainage of body fluids. A smaller wooden table near it
holds a bewildering array of dissection, drainage, and
mummification tools (knives, tubes, hooks, saws, wires),
The rest of the room is surrounded by shelves filled with every
imaginable chemical, acid, and herb necessary for any sort ol
funeral preparation. Assume there to be about.10 gallons of each
liquid and five pounds of each dry material. There is even a
supply of mummification bandages. Hundreds of labeled jars
contain the preserved body parts of numerous races.

Leal, the Lurkkan “parts procurer” for the Knight's Cranial
Hospitaler is a frequent visitor, buying “used” body parts that
will not be missed by their owners.

E. Cart Shed and Storage (18' x 21") The outer doors to this
room are made of wood and locked®. All other doors are locked®.
This room is used to store the body cart. Barrels and crates filled
with extra supplies for thelab line the north wall. Numerous tools
used for building coffinshang from hooks in the southeastcomer.
This room is unheated.

The southern portion of the room has been converted into a
small kitchen with shelves for provisions, utensils and crockery,
a stove/oven on the north wall, a table, and a water pump.

F.Nadorix’s Room (15' x 21", irregular) Itisalways locked®. The
roomis quite comfortable, thanksto the fireplace on the west wall
and the thick black carpet. Nadorix keeps a few skulls, mummi-
fied hands, apreserved heart, and a beautiful painting of the Grim
Reaper atop the mantelpiece. Nadorix keeps a locked® chest (also
trapped with at least one death-dealing spell) under his bed,
containing all of his spellbooks, major spell components, several
thousand gold coins’ worth of small gems, and several hundred
gold and silver coins.

Nadorix’s clothing hangs on hooks in the walk-in closet. The
closet’s shelves hold shoes, clothes, and his wine collection. The
top shelf has six scrolls, each wilh two spells. These spells are
usually for emergencies, and feature twoeach of C1,C2,C4, and
C8, with the remainder being Necromantic (Corpsewise?).

G. Slid’s Room. (6' x 15") This dark little room with its floor of
rough wooden boards smells like spoiled food, sweat, and dirty
socks. A few dirty, ragged garments hang on the wall hooks. The
rickety bed lies under crumpled gray linens (not their original
color). A metal brazier with coals hangs from the ceiling, a few
feet westof the head of the bed. providing both heat and dim light.
A sloppy privy sits askew in the northeast corner.

A loose floor board under the bed holds his cash collection,
a few dozen each of copper and silver, plus a journal written in
poor scrawl, The journal is encoded in a cipher so infantile, so
simple, that a person of average intelligence could decipher it in
10 minutes. Its particularly uninteresting contents detail Slid’s
spy activities for the human government of the City.

— Nadorix Mortiphilous —

I Persondlities

Nadorix Mortiphilous. O Human male, Hi.: 6" 47, Wt.
160#, Age: 52 (looks to be about 22). 1A Fighting Prowess: Poor.
L Magic Ability: Very Good with Necromantic magics, Average
at Cl, C2,C4, C8 magics.

Nadorixis a manin his early 50s who appears to be in his late
20s. He is tall, thin and handsome, with cold, pale skin, piercing
black eyes, and jet black hair greased back. Possessing average
physical strength and toughness, he is nonetheless an extremely
intelligent, wise, and charming man, well versed in etiqueite and
social grace.

Besides being fluent in over a dozen humanoid languagés,
Nadorix is an expert on burial customs of the majority of human
and nonhuman races.

He founded the necropolis 25 years ago on the site where a
dozen buildings had collapsed in an explosion. He felt that the
residents of Sideshow deserved respect in death that they may not
have gotten in life, He is apparently unselfish in his motives,
though he has gained much knowledge of death, which has
helped his studies. However, some of the funding for the ne-
cropolis comes from the tombs of the wealthier dead and from the
“spare parts” he sells to the Lurkkan surgery.



NADORIX’S NECROPO

Nadorix is not a violent man. He does not fear death, but
belicves Lhat every being should live a [ull life, then die a natural
death, not a death brought on by “undignificd weapons of war or
destructive spells.” Death should be savored and experienced
fully, for itis but a part of life. Nadorix isa connoisseur of death,
and looks forward to his own—>bul in its own good time of coursc.

The Sliming Path have a cordial relationship with Nadorix.
Though he is apolitical and against violence, he supports their
cause of freedom and dignity for nonhumans. Nadorix has been
known 1o cure wounded Sliming Pathers and lets them use the
graveyardas anemergency meeting place (they normally meet at
The Panther Club),

Nadorix is aware that Slid is a spy, but has chosen to let Slid
play his charade. According to Nadorix's reasoning, beltter to
allow an incompetent to skulk around, than to have Slid replaced
by somcone capable. Every so often, Nadorix lets slip some
minor bit of news, so that Slid will appcar 1o be doing his job.

Nadorix hasa keen, though morbid, sense of humor, He loves
waltching people’s ill-at-ease references to death, Nadorix dis-
likes bright sunlight and either stays inside during the day or
wears a face-shading, broad brim hat and dark cloak when he
must go out on sunny days (no, he’s not undead, bul has a nasty
allergy to sunshine—a side cifect of necromancy).

Though he is a wizard, Nadorix cschews things likc Wizard
Guilds, or dressing up in a pointy hat and symbol-decorated
flowing robes. Instead, he usually wears loose black pants and
shirt, with a flowing black cloak. He wears many magical
protection items about his person, most craflted with an ornate
death’s head motif.

Slid. O Male weremole. Ht.: 5° 4" (but stoops and appears
shorter), Wt.: 159#, Age: 37. QA Fighting Prowess: Good in mole
form, Average in human form.

Slid is Nadorix s assistant and a govemment spy. The City's
human government believed that Slid’s ability to walk freely
throughout Sideshow collecting bodies put him in a unique
position to gather information. Thus far, Slid has gathered lit(le
of any use.

Slid is short and balding with a sharp nose (which is always
running), beady little brown eyes (nearsighted), and a stooped
posture. His clothing, though once well made, is soiled, patched
and smells strongly of dead flesh and preservative spices. At first
glance he secms Lo be lifltle more than another street person.

Slid is able lo transform into a weremole at will, but usually
keeps (o human form. He is extremely strong in both forms, but
has no grace, no agility, nocharm, no brains, and is susceptible
to every little cold or diseasc [hat passes by,

Slid talks in a wheezy whiny voice, acting obsequious and
fawning when faced with people who can clearly take care of
themselves.

When encountered on his rounds, Slid carries a highly en-
chanted dagger, some trinkets which offer limited magical pro-
tection and stop decay of some of the better corpses thal he
collects, and a purse with a dozen or so copper and silver coins.

Slid reports to the City once a month. He has gained very little
information, and is convinced that the Sliming Path is merely a
popular rumor,

As for Nadorix, Slid truly likes him (and vice versa), but is
under orders by the City nol to reveal his occupation. Like
Nadorix, Slid dislikes sunlight, and usually sleepsduring the day.
Atnight, when not doing his rounds, Slid frequents the taverns (o
drink ale and collect information. He manages to ingest greal
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amounts of the former, and hardly any of the latter.

I Scenario Suggestions

Scenario 1: Why, Spy? The word on the street is that Slid will
be replaced as the government's spy in Sideshow unless he
proves his worth with some particularly valuable information,
Rather than risk someone competent being scnt to replace the
little weremole, a representative of the Sliming Path hires the
adventurers (0 investigate the home of a certain noble who has
been hiring and then torturing nonhumans. Of course, inforna-
tion about this “Sliming Path assassination squad™ is also being
passcd onlo Slid 1o help him keep his job. Slid hires the adventur-
ers to guard him while he takes a very imporlant message (o his
contact elsewhere in the City.

Scenario 2: Bequest. The adventurers help bury a dear, nonhu-
man friend who has passed on. At the reading of her will, the
deceased bequeaths a distinctive magical ring 1o one of the
adventurers. Al his point, reveal that the deceased was wearing
just sucharing when she was interred. Contacts with Nadorix arc
fruitless. Disinterring the dead is disrespectful. Only onc allerna-
live seems left—break into the tomb. Of coursc, when they open
the crypt, the ring and anything else of value is gone.

Very few adventurers pay much attention to what happens
to them after their departure from this mortal coil. Whether
they are human or not, maybe they can have Nudorix make
their preparations for them.



Komtoi’s Cartage
& Caravansary

“You want something moved, heavy or light, in the
City, or to the ends of the earth? Komtoi Shire is
your..."man.” Komitoi's freight haulers can be seen
anywhere in the City, pulling carts, covered with
the very stuff of commerce. This enterprising
centaur is driven by his desire to rise above his
Sideshow” origins, and enter the world of man
dominated industry. It is here, he reasons,

that the real money is to be made.”

On any given day, the great barn that serves as the
headquarters for Komtoi’s Cartage is a beehive of activity. Inthe
morning, dozens of young centaurs wait to fill the temporary
delivery, or hauling assignments. These tasks arise from many
local merchants in the City, as well as those in the “Sideshow™
who are looking for (ransport help. The jobs can be as physical as
moving a load of rocks on a construction site, or as delicate as
delivering pastries from a bakery to the kitchens of local taverns.

Author, Bear Perens should be no stranger lo faithiultollowers of CityBaok. In his last visi to the
City {CityBook Hi: Deadly Nightsida), ho lefl us wilth both the Cock and Bull Gaming Club and the
Big Fish Gang. More recenlly, he's been wiiting ficlion lor inclusion in a collection of lales based
upon the legendary Tunnels & Trolle®i game.

lunteater, Euzeasers T. DanrorTH, Makes a gracious appsarance hero, dospite being ovariur-
dened with alhousand-and-one olher witing and iHustralion and cornpuler game dosign projects
Ekzabeth's workhas appeared in nunerous books from iren Crown Enlarpnses, parlioulardy thase
depicting J.A.R Tolkian'a Middie Earth, She recenily corpleted dlustratiane lor Dark Conspiracy,
a Horror APG o ba releassd in 1931 by Gama Designers’ Workshop

The Cartage opens with the rising sun and closes about two
hours after it sets—though these hours are flexible. To outfit a
caravan, Komtoi’s crew will work throughout the night. Prior to
festival weeks, the haulers work as late as needed to meet the
demands of taverns that require extra carting and hauling to keep
their stocks up. To sum it up if the door is open, and one of the
partners is present, then Komtoi’s Cartage is doing business.

The interior of the barn contains all manners of cars, drays,
and wagons, as well as space to stabling of horses prior to a
caravan’s departure. Treckenner Hucul oversees Komtoi’s out-
of-town operations. He is the caravan master, and is responsible
for the hiring of crews that undertake deliveries outside the City.

Komtoi will hire human, or other “exotics” as drivers and
caravan hands, but he has a genuine prejudice in favor of fellow
centaurs. For reasons that follow, he feels compelled to help even
inept young centaurs “get a break” in this business. He has been
surprisingly successful.

His faultless honesty, and hard driving work ethic have
earned him three things. The firstis a substantial part of the City’s
transport trade (at least that of those humans who can over come
their prejudices.) The secondis a thinly veiled hostility on the part
of human based transportoperators who feel he isunfairly cutting
his overhead by employing workers who double as their own
transport animals. The last is the hostility of some of “Side-
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show’s"” population (particularly certain members of the Sliming
Path) who feel he has “sold out”™ to human society by attempting
to move out of the quarter, and into the human main stream.

Adjacent to the bam is a smithy, operated by Komtoi's other
partner in the business, Somaia Connemara, a young centaur
mare, She is a blacksmith and can be foundin the area during most
business hours.

The cost of Komtoi’s services will be dictated by many
factors; if one is just hiring the driver, if one needs a driver, and
a cart, if one needs a driver, acart, and livestock, and lastly if one
needs a specialized cart. Another variable is the duration of the
rental in hours, days, or months. The last significant variable is
distance, especially in the case of caravans. The most important
note is the fact that Komtoi will generally place the value of his
services at 10-20% less, at any (ask, than his competition (He is
cutting overhead by eliminating horses when he can, and the
centaurs will work for less since other work is often hard for
centaurs to come by).

I Layout -

The Barn

The facilities here are proportioned larger, the doors are taller
andwider, ceilings
higher, in order to
accommodate the
greater size of the
centaurs. Never-
theless, even the
cleaner living ar-
eas have that
“barn” look, feel,
and ... smell.

A. Company
Offices. Thisroom
is generally kept
locked?® as Komtoi
will most often be
found in the barn
proper, directing
“traffic.” Keys for
the door can be
found with any of
the three partners.
It contains a safe
(A1) which is
holds the day’s
receipts. At the
close of business
Komtoi will open
the office and take
whatcashhasbeen
received by his
crews and lock it
inthe safe’. In the

morning either he Treckenner, or Sorraia take the monies else-
where for safe-keeping (a bank, vault or some such, usually inthe
better part of the City, commonly referred to as “Uptown”).

Also in the office are a rack of shelves which hold the
company’s records. These consist of parchment scrolls, that
outline the terms of the company’s employment, and payments.
Komitoi usually stands at the counter here when conducting
business—he finds that with his horse half covered by the
counter, human businessmen are more at ease.

Three comfy “human” chairs provide seating for bipedal
business guests.

B. Horse Stalls. These are for the caravan horses, or those to be
used for real tough hauling jobs.

C. Cart Bays. This area houses the heart and soul of the com-
pany—its carts and wagons. Here too, can be found a huge cart
for hauling water, and a number of smaller specialized carts.
There is even one designed to be “refrigerated,” but the expense
of ice makes this a curiosity usually relegated to the dusty back
of the barn.

Itis in this room that most of the activity takes place and here
that Komtoi will be found mostoften. The barn’s spaciousness is
more comfortable for the centaurs. A human who knows Komtoi
well will discuss business out here, sitting on a hay bale, and often
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gain a slight advantage on fees. A ramp in the back of the barn
leads to the loft.

D. Privy. This is the “john.” Centaurs are civilized people, and
assuch are lazy. The less they contribute to the debris on the bam
floor, the less they have to clean up themselves. Large ceramic
conduit connects the privy to the City’s Sewers (CB3).

E. The Hay Loft. Hay is kept here, as well as infrequently used
gear.

The Smithy

F. Sorraia’s Smithy. This side building off the bam contains a
bellowsandforge (F1),an anvil(F2), atubof water(F3),and boxes
and barrels of metal scrap (F4). Out in the stable yard/corral is a
heap of coal (or charcoal in those cultures that can’t handle coal).
A rack (FS) holds the mare’s equipment: hammers, tongs, and
similartools of smith craftas well as her personal weapons. There
is no direct door between the smithy and the barn.

Outside

G. Stable Yard/Corral. It is here that most caravans will be
prepared for departure, and the last inspection of tack will take
place before the beasts and wagons move out,

Personalities

Komtoi Shire. Q Centaur, stallion. Ht.: 6’8", Wt.: 6894, Age :
30.Q Fighting Prowess: Average withmost weapons, Very Good
with a whip.

Komtoi is buckskin with prominent eel striping. What this
means, is that his coat and skin are a rich butterscotch color and
that his hair, trailing down his spine clear to the tail is black—in
short a black stripe down his back. He is clean-shaven, and his
darkbrowneyes have the haunted look of aman driven tosucceed
at nearly any cost.

When he was a foal, Komtoi’s parents worked for a small-
time circus as roustabouts and animal trainers. When an unfortu-
nate accident involving a new act killed both of them, their
orphan child found himselfin the clutches of show’s owner. This
unscrupulous man treated the young centaur as a part of the
show’s livestock, working him long hours, with his only reward
a place in the stable cart.

As soon as Komtoi reached asize, if not the age of an adult,
he fled the show (most of the injuries he caused healed quite
nicely in a few months). He found himself in the City. At first he
scrambled for odd jobs—sleeping in the back of stables, or in
extremes, in an alley. Though there was much prejudice against
this scruffy young “exotic” who would appear begging for work,
soon some of the less affluent merchants found they could count
on the youth for more than their money’s worth of effort. Before
long, he was running a regular delivery route, that ran through
Sideshow, and the poorer side of the City. From this rude
beginning he has built a growing trade. He has expanded to the
pointwhere his service isknown and used City wide,rich orpoor,

Komtoi has never forgotien his rude beginnings, and as a
result he will go out of his way to help any centaur in distress, (0
the point of giving them work, and a place to sleep. All he asks
inreturnis thatthey work hard, and are honest, both with him, and
with any client. This insistence on honesty has been the corner-
stone of his business. He is one of the few carters who will give
an unconditional guaranty of safe delivery.

Komtoi handles most of the bookkeeping himself, although
he will occasionally hire a young centaur filly to help him out
during very busy periods. He learned his accounting skills from
akindly old jeweler, for whom he will still make free deliveries.

In keeping with his nature, he wants to be “in control” at all
times, as a result he seldom goes out on deliveries, and can
usually be found in the bamn, taking care of details, supervising
maintenance, hiring new day worker, or training new hirees.

At the end of the day, or a particular worker’s task for the day
he will collect their receipts and put them in the safe, then hand
out the payment. Komtoi Shire is fair and friendly, but often
preoccupied with his own goal. He wants to build a business
respecied in all parts of the City, he wants to be so good at what
he does that “humans” will think he is the best one for the job, not
justthe best “‘centaur” for the job. As such, he is decidedlyat odds
with the goals of the Sliming Path (as defined by Leona) and
neither sponsors their activities nor condones their actions.

Komtoi has no mate. Like many entrepreneurs, he is married
to his work. Successful or not, few centaur mares are foolish
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enough to seek the favors of such a stallion,

Treckenner “Treker” Hucul. Q Centaur, stallion. Ht.:
6'6", Wr.: 737#, Age: 34.Q Fighting Prowess: Fair with most
weapons. Goodwith the heavy crossbow (a human would require
a winch to draw this bow, Treker draws it without mechanical
assistance). Q Magic Ability: Average Curative (C2), and Very
Good with a kind of Conveyance magic (he never becomes lost
and has an infallible memory for any and all maps he sees).

Treckenner is a gray centaur, whose coat is starting to shade
to white. This does not imply age, merely the color of his hair,
and coat.

“Treker” handles most of the field work undertaken by
Komtoi’s. He was a redoubtable guide, and caravan leader when
he walked into Komtoi’s business (having served an apprentice-
ship under the ponderous Mikal del Brionfal Tobrannon—see
Freehold Municipal Caravanserai, CB4). Despite his abilities,
he was always at someone else’s beck and call, and they were
reaping all the benefits of his labors. When Komtoi offered him
anequal partnership if he would undertake the “field” operations
of the business, “Treker” jumped at the chance.

This centaur has lived in the wilds, hunting, and guiding for
most of hislife and has a reputation of being able to get the goods
through to their destination. His years as a guide and leader have

— Sorraia Connemara —

givenhim the skills to handle work crews on big jobs in town also.
He does not share Komtoi's desire 1o move up in the “human”
world of the City and prefers the company of centaurs to other
two-legged folk.

"Treker” is a tough brawler, as well as a seasoned traveler,
and strong even for a centaur (who are at least two to three times
as strong as a man). He likes to go out drinking with some of the
crews after work in any bar that will have them (a centaur will
consume a goodly quantity of potables which is good for busi-
ness, but they take up three times the space, and when “in their
cups” they are capable of doing incredible amounts of damage to
the furnishings).

Treckenner is Komtoi’s good right hand, but he has no real
head for figures. While he can quote prices, and is unlikely to be
duped out of the business’ share of any pay due, when Komtoi is
not around, he has a tendency to dump any into the safe and let
Komtoi sort them out later.

Like Komtoi, Treker is unmarried—a confirmed bachelor.
He enjoys the company of centaur mares, but establishes no
lasting relationships. Like other red-blooded stallions, he finds
Sorraia attractive, but has decided that any mare who can beat
him two falls out of three at arm-wrestling deserves his respect,
not his lust.

Sorraia Connemarad. Q Centaur mare. Ht.: 6’3", Wt.:
654#, Age: 26. O Fighting Prowess: Average with most hand
weapons. Poor with missile weapons and projectiles. Very Good
with the war hammer. Q Magic Ability: Good with Construction
spells (C6) as they regard metal working.

Sorraia Connemara is a pale strawberry roan (a coat of light
brown colored hairs mixed with white that yields a pinkish red
overall cast) with piercing hazel eyes. She has the intense,
distracted look of an artist dedicated to her skills in metal
working.

She leamed smithcraft and finer metal-working skills from
her sire, who passed on a family tradition to his only offspring.
Her father was also a distracted artistic soul, the lastin a long line
of centaur metal workers who, it was said, learned their trade in
the early days from the dwarves themselves. He proved not to be
much of a husband to Sorraia’s dam, and fathered only the one
child. In keeping with family tradition, he refused to pass on his
skillstoanyone not amember of the immediate family. In his later
years he was prevailed upon by his intense foal to pass the
treasured knowledge on to her.

It is as rare for a mare to be a blacksmith as it is for human
females, but no one at Komtoi’s complains. The work she does
is beyond excellent. Her shoes last far longer than those made by
others, and when a metal object is crafted, or repaired by her, it
works better, or stays fixed longer.

Sorraia’s home is a small room, a converted stable really, a
block or so from the curiosity shop, Hilkin's Specialties &
Esoterica. Though she is rarely home, she shares the space with
another young centaur filly, Merindia, one of the clerks at the
curiosity shop.

Sorraia is by nature a solitary person, who is irascible when
interrupted while working—which is most of the time. This may
explain why she has not taken a mate or a lover—she is in love
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with her craft. She will, however grudgingly stop to take orders
if Komtoi is not there, and can put receipts in the safe as well,
especially after hours.

If anyone is to be found at Komtoi’s in the wee hours of the
night, it is Sorraia. She will stay after regular hours working on
anew method of tempering or finishing her metals, often pastthe
point of exhaustion. Komtoi has had to order her to take time off
and literally chase her home on more than one occasion.

Sorraia learned a second skill from her father, about which
she has revealed little. She can wield the long handled war
hammer with deadly skill, this too was a family tradition. Sheis
seldom called upon to use this ability, but night thieves have
found to their regret her strength and prowess are a deadly
combination.

Inthe early dawn light, when the rest of the crew of Komtoi’s
are still asleep, a red-gold phantom can be found stoking the fires
of her forge. Sorraia Connemara is already at work.

The Rest of the Crew

A word about the rest of the crew, and centaurs in general:
centaurs vary from 6’1" to 7°0" and from 600 to 850 Ibs.(except
among the rare “pony” breeds). They live an average, in stallions,
of 45-55 years, and in mares from from 55 to 60 years. They come
inall the ranges of colors that horses can manifest, which can lead
to some fairly exotic skin tones on their “human” upper portions
(apinto has black and white patched skin to correspond with that
coat pattern, so it is with a pinto centaur). In all cases they have
broad faces with high cheek bones and wide mouths. They, as a
race, are fond of high energy grains, and complex sugars—
particularly if fermented.

They are stronger than a human by a factor of three, and this
extends to their upper body as well as their equine pulling ability.
While they have a superficial resemblance to the horse they are
generally about one third the weight, and smaller over all. They
are more nearly quad-legged men, than human horses.

The crew of Komtoi’s on any given day will consist of young
centaurs of both sexes (80% of those present), who need occa-
sional work. At the end of the day, they are paid for each job in
cash. While in many cases this would not create any real em-
ployer/employee loyalty—if any one centauris in particular need
of cash, Komtoi will find a job (even if he has to dream one up.)
and thus there will be a payday. Komtoi will not lend money, but
it is there for those willing to work hard. As a result there can
usually be found an handful (2d6 - 2 + 1) of young centaurs
waiting around or killing time “horsing” about in the barn.

Typical Young Centaur. Q Fighting Prowess: Poor
(20%) to Average (80%) with a variety of weapons. 1 Magic
Ability: little or none.

These youths can be counted upon for work, and in a fight
they will come to Komtoi's aid against any foe, excepting
seasoned troops, or Fair to Excellent level Magic Users. (Al-
though if it was Sorraia being threatened they just might stick
around even in the face of greater odds, notwithstanding her
personality she is worthy of a show of bravado by a young
stallion.)

The remaining 20% of the crew are veterans who have made

cartage, and more likely, caravaneering their trade. They will be
in greater numberif acaravan is outfitting (as much as 50% of the
total crew) and have the following vital statistics.

Veteran Centaur. Q Fighting Prowess: Average (40%),
to Fair (40%) to Good (20%) withavariety of weapons, weighted
towardsprojectiles,orlongarms.AMagic Ability: Sparse(15%)
usually limited to Curative (C2) or some kind of travel lore.

These centaurs” names and whereabouts are kept on a listin
Komtoi’s office, and a runner is dispatched to fetch them when
there is work tobe done. They are the foremen for large jobs, and
the preferred choice for caravans. As trusted and proven friends,
they could be counted upon to side with Komtoi, Treker, or
Sorraia in a scuffle.

Scenario Suggestions

Scenario 1: Centaurpower. Komtoi is hiring drivers and guard
typestomeetabig, long-term demand for long-hauling. The trick
is, the competition (who didn’t get even a piece of the contract)
is some mean, nasty company like Forge (CB4), who will stop at
nothing to put Komtoi out of business. This means WARI
Despite Komioi’s dislike of the Sliming Path, it may fake
adventurers with contacts there to save his hide.

Scenario 2;: Where Did You Get This! A weapon that an
adventurer has bought in the City needs repair. Whether the
adventurer realizes it or not, it was crafted by the dwarf, Brumar,
using his dwarven metal-shaping magics. Sorraia recognizes the
process as one she has heard about, but never seen for herself., She
immediately demands to know cverything about the weapon
(things which thead venturer may or may not know) and dragoons
the poor soul into a wild goose chase across the City seeking the
merchant and the maker of the weapon. This of course draws the
attention of assassins and a few dwarven bounty hunters whoalso
seek Brumar. Assume that some type of excitement and confu-
sion will occur once Sorraia, the adventurers and Brumar’s foes
all find the unwitting dwarf at home.

Scenario 3: Let This Be an Example to You All. The Sliming
Path decides to make an example of Komtoi for his flagrant
“humanocentricism.” Several terrible accidents befall his equip-
ment, destroying the carts and their contents. The accidents seem
to be the faultof improper maintenance and carelessness. No one
is injured, but customers are angry. Only Komtoi knows that a
magicalactive slug was left at each location and crude propa-
ganda notes were found inside the locked and guarded barn at
night (it’s no problem for a Chervka ral to crawlup a sewer pipe).
Komtoi hires the adventurers (o take his own message back to the
‘Path, his goal is to put the leaders of the group behind bars.

Not every resident in Sideshow has a chip on his furry
shoulder. Many welcome contact with humans, even prefer-
ring them as customers and friends. Komtoi, Treker and
Sorraia could all prove to be solid friends for worthy adven-
turers giving and requesting support and aid as it is needed.



Food, Lodging
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& Entertainment

Not every tavern, inn or restaurant in the City will open its arms (and doors) to the unusual creatures who
populate Sideshow. Inhumans want to have fun too. Thus, the folk of Sideshow cater to their own.

In Sideshow, there is but one place to be seen — and that’s the Panther Club. Here, weary adventurers
can have all their needs met, so long as they don’t mind a little fur. In one sense, the animal-like Ruffiri
halflings who run the club form a power group within Sideshow. Their influence is pervasive. Neverthe-
less, the more developed Ruffiri gravitate towards serving the mistress of The Panther Club, while the
lesser forms infiltrate the City — thou gh to most eyes, they seem little more than dogs and cats.

The Bottomless Keg, an open-air Beer Garden, welcomes all comers and serves a homey menu that
satisfies most palates — and most thirsts with the tavern’s legendary keg-with-no-bottom.

Of course, there are those in Sideshow (and elsewhere in the City) who cannot abide an omnivorous diet.
For them, only meat will do. In this neighborhood, meat is synonymous with Silver ... Eric and Denise
Silver, the proprietors of The Silver Pelt . Have an urge (o eat something (or perhaps someone) unusual?
Follow the crowds to the ‘Pelt — just don’t become an appetizer on the way.




Whether human or nonhuman;
whether furred, feathered or fanged, sentient beings
the world over enjoy the comforts of a warm bed, a
thirst-quenching drink and the hearty companionship
of others like themselves, Though Sideshow has many a
tavern and a several good inns, few are the establish-
ments that stand out in the minds of resident and
visitor alike. The Panther Club is one.

Welcome stranger, you're home now.

Deep in the heart of the exotics quarter, in an area
avoided by all but the bravest or most foolhardy human visitors,
liesa nondescript building surrounded by a high wall where many
of the quarter’s denizens make their way at the end of the day for
an evening of relaxation and entertainment. Unhuman travelers
from outside the City make their way thither in search of the
private services offered herc. Whatever form a weary adven-
turer’s perception of comfort takes. he will find it readily avail-
able in The Panther Club for the right price.

From the street, the Club might be the estate of somepoweriul
haifling noble. It is a large, sturdy structure surrounded by a
practical wall high enough to give pause to the pensive thief and
send him looking for easicr pickings. Regular patrols by alert
guards accompanicd by large apparent canines also lend to the air
of security for the guests within.

The Club’s name derives from a spectral felinoid creature
which appears sporadically, when a client’s face and frame
appear fo briefly alter into the aspect of a dark, intelligent
carnivore, Most of the regulars have seen it, many have them-
selvesprovided its focal point. The experience issaid to leave one
pleasantly breathless.

Though it may quiet down in the carly morning hours, the
Panther Club never closes. Its services are available around the
clock, seven days a week, at reasonable rates. What the Club
lacks in steep prices, it more than makes up in the volume of

Whils newo [he exating world of adventura gaming, JoHn MERKEL has bean wriling lantasy and
scienoe iction since he leamed which was tha business end of apenail. He haa collected rejection
latters lram numarcue publishers, wilh (ke fealurad item in his collection—a peraonal lalter of
rsjaction lrom the lata Donald Wollheim

Given the amounl of creative mpu! generatod for thie book by Michigan aitisis ke Susan Van
Canp and aulhors like John, we may have lo sorounge upone ¢! thoso " Made in Michigan® stickets
lor it Sus's waork can also be lound on the cover of Central Casiing™™ Heroas NOW! from Task
ForceGames (anather line produdion by Jaquays Design Studio).

customers passing through its public and private portals.

Members of rival, even hostile groups within Sideshow can
relax in the Club’s surroundings. From the least member of these
groups to their often unknown leaders, all are glad for the chance
to unwind and share a friendly glass. It has happened that a few
bottles of “Panther Pee”— a finely wrought house wine whose
nickname is undeserved—has smoothed over tempers and re-
solved problems that might otherwise have called for drawn
swords and large quantities of blood.

Subdued lighting in the main hall offers patrons all the
privacy hey require. A client who chances to recognize an
inhuman face from depictions on wanted posters in the quarter,
will understand the futility ot secking 1o summon the guard. Not
only would the wanted guest be quickly gone, the complainznt
would be politely refused any further entry to the Club. And the
wanted person in question might find some traditional mannerin
which to personally demonstrate his or her feelings about having
his evening interrupted.

Outer cloaks and weapons are checked near the doors. For
those who cannotcontrol flaring tempers, enthusiastic “waiters”
who are well-trained in the use of their stout cudgels will arrive
to mediate an immediate cessation of hostilities—to the detri-
ment of all participants.

I History

Realizing the precarious positions of nonhumans in the
human-dominated City, Krista Rose long ago approached the
lcaders of the various nonhuman societics extant with the conceplt
of a place where even groups currently at odds with each other
should be able to get together without fear of attack to sort out
their grievances. Vastly outnumbered by the larger, more power-
ful human residents of the City, she argued, the best chance
nonhumans had for survival, let alone expansion, was to cease
their hostilities and direct their energies against the humans.

Sideshow solidificd from thisinitial meeting,changing slowly
from @ slum for outcasts into a thriving community. Though
unable to unite the various secrel socictics, the Ruffiri manage to
prevent them [rom openly battling cach other through the peace-
ful settlement of such differences before they escalate to combat,




THE PANTHER CLUB 81

Services

Currency Exchange. Just back from an advenlure? Even
belore the weary traveler seeks a place to down a few drinks and
{ind companionship, he/she needsaplace to convert treasurc and/
or lool into negotiable currency. A visil to the office of Siberius
Scrapeskin will give any nonhuman party as fair a deal on their
merchandise as they’re going to find outside the legal custom
houses, minus the olficial City tax, of course. Siberius, the
manager, can afford to be generous with his purchase prices,
secure in theknowledge that moreoften than not, the weary group
will also partake of the inn’s many (and quite lucrative) services.

Hot baths, followed by a detailed combing in the client’s
room for furred races. Bath: | silver piece. Combing: | silver
piece (includes parasite removal for fur-bearing species who
may need to remove those uninvited “passengers” who have
made a home in their hide.

Guided Escape. Someone hot on the party’s or individual's
heels? Fora price. a knowledgeable Guide willlead the group in
through the front door of the club and oul miles away from Lhe
City, with bewildered pursuersstill waiting for them tocomeout
the front or rear entrance. For the right I'ee, Krista Rose can use
her special magics to lransport the escapee to one of the many
secret exits hidden in the cellar of theclub. Just beready (o vanish
when the panther appears.

Board. The Club’s menu features the tastiestdishes of many
nonhuman races, exquisitely prepared by talented chefs. Bow! of
stew: | copper piece, for the economic-minded. Biscuits and
choice of available meat sufficient for the hearty appetite: 1 silver
picce for those of average appetite.

Beverages. [[ it can't be had at The Panther Club, itcan’t be
had. House ale by the mug or house wine by the glass: 1 copper
piece. By the pitcher or the bottle, 1 silver piece. Champagne (to
enlertain the lovely dancers from the stage): | gold piece, which
also includes the lady's companionship while she helps the
customer drain the magnum.

Rooms. Custom designed for nonhuman and half-breed
races, both with and without a bed companion. Room: 1 silver
piece (which includes security). Companionship: House com-
panions: 5 silver picces. Special requesls vary, beginning at 1
gold piece.

Private meeting rooms. These rooms assurelhe customers’
privacy for that important meeting. Additional security is avail-
able, along with escort service via the Quarter’s sewers. Meeling
room: | gold picce, plus the cost of the meal. Security: Various,
depending on the degree of security the client desires, ranging
from 1 gold piece 1o 20 gold pieces. Escort service: | silver piece
per Guide required.

Information. This commodity is bought and sold, over a
friendly glass of the client’s favorite beverage with Siberius, the
club’s jolly manager. Price varies according to the value of the
information.

Entertainment. These arc primarily exotic dancers, jug-
glers, and anything special the client would care (o arrange in
advance, is included in the price of meals and drinks, unless
somcone wanls one or more of the entertainers to join them or
their party at their table.

Personal Services. Boot polishing, laundry, weapon sharp-
ening, armor repair, etc., are provided, all on as short a notice as
the client can afford. Routine services (boot polishing, sword
sharpening, etc.): 1 copper picce. Routine armorservice, laundry,

etc.: 1 silver piece. Major repair priced according to the extent of
damage.

Procurement Services. For the right price, the club will
secure that new pair of boots in the client’s peculiar style,
clothing, bed mate, or other specialized acquisition, for the cost
of the product plus a small commission.

I The Ruffiri

Every resident of and every traveler to the City has seen one
of the Ruffiri at one time or another though they may not have
known it. That watchful mongrel trotting obediently at the heel
of a wealthy noble’s pony or that odd, large cat who appeared in
lime to scare away a prowler. Both might have been secured by
avisit 1o the Panther Club. The purchaser might even belicve he
was acquiring the services of an especially well-trained animal if
he were not extremely familiar with the inner workings of The
Exotics Quarter.

The RufTiri are essentially a type of fairy race, particularly
suited for life amongst the crowded streets of the City. They are
ametamorph race. As they mature, grow and develop, they pass
through distinct stages of development. Most have some kind of
innatc magical power. Like fairies, they are also immortal, they
will never die of old age—though few enough survive the rigors
of streel life long enough 1o benefit from it.

First Stage: Kenalir or “Fourloper.” These are your basic
sprite/larva crifters, much like dogs and cats. They appear as
anything from small cat-like beings to apparent wolves with
prominent canine fangs. Coloring ranges from a single color to
labby, calico and wild tortoise-shell. They arc about as intelligent
as a small child, depending on their age. They serve as eyes and
ears for the third stage Ruffiri in addition Lo other functions Lhey
may have been assigned. Travelling on all fours gives them
enough speed to keep them ahead of most foes, but their mortality
rate is quite high. Most Kenalir mature into second levels after 10
years, but 90% perish at this stage.

Secondstage: Ruffiror “Halfling.” One in 10 Rufliri survive
to develop beyond first stage. They appear as small hominids
with animal-like features, prominent muzzles, and canine teeth.
They rarely top four fect, females slightly less, with feline claws
that can be exlended over fingers and toes when aroused. They
are more olfactory-oriented and faster than most halllings or
humans. Their weapon of preference would invariably be claws
or teeth, which they can bring into play faster than the average
opponent could draw a weapon. Feylir intelligence would be al
about the level of the caricature thug who moves his lips when
reading clementary texts. Development beyond this level almost
always requires the guidance of a third level. The brightest and
most promising of the Ruffir are provided such guidance. The
average life expectancy of a Rulfir is about another forty years.
Occasionally. a determined Ruffir will succced in bringing about
his own transformation into a third stage Feylir Secker.

Third Stage: Feylir or ** Seeker.” One in a hundred Ruffiri
might rcach this level. The primary change here is mental
development. Very subtle physical changes. Only an extremely
knowledgeable outsider could lell the difference, though it is
readily apparent to the Ruffiri themselves. The Ruffiri limit the
number ol Feylir and control their development. For example,
they gencrally have a Feylir develop as a fighter/leader to protect
each of their “operations” in the City, while another would
develop as a business manager. A few might be developed as
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thieves. Feylir intelligence equals (hat of very sharp humans.
Feylir have a life expectancy of another seventy Lo ninely years.
If they do not advance into fourth ssage Halir within that time
their bodies tend to wear out.

Fourth Level: Hafir, “Masters.” One in 100 Feylir might
metamorphose to this slage, though never more than five or six
at any one time, maximum in any community. Hafir faces
become more human-like, but still feline or canine characteris-
tics. However, the Hafir have the power to convince others to see
them as a member of their own kind. To a human, they appear

SCALE: one square =1 1/2 feet
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human, toan elf, they are elves, and soon. The immortal Hafir are
typically masters of whatever craft was chosen for them at the
Feylir stage. The Witch Krista Rose is one of the most noted and
most powerful Hafir in the city.

I Layout

The current Panther Club is not the original siructure first
built on the site (the Old Man particularly dislikes establishments
that promote harmony and unity. He put several earlier structures
to the torch. Krista Rose always rebuilt).

Ground Floor

A. The Main Hall. (31' x 39', irregular) The main hall accom-
modates large public partics as well as small private ones. All but
the secluded dining rooms offer a splendid view of the wide
variety of entertainment afforded on the main stage.

Al.Long table. Singlesand couples not interested in privacy
seek chairs here for the best view of the entertainment and
communal singing. House alc is specially priced at three coppers
the pitcheralt thistable enly. On a busy night twice as many chairs
may be found crowded around the table.

A2. Private booths. Reservations suggested. A sinall sur-
charge of one copper piecc per person is added to the tab. Eight
to 10 people may be squeezed into a booth, depending on their
size and willingness to assume close guarters.

B. The Stage. (9' x 12') Jugglers, dancers, acrobats. singers and
the like perform every cvening for the entertainment of the
clientele. The majority of the entertainers are scantily-clad young
females of many races.

C. Public Stairway to Second Floor. (Landing 5' x 5')

D. Cloak Room. (10'x 6') Cloaks and weapons are left here under
the watchful eyes of trained attendants who also control access 1o
the secret passage behind the private booths and dining rooms.
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the secret passage behind the private booths and dining rooms,

E.The Ruff (Elite Dining Room). (10'x 9) The finest crafismen
in Sideshow have lent their talents to providing sculpted wood-
work, paintings, furniture and wall-hangings for this room, the
showplace of the Club. Reserved for use by the elite of Sideshow
only, Here meet the leaders of the special societies and, from time
to time, the leaders of different groups, o iron out their differ-
ences. Siberius Scrapeskin is invariably on hand to see to the
guests’ comfort and service when this room is occupied. Traskit
Fastclaw will visit briefly to discuss security requirements. Each
guest will have their personal waitress. When lempers between
powerful individuals are likely to flare, one may even find Krista
Rose on hand to help avoid unpleasantness. Lesser organizations
may be placed on a waiting list by request subject to cancellation
on short notice should a special group require the room. The
secret door provides a private entrance or emergency exit for
anyone in the party requiring such.

If one has to ask what this room costs, one can’t afford it.

F.Small Private Dining Rooms. (7' x 6") Rescrvations required,
A halfling sceking to impress a client or a lady is assured of
success after a private dinner inoncof these tastefully decorated
rooms. Siberius is available to lend his personal touch to the
party’smeal for a mere gold piece, chalting with the host as it they
were old friends about subjects carefully prearranged when the
reservation was made for an additional fee in proportion (o the
amount of his time desired. Traskit will make a brief visit for a
silver piece and tell a small anccdote for a gold piece. These
services must be arranged and paid for in advance. No coins
would actually trade hands in a private dining room.

. The Den (Large Private Dining Room). (7' x 9') Almost as
exquisitely decorated as The Ruff, the expensive Den is available
by reservation. lts reservation includes a brief visit by Siberius
and/or Traskit (and possibly even KristaRose herself), with other
services available as indicated above, The secret door is often
used for clandestine meetings in the room.

H. Secrel Passage. (3'x 48') Individuals wishing to eavesdrop on
a booth or dining room may make arrangements with Siberius, so
long as the occupants have not arranged security against such
intrusions. A guard insures that prying eyes peer only at whal
they’ve paid for. Coat check attendants handle passage arrange-
ments under the watchtul eye of Traskit Fastclaw.

L Pantry. (14’ x9") Ilems needed to feed the evening's gucsts are
stored here, readily available to the chel and stail.

11. Basement Stairs. Stairway to basecment. Staff only.

I2. Dumbwaiter. Raises meals and other things o provide
for overnight guests.

J. Service Staircase. (3'x 3') Back stairway to second floor—for
use by statf only.

K. Kitchen. (18' x 11") Siaff only. The chef and his talented
assistants prepare everything from mcat and potatoes in great
yuantitics for the masses to that special dwarven stew requested
by Brumar the dwarf.

L. Privies. (7' x 10") Gucsts who can’t make their way out back
to relieve themselves discreetly may use this attended {acility for
one copper bit.

M. Entertainer’s Dressing Room. (11' x 10" Several silvered
mirrors line the walls here.

Second Floor

N.Private Rooms. (Various,ranging from6-1/2'x 10'to 7' x 14")
All rooms come with double beds and individual chamberpots.
Food and drink is available at a price normally one copper bit per
item higher than in the main hall. The server will alsoexpect a tip.

O.Bootpolish Booth. (7' x4") Dented armor, soiled garmentsand
food requests delivered to the atiendant here will be promptly
taken care of and delivered to the room when the guest desires.
Stoppingby or sticking one’s head out the door and shouting will
bring quick service.

P.Room Service. (10'x 9) Food items delivered by dumbwaiter
will be tastefully arranged here prior to delivery to the room.

P1. Stair from Kitchen. Staff only, except by prior arrange-
ment. Rear exit/entrance from the Club is available for two
copper pieces for guests who desire to avoid the main hall for
whatever reason.

Q. Hot Tubs. (Various, from 6' x 12' to 7 x 20') Reservations
suggested. Water is pumped to this level through (he clever
inventions of Brumar the Dwarf.

R. Siberius’ Office. (10-1/2' x 14') Siberius is always available
to make special arrangements for Sideshow’s elite, or to convert
some special item into coin of the realm. Comfortable seats and
a privale drink for clienis helps establish a congenial bargaining
atmosphere. The indefatigable manager catches catnaps is the
adjacenl bedroom when conditions permit.

S.SecretStaircase to First Floor and Cellar. (3' x 10-1/2") This
is one of the means by which the manager appears to be many
places at the same time. Rasely, one or more senior armed guards
may be obliged 1o use their crossbows to deal with guests de-
mented enough to belicve they can rob the Club. The remains of
suchreceive acomplimentary onc-way trip to the City’s sewers.

Cellar

T. Storage Area. (7' x 27") Non-perishable supplies for the
Kitchen are stored here, insuring a week’s supply of food and
drink in the event of delivery difficulties.

T1. Trap door. Most arriving guests will arrive through the
trap located at the top of the back stairs.

U. Smithy. (8" x 21"} Nicked wcapons and dented armor are
skillfully repaired while the adventurcr dines or steeps above. A
small sclection of emergency replacements is available.

V. Boiler Room. (22' x 27") Brumar the dwarf (cf. Brumar's
Workshop)earned the Rufliri’s respect and [riendship by design-
ing the boiler and plumbing which provide hot water to the
Kitchen (K) and Hot Baths (Q).

V1. Laundry. Encrgetic Ruffir see to guests’ laundry here,
utilizing the heat from the boiler to dry damp garments swiltly
and thoroughly.

V2. Trap door. A slightly less popular locked?® entrance to
the sewers.

V3. Staff Privies,

W. Staff Quarters - Male. (15" x 37) Beds and lockers? are
provided for male stafl working long shifts in the Club. There is
a locked’® entrance 1o the sewers beneath a table here.

X. Staff Quarters - Female. (9-15' x 42') Beds and lockers® are

provided for female staff working long shifts in the Club. There
is a locked? entrance to the sewers heneath a table here.



84 THE PANTHER CLUB

— Siberius Scrapeskin —

Y. Tailor. (16'x 6') Damaged garments expertly mended afterthe
laundresses have cleaned them.

Z. Krista Rose’s room. (9' x 6) A small getaway for the leader
of the Club’s Ruffiri, this room is one of the many nooks she uses
around the City and elsewhere.

| Personalities

The Witch, Krista Rose. Q Fourth stage itafir Ruffiri
Female. Ht.:4'2"; Wt.: 1004, Age: appears 30, Actually 300+.
L Fighting Prowess: Negligible, but she has any number of Ruffir
and Feylir bodyguards closear hand. QMagic Ability: Very Good
C4,C5, C8: Fair to Good in the rest.

Krista seems to be an atiractive, adult female of the samerace
as whomever sees her. Few have seen her real guise as stocky,
well-endowed, gray-furrcd woman with a lace that reminds one
of a young black panther, but with fox-like ears. Krista is the
brains behind the local Ruffiri as well as a primary power within
the Exotics Quarter. She personally chooses the likelicst third
stage Feylir Ruffiri to serve as managero f the Club and helps the
sclectee develop by intensive training and a few magic spells. She
hasestablished wirds to protect the Club from magical attack (or
physical attack, i.c., the Old Man) or hostile forces secking Lo
learn secrets the Rufliri would prefer to keep 1o themselves, A
very powerful witch, she changes her own name and identity
every lew years to prevent anyone from suspecting her role. Her

specialty is a teleportation spell that whisks one to several clients
from anywherc in the Club to that sewcer exit most propitious for
their speedy arrival at their next destination.

She is also the spectral panther apparition which visits the
club. The “apparition’s” appearance is a signal for clients await-
ing a special exit to gather np their possessions and make ready,
although this is known only to clients who have availed themself
of this special service. All of the other patrons—and much of the

staff—consider her a ghost.

Siberius Scrapeskin. Q 1hird stage Feylir Ruffiri male;
Hr: 4, Wi: 150#; Age:50. A Fighting Prowess: Fair with edged
weapons, Good with his claws, which he's much more likely to
nise before an opponent can get a weapon oul.

Siberius looks rather like an overfed cocker spaniel might if
he had sharp, catlike ecars.

The Master of Ceremonies and manager of the Club is the
individual most residents of Sideshow envision when they think
about Ruffiri. His high profile and numerous appcarances serve
to deflect attention from the faci that few other Ruffiri arc ever
seen outside the Club. When he is out visiting other establish-
mentis in the City or the Exotics Quarter, the corpulent Siberius
is most often seen wearing green hooded robes, accompanied by
halladozen lesser assoctates/bodyguards, Under theirrobes, it’s
hard to tell. Unlike most Ruffiri, the chubby High Priest actually
enjoys the combinations ol smells brought to his chambers by
those secking information. The compleat diplomat, he is the
Ruffiri most visitors will talk with in the Inn, personally negoti-
aling the exchange of captured Ireasures [or gold and silvercoins.

Siberius is often to be found exchanging ribald storics with
large groups in the main hall, leading sing-alongs and downing
beer or wine with the champion drinkers. He is also popular asa
mediator in the private dining rooms, helping both sides in a
dispute find some third perspective palatable to everyone in-
volved. The conclusion of such meetings often involve large
quantitics of drink and several pretty ladies celebraling the good
sense of both parties.

Traskit Fastclaw. QThird stage Ruffiri Feylir male. Ht.: 4
I1"; Wt.: 1808, Age: 47. Q Fighting prowess: Very good with
blunt and edged weapons; Legendary with claws and teeth. 1
Magic Ability: Good C5. Fair C3.

Traskit’s fur is dark, mottled gray and he resembles a cross
between a black panther and a wolf. The commander of The
Panther Club’s security forces is one of the few Ruffiri with a
reputation outside the Club. Even if the club were not a declared
neutral zone, Traskit's well-deserved reputation as a warrior
would suffice lo maintain the peace. Backed by a cadre of second
stage Ruffir guards, the situation has yet lo arise that he has not
been able to handle swiftly and silently, frequently without
alarming the gucsts.

Traskit is literally a self-made Feylir. Not “selected” to be
developed into a third stage by his superiors, he [eft the City for
atime, returning in his advanced state wiih a reputation the local
Ruffiricouldn’tignore. Any suspicionsabout his loyaltiesamong
the Ruffiri were laid aside when Krista appointed him her chief
of security.

Lareshaq. Q Second stage Ruffiri Ruffir female. Ht.: 3'6"; Wt.:
90#; Age: 22. 11 Fighting Prowess: Fair with teeth and claws,
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though more likely 10 appeal to the most convenient guard in
situations where such are needed. | Magic Ability: Fair C3,C5.

Laresha, with her calico coat and feline face to match is
charming coatcheck lass who makes a hearty warrior feel that it
isan honor to be charged withthetask of protecting the gannent
of such an august personage. Her motions in carefully arranging
a cloak on a hanger or hook is sure to capture the visitor’s eye.
While purring outa greeting certain to ensure any male’s frequent
return, she is subtly probing them for hidden weapons, messages,
poison vials, etc. Her mastery of Communications Magic is
limited to summoning the handiest bouncer without blinking an
eye when she detects anything—such as malevolent charms—
banned from admission to the Club.

Shriftor. Q Second stage Ruffiri Ruffir male. Ht.. 3° 4", Wt..
704. Age: 30.'Q Fighting Prowess: Poor with reeth and claws;
non-existent with weapons. 3 Magic Ability: Very Good C3, C5.

To the clients, mousey gray Shriftor appears to spend most of
his time at the bootpolish booth on the second floor, tending their
teather, running errands and assisting the maids. He seems to
always know where any other member of a guest’s parly might
be found on short notice.

The apparent shoeshine boy is really one of the foremost
Ruffiri in the art of mental telepathy, serving as concierge to
guests enjoying the second floor of the Club’s hospitality. His
speedin running errands comes from being able to communicate
with any Ruffiri in the vicinity of a desired object and meet them
upon their return with whatever the client desired.

Frissa. Q First stage Ruffiri Kenalir female. Ht.: 2" 1"; Wt..
45#; Age: 6 A Fighting Prowess: Good with teeth and claws. Q
Magic Ability: Poor, C3.

Frissa is one of half a dozen First Level Ruffiri who serve in
the ranks of the City Guard'’s canine corps. When not being used
for such duties as crowd control and tracking felons, she serves
as the companion of a senior Guard officer. Having the run of the
City Guard headquarters and other buildings enables her to keep
Krista apprised of any plan the Guard might be making that
involve the occupants of the Quarter.

Scenario Suggestions

Scenario 1: The Pursuers. The party is hired to catch an elusive
creature who always manages to elude his pursuers by ducking
into The Panther Club and out through any of the various sewer
entrances. To complete their mission, they will need to set up in
the club—before the guarry arrives. This will involve one or
more of the adventurers making friends with some of the Ruffiri,
most certainly including Siberius Scrapeskin, and persuading
them to help with their assignment.

Scenario 2: Face the Challenge. Set up a situation in which one
of the adventurers kills or maims one of the Kenalir Ruffiri,
whether on purpose or accidentally (it looked just like a cat or
dog). Days later, a durk-furred Feylir Ruffiri malc interposes
himsell in front of the slaycr. With lighining-like moves, he slaps
the adventurer in the face (drawing blood) and challenges him or
her to a ritual duel for killing one of his children, on stage, at the
Club. Be there or die from a death unseen, the panther-like Ruffiri

snarls. Of course, the Kenalir Ruffiri’s death was set up by the
Old Man of the City, who approaches the adventurers and offers
to “help" them against this lcgendary fighter (he offcrs magics
that temporarily improve a fighter's speed and skill), All the
adventurers need to do is pick up a box of metal jars from a
dwarven fellow named Brumar (actually dwarven explosives,
but he NEVER says orimplies that), and get them inside the Club.
If they can get the bombs in, then when the fight stants, they find
that they have been duped by the Old Man. The explosions may
be the only thing that saves the adventurer duelist.

Scenario 3: The Rival of Krista Rose. There are more Ruffiriin
the City than those running The Club. One of these other Hafir
Ruffiri wants to supplant Krista Rose and hires the adventurers to
assisthim/herin thisendeavor. This could involveamajor, costly
assaulton the Club or, more likely, the party discovering the evil
intentions of the would-be employer and shifting sides to wam
the Witch of what’s coming.

Admittedly, the Panther Club focuses on service to
nonhumans. Yet even human adventurers can partake of the
services of the Panther Club as a place for them to meet with
the mysterious and powerful figures of Sideshow on more or
less neutral ground.

— Traskit Fastclaw —
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On the owtskirts of the Exotics Quarter

there is a place where people of all ages, races,

and religions can gather to gquench their thirst and
satisfy their hunger. The stories you have heard are
true—the beer never runs oul and the dwarvish-elvish
cuisine is delicious. The Bottomless Keg is known far
and wide as a friendly, safe place where people can
relax and share good times in a wonderful setting. Just
look for the outdoor beer garden with the ship's mast
in the center—with the Bottomless Keg,

you'll never go thirsty!

The Bottomless Keg is found in an area of the City
sheltered from the elements, and consists of a main building with
outdoor seating in the adjoining beer garden. Crube Collie, the
dwarven proprietor, his elven wife Thessi, and their two twin
dwelf'sons Ronno and Gregin live in the restaurant. The building
also serves as kitchen, warehouse, and privy area for the (avern,
Tables fill the garden area, which is surrounded by a fifteen-foot-
tall wood fence covered with aromatic flowers and dense vines.
In the middle of the garden is a forty-foot-tall ship’s mast which
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istopped with an intricate carving of a member of the dog family.
Attached to the mast are three large sails, each of which can be
dropped and spread out to cover the garden, providing shade on
hotdays and shelter for rainy ones. In the winter and on truly cold,
nasty days, the restaurant is open, but replaces the usual fare with
piping hot drinks and spicy, hot cuisine.

The sails all have the design of a keg, along with the words
“The Bottomless Keg—Where You’ll Never Go Thirsty,” In
addition to the troll Tandrean Kenne, the crew supervisor and
bartender, two other waitresses and one cook are employed.

Business Hours

The establishment is open six days a week, from 10 in the
morning to sundown.

A Keg With No Bottom

The Bottomless Keg is named after the foot-tall keg from
which most of the beer is served. Small and portable, it can be
carried around the garden to fill the goblets of thirsty customers
with tasty brew. The keg never fails to amaze the patrons—when
there’s a capacity crowd, even those in their cups realize that
more beer has been poured than could possibly be held in that
small keg. The keg is unmistakably magical, but when asked
about this particularitem, Crube just says in a good-natured voice
“I don’t know how it’s done. I’m just a simple dwarf...”
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A Varied Menu

In addition to the finest beer in the City (so they claim!), the
Bottomless Keg serves rare imported ales and lagers, spring
water, tea, and a small selection of white wines. In keeping with
the Collies” mixed marriage, the Bottomless Keg also offers a
mixed menuofdwarven and elven delicacies—including Crube’s
dwarven special, giant mushrooms, a foot wide and served
scalloped, stuffed with sausage, ormarinated in wine vinegar and
imported spices. Thessi’s elven delicacies includeroasted brickle
nuts served as appetizers on all tables as well as in delicious
cranberry-brickle nut bread loaves. Her dessert menu includes
the sweet-tasting and tender bark of the roti tree.

And Don’t Forget Those Low Pricesl

In keeping with the family atmosphere, all prices at the
Bottomless Keg arequite modest, andcertainly low when consid-
ering the high quality of the food and drink.

Regular Customers

A number of Sideshow residents eat and relax here regularly.
Among them are Josef the werebear (co-leader of the Sliming
Path), Shen ti Q’orinn of Hilkin’s Specialities & Esoterica and
even Abet Noir, leader of the Pack.

I Layout

The Beer Garden

A. The Beer Garden (30" x 40') There are 18 tables with
benches in the beer garden—two of these are much larger and
three much smaller. The table marked A1 is the Collie family
table, where Crube can be found during hours of operation. This
is an excellent spot for Crube to welcome customers or to make
sure they have paid before leaving. A2 is an open area where
people tend to stand and mingle. A water pump is located at the
eastern end of this area for a free drink washing up. The fox
carving on the mast faces north, keeping a watchful eye on the
main building. Three hooks atop of the 1 5-foot-tall woodenfence
serve as tie-downs for the sails that provide shade and shelter on
rainy or hot days.

Main Building

This building is well maintained and constructed of sturdy
stone. Except for the stone warchouse, all interior walls are made
of wood and the southern outer wall on the second floor are built
of wood.

B.Bar Area (18'x 6') Tandrean Kenne, the troll barman usually
mans this area, although Crube will also pour the occasional
drink. The Bottomless Keg is usually kept on display in the
middle of the bar at B1. Secured only by shutters, the bar supplies
are taken into the warehouse by Tandrean at night. Five stools
provide seating here and the western-most section of the bar folds
up to allow passage. The cash box (normally under the bar) is
stored in Crube’s desk ( J) during off hours.
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C. Warehouse (16'x 12) Beer and other supplies are stored here
andare delivered from Doc and Sardin' s Warehouse (CB2)every
other week on the day when the tavern is closed. The iron door
locks® at night. The spiral stair leads down to the cellar (G).

D. Privies (8' x 8') Six private privies, which range in size, are
provided. They drain through ceramic conduit into the sewers
(CB3). Windows on the east wall help with ventilation.

E. Kitchen (11'x 12') A pleasant aroma always fills the kitchen,
which has an oven, preparation table, sink, tall shelves, meat
hooks, and a small stove. Thessi can usually be found here. The
oven here and the hearth in room K share the same chimney
structure, but do not connect. The door locks? at night.

F. Hallway (3' x 8') Open and doorless during business hours,
shutters cover it when the tavern closes.

G. Cellar (10'x 10") The spiral staircase in the warehouse leads
to the musty, dank cellar, where Crube’s special dwarven mush-
rooms grow. Three shelves of soil, spaced two feet apart, hold the
mushrooms. These special mushrooms are unknown in this part
of the world, since they were brought here by Crube from his
distant homeland. Candles near the stair provide light when
needed. A small secrettrap door (G1)known only to Crube, Thessi
and Tandrean leads to the sewers. Normally used as a garbage
disposal, it can serve as an escape route during an emergency.

H. Hallway (22'x 14") The large closet (H1) overflows with Collie
family possessions.

I. Family Bathroom (6' x 3') This small bathroom contains a
small tub, a sink, and a privy. Water and waste drains through
ceramic conduits into the Sewers (CB3).

J. Master Bedroom (12' x 12") This is Crube and Thessi’s
bedroom. Includedin the room are ahearth, large bed, desk (locks?)
andlamp, and a closet. The closet hides a small magically locked*
strong box (J1) which contains Crube’s magical paraphernalia.

K. Bedroom (9'x 11') This is Ronno and Gregin’s bedroom with
its elf and dwarf-sized beds, generous closet space, two lamps,
and a small play area near the hearth.

I Personadlities

Crube Collie (Alias Crucible the Fox). Q Dwarf male.
He.:4'1",Wt.:160#,Age: 102 (appears middle aged).' A Fighting
Prowess: Fair with Staff, Poor otherwise. L Magic Ability:
Excellent C1, C2,C4, C6, C7, Otherwise Fair.

Common Knowledge/Legend

Though he lives and works in the Sideshow district, Crube
has become a leading merchant in the City. He arrived 25 years
ago aboard a small ship with unfamiliar markings. He was
obviously wealthy, as he was immediately able to buy a parcel of
land in the nonhuman district and start building the Bottomless
Keg.

Crube is slender for a dwarf and keeps his face clean shaven.
His black hair has recently begun graying at the temples. Gener-
ally slow moving and often found seated when at the Bottomless
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— Crube Collie —

Keg, Crube is quick to smile and laugh heartily with patrons,
guests, and family.

Through the years, the Bottomless Keg has prospered very
well, as it attracts people of all types and persuasions. Smilin” Al
(Smilin' Al's Sideshow Tours) often brings by his tour groups
here and Crube often joins interested parties in song or conver-
sation. To his distaste, Crube pays a small amount to the Pack to
keepthings from getting “messy” in the establishment. InRankem,
he would never have tolerated such insolence. However, Tan-
drean has bounced more than one of the Chervka out of the beer
garden, after paying them first of course. He is well liked by his
employees, since he treats them fair and pays them well,

He claims not to know how the magical keg works, saying
thathe founditona shipwreck in his homeland. If pressed, Crube
will admit that he is from the city of Rankem—over a year’s
jouney distant from the City. He will usually deflect such
inquiries by saying “but enough about my past. .. Itis the present,
and presently it looks like your glass needs refilling...”

The Truth

Crube Collie is better known in his own distant land as
Crucible the Fox, aruthless and powerfully cunning sorcerer who
led the dwarves of Rankem into war against the elves of that city.
Trained since birth to be a wizard, Crucible was falsely told by
other sorcerers that his parents were slaughtered by elves. His
hatred of the elves grew over the years and culminated in the
vicious Rankem War. The nickname “Fox™ came during the first
battle, when he magically incinerated the elves’ religious leader
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in his own palace, gaining entry under the pretense of treaty
negotiations. The resulting hate war lasted 30 years before
Crucible leamed a soul-shaking truth,

Young Crucible possessed more innate magical power than
had ever been seen in any Rankem dwarf, Separated from his
family by the rigors of cloistered magical study, the young dwarf
was unaware that his own teachers had lied to him. They lied to
him and wielded him like a hammer of seething hate.

The truth, that his parents died, not tortured by vicious,
scheming, lying elven scum; but crushed in the collapse of
refugee tenement five years into the war, sobered him with guilt
so strong that even a quarter-century later, he can no longer use
magic without dealing with self-anger, anger at dwarven society
and often, deep depression.

Crucible changed. He took a small crew of loyal followerson
his own private ship and sailed off to freedom in the City. The
mast from this ship is the same mast used in the garden of the
Bottomless Keg. He adopted the surname Collie because he felt
they were among the friendliest of dogs, and because the fox
carving on the mast resembled the dog.

Crube first encountered his wife Thessi when she was just
reaching maturity. Two weeks into his journey from Rankem, his
crew spotted a small elven ship adrift. Crube boarded in hopes of
healing any injured elves, but he was too late; the entire crew had
been slaughtered, except for the young woman who had hidden
under the bodies of the dead. Though she was badly dehydrated
and suffering from malnutrition, Crube nursed her back to health,
and in so doing, fell inlove with the young elf. Though she knew
him to be the destroyer of her own people, Thessi returned his
love, and the ship’s captain married them during their voyage to
the City.

Crube’s magical keg works because he has cast a spell that
teleports beer from the barrels in the warehouse to the small keg.
A concealment spell to masks the teleportation spell from other
wizards. On busy days, keeping these magics active drains a great
deal out of the dwarf.

The Pack, in particular, Abet Noir, present a special concern
to him. Somehow, the leader of the Pack has learned just enough
about the dwarf’s past to be dangerous to him. The rat lady (don’t
say that to her face and expect to live) has also developed a
dangerous attraction to the dwarf, showing up at the tavern and
flirting brazenly with him in front of his wife and customers. It
may not be long before she demands he return her affections.

Crucible’s guilt about his past motivates him to do good in his
new life. The Fox personality lies buried deep within Crube, and
would only come out under dire circumstances—such as threats
to his family or close friends.

Thessi Collie. Q Eif female, Ht.: 6" 3", Wt.: 140#, Age: 65
(voung for an elf) L Fighting Prowess: Average with knives or
thrown dishes, Poor otherwise.

Thessi is strong and thin with brown hair and green eyes and
typical elven features.

She grew up in the sheltered environment of an elven forest
village near Rankem, When the battle fronts of the Rankem War
neared her home, the elves tried to flee by sailing to more
hospitable lands. Her boat was attacked by dwarven troops.
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Thessi alone survived. Naturally afraid of her dwarven rescuer,
Thessi was soon impressed with Crube’s gentle nature as he was
nursed her back to health. She soon grew to love him.

Akind and open-minded elf, Thessi has forgiven her husband
for his past. She enjoys being a mother, and is proud of her
intelligent and friendly “twin” sons.

She supervises the ‘Keg’s food preparation and selection, A

very good cook herself, she is always open to menu suggestions
from patrons and the staff.
Thessi helps out other women in the community when she can,
but often gets upset by people (elves, dwarves and others) who
take offense at her mixed marriage. When Crube grows angry at
these people, Thessi comforts and reminds him that their love is
stronger than the ignorance of a few. A strong-willed woman
when she needs to be, Thessi will defend her family withconviction
and volition seldom seen by elven women.

Ronno Collie. Q Dweif maie Ht.: 4'7", Wt.: 80#, Age: 25
(adolescent for a dwelf). Q Fighting Prowess: Poor. [J Magic
Ability: Poor C4, C7 otherwise none as yet.

Brown-haired Ronno takes after after his mother in terms of
appearance, but he shows signs of taking after his father in terms
of magical ability. With his elf-like build, he fits in well with
human children, although he prefers the company of other
dwelves or elves. In addition to some of his father’s compact
brawn, Ronno has begun to discover latent magical abilities.
With training, he could develop into an excellent magician.

Ronno has recently begun fancying himself to be a ladies’
man. He often strikes up conversations with young women who
patronize the “Keg. Ronno could easily develop a crush on a
female adventurer.
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Gregin Collie. Q Dwelf male Ht.: 3'1", Wt.: 65#, Age: 25
(adolescent for a dwelf). Qd Fighting Prowess: Average withBare
Hands, Poor otherwise.

Gregin is a curious and mischievous black-haired child who
has just begun to see whiskers growing from his chin, Although
he looks more like his father than his mother, Gregin has shown
no signs of developing any magic abilities. He does have a large
interestin weaponry, and has recently struck up a friendship with
the secretive dwarven craftsman Brumar (Brumar' s Shop). Gregin
often brings the dwarven cuisine Brumar craves, in return for
leaming more about Brumar’s “toys.”

Gregin uses his generous allowance to purchase odd items
from Hilkin' s Specialties & Esoterica and often entertains Shen
ti Q’orinn when she comes to dine on Thessi’s elvish cuisine
(whenRonnoisn’t mooning over her). With disciplined training,
Gregin could become an excellent fighter.

Tandrean Kenne. Q Troll male Ht.: 84", Wrt.: 410 Ibs,
Age: 44,1 Fighting Prowess: Fair with Bare Hands, Average
otherwise.

A hairless, dark-skinned and muscular troll, Tandrean is
friendly and jovial. Usually dressed in human-like clothes,
Tandrean has integrated well into human society, despite a few
frightened faces. As the crew supervisor, he oversces the other
waiters, deals with the rare unruly patron, and tends bar.

Tandrean came to the City 10 years ago as a part of the
funerary honor guard for the deceased troll chieftain, Blugluk the
Blasphemous (see Nadorix's Necropolis). He watched the grave
for a few dismal weeks, then disappeared into the City, leaving
his comrades and oppressive troll society behind. His name is a
pronounceable variation on his troll monicker, which translates
to “Eater of Butterflies,” a particularly demeaning trollish slur.

He abhors physical violence and uses skillful intimidation to
keep the peace. He is also concerned about fair treatment for all
beings. As such he works part time on the behalf of the Sliming
Path’soccasional humanitarian projects. Josef, the werebear who
co-leads the path is Tandrean’s closest friend outside the Collie
family. He and Crube try to shelter the rest of the Crube family
from contact with the Pack.

Aside from Thessi, Tandrean is the only other person who
knows how themagical keg really works. Grateful to the Collies
for their hospitality and employment, Tandrean considers him-
self part of the family and is unswervingly loyal. Tandrean rents
aroom at the Panther Club and loves the cuisine at the Sifver Pelt.
He currently seeks a wife interested in starting a family.

Tavern Workers

The servers hired at the Bottomless Keg are chosen for their
friendliness, cleanliness and ability to work hard. Servers are
modestly paid, but do make good tip money.

The tavern cook is hired for his or her ability to work with the
varied menu and ability to getalong with Thessi. Like the servers,
the cook is paid modestly, but does get to dine freely after the
tavern closes.

| Scenario Suggestions

Scenario 1: Rankem’s Most Wanted. Elven warriors from
Rankem have traced Crube to the City, vowing revenge. They
recognize the fox on the mast but do not recognize Crube... yet.
At the same time, some of Crucible’s followers have arrived
looking for the “traitor” and his followers. Crube is worried about
his cover being blown, and does not want to draw attention to
himself or those of his followers who still reside in the City. He
could possibly hire the adventurers to act as body guards, or as
guides to lead the groups away from the City. He might want the
characters to just “eliminate” those looking for him.

Scenario 2: Waiter, There’s a Troll Near My Drink! Dungeon
delvers, with blood lust still fresh in their mind, attack the
monstrous Tandrean. The adventurers could be the delvers in
question, or they mightbe regular customers at the ‘Keg who find
themselves in the middle of the fight and try to protect their
friendly neighborhood troll. It is likely that the Sliming Path
wouldbecome involved, mistaking the adventurers for the trouble-
causers (whether true or not!).

Scenario 3: Sewer Hide and Seek. Gregin finds the passage to
the Sewers (CB3) and does notreturn home, To keep Thessi from
worrying, they hire the adventurers to find the boy. Meanwhile,
Gregin has discovered that several businesses have access-ways
to the sewers and has become trapped inside one of them,
possibly discovering some secrets that outsiders were not meant
to know (this might be a good lead in to an encounter with the
Pack or the equally bad Enthade merfolk of The Blue Maid).

Scenario 4. Streets Afire. Amidst a sweltering hot summer, the
dark secret of Crube’s past and marriage becomes public (thanks
to Abet Noir making good on a threat), Dwarves and elves alike
(who have never even heard of Rankem) take sides and demand
Justice, vengeance or both. It looks like rioting may break out in
the streets of Sideshow. Unable to show his face, Crube prepares
hisrusty magics for the worst. Thessiand the boysescape through
the sewers (but unknown to Crube, they have been captured by
the Pack and held within its headquarters). Tandrean Kenne hires
the adventurers to aid in the tavern’s defense, to negotiate for the
aid of the power groups and eventually, to rescue the captive
Collie family, and possibly to single-handedly put down a mass
uprising of hate-crazed dwarves and elves.

This isn't your typical adventurers’ dive. In this family-
style tavern, one is likely to meet anyone and everyone. People
come here to meet people, not turn their brains to alcoholic
mush—when was the last time an adventurer found a tavern
where she could take her mother to lunch without a brawl
breaking out? The Bottomless Keg's outdoor “beer garden”
atmosphere provides a refreshing “al fresco” alternative to
starting or ending an adventure in the traditional indoor
tavern.



There are many in Sideshow who cannot tolerate the
human penchant for eating vegetable matter, The
Silver Pelt caters exclusively to those who prefer their
food to have been formerly ambulatory.

“If it screams, we serve it..."”
Raoul Silver, founder.

' History

Some 32 years ago, Raoul Silver, a chubby young fellow,
new intown, losthimself in the back streets of the City. Raoul had
come to the City to make his fortune in the world. The third son
of a master silversmith, he grew up with more of a knack in the
kitchen than with a jeweler’s loupe. Unable to compete with his
elder brothers in the family business, Raoul “borrowed” several
pouches of silver metal from his eldest brother, intending to open
his own place of business, one that would allow him to pursue the
culinary arts.

As luck would have it, that night he was savaged by a lone
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products and magazines | have lond mamones of my Ival Gan Con, exploring his dungeon while
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werewolf, sick and further maddened by a lack of nutrition for the
previous several days. The wolf attacked even though Raoul
reeked of deadly silver. Thinking quickly, the young man jammed
a silver ingot into the monster’s eye—forcing it further and
further, causing it to die horribly and revert to human form.

Raoul recognized the danger in the gaping wounds inflicted
by the claws and jaws of the beast, but the local hospitalry was
unable (or possibly unwilling) to carry out the necessary incan-
tations to relieve his curse. Soon thereafter, Raoul divested
himself of all things silver and developed a taste for “exotic”
meats and moonlight strolls. He purchased the site of The Silver
Pelt, just off the main thoroughfare through Sideshow, and
converted it to his use.

Realizing that getting and keeping good help is always a
problem for restaurants, Raoul proceeded to recruit his staffin a
most unusual fashion. Anyone skilled in cooking, butchery, or
waiting table who struck his fancy (and usually female) would
find themselves faced one night with a raving werewolf. If they
survived, they would soon be found taking a post at The Silver
Pelt, the only place that would have them.

Sincethen, there have been two other “owners” of The Silver
Pelt (folks in the City don’t seem too interested in the internal
affairs of the wolf pack, and so the names of the alpha females are
notgenerally known). Y akoob was the first after causing Raoul’s
demise, and he was the collector of the various art objects on
display. Eric is the latest, having won the post of alpha male only
afew months ago from Y akoob. He is still getting settled into the
position,
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Services

The sign outside the sturdy, ornately carved oaken door
simple states:

The Silver Pelt

Serving fine meats, domestic and game
to discerning carnivores

Asisclearto any discerning carnivore in the vicinity whose
olfactory sense is intact, The Silver Pelt serves various meats and
meat products, including such delicate dishes as raw beef, pork
sausage, grouse pie, orelf au jus. A real carnivore doesn’trequire
the slate board which stands atthe entrance with the day s “catch”
listed on it. They canchoose what meat they want just by standing
downwind and taking a deep breath. Prices vary based on three
key factors. First, how hard was it to catch? This includes how
much trouble it is to hide the hunt and the quarry from the City
guard. Second, how much work goes into serving it? A live rabbit
takes little preparation, but a lamb sausage with dressing and
gravy takes quite a bit more. Thirdly, how much does the
customer want? The larger the platter, the higher the price.

Examples:
Raw beefsteak, 1 gold piece
Cooked beefsteak, 2 gold pieces
Pigeon pie, 4 gold pieces
Whole roast lamb, 10 gold pieces
Minotaur head soup, 50 gold pieces

The cost for meat from any sentient being isaminimum of 50
gold pieces, and such a dish would only be for sale to those
persons well-known to the management. Sentient fare is never
listed on the slate, but the canny carnivore can find out what’s up
by asking to speak to Eric Silver. For any personnot well-known,
or not vouched-for by a regular customer, the minimum bribe for
that sort of speciality of the house is 500 gold pieces. Specific
individuals are never offed or offered for the dinner table, and if
asked to do so, Eric will refer the person to the nearest assassin
(and sell the information to one or more of the power groups in
Sideshow).

Butcher Shop

The butchers of the Silver Pelt know their way around meat.
Though they do not sell to the general public, the butchers of the
Silver Pelt provide much of the meat eaten in other restaurants,
taverns and inns around Sideshow, Greatcare is taken to only fill
orders with domestic fare—beef, pork, lamb, chicken, etc.

I Werewolf Society

The werewolves tend to be isolationists—they have very
little to do with other folk, even those of Sideshow. As such there

are no werewolves in organizations like The Sliming Path,

Asin the wild wolves, werewolves prefer to roam in packs.
The unfortunate individual werewolf is almost always diseased
or outcast for some “political” reason. This organized social
strata of werewolfdom is headed by the dominant “alphas,” both
male and female,

The alpha male is the sirongest, or wiliest, or nastiest male
wolfin the pack. He is the only pack male permitted to breed, and
he regularly beats and subdues all the other males, either physi-
cally or mentally. In game terms he will constantly browbeat or
even strike other males around him, and they will cower meekly
in his presence. He will compliment or make playful suggestions
when speaking to the female werewolves, and they will tend to
respond coquettishly. The alpha is chosen when a young male
challenges the present alpha, and kills him in single combat.

The alpha female will be the queen of the group, and the
toughest and most tenacious of the ladies. She is the first to eat,
and she is the first to breed with the alpha male, although not
necessarily the only one. She will generally be with the young of
the pack, and will defend them to the death. Alpha females are
chosen by fighting, but not to the death, Losing females are
outcast, however.

Hunts are generally done by all the males, and any females
who are not burdened by young. Occasionally, young males may
hunt alone, but if so, they generally are less successful than group
hunts. The alpha male will choose a victim, and the werewolves
will chase the target down, usually forcing the creature to run
until exhausted. Then the prey is overwhelmed by snapping jaws
and rending claws.

The werewolves of this pack are all unable to tolerate silver
in any form, and so they will not accept it as coin.

I Layout

The Silver Pelt is a three-story building with a basement,
found along Dim Street (just of Sideshow’s main thoroughfare)..
Theexteriorof the building is dirt-encrusted, but the construction
and repairs on it are in good shape. There are no windows on the
first and third floors, and only one on the second story overlook-
ing a next-door, one-story building. The roof is gently peaked,
and there is no attic.

Scattered on all of the walls of the restaurant are a number of
paintings. To those of normal vision, they seem to be a meaning-
less mishmash of garish colors jarringly gashed by various
shades of black and gray. To those whose vision includes infra-
vision, they depict very realistic scenes of hunting a variety of
prey (thepaints absorb and reflect varying amounts of heat).

Basement

The basement of the Silver Peltis kept dark. The workers here
generally use infra-vision to do their work. The hearth in the
smoke room does give off some light, however.

A. Smoke Room. (19" x 15" The hearth in here is kept only
partially open to allow the smoke to rise out of the room. A
multitude of hooks on the walls and ceiling can and do hold slabs
of various meats. Unprepared persons entering here will break
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Third Floor

out in coughing fits. Anyone who stays in the area for more than
six rounds must save versus slipping into unconsciousness every
round, each round after the first at a -1, cumulatively.

B. Cold Storage. (20'x 19') There are chests of butter and other
animal fats in the corner. There is an enormous pile of ice in
another corner. Several hooks hold slabs of raw meats of a
number of lineages. Staying in this room for more than 15 rounds
will require that unprotected characters save versus falling asleep
and slowly freezing.

Basement

C. Sausage Maker’s Room, (20' x 15") Various casks of brine,
vinegar, and other fluids sit in the corner, while under the counter
are drawers with pouches of spices. Many meats and some bales
of drying herbs hang from the wall and ceiling hooks. There is a
rack that holds butchering knives on the wall.

D. Abattoir (slaughterhouse). (50' x 50", irregular) The three
counters are discolored brown from blood. The walls and ceiling
are covered in hooks, many of which hold various sizes and types
of meat slabs.
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First Floor

E. Entryway. (22'x 5') On a slate across from the opening is a
list of the freshest meat on hand, and the prices for dishes made
with same, served in the main hall. Generally, Eric Silver will be
found behind the counter here, and he will behave in a genial
manner with customers,

F.Main Hall. (50'x 30", irregular) The main eatery is found here,
withlong tables and benches. The prices are standard for the food
servedhere. A variety of table wines and lightales are served with
meals, but no breads, or vegetable matter.

G. Accounting Room. (5'x 5') There is a locked® cash box under
the table. Usually, Denise can be found in or near here in her
delightful to-look-upon human form.

H. Kitchen. (44'x 20) Counters here are cluttered with cooking
and serving paraphernalia, including hundreds of carved wooden
plates. There are three hearths, and an oven next to the basement
stairs. The circular stairs lead to the Upper Pantry (J) serve as the
waiters’ access to the second floor dining area (M).

I. Back Corridor, (5' x 20") This is the corridor out the back to
the privies. The back yard is famous for face-offs between
various ill-mannered toughs of many species.

Second Floor

J. Upper Pantry. (10' x 20") This is a storage area for cutlery,
table cloths, and such. The spiral stairs lead down to the kitchen
(H). In the back are clean-up supplies.

K. Storage. (20' x 8') This is storage for the panels to divide up
the private dining rooms. The staircase in the back leads to the
third floor lair (N).

L. Storage. (5' x 30') Tables, chairs and additional panels are
stored here for the private dining rooms (M). The window
overlooks the lower building next door and permits access to the
roof of same.

M. The Private Dining Area. (50' x 50, irregular) The room can
be divided into 5' x 5" areas or 10' x 10' areas may be created with
walkways between by clips on the ceiling and floor, allowing
individuals and small groups to have their meals away from the
noise and the bustle downstairs. Prices up here are double those
below, and special dishes (like roast orc knuckles) must be served
in this private area.

Third Floor

N. The Wolf”s Lair. (50'x 50", irregular) This floor contains one
very large common room with thick rugs, and shelves and
cupboards around the walls. There is a hearth, lit only at night,

0. Bath. (7' x 6') This room contains a great marble tub (once a
wealthy man’s carved sarcophagus).

P. Birthing Chamber. (15' x 15') This is reserved for any
pregnant werewolf. Usually, however, it is used by Denise. The
birthing room contains a lockbox for large denomination coins
and gems, and important papers, such as the deed and receipts
from the tax collectors.

A Ty P50 PP
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I Personalities

Eric Silver. Q werewolf male. Ht.: 5'9"; Wt.: 158#, Age:27.
1 Fighting Prowess: Excellent with teeth and claws, fair with
dagger or butcher's blades.

Eric is a very self-assured fellow, an attitude which is only
enhanced by striking good looks, short curly brown hair and
perfect smilé. Only the heavy, dark brows, which are joined
together mar the clean lines of his almost beautiful face. Like
most typical lycanthropes, the hair on both his body and head is
thicker and coarser than one of the “prey-kin.” When in the
restaurant, he dresses impeccably, suggesting that possibly one
has found a place that might better belong amidst the hoi-polloi
of Uptown,

He is a descendant of one of Raoul’s first female converts.
Recently, he overthrew Yakoob as alpha male and he has been
enjoying the fun that goes with his new position. Tough-minded,
he will take no advice from any other member of his pack.

Denise Silver. Q Werewolf female. Hi.: 5'3"; Wi:122#;
Age:19. Q Fighting Prowess: Excellent with teeth and claws,
poor with dagger.

Denise is a stunningly beautiful, athletic woman with long
thick blonde hair. Like other lycanthropes, she has the trademark
thick, heavy eyebrows. When she must dress, she wears exquisite
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gowns, that while somewhat faded and out of style, could have
once graced the figure of an imperial princess.

She is the alpha female of the pack, and she acts accordingly.
Denise is haughty, and very self-assured. She is Eric’s primary
love interest, although there is no exclusivity in the pack. She is
responsible for the ‘Pelt’s frequent offerings of exotic meats—
since her own tastes tend heavily towards the bipedal kind. With
the possible exceptions of Lurkkan and gargoyle, she claims to
have tried every meat in the City.

Denise is a triple-direct descendent of Raoul Silver. The
founder was both her father, her grandfather and her great-
grandfather. Though she is a stunning figure of a woman, in many
ways, Denise is more wolf than human and often lapses into
lupine behavior while in human form. None dare correct her, not
even Eric.

The Wolf Pack. Other pack members automatically take the
surname Silver when they “join,” Ginoand Tina are both servers
(and grandchildren of Raoul). Eagle, Edward, Deirdre, Delores,
and Eggbert are young, approximately five years old (they are
maturing more quickly than humans—a comparative human age
would be about 13), and offspring of Yakoob. Waldo and Wilma
are butchers,and Hannibal is a sausage-maker. Lastly, Annieacts
as the scullery maid (though she is quite pregnant).
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I Scenario Suggestions

Scenario 1: Mad Dog! The adventurers” mule (horse, dog, falcon,
dromedary, best friend...) is savaged by a young wolf (Eggbert).
They interrupt the attack and pursue the beast until he disappears
down one of the sewers where they lose him. (The Silvers love the
scent of the sewers in lupine form.) This should lead them to start
to inquire into werewolf activities in City, and would lead them
to The Silver Pelt. If Eric demands it, Eggbert will apologize, but
the adventurers will have made an enemy in the were-wolf child.

Scenario 2: The Lost Guardsman. When the tomn and bloody
clothes of an older but well-beloved City guardsman is found
near his beat, the adventurers are: A) asked by the City’s mayor
to investigate in exchange for payment; B) asked by Eric to
investigate because of rumblings of anti-lycanthropic riots. In
either case, it is being pinned on The Silver Pelt by other
underworld denizens of Sideshow to camouflage their activities.

Scenario 3: Late for Dinner. While dining at the ‘Pelt, the
adventurers hear a bloodcurdling scream from deep beneath
them. The voice should sound familiar to one of the adventurers,
perhaps a friend or acquaintance. If the heroes investigate (de-
spite interference by restaurant staff), they find what is left of the
person (Wilma and Waldo work fast). Of course, now they are
faced with an angry wolf pack who do not want their little secret
to get out.

Scenario 4: My Dinner with Andrea. A beautiful woman,
approaches the adventurers and promises a reward if they will be
her companions at dinner, Dinner is served at the ‘Pelt (on the
second floor, the woman apparently has some connections) and
during the course of the meal (much of it raw, at least on her
plates) the woman reveals that she is Andrea Silver, half sister to
the “wife” of the restaurant’s owner. Not long thereafter, Denise
Silver appears, her eyes ablaze with anger and lips twisted in a
snarl. Words are exchanged. Apparently Andrea was once the
pack’s alpha female and lost a battle of challenge to Denise.
Andrea has learned a few tricks in her exile and now seeks return
to the pack and control as its queen.

Snarling, “Watch my back!”Andrea shapeshifts into wolf
form, asdoes Denise. A battleensues. The adventurers mustkeep
the other werewolves and patrons out of the melee. Should
Andrea win, they will have a new and unusual ally. Should
Denise win, it is an enemy they have earned—if they survive the
night’s adventure.

Most restaurants are quite similar in the fare they offer—
they cater to your average omnivore, a little meat, some
vegetables, maybe some fruit and cheese. The Silver Pelt is
that different exotic “ethnic” restaurant that the adventurers
may have been meaning to try. Of course, with the Silver Plet
one never knows just who may be on the menu.



All-System Catalyst Books

Many of you have been asking us “Just which books can I
get in the Catalyst line?" So in anwer to your pleas for
help, here is a list of the available Catalyst books you can
order from your local store or distributor. Many of these are
in short supply, so get your orders in.

The classics - Grimtooth's Traps & Citybook! What can we
say? these books just keep on selling and selling. If we
stopped making them, hordes of angry customers would
descend on us in protest!

GRIMTOOTH’S TRAPS - $9.95: The first book of 101
deadly devices and sinister snares, from the grimly cheerful
claws of the great Troll, Grimtooth himself - delvers bewarel
Complete with room traps, corridor traps trapped items and
more! Product # 8501

GRIMTOOTH’S TRAPS TOO - $9.95: 101 more engines
of evil and bemusement for the befuddled and unwary. Door
traps, monster traps, more room and corridor traps. Plus -
Secret codes and messages galorel Product # 8502

GRIMTOOTH’S TRAPS TREE - Not Availablel: These
traps were so horrible, an unamed govermental agency
bought up all copies, firebombed the printer and forcibly
drafted all the authors. (unavailable at any price)

GRIMTOOTH’S TRAPS FORE - $9.95: Yet another 101
precarious pitfalls and depraved deceptions for the unlikely
and unknowing. The Troll strikes again with more room,
item, door and corridor traps. This book has just been
expanded and updated! (See article for info) Product # 8504

GRIMTOOTH’S TRAPS ATE - $9.95: Our biggest book
yet! 100 artifacts of annihilation and mechanisms of
misforture. (There is no 101st trap - really!) Special “food”
chapter and the much awaited Grimtooth's Scrapbook. Also
meet Grimtooth’s sister - Grimtinal A must for all Traps
fans. Product # 8508

CITYBOOK I: Butcher, Baker, Candlestick Maker -
$14,95: 25 detailed businesses, many colorful NPC's and
over 70 suplemental adventures for city-based scenarios.
After you have created your own citymap, use these busi-
nesses to fill in the spots where you have a “building”.
Citybook I recieved the HG Wells Award for Best Role-
Playing Suupplement at Origins 1983. Product # 8511

CITYBOOK II: Port O’ Call: -$11.95;: Over 20 busi-
nesses and services for seaport cities, mariners or every sort
can find excitment and adventure, Each establishment is
complete with detailed maps, fully developed NPC personal-
ites, and over 60 suggested scenarios. “The Longtooth
Lounge” was written by Dave Arneson, co-designer of D&D.
Product # 8512

CITYBOOK III: Deadly Nightside: - $11.95; 18 detailed
businesses and establishments in the seedy part of town,
where your most likely to be caught dead! 36 suggested
scenarios, and over 60 fully-developed NPC personalities.
Product # 8513

CITYBOOK IV: On the Road: - $11.95: 13 new estab-
lishments and transportation operations. With 23 NPCs,
each an adventure onto themselves. Travel the highways and
byways of your world in this latest in the series, Take note;
Citybook V is being worked on. Product # 8514

If you already have some of the Citybooks, then you've got to
try out one of our Campaign Books! These books are set in
Lejentia, a unique fantasy world that can readily be adapted
as the backround in which your game takes place, or an
entirely new world for players o explore!

Campaigns Book 1: Skully’s Harbor - $14.95 Contains a
fully described and mapped town, world map, over 50 NPC’s
and 75 different scenarios, in Citybook style. The first
section of the book details new races, magic spells and in-
depth description of the world of Lejentia. White Wolf mag.
gave this book a four star rating! 160 pgs. Product # 8551

Campaigns Book 2: Fort Bevits - $14.95 Filled with
villians, dark elves, and insectoid creatures called Novilles,
Fort Bevits is a fully described fortress and caverns with over
50 illustrated NPCs, 71 detailed scenarios and over 20 maps
of the fort and surrounding territory. Plus a 40 page intro
section which details the politics, powers and culture of the
Tarin Tor Army. Product # 8553

Lejentia Adventure Pack S1; - $9.95 Details the creatures,
characters and places from the Lejentia comic book (which
isincluded) Also hasan 11 x 17 city map, full color map of
the world of Lejentia and 24 page book detailing places and
scenarios. Product # 8552

Also available in the Catalyst Line:

Treasure Vault: - $6.95 A collection of 26 unusual items
(magical and otherwise) with 38 interlocked personalities in
57 suggested scenarios. From the Golden Owl of Ilglen to
Mordin’s Mystical Mirror, every unique item is worthy of a
adventurer's quest! Done in Citybook style. Product # 8520

Wilderness Encounter Book - $9.95 Adventures outside
the relative safety of the city walls with this new book. See
the article on page one for more information on this book.
Product # 8561

If you can’t get these books at your local game store, you can
order them direct from the publisher. Include $1.00 per
order extra for postage and send check or money order to:
Flying Buffalo Inc. P.O. Box 1467, Scottsdale, AZ 85252
New Catalyst books will be released soon!



CITYBOOK V¥
SIDESHOW

a game-master's aid for
all roleplaying systems

If your adventurers are grid-locked into the usual,
lead them down the streets of Sideshow,

the City’'s decidedly different exotics quarter

— a haven for some of the strangest places of
business that any world has to offer.

The Pack

The Old Man of the City
= The Sliming Path
f |\ 7 Terrkot's People
= The Gaggle
Hilkin's S{f),q/cia!ﬁes & Esoterica
"\ The Blue Maid

) Riversent

Enefene

Brumar's Workshop

\Spittin’ Image

The Face Place

_Smilin" Al's Sfdeshow Tours
Knight's Cranial Hospitaler
Nadorix's Necropolis

Komtoi's Cartage & Caravansary
The Panther Club
e The Bottomless Keg
: The Silver Pelt
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