


CHAPTER ONE: UWay OF tHE ROGUE

and tripwires. He scans the ceiling and walls
for any openings where blades, gas, acid,
water, or myriad other harmful agents and
objects could be discharged. After deciding the
area in front of the opening is safe to work in,
the rogue starts checking out the gate itself.

Forget thieves’ tools and lock picks—the five
basic senses are the core tools the rogue relies
on in a dungeon. The rogue has been trained to
use them together or with any of them hindered
or useless. While some are more developed
than others, a successful rogue will use them all
to gather as much information as possible.
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For most characters, this is the primary sense.
If you are not trying to remain hidden, illumi-
nate mechanisms or suspicious areas. Even if
your character has darkvision, he might miss
differences in color or texture, which could
indicate a poisoned surface or a hidden lever.

Moving a bright light source slowly around a
room will cause contrasting shadows to be cast
from even the subtlest variations in a surface.
This is very helpful in finding secret doors

| or pressure plates.

You should also have continual flame cast onto
one of your lock picks or another piece of your
gear, as this is a quiet and clean source of light.
It can also be hidden in an instant without the
smoke and smell of extinguishing a torch.

ToucH

When searching an area, don’t just use your
hands—feel the floor with your feet, test it
using your finely tuned sense of balance. When
walking around an old building, you can feel
old floors flex under your feet. This will help
you identify floor joists and loose boards. A
wealthy merchant isn’t likely to have his whole
staircase rigged to collapse. But, if you notice a
joist support missing in one stair, you can bet
that’s the one that will send you tumbling.

Running the palms of your hands along a sur-
face will sometimes reveal discrepancies your
eyes can'’t identify, especially if they are hidden
by illusion spells. A degree of discretion is
called for: Blindly sticking your hands into
places you can’t see will eventually lead to
tragedy. Move slowly and always be attentive
for unusual features that might be trap triggers.
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After a detailed scan of the area, Simbo deter-
mines that the ancient gate is not only locked
but armed with a two-stage trap. If the trap is
not disabled, the floor on his side of the gate
will collapse and the rigged ceiling will follow
to crush his unknowning companions. Simbo
decides to jam the collapsing floor first and
then deal with the relatively simple gate lock.

You need to decide how to handle the locks and
traps you discover. You can disarm them, dis-
able them, or simply set them off.

Disarming traps allows you to bypass them
without taking any damage or alerting anyone.
It also gives you the opportunity to rearm the
traps when you’re done in the area. This is a
good idea if you’re being pursued or are trying
to avoid leaving a trail. Simbo might jam the
pressure plate, locking it open until after he
picks the lock and the rest of the party has
passed. He could then retrieve his wedge and
move on to the next area of the temple without
leaving any obvious sign that he and his com-
panions have passed.

Rogues usually choose to disable traps com-
pletely. This renders the trap harmless and
sometimes permanently damaged or disman-
tled. If you don’t plan on taking possession of
the adventure location and you don’t care if
someone knows you've been there, this is a
good option. Simbo might saw through or
sprinkle a few drops of acid on the spring-
release that activates the trap when the pressure
plate is depressed.

Setting off the trap is a good option if you
know what the trap is going to do and you can
avoid any possible collateral damage. If you
misgauge the full effects of a trap, this can be a
very dangerous technique. Be especially care-
ful that there are no other traps in the area: The
discharge of one trap may trigger others.

When you return from dinner, the DM asks
again, “So what exactly did you want to do?”
You smile and start to describe, at length, your
stealthy assault on the temple’s crypt. After
successfully jamming the trap, walking the
walls, unlocking the gates, and retreating to a
safe distance, you smile to yourself and wonder
what else your rogue character may be capable
of with a little planning.

THE BUSINESS
OF THIEVERY

ItREOUCTION

This section provides a wealth of information
on the design, organization, activities, and
business operations of thieves’ guilds and other
criminal organizations. All material in this sec-
tion is closed content, unless it is wholly
derived from the d20 System Reference
Document or enclosed within a shaded box.

THIEVES' GUILOS

A classic element of any fantasy roleplaying
game, many players and DMs consider the
thieves’ guild as important as any orc, dragon,
lost artifact, or holy temple in the campaign. A
thieves’ guild offers limitless potential for
adventure and intrigue in the campaign setting,
whether it is a ruthless guild guided by greedy
and evil masters, or a band of benevolent out-
laws who struggle against injustice as champi-
ons of the common folk. No matter what its
nature and motives, a carefully drawn guild can
mark the difference between a good campaign
and a great one.

THE BUSINESS

There are many different business ventures that
a local guild might pursue to keep its coffers
full. The first and most common is organized
larceny. Whether it is a network of pickpockets
who infest the markets, bazaars, and commer-
cial districts of the city, or teams of highly
trained burglars and second-story men who pil-
lage the homes of unsuspecting nobles, thiev-
ing is the economic lifeblood of most guilds.

Like any enterprising merchant, however, most
guilds desire not only wealth, but also growth
and expansion. When these opportunities arise,
guilds will often branch out into less common
business activities, such as protection rackets
and extortion, blackmail, and smuggling. The
following section outlines these various busi-
ness ventures and the ways many thieves’
guilds conduct them. While these may be con-
sidered standard practices, guild operations






















give the order to go to war with a rival guild.
The guildmaster typically also reserves the
right to “fire” and promote his own captains,
and is responsible for mediating disputes and
conflicts between them.

There is no higher position in the guild, and
once he has taken the reins of power, the guild-
master has no further possibilities for promo-
tion. To expand his power, the guildmaster
must look outside the guild, to rival organiza-
tions, new enterprises, and neighboring cities.
On the other hand, the guildmaster is often the
envy of his captains, capable men and women
who often naturally believe themselves better
suited to leadership of the guild. The guildmas-
ter must always stay alert for potential traitors
and mutinies within his ranks. If the guildmas-
ter dies or is otherwise removed from power, a
new guildmaster is typically chosen by and
from his inner circle of captains. In some cases,
the outgoing guildmaster will name an heir; in
others, the line of succession is much more
uncertain and power struggles are often the
result.

CAPTAIN (underboss)

Second only to the guildmaster, there are usu-
ally only a handful of captains active at any one
time. The captains assist the guildmaster with
the guild’s overall strategies and policy-mak-
ing, and also supervise the operations of
assigned enterprises or territories within the
city. For example, a captain may be given
charge of the guild’s smuggling operations, or
he may be responsible for all activities in the
Foreign Quarter.

The captains answer directly to the guildmaster
and are responsible for the guildsmen under
them. The captains set and enforce the rules the
other guildsmen live and work by. They are
also responsible for promoting their own lieu-
tenants from among the ranks of the soldiers
and specialists. When a position among the
guild’s captains becomes available, it is typi-
cally the responsibility of the guildmaster to fill
it.

LIEUTENANT (junior boss)
The lieutenants work directly below the cap-
tains and are responsible for organizing
and running the individual thieves, thugs,
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cil, or freeform. It is also useful to include the
name, gender, race, class, and level of the lead-
ership for easy reference.- For example,
Guildmaster: Kirk Fairwind, Male Human
Rogl4.

GUILD STRUCTURE

This entry lists the guild’s organizational struc-
ture. Is the guild a democracy or a traditionally
structured hierarchy with a defined chain of
command? Are openings for positions of lead-
ership typically filled from within the member-
ship? What rules and customs does the guild
follow? What are the usual punishments for
violating these rules?

BUSINESS OPERATIONS

These are the basic enterprises through which
the guild makes its money. Examples include
larceny, extortion, protection, corruption, and
smuggling. To add further detail to the guild’s
operations, it is useful to indicate the relative
importance of each enterprise by noting the
percentage it represents of the guild’s overall
business. Example: Larceny (45%), extortion
(25%), smuggling (20%), corruption (10%).

RITUALS OR CUSTOMS
Some guilds will elect to follow certain cus-
toms or rituals, such as tests, initiations, or
rights-of-passage to challenge guild members
and demonstrate respect for the guild’s tradi-
tions. Listing one or two examples will help the
DM to communicate the “feel” of the organiza-
tion and add the details that will make it seem
like a real fixture of the campaign setting.

BENEFITS

What benefits does a guildsman enjoy as a
result of membership? These advantages could
include weapons and equipment, training, or
protection from the law. At the DM’s discre-
tion, a guild may even offer tangible benefits in
the form of specific skill bonuses. For example,
membership and training in the Rooftop
Brotherhood, a guild of expert burglars, might
afford a character two free skill ranks in Climb
or Open Locks. A

ALLIES AND ENEMIES

This section lists the allies—whether individu-
als or organizations—that the guild enjoys.
They may include prominent merchants, city
watchmen, influential politicians, a religious







And a lucrative business it is, too. With con-
tacts all over the city, the Consortium works on
a personal basis with individuals who wish to
have an item “acquired.” These items range
from priceless works of art to lost tomes of for-
gotten knowledge. Enjoying an exclusive and
prominent clientele within the city, Orbo has
become a bit of a local celebrity, so much so
that at one time he actually entered the politi-
cal arena and made a run to become the mayor
of the Free City.

The Consortium members are passionate about
their work and love the challenges that the
trade provides them, but it is this passion that
has gotten them into trouble on more than one
occasion with the Free City’s thieves' guild.
The guild contends that Orbo’s Consortium is a
rival thieves’ guild and that the Consortium
should pay a percentage of its earnings to the
larger organization. Naturally, Orbo was
offended and refused to pay the thieves a single
coin. As such, tension has risen as of late and
one member of the Consortium has even turned
up dead. Some fear that an all-out guild war is
brewing between the Consortium and the Free
City Thieves’ Guild.

PRESTIGE
CLASSES

ItREAUCTION

This section presents four new prestige classes
for use in your d20 System campaigns. The
names and game statistics of the prestige class-
es are designated as Open Content. The textual
descriptions are designated as closed content.

DisCREET CoMmPANION

The discreet companions exist, in an informal
and unspoken way, throughout the civilized
lands of most fantasy campaign settings. They
are, nonetheless, strongest in decadent empires,
high courts, wealthy city-states, and sprawling
trading centers. The companions exist, as their
name implies, discreetly, and few outsiders can
distinguish them from the concubines, escorts,
courtesans, and sacred prostitutes who popu-

late the elegant houses of wealthy merchants
. and the palaces of great kings.
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The discreet companions are traders in infor-
mation and intrigue, and they acquire their
merchandise through the oldest of means. Of
all genders and races, discreet companions can
be found in the courts of kings, the temples of
high priests, and the back alleys of the seediest
cities. They ply their trade with apparent disre-
gard for the nature of their putative employer,
though, in their own way, they are amazingly
discriminating. Only those with knowledge to
gain will find one of the companions entering
their lives, though, of course, the true nature of
the relationship remains well hidden from the
individual in question.

There is no way to seek out the discreet com-
panions. Those of intelligence, cunning, and
charisma who are already engaging in their pri-
mary apparent occupation will be contacted. If
it becomes evident that the contact was unwise,
the prospective member will find his memory
wiped and will return to his life unharmed and
unaware that anything unusual occurred.

The discreet companions support themselves
by selling the information they acquire to the
highest bidder, with the bidder usually unaware
he is dealing with an organization and not just
an individual. The money itself is funneled
deep into the order, to serve unknown purpos-
es. (In other words, DMs should come up with
a suitably complex and intricate long-term pur-
pose that fuels the order. The “rank and file” of
the order need not know this purpose; most join
for their own reasons. It may be benign or evil,
lawful or chaotic. Perhaps there are even con-
flicting factions within the order.)

As a general rule, this class is best suited for
NPCs. Adventures in which characters of this
class would have an opportunity to exercise
their skills and gain experience in the class’
specialty would be somewhat unorthodox.

Special note on XP: Killing orcs and looting
dungeons is all well and good, but the skills of
a discreet companion tend to be honed in dif-
ferent circumstances. Allow a companion to
gain XP through successful “employment” by
powerful or rich patrons, with the patron’s level
determining the Challenge Rating.































points of bonus damage at st level, and this
bonus damage increases by 1d6 every three
levels thereafter. Should the trapmaster score a
critical hit with a sneak ~
attack, this extra damage 7R
is not multiplied.

Ranged attacks only count
as sneak attacks if the
target is within 30 feet.
The trapmaster can’t
strike with deadly
accuracy from
beyond that

range.

Trap Sense: Starting
at 3rd level, the
trapmaster  can
sense the pres-
ence of mechani-
cal and magic
traps  without
actively search-
ing for them.
When the char-
acter approaches
within 10 feet of
' a trap, the DM
!' should make a
Spot check for
him with a DC
equal to the
trap’s normal
Search DC. If
the check is
successful,
the trap-
master is
aware of
the trap
just as if
he had
searched
for and
discov-
ered it.
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Trapsmithing: Starting at 1st level, the trap-
master may construct impromptu or impro-

vised traps. The trapmaster can craft

these improvised devices using
whatever materials he has on his

I ) person or can scrounge from the

4

surrounding area. For example,

while the trapmaster would not

have the time or materials to con-

struct a true falling block trap, he

could improvise one by loosen-
ing a ceiling stone and rigging it
to a concealed tripwire.

The trapmaster must make

Craft (trapmaking)

check, with a DC equal
to 10 + the Challenge

Rating of the trap.
This construction
takes 10 minutes
multiplied by the
Challenge Rating
of the trap. If he
fails the skill
check, the trap-
master may try
again. The charac-
ter cannot craft an
improvised trap
with a CR greater
than his number of
class levels in trap-
master.

Trap Resistance:
Trapmasters train
their bodies relent-
lessly to avoid and
resist the effects of
traps of all types.
This extraordinary
ability develops as

the character becomes
more experienced. At
2nd level, the trapmas-
ter receives a natural
bonus on all saving
throws to avoid or resist
the effects of traps, and this
bonus increases by +1 for
every two levels the
trapmaster gains (+1 at
2nd level, +2 at 4th
level, +3 at 6th level,

and so on).
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Familiarity

Passing familiarity with voice +4
Friends or associates . +6
Close friends +8
Intimate +10

Usually, an opponent makes a Listen check
upon first hearing your character and every
round thereafter as long as you continue speak-
ing. If you are casually interacting with many
different individuals, the DM should make a
check once an hour or day, using an average
Listen check for each group.

Special: If you have 5 or more ranks in Bluff,
you receive a +2 synergy bonus on Mimic
Voice checks. If you have 5 or more ranks in
Disguise and have made a successful Disguise
check, you also get a +2 synergy bonus. These
bonuses stack. You cannot use this skill to
reproduce verbal spell components or other
magical vocal abilities, such as a siren’s song
or banshee’s wail.

Urean Lore [Wis]

Use this skill to survive in the urban jungle.
You are a skilled scavenger of the streets, capa-
ble of finding the essentials of life in any city
or urban environment.

This skill is the urban counterpart to
Wilderness Lore. Rogues, bards, and rangers
may take it as a class skill. Rangers who take
Urban Lore as a class skill must make
Wilderness Lore a cross-class skill, and such
rangers gain the Shadow feat (see page 37) in
place of Track. You must make this decision
when you take your first level of ranger.

Check: You can keep yourself safe in a city or
town without relying on others to help you.

DC 10: Scrounge enough food and water to
stay alive; find a reasonably safe place to sleep
on the streets.

DC 15: Determine if an abandoned building is
safe or is likely to collapse or to be inhabited by
monsters.

DC 20: Recognize signs of underworld fac-
tions; know whose turf you’re on. A successful
check against this DC also grants you a +2 syn-
ergy bonus to Gather Information checks in
~ this specific area or neighborhood.

Retry: You may try to find food and shelter
once per day. You may attempt to gain the +2
synergy bonus on Gather Information checks
only once per use of the Gather Information

f[Ew FEATS

ITiREOUCTHON

This section presents several new feats of par-
ticular interest to rogue characters. This mater-
ial is designated as Open Content.

ACREBATIC [GENERAL]

You are exceptionally agile and flexible.

Prerequisite: Dex 15+.

Benefit: You gain a +2 bonus on Balance
checks and Tumble checks.

CasinG SENSE [GENERAL]

Your eyes are automatically drawn to the most
expensive items in a room. This feat is espe-
cially useful when time is of the essence.

Benefit: When moving into a room, you can
make an Appraise check (DC 15) as a free
action. With a successful check, you notice the
three most expensive items in the room and
know their approximate values (see Appraise,
PHB 63). If you don’t roll a high enough score
to precisely identify any rare or exotic items,
the DM may rule that these items merely “catch
your eye,” but that you don’t know their exact
worth. Because this feat is used quickly and on
the move, special equipment such as magnify-
ing glasses and merchant scales confer no
bonuses on the Appraise check.

CRraFt IMAacGic TrAP [HEN
CREATION]

You can create magic traps, which have varied
magical effects.

Prerequisites: Spellcaster level 10th+, Craft
(trapmaking) skill.

Benefit: You can create a magic trap imbued












Population Density
Abandoned area (a ruined or deserted section of a city) 5
Lightly populated area (upper-class neighborhoods, parks) 10
Normal population density (most middle-class and commercial districts, 15
- Crowded (a slum or refugee camp) 20
E’ Very crowded (a mass celebration or street festival) 25
t These base DCs reflect the ease with which the subject can hide or be lost in a crowd.
(O]
% General Conditions DC Modifier
= Very clean +5
L3 Average +0
/. Cluttered -5
o
E_]( hese modifiers to the base DC reflect the physical trail the subject will leave behind,
=
Other Modifiers DC Modifier
Every three subjects in the group being shadowed
Each hour of shadowing +2
Subject is of a different race than most of the inhabitants 2t0-5
Poor visibility*
Overcast or moonless night +6
Moonlight +3
Fog or precipitation +3
Shadowed individual hides trail (and moves at half speed) +5
Size of creature or creatures being tracked**
Fine +8
Diminutive +4
Tiny +2
Small +1
Medium-size +0
Large
Huge
Gargantuan —4
Colossal -8

* Apply only the largest modifier from this category. Good illumination in the city (e.g., street:
lamps) will reduce visibility penalties.

** For a group of mixed sizes, apply only the modifier for the largest size category

A character with this feat can make ar ‘ban ing a subject, he knows he is bein, >llowe
Lore check when following some quarr  “the and will take action as appropriate.
check is successful, the character may follow
the subject at a distance up to 60 feet. An addi- If you f2 an Urban .ore check ucan :try
tional check must be made each hour to keep after 10  nutes.
the quarry in sight. 8 . G
The DC of the Urban Lore check depends on IGHQ [ ! L LEH -
‘he surrounding conditions 1d population den- A ski utside your no 1al a :a of :xpertise
sity. If you have 5 or more anks in the Gather come: Iturally to you.
[nformation skill, you gain +2 synergy bonus

p— on Urban Lore checks. I you fail an Urban Benefit: One of your is skill. s now

\ . . Lore check by more tha 10 while shadow- considered a class skil

b T







hours. Darkvision operates like normal vision,
but in shades of black and white. If exposed to
bright light, the user is blinded until the night
drops wear off or the user is able to return to
relative darkness. See DMG 83 for explanation
of blindness. Cost: 40 gp; Weight: —

ONE-HANOEOD DRILL

This complex tool allows the user to drill into
any surface with a Hardness of less than 7 with
a single hand. While a novelty for most wood-
workers and masons, this device has distinct
advantages for rogues. The drills can be outfit-
ted with regular drill bits or climbing bits.

Armed with two of these devices and a surplus
of hand strength, a rogue can ascend any pal-
isade or other non-stone surface with relative
ease. When using a pair of drills, the rogue
gains a +10 circumstance bonus to his Climb
checks. Because of the strong grip required to
use the drills while climbing, rogues with less
than Strength 12 are unable to use them in this
fashion. If only one drill is used, it confers a +2
e circumstance bonus to Climb checks. Cost: 75

po gp; Weight: 3 lbs.

OnE-HANOEO DRILL,
IIASTERWORK

This drill is like the standard tool, but more
finely crafted. The biggest differences are the
types of bits it accepts and the durability of the
mechanisms. This drill can be used against
h stone with a Hardness of up to 9. Cost: 200 gp;
) 3 Weight: 3 1bs.

SHINGLE PiCK_ B

.o This slim, iron tool is designed to smoothly slip
under clay, slate, or wooden shingles. Once in
place, the handle is rotated a quarter turn and a
small claw at the tip snags itself on the support
rafters below the layered shingles. Rogues can
then tie a rope or line to the handle and lower
themselves safely from the roof. This tool has
no legal uses and possession of one is illegal in
many areas. Due to its restricted legality, the
shingle pick is very expensive in most areas.
Cost. 75 gp; Weight: —
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PoI8ON 8

ItREOUCHON

This section provides a wealth of information
on poisons and how to use them in your cam-
paign. Complete descriptions of several new
poisons are provided, along with rules and
guidelines covering the creation and use of tox-
ins. Poison names and game statistics, as well
as material enclosed in a shaded box, are des-
ignated as Open Content. All other material in
this section is designated as closed content.

(OVERVIEW

Any substance that causes injury, illness, or
death when introduced to the body of a living
thing is technically defined as a poison. This
encompasses an enormous number of sub-
stances, including many which are not harmful
in reasonable doses, such as alcohol or certain
medicines like opium.

Poisons do not affect all living things equally.
The victim’s species, age, health, length of
exposure, and other factors influence a poison’s
effectiveness. A dwarf fighter with an 18
Constitution is much more likely to resist a
giant scorpion’s sting than an elf wizard with
an 8 Constitution who is also recovering from
a bad cold. A poison’s particular delivery
method may also work against the toxin’s ulti-
mate potency. This is especially true of inject-
ed poisons. For example, a giant scorpion’s
sting might not pierce flesh long enough or
deeply enough for venom to flow into the
wound.

TyPES ano EFFECHS

Poisons come from three sources: animals,
plants (including fungi and molds), or chemi-
cals. Animal and plant poisons are fairly com-
mon, whereas chemical toxins, such as chlo-
rine, are more rare. Animals use natural toxins
as either weapons or defenses. Some animals,
such as vipers, rely on poison to kill their prey.
For a viper, poison is an offensive weapon. The
poison arrow tree frog, in contrast, poses a seri-
ous health risk whenever it comes into contact
with exposed flesh. Its poison is defensive in
nature, designed to kill, incapacitate, or drive
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toxins include supernatural poisons and
enchanted poisons.

A supernatural poison is a substance that
enters the victim’s body like a poison, but its
effects are entirely magical. To create a super-
natural poison, the spellcaster works with any
spell he can normally cast. The base price of a
supernatural poison is its spell level multiplied
by caster level multiplied by 50 gp. For exam-
ple, a 6th-level sorcerer creates a supernatural
poison based on scare, a 2nd-level spell. The
price is 6 times 2 times 50, or 600 gp.

As with magic item creation feats, a supernat-
ural poison requires the expenditure of 1/25 the
base price in XP and uses up raw materials
equal to half the base price. To continue the
example, the scare poison requires the expen-
diture of 24 XP and 300 gp in raw materials.
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An enchanted poison, in contrast, is a natural
poison that has been given magical properties.
The spell brewed into the poison takes the
place of the poison’s normal secondary dam-
age. The base price for an enchanted poison is
equal to the poison’s cost plus spell level mul-
tiplied by caster level multiplied by 50 gp. For
example, the 6th-level sorcerer above wants to
add scare to greenblood oil. Greenblood oil
adds another 100 gp to the poison’s base price,
increasing it to 700 gp. The XP expenditure
and cost of raw materials expended are based
on the adjusted base price. Thus, the enchanted
poison would require 28 XP and 350 gp.

Any supernatural poison or enchanted poison
based on a spell with costly material compo-
nents or an XP cost also carries a commensu-
rate cost.

Poisons, SUPER[TATURAL ANO
EnCHANTED

DRAVGHt OF WounoinG

The draught of wounding is an enchanted vari-
ant of arsenic. When ingested, the victim must
make a Fortitude save (DC 13) to avoid 1 point
of temporary Constitution ability score dam-
age. The secondary damage is equal to inflict
critical wounds, causing 4d8+7 points of dam-
age. A Will save (DC 16) halves this damage.

ﬁz
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Caster Level: Tth; Prerequisites: Brew

Poison, inflict critical wounds; Market Price:
1,520 gp.

ENFEEBLING 8tiNG

This enchanted wyvern poison is used as a
blade venom. A single dose can coat the strik-
ing portion of any two small or any one medi-
um or large slashing or piercing weapons. Any
living creature injured by the poisoned weapon
must make a Fortitude save (DC 17) to avoid
2d6 points of temporary Constitution ability
score damage. Secondary damage is equal to a
ray of enfeeblement as cast by a 6th-level cast-
er (—1d6+3 enhancement penalty to Strength
lasting for six minutes). A Fortitude save (DC
14) avoids the enfeeblement.

Caster Level: 6th; Prerequisites: Brew Poison,
ray of enfeeblement; Market Price: 3,300 gp.

GHAStLY Iflist

A single dose of ghastly mist, a supernatural
poison, fills a cubic foot of space when
exposed to air. Any humanoid creature who
inhales the mist must make a Fortitude save
(DC 13) to avoid the effects of ghoul touch.
When found as treasure, the mist is usually
sealed in airtight glass vials.

Caster Level: 3rd; Prerequisites: Brew Poison,
ghoul touch; Market Price: 300 gp.

PastE OF PESHLENCE

This supernatural poison appears to be a thick
paste of unpleasant color and odor. A single
dose can coat the striking portion of any two
small or any one medium or large slashing or
piercing weapons. Any living creature injured
by the coated weapon must make a Fortitude
save (DC 16) or be affected by contagion.

Caster Level: Tth; Prerequisites: Brew Poison,
contagion; Market Price: 1,400 gp.

POWOER OF PARALYSIS

An enchanted form of insanity mist, the pow-
der of paralysis works when inhaled by any
living - creature. Initial exposure forces a
Fortitude save (DC 15) to avoid 1d4 temporary
Wisdom ability score damage. Secondary dam-
age is equal to a hold monster spell. A Will
save (DC 17) avoids being held for nine
rounds. '
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Caster Level 7Tth, Prerequisites: Craft
Wondrous Item, illusory wall, Market Price:
60,000gp.

BRIOLE OF INViSIBILitY

Weary of hiding his mount in the nearby
woods, a bandit prince had this magical tack
made for his favorite steed. When activated,
the mount and everything on it disappears, as
the invisibility spell. A centaur cannot use this
magic item, but a paladin’s summoned mount
could activate it.

Caster Level: 3rd;, Prerequisites: Craft
Wondrous Item, invisibility; Market price:
15,000 gp.

Conrass OF PASSAGE

These small metal devices are normaily used to
measure distances on maps. This one is slight-
ly different. It allows the user to draw a circle
on a surface, such as a tunnel wall, and then
pass his hand through that magical circle to the
other side of the wall.

The compass can be opened to a maximum
width of three inches. The user places the
sharp, pointed end onto the object through
which they would like to pass. The other end
must have some sort of writing instrument
attached, such as a pen, or a piece of chalk or
charcoal. The holder rotates the device, draw-
ing a circle up to six inches in diameter on the
surface.

As soon as the encircled surface is touched, the
ink or chalk flares and the user’s extremity
passes into the wall. The magical tunnel
extends up to 10 feet. The hole does not allow
for viewing and nothing on the other side can
pass through without first being grasped by the
user. The hole disappears when the user’s
appendage is withdrawn from the circle. The
device can be used up to three times per day.

Caster Level: Tth; Prerequisites: Craft
Wondrous Item. passwall, Market Price:
37,800 gp.

RING OF IMIAGiC DETECTION

magical aura, one or more of the gems will
glow, depending on the school of magic
involved. If there are multiple auras involving
multiple schools of magic, many of the jewels
will glow. The ring can only detect magical
auras; it is up to the wearer to determine if the
ring is glowing because of magic items, traps,
or lingering spell effects. Otherwise, the ring
functions as the spell detect magic.

RING oF TRAP DETECtiON

SCARAB AGEIt

A small scorpion trapped in amber is set into
this finely crafted platinum ring. When the
wearer comes within 30 feet of a trapped item
or area, the insect appears to come to life, mov-
ing within the amber. The scorpion will orient
itself toward the trap’s trigger when it is within
10 feet, using its tail to point out the mecha-
nism.

This ring will automatically detect any non-
magic trap, whether simple or complex. In
addition, it will alert the wearer to the presence
of a magic trap, allowing him to make a Search
check as a rogue of equal level. If there is more
than one trap in the area, the scorpion will ori-
ent itself to the closest. After the trap has been
disabled or the wearer moves away from the
area, the scorpion will settle back to its original
position. The ring is created with 50 charges. It
expends one charge when detecting a mechan-
ical trap and two charges when detecting a
magic trap—whether the wearer discovers it or
not.

Caster Level: 5th; Prerequisites: Forge Ring,
divination, detect snares and pits, find traps;
Market Price: 20,000 gp.










8 Lair*. Creates a permanent, extradimen-
sional hideaway. .

9 Steal Body*. Swaps your mind and the
mind of a target being.

Spells marked with an asterisk (*) are new
spells, detailed below.

[JEW DIVINE 8PELLS

TRUEFILCH |
Divination
Level: Thievery 2, Sor/Wiz 2
Components: S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Target: You plus one victim
Duration: 1 minute/level, or until used; see
text
Saving Throw: None
Spell Resistance: No

You immediately know the exact moment
when it is optimal to use the Pick Pocket skill
on a single victim selected when the spell is
cast. This victim must be in range of the spell
at casting, but can then move further away
without affecting the spell. At any time while
the spell remains in effect, a Pick Pocket check
against that victim receives a +20 insight
bonus. Only one attempt can be made per cast-
ing of the spell. The spell has only somatic
components, so it is not obvious to most
bystanders that it is being used.

PERFECT CRINE

Divination

Level: Thievery 3

Components: V, S, M

Casting Time: 5 minutes

Range: Touch

Target: You plus one associate per 4 levels
Duration: 1 day

Saving Throw: None

Spell Resistance: No

This unusual spell enhances a specific criminal
act, which must be specified in detail as the
spell is cast. “I want to steal a big jewel!” is not
adequate. “I plan to enter the estate of Lord
Jason Andrommi and steal the ruby from the
top of the family crest in his sitting room,” is.

Furthermore, the crime being committed must

somehow advance the aims or principles of the
cleric’s deity. Thus, the above example is valid
if Lord Andrommi is commander of the City
Watch, and stealing from him would be a major
blow to his prestige and a morale boost for the
town’s thieves. Robbing the temples of enemy
gods or retrieving artifacts of value to thieves
are also good examples.

The caster can cast this spell on one associate
for every four of his class levels, in addition to
himself. (So a Sth-level cleric with the thievery
domain can cast this spell on himself and two
associates.)

From the point the spell is cast to the comple-
tion of the crime or the end of one day—
whichever comes first—the following effects

apply:

* All saving throws, skill checks, and attack
rolls receive a +2 competence bonus.

* The DC of saving throws against all spells
cast by the caster or his associates is increased
by 2.

* All participants in the crime gain a +2 com-
petance bonus to AC while they are engaging
in activities that further the crime.

It is up to the DM to decide if a specific action
is taken in the furtherance of the specified
crime. (Attacking a guard outside the room
where the jewel is kept is a valid action; attack-
ing a random servant who has failed to spot the
thieves and is thus unlikely to hinder their
plans is not.)

DEtECt TRAPS

Divination

Level: Thievery 4, Sor/Wiz 3

Components: V, S, M

Casting Time: 1 action

Range: 60 ft.

Area: Quarter circle emanating from you to the
extreme of the range

Duration: Concentration, up to 1 minute per
level (D)

Saving Throw: None

Spell Resistance: No

This spell reveals all artificial traps within its
area of effect, causing them to appear as if
outlined by a pale nimbus. This effect is
only visible to the caster. It detects all
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