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lOur fK'~ is ~Tplorl1l~ 1M LoSI T..".plt of III<­
f-,IY' Kltlll_ 7'oro the Millhl'", /'is "wgi..,,1
8rru1no."ro dnl'l"".( go"'. has ,..nd"rrd 011 I;!..
"'-W,('I Ib"""II'IO'" IIIr IIII1'"r r"yls ofrhr dun_
g~. Mllb th.. um:"',,' ~ ht",dJ "" still 1"101.:­
IItll fmm ,I,.. K/JUts of j1"",.. 1001 'II!lo/ltd lilt

""em)' !tm/. Fa/II.., Mol/n,,'. ,I,.. d<'n'<" is I'rol­
lling "" "hoUI" 8"(11 "H Iring d<I..." 1M I"dl
"m1 ~1I",d "" ""I'I~",d(',vI" (latr.

Til.. /111m" rQlI/a /()', sIMas/iII as ,," O.lIusks.
"So "'g"', "h'iI,l" mil "'1101/ to ,I"....
7'IIis is ''0'" "I'fl<m,mln 10 ,/",,,-.0 O,ltr, tl"",
flCrimil ..ull,' Ir}",.~ '" 1;"/ " Illell" "/llld, j".

Y'UII'I't' '{"'Ill I'"~ la," fr" "Ollr" ,,,,,,,wI; II Ing

min'" ,,'" '{I"N:rI ""I" (/I,I! 'iIli"" tlil"

)"" drdm" \l'lIb com'lethlll. ..Um, 5/"'/>0 picks
'/,r /,,,1.: 1m II" gm..!" l,,,,, /)..11 gi"r" yo" "
bla"k look fiddle,' ",,,10 hi$ l/i,'e 11/' 1I "''''JleW
/IIul 'cll,' Cl'C'-W"'C tll(ll till.< "'mill I... II gOlHI
I>oilll 10 Im",k 10'- ,/b"'er.

IrrlRoovctio~

This ...roo.. ~s helpful guKkhllC's and
lips !hat ...-illllclp you play your TOglie' dWX·
Lcr ItlOlt: belie'"bly~ ~full)".All m:IIC­
rial in this~ is ProduclldenUly, unless 11
is deIi"cd from the d20 SYSIem RefC1'C1lCe
Documem or cnc:1o:Icd .... 'll1in a~ bol,

1be", are myn311 "'a)'s to 5Carcll an lIru and
many ofthcm will carro you pr:I;~ and pouibly
c"en C):ln c~pericncc poinl" M~ ,mportant­
I). you won', ,,00 up as rogue jer~y for 111<:
w;gllts behind tile ,r~ppcd gatc.

As a rogue. )'OO'\'( been luughllo be p.11icnt,
and mos, importanlly, obsclvam, You arc
trained to n:<;ognil'" and mani[l<llale ""on:' or
tr.lpdoors. ~n."1 dOOT!i, fal-e bonom,. I1wnJcr
tmles, ctlutes, prcsS<lrc pla,e\, geal'!l. [lIllleys.
ami" widc Wlrkty of lock\ and ~witch<:s, Y"ur
life depend! on your ubility lO "bser"e lind act
"" Ihe smallest de'ails,

A wn:ercr Iool.:s at the g:l1<: :md "'''''~ wid, salis­
tacti,," that it ha"a loc~ a"d \l~" lock SoOCnlS 10
be lhnNll closcd, ,\ lO!!uc drops and eye­
IxIlis the floor r" check foc p"'ssun: plate~



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.

SiGHt
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.

TeuCH
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.



Af~r visll:llly inspeclinll a Ooor. walk ~ f~w

paces wi,h your eye~ d<>scd. Your ~nse of NI­
ance can due you m 10 change, in llngle and
piU:h !ha, may be hidden by magic or llpucal
illu,ion

HEAl1.InG
EHI)' dunaron. "'i!okmess. and Cily h:as Its
OWl! sound. its unique bockgrounli ooi!Oe. When
lIIO>'ing through a dangerous and unblo":u
loc3Iion. late noIC of "hal you don ~ hear-Ihis
can of~n be more ~\'ealinglhan "tut )'ou do
hear, Learn 10 ignore lhe rouurw: noise and pay
alltntion 10 \he OlIHK.plXC _lids lhal COIn

sin,1e <ianF'". Tale ath;mla,t nf lour lools 10
lip ihc oddJ in )our favor: l-lold a wnplc C)'ti ...

lknpillSlll door or wall 10 amrhfy !he sound>
bdlind il. E\'..ry few nllnlMC>.. p;llISt for u fC'lo
IJlOllltlllS and ju:lt IiMtn. If you lIl;CUSiom )0lIl'­

self 10 lhe alI1bttnl cn"ironmml:d sounds. :atl)'­
thin, out of lhe onlllW)' "'Ill quick!) dot,,·
)...... 1Illemion.

Try 10 min,miu .he diMlXliom aw!iCd b)' your
rompanions "hen )'OU = lJ)ing 10 Ii)lcn. 11111:
easicsl-but most bv~niquc:is 10
., lOS.~ and Slay ahead of the pari), You
..-ill he able .0 luK'll. 1TlO\"C silmll). and hilk
"'ilboul g~ah"'ollb :atld armor danking
arwnd you. Unfonunlll-CI). you .. ill have 10
hold your o\\"n umillhc I'l$I of ihc p;If1y arri,'~

ifyoo p:1 mlO lroullle.

If lInllable. makc uSC of sl/f'1IC<' spells and
cncoural\C your pMy mc:rnbcn 1<> nlUlTJe their
danking arms alld armor" ilh clool.s or lempo­
rary paddm,l,

Usc ~"OIllmon !iCn5e to gllide )our appro;lCh, If
)'OlIr P"Jly h:"-' ju;.\ sillugh,ered a groop of
scr'Caminl orcs. don'l spend 1I 101 or lime Irying
10 open the nUl door 'Iulc.ly. Anyone behind
that door .Iready kllOI'o"S you'~ lhere.

Your .",n.;e of .mel! is lhe mOSI b;"ic of all yoor
""nscs. The "hgllle'l .ugge.tiQl' or perfume or
food cun conjure up C<Jmp\e~ !1Iemorie~ long
forllollen. u''IC Ihi' powerful "'I\~ 10 your
ad.'untage. TIle faillte,1 Ir~.e of pitCh can wam
yOlI Of;l Imp l!1I1l cwld innnoiale your whole
party, l1Jc ~mcll of WOller or fre,h air may lead
you oul of a hopelc.s maf-e. lu,d tile "n",11 of
grave rOi should CtlCollr:'ge you 10 ,tep n"dc in
favor of ypur deric', cxpen;~.

Many crealures h,wc ~ prclem.lur.ll abiluy '0
usc lheir sen", of smell to find allli mlck prey
Thi, has been lhe undomg of many sneaky
I'Oj!lItS. You muS! ~ prt'parcd 10 take prccau­
tions if )'ou' n: innding the home or Ia,r of one
of tMse erealll""". Spch precaUlion, may
IIlcludt: limilmg your diet. tllOroughly d ...."'ng
your ,car. and bathing righl befl)l"C your inlru­
.<ion, Tak., ad,""t:lgC of lhc l1lllurJI .,n'·;ron·
IDent 10 mask your 51:cnl. Roll in the: ~il. s1cm
a vomquiWd be:ast:and rub your sl.in, cloth mg.
and "'lllipment willi the fur, or >ilay down""nd
"hene'''''' pcnsibk,

Toc WillX:~ .
.some m;agic traps "'" ,'ft)' difflCUU for I rug""
10 delett. Of•.",;o "'8oe'S 3llIhly 10 del«l weh
trapS is b:tscd solei) on upoc:timcc. ~Ifl ...'ere;o
spclkaster. I ...·(lOki pul III nplosi,'e rurw:
he~ ...- For lhe:5e .ilLWions. i... IIOOd i1ka 10

pursue some lr:l1JllIl1l frum a ipClk1bICT and
learn 'ioOIne basic cantripli thai ,,'ill allo-o you 10

detect magicalllllJaS or poisons and read magI­
cal script. If)'OlI don'l ha'·e the Orne or illl:hna·
lion 10 learn I lillie spelkTaft. uy 10 pocl up
some ma.gic ilems thai al~ )-OU 10 detect
nugiutl m.t:OIllCI , .

When )-OU approach ... UM"""''' area. nW.c
-""'" )-OU UI\;e !he ...,per SlCPS 10 en.un:: )'ou
Ol'I'n safety. UIiC a !>afCly rope and &1' c .he other
end.o )'OIlr 1iIfOlIj!c:st figh\CT. Comumc nugical
dr.wghl"i 10 increaliC )-our rcsi....ancc or don
magically protected gar. If )'QU ha,c lhe
option. u'" Ir";luIf or fl" spells 10 a'-oid mun·
d3ne traps. "'a.~r annor and u,if'ld can COOIC in
hand)' lIS ...·dl.

l..l'a"e any no""~,,,mial gear" 1m other memo
tr", of your 1"'")' If you accidentally 'leI off a
fi,... Imp. )'OU don'l w.nt 10 make "",ing Ihrow.
for all of )'OlIr loot. EspecIally thai b:lg of Illlln­
dentonc. or !he Oa>k of :tiehenll5f, fire you' ,'e
Ilc<:n keeping for emergeocies,

l'ul yourself in lhe >are,1 P'Y'ilioli you can, You
can climb along walls to bypa,~ tr:IP.~ "'id
access release ~wilcl",s. With a light hamc.'s
allli" car-Jbiner, you can climb along tlte 1'0"011,
lock )'oursclf ;lI, and Jlk~ tl", loc~ On II,e gale
;" rclal;"e safely, Alw. Iraill your party I" scc:k
cN'cr when you are perfonning dangerQlj~

lask,. l'coch Ihcm thm yOI" job is nOI lIlwlI)"
rclillb\e wid prediclallle, and thallhcy ,<hare
the responsibility for keep;"g Ihemsdve~

safc.



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 yourselfand wonder
what else your rogue character may be capable
ofwith a little planning.

THE BU8iIlE88
0FTHlEVERY
IIrtR.0ouct10I1

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.

THiEVE8' GUilo8
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 BvSiI1E88

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



...'ill '0lI)' wi.rly ~...·.,.,n different ciues :ll1d
C\lllu""," The lIlO5t SUCCl:ssful guildmMlen~
al"~~ on !he IootOOI for new innoYllli()ns and
~ 10 lheold~.

.::.\-roIl:TION
ExIOftIOll is !he a<:l of 12ki"l wmeth'''I_SU­
ally money-fmm aootber penon by fOl'Ol: or
lhrrllll. For- nI3Il)' guilds. 'I ,,'OUldlae se'·em
''OIumt'S 10 describe ao:h of \he: ind" ilhlal
meihods uuliHd 10 f<Jrl">'fully hber:Jlc coin
frum unsuspecting lo,,·ru;folk From SItUI
mugging 10 kidnapping. eXlortion is usually
among !he _ diny and ~i""'m of !he guild's
~ businc:ss acti~i1JCS.

On lbe """'r hand. euonion is in many C:L!oe$
lhe easi<lSl of a guild's oosilleU :lClivilies,
$t=1 mUl;lling. for in,umce. requlI'CS lillie
lrmninll or etluipmenl. A IOllgh Wilh ~ wooden
cluh and a hard hean who teams 10 ldenlify
~Iarh and ,trike quickly und rulhl~s,ly elm be
II very gO<,)lI "eumcr:' As a 1"C>uh. peuy eXlor·
lion ;~ usually the flrsl assignmcill of nn
IIppreluice guildsman.

The bigsest challenges a thieves· guild faces
wilh i(S exlortion "P"""KmS an: recruitl'llClll
:lJld organization. Recruilmenl is really II more
lener:ll problem. one nOi limllcd 10 eXIortlon,
bul il il; JI\OSI ..,levanl W these opcrlliloru;
because il is crucial for keeping !hem manned
'''Ih DCW recruilS. The simple fac1 is,. lIlO5t fan.
Wy campaign scnings~ based on a fcudal or
5C'llIl.fcudal 1lgr:ui311 5Oci:d, polilical. and ceo­
nom~ order. WluIe lall" cities certainly CXnl
U1 such 5CUinp, lhey _ Iypically _ clLvao;:·
ICI'Ucd by II brge, urban unden:lass. IIlSlCIlIIl.
!be IlnSloaalS. cle<gy. mctdwIt>.. and anisans
:and craFwn«I dominate !be cilies. In litis kind
0( .ucial order. !he ilDJ'O'"l:I'Uhcd 0\IlSSC$ _

SlIU largely ..,striaed 10 !he f",kh and cr0p­

lands of lheir Ionh.

The absence of l:ugc numbers of despcr-.ue
urban poor in mosl eilies oomplicalcs the job of
recru;mlCnt For lhe guild. It muSI ,"'OB. 10
recruil lhe S(In~ and daughle~ of tile ~[,alled

klwer da~ses. the: children of cobble"" carpen·
I'::~, and smiths. It must capture Ihe im~g;IU1'

tiOll~ of al;en:lled. di,graced, or di'Cnfmn.
~hi>cd noblu·bom youth, or Ihe di~lnhenle<l

offSI)nnl! of the merchalll clIlSS. It rTlU,t ,,1,(>
lure away tllC .<oRS nnd daug)lIe", of tho farm.
ers and serf. when they arri,'C in lhe cily 10 >ell
Iheir goods or ul1end fairs and {""tivnl. Finally.



it must welcome the nonhuman minorities who
are often subject to prejudice and discrimina­
tion in the large, human-dominated cities. A
young half-orc may tum to the thieves' guild
because no one else will have anything to do
with him. These, then, are the thugs and rob­
bers who fill the ranks of the guild's extortion
network. .

The other major challenge posed by these oper­
ations is organization. A thieves' guild must
organize the activities of its members if it is to
continue operating smoothly and safely. A
large guild may have a hundred or more petty
thieves, muggers, and robbers operating in a
city. To avoid inefficiency and conflict, each of
these guildsmen must be assigned-and
restricted-to a specific territory. Some neigh­
borhoods are obviously more profitable than
others, and this can either be used as motiva­
tion-the best thieves get the best territories­
or assignments can be rotated so that all have a
chance to prey on the city's most prosperous
quarters. The thieves must also be accountable
to someone, usually a guildsman one step up in
the guild hierarchy. If there are disputes or
infractions to report, the street thieves must
have someone to report to. To maintain a
steady flow of income to the guild, of course,
these overseers are also responsible for moni­
toring the activities of their charges and col­
lecting the guild's share of the action.

PROTECTION RACKETS
In large cities with well-developed commercial
sectors, protection rackets are a very common
scourge of the merchant class. "Protection" is
effectively a form of insurance: The merchant
pays the guild a regular fee, with the implicit
understanding that he and his business will be
victimized by the guild if he does not.
Payments are typically made on a weekly or
monthly basis-a large guild with ample man­
power will be able to conduct regular pickups
more often than a smaller guild with only a
handful of members.

Establishing and maintaining a protection rack­
et can be a challenging undertaking. For many
guilds, the first step is to gather information.
Advance scouts, typically new recruits or low­
ranking members, are sent out to assess a
neighborhood or district and identify potential
"clients." These bands of petty thugs will patrol

the streets looking for shops that seem prof­
" itable and successful. If the guild is small

The hammers enter the business and intimidate
any customers with threats and bravado,
inevitably scaring them off. Once the shop is
empty but for the thugs and the shopkeeper, the
hammers vandalize and destroy most or all of
the store's merchandise. Depending on .the
nature of the guild-and the thugs involved­
many hammer teams will also physically
assault the shopkeeper and his employees or
family.

Before this violence gets out of control, the
shields arrive on the scene. After a brief staged
confrontation, the hammers leave-usually
shouting rehearsed threats or profanity. The
shields offer what assistance they can with any
injuries and help the shopkeeper clean up his
store, all the while discussing at length the trav­
esty of allowing dangerous hooligans to walk
the streets and cursing their lawless behavior.
When the time is right, the leader of the shield
team offers his protection to the shopkeeper in
return for a regular fee or even a piece of his
business. Whether they recognize the scam or
not, most merchants willingly agree to the
"protection" for fear of further attacks.

Inevitably, there are times when a shopkeeper
refuses the offer, often going immediately to
the city watch for assistance. Just as inevitably,
law enforcement is unable to provide adequate
protection for the beleaguered merchant.
Whether in a matter of hours or days, both
teams return to the shop and wreck it. The mer­
chant and any present family members or
employees are also given a severe beating,
though most guilds direct their thugs not to kill
anyone: A dead merchant can't pay protection
money. This violence will typically continue
until even the most stubborn shopkeeper is
coerced into accepting the deal.

Once a business has been brought into the rack­
et, a couple of enforcers or journeyman guilds­
men visit it regularly to collect the guild's piece
of the action. While the "hammer-and-shield
job" is typically given to new recruits, these
inexperienced apprentices never do collections.
Only veteran guildsmen are allowed to handle



In other cases. the !uild rnay necd kI blad.mail
• peoon ....... Itas no locriminati"ll 'llCCn:ts-­
Ica.u """" lhalllM: ,uild is able 10 unco\..,r, The
guild~men mllSl lhen fabricalc !iUilablc e"i­
dencc lhem!iiCl~c!ii. Official documenlS and
seals are !ilolen frQfIl city offices and u:-cd to

forge II1crimin"ting papers thul could end a
career or codungcr it life. Physical e~idcncc is
plante<! that links Ihe mark 10 nn u"solved
crime. Elabonllc social ambushes are m:lI1urac­
tured and !he inOOCCnllargc:tS lured inlo humil­
ial,", Sltu:Hions. Tt1Iincd and hilhly slillro
confidence :lIlJSU manipulale 00- lcmpl !he
marie inlO bcrominS in\'Olved in IOciaIly unac­
cqublc aetl\11icl.

In l1I3Ily C<lSCli. a 13IJCI is aclnally cngaged in
0Ill: or ID(lI'C' of lhese aeti,'ities. and Lhe ,uild
need ooly do some legwork and digging Lo
gathcr ~ufficiem evidence for a blackmail
scheme, Again, this is typically handle<! by .'et·
C"1I1 guildsmen. whO either shadow tlle target
lind monitor his tIClions, or use some NSC or
OIher 10 "'get c~:' perhaps c"en enlering the
mark's C()llfidencc. When these cffom a""
unsuccessful ()( impossible. the guild can also
act indirectly Ihrough manipul:ttion or family
mcmbcn. associales. and henchmen 10 gather
lhe incriminating c.llkna.

• VIOlation of social UIboos or CUSIOn\S: Thi.
includes adullCl)' IX de"ianL stxu;d hehavwr
(al de:fined and acccplw by tlte culture).

• Emb:urJSSing or socially humilialing hehav·
iur: n,cs<: aclivitics may oot auually be taboo
or explicitly prohibitcd. bUI nonethelcss dam­
aging to a ~r:son's repUlation. Gambling and
chemical addielion a"" common examples 111
lIt.:IIly culture.<. and a,.., paralleled in IMllen by
SImilar ~i=pons,ble" behaviorl.

Once lite deed is done and the cvidence galh·
eftd. the IUlllhmcn mU5t ......il until lhl' righl
mOl1lCnl10 conrront the mark. The best oppor'
tunity presentS ilS/:lf when the I:trgCl has Ilene·
filed from the illicil aclivily or ils con5C­
quenccs are ~t lheir moSI dirc. When the
apprentice wi~"rd wh<J has chealcd 00\ his
entrance le.>tS has gained allmission 10 lhe
Arcamsls' Guild. il is lime 10 Slril:C. When
lhe serving girl h;&s givC1l binh to IIIe ill...

• Illegal act;"ity: If upo!ilCd. lhese actl1lUeS
..'OO1d be -':lily dis~ful.~-threal"'"

ing. and might lead I() criminal prolcCl.lIion.

This approodl is a wmcwhat roolplicatcd chao
rade for what is really a pretty simplc ""heme.
Many guildnwtcrs.,lIowc.·cr, fcdthe drama ,<
Justified bccauloC il maJ,;es the merchants fcd
~c and limits ill ...,m to..-ani, the guild:uK! ilS
IIICmbcfs. More ;OWCSS;•.., and .,olenl orgaoi­
lJIlion§.IIo....,vn-. do not bother .... ,Ih the pby­
acting. They maJr;c il clear 3l. the rllSl mcrt:in!
thai the fcc: IS bII)'iog proIeClion from 1M"'. In
ok! cities wilh established luilds, l~ opera­
Iion:i~ wcll known to merchanlS berore they
c,'en sel up bus;ncS$ in a cenain ncighborbood.
The allendanl cuSIS are simply foclored inlo lhe
merchant's budgcl as operating cxpen.o;c, from
Ihe \'el)' beginning.

1Il.ACKMAli.
Another 1I11l1"!CSlcd criminal opcl1llion favored
by many guilds is the an of blad:mail. These
aeti'~lics an: lypically handkd by uppc..-·Ic•..,1
llUil<hmcn and of1cn c"en the luildmasler him­
stlf. Blxkmail is only b'Uly cff«Uvc and prof­
liable .. hen IIIJ1llC1S me ..'cahlt) and pO\t'mul,
and such .·ictims must be IwttIIcd "'ith llle
lIUrIOiSI slill and ddic:ry. In gtnmtl. a luild's
bbclrnaJl opcratil)OS ~ craftcd to pmdutt
1"'0 vital rt'SOII~: moocy and fIO"'cr. The
obje<:li •.., is to rococe the vicllm into providing
what lhe gUIld wams for fear of cxposure or
reprisal.

pro(tCtion mooc:y.~ merch<ln1S ...110rd~
or an: un3b~ to pay faa funll<'r ,'iokna and
sabolallc.ln chronic cases. Nthlcss llUllds will
c•..,ntually kill lhe Mde3dbcal" lUll! lorch his
.~tabli~h""",ot as a Icw:.m 10 OIhcn in the ... igh­
borhood.

1bese criminal opcrmions arc guided by.a sin­
gle principle: Evel)'o"" has _n.:ts, 11Ie ITIOR'

important the ~rnm, il scem~, the greater lhe
.sccret~ alllithe more danmge lh,,1 eanlle innicl·
cd by reve:lling Ihem, Tl\ere ilre countless
details of a ~rson·.• past thaI CQUld pro~ide

le"cmgc for blad.mml schcme~. A few com­
'tlOO nne.' include::

Targets of bludall.~il schemcs Iypic:llly come
rrom the uppcr cla.<!'eS. particuhll"ly lhe mer­
chanl classe< and ariStocracy. The fOl1Tlt':r are
bbcl::rnailed ror lltcir .."Calllt, .. h,le lltc Lauer
;R usu.a!ly .k!im1zrd ror the inO~ tIry
'field In ~\'anlIll:nL In all c:lSC$, ibc gWkl
must UJICO''a' some: incrim;ft31101 ~\'Ilknce thai
",ill~ 1lte victim's ~put:ltioo.or st:Itus ifa""'.



Ilillmate ch,ld of a highborn noble. ,1 i~ time '0}

acl. Th~ nems rJ,se the e"""ional and social
'lakes 10 their higlle<t level, and lIlO,t m:"~s

arc Ihcrefore octunlly ""lie"rd when they le:ll1l
Ihert: is wmelhing they can 00 to simply make
1M whole mess go a"'lIy. The ~il~ blacL­
mailer ,i'-e$ me, mart a t!SlC of the eort><'­

quenm;.1ben offen a ,hm !lund 0( bopc:,

The blxtm;r,il scheme" al.o most cff~i'e jf
lhe blaeLn,,"lcr can offer lhe marl. lhc '1fI1l- way
out. MOSl imponamly, ltlc blackma'ler M5 10
convince the tI'l'llC! th:'1 he will be nposed if he
la~es the mailer to the authorilies,

Fonunatdy for the blactrll.3Jler. lIlO>tl;ugeb of
bbctm:lil don't want to re'eal their secre\>;
e,en 10 the~t~, Thl!> is often e>peciall)
lJW of the ari.wefllC), "lICe "1hc allhonliesR

=uwally their family and peen;. In Cl1!oCi of
p:u1i<cul3fly stubborn mms.. lrue blackmail
anisu wll1mampu!nle the ,ituation '10 thatlhe
largel r"ntll:r implicales him""lf by I)'inl: :.nd
auempll11J: Iv cover up hi. misdeed, This fur_
ther enl:m~les the marl. ,n me, web of deceit

and rn.aLC\ il e'"Cn more dirrICult for him lO
gel free .. itOOut me, blacLnWJc:r', '1lclp-

Many blacktn:lil J.CherrlL'S DfC n1rCrrlL'ly com­
plex and "Cry risky, Ind,v,dual.! m'gbl unde,_
t"ke sucb I;<;heme, drh'cn by de'pcrutlUn or
OIller mOli"ations, but a wisc guildma'lcr will
a1wa)'s weigh lhe risL w,lh the reward, Wben
decidlnll whether 10 >-llntlion I blldmail
J.ChcrrlL', the luildJDaS{er will e'-aluate !be
I'Ol"ntiOll payoff aDd dcln1niDe ...hetber or IlQ(

it ran be oblained from IInOlhn- 'IOUfre """"'
easily,

COKIl.U1r no:--
Many lurge Illle"e" guild, alw pmf.1 from the
'ysleumtic corruption of honth public and pri·
"ale ,n'''IU11011<. As all'n)<, the obJecti,·cs of
these aet",ttes "'" monel, PO"''CT, Of both,
Go, emment off1<Ub lOre pc:rflaps !be n'IOSI

commoll IalJn' of I'uld ron-uption. The: Iluild
1"')'" the w: Cull«lOf 100 l;Old 10 Cf3SC 1.(X»
gokI,n IU ddII from lhc kdger of the gu,k!'s
lq;illtlt.Ue or <,emi·Ic~,"matc busine~1, The
guild bribe, lhe lown ....ateh-or e'en tbe
\\'~lch c~[l1ain-to look lhe oilIer way when a
crime i, being eomm;llcd. Judge' und magi<;­
mile< are e"cn 00 the payroll of !>OIl1C "cry
lDfl ....mial gUilds,



The Ir:KIe guildll of large ~ial c.::.mn$
arf 100 ri~ for rolTUplion. \\"llh!he 1re::ISlIIl:fS
and OIhaoff",iaI~ of~ <Jr&2'1il.alionsOll!he
p;I)TOII. the thle'·~· j!uild an dil'c:n Ihou$ands
of fOld in due>. money and profil5 10 ,ts O""n
colf~rs. Guild officialll ",'110 di5CO\"~' and
~aIf:n 10 ~"pose !his rorrupti<ln _ ofll:n
found dead or never fouad al all.

BANDITRY
M;ll\Y lllrgto. ",,,U<SClbllShc:d .tuc:,~. ,uikb
oper1Ilc oubide the ti.y limils as ",~ll Bandnry
is an imporuu\! pan of~ acli".in. Trndc
bel""«n ciues and n:llIDns Is prelly common in
tile ci\"iliud areas of nlOSt famas)' camf"llgn
SCllings. and .hi~,·.,s· guilds ar~ in an ~"ccJl~nl

posuioo 10 prey on this cornrno;rce, Mcrchanl
~MlVans trJveling .. long public roads an:: lhe
mosl commo!> lnrg~ts of bandit auack<.

MlLny bandil gallg, are organi~",d and fund~d

by Ihe thi~v~s· guild in" rlenrlly eilY. bill oper­
"Ie ..,mj.indepenl!emly, The guild provides Ihe
bandit J!arlg with recruits. w~apon~.•upplic~.

"'id a II1m~cl for the stolen merchandise: lhe
I"ng plan, and cxeCUles ils auack< on ilS own
While bandilry can he extr.,mely profllable.
especi:llly in wealthy an.a'. il is 001 Wilhou, ils
dungeD, A11TlW soldiers Iypically p:nml Ihe
mosl ..."II·tr:,,~1cd mads. lbe fOOller inlo lhe
"'il~ the gang D1O\"es.!he less lil.:ely i, is
10 ~njoy I Sl.,ady sueam of IffillCm lral'de....
and merrhllr\!car:a,~And ofOOl.lnoe lhereare
0Ihc1 things in the ...~Idemes.s. things~ dan­
p:rous than bandilS.

SooM troo.,~' guilds ia coasl3I cin.,s do 001
hmi'lhell" b,uxhllCli"lly 10 lhe roads and hi....
"'~)'>o. Some an: al<o connttted.o !'irale lan,,­
TyplC3ll). only the targ.eSl and lOOSl prospcTOUs
ruilds are In"oh'rd in piracy. ho\lo..,I..,.., Pi"",y
rc:qtll~ inl'diUToen. in ships. which 3I'e upton­
si,·., lU build and m:J.iruain. lbe 5llilors ...110
"Pft"lle ttwm abo rc<pJi~ C'tJn>ido:rllbly l11Of'l:

tminlng lhan a common Sl=, thug or high­
w~yman, especially ~nce !he~m abclMi a
pi"'dlC I'essel must be trained 10 flGbl, In many
e_s, thieves' guilds and pLr:lle g;mgs form
lllOM: alliances. The guil.! uses ils dock. ide
rCSOIIn:c, to ga,hcr informalinn on l1ler~h:lnl

ship inl'emori.".; and itinemries. and oITcrs the
piM!:.' aCCeSS to black markcls for the sale of
IJlclr goods, all in rC1lJrn for II .•hare of the
pir:llcs' income.

S:\IUGGLLNG
Smug:ling ill simply lhe ""'ret and illegal
tDnsport3llon of people Of" mro:bandise _Large
!hinfi' guilds can become in,'oI,'Cd ill :;mug.
gJing Oper:ll;OOS for a number of ~asom..

Smuggling can be very pmfltlble U ... 5 wt
b;on or impoK heal")' tlriffs on ~In good.
=31., aniflCiai made! disparities tIul can be
nwupu1au:d by shrewd :;muUIers. The smug­
gler 00)"5 I shipnltnl of Ihc 1llgc::I-o....u poppy
from Ihc Old Erripu'r.... ho:rl: i. is perfectly
legal. for a few copper per dose. He then ships
II to !he Iron Kingdom ... here: 11 's Ille~al. but
s.ill popular among the decadenl ari"OCf1lCy.
and sells illhmugh hiS gUild contXlS for u few
gold pieces per dose. "The Iron Kingdom's lallo'S
have gi\"en him a profil margin Ihal he could
never mateh wilh unrcgul,ll:d goods, and h~ is
a prosperous smuggler ind~.

Smuggling <::Ul al...o be IlrotLt;lble for goods Ihat
arc hcavily mxed, ralher limn Ilanrlcd oUlnghl.
If Ihcre is a high Illdff on a pankulJr import.
the smugGler can brirtg it i",o Ihe cily illegally
and sell it al a price much lower Illan ilS legili­
mate pricc-bccuuse the <muggier bn'l paying
the ta:<. Thesc tariffs lIl"C vcry ool11mon for
goods thai "'" ooly uI':lilable fmm-or o(f~red

~ cheaply by-foreign .....!'CC.!o. The guild
mighl make a fonune smugglinG .,h'cn wine or
dwar\"C1l w"apons inlO lhe cily.

TAXES
Many lhie-,TS· guilds ooIl«1tuO, only llOI the
Inn 1Iw !he com~~ llCCU5l-omcd 10
pa}iDk- \\1ulc J.Ome cuolds fOlbKl Indep.,od~llI

lhie\-es from opcr::Itinl In ,he" cities. others
allow drm '0 ply their trade bul impose 3 1llX

.... drir ill-gouen pms..

This pnctice is lOOSl common .... lIh rcl<ltil"Cly
small guild. in lllrgto ci'~, l..arl~r guild,o;, or
thale opcr:IlIDIl in smaller lO... ns and ciues.
'nuSl u"rcise 'ighler ronlrol o,..,r,he thieving
acri"ity in ilk'ir ,emu:_)', In brge cilies, ho...el'­
er. Indcpcndcntlhie\'l'S ... 111 ofl~n be allo,"cd 10
opcrdte indefinilely. though lhey .... ill be regu­
larly coerced into handing 01 er a percenlage or
tlwir lake 10 IhI: guild. In Ihi~ I'CS(1e1'I, the i~­
pendent Ihie"es "'" lillie dill'"I'Cnt from legiti­
mate bu,;n..,,! owncn forced 10 P;l) prol....,!ion.
Thcse ta:<e, can e,"Cn be u<cd II" :, recruitment
tool. A parlicularly 'Ileecs,ful mJcpcm1cllt
thief may opt fOf 1lIcmllCrslilp in lhe guild
,impl) to eSl.:;Ipe lhe laxc. lhal arc clail11­
ing SO much or hi. mcome.



FENCING
Much of a guild's income is composed of
stolen merchandise, and it therefore requires
effective means to' convert that merchandise to
coin. Many guilds maintain sophisticated fenc­
ing operations for this purpose. Some guilds
also generate significant income by offering
fencing services to independent thieves
allowed to operate within their territories.

A fence is simply an individual who buys and
sells stolen merchandise. In many cities, fences
operate in backrooms scattered throughout the
commercial and underclass districts. Many
fences operate from legitimate businesses,
using the stores and shops as fronts to disguise
their illicit business dealings.

A typical fence will purchase stolen goods at
about a third of the market price. If the fence is
connected to the thieves' guild-which is very
helpful in supplying working capital and pro­
tection-a percentage will go to the lieutenant
who is responsible for supervising the fence's
activities.

Many guild fences work hand-in-hand with
smuggling operations. Some of the most valu­
able merchandise, such as artwork or magic
items, can be dangerous to resell in the city
where it was stolen. A smuggling operation
allows the guild to transport fenced merchan­
dise from one city to another, thereby avoiding
unwanted entanglements with the law or legiti­
mate owners.

GuM fJ1EITIBEF$HiP
The traditions and customs of thieves' guilds
vary widely, and this is especially true with
membership. In some cities, even a small-time
pickpocket will be unable to ply his trade with­
out receiving a visit from guild representatives.
The thief will then be given a choice: Join the
guild or stop plying his trade in the guild's ter­
ritory. In other cities, the guild is almost invis­
ible and a thief who wants to join the guild may
have trouble finding it. Indeed, making the nec­
essary contacts can be a dangerous undertaking
for a newcomer to a guild city.

This danger has two main sources. First, in
cities where the guild is extremely secretive, a
newcomer may endanger himself if he overtly
identifies and attempts to contact a guildsman.

The compromised guildsman may elect to
silence the newcomer rather than risk expo-

sure. Second, in cities with a heavy law
enforcement presence, efforts to make contact
with the criminal underworld may draw
unwanted attention from the city watch. The
safest approach is usually for the newcomer to
conduct his business as usual and allow the
guild to make contact with him. The fledgling
thief may have to be patient, as a particularly
secretive guild may choose to observe him for
months from afar before finally approaching
him. In some cities with especially insular
guilds, a newcomer or outsider may never be
offered membership. In these guilds, the only
way to become a member is to be born into the
guild or grow up on the streets of its neighbor­
hoods.

Different guilds follow a wide range of cus­
toms for the induction of a new member. In
some guilds, there is an elaborate initiation rit­
ual or ceremony. In others, the new guildsman
doesn't even have any contact with the guild
beyond one or two supervisors who oversee his
activities. Once the new member has been
inducted, he may begin a trial or probation
period or immediately assume the full duties
and obligations of a guildsman. Whether by a
ritualistic oath or an implicit understanding,
every new guildsman is expected to swear alle­
giance to the guild, and abide by its customs,
laws, and traditions. Foremost among these, of
course, is the prohibition against betraying the
guild to outsiders.

CLiITIBirTG tHE LA(X)ER..
Guild organizations vary from one city and cul­
ture to the next, but most are built around vari­
ations of the same basic power structure. The
names and titles may differ from guild to guild,
but the hierarchy, ranks, and responsibilities
usually remain the same. The following is a
common guild hierarchy, listing the title of
each position, its responsibilities within the
guild, and the means by which a thief advances
from one rank to the next.

GUILDMASTER (boss, grandfather)
The guildmaster oversees the daily operation of
the guild and establishes its overall goals and
objectives. He coordinates directly with the
captains to set general policies, evaluate per­
formance, and develop strategies for each of
the guild's enterprises. The guildmaster is also
responsible for making the big decisions that
affect the entire organization's status and
future. For example, only the guildmaster can

J



,
c.

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
call)' 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,

CAPTAIN (uDderhoss)
Second only to the guildmaster, there are usu·
ally only a handful ofcaptains active at anyone
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.

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.

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



and gangs that constitute the guild's workforce.
Lieutenants are typically assigned a specific
territory within the guild's. operating area,
rather than a business or enterprise. The lieu­
tenant is then responsible for all of the guild
activity within that territory. The lieutenant
must also recruit new members within his terri­
tory and promote journeymen and enforcers
from among the ranks of apprentices and
recruits. The lieutenants are also responsible
for resolving disputes between the journeymen
and enforcers who work under them.

JOURNEYMAN (specialist)
These are the veteran thieves who have been
guildsmen for an extended period of time and
have established a place for themselves in the
organization. While they have not yet been pro­
moted to a position of true authority, they are
given additional responsibilities and more chal­
lenging assignments. For example, a journey­
man guildsman is typically responsible for col­
lecting payments from merchants under the
guild's protection. Journeymen may also be
tasked with running the guild's legitimate and
illegitimate businesses, from gambling parlors
to brothels. Highly skilled rogues, such as
jewel thieves and catburglars, usually earn this
rank as well. Terms of service vary widely
among guilds, but a thief must usually be a
guildsman for at least three years before
becoming a journeyman.

ENFORCER (soldier)
These are the ranks of thugs and gangsters who
provide muscle for the thieves' guild.
Enforcers serve as guards at the guild head­
quarters, safehouses, and businesses. They pro­
tect the guild's treasuries and serve as street
troops during times of war between rival orga­
nizations. They are also often responsible for
carrying out guild-sanctioned violence, such as
the beating of an interfering public official or
the murder of a traitorous guildsman.

While enforcers are typically considered to be
equal in rank to journeymen, they are often the
victims of subtle prejudice within the guild.
Soldiers are often considered "brainless mus­
cle" by other guildsmen, even their own lieu­
tenants. On the other hand, the lieutenants are
often chosen from the most cunning, capable,
and ruthless ranks of the guild's enforcers. A
journeyman, no matter how skillful, is much

less likely to rise in the guild than a success­
" ful soldier who has "gotten his hands dirty."

APPRENTICE (recruit)
Recruits are the newest members of the guild.
While their responsibilities are typically con­
fmed to grunt work and petty larceny, this is
often the bread and butter of the guild's opera­
tions. Apprentices start out learning their trades
in the low-end rackets. They often work in
gangs or teams with other recruits, and answer
directly to the local lieutenant who runs the
operations in their neighborhood. A recruit
who proves himself worthy and capable is then
promoted into tl:te journeyman or enforcer
ranks, depending on his particular talents and
inclinations.

THE GuiLc)'s RoLE
A thieves' guild will most often be used as an
adversary for the PCs, perhaps a largely unseen
one that works in the background and shadows.
A powerful and influential thieves' guild can
be a tremendous challenge to a lawful or good­
aligned group of heroes, posing a constant
threat through political subterfuge and intrigue
or brutal street warfare. While a villain may be
vanquished and soon forgotten, a thieves' guild
can be an ongoing source of challenge and dan­
ger. The guild can be a persistent threat that
grows and changes as the campaign develops,
constantly raising the stakes and increasing the
campaign's excitement and suspense.

If the guild is being used as an adversary, there
are a number of ways to introduce it into the
campaign. Perhaps the characters thwart one of
the guild's schemes or expose an important
enterprise. Maybe the guild retaliates by send­
ing enforcers to exact the guild's vengeance on
the meddling heroes. As the campaign pro­
gresses, the characters' activities might draw
the attention of increasingly important mem­
bers of the guild hierarchy, perhaps ultimately
leading to a confrontation with the guildmaster
himself.

Below are a few examples of ways to introduce
a rivalry between a guild and the characters.

The guild stages an attack on a member of the
local government, then plants evidence that
incriminates one or all of the characters. The
heroes are just hapless marks who happen to be
in the wrong place at the wrong time, but this
conspiracy makes them fugitives and forces
them to investigate their mysterious malt;/.ac­
tors.



CURRENT I.(,;AUER
TIll_ Cnt')' inJicmc, who i.1 presetlliy in charge
of Ibe guild, as well as Ihe guild's accus·
lomed foom of leader.>hip, Cummon formi
Df kadcl"'\hip incllllk llui1<.lmaSler, ootiD·

BASE O~· OI·ER.\T10~S

The D\I ihould aI!iO COll.'ikkr l/lc Ioc:ltioD lIIld
Il~IIIn: or lhe gUild's headqu:u1Cfl, A .mall
guild mighl opcl11le from Ihe backroom~ of a
\ingle businesi or warfhou~, while a large
guild mighl have a cenlrnl lK:adtluarters nlld
'8Ichou_ and otbcr ~lS s<;all"re<! lltrough­
0111 lht: City, The beadqu:u1ers of some gUild,
might be hidden. "hik Othen: UiC kgillllWe
busillCSloe:§ Of rnideOCCli as fron~Some JWUC.
uJ;orly ~"c and Jo<>.cl) ""I.&IIi=l guild.
ma)' IIOII'en 1taI"t a hcadquanel'. pldrrriDI to
meet 10 predclcOOllled pIac:e1 and limes .ben
lhe n«d ari>e'

foothold m the city's political ~l\Ietun:? \\'bile
dietmOO by tI'It: ll\:lions or ilS members, is ,he
baiic alignment of the guild good. neulral, or
e,'il?

II'lw/ is IIw orgnni:JJ/lOIJ of rllt ~Ilild'

Who runs lite guild? Is it one perwn. a guild_
maslc:i' Or is it a rouocil <>fbigh'l'1lIIlinl memo
bm;~" it JIO$Sihl) a frecform l:Jtl-liatioD Il1II
te$Oh'cs m:anen of mtemit to the ~l
melllbc:nhip .,tIl. tkmocr.ttic ''OC<'? Or is the
guild a ehaotll:, ~Iy Olpmad group; if!>O,
II mighl be one '" "hid tile members opcl111e
Indep:lkkntly but help each DIller in time of
IIl'ed, (>I' n CIll1hroal orgam',:1lI0n ,n which lhe
guildsmen comlanlly scheme againsl and back·
~ab One anOlher for persona1lluin

N,\ME
Once )'ou',e cSlabliilled lhe 'llild's ~ncr:tI

chanctcrisliClo. you ihould decide on • DamC.

In man) oascs, tllt:R is DO forrn;ol name for"
i/'uc,~' guild bcau>c il ne'lf IICIS lD any offi­
c,a1 capacil) Such org3lli,atiDlU :an: Dflen
~1Cd ""Ib the city in "hidl the) an:t:SUb­
lishoed, soch as llle Old Haven Th",ves' GUild.
Otbcr guilds are never given any proper nanle
:11 all, bul are referred to ill clI<lomi'l)' lcrnL< by
Iho,,, familiar wilh (hem, r:,,;amplc. mighl
inclutle !be "family:' 1be '"llfJaniUlion," or
"mply lhe "gu,ld.~ S,ill other guilds adopt
mort' dmn.llie rwtlt:S innlll:nm:l by !heir uri·
lin•. lI1Idi~or the beliefs ortl\o:i, foundtn.
l'.xamples ,ndude Ihc Black Brotlluhood. the
Faceless Mcn. or the 0I'dt:r of Sh:tdovo'

\VII'" 1.< nly gui/d:1 ""';11 I",'pwe?
Whal is Ille gUild's primary 0,..,',111 goal (>I'

Iong-tcoo objccti"e1 I. lile accumulation of
...ullh the only nllMi"e Ihal dri,"eS the guild's
xti"iues? Do ilS kadcfl "'MIllO 'ilin a

A IoctU /'rttICfOil' ..'/10 IIuJ hod M\'rl'Pl """UIS

....t1t III< cltiJrur:rr" -v d«idr 10 ",.,.. /I

1O'"",,ng by srndur~so/J,t" W Iwrms 01' lII"m
IIII' htrou' 10"ld ottel. If rhr ..1II,MCrrrs dOlI ~

!Iud ,lit ,,,,,min,~, tilt litllllnant "'//.\' 1e",1
/1sSlIullls 10 di.'{}()Jr of IlIe,., I",rllleltleml),
Wiltll Iltr ..mif/lel "(Id,es Ihis poill/, II/weo""s
~rj""U/ aod raises II,t tmori,,,,ol JI(1lu
I"""",...tl)\

l1u~ kind of bntl;alily and o'en \iOICOCe ,~

UIIII~ for lIWIy ruikh. as the 1IIIId>.mcf111:nd
10 amid pubUc: allention :mel 5CNun). WlIb Ibis
§Oft of ac:l1Oll. lhe ,uild >ends a mes.saae!hat II

'" oot 10 be crossed. llIId mal;es u;unpks of lhe
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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
Rog14.

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 rank\ in Climb
or Open Locks. ,

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
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And a lucrative business it is, too. With con­
tacts all over the city, the Consortium works on
a personal basis with individ.uals who wish to
have an item "acquired." These items range
from priceless works ofart to lost tomes offor­
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 sConsortium 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 ofthe 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.

PRI:8tiGE
CLASSES

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.

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.

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 discr~et 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.
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These modifiers stack, so the DC of reading a
non-humanoid, undead outsider would be +14,
or DC 24 + the target's Wisdom modifier.

PAINTOUCH
Prerequisite: Dex 15+.
The character's knowledge of muscles and
nerves enables him to do an extra 1d6 points of
subdual damage with a successful unarmed
strike. This ability only works against
humanoids.

DC Modifier
+2
+0

-2 to-4
+2
+4
+4
+6

Activity
Casual contact (holding hands) •
Close contact (dancing, massage)
Intimate or prolonged contact
Unfamiliar humanoid (ogre, kobold)
Non-htimanoid (dragon)
Undead
Outsider

MAGEKISS [Metamagic Feat]
Prerequisite: None.
This feat makes any spell with a Will save sig­
nificantly harder to resist, at a cost in casting
time and combat utility. To successfully cast a
spell prepared with magekiss, the caster must
maintain flesh-to-flesh physical contact with an
unresisting (willing or helpless) target for at
least five combat rounds (30 seconds). The
spell is cast without any additional verbal or
somatic components required once this contact
is completed. The DC of any Will save required
by the spell is increased by the caster's
Charisma bonus, with an additional +2 DC if
the target is being touched willingly. This, of
course, does not require that the target is the
willing subject of a spell, or even aware that
one is being cast. Only spells requiring a Will
save can be prepared with Magekiss. The use
of this feat has created legends of mortals so

TRUTHTOUCH
Prerequisite: Sense Motive +4.
Truthtouch is distantly related to talkingtouch,
in that it involves an intimate knowledge of
small muscle movements. However, truthtouch
is a means of gathering information, not com­
municating. A character using truthtouch can
tell if the person he is touching is lying. Flesh­
to-flesh contact is required. Using this ability
on beings of races the character is unfamiliar
with is difficult. The base DC for a familiar
race (defined here as the standard PC races) is
10 + the target's Wisdom bonus, with the fol­
lowing modifiers:

TALKINGTOUCH
Prerequisite: Innuendo +4.
Talkingtouch is a special form of Innuendo. It
allows two people with the skill to communi­
cate through simple physical contact. This is
not telepathy or psionics; it is the art of care­
fully orchestrated muscle motions and body
language too subtle to be noticed by outsiders
(DC 27 Spot check to notice; a character with
the Talkingtouch ability receives a +2 synergy

bonus).

Charmtouch: This ability grants the extraordi­
nary ability to charm someone by touch alone.
This ability may be used a number of times per
day equal to the companion's Charisma bonus.
It takes 10 minutes of reasonably close physi­
cal contact, usually accompanied by enthralling
conversation. The DC to resist the charm is 10
+ the companion's Charisma bonus.

Bonus Class Abilities: The character may
select from one of the following special abili­
ties. Members may also pick one of these abil­
ities whenever they are entitled to select a feat,
as long as they meet any prerequisites.

Resist Charm: The character may apply his
Charisma modifier (if positive) to any Will
save versus an Enchantment or Charm effect.

Secret: At 1st level, and every three levels
thereafter, the character learns one very impor­
tant secret. The exact information gained
depends on the character's circumstances and
the DM's judgment, but it should be something
known only to an elite few--one of whom,
obviously, must be a patron of the companion.

CLA88 FEAtvR!:8

All of the following are class features of the
discreet companion prestige class.

CLASS SKiLL8

The discreet companion's class skills (and the
key ability for each skill) are Bluff (Cha),
Diplomacy (Cha), Disguise (Cha), Forgery
(lnt), Gather Information (Cha), Innuendo
(Wis), Intimidate (Coo), Listen (Wis), Mimic
Voice (Cha), Perform (Cha), Profession (Wis),
Read Lips (Int), Search (Int), Sense Motive
(Wis), Spot (Wis), and Urban Lore (Wis).

Skill Points at Each Level: 6 + Int modifier

,-
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Intimidate: 8 ranks.
Disguise: 4 ranks.
BlufT: 5 ranks.

Feats: Leadership, Skill Focus: Intimidate.

Special: Sneak attack or backstab.

CLASS 8KjLL8

The guildmaster's class skills (and the key abil­
ity for each skill) are Appraise (lot), Bluff
(Cha), Craft (lot), Diplomacy (Cha), Disable
Device (lot), Disguise (Cha), Escape Artist
(Dex), Forgery (lot), Gather Ioformation (Cha),
Hide (Dex), Innuendo (Wis), Intimidate (Cha),
Iotuit Direction (Wis), Knowledge (home city,
other guilds, local powerbases, etc.*), Listen
(Wis), Move Silently (Dex), Open Lock (Dex),
Perform (Cha), Pick Pocket (Dex), Profession
(Wis), Read Lips (Int, exclusive skill), Search
(lot), Sense Motive (Wis), Spot (Wis), Swim
(Str), Urban Lore (Wis), and Use Rope (Dex).

* The guildmaster may choose any two such
appropriate knowledge skills as class skills.

Skill Points at Each Level: 8 + Int modifier.

CLASSFEA~8

All of the following are class features of the
guildmaster prestige class.

Weapon and Annor Proficiency: Guildmasters
are proficient with crossbow (hand or light),
dagger, dart, light mace, sap, and short sword.
Medium-size guildmasters are also proficient
with club, heavy mace, morningstar, quarter­
staff, and rapier. They are proficient with light
armor, but not with shields. Note that armor
check penalties for armor heavier than leather
apply to the skills Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket,
and Tumble.

Guild Hall: The guildmaster has ownership
and/or control over a building or other location
that serves as his headquarters. This may be an
abandoned warehouse, a suite of rooms over a
pawn shop, or the basement or backroom of an
inn, a shop with shoddy goods and high prices
(which, thus, has no customers, but which
seems to never go out of business). The acqui­
sition of the Guild Hall and its location and
nature should be established as part of the
process of gaining the first guildmaster level.
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t'.nlr: s<,meone ow~ the ct"''''cler somelhing
"biS lilllC." 'Ille e~ac' dc,ails mUSI be worked
QUI wllh lhe m.l. Each FavOl' can be used l)fe­
c,sely once, but they do accumulate. l11U~. a
10lh-lc"c1 gulldma,"r who ha, not used any of
his favors can "call in" Ihree of IhcIII all III
0=. The OM and the player ~hould e.'tllbli,h
lhe circumstance, oflhc favor and ,,-hoowcs II.
Jl.egardlc$ of Ihe number of Favors ow~..-:I, no
m~ than one per ....·eek can be used.

Repul:ation: This bonus Is added 10 lhe char,
1ICte1'~ Leadenhip srore ....hen he use< lhe
LeiMieM,p real (O:\1G 45).

itt'$pertab~ Citiun: This allow. the ,uild·
lTINer 10 esoblUh a CO\~ identily. allow",«
bim 10 1TIO'o"C ffedy amoog diff~1 clemen..
ol5Ociely. It a11O'i\-s hun 10 maLe 1";0 o.her
Informal.ion checb per <b). one: as '1lirm.c:lf,~

IIld one as his ~co'''''-.'' ...·M~Iydlf­
(milt modirlers!wed 00 his pertt""ed _us.

JUSI 1M Man for the Job: A,ui~ S,lS
in lbe center or a massi,"C ..."dI of conlX1S.
spte$. rumamot.gers. and other henchmen and
:wocialeS. As a ~nce, he can sonlI:.

llmc:s lind people 10 meel almost ;lily deJcTip­
lion. Once per momh. the gullJm:lI;K'f c:m
=ruil a spedlk hireling for a singl<: t:l$l.. lal
normal roues of compen.saliOll). Tbe IUlldma.~

lI:r un specify any abillly Of posses~ion DIller
than class. level. hil poims. OJ base alla..:~

bonus. For e.ample. he can s;,y, '"I need ,;ont<:_
Ott<: ..... ho can eaSI a maxlmizcdji",b<,II," not "I
nee(! a IOlh·level wizard." Tlie DM nHIY nLie
OUI allY re'lue,t be CQttsi(\ers impossible (f.R., if
the .....orld has 00 d,·cs, asking f<>r "an elvi,h
w;~ard" w()f1'1 ma~c One appear). bUI he stlOOld
be lenienl as regards odd. bul sllil pos~iblc.
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char-aclel"ll (r" .• "I nl'ed a ltalf--lXl: <pelleasl- '8
cr"). The maximum characler k,ci possible is Fi
IIIC highcSl-Ic"ci coltort the guildmDsler could
n:null using Leadership.

Note lbat lhls I. not a sUlllmoulng spelL 1lIe
dc"Ired per",m does "m Itl"llically appear in
from of lhe gulldn,aster. Ralher. lhe guildm:ls,
ler's I"eb of eomacls and ~CIllS allows him 10
locale. and g<'t a lTICs,age 10, a PC"""" meeting
11'1<' de~ired cril~ria, This pclWn generally can·
001 bea i'C orspcciflC Nrc_il cannQt be used
10 find :0 I.:oown Indj"idual, Of 10 lore sudl a
jlCrsoD mID a lr.lp. NOJ does Illi. abilily compel
obcdieoce, though lhe found indl"idual will be
romidered 10 be amenable 10 the ofTrn:d job.

SMaI.: Altad.: The ruikbnascer IS much less
aeti,"C !ban he once "'as. but he docs tcq> his
haOO in on~. To rellcct Ihis. lhe speci­
fied bonus is added ID ;my "Ileal allxl nus
dama~ from rot;ue charao;trr Ie'cls.

lbe ruildmasler ITMISI ha>c a ,uild' If. at any
lime. he has fe....er Ihan fj,·c linnl foliowet';
(110I oouming any fcllo\lo Pes), he becomes an
eJl-luildmasler (see below) unlll he ~ reo
cstabli.shed his guild.

The llulldma:;ler;, somel'hal mllrC .'CuJcd 'han
hc used 10 be-IIC ha, 10 ~~'Cp labs on things.
organi7.e. o"crsce, work hI' lICIWOfls. ~nd so
on. As a result, he: milS! Spell<1lll le",t IWO futl
day,;\ wCl·k doing oo",i"btralivc ulsks. and. as
a consequence, camlOl be otl" ",h-enluring. For
each wl'ek he misse. Slldl work. he loses
oc<:~,s 10 his dru;, abililies for Iwo weeks:
if litis happens more lhall s,~ times In "



single year, or if the guildmaster is "out of
town" for more than four weeks, he has let his
affairs degenerate to such a ~int that his guild
will be taken over by someone a bit more
responsible, and he will be considered an ex­
guildmaster. To regain any use of class skills,.
he must re-establish himself in a new city.

Ex-Guildmasters: A guildmaster without a
guild is a boss without employees, a leader
without followers. He cannot use any of his
class abilities, or gain any levels as a guildmas­
ter. Furthermore, each such failure to keep his
guild together results in a permanent -1 to
Reputation, even if he re-establishes himself
later.

.EXAMPLE
Jenna Redknife ran the Pinions gang in Verellia
until she found herself on the losing end of a
turf war. She was a 5th-level guildmaster at the
time. She later re-established herself in
Delorais. She has a +1 Reputation bonus: +2
for being a 5th-level guildmaster, -1 for losing
one guild. Ifher Delorais guild also goes belly­
up, she'll be at a -2 penalty (net Reputation
bonus of 0) if she manages to put together a
third gang somewhere else.

It is wise for any rogue to know his territory
well. For those who truly live in time to the
heartbeat of the city, though, it is possible to
become a roofrunner-a member of a rare
breed who knows a single city so well that his
abilities seem almost superhuman. A roofrun­
ner, it is said, can vanish down a dead end, or
appear inside a locked room, or cross a vast
urban sprawl in a handful of minutes.

The roofrunner is an interesting class with
some unique abilities, but the degree to which
he is bound to a single city makes him an
unusual choice for a PC, unless the campaign is
centered almost entirely on his home city. The
DM should carefully consider whether or not to
permit a roofrunner PC--doing so means con­
straining the campaign or annoying a player.

Hit Die: d6

Rt:Quffi!:IJ1Errt8
Urban Lore: 8 ranks.

Climb: 5 ranks.

Balance: 5 ranks.
Jump: 5 ranks.
Move Silently: 5 ranks.
Knowledge (home city): 10 ranks.
Gather Information: 5 ranks.

Special: The character must have lived in the
same city for 80% of the past five years. This is
the character's home city and is the only city in
which he can use his class abilities.

Alignment: Any. The mental discipline
required to keep track of so much information
about the city and its structure appeals to those
of lawful bent, while the freedom and mobility
the class provides lure the chaotic.

Special Restrictions: A roofrunner is one with
his city. He lives by knowing everything about
it. Every time an old hole is sealed up or new
construction is layered on old, he finds out
quickly. If he is away from his city for more
than one week, he cannot use any of his special
class abilities for a number of days equal to 1/2
the time spent away, as he has to reacquaint
himself with the city. If he is ever away from
his home city for more than one week six times
in a single year, he can no longer gain levels as
a roofrunner until at least one year has passed.

CLASS 8KjU8

The roofrunner's class skills (and the key abil­
ity for each skill) are Balance (Dex), Bluff
(Cha), Climb (Str), Diplomacy (Cha), Disable
Device (Dex), Disguise (Cha), Escape Artist
(Dex), Gather Information (Cha), Hide (Dex),
Innuendo (Wis), Intuit Direction (Wis), Jump
(Str), Move Silently (Dex), Open Lock (Dex),
Profession (Wis), Search (Int), Sense Motive
(Wis), Swim (Str), Tumble (Dex), Urban Lore
(Wis), and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier

CLASS FEA1'URf:8

All of the following are class features of the
roofrunner prestige class.

Weapon and Armor Proficiency: Roofrunners
are proficient in light armor and with bucklers.
They are proficient in crossbow (hand or light),
dagger, dart, light mace, sap, and short sword.
Medium-size roofrunners are also proficient in
club, heavy mace, morningstar, quarterstaff,
and rapier.
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Find 1M Wily; Cities
C1UI be likened to ..

In-illi thmg. "hich
&fOWl and cl\:mp
OI'C' lune. Tbe
roofrunntr "00"'5
the: ci'Y not just as it
n now. Ilu as it ""2S.

I'" kooW!> .1lc:re !be
old cIoorAlIy ""u plas·
tered O'-er and ",,,,,,",,
the cellar 0( a long"
lone inn still e~isLS

beneath the streel.
Once per day. he c:m
make 1I Knowledge
(home city) cbeck
(DC 25). lkkling his
le"Cls of morron""r
to his Knowledge
I1Inh. If it succeeds. he
Intntedi'ltel)' Iin<!s :t door, p:t~.

~ugc. or tunnel nc:.rh)'-within 20
feel. Thi, abilily is used elth~r to
,,"':ode purwil or to fin<! a wa), into .1 wdl.
gunroJcd loc:<lion. Of eou.....,. anyotl" who

Roofrunninl:: 11 is this abilily 111.11 gil'eS 1I
roofrunncr his name. He can mo'"t\ :II full
lD(r""lIIl:1lt >ptt'<l1lCfOS!, the: roofs of the: cily.
~nl 0.,.",. ..:J1ey. and crossing $I~ as if he
could fly. "" kno"'5 "hal. .ill and ,,',11 001 hold
hl5 "'"t\ighl. ""","" the stn'elS narrow 10 allow an
e~)' jump~ which Illes" ill be shct lifter
I r:unfall and .-hid! "ill nol:. This i~ lIIl <'XID.
Wtlla'J ablhty He caonot crosJ all)' lap 0(

_INn 10 fCd wilhout m:1lillJ: a Jump
check. 11_'"'''''''' his ability to may" :II

full spc:alllmOrlg the pbles. spi~
and ,billing roofs of the cily makes
soch che<:k<i ,,:o.sier.

/'l".-erlll!il: An ln1un Direction check
iDC 10) while i...,ide lhe home eilY
,,'ill lell n roof",nner e~octly

wllere he is. eyen if he
was .n(>Cked uncon·
~ei{}us and carried
lhrough " maze of
itrt.'Cts, As long "s he
ea,' Ilc,lr or smell the
oUlside worlt!. the
roofrtltlllcr k,lOws hi.
e~acI l(>Calion, This
IS an extraordinary
ability_



THE RVOF,,-VI1fJER.
11"-,,, )iOrl Hd Will

Lewl ,\Hack [Jon"" SM. Sa,. ,~a", S[>ttial
,

"' "' ., .0 ROOfrullning, "."",Iost, ., "' ., ,0 Find the ":"y IId.y.lJome mrf +l, ., " .3 ., Sense 'he city', ",ul, ., " .. " Hnm" 'urf +2,
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wmchcs th~ rollfn"\ncr will know where he
went, and Ihi, ahility can't C,~"te a nt"gic por­
1,,1 im"" hank "ault ill whim,

In the ca~ "f PC roofrU<lUers. tile DM should
moder~le u,;., of this ability with commOt1
scnse, For example. a ,oofrunne' nceds \0 gct
in to see 11 high-nHlking official ill Ihe p:,lace.
but lackS the ned~ntial. "nd doesn't feet like
fighling or sncaking his way pa't the enlire
ROy'll Guard. He uses Find the Way. and the
0~1 infonns him he knows of a long-ahan­
d"n~d tunnel b"ilt da,ing a siege a century "SO
thai leadS i"to the 1",1,,,,,,, only one noor below
th~ "uile bdonging to the off,cial he 'ICcd, 10
,;.,~. n,e D"'1 never placed Ihis tunnel on ony
mop prior to lhe roofrunner using Find the
Way_it was "IOSl" IlIIl has nOW been "found,"
At higher level,. the foofru,mer con u'" lhis
IlOwcr mme lime' each day. Thi' i' an extr:lQr­
din"'yahility,

HOJ11~ Turf: The roofrunl1er know, hi<
ground-c"~ry loose. robble,tone. e"ery wall,
every well-bol"need brick. This mlnslutcs to 3
eircum.<lance OOllUS to Armor Class SO Ions as
lhr ,oofnmncr is wilhin his h"ITlC dty. He ,im­
ply know, how (0 I:'~e Od"3nl"ge of Ih~ arc"
"mund him to provide inddent,,1 dcfc"'c. This
"bilily eannOI be used if Ihe nx,l'runncr has
morc IhaT1lighl eneumbnlllcc. This i< :Jr, ('.\ml­
ordinary abilit)',

SCIlst: till' City'S Su,lI: Thi, ~hilily ",fleets the
foofru,mcrs iLl'l,nity with lhe cily. He ~:on "Ii,·
len" 10 il-"Il.,orb snatche' of eot1ve=tioJl,
'lOte. oJ<! d",nges in routine. s.ce tbal Ihings are

diffe"'"t from th~ "orm. ond lhus. du" in ttl
major evem, (hal are not public kllowledge,
Once a wee~. the roofrunner with lhi, "bil·

ity m"y moke "n Urhan Lore ehec~ (DC 25).
a,ldillg his roofronncr levels, If hc suceccds.
the PM will infOfm him of any significant
e,'ems occurring in Ihe rity. ~ven tho,," thai the
roofrul1llCr cou Id m>l havc learned of directly­
lhe arrival of a" c""oy froon., diswill kingdom.
lhe local b"ron covertly mobilizing for war. 0
major tcrrilori~1 fight brewing amol1g the I"cal
thic"cs' guil,Ls. ami so forth, The nwin ~dv:ln­

lage of Ihi" i, thm (he roofrunner doe~n'l call
altemion 10 him""lf by a,king 'lueSlio"" He
illl UilS the evelllS from w"tehing Ihe eily. Doing
so gives him a +2 synergy oonLLS (0 ony Gather
Inf",mation check> he misht wam to perform
10 gct mOre delails. This is an C-\lraordil1ary
ability,

As anolher ""pect of Ihis ability, the rourronner
co" predicl lhe following <lay's wcalher with
I()()% aecur~cy IJnless there is ~uf"'rnmur~1

power invol",ed. This ""cur.,ey drop,; 10% per
additional dol' of the forecast.

Safehou,c: 1lIe eha"lCter lou, roun<l a forgotten
room. formerly ",aled aicove. or <>lher s.cclIre
arc" where he ":on rest in perfect sofely, 1lJc
ehar~eler cannot be found (e"'cpt by magic or
another roofmnner) while he is there, and can
sl<.'Cp. prep:'re spells. Siorc lreasure. or «X'Qvcr
from wound, withnol needing to keep" walch,
The safehousc is usually" fairly small area.
less Ih:", 100 ,quare feCI. If the roofnonner is a
PC. lhc pl"yer ot1d lhe OM should work logeth­
er to decide on ils exaCt localion in lhe eily.

11m' Ihe Tabloos: If the roofronncr is being
pursocd while in the SlreN<. and can gel out of
sight "f his pursocT> for one round (ducking
aroulld a comer inlo un alley. running inlo a
crowded I'm. leaping over 0 wall while his pLlr.



AliglllD"nl: Any _·dI.10IIC.

Cran (lr..pmalJlljt): 6 rann.
Disable !)e,-itt: 10 r.tnU,

Sneak AUack: Tr~pma.'lers ha,'c ~'OO<:t:nlmt~d

Iheir training 011 dclllinl: witll nOfl-li,·it'g bal­
ard~. While lbey continue to develop lhe:If! of
lhe amOu.lt as rlonn"i rogues. they progress
more _,lowly wilh their <l1C"k uttack "bili·
He~. Sneak auack, gamed from levels in
lhe Irapmasler preslige da~s do Id6

W."l"'n and ,\,,"ur Proficiency: Trapnu,Mcrs
aTl: proficient wilh .11 weapons IK,lrmally
allowed 10 the roll"" class: lhe crossbow (hand,
lighl). dagger (any Iype). d"n. lighl mace. S3p.
,honbow (normal and oomposile). and mort
s"..ord. Medium-silC rogucs are aha proficienl
"ilb rena,n ,,<t:3pOm lhal:llt: 100 big for s"",11
rogues 10 USC and concul e~ity: club. Ilea''}'
crossbow. Ilcavy ma<:c. morningstar. quancr­
5t:IIT, and rapier. TraplN>lt'n are profICient
\II Ith light armor bullIOl "ith <hield... Nok: lhat
armor ~k penallies for ..-..- Ilca"i~ than
leather awty 10 the sblls Balancr. Oimh.
E-c"P" Anist, HIde. Jump. MO\.., Silmlly. Pick
l'ock~l, und Tumble.

Skill Points al cach Le'-.:I: 4 -+- Inl "lOdiflCr

Spn:ial: 1lII:1'1' can ooly be one Impma'ler 1Il a
sin~~ thie""S' guild,

The ITllpm:mcr's da,s skili. (and the key abil.
ily for cadt .kill) are Ilnl"n~c (Dcx). BiutT
(Cha), Climb (S'r), Cmf! (10'1). Dedpher Scripl
(Inl. exc!usi"e skill), Diplomacy (eha).
DiSllblc [)c"k'e (1"1). Disgui"" (ctlll). E$apc:
AniS! (Dex). FOfl:cry (lnl). Gather Infoml.llion
tCh:l). Hide (Ik_~). Inn""ndo (\\'"JS). Imimi!L&IC
(eha), Imull Direcllon (..... is). Jump (SIr).
Li,~n (Wis). MO\.., Silently (Dex). Opo::n Loc~

(!)e_~). Pic~ f'or;Ut (Ou). Profcs.sion (..... i,).
Rc;Jd Lips (lnt, C1c1usi'e slill). SeardI (lnt).
Sen", MOli~c , ....r,s). Spot (WIS!. S..-un (SuI.
Tumble (Dc,,). Usc MOllie De'ice (Cha. exclu·
§i'e skill). and l,;sc Rope ([)ex!.

Feats: Mechanical Apllludc

All Ihe following:lfc fcatu",' of the Ir"pm"'lcr
prc,lige c1:"'.

CI.ASS SKilLS

Rug"", an:~ stilled 10 become trapIJ13'ICfi
becauSt only tlley can dil'able complex
mechanical and magic Ir.!P'. Howe,'~..... i'.arU§
sometimes po'l~ lhe same thirst for hidden
~nowledge. and c1ericl of deilies of Inckery
~11d thie,'''')' 5QmelilllCS pur,ue Ihe trnpllw5'
ler's palh as well.

Trapma>lCfS an: h,.hly _gtu:lfter b) thie\l.'S·
,_ikh and an: often employed 10 Irain clne
fOOlplolk. del,~ ~ 5CC'OIId-SIOry men.

Tmpma'lers enjuy Il'illg whal they h""e
learned 10 prOlcct themliCl~es and thcir dens, A
tmpma.\tcr is said 10 be able 10 conceal a Imp in
shadow"nd "'indo A< lime goes on. their lair<;
become more and ltlOl't> dangerous with e ...,ry
new Irick lbey learn. This has earned many
InlpIlIOISltrS nicknames Iike'1hc Black \\'"tdow­
or -ur Spider.-

Imp<mun/: While a roofrollOcr can lead atlOIh·
er peN;OO through Ihc back-alleys 'nld lOS!
doofways that only he ~nows. he cannot make
map~ nr gh'e llireclion~. The roofn;nne(~

knowledge of the city il based Oll illlUilion and
conlinu,,1 ",e~aiuation of !lis surroundingl; it
cannot he sbared casily with Olhcrs.

TrapmiLIolcn at"!:~ "'ith the an and
beauIy of a finely crafted atl"Ibu5h. TIle) tra,'d
abo\~ lind brlow poond 10 challenge lhem­
idves "'ith~ traps_ Thc)' painsukinJ:­
ly documenl C'"Cry Oflginallrap they cDCowlIef
aod pass the infQmllllion alonJ: 10 Olhtr rnn­
ICfS. Frequenlly fQUnd among :>d"enlunng
~ they h<I'"e b«n Ll"IO"'n 10 bring ruin
upon their~ because of lheir unlA'lll·
i"guess 10 lea,.., J good Imp alone. FOliunatcl)'.
they Imin lhell bodies 10o"e~ the hal111\ls
of lheir profcssion ;tnd an: b1c>SCd wllh an
uncanny abilily 10 a"oid danger,

suers need 10 USC the pee. ~I",), he C3II usc hIS
almO!HUpmIOllunl bIo"~ of !be cily 10
fmd soon. "") 10 ~:llr. :lnJUnd bdlind \bem.
surpn'Mg!hem. A <UtpIl~ round """'"'s.:and.
iiIICC' the roofnmner "'ill be behind Ins foes. he
has amJ* QflIlO'1ll1lity 10 usc JReOII; a!lacks, If
bc has 3/1). TlLis is an CJ.lr:oordinaly abihl).

Tu qualtfy 10 become a lraplll"Stc•. a charJClcr
mUll fulfill all the following erileria.



points of bonus damage at 1st 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
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.

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
person or can scrounge from the
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
a 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 +I 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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Spells: Beginning al Is, level, a ,rdpma,ler
g:tin! the ability \0 ca,t a s11\1<1I number or
.rcane and divioo spell" To cas, a spell, ,hc
,rapmaster milS, have and lntdligence Si.-"Ofe or
10 + the ,pelt's ie,'eL SO a ,mpma>ler ,,'ilh an
Intelligence or 10 or lo"'er <':.111101 <:aSI ltlC$C
.pells. Tmpma~r bonu~ ~Ib are based on
Imelligence. and sa";nl !hrovo's againSI theie
spells h'N~. DC 0110 .. spelllc:\"eJ .. lhe llajl­
masler's Imelhlt'nce modifier (if any), When
\he U2p01aSlCI" JCIS 0 spells of • gi'-eo 1e.·~1.

sudl as 0 ISI·Ie•..,1 spellS'r 1st Ie,'d, !he rr.tp­
maslel" gas only bonus spells. A uapm:u.tcr
",'ithout 3 bonus spell for thai b..,1 eanool )d
<.:aSI. spell of lh.:ll.Ic:"el. 1bc Impm;t5ler's spell
Iisl .ppears belo... A IJ"3ptnas\e1" prl'p""'s and
<;:tSU spells jllSl ~. ""IZard does.

hi k:"el-<milll<u" ropl", dnal ...on doors,
ft<JIhu f,,/I, i",·11illl.. objul. j","I'. spi,ler
dim;>.

2nd Level-<,m', !In",.. , "arhisllm. dllyli81".
illdsilJilily, bllxk. prQfu/hm from ar"',,"J,

fTEWfTPC
CLASS

This se<;tloa prl'5Clltli a"""'" NPC class. ,he
thug. 1bc name and game stali,li"" of lhe /'IPC
class arc designated a~ Open Content. TIle l~~·

lUal d<,:scrilJlion is lk~illnal"d as dosed "O"'"n!.

THUG
Thugs arc 10 rog~~ ",hat lO'arriors are to figh"
c,.,;_l= skilled indi\'idual< who l1OOo.'1h<,:lc>~

ean be effecti •.., in their own <,:ircle., lbey fill
0111 lhe rants 01 !he Ioc:al thie,"~s· guikl~, they
wur1. :;IS merttf\aOes; .. hen nttd be. :and !hey
help keep \he =w 01 pir~I(:!biP';n lillC: NtlI
as ~ood a oombalant as a ",-arne. bul. """-1Cf In
• fighlllwt an ~"pen, the: thug fil" • D«OSaI),
a1be:il unsa>'OI).!'Ok ill socicly.

M~t lh.ugs an: 'flCCIJh'll5-il pK:kpockd. a
tmp e"pen, or 3 con man. rather than !he gen­
eral-purpose kna.·cs ,rn.l n;>g",",,~.

While it i.< po»iblc w playa PC ,hug. it's »01
recommended_a ro~ue is ,ufl"rior in nearly
all respeCIS, TIle only edge thugs h,,,'e is thm
lImited a"<':e.s to nlllll~r [cals. to rcnC~(

Iheir rough ~nd tumble lifeSlyle.
However. a player <!e..ifmg ac~ess '0 this



advantage would be better
served by taking a level or
two of fighter.

Hit Die: Id6

CLA88 SKjLL8

The thug's class skills
(and the key ability for
each skill) are Appraise
(Int), Balance (Dex),
Bluff (Cha), Climb (Str),
Craft (Int), Disable
Device (Int), Disguise
(Cha), Escape Artist
(Dex), Forgery (Wis),
Gather Information
(Cha), Hide (Dex),
Innuendo (Wis),
Intimidate (Cha),
Intuit Direction
(Wis), Jump (Str),
Listen (Wis), Move
Silently (Dex),
Open Lock (Dex),
Profession (Wis),
Search (Int), Sense
Motive (Wis), Spot
(Wis), Swim (Str),
Tumble (Dex), Use
Rope (Dex), Urban
Lore (Wis).

Skill Points at 1st
Level: (4 + Int
modifier) x 4.

Skill Points
at Each
Additional
Level: 4 +
Int modifier.

CLA88
FEA~8

All of the
following
are class
features
of the
th ug
NPC class.

Weapon and Armor Proficiency: Thugs
are proficient with crossbow (hand or light),

dagger, dart, light mace, sap, short­
bow, and short sword. Medium-size
thugs are also proficient in club,
heavy crossbow, heavy mace,
morningstar, quarterstaff, and rapi­
er. Thugs are proficient with light

armor, but not with shields.
Note that armor check

penalties for armor heav­
ier than leather apply

to the skills
Balance, Climb,

Escape Artist,
Hide, Jump,

Move Silently,
Pick Pocket, and

Tumble.

Backstab: Thugs
are not as subtle or

skilled as rogues, but
they still know that the
fastest way to a man's
heart is through his
ribcage. A thug may
perform a backstab
against an oppo-
nent who does not

get his Dex bonus to AC.
This does not include
flanked opponents and may

not be performed at range. A
backstab does an additional

1d4 points of damage, increas­
ing with experience. All the
limits of sneak attacks apply to
the backstab ability.

Combat Feat: Thugs
lead rough lives. At

10th level, a thug
may pick one feat

from the fight­
er's list of

bonus feats,
except for
Weapon

Specialization.
A second feat may
be chosen at 20th

level.
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\'okc Kcpnch,,""
Unt-'n bnll""l'IC
Diffen,cn l'ICnder
Diff=nlrr<:
o.trermI crean",:: I)'PC

D,ff=n< a;c:

check. The DM nWeIi }'OW' MlmK: ~
doe:ct SQ~'n: no! sure how JOOd it's. You do
no! have 10 speat !he 1an&U:J&e of your taJllct.
but ihe follo..;ng modiflel'S apply.

If you arc at1clIIl'ling '0 reproduce the voice
of a panicular individual. .hose who know
Ihe pcrwn gCI the rollowinll circum·
stance bunuses un lheir Lislen checks,

• This mcxlif",r is applied for each SlCp of dif·
flOrence bcllO.'cen your age ealcgOl)' and the age
eUlegQf)' QfWc pelWn Y\lU arc tryinG 10 min.ic
(child. adult, middlc age. old. and "cncrJblc),

These modifiers Slack. So, if you lin: a mule
human ;mel you allcmp' '0 mimic a non­
humanoid female erealure one category older
Ihan you. speaking in a !longua!:e Ih~t is
unknown 10 you. you suffer u-14 cin::umstance
penally on the skill check.

Use thi~ skililu repeal any phrasc Of ~hor1 sen·
tence in a spoke" language you hl"ar, Yw mUll
have IIJe profJI"f vocal orgallS 10 m~ke tile
requirl-d sounds.

SpodaI Abllily: A thua may dloose crT"pli",
ssriU. titfnlSi .... roll. or Of'POl1lIIlisl from !he
rope'slUt of spoxial abilitteS.

This 5CClioo prestalS IWO new skills, Mun.ic
Voi~ and Urhan ~, This m~terial is desig­
nated at Open Coole"t,

Check: YQur Mimic Voie.:: check l!ctem,illes
how well yw TeprodllCe the ;'lIonalioli. diaieci.
and !:cncml quality of lilly voi~ you hear. II i~

opposed by the tltrgC'S' Listen eh\,d resulls.
You only hove 10 make one check, bill each
0ppollent makes a I>ep:lMe opposed Usten

lniRoovetion

ITEW SKjlLS

l]1il)liC VOiCE ICHAj



U~AI1 L0RJ: [Wis]

Benefit: You can create a magic trap imbued

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

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

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

Prerequisite: Dex 15+.

You are exceptionally agile and flexible.

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
skill.

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.

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

IIl1R0oucti0Il

CIWt ITIAGic TRAP [ItEfll
CRJ:Ati0Il]

A(R0BAtic [GEIlElW]

CASlI1G SEIlSE [GEIlElW]

ITEWFEAts

Modifier
+4
+6
+8

+10

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.

Familiarity
Passing familiarity with voice
Friends or associates
Close friends
Intimate

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.

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.

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.



"illl any 5pCll or spdl-lilo;e dfcel }"OU ha,'c
:K«$II 10. Crafting a magic trap requirn one
day for each 1.000 gp of !he lr"'P'i COM.

Cl1Ifunl a OOIe-U§e magic trap COSIS 50 II' and
2 XP muluplicd by !he CtiU:J Ie, ..\. Foo- ..urn·
pie. I OOIe-U'ie fi"btl1/111lp "'illt a ca'iler Ie'"el of
j "''OO,IId rosl 250 gp and 10 XP l<l crnle

Crafung I mulliplc-u'ie map: trap 00515 SOO gp
8IId 20 XP mulliplied b). lhe ClUler Ie"d, For
eumplc. I chaq;ed or coo.linUOlU!i"bolllrJp
",ilt a ClUler It:,...1of j ..."OUkI CQ\t 2.soo II' and
100 XP 10 creale.

YQU can abo ",pair a broken or iOOPCl1lu,'c
magic lrup if il i.\. one Iltal you eould malr.e.
Doing so COSIS half lhe XP. half the rnw male­
rials. alld h.aJflhe lime il would lake 10 clllfllhe
Irup in lhe firsl place.

S",,"'" magic lmp~ incur exlrJ co.ls in tIl,alerial
eoml'0n~nls or Xl'. us d~lcrmjllCd by Ilk: 0:\.1,

EmPAtHY [GE~ERALl

You are sen,il;,'e!O the mOO(li. allilud<:i. ~nd

feelings or OIhers.

nellelil: You gel a ...2 bonus to Innuendo
checks and Sense- MOI;"c ch«b.

EYE roR.ElEtAil [GE~ERALl

You notice the subtksl dellliis of items and
ob"jecu )'011 ot-r,.., closely_

~nefil: Yoo get I ...2 bonus !O AppnUse­
checks and Se:=b cbeds.

FAst TAl~[GE~IlWI
You 1Ia'-e cScepliona.l ,'<'fbilI 5A;ilLs and ClltI

more easily influence OIhers lhrouSb yoor 1"'''­
ers of persuasion.

Kenefil: You gain:l ...2 bonus on Bluff checks
and Diplomocy checks.

ImPR.OVEO KilocKPvt A'rtACK
[GE~ERALl

You can use a mck~ weapon. such as a
sword. 10 makc n sneak nllad Ihal



mflicll subdual ibmagc: .... nh no pen;,],y,

f'nrttluisi1rs: Knocbxu AIlXl. ablltly 10
...-.eakalIXk.

~""fit: "011 can fll3lI, a ~;U:: ;luxk Ih:II
mfli..,< ...blIu;l1 lblJugr u~mg ~n) ""'lee:
""caplXl ..;tbou! ~urrering lIlI: 1ISU~1-l ~nall).

IIjIPRPVEil RMGEil SnEAK.
AtI"ACK.IGEnffi/lLI

You loan mUc a rangal '\llI:ak allad: on a l~el
more than 30 fer'! away.

I'rt'rftlui!;iles: Poinl Blank Sho!. FJr Sho!.
abilily 10 .",,"" all:><:l;.

Ilellt'fil: When IOU uSC u projectile "eapon.
such uS a OOw. to make a ~ne"k al1ack. lhe !l\:'X­
ullum "lIowable range i, inn"""'d [rum 30 feet
1045 feel. When you u>c" Ihrown we"fIOn, Ih"
m~xIITl\lm range for 'I '''""k aUilCk i' Il\crc",•.'<.I
10 60 fl'<'l.

I~OVEil SnCAK.AttACK.
IGEnffi/lLI

Yoo can uW.l: c:,,::cplionall) prKisc -' k\hid
.'illI:at auxli.

Pnnquisilrs: 83S<' ~uxk bonu\ ...1 or higba-.
abillly 10 >lJCUk :tI1.:k,

Benefit: Yl)(If bonus~ for <neal. anxu
is ldil at ISllc'ci:and an lkkIlloooal ldil c'-el)"
1",0 k'el5 lhc:reaflC'. Th" UU':1I!;un;lge i~ II(lI

multiplied if )OU score ~ enti...1 hit wilh a
sneuJ,; ;luxl,

NOrl1131, Rogues withoullhi< fcal rcrc:j,e Id6
bonus damage for "lCul auacl, at I" le,-e! und
an a"'-lilio"a' 1d6 e'-cry '"'' levci' Ihc"'''fter.

Sl"'cial: Thug.' (sec P:Ol:c 31) c"n talc Ibis fcal
'" Impro>,e their h""k""b "hi lily. Ho,,·c,"cr. In
Ihis case. lhe feal Incrca'-C' Ihe 11m!>', back'lab
damage die from d4 10 <16,



l'reft<Juasile: Inl 14+.

I'rTtftluisile, Con 12+. j ranb on KllO'Alcdge
!IJ01S01l;'

YOlIlla'-e lJ:Uned your body 10 resist !he effecl!l
of poisons.

Benefil' If you view a Iellet or a map for life...
5tC'OII<h you c:u1 ..,pmclucc 'I perfectly from
memory, You no memoria II numbcTofpil,es
C(jual 10 YOlIr lnlelligence modifier 13,
Memoriting addilion:rJ~ ... ill cause Illose
memorized earlier Wbe 105l. You c:u1not memo
orize spells from lOITIeS or iCtOlls ,,-,tb m,s fcaL

You Can inslamly oommil IInylhing you XI,: 10

~-

PERfEct IpEl)l0RY LGEnERfll!

"our C)"," = so Wrp )'OIl IlOtIa c\"(:l\ the
~Ial:dmib.

l'ormal: A rocuc SUff,TS • -2 Clrru~
~l)' .. hen "'Ilempli". a 0.\.31'>11: Deuce or
0p01I Url: check Ito""hou\ a ~ of lhie.·cs·
tools, e'~n If a Simple 1001 i~ u!in!.

~n"'t: You = ....ltCmely u:'OUn:eful. E'en
without formal,hie'-e,· tools.)"QU do not ...ITer
!hi: -2 cimlm..unce po;:nall)' 10 your D1.-ab1c
Dc'itt and Opm Lod skill clleds.

"011 arc ""II: [(I fashiQn ,mpron1l"U lhie,-es'
loob OUI of wh~le"cr is al IIand or can Ix
\CTUIInged frllm YOUT SUfTOUI1d;ng$,

ImPR.oviSE THiEVES' T00lS
IGEn£Rl\l)

Kj:En Visi0n [GEnERf\ll

Btnrfil: Yoo &et a +2 bonus 011 all Se:urll
dteds and Spill chttks..

K!lOCKPvt AttACK [GEnERf\l]
You can \lSoe I mel« "'eapon 10 m;U;,c a sneak
..~ trw innicb !iUlxl~ d:un:08C'-

l'I'Trftluisilc: Abiln} 10.neat llUX\;.

""'nd;l: NOl1T\.:lIl)'•• rogue CanDOl use a melee
weapon 10 ionic! ,ubdual damage 1Io"lh a sneak
auack. 001 c"cn by lakmilhe uwal -4 pen.:dly,
W,'h Ihis fClll, )'00 o;:an uSl' any son of mdee
""'apI)fI LO innict ...bdual d:unage "",ll a U1C:.k
anx\;. bul me, noonal-l penalty :IJlfllics.

I)IECHAnicAl Apl'itv~E

[GEnERfllJ
YOll h:l\"C a 1~11uml uflinil)' for ,.,orking wnh
"'''chanical device' "lid gadgct',

Reller,l: You 1:<:1 a +2 bonus on 1111 DiSOlble
Device arid Open l.ock dlccks.

Benefit: You have spetll manY' yUl'S inrestill!
small doses of pOISOO W de'elop a l'O"'ffful
immunily. You rteei,.., a ->4 fonnude bonus W
res~ !he effects of all mund:ane (non-magleaJ.
and oon-sapem:uur.al) IJOIWIlS.

You c:u1 male a rapid. addlllOOal aUlIek lIS II
folio... up 10 a ~ful sneak .1la<."k.

1'''''"'''Iui';I'''''' Rase auacl bonus +2 or hIgher.
abilily 10 sneak anact.

"enclil: If you deal d:I.rnage 10 a crealure wllh
a sneal: au""k. you gel an immediale C~lm

melee :lI1ac:k againsl lhal Iollme crealU"', The
nlr~ ll11ack is al lhe same bonus:Jn<l wilh lhe
"""'" ...eapon as lhe sneak allack The damllj!c
bonu~ for 100 SllCJl 311.d docs [lor apply 10 lhe
nlm auack. You ea" usc Ihis abilily once per

~""

SHAil0W [GEnERfll]
SlIaoow is to Trod wllm Urban Lore i' 10
Wjldeme_,-~ Lore, It is the :'bilily w follOW
someone through Ihc IWlsling lilley's of u cilY.
idcally wilhootlhc SUbjcCI knowi,\g lie is bdllg
followed. it allows you to r",d someone IIn(1
keep him ;11 sighl as hc gocs :,bout I1is
business.



'hese modifiers to the base DC reflect the physical trail the subject will leave behind,

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

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

-4
-8

+8
+4
+2
+1
+0

+6
+3
+3
+S

DC
S
10
IS
20
2S

+L
-2 to-S

is S.k:111: snow

DC Modifier

DC Modifier
+S
+0
-S

Benefit: One of your
considered a class skir

A ski utside your nOI lal a ~a of :xpertlse
come! Lturally to you.

ing a subject, he knows he is hein; )llowe,
and will take action as appropriate.

If you fa an Urban .ore cnecJ.( IU can ~try

after 10 nutes.

81GfTAtURI: 8K.iLl [GEfTElW

General Conditions
Very clean
Average
Cluttered

Other Modifiers
Every three subjects in the group being shadowed
Each hour of shadowing
Subject is of a different race than most of the inhabitants
Poor visibility*

Overcast or moonless night
Moonlight
Fog or precipitation

Shadowed individual hides trail (and moves at half speed)
Size of creature or creatures being tracked**

Fine
Diminutive
Tiny
Small
Medium-size .'
Large
Huge
Gargantuan
Colossal

Population Density
Abandoned area (a ruined or deserted section of a city)
Lightly populated area (upper-class neighborhoods, parks)
Normal population density (most middle-class and commercial districts:
Crowded (a slum or refugee camp)
Very crowded (a mass celebration or street festival)

These base DCs reflect the ease with which the subject can hide or be lost in a crowd,

fhe DC of the Urban Lore cneck dependS on
he surrounding conditions Id population den­
;ity. If you have 5 or more auks in the Gather
[nformation skill, you gain +2 synergy bonus

on Urban Lore checks. I you fail an Urban
Lore check by more tha 10 while shadow-

A character with this feat can make ar :ban
Lore check when following some quarr ' the
check is successful, the character may follow
the subject at a distance up to 60 feet. An addi­
tional check must be made each hour to keep
the quarry in sight.



Ikcau~ ,he: COOIIll.!: IS ik<lfO)ed 10 ",'·eal lilt'
rungs.lhc slafT mU'1 be "'...-namc:led or painlcd
afler each USI:. 11It'", att n,astcr",ort.: ,'<:rj.ions
of 1hese Slave•. 1bcy an:: U'llli!lld~' COIlSlruct·
cd and use 00 ,·enccr. but the)" an:: m", and
highl)" valued. eml: 75 gp: IIbl//lI: 10 Ills.

This alchemical distill"ti(ln dilates lhe
pupi!> and gruntS d"rk,,'ion r...,r Id4

Originally dc1igncd b) fru<lr:tled :oomi>ob
librarians. lhe<c bol\O have found lhci. ":I}

inlO lhc h:uld~ of many or lhe: ruglll>ob small
fol~. 1lIe l;Xldcr box IS "on:d:l~ an 8" A6" A6­
block. To deploy ii, lhc rogue ~Ian.:tl DOC' "nd
oflhc bloc" and carefully IInra,d, n m lay"rs.
It 'lowly npands ,nto II Io8hl l:ldder of up 10 10
feel in Icnllih. but i1 !ales a full round per foot
'0 sel up orooll"pOiC, If the u~r I""~ 10 ru,h lhc
Pl'Ol.'C'S, lhe'" i' a 10% cumulau.·e chancc, per
round, of fooling the pn:ci,;c Ie"ers :\IId lalchc~.

The ladder will hol<J Ull 10 75 pound~ of weiglll.
CO,": 150 gp: IIt'ill/'I: 10 lb•.

Thi~ i~ a short metod rod .. ,lh .. Kk cia"''''''
~nds. It is dcsilncd 10 bIod: open ",tllIll\O~ and
Olhcr openmgs.. Cos/; 8 W. \\..,~Itr 4 lbs.

The JUBg5 can be ,ndl'Klually Ioc~ed Into pusi­
lioa and lhc bddtr lUff used for ••Kk'~
of applic:1l.ions. If only 0rlI: 0( 1hc: elld hooks IS
Iocled III pl~. II an be usN as <hcpllCld'.
crook 10 snag lhc lop of a Iugh .. ;oJ1. If a f"" of
1hc rungs arc Ioded QUI to e"her .1lIe. 11 can be
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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: -

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
circumstance bonus to Climb checks. Cost: 75
gp; Weight: 3 lbs.

0fJE-HAnOEd BRiLL,
!J1Ast£R.W0RK.

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
stone with a Hardness of up to 9. Cost: 200 gp;
Weight: 3 lbs.

SHirJGLE PiCK..
This slim, iron tool is designed to smoothly slip
under clay, slate, or wooden shingles. Once in
place, the handle is rotated a quarter tum 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: -

P0i80fJ8
Irr1R.00ucti0fJ

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.

0VERylEW
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.

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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delirium, hallucinations, and even psychotic
episodes. Obviously, a psychotropic poison can
do damage to Intelligence, Wisdom, and
Charisma. Other effects may appear very simi­
lar to magical spells such as confusion, cause
fear, or emotion. Even though the effects are
mental, the causation is physical.

A narcotic, such as opium, dulls the central
nervous system to produce nausea, drowsiness,
sleep, dullness, insensitivity to pain, and'stu­
por. Narcotics can be injected, ingested, or
inhaled. They affect Dexterity, Intelligence,
Wisdom, and Charisma. Unconsciousness is
common. High doses cause Constitution drain
and possibly death, working much like an
asphyxiant. Narcotics can also cause an
increase in Strength and the addition of extra
hit points. Hit points gained this way are not
lost first the way temporary hit points are.

In contrast, a stimulant excites the central ner­
vous system, increasing the activity of the body
or a part of the body. Stimulants may be inject­
ed, inhaled, or ingested. In controlled doses,
stimulants increase alertness, energy, and re~s-.

tance to pain. In larger doses, the effects leadto
disorientation, convulsions, difficulty breath­
ing, and death. A controlled dose grants a +1
circumstance bonus to Spot and Listen checks
and a +1 resistance bonus to Reflex and
Fortitude saves. When these effects wear off,
the user is fatigued or exhausted. Harmful lev­
els of stimulants cause damage to Constitution,
Dexterity, Intelligence, and Wisdom.

Frequent use of psychotropics, narcotics, and
stimulants wreaks havoc with the mind and
body. Effects of addiction are beyond the scope
of these rules. A DM who wishes to implement
such considerations is encouraged to be strict.
Drug abuse causes permanent brain damage
and detrimentally affects various internal
organs such as the liver, stomach, and kidneys.

FiR.8t fila F0R.P0i80nS
A healer's kit prepared to treat poisoning
includes several common items. None of these
items offer any additional game-related bonus,
but serve merely to fill out the details behind
the mechanics of a character's Heal skill.

The goal of first aid for poison is usually to
dilute or extract the toxin. For dilution, water
or milk are most commonly used. These sub­
stances coat the stomach and intestines to pro-



SPECiAL EFFEcts

FoRj-l+u()E SAVE Be

I

Secondary
+0
+1
+2
+3
+4
+5
+5
+6
+7

Initial
+1
+2
+3
+4
+5
+6
+6
+7
+8

Damage
1 point
Id2
Id3
Id4
Id6
Id8
2d4
2d6
3d6

The poisoner gets to decide how lethal his
product is. The base Fortitude save DC is 10.
For each +1 added to this DC, the Alchemy
check's DC also increases by +1. Thus, a new
toxin with a Fortitude save of DC 18 increases
the poisoner's Alchemy check DC by +8.

Many poisons have effects other than ability
score damage. Some cause unconsciousness or
paralysis, for example. While none of these
characteristics are magical, some duplicate
spell effects. A poison's special effects (ifany)
are assigned as either initial or secondary dam­
age. Any special effect that is initial damage
has its DC modifier increased by +I. The game
mechanics for most special effects are found in
the core rules (DMG 83-85).

The ability score damage considered here is
temporary. Permanent ability score damage
increases the DC modifier another +I. If the
damage applies directly to hit points, reduce
the DC adjustment by -I (but not less than
zero). The DC adjustment is made per ability
score affected by the toxin. For example, a poi­
son that initially causes Id3 points of ability
damage to both· Strength and Constitution
imposes a +6 DC modifier. A poison need not
cause either initial or secondary damage.

II'jltlAI. Afj() SECOfj()AA¥ BAITJAGE

Poisons typically cause ability score damage.
The poisoner decides how much damage to
which ability score occurs as both initial and
secondary damage. Consult the following table
to determine the adjustment to the Alchemy
check's DC.

Success prepares a single dose of poison. A
failed check means no progress was made dur­
ing the week. If the Alchemy check fails by
five or more, half of the raw materials are
ruined and must be replaced. Furthermore, the
poisoner has accidentally poisoned himself and
must make the appropriate Fortitude save.

• Make an Alchemy check representing one
week's work, as described under the Craft skill
(PHB 65--66).

• Pay one-third the poison's price to purchase
the necessary raw materials. To continue with
the example, small centipede poison's raw
materials cost 300 silver pieces.

bonus to Alchemy checks. A character with
five or more ranks in Profession (herbalist)
gains a +2 synergy bonus with· plant poisons.

• The DC is equal to the poison's DC plus 9.
Thus, correctly preparing small centipede poi­
son has a DC of 20.

• Convert the poison's price into silver pieces.
~ere are 10 silver pieces in one gold piece.
For example, small centipede poison costs 900
silver pieces.

The procedure for preparing any poison listed
in the core rules is as follows:

A poisoner can also create new toxins in his
laboratory. This sort of work cannot be done
without the appropri~te equipment. Alchemy is
still the skill to be checked. Before success or
failure is resolved, the new poison's character­
istics must be determined. The base DC for the
Alchemy check is 15. The new poison's char­
acteristics affect the check's DC and the cost
for raw materials. Thus, the poisoner must
make several important decisions.

TYPE OF POlSOfj

The new toxin's delivery method must be
injected, ingested, inhaled, or contact. It must
be animal, plant, or chemical. None of these
considerations affect the Alchemy check's DC.

!lEW P0i80I18
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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 gpo 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 gpo

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.

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 gpo 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 gpo 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 gpo

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.

Pel80118, SUPERfJAtuRtu Ana
EllCHAIltEO

BAAUGHt 0F W0UI1amG

The draught ofwounding 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.

Caster Level: 7th; Prerequisites: .Brew

Poison, inflict critical wounds; Market Price:
1,520 gpo

EnFEEBLiIlG 8tiIlG
This enchanted wyvern poison is used as a
blade venom. A single dose can coat the strik­
ing portion of any two small or anyone 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 ofenfeeblement as cast by a 6th-level cast­
er (-ld6+3 enhancement penalty to Strength
lasting for six minutes). A Fortitude save (DC
14) avoids the enfeeblement.

Caster Level: 6th; Prerequisites: Brew Poison,
ray ofenfeeblement; Market Price: 3,300 gpo

GHAstLY rmst
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 gpo

PAstE 0F PEstilEnCE
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 anyone 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: 7th; Prerequisites: Brew Poison,
contagion; Market Price: 1,400 gpo

P0WaER..0F PAAALYSiS

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.



Caster Level: 9th; Prerequisites: Brew Poison,
hold monster; Market Price: 3,750 gpo

SEAsoninG OF 8HR.inK.inG

This supernatural poison appears to be some
sort of normal seasoning such as pepper. When
consumed, its magical properties come into
effect. A victim who fails a Fortitude save (DC
14) is affected as if by a reduce spell as cast by
a 6th-level caster. The seasoning does not
affect the victim's equipment.

Caster Level: 6th; Prerequisites: Brew Poison,
reduce; Market Price: 300 gpo

TASHA'S HlaEOU8 LAUGHinG VEnOfl1

This substance is created by enchanting the
venom of a Medium-size spider. A single dose
can coat the striking portion of any two small
or anyone medium or large slashing or pierc­
ing weapons. Any living creature injured by the
coated weapon must make a Fortitude save
(DC 14) or suffer 1d4 points of temporary
Strength ability score damage. Avoiding sec­
ondary damage requires a Will save (DC 13). If

.the Will save fails, the victim is affected as if
by Tasha shideous laughter.

Caster Level: 3rd; Prerequisites: Brew Poison,
T,asha s hideous laughter; Market Price: 450
gpo

TOUCH OF tHE UnHOLY

This substance is a supernatural contact poison
of dire potency. It appears as a thin, clear,
slightly oily liquid that can be painted on an
area no larger than one square foot. When it
dries, it is nearly impossible to detect (treat as
a magical trap with Search DC 29). In contact
with exposed flesh, the dried oil releases a
dark, greasy cloud in a 20-foot radius. All
caught within the cloud suffer the effects of
unholy blight. A Fortitude save (DC 16) par­
tially negates the effects. Remember that acti­
vation requires exposure to flesh. A character
handling the coated object with gauntlets will
not trigger the oil, but will pick up the evil sub­
stance on his covered hand. Later, should he
rub an eye or scratch a cheek, he will suffer the
effects of the toxin.

Caster Level: 7th; Prerequisites: Brew Poison,
unholy blight; Market Price: 1,400 gpo
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Wondrous hem. un.<Un .e"lIIlI; M"rur Pria:
12.000 gp.

Si~"
Bdt PouchB.,...... "'.

It takes a ..·",t for a new owner to bf:come
allune!l 10 a /Nrg of/rosh. Items "'''IO''ed from
the hag re'cr! bact 10 tlEir true appumnce in
IdlO round~, TII;s item eomcs III three sizcs:
belt pooch. bag. a1xllargc sack.

Only the owner of the bag C'llII .mll>cdiately dis­
C't'm !he true al¥r.rnce of tIE iterm UlSide i\.
All Ilmrner l>$i"l!he,rw HCin~ lopell. a &C'"
G/ s""''''g. cw- SImilar magic. "'111 abo Stt ~

hal and ilems as !hey a:tually "'"

Caller un,1 lst; P...~qNisrres: C,....fl
Wondrous hem. .,1,,,, intagt: M"rlie' Prin:
Belt poocl>-2.s<lO gl'; hag-5.000 8r>. large
sack-IO.000 ap.

This filth~. ,nolh-eat"n .sack is IK:tually a Cut­
ptlflit"s bow. fri"nd. When anyone other Ihan thr
owner 100'" intO the blig. it appears to be full of
."OI'Ihless junto Rus.ed ~apons. wnisbed
.ie_If). brnl ropp",s. and half-rOllen roods an:
ju~. few of !he !hIllP that might be found in
!h,s magical oog.. When an llem ili placed into
the bag. ill; appear.rnc:e is immedia.e1y trans­
formed inlO a similar worthless ilem. For
e~ample. a ely~lal goblet mighl appear a, a
chipped clay cup. and a magi<' wand mit)ltloot
lite a msty flrel)lacc poter.

Boots OF GRf\CE

BAG OF TRf\SH

If tile living tolem (II 0 2d8. hI' 10. AC 15) is
dCSlroycd. it magically returns tu iu tey fob

and cannot be recalled for 24 houno.

When thl' command wnrd is ul1e",<.I. lhc tiny
golem come~ 10 life. It C'llII be commanded to

climb mto a lock orttap and movr~ tull.blcrs
or other IOmall medtanisms_ 11 C<lIIflOI es.m
man: than 20 Ills. of~ in any ditKtioo.
It can U$IC !he skills Open Lock and Disable
De\'ice .. the owner's skill boons -2 and ear>
set ofT any ttaps Uull mich' he ....ilin&. The user
can menIally command the golem up 1040 feel
away.

An elder burJ:lat ....ho tired of hili $OII"IC....ba1
baltered :lppfn>tice$ lUnnlllg off desilned this
jade key fob. It is I iJltall figurine in the Ihape
or a humanoid with a lock pict .Iung owr it.!
shoul(kr,

This 'l:(:tion preSl'nt~ n number of new magic
items of particular interest to rogue clmroctel1i.
Names and game statiSlics are designated as
Opt:n Cont~rH_ Tut dcliCriplions are designated
... ek>$t'd COOlCrH.

Omer Le"d: 6th: /· .... ,..,'1uisiles: Brew I'oison.
"'Silurio,,: Marker I'rk.. : 1.600 gp.

1I"i11-b",d;~r i~ a Iype of enchanted purple
"'onn poison of e~ccptional potency. A singJ~

dow can coal the stribl'g ponion of any 1"'0

.mall or llIIy OIIC medium or large slashillg or
piercing "·eapons. Any living cn:atull' injured
by the cOOlCd "~..pon muSt make a I'on,tude
!ollYt: (DC 24) 10 avoid Id6 points of temporary
Sumgth~.S«onlbry lbmage: ili equiv_
alenllO s"UU'W<r as c:m by a 6th·levrl .·iz­
ant. A Will $3'''' (DC 14)lICgates tllIt' magical
.,ffcas. Othcn.-.soe. the victim be<:omes JU&­
gesltble for up to 6 houl'$.

ArnjCS Tiov GOlEIj1

nEW f[1AGlc
ItEIj18



C"$tu Lt"~I: 111h; Prtrtq,,;SIIU: Crafl
Wondrous lIem. hulO"" wr$C, gl,ost $Ollnd;
Marker Y,'/,w 4.~ gpo

Boots or f(1iliOiRl:etio~

'The5e boots = qUlle helpful 10 the rogue or
ranIer trying \0 e"ad!: JIIl"UI:fS. Once a day. the
booo will allo... the shadow of the "'ea'l'l' \0
become semi·senlienl and diW'Xt any pur­
loUerS. The shadow i~ ~1III:RS>OI:I:lI and IS
the _ sUr and baste shape IlIlhe ""'-..er The
~ can be commanded \0 ll"IO\'C: in any
cbm:boo aIonl a .u.ight line: II ll"IO\"n .. the
J..iIIIf~ speed Ai me (IWller, II ,,'111 a\oo or
byptis any obslades. ahuys takula lhe ea:wesl
path 1be shadow is semi·material and k'''-':$
fO()(prinl-S and other ~ious signs of pas..age

The .1-11000,,· will magieally ~lum to lhe owner
after one hour or if it sustains any damage. It
hM IlQ hil point.... and ilS AC is lbe same as lhe
owner's. countmg only non·magical bonuSC'.
(n41ural. l1I"ffi()I". and De~ modifier). "The shad·
ow can be captunxl by magkal means. so the
owner should be: mindful of Olhcr bemgs ""lh
accbS 10 lhe Plane of Shadow

CastU Lt,·", 71h; Prtrtq,mllu, Craft
Wondrous Item. shm}Q'" C(HIjIU'lJlll>n: Morkel
P"Cf: ~2,OOO gpo

Thc~ Iwnmeml bton1e bracers an: adometl
wllh ancienl cily§CallC-'i-. 1\o-ICC a day. "ben the
"'carer acti. aln tile' bB«:r1;, a 180" dlusionary
bwTier forms In fTOdt of the dwac:ter 1be 1..-­
1YI dI:anges 10 1n31d1 lhe IemIiJl bdtind the
"-earer and "ill clwl;ge SIllOOlhly a<; he lDO\CI..
The illusion graru. • +20 ClmllD.lW>tt bonu,
10 tho ...eam-'s Hille slull cbecks.

The ill...mn don nox ma5l: sound. and if lhe
,,~nmve5 in frail ofa lighl 'oOUrtt bnghlC:r
than a candle, he "ill ea..ta ~wlhrough lhe
,lIuSlOll. [f lbe "'earer mo",~ ""-'"' than fI,e
feet from the surfa.ce aga'nst whICh be 15 hid­
ing. then: ,s a 2~"" chance For ,.ery l1>e fCl:l
mo,'cd that an acli," obsc:.....er will n(lIic, hom,

If lhe ruse is discovcred, the fa,adt Slin otfer«
nme'lenlhs concealment and a 40% mi.$
chance (PHS 1)3) due: 10 the shlfling illu·
Sion l1Ie dfl:Clla<;t> for 10 minute>.



..........

Caster Level 7th, Prerequisites: Craft
Wondrous Item, illusory wall; Market Price:
60,000gp.

BRjolE 0F IIlv18iBlLltv
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 gpo

C0111PA88 0F PA88AGE
These small metal devices are normally 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: 7th; Prerequisites: Craft
Wondrous Item, passwall; Market Price:
37,800 gpo

RinG 0F !MGlC BEtECtl0n

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 0F TRAP BEtEctl0n
A small scorpion trapped in amber is set into
this fmely 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 gpo



While under the innocnce of lbc ring'S
ITIOIgic. the children ha,·c Pick Pocket +3.

Cosr~r u"d: ~th: Prtr<'""is;/tJ: Craft
Wondrous hcm. ems l:,uCt. caSter mu,t beofa
!"v~1 thn:c times lha\ of the combat bonu<, sil­
.'cr_sl'idtr diml>. gold-[t'lI/hu [all; Mar~er

Prier: Bronze-3.000 l!p. sihcr-JO.OOO SP.
gold-24.000 l!p.

Tolarct wa.1 a very 'Ill:ccssfu! :orca,.., thicf who
had a penchant for sceond,slory work. Aftct
ncarly falling to her dealh fmm an ice-roven:d
lightropc. she had 0 number of these: llI"llical
5Q'·C' m;w;lc 10 as'ist ~r in her nighu;me ",ott,

Once a da).lhl; Ula<\ulrUtll bnw ring a11ovo,
lbc "'"eal"el" to .Iran lhc aucntion of 1d6 Chll_
drm WIder Ibe. or 12. Under lbc cnchant­
menI. or lhc rinj!.1hc eluldml ",,11 be compelled
10 find the !arJ'e" coaccnlraIiorI of ptQplc w;l!I_
in a \Wf·mik !ad,..,. bc:J;n s)'sICllIaI.ically plck­
mg lhclt pocka>. and bnngtlle >!Olcn purses to
the ring "'carer, 1ltc: OOfIlrul,i<>n acts on the
childn:n subron\CIlI\Isly: They "ill .simply
drop w":ne'cr they IlIl: dorng. wandering a"a)'
from galTlCs. friends. and p.1rent> 05 children
~re wont 10 do, 'ntC cllSOf'Celied children w,lI
think of it as a gamc and Will do their beSt not
to be caught.

In it5 oo,w~I1lional form.lbc de,i~ is 11 rod IWO
(",I long COIlSU\ICted or hglu.w"';ghL bumuhcd
IPCw. UP""' lD3I..... ~.umIlW.IOIl. il~ :I.

slip.. dweomer or aI1cnIion ITIOIgic. Wll!I a
sharp mel: of lhe "..nst.1hc de\~c~tmds10 a
~~1 f~ long. If lbc rod is ppcd
in both hands aad Ihc proper COfIIIIWld ""Ol'\l Is
&1' cn. II "'ill funlter upand lmo a lo-fOOt staff,

A'; her upcr;cntt "Ilh u.ing Ihc de'ice de\el­
oped. Tol:u~1 "tIS able to OOfIunission mon: :utd
mofe pow."rful "c"ions of thi, staff.

TOLARJOtS StAFF

S!,",ial Abilil)
+5 eircum.\Wlt:e boou, on lIalantt clocd:.s
A. abo,.". plu_ spWu d",1h Ilday
A, abo'c. plusfWlhtr follilda)

.::"11.""'.......(60nus.,

.2

.)

TlXAAf..'t Ii StRrT
Roll "etlll
-3 8roou

4..fi Sih~

1-IOGoid

This onlinary !ool;mg+2 ohon 5"'"Ol'\l~
• field or s;1mcc In :I. 5·f, r:Il!Ju, :around the
",ockier. Thi5 drect functions .... :I. silcnc:c: SflCII
and ,s usable up 10 three times pcI' day, The
.... !Clder muSl 1000h the ""';IJlOII til acei,'atc It
E,·cn when in:l("t;'." or sllcathed. the swonl
conlinues to slightly dl.llUpt the air pressun:
aroond the u'Cr. causing ull <f}\Jnds to be slight­
ly rnum~d_ Thh gr~n1S the widder ~ +2 dr­
eumManc" btmus 10 Mo.'l: Sill:ntly ch~"Cks.

Cusru Lt!,.c1: 7th. P.....,."quiSllts: Craft Magic
Am,s and Armor. si/tllu; MurJ:~1 Prict:
IO.3JOgp.

Ca5tcr u'",/, 41h; PI"C,."quimn: Craft
Wondrous lIem. ('hllruud,t~~. c!oin'OJo......;
&fOlk' Pric:t, 22.000 gp

If the ~at':tb tlllvd~ nlore Ih:m a half-mile aw~y
or il blocked by m"gieal means. the eontM:elion
iii IoS1 and canll()l be J'C'e5Utblished ulltil lhe
'iC:Ir.lb 15 rettie'ed.

OfPhnn tug,ging m )'(MIr doublct----til<'.<;e arc juSt
:I. few "·uyl to allach one of Ihe spy's fu"orilc
magic items. Once Ihc wnllnund word i.1 gh·cn.
th~ tiny ('1u:mcr-inch h.mt:) i""'~t·shJr>ed

pins allow the owner 10 s« arid hear as if they
stood "ghl beside the 10lfgCI. Mcrdy li,lcning
~utn:s no spc<.:ial actions on the pan of the
\l'Ill>Cl" If the spy "":IntS to ob5l:",c lhe Wjlct
and hl5 surroondmgs. the scar.IlJ'1i mull1fllCC1Cd
C)Cli ",·iIl open and the spy "ill s« e'"Cf)"l!I;ng
iJI the -..IlOl bIoeked b)' tile tarzet's body_ In
tlle case or both 1l!Mfl,nl and , .......1ltI!. tile
;anb tholnnc:ll. ooly tile _·ncr·1i MlInI >CIIS·
Cfo---fIYlic:al cnbancclPCnlS are .... effect;,c

1bc O"'·net" mu~ be: ",lhm :I. half·mile or Ihc pm
and fully roncrnlntlng 10 <reei'" bOlIt aodnG­
ry aDd 'isuaJ f~k. If the Owtl<:r take< an)
ll\O'o"'~f1U\-alcnl actIOnS. he rmoy only IISlcn
through the SC2r.1b, 11lc u~ can_ OISl spell.
or use psionic alliliucs while opcraung a
Sl:llr'llb.

SwORil or SiLEnCE



Hide ..3, and Mo\'<: Silcmly ..3, If a chiid II
caught in lhe act. the compulsion .. dispelled
lnu1lC<:haldy. :mil lhe child will nol be able to
voplain "'hy he acted as he dill-not mal chil­
dren e\= can. The effects. of the: cncl\;lnlmnll
laJl one hour ... UllIII all the: chlldrm~.., bteft
caughl. The ctllklren ",II SLe.allh,ly bnng lhew
kJo( 10 lhe ""carer e\"ff)' lime they collecl !;Olne·
Ih,ng nluable. The ring wc=r =y have 10
,a~c hi. own prccll\llion~ 10 ll\'oid bc,ng
~",,·ed.

Ctufer /.ny/ 1Iih. Pl't'rey~uile~: Forge Kill&.
IIfWJ ....1r~.J""":M"rb'r Prier. )C).oro l'P

In1ROilvetion
ThIs ~1OlI~ I _ t"1encol1 dom;Jan

and ..,,'9 ..."'. arcane and di,-inr 'pens. The
.pell names :and gal1lC StlUSUCJ 1m' designated
Il~ Open ConlcnL Text de<cn[lllnn' arc. de';g_
mned "-, c10!>ed COnlcnt.

THiEVERY DOmAin
This dorrwn is 001 assillned to ally deily in thc:
~ ruldloool.s. It can be Died 10 t"'= ponfoho
of ,,""'"',= tOlh 1"'= D~l mmLs should V...,I
It. or be used b) new gods ofthc: D,r~ design.
It differs from lric~ery,n Ihal It" unco~mcd
wilh innllcncing inlh\'iduab ami much ITI<Jfe
ronccmo:d wilh the Il'diltriblltion of weallh aad
me 3\oidance or impediment. 10 1h:lt enil.
Some of the nev. spcll~ are aha amtJ"IC spelll:
«< the spell descriptKIQS for dct.tlll.

Granled I'o"er: !>leI; Pock..... Open Locl. and
Mo\'e Sllenll) are dllSS ~1o:ills.

Knock. Open~ loc~cd or mllgicall)' scaled
d~.

l Trot filch". G",nu. a ..20 bonu' loone P",k
Pockel cb:d:.

3 I'ffffd Crin~·_ lmpro'~ lhe chaoct'< of
SOCttssrully romnumng • m"",

~ Ortecl Tra~". Ke\ uls :&1.1 lJ31" in an 111:.
5 llimt"lIsion I>oor Tdeporb )'0\1 :and up 10

500 Ills.
Ii Gff",.'r Knf/Ck". Opens doors and disurUl~

tr.<ps in an area.
7 I)~rn I.o<:":>I;on. Exact \oc;IlIon of cn:a­

tun:: or object_



It is up to the DM to decide if a speciftc action
is taken in the furtherance of the specifted
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.)

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

• 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.

The caster can cast this spell on one associate
for every four of his class levels, in addition to
himself. (So a 5th-level cleric with the thievery
domain can cast this spell on himself and two
associates.)

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.

.From the point the spell is cast to the comple­
tion of the crime or the end of one day­
whichever comes ftrst-the following effects
apply: '1

Divination :
Level: Thie{rery 2, SorlWiz 2
Components: .S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft.l2 levels)
Target: You plus one victim
Duration: 1 minutellevel, or until used; see
text
Saving Throw: None
Spell Resistance: No

You immeqiately know the exact moment
when it is optimal to use the Pick Pocket ski.ll
on a single victim selected when the spell IS
cast. This victim must be in range of the spell
at casting, p~t can then move fu~er aw~y

without aff~tIng the spelL At any tIme while
the spell remains in effect, a Pick Pocket check
against tha~ 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.

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.

TR.UEFiLCH

Divination
Level: Thievery 3
Components: Y, 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 speciftc criminal
act, which must be specifted in detail as the
spell is cast. "I want to steal a big jewell" 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

BEtEct TAAP8
Divination
Level: Thievery 4, SorlWiz 3
Components: Y, S, M
Casting Time: I action
Range: 60 ft.
Area: Quarter circle emanating from you to the
extreme of the range
Duration: Concentration, up to I minute per
level (D)
Saving Throw: None
Spell Resistance: No

This spell reveals all artiftcial traps within its
area of effect, causing them to appear as if Jji.!!iii:i.:'.
outlined by a pale nimbus. This effect is
only visible to the caster. It detects all



al"lIrlCial COOWUl."tions desi&-! or intrndrd 10

causc ""00. from Slmplc pot lraps III !he~
rompIc~ ctratioo.'l of lNd U2p§milhi. Wllal it
docs IJCll do is ~"cal My incidml:ll C'fl\'iron_
mcl\l:'ll h3z3nls-a natural pit OO\'cred OYC'l" by
falltn bnJ5h is oot a 'rap~ IlImis ~1I. 1hough
a nalUr.oJ pit hiddcll by inlenlioo.al acl il_

11Ic spell ~'"Cals all a,~ (If a lr3p "'imin
rnnge, including remOlC triggers. c"en if Ihc
lrap rhe trigger aeliyalC$;s MI "'ilhin range.

The inilial ea~ling of lhe spell only re"eals the
fa~1 Ihallhe'" i' a t~,p in Ihc urea; it eonycys no
olhcr infonnalion. For each round thc caSter
remains ~till. hc can concentrate 011 a singlc
rc....,aled trap. This reveals the following infor­
malion:

F,-m Rowrd: Dm;ic natUfe of the lrap (pit.
s"'inging pendulum, m:lgic).

&rt-J 1Wund:.11Ic general C:ITCCfi,'~ of the
lrap (how derp is the pil, hllw many djn, of
lbm:lgc: does Ihc ~"tllln; b1~ do).

ThinJ ROIINt: An inWili,"C undm;l3ndi/l! of tile
mcc:hanism of me lrap, cnoup. to gr.ml a +4
insighl bonus 10 Ihc caster's Disable Ik,'jn,
e~k if he disarms it himsclf. or a +2 insight
bonus 10 all)''''''' Ihe caster is directly advising.

As lhe e.>Sler ronc,·nlrllle'. Ihe fainl glow indio
cming lhe pre!'Cnte of 'l lrap ~omcs shwTICr
and ",ore distinct. "llI[ining the m""hanism
unlil il "ImOSl .=<11, lhe e",ler is studying a
glowing. three·dimensional blueprim of the
l",..ice.

Transmut:llion
b"cl: T1tie"'ery 6, Sor/Wil: 6
Comp..llenl5: V. M
Casting TImc: I XllOll
Range: 2.5 feci
Am: Cone
l>Urnlion: C<lDC'C'nlnlion. up to I rouno:Ulcvel
(0)
Slo,-ing Throw: None
Spell Kesis!al1ee: None

This spell. feared by anyone who eflfl~;[ruet.'i

~ure local;ons. is ~om~l;mcs called "TI,e
Qulde" Key" or "W"ymaker," II allows lhe
~aSler m walk effe~livdy unhindered
through Iraps. locke!1 doors. I"'noulli~,.

:uxllbe likc_ ""'" .speIrs an:a of cffecl is a co-:
Ulending from the fronl of the casler (il I....
"'ith the caslc:r). Locked dooni ..ilhin the co-:
0, open. o.-s spil;cd )hUI simply bun!
in..."3nls.. Trap';n the COllI: misrue or deacri,...
hImlkMI)'. Ponculh!leS slide OUt of the lQ)'.
Ropes uncoil. deadboll~ slide back. chains
snap. Unliu most of lhc: qrlls in litis domain.
grral~r l:Jrod i. nOl SIlbtle. Tradilionally, tho
eaSlCf caSlS il aoo begins moving forward •
full.pttd. followed by associ ale< whocan de~1

with the oon-lrJ.p or lod.. rclalc-d dangers of lhe
area. as grclJlrr k"ock requkes full eoneenlnt·
lion to mainlaio,

TIlls spel [ will dispel! " gUM". 'mil ,,"UM spell.

GrMIt'r b""ek has 00 efrCCI on nalUral h:uanb
Of blocuge.s---il will not clear it L'Ollapscd lun·
oc:l. for cxamplc. It also does not provide any
means of motion--it may n:,."a1 a pit tr:Ip. btll
the pil must Rill be ~1'05~ by normal means.

The malerial compont:nt fOl mIl. spell is a mas­
len..."" je...,,1ed p/3lin...m ley ring. containu.g
Iltl il four decor-lIi"c keys, one of gold, ooe of
silver. one of copper. and ooc of iron. l1le~
of mis item is al leaSt 1.000 gpo and il i,
destroyed in the e....ling.

LAiR..
Conjural;on (Crealion)
I.e,·el, 111ic"cf)' 8
COIllI,oncnl': V, S
Casling Time: I ",inule
Range: Touch
'[argel: Onc doorfrullle. arch. or puMal
);fred: ExtradinlCllsion,al hideaway, up to one
Ill-fl. eobe per 2 Ie.,.cli.
l>u,..~tion: Pc:rmanc:nl (D)
Suing Thro"-' None
Spell Resislun«: fl/onc

To QSt Ihis spell. the elenc must be loodling
an arm. poruI, doorfl"lOlf:, 01 other opening.
After the spell il. cast. lhe wgeI of Ihc ~11

appears normal. bul. if anyone~ through
it while speakiol a ClXrlm:lnd word l.pC('if'cd
by lhe casm, mey will enler " small pocket
dimensioo erealed by Ihc ~ll. The CaSler
delenlli~ tltt: CllUCI appcm.mce of lhe Lair ill
lhe time of eaSiing, bot it IS always "n inlcrior
room Or ''''all SUile or rooms w;lh n" windows
or OIHgoing doors. Oilier Ihun lhe one the Sf1ClI
1ll'geled. The w\illS lind noor may be of any
substance, frQm f/)ogh.hewn wood 10 poli~hed

,
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101d. althQugh an)' such SUb'IOIIC<l di.solves
i~1amly if It h brought back Ihrough Ihe por.
ul The 1..<11. has no furni\hings, bIlt sucll can
be: brought in throu&h tile door The Lair can be
bnJhtly hI or ~rouded in d.ID;ne5.~ :lIlhe ... ill
of Ihe Cl'Qlor. and its lernpo:r:m."" is like"",,.,
~ m the neator's "tunu lfrom roughly
~rmIIOI-).

The lair can be a pl:ICe 10 Slon: o.:.asun:, '0
r«Upel1l1e. 10 ~leep, 10 hold kidnap vie11111!. or
10 ,heller Iho'C soughl by the law (or by evil,
f(l1" thaI mailer), TIIc: only .....ay 10 enter or lea,-e
'\10 blow llae p:lS5 plmuc, bul, if i' ~ koo....n.
l1 ..iU ..·ork for an)'arae. Thus, us,ng tile lair lIS
a pO""" is fellSlbIe 0Illy if)llU aD bc:...re llae
pn..-r caMOl Ieara IIae pass plarase or anoot
reach \he door,

An unron<.c,ou, per;.on can be broughl m'o the
lair ifcarned by someone who <peab the pass
phruM' as they elller,

AIlyORC passmg through lhe poa1al and ntI/
;pe'llang lhe rurnmand phr:ue .... ill f~l nothing
ullllSU>l. Then: i. no ....)'. short of 1.- ......<nf•
.. i>It, or ""ra"'. 10 delCCl a Utr

Ir the door 10 tlac L..:air IS de m,y~ the: la..
it...,lf is lile""I'" deMm)ed, and all material.
I'laad wlthm II (including pc:oplel an: c:-pelled
inlO the open _p"ce neart\t Ihe now-de'1m}'cd
entmllce. Any elllry to D Lair has it~ Hardl\C"S
IUId hit pom~ doubled.

~If__...I tho kaY., the: OOn13l1lCl" \he: ",If
n:"de:!. III_ Sual ho',," allo.., the: ca,ter 10 \r.I1I.••
II()M' hi' mind and the lIIinJ of hi' targe!. QrlCe:
thi. is done, the: ~ffeet i. permanent umil lind
unk~> sUlll bod. ,,"'....t agall1 1l1e ell..'Cb an:
as folIO"\,

The: vi"llm of the \pel!. ullle\\ he is c(ln",ntll111
l,Ir has been foreI\'amed, Will be .<wnncd for
2dJ room" A Will \'I\"C" {IX: 28) Itahe'
thi~ dur:uion.

The C<l>ln's",,1Id ..men 1hc: body of the: tvp:1.
and 'a: .'etU. The bodIeS remain ,,~ the)
"ere. Tbe ph)sieal ab,hllcs tSlrenrlh.
IkXICflt). ilnd Coru.titulloo) n:main '"" they
... ere; the memal abilillC' Onlem~cnce,

Wildom. ~nd Chari,ma) :ue t,...m~J'O"'<.l All
,kills. feats. and Inch remain with edeh
~in~'s eOrL-eiou,IleSs. Any innate powel"'l of
the body ,",~hl. ekmc:ntal n:,iSlallCe, dar"'i·
'ioo. ..,e.) n:main ,.,tth the body. nerpt for
(laos abihlie$ I\.",h as a 1larMIun', r;a,cl AU
equ,pmrnt lllKloolll' <pel! Ulil"""""'IKS. bDl)
,)tnbohi. and ~ mal n:~n\ ""th the bod),

Each mind i. insuml)· capable of uSlnB the
body:tnd '0011111;, 1alkmr. rIC, normally

Tr:ansmulalion
I~"ri: Thae~ery 9
CompolM'nts: V. \\
Casting TImc: I Klion
Man~: Sbon (2S fl. + 2 fllle\'el)
Turgel: One bem,
nUrDlion: f'cm'311C1Il
Sa"illl; Tllro..': Will neg~te'

Spell Me:>islance: Ye~

Onl) orae !.au pet ea.\.lCl" can ui'il al all) orae
ume. A c:l.'ill:r can des1ro)' a Lair al "ill lany
COfIlelllS will be c~1<'d as Il()lcd abo'·e). but
n:creallng II requin:s anmhel" e;\penditun: of
nperienee poilll."

WII) botJ:aer Sle:a1IlI' 3 penon's JOld. wc"JlOO5.
Of 1Mxl...1am you CIII1 JUSl YNltllal penon's

Stl:AL Boew



Wh.:ll hal'PC'n~ neAl I~ highly '"3Iiablt:, If lhe
ca.ler doe5Jl't Want hi. old body anymo~ {ll
"8. III, old. or JU" less usd\11 than hi' new
body), he n13Y welt mtllCk, hl)Jling to kill the
forme. inhabi1.3nl of hi. new body before the
'1Clim can rai;e an alarm or wike b:K:k. He
m:ay:arr.mge for lbe old body to be taken pO!o­
ooef-lhis "orb well if the L"Sler Joa! ClIM this
ope]] 011 a kinJ ,,110 bad h,m Uhe ClI<leI") in
dWns.. Or be IRD)' do DOOlin,. allml,tog the
Inhabil3nt of htS old body 10 JO fm:. A lot
depends 00 "hy lhe "P""ll ""ali t'lIIoI,

If lhe original body ;s SitU ali,'e and intact. a
dlS"'" "'''Sic. ""'ittd "'ish, ,,.is'', or ""melt
wl1l undo lIle spell.

1"IIl'~ arc no limit> on wrol body can be
'\Colcn-if the tnn;ltc spell rel.,!>t3oce and high
.... ill 1ia''eS of an EkIcr Wyrm or powerful
OuWder can be n\'t.'fC()(IIe. C:\~n ~ lIodia
call be srizcd.

'The: XP cost for 1Il,~ 'Ilfll i5 equal 10 the XP
WI "'ould be recc....ed for defeaung!he ~t
of !he 'I'd!. baJ;c,J on its CR (DMO 1(6).

These arc: arcane ..pell~ useful CO mgu~s who
multiclllSlllO ""/.:lIli or '>OI'Cc:..,r.

Dl8lAACtlO£1
Enclwrtmc:nt ICompulsion)
lAVd: Wi;dSor O. Brd 0
ComplltJfllts: S, M
CllStinr.l1l1l~: I .oction
Ibng~: C~ (2j fl. + 2 flJlndl
Tprgcl: One J1e",on
l)ur"clon: I ro,UW
Sll"hlg Throw: Wil1llCgmc~

Spt'li Rf:iistance: Yc:s

Th,s ipCll is \ery eommon at110III rogues ,,110
lbbble a bit in mq«r.aft. It <;aUSei!he tarvt of
Ihc spell if he hal. not yet sponed!he ClI<leI". III
loot away fc. a si"llc rouod. aIlmt.lllg the QSt­

er to mo'"C quickly by.l1lc: "ictim of. d'slrTJI'­
Ii"" ipCl1 also Iw a -10 penalty tn Iti, Lislnl
chedel "'illl ..,gants to the CIloter for a sillgle
rOtmd-lnng enough 10 run PilSl, if lIle e3,tcr i,
Iluick 300 ,Jarillg,

The malenal component is II Slllall pebble.
"hleh is tossed behind !he WJCI of lhe spell

111\'iSlBU: 0s/r.et
1IIl1Si011 (Glame.)
LHcI: So.fWi, I
Comp(lnenl<: V, S
Casti"g 'nnw: I action
Ilan~: Touclt
1"~: l obj«t of less 1lwI10 lb<J'Jevel
Duration: 10 miDuteSllc:'d
Sa, in~ Th",,,': WilllleplCS; see leXt
Spril lI.esIsta_: No

Oftentimes. gelling into the tmg's be<khambn
and stealing the diamond 5CCpteT iw't nearly Ii

Itan! a. gC1l;l\g it bad nut again. lr...llIMt

obj,'ci Wa$ lk:,·is.cd tn dc:tl Wllh this problcm.
{Altcrnati"c;y, sages al the Karrake>h
Academy claim 10 ba~e tr~ il to 3It apprw·
lie.:: ",ho d,sagreed" i1ll cc:rtaln policies ..,ganl.
inll food brou&ht into !he Sluden", <pWlcn.)
Rcganllfis of it> origin. the ~tri effect is
SIBI&htfOf".u; A single ob::lect 'i made in'is­
ibk. Aucmpli 10 cimlm'-em tit,. 11Inil:ltion by
"-ling a chest "'ilb pwlomcd goods and !hen
caSling the '1'C'1I on the cheil Iea,'es the ca!itcr
wllIl an m"lslble c~. the oontents of "tllch
:lfe quite p131l1 to sec.

If someone suspeCtS a person ;s carrying an
i""isiblt oojrf"l und ~ucc""ds at a Sean:h check
(OC equal 10 Ij + <:aSIer's level), he may then
m:lkt: a ....·tll P1"e 10 ,,",;II; !he tllusion. Nou:
that the object "ill not be "sible lD~
in~ Only a Snn:h trot ..,,..215 _.
lIling 0Il1 of~ ordinar) "1]] cam. \\111 SII'~

l1lc: objccl n:malll~ invi.ible for ~ full dura­
tion of the .pdt r ..en If the caster is 00 longer.
carrying or holding It, This can be useful for
c"Cl)'lhing from prnclical jokes III complex
fmrne.ups, if un in~islble objoxt is passetllO :In
unsuspcet;llg p:iuy.


