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MICHAEL
RASTON

To all the Gu11d Dogs who have 11ved and died in The
City, thank you. From rag-wearing angels to gangster
pigmen, you have all brought Infinigrad to life in
your own special way and it wouldn’t exist without
you.
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ZDADITIONAL THANKS TO |

2 Y

BEN L.
ﬁ'- % B Gl
E http 74 /maz1r1ansgarden blogspot com/ i http / /newfe1er1and blogspot com/
%‘\ l ? i

RUINED BY
LUKE

B
. httpf/ /anitiq;;r:rr—. blogspot.co.uk/
Thanks, as always, to KoGaM and Naorni.-

SALVAGED BY :
JARRETT CRADER ; S
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THE CITY ROILS OVER A CORRUPTED AND MUTATED PLANE OF INTERSECTING
MULTIVERSES, A SITUATION BROUGHT ABOUT BY WANTON ABUSE OF MAGICAL

WEAPONRY DURING THE ALLEYWAY CONFLAGRATION.

“INFINIGRAD” IS ITS COMMON NAME.

EACH OF THE CITY’S COUNTLESS RACES, SUB-RACES, RACEOIDS, RELIGIONS, GANGS,
CULTS, CULTURES AND SUB-CULTURES HAVE THEIR OWN NAME FOR IT.

SOMETIMES ONE OF THOSE NAMES COMES INTO VOGUE AND THE CITY HAS A NEW
UNOFFICIAL NAME FOR A FEW SEASONS.

MOSTLY, THOUGH, IT’S JUST CALLED “THE CITY”.

EVERY GUILD HAS THEIR OWN PRIVATE ORIGIN STORY FOR THE CITY, THEIR OWN PRIVATE
CREATION MYTH THAT PUTS THEM AND THEIR PARTICULAR INTERESTS RIGHT THERE AT
THE BEGINNING OF IT ALL.

OUT IN PUBLIC, THOUGH, NO ONE WANTS TO CLAIM OFFICIAL OWNERSHIP.

NO ONE WANTS TO BE RESPONSIBLE FOR THE MONSTROSITY THE CITY HAS BECOME.
ACTUALLY BEING THE RIGHTFUL HEIRS TO THE PLACE WOULD BE A LOT OF WORK.

IT’S EASIER TO JUST HAVE A SECRET CREATION CONSPIRACY.

THESE MYTHS LET THE GUILDS JUSTIFY BLEEDING THE PLACE DRY.

THERE USED TO BE OPEN WAR IN THE CITY.

EVERYONE WANTED SOMETHING VALUABLE THAT WAS THERE, SMACK-BANG IN THE
MIDDLE OF IT.

MAYBE IT WAS BENEATH THE GROUND, MAYBE IT GREW IN SOME HIDDEN GROVE, MAYBE
IT WAS LOCKED AWAY IN A TOWER.

REGARDLESS, EVERYONE WANTED THAT THING AND THERE WAS WAR.

THE GUILDS FOUGHT FOR CONTROL OF SINGULAR CITY BLOCKS.

THEIR WAR FACTORIES WERE PRACTICALLY BUILT ON TOP OF ONE ANOTHER.

THE GUILDS COULD SIMPLY ROLL THEIR DEATH MACHINES OUT THE DOOR AND THEY

WOULD HAVE CANNON FODDER TO BLAST.

THIS WENT ON FOR CENTURIES. WHAT THE GUILDS WERE FIGHTING FOR WAS LOST TO
COMMON KNOWLEDGE.

THROUGHOUT THESE CENTURIES THE GUILDS EXPERIMENTED WITH MAGIC AND
MACHINES, INVENTING NEW MEANS OF ANNIHILATION.

INNUMERABLE RIFTS WERE OPENED TO THE FORTEAN MULTIVERSE, WHOLE SECTIONS OF
THE CITY WERE LOST TO SPACE TIME MUTATION.

THE GUILDS WERE NOT CONCERNED ABOUT THE THINGS THAT CRAWLED OUT OF THESE
PORTALS.

IN FACT THEY QUICKLY WEAPONIZED THEM.

THE THINGS WERE NOTHING COMPARED TO THE HORRORS THE GUILDS WERE ALREADY
INFLICTING ON ONE ANOTHER.
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IT WAS BROUGHT TO THE EDGE OF UTTER DESTRUCTION OVER AND OVER AGAIN.

ONCE IT ACTUALLY FLEW OVER THE EDGE OF DESTRUCTION (THOSE SPACE TIME
MUTATIONS PROVED USEFUL).

WHETHER AN EXTERNAL FORCE FINALLY DECIDED ENOUGH WAS ENOUGH AND STEPPED
IN, OR THE GUILDS CAME TO THE CONCLUSIONS THAT WAR WAS NO LONGER IN THEIR
BEST INTEREST, THE WAR STOPPED.

THE LAW WAS INTRODUCED.

THE LAW IS A CURSE THAT PREVENTS ANY OF THE GUILDS FROM DIRECTLY RAISING ARMS

AGAINST ONE ANOTHER.

THE GUILDS STILL HATE EACH OTHER THOUGH.

AND EVEN THOUGH THEY HAVE WEAPONS IN THEIR ARSENALS THAT COULD IMPLODE
WHOLE GALAXIES, THEY CAN'T USE THEM AGAINST EACH OTHER.

INSTEAD, THEY ARE FORCED TO USE THE SCUM THAT SIT EVEN LOWER THAN THE CITIES
LOWEST UNDERCLASS.

THAT TRANSIENT, GOLD-HUNGRY CLASS OF OUTCASTS THE REST OF THE CITY LOOKS
DOWN ON.

THE ADVENTURERS.

ONLY THE ADVENTURERS, THOSE VAGABONDS WHO EXIST OUTSIDE THE NORMAL STRATA
OF THE CITY’S SOCIAL SPHERES, AND ITS INFINITE NETWORK OF SHADY ALLIANCES,
CAN TRULY CLAIM NON-AFFILIATION WITH ANY OF THE GUILDS.

ONLY THEY CAN KEEP THE CENTURY LONG CONFLICT GOING.
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THE BLASPHEMOUS ROSTER IS A RESOURCE FOR GENERATING THE UNTOLD MYRIAD OF
GUILDS THAT INHABIT AND INFECT THE CITY.

THEIR NAMES, THEIR EXPERTISE, THE WAY THEY OPERATE AND THEY WAY THEY LOOK ARE
ALL FESTERING WITHIN THIS VERY TOME, READY TO CRAWL OUT AND CONTINUE
SECRETLY ENACTING THEIR EON LONG VENDETTAS AGAINST ONE ANOTHER.

THE BLASPHEMOUS ROSTER ALSO CONTAINS THE BLUEPRINTS OF ENDLESS CLANDESTINE
MISSIONS THAT THE GUILDS NEED DOING.

THE DIRTY DEEDS THAT ARE THE ENGINES OF THE GUILD’S VILE MACHINATIONS ARE
READY TO BE GENERATED FOR GREEDY GUILD DOGS AND ADVENTURERS, POOR OF
BOTH MORALS AND GOLD PIECES FOR RENT.
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Guild Generator Instructions

HOW TO USE THE GUILD GENERATOR:

THE GUILD GENERATOR IS COMPOSED OF TWO SETS OF 10 PAGES.

THE FIRST SET WILL GIVE THE GUILD’S EXPERTISE AND THE FIRST PART OF THEIR NAME
(FORENAME), THE SECOND WILL GIVE THE GUILD’S MODUS OPERANDI, THE THING THAT
SEPARATES THEM FROM GUILDS OF THE SAME EXPERTISE, AND THE SECOND PART OF THEIR ;‘%\

NAME (AFTNAME). =
FOR EACH SET OF 10 PAGES , ROLL A D10 AND TURN TO THE PAGE THE RESULT CORRESPONDS \
TO, THEN ROLL A D4 AND CONSULT THE SET OF RESULTS THAT CORRESPONDS TO. THIS D4 |
RESULT WILL PROVIDE A SET OF EXPERTISES AND FORENAMES IN THE FIRST SET, AND A SET
OF MODUS OPERANDI AND AFTNAMES IN THE SECOND SET.
THE EXPERTISE AND MODUS OPERANDI ARE THEMATICALLY LINKED, AS TO PROVIDE THE GUILD
WITH AN APPROPRIATE NAME. IF YOU DO NOT WISH TO HAND PICK THESE FINAL RESULTS

THEY ARE FURTHER BROKEN DOWN INTO D6 AND D4 DIE ROLLS.
ONCE YOU HAVE AN EXPERTISE, MODUS OPERANDI AND TWO NAME PARTS YOU COMBINE THEM /

ALL TOGETHER TO GET THE SEED OF A GUILD. /
IMAGES WAFT BOTH LUXURIOUS AND MENACING ABOUT THE WORDS OF THE GENERATOR, I
POISED TO INFECT THE USER’S MINDSCAPE WITH POSSIBLE IDEAS AND ASPECTS TO

INCORPORATE INTO THEIR FRESHLY GENERATED GUILD.

WHAT FOLLOWS IS A FURTHER EXPLANATION OF THE TERMS USED IN THE GUILD GENERATOR:

EXPERTISE:
THIS IS THE GUILD'S “CORE BUSINESS”, THEIR WORK, THE THING THAT THEY CREATE OR ::;«;z,//
SERVICE THAT THEY PROVIDE. THE LISTINGS FOR EXPERTISE ARE GENERALLY BROAD, =
A ALLOWING FOR MANY DIFFERENT GUILDS OPERATING WITH THE SAME EXPERTISE. %’ :
. MODUS OPERANDL: y
R THIS IS WHAT SEPARATES THE GUILD FROM ALL OTHER GUILDS WITH THE SAME EXPERTISE. Wi
THIS IS THE THING THAT INFLUENCES EVERYTHING THE GUILD DOES, THEIR SOUL. THE Zz:

RESULTS HERE CAN BE INTERPRETED IN ANY WAY THAT WILL RESULT IN A WEIRD AND

INTERESTING GUILD.
TWO PART GUILD NAME:
EACH “BLOCK” HAS A SET OF D6 HALF GUILD NAMES. COMBINING THE TWO HALVES
TOGETHER SHOULD GIVE A NAME THAT IS REFLECTIVE OF BOTH THE GUILD’S EXPERTISE
AND MODUS OPERANDI. RATHER THAN BEING COMPLETELY RANDOM NAMES , THE NAMES
SHOULD GIVE A DECENT INDICATION OF WHAT THE GUILD IS LIKE. SOME REARRANGING
WILL BE REQUIRED AT TIMES TO ENSURE THE NAMES DON'T SOUND TOO WONKY
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EXPERTISE 1d6
1. PHYSICAL, MAGICAL CARE.
2. RESTORATIVE MEDICINE
3. MAGICAL HEALING

4. RESTORATIVE /

5. GUIDES

6. MENTAL MAGICAL CARE
E T A
FORENAME 1d6

1. BROTHERHOOD /SISTERHOOD
2. BENEVOLENT

3. THE GOOD

4. THE JOLLY

N

5. WHITE
6. GOLDEN

-
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EXPERTISE 1d6

1. CANDLE/LANTERN MAKING

2. EXPLORATION OF DEEP,
DARK PLACES

3. ASTROLOGY
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4. ASTRONOMY
5. SAGES

a
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6,,’ - 6. SEERS
A

FORENAME 1d6

1. SHINING

2. LEARNED

3. LIGHTBRINGERS

4. THE FLAME

4

5. FIRE OF
6. THE ILLUMINATED

EXPERTISE 1d6

1. LAWFUL CHURCHES

= 2. ACCOUNTING

= 3. STOREHOUSES

4. VAULTS

5. CATALOGUING

6. CHAOTIC QUARANTINE

o e s B8 o
. FORENAME 1d6

* 1. CHURCH OF
2. KEEPERS OF

3. GUARDIANS
4. HOLDERS
5. CUSTODIANS

EXPERTISE 1d6
1. FLYING VEHICLES
2. PSIONICS

3. CALMATIVE ALCHEMY

4. PROVISIONS OF RESTFUL SLEEP
5. GAS PRODUCTION

6. CHURCHES OF UNREALITY

EXPLORATION

L E A R
FORENAME 1d6

1. RISING

2. THE HIGH

3. CALM

4. THE SERENE
5. BILLOWING
6. NEBULATIC
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1. LUMIN

2. THE DAZZLING
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6. SCINTILLATING
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‘ ‘ 1. ALCHEMY OF VISIBILITY
N\ 2-JELLIES

3. SLIMES

__Realm of E;{ertise & Fo
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EXPERTISE 1d6

1. ALCHEMY OF SIZE

2. MINISCULE CONTRAPTIONS
3. ASCETIC CHURCHES

4. SMALL ANIMALS AND PETS
5. PIPES AND PLUMBING

6. DRIED PLANTS OF

FOUL & FAIR
UNUSUAL PROPERTIES = -&4&@.4@ 8 :
R R L = MM e
FORENAME 1d6 1. MOUND

1. EXIGUOUS
2. THE EPHEMERAL
3. THE DESICCATING
4. CONVEXING

5. LITTLE
6. THE STRINGING

2. FLUMMERY

3. THE TRANSLUCID
4. CLEMENTING

S. TRANSPICUOUS
6. PELLUCID

EXPERTISE 1d6
1. BEGGARS

2. TRICKSTERS
3. STREET PERFORMERS
4. TEACHERS OF CANTS
5. DISGUISES

6. WATCHERS, SPIES

EXPERTISE 1d6

1. WHOLESOME FARMING

2. ALCHEMY OF HEALTH

3. LIMB REPAIR & REPLACEMENT

5. FEASTS AND CELEBRATIONS
6. KEEPERS OF LIZARDS

S B P & INTELLIGENCE AGENTS
; B
%‘?ﬁm a FORENAME 1d6
2. ASCLEPIUS’S 1. ASCET(I; G
2. HOME
j: ::z fg:ﬂm 3. THE BUGABOEIFIC
4. SULKING
:: ;::;I“YY OF 5. CHURNING

6. FADED
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FORENAME 146
N SSOL}/ING
2. THE\CORRODING
. 3. CARTHAGATIC
4. BAPTISTIC -

3. LIMBOTIC

4. BULWARK -
5. THE RACK OF
6. PROCRUSTE'S

\
5. THE LUSTRATING
\6. CLEAR :
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EXPERTISE 1d6

1. PYROMANCY

2. MACHINES OF MASS
PRODUCTION

3. FIREWORKS & EXPLOSIVES
4. CEREMONIAL BONFIRES

5. OIL, FLINT & FIRESTARTING
6. BREEDING OF BEINGS OF

FO

1. THE FLAME

2. BURNING ,3
3. YAULPING [‘
4. PYRE

.h\

g}mgm___%
1. DEMO LIT] ON

3. RUIN CLEARERg

Ji‘\.l H ,~ % * TRASH PILpgREpg

> * & EXPLORERS
5. RE*[USERS/FORMA
._‘I 6. WASTE DISPOSAL

FORENAME 1d6
FORENAME 146
1. ROTTED

EXPERTISE 1d6
. DIVINATORS
. FORTUNE TELLERS
- MAP MAKERS & KEEPERS
. PROPHECY ENSURERS
- NEGOTIATORS
- GOODS FROM BEYOND THE [jll"
WALLS AND PLANES |

8 4. CASSANDRA
5. STINARING

6. FATE'S
Muem =+ o0 IR
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2 EXPERTISE 1d6
i
£ 1. BEAST TRAINERS

=
A ; 0. ZOOKEEPERS
% 3 GROWERS OF MASS

4. MOCKERS AND JOKERS
HOOD MANUFACTURER

EXp 3

‘\‘\, D ([ M" ' w,&v::; Lol e

2. GROWERS OF
< i
MONSTROSITIES z M)’

\: M 3. MUMMERY & PANTOMIMERSW

%

‘ (.4 |
/ é 4. BUILDERS OF TOWERS |

X% 5 DUST OF GROWTH &
' MASS INCREASING

5. FALSE

1. TITANIC
. 2. SHUDDERING
| 3. AVERT
4. PALE

1. TITANIC
2. SHUDDERING
3. AVERT

5. CURSED

6. OIANIC 4. PALE

5. CURSED
6. OIANIC

EXPERTISE 1d6
1. SILK GARMENTS
" 2. ROBES
“* 3, BEDDING (MAGICAL
& MUNDANE)
© 4. PROSTITUTION
| 5.BEER, WINE &
SPIRITS
6. PILLOWS & CUSHIONS

%

1
o,

)M INDING

il 3- LEATHERWORKNG
' 4. LOCK PICKING

FORENAME 1d6 : L R FoRENAME 1d6
. THE LOVELY 1. THE BINDING OF §
. DALLIANT

. VOLUPTIAN

. BRAIDED

1
2
3
4. CALYPTIC
5
6. THE ENCOMPASSED
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. 1. PORTAL MERCHANTS

L

EXPERTISE 1d6
S
1. HOURGLASS CRAFTER

& MANUFACTURERS
2. EXPLORERS OF THE

LOWER DEPTHS
,, 3. GATE MAKERS

i“ 4. HOLES AND PiTs

é 5. CULTS OF NIHILISM

= 6. MONOLITH MAKERS a@q‘—}}}(\é{(kﬁ\maﬂl

2. HISTORIANS
3. MUSEUM OPERATORS

4. SEEKERS, FINDERS -
& TRADERS OF CURIOS

5. SCROLL MAKERS
& WRITERS

ey \ ,L(
6. WIZARDS AND CRAFTERS ' FORENAME 1d6
' OF TIME 1. THE PASSING |

FORENAME 1d6
“Suj ' 1. BLACK

‘\n XN AN 2. KRONOS’
; .__.ml\ i 2. VOIDING 3. CHRONIC /|
3. MELCHONIC 4. TEMPUS

4. INON
5. STEER
e

S _ 6. MOUNTAIN

EXPERTISE 1d6
\
- 1. STONE MINERS

=P CRYSTAL GROWERs
3. MASONS

/ “ 4. SCULPTORs
// 5. SOIL CHEMISTS

EXPERTISE 1d6 B

. -
I

| I,‘ | 2. SPELUNKERS £
1 '}, 3. TREASURE HUNTERS |
,‘,'/, 4. BEETLE BREEDERS f’
,/,«f 5. SECRET HOARDERS

6. VAULT HOLDERS

6. ENERGETIC & DECORATIVE

BOULDERS AND ROCKS
"\ o, -~ :

4,,”

i ' FORENAME 1d6
é 7 g FORENAME 1d6 o 1. THE FOUNDATION
4/7‘{"/ ‘ 1. NEPTUNE’S &,'!\ s
A ; 4. DERR il 2. PETROS
A 7/

3. BATHIC
4. INFRADIC
5. HUMUS
6. BURIED

3. GEODIC
4. CALCITE
5. LAPID
__6.BOULDIC __
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Realm of Expert1se & Forenam¢ _

EXPERTISE 1d6

" 1. RELIC HUNTERS
2. GOD KILLERS

' 3. FRUSTRATION

|
-
Q

EXPERTISE 1d6
;‘\ _TORTURERS
\ . POISONERS
' 3, FORGERS OF WEAPONS

4. CHAOTIC CHURCHES

S 5. BILE BREWERS

;\ 6. VOODIC CURSE
¥ OPERATORS

CAUSERS
4. ATHEISTS

6. SACRFICE

SOURCERS
Y

1. DOLOROUS
2. ODYN
3. ACHERONS
4. CERCITIC

4. PSEUDES
\# 5. DESCENDED
. 6. PROFANIC

1. THIEVES

2. MORTUARIES

3. SHADOW SMITHS

4. FUNERAL OPERATOR

5. ASSASSINS

6. LIQUIDATORS
T

- EXPERTISE 146

-~ 1. MALADY SMrTHS
2. NECROMANCY IR ‘
3. GRAVEYARDS I Sheitp 2 ,,"

4. PLAGUE BREWERS . ..
5. BONE BUILDERS
6. FLESH WARPERS

BROTHER/SIS’]‘]%RH{_OOD‘ :
2. THE SHADOW $ri 2
3. NYX'S
4. KELARING
5. DEMIOS
6. HADES
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1. ALOOF, BUTAVOIDSANY

- fCREATION OF SUFFERLNG
2 REGIMENTED AND MILITARISTIC

S|
2 («
Vi BUT WHOLESOME

S FLPT (BT T

MODUS OPERANDI 1d4 ; &
1. OVERLY GENEROUS WITH SERVICES - !
2. GOES BEYOND DUTY TO
HELP THE DOWNTRODDEN
L3 ACTSOFCHARITY : . é »
{ 4. WORKS ARE SOBERINGLY e A

REA- T eyt

W

L A
i

_ , 1. 3. MASS PRODUCERS § ’.{/ﬁ\ .
/M WHOLESOME s ' ISR .
e 5 \ A g«\h EVERYTHING IDENTICAL
A % ‘ s AL S 4, MUS\T ErngRE JUSTICE ATANY Cost
p & . 4 c

NAME 1d6 ‘iw & i
T BESTOWERS OF BENISONS , 1. OF ORTHODOXY ! :
[ et i T

2. BENED ! : i ¥ -2 ORTHOS sy
- ‘ 3 '. ,‘ L % -
B EUDEMON ‘ 3 + 3.COSMOS
i P SRt

4. THE WA‘Y‘

iAF’I‘NAME 1d6 o

MODUS OPERANDI 1d4

- P % 3 4
140 ETI-IEREAL AND CONCERNED WITH A AR ] BLISSFUL CINGLEMINDED PURSUIT
a 2. Ky o ., W By EK O WIS

Ar ELMC
MATTERS ABOVE THIS PLANE OF

e
XI ENCE

§ 3
SEEMINGLY A;’VARE OF! EVENTS

IN THE FUTURE J \
L owriEml P A
3. WORK WILL ALWAYS GLOW }
ey v &4 ol
INCREASING LIGHT INTELLECTUAL
%9 84

w AND PHYSICAL

4. WORK IS THE IDEALIZED FORM OI‘
| rzAE

GUILD'S EXPERTISE, PARAGONS 55075 oy
IN THEIR FIELD e B g
U 2 ILLUMED
b ZAE 7 l_

P
4. WORK FLOATS THROUGH MAGICA
e .
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MODUS OPERANDI 144
1. IS AN EMPTY HUSK OF A GUILD -

BARELY MORE THAN A SINGLE MEMBER
2. WORK IN CONTAINERS AND

1. WORK IS CONDUCTED THROUGH
USE OF GHOSTS & SPIRITS
2. GUILD’S EFFECTS ARE INSIDIOUS
BUT IT IS LITTLE KNOWN, BARELY

RECEPTACLES MORE THAN A RUMOUR
* WORKIS FAKE, SHAMS 3. ALWAYS WHISPER, METAPHORICALLY
SHAD SOt & LITERALLY
* GUILD IS CONSTANTLY ACQUIRING : 4. HORRORS OF THE PAST HAUNT
NEW MEMBERS, SUCKING THEM ; = f//‘ ST " THE GUILD.
S e i 4 ! 13 AFTNAME 1d6
AFTNAME 1d6 s
4 zsz s 2. OF THE LARVAL
Z OF AHSUR 3. OF PRETA
4. X’S TENDRILS
4. OF THE BREATH s
St 6. OF THE GATHERED.

6. VOID

3

MODUS OPERANDI 1d4
1. BLUSTERING, ABRUPT AND

MODUS OPERANDI 1d4
1. STRIKE FIRST - QUESTIONS &
CONSEQUENCES LATER

INFINITELY RUDE
2. OBSESSED WITH THE MOVEMENTS OF | 2. CREATES AT A SPEED BEYOND
THE WINDS, PHYSICAL, MENTAL & BELIEF
MAGICAL 3. NO FIXED HEADQUARTERS, GUILD
3. CREATION OF WORK MOTIVATED IS A TRANSIENT CARAVAN
BY SOME UNSEEN DEITY ] 4. WORK IS RELIANT UPON, CREATED
4. WORK SEEMS TO BE SELF-CREATING, W == = WITH/ DURING STORMS - BE IT
RATHER THAN BEING THE RESULT |L\ ||" S, WEATHER, MAGICAL, PSYCHIC

AN

| 1. f vl
OF SOME ENTITIES EFFORT Q m s N o l AFTNAME 1d6

e SO
1. LIBER E : a\, =& 2. OF HERA

2. MOTUS 3. OF JUPITER
3. OF HERMES 4. OF HADAD

4. OF THE UNSEEN HAND 5. TEMPEST

5. BILLOWS 6. OF ALACRITY
6. VENTI

3
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MODUS OPERANDI 1d4
1. INCREDIBLY SECRETIVE, WORKS |
BARELY KNOWN OF tq

RN
2. WORK IS MINIATURIZED %‘ ﬁ ‘
§

=y

Modus Operand1 & Aftname - 3

’h 'A\\\—I\l\‘ -

= @ MODUS OPERANDI 1d4
1. BLUNTLY HONEST & PRA
9. MAKES TRANSLUCE

OF WORKS (GLASS,

3. GUILD MEMBERS ARE NEVER,

GMATIC
NT VERSIONS
CRYSTAL, ICE)

3. GUILD IS IN THE PROCESS OF EVER SEEN
PREPARING TO LEAVE THIS - 4 GUILD IS THE MOST MUNDANE
EEALTLC R AND BASIC MANIFESTION OF
4. GUILD IS WRACKED BY SOME  |. EXPERTISE
TERRIBLE WASTING ILLNESS ;
AFTNAME 1d6
AFTNAME 146
1. ALATHEA
1. PENATES
2. OF THE CLEAR POOL
2. VESTA
- 3.cLarmy
3. HYPOD 4
= 4.0F PELLUCIDITY
4. MINUTIAD =
Ml 5. BARE
5. OF CONVEX il
Wl 6. visus
6. EPHEMERAL \ ml‘
: ‘,A,'. i,

MODUS OPERANDI 1d4

MODUS OPERANDI 1d4
1. ALWAYS IN THE BACKGROUND
_ AN INCREDIBLY LIGHT TOUCH
2. WORK IS ALWAYS TEMPORARY -
FADES AND BREAKS
3. CREATES THE NON-PHYSICAL
EQUIVALENT OF THEIR EXPERTISE ‘
4. GUILD SERVES THOSE NOT IN
THE PHYSICAL REALM
R
1. CLAPPERDOGEONS
2. OF JANUS
3. OF THE FADED
4. SULKERS
5. X’S SHADOW
6. DISSIPATION

:u.'zl

(,mmy,muﬂ

t : w,li;,‘ :IIS i

bl
sl
o lrlHi

1. REVIVING THINGS LONG
FORGOTTEN AND ABANDONED

2. WORK IS GROWN THROUGH

i NATURAL, REGENERATIVE MEANS

1 3. WORK LEADS TO THE CREATION

OF NEW LIFE FORMS

4. GUILD OPERATES OUT OF BROKEN,
FORGOTTEN AREAS - SLOWLY

REVIVING THEM
;| AFTNAME 146
‘"v 1. CROMLECH
2. OF THE QUINARY
3. BEARERS OF THE
CADUCEUS
4. SERVANTS OF
HYGIEIA
S. FUBSEYS
6. OF THE TONIC
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MODuUs OPERANDI 1d4
=L XANDI 144
1. CREATES BOOKs ON/IS THE

e B vl % t Bas y‘\‘?‘:

2l G AT
Modus Ope
B BT

WRITTEN VERSION oF [EXPERTISE]
2. RECORDS HISTORY oF [EXPER’I‘ISE]

/,

N
R N - RATHER T
MATERIAL PROFIT o 0 \ § HAN CREATE OTHER WORK
; ; s 3. WORK IS PURE
ﬁ‘ 2. WORK IS INCREDIBLY Opy LENT, ; *d& Ry THEORETICAL

AND BE-JEWELLED /7y
RABLY, 37

4. WORK IS MANIFESTED THROUGH SHEE

d FORCE
M IS A ,-;(IIEH.-
OBSCENELY WEALTHY 7] ALl SH SN X

| 4 WORK IS FUELED By Gpys V& )

AFTNAME 1d6
AFINANME "2
1. OF SATURN
2. OF METIS
1l
3. BRINGERS OF THE APPLE ! “

Py ?ﬁ! _

- OF SOME TYPE |} »
i o pivis : oy

AFTNAME 1d6
1. GOLDEN KEY

2. OF THELION

‘ 5. METRON - !
), ™ - 4
.. 3. OF LADON N 6. OF PROMETHEUS - o
fﬁ 4. REDGE

SNSORAVA _ ' \ SR
&‘.-6. OF THE FLEECE ; : \

OPERANDI 1d4
1. GUILD IS AN EVIL/ GOOD Twiy

OF ANOTHER GUILD - ITS

MODUs

/ &

/’ 1. WORK IS MADE OF FLESH

)2)))) AND BONES - LIVING OR DEAD

7

2. FUEL OF WORK IS BLOOD &
SACRIFICE

ARCH-NEMESIS = | :
2. WORK HAS BEEN HALTED FOR |

$

AN

AN

3. WORK IS CONCERNED WITH THE |
INTERNAL ORGANS OF [EXPERTISE] ,
4. WORK IS THE INVERSE, OR INSIDE

5=

>} OUT OF [EXPERTISE] | [

AEONS A% -

3. ALL WORK IS MADE IN PAIRS 2

4. WORK REFLECTS pNp USERIN
SOME WAY - PHYSICAL,

MENTAL OR MAGICAL
L 5 T o=
. 1. OF INVERTING

2. OF THE STILL LAKE ¢
3. OF THE GRAIL \3, I

S S I

wwee 4 CAULDRON m
5. BANE OF GORGONS /[
S s > :
/ it 6. sPECULU bl
. y It

- —
AT L e
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MODUS OPERANDI 1d4

‘ &| GRUDGES & OATHS

| Q\‘\I
g 2. CONSTANTLY RE- USES a

oveloink el ik

RECYCLES OWN WORK

3 WORK IS INFUSED wrrH
WATER EVER DAMP

P sa .31

4 WORK EVER DESTROYS

g s

AFTNAME 1d6 m‘ I
OF “THE OUROBOROS
OF MERCURY I "llmli\\\\llimllna

B

L,_r'*?/;

‘:

orocnon § i

U

J -

MODUS OPERANDI 1d4

~HODUS OPERANDI 1d4

\ i

5 OF STEAM
6. PURGED

e L U ) |
Modus Operand1 & Aftname

,,‘.

Q—W}? "G

PR
)\ o

/
T ONI,YALLOWS USE OF nglzll(

‘g TO THOSE - THE GUILD JU GE

o -
! S
"4 wﬁ 2-

—————,

PHOW REDUCES ALy |

' TO TOTAL EQUALHY

N 3 GUILD IS RUN e

,/’i|smo

4. WORK ISUSED FO

;\ \\,/ -‘«ng i i Jml) /r‘,,

/i AFTNAME 1d6

j 1. OFTHE GAVEL/ W\ (
...\\\

ODUS OPERANDI 1d4 =
1. GUILD IS OPERATED ENTIRELY | =
— ==—= Ry SLAVES

2 USE OF WORK IS SOMEHOW
= ENTRAPPING TO THE USER
= —
3 HARNESSES CHAINS AND OTHER

ESTRAINING DEVICES ARE  VITAL £
TO THE WORK

e A

1) g

/,!,‘lﬁ. OFOTHER

ki
A BYZANTINE '
F RULES s
GEMENT )

Jl/

4. GUILD 1S INCREDIBLY STRICT AND 3

ey RIGID IN DELIVERY OF EXPERTISE

8




1. WORK IS HUNTED HARVESTED : wn.b'éiz_\'s’fé-fxﬁr: ALARGE §
FROM THE WILD BEYOND THE :

COMPONENT OF WORK L
a CITY’SWALLS

2. WORK REPLICATES ITSELF

3 CREATES THE EDIBLE VERSION %

\\c.

IM&
1. OF THE WOLF

etz

DIONYSUD - == /7 A
4. = ’

i J‘”’/ﬂw{ﬁ ,,M 3%
5. FLORAIEX%' i

6. OF SILVANUS 5

A

¥ OF CONSTANT FLUX & MUTATION ;

2. GUILD BARELY OPERATES DUE 1O’
/ CONSTANT INFIGHTING

HE=—-
RS GUILD BASED IN GROVE O

"“\\\‘\3\\ Mk\f’j :

5. DYROPE |
6. GROVE _




MODUs OPERANDI 144
1. WORK IS POWERED By STEAM,
FIRE, FLAMES, HEAT ETC
2. WORK IS ALWAYS ON THE BRINK ’
OF EXPLODING :
3. WORK Is CREATED IN SOME
ENORMOUSLY HOT FURNACE
. WORK BURNS OR MELTS ALL
THAT IT TOUCHES
AFTNAME 1d6
1. OF THE FLAME
2. OF PYRE
3. IGNITION
4. THERMIC
5. ARDOURIC
6. PLAUDING

MODUS OPERANDI 144
1. WORK ALWAYS HAS TOO MANY
ADDITIONAL APPENDAGES &
ADDITIONS
2. WORK IS INTENDED TO BE USED
IN A NET-LIKE FASHION
3. WORK IS IN CONSTANT MOTION

AFTNAME 1d6
1. BEARERS

2. GRASPED

3. CASTOR

4. OF DURGA
5. IN BONDAGE
6. EMBRACED

MODUS OPERANDI 1d4
1. GUILD IS IN DISARRAY, BARELY
HELD TOGETHER AND COLLAPSING
9. WORK IS PIECED TOGETHER FROM THE
RUBBLE AND RUINS OF PAST GUILDS

3. WORK IS INTENDED TO BRING WRACK
AND RUIN

4. WORK IS INTENDED TO SELF-DESTRUCT
UPON USE

AFTNAME 1d6

1. OF SAPROGY
2. OF ABADON

3. WRACK

4, GOMMORAH

5. OF BELLONA

ol

MODUS OPERANDI 1d4
1. GUILD IS SEEMINGLY AWARE OF
THE FUTURE

2. GUILD IS CONTROLLED BY
OUTSIDE AGENTS
3. GUILD IS MOTIVATED BY SOME
APOCALYPTIC/ REDEMPTIVE
CENTRAL PROPHECY
4. GUILD ACTS THROUGH OTHER
GUILDS
AFTNAME 1d6
1. VISUS
2, OF APOLLO
3. HELENUS
4. NEREUS
5. OF FATE
6. PROPHET

1
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Modus{ Operand1 &i
By e

............. ) =2 4 M@gs,o_r’g,—_ RANDL 144 3
CREATIONS ARE OBSCENELY LARGE : 5 %
Y 2 WORK IS ALWAYS TERRIFYING ;‘"/
=4 NN\ /amT £ o —— G
/ & MONSTROUS A SPECIALITY'
g

Aftname - 8

R \——\ V. esum

TAKEN TOO FAR

ANTIC
. TION ARE GIG
/ oLS OF CREA .
I~ ?32 e ey
74 N1 P li% =
3. ALL WORK IS A HORRIFYING MOCKERY 3

A .

WORK _
3. GUILD MEMBERS ARE GIANTS OR
OF THE FIELD |

AL R (e LWI\\@

I 5. BROOD OF URANUS 2
I . el . PG LT o = b2
S ",/ ; 7 - S

4. PHOBO r(‘ ( (v‘ﬂ' AL

5. CACUS /,- . \\

7g s GOLIATH Z =
////,15’;‘; ‘ 2
6. SLOBBER ."/5

'/ul )\\\

bsa
1. WORK IS DONE By S Y SLAVES OR 5 ==
L —
= OTHERWISE FORCED LABOUR ..
| AN

7 |~
1. WORK IS INCREDIBLY PLEASURABLE

OR PLEASURE BASED ==

¢ NG {‘&
; SLAV'ES . o3
CREATIN(i WILLING SLAV 3
4. GUILD IS INCREDIBLY WILLING TO

‘h

( @® BuLLDINGS, ETc =
o \BNASSCR e S

4. WORK IS CREATED TO BREAK THINGS APART

2 OF ATLUS
Vi
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MODUS OPERANDI 1d4 i
1. WORK IS ALWAYS MINED, SOURCE

»

MODUS OPERANDI 1d4 2
m

- .‘: ’\
1. WORK IS INCREDIBLY SOLID AND DURAB
CONTRACTED FROM DEEP BELOW w\ R e P i LE
OR S, . .1 2. GUID IS VENERABLE A STALWART OF -9
COVERAND \..‘s . . ,*~' '!"\__ . e WA
2. GUILD 1S S a iy | \“\b . QTHE EXPERTISE&
SECRET GUILD NESTLED S i \ N -
¢ INFLUENGES FROM ° N 3. WORK IS ALWAYS CONDUCTED  THROUGH
D LR 5
. 3. GUILD IS WARPE _ BN - ORWITH STONE AND MINERAIS
N '~. % THE LOWER PLANES - N EWBR PLA AN
o5 NTED AND GROWN FRom
GUILD CONDUCTS ALL WORK BENEATH - b e !
4.GU mNG 3 & ¥ SEEDS IN SOME WAY M
THE EARTH “RARELY EVER VIS $ : . ~
s T, S THE SURFACE ‘ B )
" "f‘<~~;""' "k\{-l& W B o
z RN AFTNAME 1d6
! AFTNAME 1d6 N S

% OF ' THE DEEP
2 BELOW b

1. PETRY &

2. GEOD "P\;
3. OF BOULDERS b,
ﬁﬁ‘( 4. LAPTDARIM\I n'\ .
Z == 5 sAPPHIRINE

6. OF THE ROCK

= —
&\
. MODUS OPERANDI 144 =

oy ‘ 2, ALL WORK ISANCIENT AEONAG-ED
it | l \\‘ A

I i \\

l%

_ OBSESSED WITH TIME PASSING,

[ IN SOME WAY STOPPING REVERSING ETC

UILD CLAIMS TO BE ONE OF THE ORI

k 3 GUILD Is

GINAL I
GUILDS OF THE cm ] m

"4, WORK INVOLVES OR IS DERIVED FROM FORM‘EPB‘, 4\’\
" SOME SORT OF VOID OR ANTIMATTER : ERE- HISTORY S

i
ﬂ.”.ﬁvﬁ?}[

| AFTNAME 1d6

\\\

uAl 1. TEMPOROUS
lm
i 2 OF KRONOS
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Modus O ‘__Aerand1 & Aftname - 10

: SUFFERIN
MEMBERS IMMENSE PAIN G OF OTHERS

e comree e A7 QY /o %> 2 WORK DESECRATES THAT Wiie
2. WORK IS ONLY CREATED TO ENACT A 3 ’ "Q. e g

. N .o ZE
[ —— i X} P 7 IHmiL ""'m"na\\\ X & r"" \: HO
77, GREAT HATRED UPOI-‘I'SOMETHING' A58 /- \\ , HOLY TO OTHER GUILDS

A\ JToRTuRE |

2 4. GUILD WORSHIPS THE MOST PROFANE

1. OF DOLOR

A A —— a1 Y

OFMARS. g7 \\\\:m\

B4
( MODUS OPERANDI 1d4 :,9

MUS’I‘ CONS’i‘ANTLY STEAL OTHER =
/N ACC
"3 8" WORK, CREATES‘ qume TOF rrsowiw 3
az CREAiEs'}\?ﬁ;\DOWY VERSION OF EXPERTIS MODUS B
i e
g 2 - G .
2\" 4 GUILD 15 OBSESSED S/TH THE FACT SOMETHING {{ = LETHAL & e

v ‘ {FROM THEM ST EKING DEATH
”"’cc\m“" t@ ¥ ,WAS TAKEL AN e 2. WORK HELPS  THOSE SE .

SN GUILD MEMBERS STEAL FROM USERS OF or "N\ B o x
" .' o AD O
““ g' /AR D~ ! 4.ALL GUILD MEMBERS ARE DE

R « 1. OF DECAY
\\ 2 THANATOS NN

NN U ""';)Q-
4. SORROW rt»
I:xcm.n;‘ll {r
5. SATURN \
N
| 6. ORCUS
| 1/‘ I I[' \S:;
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MODUS OPERANDI: ALWAYS WHISPER, \* \\\
|

—;5—’/—’

NS

R
N SE N 3 =
N < =

LITERALLY AND METAPHORICALLY k\}“\\\\\\\|; 3 .“&M\“\\\ =Sats

AN 2 LT

NP Q‘\ 2 WHISPERMINERS OF THE SCAVENGERS OF THE LARVAL CREEP,
N7 b A SNE, THROUGH FORGOTTEN CAVERNS SNIFFING OouT

‘\ %" i

sl
3y

MIN'[SCULE SA]VIPLES OF THE RAREST ORE N »
I ORE WHOSE EXISTENCE IS NIGH UNKNOWN eﬁ. ik

B W

I - e
THE CRUSHING WEIGHT OF AEONS WORTH OF STRUCTURES BOTH h

"TWEEEXND MAGICAL HAVE LEAD 16 THE EVOLUTION OF

B

“WITH SPECIALIST MINING EQUIPMENT FUSED TO THEIR BODIES,

i VJ‘HISPERMINERS DELICATELY PLUCK MINERALS . .
a7t o T it TR Y R U s o - T .
. RKET IS
THE SUPPLY OF THESE MINERALS IS SO TINYTHAT THE MA

e ——— T ST S S A

S LIMITED "TO SEVERAL GRAINS.
HE POTENCY AND PECULIARITIES OF T

oz v

e

HOSE GRAINS ENSURES THE

== R S T % cx
P /i

OJAN OF THE FATES

BB NN N _
EXPERTISE: GROWERS OF MONSTROSITIES i m&ggj

MODUS OPERANDI: GUILD ACTS
THROUGH OTHER GUILDS

".’f TAAWNIVET

] IN THE CITY A GUILD OPENLY ATTACKING ANOTHER IS AN ACT OF WILLFUL SUICIDE
T LTI

aOJAN OF FATES IS A GUILD THAT OVERSEES THE INCEPTION, GROWTH AND |
R
ULTIMATE DESTRUCTION OF GUILDS THAT ARE THE CITY'S VERSION OF SUICID

L
L CONSPIRACIES THAT ENTRAP UNW'ITTING MEMBERS OF OTHER GUILDS

» AR

WHEN THE TIME IS RIPE, AND ALL THE INFINITESIMALLY DELICATE DOMINOES ARE IN PLACE
f ; 4

PLANS OF OJAN OF FATES ARE ENACTED

THESE PLANS PLAY OUT IN A BRIEF FLURRY OF BLOODSHED BETWEEN TWO GUILDS
"» N =

RFRL Lo

A CONFLICT COMES SEEMINGLY OUT OF NOWHERE THIS BLOODSHED IS PROMPI‘LY FOLLOWED BY

’ =
BOTH GUILDS ERASURE FROM REALITY BY THE FOREVER VIGILANT CURSITE MONKS l“ 4
. THE DEPTH AND BREADTH OF GUILDS ENTRAPPED IN OJAN OF FATES PLANS IS K.NOWN ON"LY BY

g~ o
T HE MOST ANCIENT OF FLESH PLANNERS AS ARE THE BENEFICIARIES OF THE GUILDS ACTIONS. h
u,rl e St id -nu ,‘” w 4 .&




RHADAMANTIAN HOLDERS OF
s THE TABLETS

THE GUILD RHADAMANTIAN HOLDERS OF THE TABLETS CLAIMS TO HAVE IN ITS POSSESSION
STONE RECORDED RULES THAT GOVERN THE CURRENT NIETAPHYSICAL REALITY OF THE

< _——g " iy — X g
CITY === ! g .

AFTER CENTURIES OF STUDYI.NG THESE RULES THE GUILD AND ITS ACOLYTES HAVE ADOPTED

“ AN ALOOF AND DISTANT NT DEMEANOR. i oy e ‘ J__{mw
' MOST OF THE GUILD’S MEMBER HAVE THE UNSETTLING HABIT OF BLANKLY STARING PAST

e er——— e
EVERYTHING AND EVERYONE THAT COMES BEFORE THEM IN FACT s HOSE TOO SULLIED BY

ASE DESIRES SIMPLY CANT BE HEARD BY OR COMMUNICATE ‘WITH THE ACOLYTES OF THE
N MW '

}* == SOME EVEN CLAIM TO HAVE SEEN HOLDERS OF THE TABLETS CALMLY WALK THROUGH :
| : PERSONS BUILDINGS AND THINGS OF A CHAOTIC LEANING - AS IF THEY WERE NEVER

- e, gy VAP 22 AR o mm

e mr

=1 THE KNOWLEDGE MEDITATIONS AND INSIGHTS THE ACOLYI‘ES OF THE TABLETS HOLD ARE

" ‘DEEMED HIGHLY VALUABLE BY ORDER SEEKING GUILDS. oo g - X
=% THE RHADAMANTIAN HOLDERS OF THE TABLETS ARE OFTEN EMPLOYED AS | THIRD PARTY

S v “ <>
3 ; JU DGES IN THE INT ERPRETATION OF ANCIENT OATHS PROMISES AND CONTRACTS. L

VS T B A T T A RS e A A S

THE GOSSAM ER CALM ED

> «;Y;.»aa:e; @?,

1

O R N A lr}w& e .'” 0’ -“J <§?j ===
EXPERTISE: HAUNTING MUSIC i

' MODUS OPERANDI: CONSUMPTION OF WORK

LEADS TO FEELINGS OF BLISS
e Sl o - id»."
ORIGINALLY COMPOSERS AND PERFORMERS OF TRADlTIONAL FUNERAL DIRGES, THE GOSSAMER B

ittty o,
CALMED WERE BANISHED FROM T HAT FIELD SOME TIME BEFORE THE GUILD WARS. &W

(2 R o RN

SRR 1 T —— 1))

HISTORmS THAT THE BANISHMENT WAS DUE TO THE GUILD "MUSIC’S TENDENCY TO

i i ' DEVOLVE BURIAL RITUALS INTO SENSUAL NEAR- ORGIES \\ Y 4 -ﬂ‘k@“«.\\\‘
AFTER PROFANING ONE TOO MANY ANY SOLEMN BURIALS,  THE MEMBERS OF THE GUILD BECAME :
3 WANDERING MINSTRELS, S, WHO HO SHARED THE SECRET ART OF CREATING MUSIC THATWAS o
BOTH SADDENING AND ORGASMIC m »( ; 3 1) E &‘y A Y =
| MINSTRELS OF THE GUILD CAN BE FOUND IN ALL QUARTERS AND LEVELS OF THE CITY,
'PERFORMING TO SHUDDERING sossn&éﬁélz)—ms &) | % =Rl 1 | l “ A =
THE GUILD'S INSTRUMENT OF CHOICE, THE MEERPIPES, REQUIRES EXTENSIVE AUGMENTATIO i
AND MUTATION TO BE PLAYED EF EFFECTIVELY l l‘* ‘ . ’ LL lq

\ MANY OF THE GUILD’S MEMBERS ARE WITHOUT THE ABILITY TO TALK, NOW
E TO COMMUNICATE THROUGH THEIR MUSIC. | @

m’f =

i
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Visual Generator Instructions

« %tﬁb A i e e e LT T et 'ulml".'.’.'llnuummmrﬂ?‘
-, TO GENERATE THE APPEARANCE OF GUILD MEMBERS AND THEIR BASE OF OPERATIONS, / ?

ROLL ON THE FOLLOWING TABLES AND CONSULT THE RESULTING TABLE IN THE VISUAL 3

%

f Qt GENERATOR.
N
\\\\;3
ROLL A D6 AND A D8 ON THE ALLOCATED VISUAL GENERATOR PAGE AND USE THAT GRID

'f‘,’?];i SQUARE AS A REFERENCE.

N

' COMBINE THAT GRID SQUARE WITH A RESULTING GRID SQUARE FROM THE ASPECT VISUAL m
GENERATOR INTO A COHESIVE GUILD MEMBER AND THEIR BASE OF OPERATIONS’ :

APPEARANCE.

SRR, \%7

S.  WHAT DO THE GUILD MEMBERS
\\ LOOK LIKE? ROLL A D6:

~

//,a/‘!'

\
N
=\ 1) PAGE 31.
{ 2) PAGE 32.
X 3) PAGE 33.
T 4) PAGE 34.
5) PAGE 35.
_ 6) PAGE 36.

e i 7 -7 1) PAGE 37.
‘ ’ - 2) PAGE 38.
| 3) PAGE 39.
4) PAGE 40.
5) PAGE 41.
6) PAGE 42.

:
k
[

COMBINE WITH,

ROLL A D12:

1) PAGE 43.
2) PAGE 44.
3) PAGE 45.
4) PAGE 46.
5) PAGE 47.
\ 6) PAGE 48.
| 7) PAGE 49.
8) PAGE 50.
| 9) PAGE 51.

10) PAGE 52.
11) PAGE 53.
12) PAGE 54.
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HOW TO USE THE JOB GENERATOR
c LT

JUST AS THERE ARE MULTITUDE OF GUILDS THAT EXIST IN THE CITY, THERE IS A NEAR INFINITE AMOUNT OF

b T

NASTY WORK THOSE GUILDS NEED DOING THE GUILD DOG UNDERCLASS OF INFINIGRAD IS ALWAYS WILLING|
TO GET D[RTY DEEDS DONE OFTEN FOR DIR.T CHEAP BUT OFTEN MORE EXOTIC FORMS OF PAYMENT MAY

X Y, 0' L
PRESENT THEMSELVES ¢

3 AN\

“'WHAT HORRIBLE THING DOES THE GUILD YOU GENERATED WANT DONE IN THE CITY'-’ WHERE DO THEY WANT IT

'co '

MPLETED AND WHAT HORRORS AWAIT THERE? MOST IMPORTANTLY WHAT PITTANCE OF PAYMENT ARE TH

AW AW T W

Rt - R
GO]NG TO OFFER TO UNLUCKY GUILD DOGS FOR DOING IT?

WTER G e\ AT

ROLL ON THE FIVE TABLES BELOW AND COMBINE YOUR RESULTS TO FIND QUT! ﬁl A

[ ¥/ 795 Ut B A )
. | DESIRED JOB DANGER
TARGET ) orion LOCATION AT SITE

)

| EXAMPLE:

TARGET

PROCESS OF DISAPPEARING. [
EER T

CALM, SUBDUE OR MESMERISE TARGET. 2

AR A

~ IN-BETWEEN PLACES; ALLEY WAYS CROSSROADS ROOFTOPS AND THE L]K.E

JOB LOCATION

- O —_—

DANGER AT SITE A LINGERING AND DEADLY CONTAG[ON WAFTS THROUGH LOCATION
v o e s

] MEDICINE, SURGERY OR REJUVENATION.

Uy g, NG

THE SCAVENGERS OF THE LARVAL WANT TO RECOVER SEVERAL SAMPLES OF A PECULIAR AND RARE MINERAL )

oescema . T R | 3% TN S

THAT FORMS BRIEFLY ON THE TONGUE OF THOSE RECENTLY KILLED BY THE CRYSTALLI.N'E PLAGUE

A RECENT OUTBREAK HAS OCCURRED IN A SQUATTER INFESTED ALLEYWAY }\%

= e

 SAMPLES WILL ONLY BE AVAILABLE FOR THE NEXT D4 DAYS BEFORE THEY ARE BLOWN

(BBELLGERENT corrsE cas i N Y

it | THE SAMPLES MUST BE ENCASED IN SPECIAL]ZED HOLDING CHESTS TO PREVENT FURTHER INFECTION
' F LWL __
5‘ THESE CHESTS ARE THE SIZE OF BEER BARRELS AND ARE INCREDIBLY HEAVYA.ND UI\TWIELDY | 2

IN EXCHANGE FOR D12 TOUNGESCRAPINGS (EACH IN INDIV'IDUAL QUARANTINE CHESTS) WORTH OF SAMPLES
THE GUILD WILL PROVIDE D8 STONES OF HEALING.

DESIRED ACTION
s




- A TG - TR @ |6 S W BTSN - e QEESSSET

Tar et ofJ?b

1. AHOLY ICON OR PERSON THAT BESTOWS

P [ - 7 ) * A T

ﬁm STRUCTURE, ICI)RVDE.R AND CALM

 aee—y L > S e e

5 2 SOMETHING OR SOMEONE THAT DOESN T

e L R SRR .

\ T T, I-.nu\u

MEMORY OR PART RECOLLECTION OF

e \e L NS L EER

SOMEONE/THING
o e e L &, - [NRNES | M“—vﬂ
| 3. SOMEONE OR SOMETHING TAKEN FOR i
\M VEEEEET—— ===z S [ B T VNS LS B UTRRY,
My i 0 . l'gﬁ GRANTED BUT VI:I‘AL AND IMPORTANT, “n/{o§T
: GOODWILL OR HAPPINESS ' SEE RIGHT THROUGH TARGET
'K d &m 2 e . =} =Y = VRS
N2 APLACE EMPT Y, BARREN OR e 4. A GREAT MIND OR A DEVICE OF LEARNING
-mdmmn“‘\;‘u‘, i ST = | Sereemm. = BT SRR | Tt T
ISOLATED, A PERSON FOOLISH 5 LA T

> mxmi.:.t-mnwmmm
R AND BLATHERING OR ALONE

e m—— i

5. A JUDGE, A DEVICE THAT REDUCES ALL TO

S AL ST A YA W N A - m—ﬁ"z =W, =) ||| ==Sm=1¥ a’!
AND VACUOUS = THE SAME LEVEL i
RS SR N T g\ s e S e | || e | |
3 SOMETHING TINY, A DEVICE THAT

6 = 6. A BEAST OF IMPORT, A BIZARRE AND RARE
o TCITE | AV ) \ q Hpas |z | mmeeemea s I = ) E—
MAKES THINGS SMALLER OR SOMEONE = ==

IN THE PROCESS OF DISAPPEARING
=cZee LW TN rar TR W

;4. SOMETHING OF GREAT MATERIAL §%. >\
Lk . % LT LT A RSN \Q\
e ALUE A HOARD OF WORTH OR A ;

5 e e \y -

g VAULT A PERSON DEALING WITH -

B o B e

o5 . »%  GREAT UANTlTIES'OFWEALT
7/// : Q H
i/

B ¥ =
2% 8. SOMEONE OR SOMETHING LARGE BEYOND%
7 % 72 RECKONING AND NORMAL DIMENSIONS
7"? - =1 2
\)

9. A MATERIAL PERSON OR DEVICE THAT
/ GIVES SUPPORT AND STRUCTURE TO THE

T == L —— IR

THINGS AROUND IT

U .S l,_\%

&), 10. A DEVICE OR IPERSON EMPLOYED IN HE= '1

?‘ R == -

e
5. SOMEONE ACTIVELY PERSECUTING

p € PURSUING OR OTHERWISE ANNOYING
e ey o
5 THE GUILD
- 6 A SUBSTANCE OR PERSON THAT LEADS
— T ! W—— e
TO AN ABUNDANCE OF GROWTH

7 G

—nh
EVIC EVER BURNING, TO]L]:NG AND

CHURNING, SOMEONE Wio CANNOT
Bl i
CEASE WORKING
B T RSN S,
A MONSTER, PARTICULARLY TERRIFYING
TRl [/ | AN L T NS \
10 THE GUILD
A [T ST G ] | T i ==
A DEVICE DIGGING DEEPER AND DEEPER 3
o o
INTO REALMS UNKNOWN, SOMBONE CLOSE
/S 7 o Vi _'_l” P RN NN
TO THE SECRET CORE OF THINGS
(IN_& - 74 ) A A Y 5/ M, - SR
10. A FIGURE, GROUP OR DEVICE IN TOTAL
el D _.'//""‘- S
"-o'p'msrrmN TO THE GUILD, THE GUILD’S *
‘ - r______/ =7\

- NEMESIS
B o S P up [ 0P S G _

TORTURE OR THE DESTRUCTION AND

"‘r : T — SEE= )| | A= RS

» W= DESECRATION OF SACRED THINGS




Target of Job

= —J-:d\ w
WAY, A PERSON WHO LEADS OTHERS

I s W TE e

2 A DEVICE THAT MOVES THE WORLD AROUND

I, A PERSON WHO CAUSES REACTIONS IN

L

OTHERS WITH SILENCE AND STEALTH

Baint Sv

L ===
3 SOMETHING OUTSIDE THE REALM OF THE

PHYSICAL A PERSON WITHOUT A BODY
I RS LD IV T L L it
4. AN INTERNAL MECHANISM FROM A LARGER |

WATE * & ) W

DEVICE A SPECIFIC INTERNAL ORGAN OF
SOMEONE DEEMED IMPORTANT

joEmmmUm ¢ Ve’ Y RS WowTERAERS L

5. ADEVICE OF HARSH CLEANING SCRUBBING :
| == | \ 3 Emmantd
AND REMOVAL A PERSON WHO CLEANS
1 rn L ——
CLARIFIES AND POLISHES 3%

|1 WA @ IR - AR

A SACRED SPECIAL OR OTHERWISE

P

l“k

FEES— | LAY re——
7. A DEVICE OR PERSON EMPLOYED IN

e P

TRANSPORTATION
| R

OMEONE OR SOMETHING LUXURIANT,

' SENSUAL SOFT WELCOMING OR

‘I | AR e
9; A DEVICE OR PERSON ENDLESSLY

CONSUMING
" A P S et o Y~ A
. 10, SOMEONE OR SOMETHING THAT ONCE

([ el 2 1| H 3.3 ST

BELONGED TO THE GUILD, NOW LOST

,./_ms_

AR RO %
: A.é%»lo AN INDIVIDUAL LONG DEAD OR DYING A
— s DEVICE NOW DEFUNCT, UNUSED AND
Sa s

=

e T

HAT LEADS TO HEALTH AND

4. ATWIN OR SET OF TWTNS A DEVICE OF

(ERRY TR

‘IN’CARICERAT e
IR AN AN Y ES A PERS'ON WHO
ENTRAPS OTHERS
-~ RTRTTRTIPT T AL JI 1717
6. A SUBSTANCE OR DEVIOE THAT/I/I/\I”D/IJCES

[T
VTN 2411814002 I

CHAOTIC CHANGES A PERSON WHO
CONDUC’II:S’ CHAOTIC EXPERIMENTS.
Z AN INDIVIDUAL OR HOLY TTEM THAT ;&%WX’W
g crsm&&"{}"ﬁ%m?ﬁgw C

o— 0

8. SOMEONE CLOSE TO THE EDGE OF

SN S A THREETAT {

EREAKDOWN OR COLLAPSE, A DEVICEII//&/;I’I:‘JJ
VITAL IMPORTAN CE SPU'I"I‘EIRIING AT TIH-EE ‘

— WAV 1L W DL L T —
I END OF ITS LIFE

9. A RECORDING DEVICE STOCKPILE OF

T
g T Vg LT T o

RECORDS A HISTORIAN

e S bl O

A

SN S S A




Desired ActjoT:—zL

GHOSTLY COPY

!_2 HAUNT A TARGET OR REPLACE IT WITH A ¢

3 MAKE TARGET DISAPPEAR

'ENFORCE A NEW THOUGHT IN TARGET
5. ]/313_11:1_('}‘JUSTICE TO TARGET

/ ”/r/; 6. FEED TA—RG-ET—OR EAVE TARGET ET EATEN _-
/ (EITHER PHYSICALLY MENTALLY, R =

{ == —— 3
N MAGICALLY) B
3 e et iRt S o s i o o _
7. DESTROY TARGET >
— - ’
8. CAUSE TARGET TO GROW TO AN ENORMOUS ;
D e — — - —— — i S

9. FREEZE TARGET IN PLACE TURN TARGET TO ,/
/

STONE CAUSE TARGET TO STOP/ CEASE

10 DESANCTIFY OR OTHERWISE CORRUPT . -»

1. INSTALL OR DELIVER A GIFT ORBOONTO . = -

TARGET.
5 CREATE A VACUUM AT TARGET, PHYSICAL OR
MENTAL.
3. SEVERELY REDUCE THE SIZE OF TARGET OR
CAUSE IT TO WITHER AWAY. e
4 EXTRACT WEALTH, MATERIAL OR OTHERWISE,

FROMTARGET. -

"

!ﬁm‘jﬂl'u‘ 6. EITHER CAUSE”A TARGET TO COMPLETELY = ! /
OVERGROW OR BE MOVED T0A LOCATION 5 W
IT DOES NOT BELONG =
7.SET FIRE TO, OR OTHERWISE MAJESTICALLY =5
AND OBVIOUSLY DESTROY Y TARGET.

E ;—“'”‘

\_ s e

8 TERRIFY TARGET )
9. BURY OR TAKE TARGET DEEP BENEATH THE
e

CITY.




Desired Actio'n

| BRING PEACE OR A NEW WAY OF THINKING
ABOUT THINGS, WHETHER IS  WANTED OR
NOT R

2. INDUCE HUGE INCREASE IN SPEED AND
MOVEMENT WITHIN TARGET

2 REVIVE, REGROW OR RESUSCITATE TARGET

COUNTERTETT COPY OF TARGET
B CAPTURE TARGET AGAINST WILL
6. CAUSE anos OR INDUCE MUTATION WITHIN

Q‘ i RELATING 10 TARGET
t 9, 5 BRING TARGET TO THE POINT OF BREAKING
N - v

; (BUT NOT ACTUALLY DESTROY)

@t&\\\‘” ‘ 9. CREATE DETAI'LED RECORD OF TARGET FOR

‘/ 7 \M \’ rPOSTERrrY

| 'METAPHORICALLY
2‘ GA_UGE CATALYST FOR A LOOMING

3
. EVENTUALITY ASSOCIATED WITH TARGET§
3. TRANSPORT 1 TARGET TO A NON PHYSICAL i

J }'l REALM

P s c—

{ 4 IN_TERAGT WITH INTERNAL WORKINGS OF

f TARGET TO CAUSE EXTERNAL CHANGE

5. CLEAN, ERASE OR OTHERWISE ERODE
TARGET

‘ 6. CALM, SUBDUE OR MESMERISE TARGET

oo GRASP, GRAB AND TRANSPORT TARGET

8. ENVELOP TARGET WITHIN THE €10)19))

OF TARGET
I’“’l,\\\ e /Z,///\\‘__ Ll ) )




T U £ S a4 « WAV A NTASR YV

Job Loca t;o

N2

VAN

Y A

A TEMPLE OR CHURCH DEVOTED TO GOOD
AND HOLINESS

; 2 AN ABANDONED BUILDING EMPTY LOT AN

&‘1@ AREA DEVOID OF HABITATION ,ﬂ
AT LN
oo i 3. A PRIVATE DWELLING, EITHER MODEST OR
‘ OBSCENE .
1l e L

{(
4. ABANK, VAULT OR STORAGE WAREHOUSE h",‘ i 7 0

|| 5. ADOCK, PIER OR WHARF, A PLACE OF WORK
. ONTHE WATER i

—
e j#16. HEAVING AND OVER POPULATED TENEMENTS

-r-"' TEEMINC -

'f", TEEMING WITH CONFLICT

* ~| - 7. AFACTORY OF GRINDING GEARS AND
* BELLOWING M MACHINES _ o
| 8 A PLACE OF MONSTERS; BREI‘ED-IN-(":-~ B e
| LABORATORY, SPAWNING GROU»E)?\N?TE{TE " I/
T T Ry T e }]’I, [T } \\IM ‘Ilé il
9. SOMEWHERE BENEATH THE CITY. SEWER ’ 1, i A PLACE .9F-{EI,D.GE¥ENT
\ * TUNNEL, CAVERN AND THE LIKE M 2, SﬁHWBEEE_HﬂET?R.?mm’G b }% (
) 10.A PLACE WHERE WEAPONS, N MAGICAL OR /) ..... (CTHERWORLDLY SUBSTANCE Z, / 7 N
LR e 5 APOOL FOUNTAIN GARDEN OR BATHHOUSE

g7 D R AL TR

4. WIZARDLY PLACES MAGIC LABORATORIES,

s wm ittt e 7

GOLEM FACTOR]ES PORTAL MAZES AND T

_PEs

7 A RUIN FORLORN AND BLEAK y

8.A PLACE OF CYCLOPEAN ARCHITECTU RE,




] ' s e B Lom s 4 TR N

Job Locat1on

~ A ﬁ et %‘cr-'\'-' : £ 4 “:"\"

—,... -

2 BUSY SQUARE, AMPHITHEATRE OR PUBLIC E
_HALL, A PLACE WHERE LARGE CROWDS )

- GATHER !
3. A FARM MUNDANE (DUST, FOOD, PEOPLE,

Ser e ® -

“BEASTS, ETC, ) OR MAGICAL (ELEMENTS,
MINERALS, EMOTIONS, MUTATIONS, ETC. )

4. APLACE UNDERGOING TRANSFORMATION =

5.A PRISON OR PLACE OF CAGES AND TRaPs [

S

¥== WARPED BY THE GUILD WARS

Nl

\\A PLACE OF TRADE AND COMMERCE;
-~ MARKET, WORKSHOPS, TRADERS AND THE

? CROSSROADS ROOFTOPS AND
1 A LIBRARY OR PLACE OF STUDYAND \‘ \\ ‘\\ Uy e— THE LIKE
,' 9 SOMEWHERE EON FORGOTTEN (DUNGEON)

IOA GRAVEYARD MORGUE CRYPT TOMB A

N —

PLACE OF DEATH

R \VI, APt B\} l

2. SOMEWHERE HIGH IN THE AIR

3.A PLACE EVER MOVING (ROLLING HOUSE

; \\\\\.\ =
\' CARRIAGE BOAT FLYING MACHINE]

. e

4 ASLAUGHTERHOUSE BUTCHER SURGEON

T LI L LR

OR OTHER PLACE OF BLOOD AND MEAT

i\

\! \\\ STORE OR DUST FACTORY
I

—r ss w) sr - s N

L v amwmans

6. ANOVERGROWN PARK, VERGING TOWARDS

FOREST A WILD NATURAL PIACE
= ——— - S
g 7. A GREAT WALL OR BORDER, RIGID BOUNDARY

= g
.B “=<7 BETWEEN SUBURBS, THE THE LOWER DEPTHS
—_— )= = ooom
ﬁ 'OR BEYOND THE CITY :
- 8. AN ISIAND SURROUNDED BY D BY WATER (OR

MORE EXOTIC BARRIERS)




N S SRR - - L
el AT RN PAREC, £o2 RN E DT s 02 T D (T

Danger at S1 te

LO—CAL _L’(_)PULATION OR DEVICES OVERLY

FRIENDLY AND INQUISITIVE WON i LEAVE
OUTSIDERS ALONE

J »
2. LACK OF AIR AND MANY CHOKING ‘

—_
CRUSHING SPACES L

3. EVERYTHING AT LOCATION SEVERAL SIZES

a _TooBIG Gy > '\'
4 “FooL’s S GOLD, COUNTERFEITS AND ,’ y .

T A A i ——

WOR
THLESS COPIES OF VALUABLES ARE =
BOUNDLESS AT LOCATI@ / /{‘ 4

- o —————

S. THU NDERING GEYSERS AND TORRENTS OF

WATER., el S - w
6. LOCATION HAS BECOME ME OVERGROWN WITH"
SOME DEADLY VEGETATIVE OR MiveRay, (8

AND REGIMENTED 3

o S — - —

2. ETHEREAL AND OTHERWORLDLY GUARDS,

“ A GHC GHOSTS, GOLEMS OR SUMMONED BEINGS
"é 3. TRAP DOORS AND INVISIBLE WALLS

— "

T 4. LOCATION IS A CONSTANT TEST FOR THE

*‘} i 2

S. AN EXTREME CLIMATE OF HEAT OR COLD 3

6. INFECTED WITH HORDES OF WILD BEASTS l

T S
T A REAL AND WELL DOCUMENTED CURSE IS &
R —— ;
ENACTED ON THOSE WHO ENTER LOCATION -
8. LOCATION IS SO LARGE DISORGANISED AND *

WS SO .
IABYRINTHINE THERE EXISTS THE w
B AL AR TR DI D S

\ POSSIBILITY OF BECOMING LOST THERE
,,;}BEE\-I'ER &:" .f-}
9. CHURNING AND OUT OF CONTROL MACHINES
rPOSE A CONSTANT THREAT FOR UNWARY

10. ENTIRE LOCATION IS AN OBSCENE

R e

s waon ey AR INTRUDERS R 3
- ——

> 6‘ ~w 10 ZEALOUS, NIGH SUICIDAL GUARDS P



: & R e

R .‘.@ 1. AN ABUNDANCE OF LIGHT NOWHERE TO
L |

2 DEADLY HEIGHTS AND BELOWING GUSTS £ 3

3 LOCATION IS EITHER MADE OF, OR

i PERMEATED WITH A SUBSTANCE THAT §

%
' . S '
.~ i IMPINGES ON AMBULATION : 20
. l '.4:", 2wz &
4. PARASITES SKULK AT LOCATION, WAITING ‘ ’nyf ) .'@,-
FOR FRESH HOSTS | : ” " @;‘" =4

5. LOCATION IS FLOODED 5 =

6. LOCATION AND IN'HABITANTS ARE TOO
BEAUTIFUL, INNOCENT, OR OTHERWISE

7 1. LOCATION INDUCES INTERLOPERS INTO A

L AT W S o SRR F Ea
»

STATE OF PASSIVE AND STUPOR- LIKE CALM

T AT e DT AV P

LOVELY TO HARM OR AGGRESS
' 7. TRAPS THAT GRASP, PULL, CLAW AND 5
ENTOMB /// R,E.:PLACED ms\TAﬁTAqE%swL\{ ‘NIGH
8. LOCATION IS INCREDIBLY SE! SEDUCTIVE B ": )IT\E 'EQI'EIE 0 KTLL OR DESTROY = ,,': ;/ 7

LGB~ SR

) RECORDED EITHER FOR FUTURE

SIS -

PUNISHMENT OR THE CREATION OF

B i

o e

SUITABTX MAD OR AGGRESSIVE i

' MuTATIONS
% INHABITANTS OF LOCATION ALWAYS KNOW

DTN
EVERYTHING

e e

;. 8 LOUATION IS NEAR COLLAPSE ARCHITECTURE

e s - O

'RY ALIEN INHABITS LOCATION *

- S




ﬁl

1. THANKS IN THE FORM OF BASIC GUILD

(T

SPECIFIC SERVICE
2. VAGUE AND EMI’['Y PROMISE

IMi

j i s MINIATURIS'ED“'LI:REASURE
4. GOLD, CURRENCY, CASH

| 5. THE PROMISE OF NO PUNISHMENT IF JOB 13

i ki SUCCESSFUL ;

6. VEGETATIVE TREASURE

7. GUILD SPECIALTY MAGICAL WEAPONRY

‘.' ARSI 1S W

= - 8. ATAMED OR TRAINED MONSTER
9 LOCATION OF A PIACE EON FORGO'[TEN

(TREASURE FILLED DUNGEON)
10. GUILD SPECIALTY WEAPONRY

:ﬂ

i

B

5. PERSONAL GUARDS FOR PROTECTION £
- 6. GUILD WILL STAGE AND HOST A FEAST PARTY ot

SIS,

OR BALL IN HONOUR OF DEED

=

pa
© PARTY <5 :
e
= 8 TREASURE, TOO LARGE AND UNWIELDY
‘=—"‘ VERGING ON RIDICULOUS
" —— 5
9 TRADE GOOD MUNDANE AND HEAVY ' -B
10. UNIFORMS, STATELY CLOTHI‘NG OR

e

=

=
=




X4, . LASNA 4§ - BT P i SR AR T TN R N SN e
TR W\ LR AL Tl AR SLLIE R Y 20e 2 700 o

> ~

1. DUST, CHEMICAL OR ALCHEMICAL WONDER o
A"lh’”"l"! e

2. SWIFT TRANSPORTATION _ = W

VEWs SHBMIMIT B N 7 - f . 77

3. MEDICINE, SURGERY OR REJUVENATION

A AR, ' BETE VG T g™ ‘" %"

p//

6. BODILY AUGMENTATION INSTALLED BY\\ P

GUILD'S SPECIALIST /= 4«" “

AR A w—— .

7. A PROPHECY, PREDICTION OR INSIGHT INTO
Vo AN e

Y 3;‘%\__‘ THE FUTURE , "2;.-\
' 8. SOMETHING BROKEN

Bty "//@f//" ;s
_ 9. AN ANCIENT ARTIFACT (MAGICAL ITEM) t %

SA TRV it

IO‘GUILIS WILL L ATTEMPT TO KILL A SINGLE

..... s ettt

INDIVIDUAL NOT AFFILIATED WITH ANY

.,,, - e < sy,

GU]LD BOTHERSOMIE TO THE PARTY

/ AT T o
- LT, $

15 KNOWLEDGE NEW METHOD OR SECRET

2. A SPELL CAST BY TI-IE GUILD’S SPECIALIST
=7
3. A TREASURE THAT QUICKLY FADES THROUGH

CONSUMPTION m% = " :

<'I‘} 4. INVIGORATION OF INTERNAL WORKINGS

.-m\\_—_;

5. THE REMOVAL OF AN AF FLICTION

s Y NNRee

6 A SAFE PLACE TO REST AN D RECOVER

e

?j 7. THE GUILD WILL BESTOW THEIR SERVICES

e — =

'~ F ULLY AND TOTALLY FOR A SINGLE JOB ;;;:—:

XA J \ b \
o e \\\\ A\
.VARIET‘Y OF BENEFITS A ,”/[/, A \\ \ \
9. GUILD SPECIALTY ARMOUR

= W

) 10. HELP IN HIDING AND DISSAPEARING » '? stk )



MISCELLANIA

R B ul.%
7 I .H“! |-t
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=
v
~
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S
O
O
~
2
S
©
~

2

)"-’K e
A=
il
(s
%

()

habdli

[

o SRR
e

)

&9

3@@@
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A A0 e BY
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L e e - pe s oy BCEICTEN RS 2 ATEARS

, ,_, ol i ] _ 1. EMPTY, PLACE OF RECREATION _
o i - AT SESTEY IR R AT N '
- mfgr‘y ‘PI.ACE OF REST _ - M- 2. EMPTY, PLACE OF ORNAMENTATION 1)/, b
][PTV ' L Ll o VT =
- 2 E ..:G&SELAC-,_E.O.F SLEEP : I & : : o 3. EMPTY, PLACE OF LAVATORY
3 'EMPTY, PLACE OF EATING 7w : ‘ St 4 S R
4. EMPTY, PLACE OF BATHING ¢ f' g
5. FOE, SLEEPING OR RESTING T 5.
6. FOE, EATING OR DRINKING o
R Ad
7. FOE, IGNORING TREASURE A &
. o ok 4
8. TREASURE, SUBSUMED IN LOCATION ~
w_‘ ',' i S | %I_iA_PVENTURP‘.-

9. TRAP, NATURAL HAZARD INHERENT IN m %' 7. FOE, INDULGING IN TREASURE JRE S

12 FOE, USING DEVICE TO CONDUCT 1. DEVICE
RELATIVELY MUNDANE ACTIVITY

3 {

‘AEN“RONME_FI ‘fm RS g Tliﬁ;\EUi}Ec OUT OF PLACE AND UNUSUAL | |
g\ 10.FO, TRAPPED IN NATURAL HAZARD OF z: : Al o. TRAI%EEZF:E%TWKRE??JE&%E?&F%;

* ENVIRONMENT T URFTT 0 TER PR woRK R AR e
11.DEVICE SPECIFIC ANP_HLT{EEEM O ok 10.FOE, USING TRAPS TO THEIRADVAN:I‘AG - |
ENVIRONMENT, EXPECTED BUT p——— i p— INTERLOPER? W ; i

4 : _FROM LSEWHERE

2. EMPTY PLACE OF RITUAL AND WORSHIP

3. EMPTY, PLACE OF MENTAL WORKAND 7

2. EMPTY, PLACE OFWASTE DISPOSAL gf.%{

B SRR TSN

S. FOE PHYSICALLY TOILING

RESEARCE =\
4. EMPTY, PLACE OF GROWING o
5 oy pieed g 'L
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THE CITY ROILS OVER A CORRUPTED AND MUTATED PLANE OF
INTERSECTING MULTIVERSES, A SITUATION BROUGHT ON BY
WANTON ABUSE OF MAGICAL WEAPONRY DURING THE ALLEYWAY
CONFLAGRATION.
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AFTER LONG EONS OF FIGHTING, THE LAW WAS INTRODUCED. THE
LAW IS A CURSE THAT PREVENTS ANY OF THE GUILDS DIRECTLY
RAISING ARMS AGAINST ONE ANOTHER.
ONLY THE ADVENTURERS, THOSE VAGABONDS WHO EXIST

OUTSIDE THE NORMAL STRATA OF THE CITY’S SOCIAL SPHERES,

AND ITS INFINITE NETWORK OF SHADY ALLIANCES, CAN TRULY
T CLAIM NON-AFFILIATION WITH ANY OF THE GUILDS. ONLY THEY

=5 CAN KEEP THE CENTURY LONG CONFLICT GOING.

THE BLASPHEMOUS ROSTER IS A RESOURCE FOR GENERATING THE
UNTOLD MYRIAD OF GUILDS THAT INHABIT AND INFECT THE CITY
AND THE BLUEPRINTS OF ENDLESS CLANDESTINE MISSIONS THAT
THE GUILDS NEED DOING BY UNLUCKY GUILD DOGS.




