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FOREWORD

Many boeks have immertalized the exciting exploits of famous
and infomous bands of thieves: Rebin Hoed and his Merry Men, the
brigands and  highwaysen of Elizabethan England, and the
buccaneers of the high seas, as well as fantasy counterparts like
Fafhrd and the Grey Mouser, In the fantasy role playing (FRP)
rule systems and playing aids published to date, however, the
class of characters known s Thieves have been consistently

underuytilized n mest adventures ayer thieves sccasiongll
move to tﬁe @nre‘runt when a purty’n28359n loct nlckeg or a tra

disarmed; but the rest of the time, they function as second-rate
fighters, o role for which they have little natural aptitude, By
developing rules te cover g wide array of thieving gctivities
and designing some different types of scenario sitvations, we @
Gamelards feel we have overcome these barriers, and have found n
way to capture the excitement of cemmitting the *perfect crime"
within the fantasy gaming context.

Thieves’ Guild is the first of a continuing series of player
and GR a1ds providing rules and scenarios for adventuring in the
medieval  uwnderworld, Each  scenario  revelves areund *he
commission of @ crime of some type (burqlory, armed robbery,
nurder, etc.). The player thieves must “"case" the scene of t
crime, gathering information and formulating the plan of attack.
During the actual robbery, thex nust remain constantly alert to
aveid the potential perils posed by guards, traps, and unforeseen
events, tven after the crime has been committed, the adventure
is often not complete, for there may be priseners to ransom,
boety to fence or uvengxng ursuers to escape, Te further their
chances of svccess;, the  thieves may use game rules governimg
disguise or special combat tactics.

The play-testing sessions for Thieves? Guild indicate that
the scenariss presented herein aré @ Il¥ely did entertaining
chullenge for small (3-8 player) playing groups. We are pleased
to be ahle to offer a single puckuae that provides both rules and
scenarios for fantasy gaming, which allows the beginning gamer to
start play almoest znnedxuteiy. However, we suspect that we have
only scratched the surface of the potential in this area, The
additionnl playing rules provided are of a natere that they can
easily be made compatible with ether role-playing systems (ADAD,
C&S5, Runeguest), te add ¢ new dimension te existing compaigns,
We hepe to receive feedback and suggestions frem our users, so
that feture editiens can be made even better,
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1nyin
Thitves’ Guild,

ine character creation rules provided

CHARAUTER

CREATIOR
Characters fron any fantasy rele
(FRP) system may be used in
or players may gse

e ——

below.

are
and

In character creation, die rolls
used to determine the physical
sental  attributes  of  each

individual ploger-churucter.

Aéthough the various
the
Runequest, Chivalry &

RP systems on
market ~ (Dungesns & thqaaai

Sorcery, etc.

differ"1In the names dnd Tofal number

of

systens  provide

requisites that are relled, all
inforaation about

several basic categories of human

(and negr human) capabilities,

These

categories are:

1)

STRENGTH - This attribute defines
the player-character’s ability to
perform acts of brute force, such
os  bending metal bars, lifting o
large crate, or sheying epen g
janmed  deer, It may alse
infleence the ease with which
various weapons can be wielded,
the amgunt of dumage done_ by q
syccessful blow, or the total lood
(encumberance) that the character
may carry,

DEXTERITY - This attribute
represents o character’s basic
skills  of nunigulutxon and
agility. It influences the
ability te hit o foe, pick g leck,
or dodge oeut of the way of a
spreng © trap,  In the Thieyes’
Guild™ scenarioes, a distinc¥ion is
made” between actiens re?uirxn

saving rells against COORDINATIO

(intentienal efforts) and those
requiring saving rolls against
REFLEXES (instinctive reactions),
If characters from other FRF
systens are being vsed, and such a
distinction is "net made, apply
their single Dexterity rating to
both types of actiens,

CHAPTER 1

CHARACTERS
Their Creation,
Care,
and Feeding
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NOTE

Thrnu$hou1 Thieves’ Guild, and
the FANTASY SYSTEN, sdving rolls will
be frequentIy mentioned and vsed. A
saving rell is an attempt te do
semething  invelving an  inborn
requisite in order to either prevent
something  dire from huppenxng, avoid
its restlt, or allew the character
involved te accemplish semething
extraordinary  {(far beyond his/her
normal  capabilities).,  All saving
rolls are mode vsing a number of Di2,
vsually 2, although some sitvatiens
{such as breaking down a stoutlY
barred door) might call for the tata
of as many as {0 or 12, The total of
the Di2 is compared to the requisite
invelved. If the total is equal to,
or lower than, the requisite, the
saving roll has been nade. 1¢ the
tetal is greater than the requisite,
the saving roll has foiled, and
whatever dire consequences were about
to descend upon the unlucky head of
the feckless uiaht involved are
descending. The GR  wmust frequently
vse his “own creative judgment in
refereexn% the outcomes of saving
rells, f, for example, a plnger
character attempts ts lea? aboard @
noving wagen, ¢ COORDINATION savin
roll “woul oﬁv;uusly be required,
badly missed suving roll might cause
the player to fall beneath the wheels
of ‘the wngon, sustaining extensive

damage, while a less severe failure
might be interpreted as a headlong
crash  inte @ nearby hedgerew
{injuring  only the character’s
BSI%NSI)V;NMNIINN NMNNNNN NNNDASNENEINONNN
3y STAMINA - This attribute

represents a character’s overall
constitution, his ability te
resist disegse and absorb damage
from enemy blows, poisons, etc,
The Thieves’ Guild scenaries

etilize an edditienal and separate

teguisite, MAGIC RESISTANCE, te
indicate a character’s
sysceptibility to  spells and

nagical  artifacts, If the
eriginal system used fer character
generation does not provide a
sepgrate  rating  for  MAGIC
RESISTANCE, use the character’s
stanina rating for making MAGIC
RESISTANCE saving rells.

4) INTELLIGENCE - Mensures of mental
capability take several fornms,
The ability to abserb knouledge
from baoks or teachers is referred
to as 168 in the Thieves’ Guild

scenarios.  An ingortnnt secend

requisite, DISCRETION, is vsed to
represent comson sense and the

character’s ability to respond
calnl in  tense situations,
TALENT, o third

rd  attribote
represents the  innate nngxcoi
potential of a character and
determines his ability to learn
spells and Rroperly ¥se magical
items, If the system eriginally
vsed for character roll-up does
not include one or more of these
requisites, IQ can be vsed as g
replacement,

S) QTTRA€¥¥VEN§S$h - hThgs ?ttgibuze
represents  be sical beaw
(ABPEQ&ANCE) and QhZ resence 0
leadership qualities (MAGNETISM),

These qualities gvern  a
character’s sexual allure, his
ability te hire aond maintain

loyalty in fellowers, and nay even
greutly raise or lower his general
elievability when _ bargaining,
telling a lie, etc. If the systen
vsed for character rell-up uses
enly @  single measore of
attractiveness, vse this value for

both AGNETISH and APPEARANCE.

To assist in the precess of
converting characters from other
systens ~ to  Thieves’  Guild
specifications, a reference chart has
been prwidegA which nay be found in

Appendix A, CHARACTER COMVERSION.




NEW
CHARACTER

Rules for character generation
for Thieves’ Guild are taken from the
FANTA CGYSTER, o et of
Comprehensive game rules designed by
Gamelords, Ltd,  for antasy
role-playing adventures, If the
reader ¢f this book is new te fantasy

aning, er a new character is desired
o the play of these scemarios, the
next few pages ecutline a set of steps

for character creation,

Initially, the player nust
select the race and sex eof his
character.  In the FANTASY SYSTEM, a
player may choose from a wide nomber
of " races, including these often
reserved for nen-player characters
{for example, nasties Iike kebolds
and orcs), A Rluyer nay choose to he
a nale or female member of any of the
following races:

Heman (HU)
Elven (EL)
Half-elven (/E)
Dwarven (DN)
Hobbit (HD)
Kobold (KO)
Orc (OR)
Urvk Hai (UH)
Half-orc (/0)
Goblin (GO)
Pixie (PX)
Centaur (CE)
Each of these racial types is
described briefly below.

1) Rell 3Db to obtain valves for

each of ten inborn requisites:
Strength(STR)
Cosrdination(COT___
Reflexes(REF) __
Stamina(STH)
Discretion(D5CY
Intellx?ense(lﬂf___
Talent(TAL)
Magic Resistance(MR)
Hagnetisn(MAG)
Appearance(APPY

2) If an 18 is rolled, roll D100O
to determine if the character
pes3esses a Suger-ﬁbxlity:

DIE ROLL FFECT

) Cﬁhnge

+1 to Characteristic
284-975 +2 to Charqcteristic
976-995 +3 to Characteristic
996-600 +4 as gbeve

& roll again

3)  Make the appropriate Racial
Ad justments to initiol die rells,
based on the FANTASY SYSTEM chart,
RACIAL ADJUSTMERTS.

4) Calculate the total damage the
character can withstand before
dying (referred to as hits to kill,
or  HIK). To cempute HIK, add
ad justed strength  and stamina
ratings; compare the total to the
list immediately below. This is
the hit die the player-character
will use throughout his/her career,
Now divide total adjusted strength
mdsmnmabga(nmmmgum,um
add a roll of the character’s hit

die.

TOTAL
............ HIT DIE
04

11-19 Db
20-29 iz
Did
Di2+D4
45 or more Dzd
{(Note: characters  receive
additional rells of their hit
die as they gain experience;
see Chapter 4,)

5) TIdentify any requisite benuses
that the character receives asa
result of his rolled attributes
tsing BONUSES™ ND PENALTIES FoR
REQUISITES,

————nasak

——An S an

1-3

FAMILY
BACKCROUND

Characters  receive  certain
advantages at the start of their
careers’ (in the form of money,
trainings, etc.) as a result of thesr
family ~ background,  All player
characters {whether newly rolled or
adapted) shevld roll a Di600 ond
compare the rpesslt against FAMILY
BACKGROUND .

Seme races have restrictions
glaced on the types of fomily

ackground they can have:

ELVEN - No Guild, No Rabble

DWARVEN - No Rabble

HOBRIT - No Nebility _

KOBOLD - No Nobxlxtf, No Guild

- No  MNobility (except
Royalty), No Guil

URUK - Me Nobilitg (exceﬁt

gozulty), Ne  Guild, o

abble

PIXIE - No Guild, No Rabble
CENTAUR - No Guild
GOBLIN - No Nobxlxtz {except

Royalty), No Rabble
After family  backgrownd is
deternined, the gluyer may rell to
find his initial purse (e.g., ¢
merchant rolls o 7and a 2 on his
2D, then meltiplies the result b¥
50 Gﬁ/gip, equulling o total purse o
9 x 50 or 450 GP). He may then
select his wegpons and training
fields, according to the pracedures
set forth later in this chapter, All
social classes avtomatically receive
types of nen-weapen training; these
skills are identified in the last
coéimn of the FANMILY BACKGROUND
table, .




THE RACES OF GATERAY

HUMANKIND is the nest populevs civilized race on
Mortal men and women, like
COMe

the world of Gaotewny.
their Earth-~dwelling counterparts,
ossortment of character types
-- {rom Conan_ the barbarian
to Sem the librarian. As
thieves, humans postess ne
inborn advantages Aor
disadvantages) iR various
thiefly skills. However, the
very commonness of humankind
is in  itself a benefit,
becavse 2 human thief can
appear alasst anyuwhere, in
almost any gquise, withoet
argusing suspicien.

in a vast

ORCS agre sisilar o humons in height and weight,
bet they tend to have wolfish facial features and
mean-spirited dispositions. Some legends contend that
they are “fallen" descendents of the ancient elven
kindreds, punished bz the gods for their evil deeds
through the less of their immortality, Whatever the
truth of such legendry, the orcish peeples and the
elven peoples share a muteal hatred that frequently
erypts  into war, and not uncomsonly leads to
individval murders and bloed fueds, Orcs in general
disrespect all erganized nuthoritn (with the exceptim
of the military authority of the Urvk Hai), and resent
those whe live in "proper seciety”; as @ resuvlt, many
become thieves, although they possess no particuler
aptitudes for thievish skills. A group of orcs may
sometines band with humans, kebolds, or goblins, to
create o formidable band of hxghuu{nen;.but orcish
temperc are shert, and internal squabbling is always a
threat if one or more feel Y
they are not receiving their
foir  share of the boot“.
Orcs do pessess hypervisioh;
their other sensory abilities
are average. Since many orcs
are socially outcast, they
receive substantial penalties
if they attempt to dxsguxse
themselves in certain reles,

The URUK HAI were originally an interbred strain of
the orcish peoples, designed to produce gn_evolved
warrior class, The experiment wos successful, to an
extent, for the Uruk are larger and strenger than
their iowly brethren, the orcs, However, the Cruk Hei
tend te  exemplify (and xntenszfyf_ the orcish
personulxtg weaknesses, They are terrible bullies,
per!iculer.g in respect to erdering and commanding
their swmaller cowvsins. In eddition, Urvk have suc
foul and quick tempers that orcs seem patient in
contrast, Nonetheless, an Uruk Hai will grudgingly
give respect to these who have proven their flghtxng
competence, Uruk are not subtle or stealthy; as
thieves, they function best as brigands en the open
road, especially when there gre orcs along to do the
Kenigl éobs. The Urvk Hoi do possess hypervision, bet
are_ otherwise unexceptional in sensery or thieving
abilities,

HOBEITS are the small, furry footed people
described by Tolkien, They Rave exceptional natural
gbility in a number of thievish skills {such as Silent
Movement and Hiding in Shadows), and also receive an
autonatic +3 benus ts basic hit .probubxlitg with

thrown  #issiles sling,
rocks, knives, beles, etc.),
Hobbits are in seme respects
quintessential thieves; they
survive by stealth, and are
often doomed when stealth
fails and they are cuught W
in foce-to-face combat. In
nixed parties, hobbits will
vseally get aleng with almost
everyone; however, because of
their small statere, they
seldon assume @ lenéershxp
role within a growp, Hobbits
are extremely fond of food, drink, and pipeweed, gll
of which they consume as many times g day gs pessible,
On any adventure, they will wseally carry @
well-stuffed pack, and will insist (loudly) en requlap
breaks for cuctennnce owan in  the midet af crimingl

activity,

DWARVES are a short, sturdily-beilt peeple that
frequently reside in immense wnderground cavers
complexes that they have constructed beneath the
noontains of Gateway., The dwarves are a preud,
artisen  race, who rejoice in crafting and owning fine
nateriol pessessions of iren, silver, and gold. "It is
this love of wealth that
drives the dwarven tribes
into contact with other parts
of civilization, s fighters,

merchants, and (frequently)
as  thieves,  All duarves
recieve an avtematic 301

bonus to their ability ¢te
sense the presence of traps
in their  wicinity,  They
possess  hypervisien  and
receive a + te basic hit
robability when  usin
amkers  and  axes, Al
dwarves autenatically receive
twe artisan trainings from
the Merchant category (see Training Fields below),
regardless of their fomily seciol “status. Dwarves
nake good odditions to almest any theivin% band; yhe!
are reasenably stealthy, and often have the ghysxca
strenqth and weapons ability to make good highwaymen.
On_the debit side, dwarves are notoriovsly greedy and
will wsually demand extra shores of aq treasure in
return  for hazardaus duties perforsed dering a
robbery.  Dwarves have a deep and abiding hatred of
herses, and few can uillinql* ride zven o awle for an
extended peried of time,” The dwarven peogles have
shared a deep emnity with the gqeblins for many
thousands of years, due te their perrenial struggle
for control of the subsurface areas of Gateway,
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There are three ELVEN kindred present on Gateway:

the Svlvan (woed elves), the Sindar (grey elves), and
the Moldor <(high elves). If a player choeses to
he most roll @ Di0 to identify the

Bortrcy an elf, d
indred represented (i-6 = Sylean, 7-9 = Sindar, 10 =
Nolder), ALl elves receive an awtomatic +i to their
basic hit prebability with swords and bows; they have
a 307 chance of sensing the presence of secret doors
or panels, and o 60X chance
of locating such abjects if o
careful search (requiring §
ninute per S’ square grea) is
nade. Elves are virteally
immyne te disease; they do
aet age by human standards,
though they can be killed
through combat, nisfoertune,
etc,  They alse pessess
hypervision (the ability %o
see ¥p te 607 in nighttime
cenditions), QlthOIgh‘ the
elves portrayed in Tolkien’s
trilogy are almest unifermly high-sinded and noble,
elven rogues are not at all uncommen on Gateway
(particularly omong the Sylvan tribe), Elven thieves
do, however, tend toward the more subtle forms of
crine, sech as cat-berglary; they should net (if
ayoidable) be pluzed as commsn alley-bashers er hired
killers. ALl elves have great hestility toward
nembers of the Orcish races and will rarely tolerate
their presence; conversely, elves and dwarves,
although ,unlxkeiy to beceme boon companiens, have
little difficulty co-existing and co-operating in the
same party,

PIXIES are small (18°-24" tall), intelligent
{theugh nany nug dispyte this), winged creatures whe
gre descended frow insectile ancesters, With their
flying ability and diminvtive stoture, they are
physically suited for a nusber of thiefly tasks, such
as trailing a petential victin. Unfortunately, pixies
tend te have an extremely short attention span, and
are easily distracted; n band of thieves which sends e
pirie ¥hrough an open second story windew to unleck
the  back ~ door of o
domicile targeted for a
berglery sy haove &
loooonnggg wait.  They
have o  very limited
carrying cngucity while
airborne (516, or less),
and are well known as
regards their fendness
for  tall tales,
particelarly concerning

heir  own exploits,
ecquse of this
progen51t9, they suffer
a 25% penalyg. to their
eneral credibility, and
have cubstantial difficvlties when trying to eperate
in disquise, Positively, pixies receive an avtomatic
+2 dodge added to their e#fectxve arner class while n
the ground, and +3 when airborne; they alse receive o
bonus to Silent Movement.
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GOBLINS are aq short
people with greenish skin cnd
they have battled with the dwarves for
in the sybsurface realms

#illenia,
supremacy
these two races displa
a vicious fight “on sig

(abost 4’ 1tall), sturdy

pointy ears, For

r of Gateway, and
an emnity that may erupt ints

t." Goblins have a matriarchal

seciety (because of the great

disparity in sagical ebility
between  the  males and
females; the goblinettes are
uneseally adept in arcane
natters), and a group will
ysually Rave a female leader,
or at least, a fenmale
director, Goblins do have
hypervision, and receive
noedergte  bonwses  te  many

thieving abilities,

CENTAURS are,
with the upper
bedy of a herse,
open  terrain,
including g )
to daylight visien),

as in Greek nztholoqz, creatures

torse and head o

In outdoor adventeres in relatively
centaurs have several advantages

reat speed of movement, keen gyesight (+20%

and an aQutomatic +

humankind and the

to hit

probability with bows {it is rumored that the bow was
eriginally designed by the centavrs),

- i

oI - -
& 2

o

fi centaur

indeors, hewever, is a walking disaster area, and it

is virtuolli
without fal
linited
They
can usuullx
parsuit an

ing.

impessible fer
Consequently, centaur
in the types of " jebs" they should undertake.
are well suited to the rele of hi?huuynen, and
play o wseful, even valuable,

robbery adventure; unfortunately, second

gne to descend stairs
thieves are

part in @

story work is effectively ruled eut,

I
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KOBOLDS are a fors of
degenerate hobbit, of similar
steture but with a

reenish~brown  complexion,
Host kobold communities dwell
in underground complexes; s
8 result, their senses of
heur;n? and  smell are
nersally hgxghteneq,. while
their daylight wvision is
decidedly poor. all
| kobolds are sneaky, skulking
tzpes, who make excellent pickpockets, backstabbers
#tc. ' However, since virteally all  inhabitants of
Gateway know this, kobolds are wniversally distrusted
(there is enly a 25% chance that anzthxng a _kobold
says will be taken at face wvalwe). For the fantasy
Qamer, this race provides a rich opportunitz for
innsvative rele-playing, siace they are capable of
committing extremely senseless acts of vandalism with
mininal provecation,

Neurlg

Hating betusen the varisus racial t{pes on
Gateway iS5 a fairly common occurance; not all racial
tombinations, however, cen successfully produce
of fspring, The twe  most commen  products of
interbreeding are HALF-ELVEN {(elves and humans) and
HALF-ORCS (ercs and humans); these half-breeds inherit
some characteristics from each of their parental
races. Half-elven children receive a limited ability
to sense the presence of secret deers or panels (201),
and when carefully seurchxng their chances of lecating
such objects are 40%. Half-elves seldom have trouble
assimilating inte society, so they have reasonably
eod basic chances of operating in disguise.
alf-ercs, on the ether hand, are wvsually the preduct
of o forced unien, end in these cases, they are

usuullg sutcast by their families at an early age;
many harber deep resentment toward coll ercs as o
result.,  Both half-breeds inherit all sensory

abilities from their fathers; in elven-human vnions,

there 15 o 601 chonce the father was heman; in
orC7hgnun, there is a 904 chence the father was
orcish,

RACIAL ADJUSTHENTS

| RACE SEX STR CDN REF STN DSC INT TAL MGR MAG APP |
i Hunan nol :
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BONUSES AND PENALTIES FOR REQUISITES

Strength Ce-ardinatien Reflexes Intelliaence

Strength Co-ordination Reflexes Intelligence

fange Damage Hit Prob Dodge te E Range Damage Hit Prob Dodge te E
-4- -3Di4 -1§ -7 -901 V20 +1D42 +3 +3 +20%
] -3D6 -8 -4 -94% o2 +208 +4 +4 +25%
i -208 -6 -4 -75% V22 +2D10 +4 + +13%
2 -1D12 -5 -3 -58% Py 23 +2D42 +5 +5 +502
3 -1D10 -4 -3 -33% HEE L. +3D8 +6 5 +¥75%
4 -1D6 -3 -2 -20% T+ +4D6 +7 + x2

] -1D4 -2 -1 -10% . +3D40 18 +5
b -1D2 -1 =51 Vv 27 +408 +9 +7
7-13 Vo +3D12
i4 +D4 + R +bDb
15 +D2 + + +514 I +AD40
16 +D4 + + +51 IR} +4D42
17 +1Db6 +2 +2 +0% V32 +708
i8 +1D8 +2 +2 +107 Py 33 +6Di2
19 +D10 +3 +2 +HSt I
FANILY BACKGROUND
Die Fonilz Honey  GF Weapon Training  Automatic
Roll Social Level Dice  /Pip  Trainings Points Trainingsk
NOBILITY (E)
S91-080 High Nebility 206 100 6 16 £, 3, 19, 204500
74-990  Nobility 2Db 50 b i6 i, 3, 19, 204500
01978 Aristocracy i 25 6 20 i, 3, 19, 204500
GUILD (D) (all quildsmen receive nusterz of any 1§ skill) N o
g81-910° Guildmaster 08 80 16 19, 20, 31, #
851-880 Guildsman iMe 25 12 19, 20, 3, #
MERCANTILE (C)
8UT-850" Rerchant 2pil S0 2 28 19, 28¢50%), 31, #
701-880  Shepkeeper ipio 20 2 i2 19, 200500, 3%, #
YEOHANRY (B)
BVI=700" " Teonan 206 20 3 8 26, 19(407), 20(50%), 34(201), +2
'i51-680  Laonded Peasant Db 20 2 b 26, 19(20%), 20(50%), 31(102), +2
154-550  Peosant D0 10 2 4 26, 19(102), 26(50%), 34(302), +2
RABBLE {(A)
I31-1507" Freedman ipigs i 2 35, 19420%), 26(50%), 35¢8L), 42
124-130  Gypsy e S 2 ] 44, 42, 31(502), +2
104-520  Serf D& S | ] 3,04

(X The numbers in this column cerrespond to the nusbers assigned to each of the
variovs trqinina fields; percentages in ?orentheses indicate the chance of having
the training; do not check for Writing [#20] wniess Rggq;q? [$#191 has been given
or successfufly rolled for; *+" indicates fields {not points

: ' d1cd 1 that may be freely
chesen fron the applicable social listings.)




HEAPOMS
TRATNINGS
Thieves tend to favor small
ensily concealed and controlled
weapons and mechanisms that can spare
and entangle their gotential victins,
They will nermally seek te use
stealth te attack with surprise, and
uill  etherwise aveid potentially
dangerovs foes.  Highwaymen are
somewhat of an exception to this
3gneru1 rule, as they will wse normal
ighting weapens (such as broadswords

and bews), but even they prefer to
attack rem ambush and aqveid
hand-te-hand combat whenever

possible,

Each  character receives the
nusber of  weapons  trainings
associated with his  fanily
background. Additional trainings may
he obtained in three waps: )
a) They may be purchased in the
saMe  mapner as other trainin

skills, through the exgenditure 0

trajning  points, t cests S
training peints to learn to use a
cemnonly available weapon at

normnal effectiveness.
NS RRNNENNNMNEDERNRDNER NN

NOTE

Weapens expertise camnot be
purchased with training peints, with
the  exception of one sityatien,
ovtlined belew, Expertise is the
ability to ese a particular weapon at
#ore then normal effectiveness, It
cemes at  the gttaindent ¢f certain
levels of experience (4th, Bth, 12th
etc.), and represents the qdstionuf
effectiveness  learned with long
vsage,  All expertise includes a
bonus ef {4 te hit probability
(particular weapons may specify a
greater  benus), nand, wsvally, an
increase in the_éqnu ¢ inflicted upon
an opponent with the weapon in the
yse of which one has become expert,

HNARNLNNNNNN N RERNN D NI NN NN IN BN I

b) If the character has an
ad justed strength rating of 16 o
wore, he autematically receives an
additional weapoen training, If
the same character is olso @
menber of either the Nobility
class or Kgonanry subclass, he may
expend this special one and one
other (o tetal of twe weapon
trainings), to become an expert in
nn; one weapen, These provisiens
reflect the fact that eutstanding
h specimens of  these
would be likely to

sical
subclasses

receive solid military training.

Characters that satisfy both of
these conditiens are the enly
individuals who may stert the gume
with weapens expertise, All other
characters must start with norsgl
weapons knowledge, and can ebtain
expertise  enly by  gaining
experience,

€} After the start of the game, a
player may learn weapons from
anyone who has both weapons
expertise and knowledge of the
training skill Teqching. If sech
a character is enceuntered, and a
deal can be arranged (prices te be
deternined based on the CM’'s
discretion), leurning reqeires
that the player spend 8 gase weeks
in intensive training sessions (ne
other activity permitted), As
noted ubnve{ a pleyer may enly
attain norsal weapon effectiveness
a5 a reselt of perchased training.

The list of weapon trainings
available to thieves is presented in
WEAPONS SPECIFICATIONS. A player nug
choose either close range (contact
or missile (ranged) weapens, Weapons
narked with an asterisk (¥) can be
vsed for both contect or ranged
conbat, but each type of wuse is
counted as a separate training.

1-8

For each weapon type, the
follewing information is previded:

i) Basic Hit Probability (HACD),
This represents the ability of the
character to score @ dunuqxn? blow
on an unarmored foe {armor class (
in  the FANTASY SYSTEM). HACO
stands for hits drmer class §, and
is wsed throughevt Thieves’ é_gld
and the FANTASY SYSTEW to dencte
the minimum roll on a D28 with
which o player-character, an NPC,
or O menstel con cause annuqe to
an active but unarmored foe. For
each attack made, the player rolls
a D20, If the resslt is equal te
or  higher  than  his  hit
probability, after the effects of
an oppenent’s armor, dedge, etc,
are factered in, a damaging fit is
scered {e.g,, if a player hac a
HACD of 7 yx(h a breadsword, and
is _uiienptxn? To Pit @ man_in
chain armor [ACS], he must roll a
£3 or higher on D20 to hit),
Note that, with some weapons,
exper tise will  improve o
character’s hit prebability by
gore than the nermal benus of {,
For  missile weugons, three
separate  hit probabilities are
listed, representing the weapon’s
effectiveness at shert, medium,
and long range, For pofe weapons
(e.g., spear) wsed in Close combat
siteations, two hit probabilities
are provxéed;'the first is weapon
acceracy at initial contact, while
the  second  represents  the
effectiveness of all svbsequent
attacks en the same foe.

Pamage.  This indicates the
die rell wused to determine the
effects of o swccessful blew, For

aunt'ueupons, the amount of damage
inflicted by a successful blow
increases  when
attained, )
3) Mininum requirements for weapon
use, We@pons™— may require a
certain nininum level of strength,
ce-ordination and/or reflexes in
order te  be wsed preperly.
Characters who do not meet the
nininum requirements for o weapon
nay still receive training and ese
the weapon, but will do so at the
effectiveness of an untrained vser
{see below).

4)  Range limitatiens. For
aissile  {ranged) “wedpens, the
accuracy of the weapon differs at
short, medism, and leng ranges.
Range limitations define “the
naxinom distonce in feet for each
category of weapons fire,
weapon fired at a target outside
the leng range limit can never
hit, regardless ef the accuracy of
the user.

S) Special abilities,

expertise is

{if any),




WEAPONS SPECIFICATIONS

Close Weapons Basic
Hit Preb Dunuge

VIR TR s {HALO)....oo HoROL Expert
Dagqer i1 1D4 1D
Knife 11 D4 105
Stilette 10 D3 D4
Peiniarg 18 105 1D8
Bowie Hladex 8 D8 1D10
#ain Gavche 9 D6 108
Shortsword 9 106 iDa
Rapier 7 D8 1D42
Broadswerd 8 {8 206
Hand Axes 9 Db 108
Cudgel 8 {03 1D4
Mace 8 1D4 D8
Hammer ¥ 9 1D4 1b8

Ranged Weapens Basic Kininus Range Limits
Hit Preb Damage Regquirements (in feet)

Weapen 1ype LYWL, Yol Egert SR DM e Shors Medisn Leng . Motes

Shert Bow S/ 9/43 D6 Db S - - 60 150 340

Herse Bow S/ 8/43 1D iDé g - - 68 180  Ad0

Leng Bow 4/ 8/i1 ide ié y - - 100 250 &l

Sling(with windup) 3/ 8/13 104 1D - 3 - 50 106 250
*Yling(flat) 2/4 8/13/47 14 {6 8 13 - 30 60 96

Knifex 3/2 S/ 9/44 104 D4 - 8 - 30 75 20

Bowie Flades 4742147 D6 b6 6 13 i 30 60 90 d

Hand Axe$ 6/44/45 16 D6 I - - 15 45 96

Hammert S/ 9/43 1D4 iD4 7 - - 15 So 120 &

Bele 1/2 4/ 9/44 D6 D8 7 14 - 30 a0 100 f

Boonerang 9/41/16 D6 1D1g L £ A 126 240 q

Net £/3 8/ -/ - Tangle - i - 2 - -

Blowgmn 32 SIS, A2 T N LI O S

Notes:

it will be virtually impossible to wse i

a) Expert has +2 to hit probd

b) Expert has +2 te both hit prob and defense
c) Expert has +2 te defense

d) User has +2 for criticals

e) Expert has +3 to hit prob

f) User nu% elect to tangle

g) (CO+40)X return if miss

NN NN L T

Hininun
Requirements
SRR e

- 19

- 3 -

- i1 - a

- 9 -

6 13 i b

6 13 9 c

5 - -

3 43 13

7 9% -

3 - -

7 - -

.
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: )
2 " 7 rer, s “
< Trawtverrer © 1480

(Weapons marked ¥ can be vsed as either a close weapon or g ranged weapon; note,
however, that 1f a weapon is used in runged cenbat on a given melee round {(mr),
for close combat on subsequent mr,)




A chargcter can use @ weapsn
witheut training in it, but will
syffer o penalty of adding 4 to the
listed basic hit Rrobubilxty of the
weapen {e.g., @ character untrained
in dagger "would have o HACD of 15
rather than 41), A character who has
had weapon training, but dees not
satisfy  the  winimum  physical
requisites fer the weapen he/she is
vsing, suffers the same penglty, If
a character is both untrained and
physically inadequate for the demands
of o weapen, the penalty to base hit
probability is 8,

If a character possesses a high
strength, he nay do cdditional damage
to his oppenent on a successful
attack: en the ether hand, characters
with low strength nay have g penalty
placed on the amount of danage
inflicted on their opponents by their
weaker blews. Damage adjustments are
deternined b{ a special die roll mode
ence per melee round (regardless of
the number of blows successfully
landed), and are then added to, or
gubtrocfed from, the nornal damage
inflicted by the weapon.  Damage
benvses or penalties gre not applied
to missile attacks,

-— wmEsLie Semh

TRAINING OPPORTUNITIES

_ Siullurl*, a character’s basic
hit  prebability with qall weapons
{contact or ranged) nuz‘be ad justed
as 4 result of a high or low
ce-ordination ratxng. Reter 1o the
BONUSES AND PENALTIES FOR REQUISITES
chart en the previovs page to see if
a choracter receives unz_requisite
ad justments to fighting skill. Some
character  races’ alse  receive
automatic bonuses to their fighting
skills with certain types of weapens;
the character descriptisns provide
earlier in this chapter explicitly
note these inbarn abilities,

! Die Ior from from from from fr
' Roil less A 47 89 10-41 i

! { ] ¢ 0 i 2 3
! 2 ] (] i 2 3 4
! kS 0 4 { 3 4 5
i 3 (] i 2 4 g b
H g ] { 3 S b 7
! 6 { 2 4 b 7 8
/ 7 i 3 S 7 8 9
H 8 2 4 5 8 9 10
! 9 3 4 7 9 18 12
: 19 4 5 8 0 12 {4
! 11 4 7 9 ii 14 16
! 12 5 7 10 12 15 i3
! 13 S 8 10 14 i6 2t
' 14 6 9 {2 {S i8 20
! Mote: altheugh this roell is made

oM
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on o Di0, discretion adjustments can raise the result as high as 14,

from fron 18 & !
14-15 16-17 aver !
4 ) 6 '

) 6 7 '
b 7 8 :

7 B 9 :
8 9 10 :

9 10 12 ;
10 §2 i4 :
2 14 6 !
i4 16 18 !
16 i8 2t !
18 28 21 '
20 2 26 '
22 25 n '
24 28 35 !

OTHER
TRAINTNG AREAS

Kost players will alse begin
play  with ~ some  training in
nen-military skill areas. These
trainings can in seme cases enhance o
character’s thieving abilities. In
other cases, they may previde the
character with o knowledge of the
valve of various types of geeds, or
inprove his chances of disquising his
true identity,

Characters acquire  skills
through the expenditere of training
peints, They receive training points
from two seurces:

As a result of their family
backgreund: the family background
thart  indicates  the 1ruinin?
points received by each secia
class.  In addition, all classes
avtomaticelly receive training in
cgrtgin fields, as detailed on the
thart,

2) Each character receives a die
roll on the TRAINING OPPORTUNITIES
chart; a 187 TeITed,  and the
resuit natched against the column
corresponding te the character’s
intelligence (IQ)., The die roll
and/or “the result may be modified
if the character possesses g high
discretion (DSC):

DSt (13 nermal roll

PSC 13-14 udtli1 2 to initial die
ro

DSC §S-16 add 2 to initiol die
rell 42 pts to resylt

DSC 17-18 add 4 to initial die
rell +4 pts to result

DSC §9-20 add 4 to initial die
rell +4 pts to result,
and meve ene column to
the right

DSC 24+ add 4 to initial die

roll +4 pts te result,
and move two columns
te the right

Once training points have been
deternined, pln¥ers cheese particular
trainings for their characters from
the list of 44 fields previded below,
Trainings are or%nnxzed under the
five majer social classes of the
feudnl ‘era, as described in the
fanily background chart: Nebility,
Geild, HMerchant, Yesman, and Rabble.
Each character can gurchuse trainings
from his secial cless and below at
nornal  cost.,  He may purchase
training in skills commonly reserved
for higher cociel classes, hut must
pay double the normal cost.

Characters from the Nobility or
Guild classes may alse cheese to
achieve mastery of any Hercentile
Yeoman, or Rabble class skill. i
nastery proeduces special privileges,
these  are  detniled  in  “the
descriptions of each field. Where no
specific  information is provided,
nastery dosbles all  bonuses



asseciated with normal training, The
cost of mastering o skill is double
the normal cost of training., {Nete:
menbers of the lower three social
groups cannet master ¢ skill at the
start of the game.)

_ A1l purcheses of training using
training_ peints must be done at the
start of the character’s career, If
additional trainings are desired,
they can only be obtained by lecating
o Moster willing te "sell his
services, Costs run frem SGP to
£60CP  per day (depending on the
rarity of  the  skill), The
gluygr—chntucter nust rell 2042 wnder

is intelligence each duz in erder to
seccessfully  abserb the training.
for each saccessful rall, knowledge
increases by SI, 1f for any reasen,
the training 15 interrupted before
the character gains 1002
wnderstanding, knouledge of the skill

decreases by 3% each game day of
interruption,
TRAINING
TI% LIS
TRETR
EFFECTS
Nymbers in  parentheses (8)
represent the normal cost, in
Training  Peints, ef acquiring
JOUfneynun_ level training in the
esired field. Training Fields in

parentheses (Reading) indicate skills
that  mest "Be  Known before a
particvlar field can be learned.

NOBILITY SKILLS ¢E). )
TITHERACDRY It, automatically
received by nobles), Gives 507
chance of knowing identity of
Eerson from his coot-of-arms; if
newn, 254 chance teo knew Some
backgroond on gerson. (While this
is o Noble skill, it is net limited
only te these of the Nobilitx; any
player-character say take this as
one of his/her trainings, providing
the training cest is paid,)
B2)0RATORY (16). Adds {51 te base
for successful Disquise,
Adds 201 te response if pleading a
_tase before the court.
§3)HURSEMANSHIF (8, automaticall
recéived 0y nobles), Gives 78
chance that onimel will obey simple
commands, 75% chance of remgining
on horse in a crisis situation -
sydden step, rearing, etc, (witheut
horsemanship, chance eof remaining
on  horse during a crisis is 25%).
This skill wav be learned by any
player-character at a cost
noltiplier equui te the number of
degrees he/she is secially below

the Nebility (e.g., 1 § for Guilds,
x 2 for Mercantile, etc.),
Howevar, the medieval Nobility ewed
their pesitions in the world to the
fact that, en horseback, they sat
taller than the rest ¢f the world,
Consegeently, thez are not eager to
teach common riff-raff to ride,
particelarly te ride well.)

GUILD SKILLS (D).
UATCOMPLEX RECRANICS (6). Can design
and  construyct intricate devices

(GM’s  discretion as to  time
required, availability of
materials, etc.), Adds 101 to
chances of picking locks e

disarain trogs. )
8S)CARPETRY (9). Make and Jud?e the
valde of regs, fine carpets and
tapestries, 151 chance  of
rece nxzxn? if piece is enchanted,
66)GLASSBLOWING (8). Make and jud?e
the valve of glass items, crystal,
etc, Can ~ make fake gens,
detectable by other chargcters at
% their level, Adds 401 to own
chances of detecting fake gems,
67)JEMELLERY (12). “Make and Judge

valve of jewelery and qems. Add
607 to chances ef detecting fake
ens,
0B)CARTOGRAPHY (4, must have Kgggiugj
Writing),  Can draw clear, easi z
folTowable maps. 251 chance o
rememberin ath toe  current

location i uitgout nap.

89)ARCHITECTURE (6,  must  have
Reading,” @riting). Can design and
supervise construction of bui dings
and fortificatiens.  Have 30X
chance of quessing purpose of
roins; if successful, have {51
chance of deducinz flsor plan of
the strycture, Adds 261 to o
character’s chance of locating
secret doors by searching.

10)FINE ARMORY (4, requires Armery).
Can wake or repair any type of

I-14

arnor if forge available, When
working with plate or chain, have
{51 chance of Rroducing armer of
enysval stren?t (roll D108, 04-90
Add 1 to nermal armer class, 91-100

add 2D, Have chance of
recegnizing magical armer, and 5%
chance of recognizing magical
weapons,  Have chance of

recognizing mithril er erichalcrunm
in refined form,

MERCANTILE SKILLS (C).
TODVEING (B).  Dye fabrics to any
cofor, 681 chance of judginq value
of cinthinq or other dry goods.

Adds {16 to sense of smell,

12)TAILORING (6), Make and judge the
clothing and quilted
armor, Can  judge "general socisl
statys of others from their attire
if they are not disguised. Adds 51
to chances of any Disquise,
{3)PERFUMERY {10), Make and judge
erfunes and other fine

valve of 2
Scents. dds 251 to sense of

smell, _
14)CALLIGRAPHY (B, must have Reading,

Writingl, Can produce documents in
fine script. Recognize ung,urstten
languuge. Have ~ 80X chance of
correctly  copying  infermation

(including sgells) from books,

15)5ILVERSMITHING (8), Can make and

udge” valve  of howsehold and

ecorative items nade from gold,
silver, bronze o0 pewter,
Expenditure of on additienal 4
points adds GOLDSMITHING abilities;
the player can then make loans to
other characters, charging interest
of 10-602 (roll D&Y per month,
Defavlters may be placed in prisen,
with liens placed on their estates,
Con  judge general wealth of other
tharacters, if they are not
disquised, Adds 10X to chances of
syccessful Merchant disquise,

16)CAFTAINCY (B), Learn proficiency
at command. Add +4 to Maghetism
when giving orders while in chur?e.
fdds 10X to chances of successful
Military disgeise,

17)LOCKSMITHY ~ (9),  Can comstruct
sinple” Tocks and traps. Adds 15X
to g player’s chances to pick locks
or disarm traps. In addition to
deubling these bonuses to thiaving



abilities, Mastery enables
character  to  construct  high
complexity lecks and traps (See
section on Thieving Abilities for
exalonqtienJ

12)BOOKKEEPING (4 syst  have
Cyphering) . tnables character to
keep” basic business qcceunts, If
master, adds iX per character’s
level "to Z of total value he will
receive when selling or fencing
stolen goods,

YEOMANRY SKILLS (B).

[9IREADING T3)." Can  read any
seIF-snéken language. .

COYWRITING (i, must have Reading).
Write nnz seff—spoken language.

21)CARPENTRY (4). Hake and judge

ve ef furniture, other woeden

itens. Have 51 chance of knowing if
giece enchanted, Mastery brings
nowledge of cabinetmaking and fine

woodworking,

22)TANNING (7). Make leather goeds
and armor from skins, recagnize
valve of leather items. Have 10%
chance of recognizing enchanted
leather, Husterz adds” ability to
nake leather beots and other

footwear,

23)BLACKSMITHRY (&),  Can  forge
netals, make and recognize valve of
metal tools and weapons. Hove 20%
chance of recognizing magical metal
weapons, 0% chance for nuﬁical
araor.  Mastery adds helm making
and the ability to make weapons ¢
snuseal sharpness (Roll Di6Q, 01-90
add +1 te ueugon hit probability,
91-9% 42, 04 +3),

24)ARMORY  (6).  Hake and repair
qU1ITeéd, leather and scale armer.
Can repair chain armor., Have 157
chance of recoegnizing magicel armor
and helns, aend a "10%° chance of
recognizing nu?xcul weapons,

Zo)TRALKING  (4).  Con follow the
trail  Ieft by men er animals,
teccess chances very by sitvation:

Butdears - Base chonce 451, add 2%
for “each extra member of tracked

grovp, subtract 10X for each day

elapsed since tracks were made;
have only 151 chaonce of tracking
during or after storms,
Underqround -~ Base chance 307, add 2%
for~ edch extra member of tracked
group, subtract 101 for each hour
elapsed,  Have 101 chance of
following trail that leads through
secret or trap doors, chimneys o
slides, etc, Have 0% chance of
identifying found tracks as that
of man—type or monster; have 25%
chance of identifying found tracks
as to exact type, if successful on
revioys roll.
26)HUSBANDRY  {(3), Can train and
nanage mast mammals of smaller than
human size. 40% chance of having
aninals obey simple commands.
Bastery  increases  chance  of
snderstanding to 40X and adds
ghility to train larger wammals
(bears, lions, etc,) There is a SX
chance that a player will die
attempting to learn Mastery of
hesbandry,
27)BOWRY (4). Can make and recognize
valve of bows and crosshows, Have
{5% chance of recognizing enchanted
bews and arrews. Haster bowyers
can balance bows to improve base
hit probability by +i,

2BFLETCHING (3).  Can  make arrows
and other missile devices from raw
materials,  Have 101 chance of
recognizing magical arroeus.
Mastery provides skill to balance
arrows  te +%  hit probability
(non-nugxcul). ]

29)CO0PERY (3). Moke and recegnize
value of chests, barrels and other
containers, Add +20% to chances of
sensing and locating traps on these
items,” Mastery gives +28%1 chance

of locating secret panels on such

an ites,

36)MAGISTRACY {4). Represents
knowledge of the commen law, Add
201 to the reaction of judges when
regresentan eneself or another
before the court.
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RABELE SKILLS (A).
arithmetic calcelations,  Without
cyphering, all sems of woney ever
SUGP represent countless treasure,

2)CODKING €1). Can ﬂrepure hearty

meals beth in a kitchen and on the
road, given proper utensils, fire
ond  feodstuffs, Husterf adds
banquet preparation. Knowledge of
cooking adds 15% to the seccess
chances of 0 Cook disguise,

JIMETTING (2), Make, weight and

May incredse hit
grnbubilitz of nets by +,

JAWEAVING (1), Make blankets and
sinple articles of clething, Have
204 chance of judging the valve of
cloth or clothing,

IS)SERVICE (1), “Learn to perferm
housekeeping or maintenance chores,
te the specifications of an
enployer, Adds iSX te chances of
Servant disquise. Mastery permits
character to learn aq specielized
role - butler, nanny, etc., and
adds additional 51 te disguise

chances,

J6)TRAPPING (2), Can conmstruect and
concedl  owtdsor  traps (shares,
pits, cages), Have 207 base chance
of cupturlng desired animal
(adjusted by GM to reflect rarit
of  aninal, appropriateness o
terrain, etc.) For successfully
concealing trap from human-types
have base chance of 90% - (5 x D5t
of potential victin),

I7)SHINMING (2). Can successfull
navigate” caln waters or norme
corrents,  Meximem  distance in
niles that can be covered without
rest is = ,25 x STH of character.
Mastery deubles distance limits,

and adds lifesaving and some
ability te swim against  the
corrent, o
J8IDIVING (1, must have Swimming).
Enables cﬁarogter to ‘FgIH ”ﬁ%g
breath gnderwster for §/2 x

nelee revnds, There is g 21 chance

that the character will die
0tten?tin to learn this skill,
39)MOUNTAINEERING (2), Can follow

Rb-A-SARRLE AL ALY SA

path “er find easiest reute through
reg?h terrain, Adds {07 te players
abi xtg to_ clish sheer surfuces
without falling, There is aq 5%
chance the character @q¥ die
attempting to learn this skill,
AB)EREMERY (2), Can make and judge
vilve of beers, ales and stouts,
Huster¥ adds wine-naking,
A{)ENTERTAINING (2).  Skill teaches
chdracter Sfage presence, and the
ability to attract o crowd by
performing,  Adds {5 te chance of
producing a diversion, Gives 60
thance of gndqxng profession of
others, Adds 18X ¢ chance of

syccessful Disquise.



S2)MUSIC (3). Can competently play
aify”" cemmon  musical  instroment,
Adds 35 to the chances of charming
(if Bard or Trovbadour). Mastery
adds obzlxtg to compose music, and
ansther 10X to charming

4DEIRST AID (5). Can aqttempt te
05515 ofher wounded individuals
tcannot heal oneself), For normal
danege, can heal 1D4 hits per set
of sustained wounds, provided aid
is gaven within one hour of ?qne
time, Can  successfully splint
and/or reset broken bones. Have
407 chance of knowing how to save a
life in  emergency  situgtiens
(including bleeding). Hasters cen
cure b6 hits  of damage,
astomatically know how to st
bleed tng, and have a 68 chance ¢
lifesaeing in  other  emergency
sitvations. They alse recegnize
naterally occerring drygs.

A4 TEACHING (5). Character can teach
any weapon he has learned to others
(and  receive payment for such
services). Moy alse tegch any
skills in which he has o mastery.
Adds 101 to chances ef disguise in
any field the player is qualified
to teach.

THIEVING ABILITIES

In  additien to weapon and
general  trainings, thieves also
receive ratings for several skills
that are especially wvseful in their
activities. There are eight Thxev;ng
Abilities wsed in the Thieves’ Guild
sCenaries:

trap sensing,

trap handling .

(locating ond disaraming),
lock picking,

pickpecketing,

#oving silently,

hiding in shadows,

clinbing, and

listening,

A thief’s ability in each of these
areas 15 expressed in terss of q
percentage chance of success (rolled
on D108),

{) 1rap Sensing, .
If 7 "seccessful, the character is
aware  if there is a trap set
somewhere in the 10 foot cubic orea
around him. If desired, the player
nay foces  his  trap-sensing
abilities en a single object like o
deor, chair or chest.” A1l Trap
Sensing rolls are wade secretly by
the GK, so that the player will not
knew the difference between 1
failure te sense traps and a
successful determination that no
irep is  there, At ist (er
starting) level, a thief has o S
base chance of Trap Sensing,
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2) Trap Handling.

There “are” twe distinct phases te
this activity:
a) lecating the trap
b) disarming it,

The thief amust first make 4
shccessful  Trap Location roll to
find the ﬁrecxse location of the
trap. bach player-character may
rell only once per traop to attempt
to locate 1ty however, any
character may attempt to locate the
trap, whether he eriginaily sensed
it or net. Similarly, once one ef
the mexbers of a party has located
Q trug, anyene can try te disarm
it, thier #ay keep making rells
to disars until he is successful or
sets off the trap. Each trap
handling roll accounts for 4Di0
kelee rounds ef game time, whether
for _location or “disarming. # ist
level thief has ¢ 18% baSe chence
ef locating aond/or disarming ¢
trap, Any thief (re?ﬁrdiess of
level) has o S¥ chance {96-108 en o
Di00) of setting off e trap when
attempting to disarm 1t. This
chance of ‘error may increase in twe
wayS:

a) add 157 chance of misfire for
each previeus unsuccessful
attempt  made (reflecting
general abuse to the trap
setting machanisa)

b} add 5L chonce of failure for
each lewvel of Trap Complexity
{expressed as a scale of §-6),
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Only master Lacksmiths or those

characters knowing complex mechanics

can  constrect Level to Level 6

locks or traps, Where such locks or

érqgs are incleded in the Thieves’
gL

Tedels will be clearly specified,
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d Scenaries, their complexity

31 Lock Picking.

First Tevel thieves have a 20% base
chance of opening @ lock without
the groper key. “This base chance
uoy be reduced, however, If the
thief does not oun a set of
lockpicking teols {see Qutfitting
the Character), his chances of
success are  halved, Success
chances ere alse redyced when g
lock greater than Cemplexity Level
i is "being picked. For Conplex
locks, adjested success chances are
equal to the thief’s base ability
divided by the leck’s Cenplexitx
Level (hence @ it level thief with
groper  teels would have o 10X
chance of picking a Level 2 lock,
5% chance on a Level 4 lock, and se
or).  fis in the case of traps,
cosplex  locks will be clearly
identified when they appear in the
scenaries in this beak,



4) Pickpocketing.
TA1S aBiTity governs  the
player-character’s percentage
chances of picking euter pockets,
siitting open purses, oOF remevin
loosely” sorn  jewelry items,

first level 1thief has aq 451 base
chance ef success in these
endeavours,  Whether or not the

thief is successfel, the intended
victln may discever the gttempted
theft., To determine the chances of
detection, swbtroct the thief’s
txperience Level from the victins
Experience Level. 1f the resylt is
a positive number, square it and
this is the chance of discoverg.
fe.q., a fifth level thief ntteng g
te slit the yrse of an eighth
level trader, His chances of being
detected are 3x3, or 97),

as legther

armer he is wearing,
5% and

arnor reduces chances by
chainmail by 38X,

&) Hiding in Shadows. o

TR1E™ repreSents the ability of the
thief to  conceal himseif from
others. # thief may attempt to
hide himself in any arec with
readily available  cover -
underbrosh, shadows, a roonful of
forniture, While hidden, a thief
nay nmake nminer movements - shift
gosxtxon slightly, fire an already

oaded weapon, er reach into a belt
peech, HMore significant movement
will re?ulre the thief 1o make @
Hove Silently roll, or lose the
benefit of his concealment, 4 {ist

level thief has ¢ 5% base chance of
hiding in shadous.

This represents the ability to nove
quietly for the purpose of sneakin

up to or away fron spponents. 1

soccessful, ‘o thief’s movements
will  be undetected by others,
regardless  ef  their hearing
ability, A first level thief has a
5% base chance of Meving Silently.
A thief’s gbility to Move Siientlg
nay be hampered by the type ¢

This represents @ thief’s ability
te scale a substantial height
threugh the use ef ropes and/op
hand and foothelds. Climbing rolls
shovld be made every 10 feet of
vertical wmovement aleng sheer of
relatively sheer serfaces, If
unssccessful, the thief has an
opportunity te make a saving roll
against reflexes te maintain his
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osition; Lf he fails te do this,
e falls, taking 4Dt damage for
each 10 feet fullen. 4 ist level
thief has a 75% chance of climbing
each 10 foot section successfully,

8) Hearing,

A~ thief consciously wses his
hearing ability te try and detect
noises down a corrider, behind a
closed door, or the spunds of
approaching  animals or  other
husanoids "in the wilderness, If
successful,  the player will be
aware of sounds within o maximem
range of 50 feet indeors and 250
yards  outdoers,  However, his
gbility te clearly distinguish what
he has heard may vary accerding te
circunstances (volume and duration
of the sound, thickness of the
intervening walls, etc,). A ist
level thief has a 28X chonce of
su;cgssfullx vsing this listening
ability, As in the case of trap
sensing, the G should always make
hearing rells so that the luyer
does not know whether he has failed
to  heor sounds or successfully
detersined that there is nothing to
be heard.

A player-character’s  base
chances  of perfornxng thieving
abilities nuz be adjusted to reflect
any applicable rocial or requisite
bonuses., Duwarves, for example, are
bern with a substantial Trap Sensing
ability, while hobbits and kobelds
can Hide in Shadovs more eusi;x than
their taller colleaques, Similarly
thieves who have rolled a hiqﬁ
Coordination (CO) rating will also
pessess better than aqverage ratings

or  mopipulative thxevin% skills
such as Leck Picking., See RACIAL AND
REQUISITE THIEVING BONUSES.  These
ad justaents shovld be applied to bath
newly created chnructer? and to those
being converted over from ether FRP
5Y5tens,

~ In oddition to these initial
ad justeents, a player-character’s
Thieving Abilities giso improve as he
gains_ experience in his trade. In
the FANTASY SYSTEM (as in many other
FRP  “rulesT,  characters grow by
earning Experience Points for certain
actions, At certain ecified
intervals (1560 EP, 25080 EP), the
character is  considered to have
advanced to_ a greater Level of
expertise, The experience chart for
thieves (includxng‘ the effects of
advancement on Thieving Abilities)
will be found in Chapter 4 of this
book, aleng with rules geverning the
award of experience,



PACIAL AND REQUISITE THIEVING BONUSES

! Intelligent Gense Pick Locate Disars Pick GSilent Shadew Climb Hear
] Race Traps _Locks Traps Traps Packet Motion Hide (407) Naise
{ Homan
t Urok Hoa
i Half-Orc
¢ Duarf 301 45 B #15 51 +51
\ Hebbit #0751 +5% 451 4251 +25i +10%
i Elven +5%  +i0%  +15%
i Half-E1f +51 45
! Orc 5% +H8% +107
i Centawr +0% +51  -10% 201 981 +i0%
! Kabold +57 +01 5% 151 +20%
{ Pivie X -207 -§S§ -20%  +151  #4S%  -A07 20
' ME30L  M+i51
¢ Goblin +100  -40%  +5%  +40%  +40%  #45% #5751
v Requisite  Talent Coord Coeord Disc Coord Coord Reflex Reflex
» 370F Tess =300 450 =308 =350 AL AL -aUX
45 -201  -20% -3ex  -20% 20X 201 -i0%
: g—?q -10%7  -18% -i5% 402 40X -102  -5%
P43-14 +21 +51 151 451+
- +4] +57 57 #5L 451 2%
T 1. +51 +H0Y  #5% 457 451 +5% 3%
A ¥/ 61 5% #4101 51  +51  +iB1 0L +4Y
v 18 81 451 #SL 451 107 +10% 4187 451
v 19 +H07 4107 #9151  +40%  +08X #1511 47
a0 +H2T 4101 +201  +10%  #15%  #4S%  +{5% Y
2 +5% #1517 4207 #4570 +1SL 4201 207+
22 +8Y  +IS1 #4251 +#{5] 4201 +25%1 4257 i1
v 23 220 +20% #3007  +20% 251  +30%  +307  +iS%
124 271 4251 +40% 4251 201 4351 +35%  +24%
125 or mare #3251 +30% #5081 4307 4357 +40%  +40% 4252

~ 1f the player desires to vse an  alse be affected by circumstances
existing character from anether FRP  arising in  the course of play

system, he  should

recalcvliate

Thieving Abilities to FANTASY SYSTEH
equivalents, Hethods for making this
have ~ been
designed  for four cempardble FRP

choracter conversion

Chivalry & Sercery,

szstens (Advanced Dungeons & Dragons,

Runequest, and

Tunnels & Trolls), and these metheds

are  described  in Appendix A of

Thieves’ Goild,

NORNAL
SENSORY
ABILITIES

A player-character’s

perceptisns  can

alert

sensory
hin  to

Rotentiul danger, allow hin to get

b unfamiliar
syrroundings, or enable him to locate
Base sensory
smell, taste,

is bearings

o sought-after ites,

gbilities for si?ht
and hearing are

ist

ed belew, along

with any racial or training nodifiers
that  sheuld be applied to these
tkills, Base chances may of course

(weather effects sech as changin
wind direction or fog,

canoufiage, etc.).

1) Daytine Sight,
Sighting abilities refer only to

persons
player’s curregt
y

or

represented
intentions, etc.).

L {]

50/

away .

facing,
At dictances up
gverage

the

effects o

!

obigcts within the
ine of vision {as

stated

player-character can identify such
ghjects 901 of the time,
S0 and 156’

drops to &0

familiar

to be

1y over

i surroundings
leoking for a person or
“in the areq;
penalties shosld be assessed if t

Between
this percentage chance

dr A 4507, to 30X,
Players should receive pluses to
these percentage chances when in

o
{han known
conversel

if

8

sought b ject has been deliberately
canouflaged,
Racial Adjustments: Elves +10%

Kobolds -201
Centaurs +201

Training Adjustments: Tracking +18%
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2) Night Sight.
NIght™ wision abilities refer to g
character’s chances of identifying
shnges, nevement, etc., in gdiw
light ~ (such a5 nonnitht or
firelight), Many cheracter races
{all byt Hemans, Hobbits, and
{entaurs) possess 'hvpervision‘g
which permits them to see up te 60
in any conditiens excep! abselute
darkness, Characters  without
hypervision have a I0X chance of
identifying shapes within a 5§’
redivs, @ 8% chance  of
identification at ¢ range of SO -
1506, and only a X chapce ot
furtﬁer distances. For these with
hgpervzsxon, success chences at
these ranges are BO, 30, and 1%,
respectagg z. ,
Racial Adjustments: races having
bypervision are Elves,
bwarves, Kebelds, Orcs,
Upuk-Hai, {Half-elves
end  half-orcs  inherit
night sight abilities, if
any, from the father of
the unien),
Training Ad justments: None

3) Seell 4 ,
Player characters begin  their
careers with a $4Z base chance_te
wdentify  nearby smells, The
character receives @ 281 bonus to
these chances when osttempting te
identif; a swell he/she has
EUCCRSS ellé recognized in  the
past. hances of smell

identification should be adjusted
to reflect the number of seurces of
the smell (the smell of ten ghouls
is more proneunced and easier to
recognize thon the smell of onel,
wind direction, efc.

Racial Adjustments: Centauvrs +10%

Duwarves +48%
o ) Kobolds +38%
Training Ad justuent: Dyeing +10%
Perfumery +25%
Husbandry +201

4) Taste,
Player characters have a base 154
chance of identifying a substance
through taste analysis. & 20X
benus to these chances is gliven
whenever @  previsusly  tasted
substance is tested.  Chances of
taste analysis diminish if «
chargcter  attempis t¢  sample
several different substances ina
cingle sitting.
Racial Ad justeents: Duarves -10%
Ores -102
Uruks -19)
. . Hobbits 104
Training Adjustments: Ceoking +15%
Brewery +404



5) Hearing.

PTagér characters have a base 10X
chance of identifying nearby seunds
twithin 687  indeors ond 250!
gutdoors), Note: Thieves receive
an qutomatic 10X bonus to hearing
chances at ist level; their hearing
abilities  alse  impreve  with
experience, as described in Chapter

Racial Adjustments: (See THIEVING
BONUSES™ “table
o ] abavet.
Training Ad justments: Nene



MOVENENT

Dering the various Thieves’
Guild scenarios, players will™Find 1t
ﬁ§66§snr¥ to make movewent en three
differen - scales:
encounter, and melee,

Uverland mevement is measured en
a daily basis, and rates are normally
abaut 12 niles ¢ day for an unarmored
character walking threugh relatively
clear territery; travel querages
about half that in rough territery,
and abovt ene quarter in mountainous

RULES OF PLAY

Hovement, Combat,
Hagic, Disgeise,
and other fhxevxsh Pursuits

terrain, Most riding animals that
will be vsed in the game can travel
about 30 miles ¢ day in relutzvelg
clear terrain, half that in rou
ceuntry, but may be slowed to ds
little  as  one  tenth that when
traveling in mountaimous aregs. It
is suggested that the GH handle
overland movement on his basic
campaign waps by having each hex
represent a 5 nile grid,

~ Enceunter novement is measured
in one minute turns. On an encounter
grid, @ hex measvres 20 yards acress,

MOVEMENT RATES

neasured 1n 1S second intervals, and
the hexes on a melee grid are 5 feet

acress,

Individual

character wmovement

rates are prinarily based en size and

the type
wearing,
below “indicate normal
Kelee Movement Fuacters
varicvs character races
Thieves’ Guild scenarios,

of armor the character is
The MOVEMENT RATES tables

for the
vsed in the

ENCOUNTER SCALE MOVEMENT FACTORS

in hexes per turn)¥

MELEE SCALE MOVEMENT FACTORS

Armor worn

NA - Novement thre this terrain not persitted,

{In"%?

hexes per tvrnJ

Aruor wWern

Race 500 LT CHY SCA PLT Rage 00 LTH CHN A PLT
_ Auman, Elven, Orcish i % 5T T 7
Human, Elven, Orcish 3 2 9/3 32 o Dwarven 7 6 S 4 3
Duaryen 5/2 5/3 32 4/3 4 Hobbit, Kebeld & & 1 2 |4
Hobbit, Keboeld 2 32 4 273 172 Pixie f 8 12 & 0 0
Pirie b I o4/8 ¢ 9 ¥ 5 4§ 2 14
N w328 172 48 18 Centaur, Riding Animel 43 46 2 8 &
Centaur, Riding Animal 5 5 3 &2 372 Draft Harse, Hole 2 18 N N N
Draft Horse, Hile 4 4 N oW
_ EFFECTS ON EMF RATES FOR;
¥(For fractional EMFs, use the specified pattern, and TYPE OF TERRAIN 2-LEGGED  4-LEGGED  FLYING
repeat each set of turns: RoughThilly recky) ~ 172 IET TN
5/2  Meve 3, then 2; Steep Incline { hex/tern  NA[1]
5/3  MWeve 2,1,2; Heuvxlg Weoded NE 172 NALZ]
372 MWoeve 2,1; River {at ford) /2 3/4
473 MNove 1,2,1; River (ne ford) 1/4 1/4
43 Meve 1,04
172 Move 4,0; Key: £/2,3/4,etc,- fraction of normal EMF permitted,
£/8  HMove 0,0,6,8,1,0,8,0) NE - No Effect

(1] Burros are exempted from this restriction;
nay move § hex/turn,

[2] Pixies are exempted from this restriction;
ny wove at 3/4 normal rate
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The varicws scenaris maps in the
back ¢f this beok are keyed to either
Encounter  or  Melee  movement,
depending vpen the locale, Most
daily activity is represented by
encounter scale movement
particelarly the initial monvevers of
i chance weeting {ar o GM planned
not-se-chence  meeting), On  the
enceunter grid, several characters
can share the same hex during the
novement and/or combat phases of g
turn. HMovement should be transferred
from an encounter ccaole grid to o
nelee scale grid whenever two groups
are within twe encounter scale hexes
of each sther; when transferring to
the swaller scale (appoximately 2
relee hexes across an encosnter hex),
place each charecter on a melee hex
at  or  near the center of the
appropriate encounter hex,

On  the nelee scale grid, only
one character may occupz a hex at the
end of @ movement phase, If two
characters frem opposing sides ore
ad jacent te ene another at the end of
¢ HKelee Movement phase, they are
censidered  engaged for  combat
purposes, provided that one of the
twe is facing the other, It is
difficult for  two enemies who are
back-to-back to fight, but it is not
totelly impossible,

Ad justments to basic  Movement
Factors may be made to reflect three
circumstances:

i) running,
2) terrain effects, and
%) excessive encunberance.

[N
~—

Dunnimna
U LAY
Ruining  doubles  the normal
Encounter or Melee movement speed
of a character. & character way
run no aere than o aunber of Nelee
novement phases equal te 2x his
STH  reting  (end 4/2 as meny
Enceunter movement phases, rounded
ug). Thus @ character with ¢ STH
of 16 can ron for up te 32
consecotive Melee rounds f(or 8
Encosnter turns). If a character
Tetally exhavsts his staming in
running away, he must immedictely
spend "an equal number of turns in
complete rest {(no other action
possiblel.

(g
~

Terrain Effects.

Cerfain “fupes of terrain linmit
Encounter movesent speed for seme
or all character classes. These
effects are identified abeve,
described separately for 2-legged,

4-legged, and flying creatures,

St
.

Effects of Encusherance.

TtV 7is™ Tan ebviews general
conclusion that the more weight a

tharacter attempts to carry, the
slower he will move., The Fantasy
System rules try te incorperate

these effects without ;ntroducin?
]

elaborate calculations
encusberance., Assume that each
race can  carry  the following

naximop weight load in addition te

arner, weapen and shield, and one
swall’ backpack full of "food and
equipment:
Human, Uruk-Hai 120 1bs
EIf, Half-E1f 100 1bs
Orc, Half-Orc 100 lbs
Dwarf 160 1lbs
Hebbit, Kobeld 68 lIbs
Pixie 10 1lbs
Centaur 360 lbs

If a_ particular character has a

natvral (before racial adjustment)

STR rating of 15-17, increcse base

carrying capacity by 251, if §IR is

i? or higher, add 50X to encumberance
inits,

Whenever a character is carrying
wore than 4/2 of his moximum load,
nove one column to the right on the
MOVEMENT  RATE charts (that is, ¢ nan
In~ Teather armor carrying 70 lbs of
extra load wovld move at the same
rate  as  on_ unencumbered man in
chainsail}, If o chaeracter carries
more than 3/4 of his maximum loead,
adjust his movement rate two columns
fo the right,

L essee... | het

. ' q .
Sriortsword o a , and

- ! ' i
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{ hiv ki bot my sword
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COMBAT
RESOTUTION

At the end of ony movement
phase, characters can participate in
conbat if the character has either a
ready close range weapon f{and a foe
is positiened in one of his three
ad jocent front hexes) or a ready
nissile weapon (and o fee is within
his range and line of wision),
(Spells may also be thrown during the
combat phase of a melee round.) Al
conbat ~ is  assumed  to  eccyr
sinultanesysly; thus each character
or monster entitled to make on attack
way do se even if he has suffered
fatal dannge during the course of the
current combat phase.  Seme wegpens
may be fired more than ence during o
single combat phase; however, all
shots in a round must be directed at
a single foe,

A1l attacks are reselved throwgh
the rell of o D20. Each character or
monster  is a@ssigned a base hit
grobqbllity for each weapon he vses,

ase HP (called HACO) represents the
die rell that wmust be equalled or
exceeded for the character to
syccessfully strike an snarmered man
(Armor Class 0). The HACO for a
particular weapen may differ among
player-characters, dve to differences
in their inborn pﬁysxcnl capabilities

L



or beginning trainings and skiils,
HACO will alSo improve over tise as
character gains experience and/er
acquires weapons expertise,

Te deternine whether 1
flayer-cheracter has successfully hit
1 %ee with an attack, the aRponent's
affective  armer ciuss (hereafter
abbreviated as EAC) is added to the
attacker’s HALD for the weapen he is

using. represents beth the
defined protective walue of the
armer, shields and helm worn by a

character, and the added protectien

provided b{ the player’s instinctive
reactions (referred to as his Dod?e
ability), If the attacker’s die roll
equals or exceeds his HACH +
apponent’s  EAC, o hit has been
scored. .

Example: Dworin, a 45t level

dwarven thief with ne HP benuses
for ceordination, has a HACO of ¢
with o shortswerd, He attacks
Sledge, a human fighter wearing
leather armor {armor class 4),
corrying a ssall shield (+{ to
AC) "and pessessing a +2 Dedge
(totalling an EAC of 44142, or
7). Dworin peeds a 16 (947} o
greater on o D20 to hit Sledge,
If a hit is scored, the successful
player then rells to determine the
anovnt of damege inflicted by the
blow, All damage is measered as
nunbers ef HITS, which in turn are
cespared qgainst a character’s total
HITS 70 KICL (HTK). The dice rolled
t¢ deternine damage differ accerdin
to the weapon used, the deqree o
training the character has received
in that weapon, and the character’s

STR rating (see WEAPONS
SPECIFICATIONS and BONUSES™ ARD
PERALTIES ~ FOR  REQOISITES for
details),  Armor ond shields, if
worn, will abserb o pertion of this
damage, as described in Chapter 3

ender Armer.
Critical Hits. ‘
fa 6Tozerjchuructer’s die roll
or an attack is 10 or mere peints
regter than the minimum needed to
it the foe being attacked, he is
considered to have inflicted some
sert of “critical” wound. In the
case  of Dworin, the thief in our
earlier example, he would score a
critical hit vsing his shertswerd
ggainst an unarmored man en G die
rell of 19 or greater. Against
Sledge, his foe in the example,
Duorin would need a 26 (16+18) for a
critical hit, a die roll clearly
impossible on a D20, However, Dworin
still has some chance to crxticullg
wound Sledge. If Dworin rolls a 2
en a D20, he rolls an additional D10
and adds this reselt te 20, If the
result exceeds 24, a critical hit
would sccue.

CRITICAL HITS AND FUMBLES

mr = Melee Round

i DAMAGE d
: DIE ROLL  TYPE OF WOUND MULTIPLIER OTHER EFFECTS }
: I ¥iocked Brédthless i Stanned 107 &r i
/ 2 Linb Damaged 1.5 If pecgon ars, HP -4; 1
: ) i eg; WA /2 :
) 3 Limb Broken 2 Linb wseless

] 4 Internal Injury 1.5 Hp -2 i
] 5 #assive Internal 2.5 Nake STH saving rell or :
! Injories vnconscious frem shock

' & Gash { Lose 1 pt of 5TH every 2

! ur from blood loss i
! 7 Severe Gash 1.5 Lese 2 pts SiM each A :
! from bleod loss :
' 8 Instant Denth it Foe dies at end of ar- 3
: FUNBLES 5
¢ DIE ROLL  TYPE OF FUMBLE EFFECTS '
: i Drop Feapen Takes { wr to retrieve ;
! 2 Break Weapon Hust draw new weapon (takes § ar) i
| 3 Hit #lly Roll t6 hit as for opponent: do ;
i ) normol damage if successtul, i
' 4 Hit Self Autamatic hit; rell normal damage i
; 5 Stusble Lese next mr regaining balance :
: b Fall Lese 1D5 sr getting wp ]
; 7 Sprain Ankle Reduce MA by -2 :
! 8 Disiscate Shoslder WP -2 E
H Key: HP = Hit Prohability :
; MA = Novement Allowance E

Once it has been determined that
¢ critical wound has been scored,
rell a D8 on the Critical Hit table
to identify the type and effect of
the damage inflicted. If a limb hos
been injured, roll ¢ D4 to identif
the limh affected: 1 = weapon arnm
= shield arn, 3,4 = legs. Where the
reselt indicates a less of bleod,
such  losses continve umtil
character  knewing first aid can
successfully  administer  emergency
treatment. If a player’s 5TH rating
drops to § as a result of bleed loss,
he dies, If a character’s STH rating
falls to £/2 its original level, he
may only attack once every 2 melee
rourds; at 1/4 STH, oence every 3
nelee rounds.

Effects  of
freguently last
immediate battle, even when

¢eritical  hits
far begond the
if} the
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affected player survives, STH loss
is recevered at a rate of § point per
game day; while STH is below norsmal,
reduce ‘tﬁe character’s total HTK by
the ratic of:

current 5TR + ST

norual STR + ST
1f boenes have been broken, they will
require 4-b game weeks (3 + 103) to
heal. If a'character is forced to
use yet unhecled limbs in @ stress
sityation, there is a 68X chance of a
refractere,

Furbles.

Just as a character can have
above average sucCess on g given
attack, he way alse commit awkward
{and semetimes ultimately fatal)
errors. A choracter or  menster is
considered to "fumble® if the roll of



the die is {0 or nore qunts below
the minimum needed to nit the foe
being attacked. In the case of
Duerin vs, Sledge, the dwarf would
fushle on any die roll of & or Delow;
thes, he actvally has a slightly
better chance of fumbling than he
does of hitting Sledge (which
suggests that if this fight were
Dworin’s jdea, he should “have his
head examined it it hasn’t already
teen handed te him by the end of the
bottle). Regardless of o character’s
effective hit probability, however, a
character or monster will always
furble if he rolls a i on a D20. 1If
a character is using a weapoen that
engbles him te make multiple attacks
and fusbles at any peint, ne further
attacks are permitted in thet comba?
phase,

fs in the case of Lritical Hits,
characters roll o DB and consult the
Fumble table to determine the exact
fate that has befallen them, If
melee rounds {mr) are indicated to be
lost as the result of q Fumble, the
character #ay not move or fire during
those rounds, Ankle or shosider
injuries sustained frem Fumbles are
assumed te  take iDI2 game days te
properly heal: all of the attacks and

the healin

novenents made during _
period should be made at the adjuste
rates indicated in the Fusble table,

Recevery from Nen-Critical Wounds.

er o Bbatfle siteation is
reselved, several player-characters
may be alive but injured. Each
character whe has sestained damage
during that combat may receive one
{and “only one) application of firfst
aid from nng one {and only one)
character wit truxning in this skill
for a given set of wounds (one
battle’s "werth), MNon-critical hits
that are not healed b{ first aid gre
recovered on the fo lou1ng basis:
each player-character naturally heals
wounds at the rate of 1/2 his current
ST per day, ontil fully recevered,
Heqllng g@xixﬁy nay be temporarily
reduced if the Rluyer has suffered
damage to his STH from poison, bloed
loss, etc,

ADDITIONAL
CORBAT TRLTILS
FOR THIEVES

_ The general rules of conbat are
designed to deal with siteations of

face-to-face combat. In many cases,
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this is precisely the type of fight
that a thief wants to aveid, since it
gives the other pnrtz such a fair
chance to win., The follewing tactics
nay therefore be employed by any
thief to attempt to impreve his
advantage.

1) Backstatbing.
In "order to stab an eppenent in
the back with a bladed weapon, a
thief navst make Move Silently rolls
until he reeches a hex odjacent to
the rear of his opponent, While
Noving Silently, the thief nay move
his entire novement allewance. Once
in positipn, the thief nez strike
with o +3 te basic hit probability
and a forther +4 te Critical Hit
Probability, successful
backstabbing attempt does desble the
normal weapon damage.
Example: Gudjarn, an average ist
level thief, is attempting to
backstab @ victis with a degger;
he has a HACO of 8 (instead of
the wswal 1) and scores a
critical hit on his wnarmored
victin (ACO) with o 14 or greater
{rather than the wuseal iB8). He
is successfyl (rolling o §2), and
the blew dees double the noermal
danage for  the weapen wused;
however, ne critical wound is
scored,
For the next selee round (if the
victin is still alive), the thief
loses his special hit proﬁubxlxty and
damage  bonuses, but his eppenent
cannot strike back dve to SUrprise
{even if he has a weapon ready).

2) Goshing.

Losnxne is a specialized form of
rear attack designed te temporarily
disable rather than kill a fee. The
weapon used is often o blackjock, or
some  other relatively sofi bi@nt
weapon (such as a sock filled with
sand), which is intended te concuss
the victism rather than kill him, As
in the case of backstubbing} o player
nust successfully Meve Silently to
get inte positien for an attack.
blow is then gimed qt the back of the
epponent’s head. 1f successful, the
victin 15 knocked uncemscious {me
saving roll). The chances of suctess
depend almost entirely on the
headgear worn by the sppenent. Base
hit probabilities are identified in
the chart below; they already include
the +3 bonus thieves receive for
striking frem behind, but may be
further improved if the player-
character has gemeral bonvses to hit
probability  received  for high
coordination er guined experience.
{Note: In Thieves’ Guild scenariss,
assume ail pen-player characters wear
the helns normally asseciated with
the type of armor they wear - Nerman



helm for chain, Roman helm for scale,
and great helm for plate armer)

COSHING
PROBARICITIES
! Headgear Base :
' of Qgglgg Hit Prob .
i Ning Rt e ;
' Cloth ceif b '
! Hat b !
: Leather helmw 10 !
H Norman helm 14 ;
: Poman helm 17 '
} Great heln 20 '

1) Use of Poisen-Tipped Weapons,

When possi0ie, Thieves may want
to  improve their fighting
effectiveness by applying a systemic
poison to the cutting edge of their
weapen, Assume that each gpplication
of poeisen will be totally injected
inte  the victin on  the first
seccessful  blew struck by that
weapon, Peisons will retain their
potency for 4-48 (4D{2) game hours;
1f unused in that time, they are
wasted, No more than $/4 eunce of
poison may be placed on o weapon at
one time; if this constitutes less
than @ foll dose of o particular
peison, remember te reduce the
effective level of the poisen
accordingly. anoge _ produced by
peisen is subtracted directly from g
character’s staming rating; if this
valve falls te 0, the victin dies,
If o character’s staming falls te 172
its  eriginal level, he may onlz
attack ence every 2 melee reunds; i
1/4, every 3 melee rownds, it a
character dies from being peisoned
the thief responsible receives 251 o
normal cembat experience (see Chapter
4),

4) Striking from Concealment,

Tn""some situations, a thief nu{
be able te wait for a potentia
eictim in an area offering nateral
cever - a dark alleyway, behind o
full-length curtain, etc. If the
thief suvccessfully makes a Hide in
Shadews ebility roll, he gains the
advantage of surprise on Ris first
melee  rownd of attack.  With
surprise, the thief receives o +2 to
his' nermal hit probability, and his
apponent  does net get @ return
strike. Note that if the wictim does
not ulreudz have a weapon drawn when
attacked, he will be ynable te ready
that  weapoen wuntil the 2nd melee
round, and wnabie to vse it until the
3rd melee reund,

SAVING ROLLS

In the Thieves’ Guild scenaries,
player—characters  and  NPCs alike
often face potentially fatal dangers
other than nan-te-man combat, in the
form of sprung traps, magical
enchantments, etc. In many of these
situations, characters may have @
specified opportunity to aveid or
reduvce the severity of adverse
consequences by successful1¥,nuking a
saving roll [see alse the first note
ih SECTIOR™ 1] against one of their

basic requisites (REFLEXES, STAMINA,

MAGIC  RESISTAMCE, etc.). Saving
rolls are made on 2Di2; to be
successful, the die roll must be

equal  to er lower than the
character’s adjusted rating for the
requisite being tested,

These  same  principles are
enployed in sitwatiens where a
character  veluntarily attempts an
action requiring above average skill.
Exanples of actions that wight
require saving rolls would include
leaping abeard a_ moving wagen or
jomping from reoftop to rooftop to
elude pursuit (both requiring saving

rolls aqainst ceordination)
uttenptina to batter down a lockea
desr (STR saving roll), eor dodging

put of the uoi of a falling ebject
(REF saving roll). The GH may ossx?n
pluses or minuses 10 the,suvxn? roll
te reflect the relative difficulty of
the action attespted (e.q., a slender
elf onencumbered by a great deal of
weight might be given” pluses when
attempting to leap between rooftoRs
under nermal circemstances, but might
receive substontial minuses for the
same gction on an icy, windy winter’s
night},

THE ROLE

OF "WAGIC
éltho»gh the player-characters
enerated tor use with the Thieves’

Guild scenarios are not desigied
primarily to be spellcasters, thieves
may use magic in the form oé scrells

or enchanted artifacts ({potiens
rings,etc.), At bth level all
thieves with a TAL rating of 9 or

better can use scrells witheut threat
of vser-indvced backfire (although,
like all other magic-vsers, the; Aoy
seffer adverse consequences if the
spell has been incorrectly copied
snte  the screll).  Lower level
thieves nog also vse scrolls, but
there is o 10X chance of backfire per
level of exgerience lacking (i.e., @
Sth level thief has a 101 chance of
fullgre, o st level thief SOX,
etc.}.
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Spells wused in these scenarigs
are taken from the FANTASY SYSTEM
nagic rules, These reles are nat
printed fully here due te lack of
space,  However, all individual
spells that appear in the scenarios
will be fully described so that the
GM can incerporate magical combat
inte these adventures, and so the
thieves have some opportunity to
acquire some arcane gssistance in
their activities. For the purposes
of balanced play when experienced
characters from other FRP systems are
being used, it is desirable to limit
the number of enchanted items they
can bring into these adventures,

A thief may alse choose to sell
scrells er ather magic items obtained
through theft, These items have ¢
base “valve of 100GP x the level of
speli squared (e.q., a 4th level
scroll 15 werth 160x4x4 or 16B0GP),
Spell levels for the enchantments
contained in  the scenaries are
indicated in their descriptions.

RANSOKING
PRISONERS

When the fortunes of war clearly turn
against a character er party, many a
traveler {including hired gquards)
will surrender to the mercies of his
opponent rather than fight to the
death, If wyev the player are beld
and  successful  in planning your
thieving activities, yov may have the
opportunity to decide the fate of
vanquished  foes,  This  section
describes some eptions for dealing
with priseners,

A character’s socigl states and
financial position will determine
whether or not he can possibly be
rancomed,  There are six lesels of
ransomability:

Level { - worth 1-180,000

(D400 x 1080)

Level 2 - worth 2-26,000

(2Di0 x 1600)
Level 3 - worth {-16,000

(D40 x 1808)
Level 4 - worth S00-2500

(D5 x S00)
Level S - worth 1006-1060

(Dif x 100)
Level N - never ransomable

The status of each secial
subclass in the ransoming structure
is indicated as:
SOCIAL

0Cl FINANCIAL
£LASS 31ATUS

WEALTHY AVERAGE  POOR
NOBLE 3 a1
GUILDSHAN 2 4 5
MERCHANT 3 5 N
YEONAN 4 N N
RABBLE N N N



fltheugh o captured individual
w1y beleng te a class that is
generally ransomable, the percentage
chance that his fqniiy or associates
will actually pay out such @ sum wust
be determined on a cuse-b¥-cuse
basis.  Seme  characters will be
beloved by all, while sthers will be
social eutcasts whele loss will be
grieved by noneland perhaps welcomed
bn sone). For relevant charecters in
the scenaries presented in this book
the percentage chances of successfy
ranson are identified,

For prime ransom targets such gs
werchants or traders, the scenarics
also indicate whether the non-player
characters are lecal or  leong-
distance  travelers, If  large
distances must be covered to bring
the prisoner te an areqa where a
ranson  desand can  be delivered, the
thieves will have to obtein adequate
quplies te nake such a gourney,
select a means of transport and a
reasonable disquise for the prisoner;
etc, Remember that the thieves
party  shovld alse be subject to
randés  encounters (with other
trovelars  oFr  wandering Mensters)
while they travel,

The Kevenge Factor.

There 1s always a ?ossibility
that a prisoner (er his family) may
decide to seek revenge against his
captors, To determine” whether
revenge is sought, roll a D6 after
the prisoner’s release and compare it
to hiz ransom level, If the die rell
i greater than the ransom level,
revenge will be szeught, Certain

snditiens wmay ﬁodi€§ this die rell,
If the captive is a female, add { te
the die roll. for each gune nonth
thet the prisoner is held captive,
odd 1 te the die roll, If the
risoner was well-cared for (i.e.
e well and reqularly exercised, not
physically  tertured o  sexvally
abyzed) during his cogtivityi
subtract 1D2 from the die rell.

1f the die roll indicates that
revenge will be sought, rell a Did to
determine the tgpe of actien taken.
0.} Un g rell of 4-7
1D} Fighters™ will be hired to
bring the capters te justice
{dead or alive), Thelr peried
of service will be { game nonth,
and their chance of lecating the
thieves successfully will be 302
if the thieves remain in the
sque area where the prisoner was
taken, 0% if they are still
practicing highway robberg in
ansther locatien, end enly 2% if
they are residing in a city er
laying low,

b.) On g rell of 8-9
An~ @seassin will be hired to
murder the captors. His peried
of service will be 103 game
nonths (depending on wealth of
victin), and his chances of
locating the thieves will be S0
if they are in the same areq,
201 if  committing highwa
robberz in another location, an
107 if they are in a city er
lying lew.
c.) On g roll of 40

¢ “pristier or a member of the
prisener’s family embarks on o
persenql  vendette that will
continve wuntil the death of
either the thieves or the
vendettist,  His chances of
locating the thieves will be SX
per nonth,

(ther Alternatives, )

‘tven For those captives who are
not ransemable, it is generally net
wise for thieves te leave a widening
trail  of death bebind them, If
romers begin te circulate that
merciless killers stalk the highways,
this  can  have many ne?utxve
consequences, Posses map be formed
to hunt down the villains, and the
rate of mercantile and other traffic
through the immediate aren is likely
to be redvced. Those groups intrepid
enough to travel will probably hire g

reater number of guards, and these
ravelers will also be more likely to
fight to the death if attacked, For
all  these reasons, other options
should be concidered where possible,

Paor folk, such as low class or
peasant farmers, should prabably just
e released, wunless they duve
unusuullg good physical requisites,
Some of the stronger or more
beautiful captives can be seld as
slaves, either privately or though a
slave trader. The base price for g
slave is $0-200GP (D28x18), However,
add the roll of an additienal D20 fer
each of the following outstanding

requisites:
STR ) 14

5TH ) 15
DSC ¢ 7
MAG (b
APP ) 14
If o character fulfills all
these reguirements, his/her price on
the trading block weuld be 50-1200GP
(oD26xi0).  1f thieves conduct slave
sales through o trader, they will
receive S0Z of the final sales price.

DISEUISE

There are a number of situatiens

in which a thief may wish to obscure
his true identity, Such

Circumstances  include attempts to
gain entrance to @ building in erder
te “case” the premises, attempts to
confuse or elude pursuit, etc. The
chances that a particelar disquise
will be successful are ?rlnczpully
dependent en a character’s I, but
are  alse  influenced by  the
individugl’s magnetiss, appearance

racinl  background, and the type of
role being attempted,

The initial success chance of
any disquise attengt is S6%, the same
as the percentage likelihoad that any
story will be believed. Adjustments
are  then wmade to  this  base
probability:

1) fAdd er subtract ST for each
peint of difference between the
character’s 10 and the I of the
individeal to whom the disquise
is  being  presented, This
reflects the role  that
intelligence plays in making a
person aware of the impertant
details of an impersenation;
{e.g,, proper insignia, knowledge
of "local courtesies, familiar it
with well-known names or “cetc
phraces.”) Hhen dealing with
qroups, character intelligence is
compared te the average I§
(rounded down) of the group.
This is done mainly for the
purpese of simplifying the number
of die rells required, but also
simslates the fact that «q
disguise gains credibilitz once
it "is believed by a few "known"
tndividvals.,  For purposes of
this die-roll, qll crewds are
assumed to have an average IQ of
8 {below norwal, refleciing the
decreased opportunity for close
personal interactions that might
revegl flaus in an
inpersonation}.

2) For every point of MAGNETISM
abave 44, add 5% to the bose
suceess chance. Since MAGNETISH
reflects a character’s general
ability to faverably influence
pecple, a high gersonul HAGNETISH
enhances the believability of any

disquise. Similarly, a very lou
MAGNETISH {less than 9,
indicates thet a character will

be disliked on sight, and
receives minvses of Si per point,
{All WAG_ benuses and penalties
are deubled in situations where
the  disquise  requires the
character to act in @ comsand or
leadership cupucitg.)

3) For every point of APP gbove 14,
add 51 te the chances of
successful  disquise  whenever
dealing with mesbers of the
opposife sex, In this case,
physical attractiveness  Is
presuned to reduce the subject’s



interest in finding fault with
your  disquise, Cenversely,
sgbtract 5% for every point of
APP above 14 when dealing with
nembers  of  the same  sex
(reflecting the iikelihood of a
jealous reaction).

4)  The family background of o
character may restrict or enhance
the types of roles that he can
sucessfnll{ play, Mest peasants
are totally unaware of the

rituals of daily court life, and

almost none can feel confortable
inpersonating men of station,
conversely, a noblenan
impersenating a peasant or serf
will almest always exhibit an

inugpropriute ] amount  of
self-esteem in  his  bewring,
Basic  susccess percentages are

downwardly udfusted 301 whenever

of the cheracter.

9) Ad justments myst alse be made to
reflect the compatibility of the role
selected with the racial background
Hobbits and pixies

sych  unfemiliar  roles are  do not make realistic captains of the
attempted, (Family background  quard, and centaurs er Uruk Hai are
can also have poesitive impacts on unlikely ewel appraisers,
the credibility of disquise. Add  Non-humans will almest glways have
101 1o the svccess chance  more difficulty representing
whenever the role chosen is from  themselves as lecal officials., The
the same class as the character’s  adjustments made in any particuler
vpbringing, Addxtionullg quild case should be subject te the
nembers receive a i i, and  descretion of the GK, The table,
rerchants @ 5%, bonus te their  BASE SUCCESS CHANCES FOR DISGUISES,

chances of

gortruying any non-military role
ecause of the wider range of

centacts they have made.)

BASE SUCCESS CHANCES FOR DISGUISES

successfully 15

designed
guidelines for this purpose,

te provide general

E ROLE  \ RACIAL HUMAN DWARF  HOBRIT ELF ORC URLK KOBOLD  CENTAUR  PIXIE
t ATTEMPTED \ TYPE GOELIM J2ELF 4/20RC
! BEGGAR +9 -30 -30 -50 +50 -30 +49 -30 -30
¢ SERVANT +10 =50 +20 -40 -50 =50 ~40 +10 =30
1 CONSTRUCTION WORKER 9 +25 -40 -15 +15 +25 -30 +20 =50
» COOK/CHEF +10 -40 +10 14 ~30 -41 -38 -40 -44
¢ CONSTABLE +15 +18 -25 E-15 0-50 -3t -50 +10 -5
! /E 9 /0-19
v PRIEST 0 =20 0 -30 /8 28 -30 9 ] -10
i ENTERTAINER #5 -3t +5 +25 -39 -9 {0 0 0
+ COMMON GDS MERCHANT +15 +20 +20 -15 -20 -10 -15 -10 ~40
t  FINE CDS MERCHANT +0 +25 -10 8 -4 ~30 -4 -34 -25
' MEDICAL (HEALER) +0 0 g +28 -30 -35 -30 ~10 =20
! ARTISAN +9 +25 0 +20 -3t -15 ~30 +5 -4
1 MAGE 0 -5 -40 +#10 -30 -40 - -2 +25
¢ MILITARY(WARRIOR) +5S 5 ~30 0 16 +15 A1) +15 50
¢ NOBILITY +18 [ -50 +20 -50 ] -38 -0 -1l

Once all adjustments are made,  MAG rating (ability to take control  This disquise, if believed, should
the LW makes a Di0U roll secretly to of ¢ citsetien), based en the  enable him to enter all reoms of the
determine the effectiveness of the  formula: house,  including upstairs
player’s disquise. 1f unsuccessful, 10¢base chance) bedroons most likely te contain the
the NPC may openly indicate his + S(each pt DSC ) 8) jewels. He comes to the house late
disbelief, or may “"play along” with + S(each pt NAG ) 11) in the afterncon, when only Lady
the impersonation to learn what is  This gives the percentuge chance  Catherine _and her servants are
really .?oan on, If spccessful, the  (rell 'Di00} that control of the ?resent. The Lady’s I rating is
NPC will ‘believe the disquise  impersonation can be reestablished, i,
completely until ond unless a crisis

sitvation eccurs,

A "crisis sitvation® may result
through circumstances beyond the
playeris contrel, or may be due to a

misstep made by the player. In the
event of such o sitvation, it is
presumed  that the character’s

disquise -has been chailenged., The
effectiveness of a player’s response
to such a challenge is a function of
his DSC rating (representing commen
sense in Q panic situation) and his

disquise
thelr use.
guin access to
aren Egbert’s wurban townhouse to
deternine the location of his wife’s
jewelery
attributes are as follows: 18 15, DSC

A sample opplication of the
Danien the dwarf wants to
the upper

beox, Damien’s relevant

reles is provided to clarify  the
(hase S
fleor of in
Catherine + 18X racial bonus).
peceives no bonuses for MAG or APP,
and does not preceive the S% benus
assigned
becavse the role selected is military
i The CM rolls a 54, and

noraally

10, MAG 8, AFP {4, Family Backgreund
- Herchant, He  decides te  in nature,
impersonate o member of the city  Damien is

quard,

searching the house for an

escaped convict seen in the vicinity.
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R inside,
examining each room,

pise
: 4 he difference
intelligence betueen Damien uad
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XA
42

Damien’s chances of convincin
IG:‘ ef i ¢ H
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~ After ten minutes,” Damien is
aimost ready to depart, having noted
a number of potential hiding places
for valvabies and having wnlatched an
vpstairs window to facilitate his
later reentry. Just at that moment,
hewever, the Baren returns howe,
tncovntering the dwarf and his story
the Baron expresses puzzlement the
he was not informed of the search
since he had spaken to the chief
constable less thar an hour earlier,
Thus,; this cenfrontation represents a
trisis  siteation that Damien is
ill-prepared te face. He has only a
20% chance of rescuing the situgtion
(Base 161 + S[2,gts of DSC)8Y + § pts
for MAG). Luckily for Damien, the CM
rells an 07 and the dwarf is able te
fabricate an acceptable excuse for
the Haren. As he pavses te calm his
angled nerves in a nearby alleyway,
amlen soothes himself with thoughts
gf h'ghe great treasure that will soen
e his .7, .

FENCING
STOCENGOODS

Let’s rejein Danien on the
morning of the following day after
the successful completion of the

41, 655 el
B A

pICB

FH i “ '
Sl Lottt are 3 N e

rebbery. His  havl_ censists  of:
1000GP in ceins; SOB00CP worth of
smwall gems; 2 emerald bracelets worth
i000GF  each; o diamend-encrusied
tiara, engraved and custom-made for
Lady Catherine, valued at 15,000GP; a
bundle of tapestries worth 12066?
total; and a set of crystal glassware
worth 2500CP,

Dees this mean that Damien is
26,700GF richer than zesterduy? Not
bloody likely! With the exception of
the coins and small gems he has

taken, all the ether items from the
robbery must be converted inte cash
through resale. Whether he takes

these™ goods to a regutcble trader or
*fences® the items through underworld
contacts, Damien may actually receive
onlx a fraction of an item’s sigted
market  value, Furthernore, a
personclized, highly recognizable
item like Lady Catherine’s tiara ma
be considered so "hot" that few uil¥
purchase the item from the thief at
any price.

Hatters becone further
cewplicated by the fact that the
player-character nust have received
training in various skills (in this

I-24

V)
3 "'l /; '
AN

case jewelry,

weaving and
glassblowing) in order to” have an
accurate concept of the valve of his
booty. If ne character in  the
thieves’ pnrtz. has trainipg in o
particular  skill area, they will
believe that the iten is worth
uniuhere from 107 to {0x its actual
value (GM rolls @ D6 high-low and a
Di0. It high, avltiply acteal value
by the result of the Db roll; if
low, by the Dif roll x 40X, The
result is the thief’s estimate of an
item’s value.)

Te sell stolen goods, {or any
property, including treasere from a
dungeon '}, the thief must locate one
or  more potentiel  buyers, The
chances of finding an appropriate
ipdividual increases according te the
size of the tewn in which tge thief
is attempting to fence his goods, and
say be enhanced by Thieves’ Guild
membership (see next sectien), If
the GH using these scenarios does not
have o pernanent campaign with cities
and towns already designed, die rolls
can be ysed to lay dut sitvatioens,
Roll a D80 and conselt the chart
below to identify the size of the
nearest town; then make q secend Dill



roll and read acress that row to
determine the nusber of traders in

the towmn,

For each trader,  six
charac teristics must be established:
1) What is the size of his total
yrsel {These assets pay be in the
orm of coins, gems, or letters of
credit from neneyienders in the
commMunity.)

2) What trainings does he have?
{(This identifies the types of
goodis for which he can accurately
estinate valve),

3) For these knewn commedities,
what is his initial offering price
for nermal items (expressed as ¢ 1
of trve valve)? His naximum
offering price {alse expressed as
a % g? trve valve, seldom greater
than 58%)7

4) Will the trader deal in goods

from evtside his truining fields?
If 5o, what methed does he engloy
te arrive at a price for these
?oods?

%) What is the trader’s reaction to
obyiesl *hot", notorious

roperty)

6? i1l the trader try to rob the
thief if he thinks he can get uuuz
with it? If yes, will he attemp
to do so b{ force or by decept_on?
(This vsvally eccurs when the iten
or  items being seld are of
extraerdinary value,)

A small nusber of prerolled trader
characters are presented for the GH’s
conventience, GMs should vse merchant
or trader characters from their oun
canpaigns as well, if desired, or ¢
GM may develop traders and fences of
hic own Using the method below,

Procedurally, the GN plays the
prospective  buyer, and makes his
initial  offer, The _and the
player—character then may dicker over
a4  final price, The trader will
continve to haggle wntil

@) agreement en a price is reached,

b) the trader’s price reaches the

paxines offer indicated in the

table, er

t) the GM rolls a 90 er above on
percentile dice, indicating q
negative response to the player's
bargaining tactics. )

ﬂxaye? aay then cccept or refuse
the NPC's offer, ending the fencing
process,  The price actwally goid to
the player is the treasure “value”
ysed in calculating experience {see
Chapter 4),

TRADER CREATION

The creation process for traders
and  fences expands the questions
posed above for characteristics.

i
ine

INITIAL SIZE OF

t ﬂFqTRADERSSPRESENT

DIE POLL TOWNGPOP,) 1 f = 2 $ 0 Soplis
0T=40""" of-{08" B1-75  76-95 96-99 {00 - -
11-30  101-250 0-20 24-45  A6-80  81-9S 9699 (G0
=60 251-500 0i-10  §i-20 4-35  36-S0  S4-70 74-100
61-90  S04-1600 01-02  03-05  06-10  {4-1S  15-25  26-100
-9 1001-5000 - - - 61-02  03-05  Qe6-180
100 Y5600 - - - - - 81-100
TPADER CHARACTERISTICS
Total Training Dealing Minimum Moxiaum "Hot®
Nane Purse Fields Qutside Offer  Offer Goods Sting
TeneIryd B T
Tanning ) Qutrage -
L. Briggs 84,000 Silversmithy 122 201 40%  Will call ®
Fine Armory constable
Calligraphy
ParTumery o o
2. Farnth 8,600 Weaving £0% 207 405 Fearfel - N
e Loopery No_deqal
8 Orneda 2,500 Classblowing 201 30T 80T No effect N
Perfumery -
Bowry ™ - N T
4. Belwyn 498 Silversmithy 5% 5% L Mo effect M
Tanning
N Jewelry
S TShe ITTTTTOT, 000 Jeue Iryk 51 10 B0L Raximum - R
#echanics a0
b, Craven_ 2,000 CTassblowing cl 51 T " No effect N
7. Tanna AOT Armoryk g% 161 50% Kuxéagn - N
""""" TA1IorIng i o
3. Avon 7,100 Calligraphy 207 20% BOX  Maximum - Force
- Mechanics 401 [i}
“Tailering T o
9. Lodewn 419 qugetry 5% 30% 7% Fearful - N
. Perfumery o Mo deal
- JeweIry -
18, Thrush 4,680 Fine Armory 121 5% SBL  Maximwm - Guile
Glassblewing 202 121
Silversaithyk
Buur{ Qutrage -
11, Papl 6,200 Jewe r¥ _ 0% 103 761 Will call N
Classbloewing constable
o Kechanics
_ Carpentry T TTTTTTTTOTTTTIR e Outrage =~~~
12, Britt 7,580 Jewelry 10% 51 501 Gilence N
Coopery for bribe

Y indicates Mastery of the skill

[1} Aven employs three fighters; there is a 65% chance he
will order an attack if they outnumber the thieves,

(21 Thrush will attempt to substitute qlass and paste fakes

items of

en  hat

hin for

ggrcentuqe .
ighest percentage in the group).

appraisae
detect

to

ieuelry, 6r  gems, that are brought to
3 thieves must roll Locate Tru;s

sWitch Conly ene try, from the
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1)

2)

3

§)

Determine family background and
financial status:
40% Guild
30X Wealthy
501 Average
20% Poor
60 Merchant
201 Wealthy
401 Average
40% Poor

Deternine the size of the total

purse:
Wealthy - 1008 x iDiB0 GP
Average - 00 x 4D100 GP
Foor =~ ~ 46 x D100 GP
(Guild receive 2 rolls)

Determine number of Training
Fields in which the trader eor
fence is knowledgable (rell Di):

1 4 field
-4 2 fields
-7 3 fields
-9 4 fields
0 4 fields and

roll again

Deternine which Training Fields;
if a field iz rolled twice, the
trader or fence 15 o master in
that field (rell 020):

2
4
8
1

3-4 Tanning
S-7 Jewelry

if Arwuory

1 Tailering 12-13 Classbloewing

2 Carpentry 14 Weaving

1S Complex
Mechanics

8 Coopery 16 Perfumery

9 Carpetry  47-1B Silversmithy

0 Bowry 1% Calligraphy

20 Fine Armory

Determine the percentage chance
that the trader or fence will deal
1n goods outside his normal fields
of interest (this is based solely
on the DSC rating of the
character):

DSC less
than il

DSC 14

Dse 12

DSC 13~54

bSC 15-16

DSC 47 or
nore

202 chance
151 chance
122 chance
10% chance
%% chance

i1 chance

Deternine the size {percentage of
actval walee) of the minimum and
naxinum offers the trader or fence
will make:

Kinimum: 5% x D6

Haxinum: 10 x (D8
Obvieus incensistencies (miniwpm
greater than maximus) sheuld be
either re-rolled or adjusted, It
is possible for the offers to be
exactly egqual; this means he makes
only ene offer and does not
haggle,

6) Determine the trader’s reaction to

gbg%ously *het" merchandise (roll
12):
i Outrage - will  call for
constable
2-3  Dutrage - effers silence for

bribe
4-5  Fearful - refuses deal
6-7 BRlase' - reduces  maximum
offer by 1/2
8-9 Blase' - reduces  maximum
offer by 1/3
18-11 Blase* - No effect )
12 Piqued - raises naxinum
offer by 5-30% (5%
s 1D6)

7) Determine whether the trader or
fence will attempt to 'stin?' the
thieves. Roll o Di2; on o §, the
trader will attempt to de so by

ferce; on a 2, the attempt will bhe

threugh trickery or quile,

THIEVES? GUILD

MEMBERSHIP
ADVANTAGES
]
DISADVANTAGES
In unz,siznhle town (population
Y 508), thieves are likely to be
srgonized inte the equivalent of @

Cuild or secret society. The Guild
will seek 1o contrel all 1hievin3
activity going eon in the city, an
will  view  these who eperate
successfully outside of their contrel

as targets for destruction, Guild
senbership,  therefore, nuz be a
desired 1tem for player-character

thieves to cbtain,

Entry Reguirements. Nermally, the
Guild will not be interested in
recruiting a  thief  for
nembership wuntil he has reached
3rd levei. Exceptiens are made
for individuals with
extraordingry coordination
and/er reflexes (}16), who will
be accepted at ist level. The
initiation fee for all is
150067, which must be paid
during the _ first month of
membership, The thief most alse
uaree to give the Guild 25X of
the total volue of any theft

wmade in the city, and fto

undertake specific Joﬁs for the

Guild if requested,

Advantages of Guild Membership.

85 guflined above, "JGining the
Guild will cest you some of zour
freedon of actien, and guxte a lot of
noney. Aguins? these disadvantages,
Guild wmembership does offer a nusber
of benefits:

{) The Guild has a well-established
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network 6f connections for selling
stolen goods. A thief may pass
his qeeds to the Guild for resale
and “imprave his chances of
receiving top value.

2) The Guild has access to many of
the local nogistrgtes, and moke
reqular payeffs to insore leniency
for their membership when on
trial.

3) The Guild can wvsvally provide
mewbers with o safe hiding place
or passage out of town when they
need to eScape pursuit,

4) In najor cities (pop.)S000), the
Guild will provide free of cﬁurqe
improved sets of burglar teels as

they become necessary through
chargcter advancement {at Levels
5,%,13,etc.)
5} Per aps most importantly, Guild
mamherchin eliminates the
possibility  that the character

will be harassed by both sides of
the law, Althou?h a thief nay be
ahle te operate independently
within a city for a long time if
he plans cerefully, is not seen,
does  net  brag  abaut  his
accomplishments excessively, etc,,
there is always o chance that the
Goild will becowe awore of his
activities, The Guild’s response,
depending on the ameunt of revenue
it believes it has lest, may range
from threats to beatings to
assassination.  The player ma

wish to avoid these risks throug

nenbership,

Guild Organizational Structure.

" The “structure "of each local
guild is likely to vary according to
the size of the membership, the
amount ¢f revense being taken in, and
the general heirarchical tendencies
of the society,  However, all
thieving Guilds are likelx to be
preside over.bz a naster thief whe,
with the assistance af one or more
trusted lievtenants, is responsible
for  overall decision-making, The
Hoster will set down the regulntions
that his subordinates mest follow,
pete out punishment to those that
betray the Guild, and plan thefts and
other activities to _enrich the
coffers of the greup. The location
of the Guild treasury will be his
well-guarded secret, and its contents
will 'be well protected. However,
conspiracies and coups  are
commenplace in  the underworld, and
the Master myst be ever vigilant if
he hopes to aveid challenges te his
leadership, If player-characters
become Guild members, we recommend
that the GH develop some concept of
the organization of the lecal Guild
as thié can serve as o source of
additional adventeres (as players try




to #ove up in the ranks to positions
of impertance, or are sent oot on
Cuild missiens.)

GOTCHA, THIEF!

tven for successful thieves
there are times when the best laid
plans ?o astray, ond the players find
thenselves face to face with the
lecel censtabulary, a pesse, or some
other defenders of low and erder. In
sech a sitvation, the thieves nuz try
te moke a run for_it, er fight their
uay to freedon. These responses can
be' handled through the nermal
movenent and  combat reles, The
thieves way also try te gain their
release by brLbLng, their capters,
The GM shosld ese his own discretien
in  deciding the effectiveness of
bribery attempts, based on the number
of lawmen presenf, their greed and/or

their semse of respensibility to
thelr jeb, the awount of noney
effered, and whether or not there are

other witnesses present., Remember of
course  that  a  quick-thinking
guardsman can pocket a bribe and then
centinve straight on to prison with
his captives.

The thief’s final sption is to
take his chances with the medieval
coerts. Under this eptien, the thief
pleads his case before ene of the
local magistrates, The trial can end
with any of five resvits:

t Death Sentence
Carried ouf within seven days in
the manner costomary in the
prevince (hungln , (Grawing and
quartering, etc.). There is no
appeal, But for nob es, the
sentence is norwelly carried out
without  terture:  cemmoners
vsually get dxspioyed for the
edificatien and enjoyment of the
mob. Very rarely, the ruling
noble of the regien may step in
with a last minute pardon, but
ussally . . .
Metilation,
RETTIR TsTamic custom (ask your
local Afuioiiuh). The accused
night 6se o hand, or his
tongee, or . . .
3 Inprisensent.

Senfences runge from 10 days to

[t

{8 years, depending on the
severity of the crime and the
natsre  of the judge, If «

player is ?oar, prisen may prove
g cruvel fate, since pristners
had  to purchase their own food
while in jail . . .

4 Eines.
Fines levied by the cowrt are
yseally vegz noderate, ranging
from S0-1800GP (S0 x DZD),
These witheut the necessary
capital either went straight to
the local Shylock to borrow it
at 601 interest per month, er 1o
reselt  #3  abave {Debtors’
Prison),

S Acguittal,

“Complete exoneration.

Player-characters may attempt to
inprove their edds of a faverable
verdict in three ways, Two of the
training fields available to plugers,
sratory (+20%) and magistracy (420,
or A} fer mastery) impreve a
character’s  peaction  dice  n
pleadings before the court, If the
player—character belongs te the local
Thieves’ Guild, the guildmaster can
eften exert favorable influence en
the decision throwgh his contacts
with local judges. = Finally, judges
alse may be offered bribes bz_the
confederates of the captured thief,
Bribes are the riskiest method of
inflvencing the judicial process;
some  judges (10-251) are totally
henest and would be deeply offended
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by 0 bribe attenpt, while athers may
become inselted if the bribe offered
is low by their reckoning., However,
in some cases, a player with 1ur2e
capitel  reserves can  virtuvally
guarantee his  freedon through a
generovs bribe, since for some
guq es, the positive effects of a
ribe increase incrementally with the
total ameunt being spent.

JUDGES  AND JUSTICE,the table
presented on the next guge contains
all relevant data for 12 NPC judges,
To sinvlate a court proceeding, rell
a D2 to determine the magistrate
prgsxdxng. {Nete: the higher the die
rell, the more lenient "the judge.)
If the thief is a member of the local
Thieves’ Guild, he receives the
additional advantage of relling a D10
and odding 2 “to  that result
(consequentlx, they can only draw
judges 3-12), The thief then makes
any attempts at inflvencing the
judgenent ¢ wishes, A D100 is then
relled and appropriately adjusted,
and the verdict is handed down,



TUDGLS AND JUSTICE

i o e e S e O A RS A ek M s

RESULT OF TRIAL

m Kugistrate’s boild Effects of amnm of Death Hutilation ~Frisen ~ Assessment Acquittal
P Mame ontacts Bribery Offers rine Sentence Tern of Fine of Charge
» #1. Heydrich yOH iOH i Frosed S T A S 1 Po4i-85 ) 46-88F 0 1 8i-ifd
i *the hangman" | : i Theft v h-25 1 26-7 v 7180 1 Bi1-85 1 B6-100
m ; d i Vielence io01-50 v 51-75 V7590 I RS} 1

m $2. "Haxinun® . N 1-20 reqardless of i Froud ] v 04-05 v Bh-60 v A1-7S 1 76-101
i Jen Srycah : isize of bribe i Theft i v 04-25 v 26-710 P 7i-40 vo8i-100
m 1 i } Vielence Vo0i-25 ) 26-40 1 41-B0 ) Bi-BS ) 8A-100
v $3. Agon Stern v N i N i Froud i ; v 048-35 1 3E-85 0 L ba-100
; ; ! i Theft Vo= 4 06-25 1 24-60 ) H1-7S 1 T6-100
m : ! i Vielence v 0830 ¢ 31-40 0 48-790 1 74-80 1 Bi-190
i ¥4, Onnesaab v GHil =28 regardless of i Fraud ; : v 01-30 Vo3i-6% 1 66-100
! : isize of bribe | Theft : v oBi-28 0 2450 1 S4-700 0 74~
i ' ; ! Vielence vo0-25 0 26-40 1 41-65 1 6679 1 T6-100
Lo, Harddelyn . +0 for any and all V' Fraud i po0-85 0 06-35 1 3665 1 66100
i ; tbribes over SO0GP i Theft ] v 8125 1 2645 46-70 1 74-00
; : ! i Vielence 10125 0 26-35 L GA-6S 1 6675 1 74-100
m $6. Bertrand 1 GHS 145 per maaam of i\ Fraud { : boM-35 0 1 3688 1 66-100
i\ Fairweather ] ibribe (mox 25), if i Theft v 84-05 0 06-25 1 26-50 1 Si-700 1 74100
i ; tonder 200GP, by i Violence Vo025 ) 26350 0 3665 4 6679 1 7610
} #7. De Scayls v OGS PN ! Fraud : ; voM-30 1 360 1 6i-100
} : ; i Theft ) Vo820 1 24-45 1 4645 ) 6~
| ; ; ! Vielence VoB-2e 0 24300 1 31-55% 0 1 Se-78 1 -4
m #8. Eeridai | i+10 for any and cll v Fraud ; ! 81-25 voo26-55% 1 S6-100
: : ibribes over 250GP i Theft : . Fed 21-40 5 at-60 1 61-100
m H ; 1 Vislence vo0t-20 0 24-30 0 3485 1 5670 1 7i-t00
m $9. (annd vG+2D 15 per {00GP of v Fraud ; ; v M-25 v 26-50 v 51-100
" i ibrive (max 38) i Theft vo0-18 5 4130 0 3445 1 46-58 0 1 A1-160
m { ; i+ Vielence Vo01-1S i 16-25 126758 v Gi-65 1 bb-108
L 40, Keaatr PN 1440 for any and all ! Fraud | : Do0t-20 ! 2150 Si-400
: : sbribes over SOOGP i Theft : v 0415 v 16-35 v 36-60 vob1-108
| : i 1 Vielence po0-15 1 16-25 1 26-500 1 Si-85 ) b6-180
m #1. Roibien VG20 145 mma 200GP of i Fraud i ] voo01-2t i 21-45 1 46-100
' H ibribe {max mevw if } Theft ; Vo815 b 16-35 0 1 36-55 ) 56-100
: : iunder 2006P, -20 1 Vielence V-0 ) 1125 1 26-45 1 46-60 1 6i-100
m £12. Travis Tee v L1 1+40 for any and all ! Fraud } : I v 2i-48 v 41-100
) ' ribes i Theft : vo0i-10 vo11-38 HIE S T v 5i-100
; ' i Vielence poM-10 g fe-200 ) 21450 3 4b-68 1 6i-100




QUTFITTING
" THE
PLAYER-CHARACTER

Once the attributes and talents
of the player-character have been
determined, the final step in
character genergtion 1is to provide
yeur thief with basic supplies by
spending at least a portion of the
funds in his initial perse, For ease
of presentation, supplies have been
broken  down  into five basic
categories -  Heapons,  Armer,
Equipment, Clething and Feed.

Host players will have to
purchase the weapons they will vse in
the game from the price lists at the

end of this chapter. These prices
represent the cost of a stendard,

Arner
and Assorted
Paraphernalia

unornamented, non-enchanted ueugon of
its type (more elaberate or better
crafted Kieces nay cost from 2 to 100
tines this basic amount), There are
two ways in which players can obtain
weapens without purchasing them, If
the character is a member of the
Nobility, he receives any one ueugpn
he chooses as @ legucg from his
fawily, Also, if the character has
taken training in skills that invelve
weapon-making (blacksmithry, bowry,
netting, etc,), he is assumed to have
nade one weapon of that type for his
personal vse,

Thieves  reguire cpeed and
stealth te be  successful;
consequently they will never wear
heavy armor (plate or scale) and will

seldom  wear chainmeil eor carry
shields, In  purchasing  armor,
characters  may  either ~ purchase

complete sets of body armor or merely
terse protection. Helws are soid

separately.
The  effects of armer on
character aiiributes and combat

resylts are gs foilous: , ,

Al%heugh the g ager thief will net
hinselt wear 3cale {(Armor Class or
AC8) or Plate TACTE) arwar; he may
encounter foes that do in_ the
course of his edventuring. Scale
reduces o character’s coordination
(CO) by 2 ond reflexes (REF) by 4
while worn, The armor absorbs two
hits  eof dunuee from  every
syccessful attack. Plate reduces
€0 by 3 and REF by S; it stops
three hits per attack,
Chainmail (RCA) reduces CO by ¢
and  REF bg while worn, The
arwer absorbs twe points of damage
from each ssccessful blow struck
by an eppenent, up to a maximum of
£50 hits. Damaged armer way be
repaired at the cost of { GP per
point repaired. A Norman helw is
vsually worn with this type of
armer.

1-29

1, but has no effect on CO. The
armer absorbs one goint of damage
from each ssccessful blow, up to o
naximgm of 40 hits, Damaged urnog
#ly be repaired at the fost of
SP per point restored. An 8-layer
leather helm is vsvally wern with
this armer,

Quilted cloth armer (ALZ) does not
redvce character CO or REF. It
absorbs one peint of damage from
each successfyl blow, up to a
naximum of 10 hits, Damaged armer
can be repaired at the Cost of 3
e ?er point of damage restored.
A cloth coif or cap is wsually
wern  with this armer, (Quilted
cloth «cen alse be worn under
plate, scale or chain armer, if
desired. When worn  in  this
fashion, the cloth has no effect
on a player’s AL (which remains
5}, but the player is able to
g%ock) three hits of damage per

oW,

A character way, because of
fingnciel constraints er preference
wind up wearing different kinds o
arner en variouys parts of his bedy,
In this event the character’s
effective armor class is:

1/2(AC of torss)

+ §/2{qverage AL of other areas)
Thes, if a character has purchased ¢
chatn  shirt and nothing else, he is
considered AC3 (11/2 x 6] + [1/2 «
81), ALl other effects of armer are
alse recelculated, In this case, the
character’s CO and REF would be
reduced by { each (eiways round any
fractien ep), and the chain shirt
wovld abserd 75 total hits, During
melee, @ D& would be rolled high-lew
on  each svccessful  attack  te
deternine  which pertion  of the
character’s  body  (more or less
arsered) was struck, and the normal
protectien amount for that armoer type
wonld be absorbed.

If o charocter is not wearing an
appropriate helm (for the major armer
type &f his ensemble), subtract
from his armor class, This reflects



the probability that blews will be
particularly aimed for one’s cranium
if it is improperly protected,

~ Shields are glso available for
clese combat, and the use of a shield
adds 1 to o character’s armor class
{exception: add 3 te the armor class
¢f a cheracter wusing an B-layer
leather shield against missile
attacks), A small shield absorbs 4
point of damage per blow, but costs §
from CO to use, A 1urge shield
abserbs 2 peints of dunqge per blow,
but costs 1 from both CU and REF to
use.

Equipkent.

tach layer-chargcter  should
supply him/her~self with a number of
vseful everyduz itews, such as
vtensils and cooking gear, a reliable
source ¢f  illumination, sleeping
geur,. a length of sturdy rope, etc,
variety of_equxgnent is provided in
the price lists below, Three of the
categories, _containing  special
equipuent, require brief explanation.

~In order to disarm traps ond
pick locks at full effectiveness, a
thief must have a proper set of teols
(picks, wires, skeleton keys, etc,).
Each set costs SO0GP, and a new more
advanced set is required fer each
four ndditional experience levels the
thief attains (i.e., at levels 5, 9,
13, etc,), Without proger tools, 0
thief functiens a1t haelf normal
ability when picking locks or
disarwing traps.

~ Thieves nay want to purchase
peisons to  give  themselves an
alternative te neetxng an intended
victin  in  face-te-fnce  combat,
Poisons  are classified on @ scale of
{ te S0, If o full dese of o
particular peison is introduced into
a character’s  body, whether by
ingestion or injection (by arrow,
blowgen dart, dagger peint, etc, ),
the poison level is deducted from the
character’s stamina (if q 5TH saving
roll is made, only half the poison
level is deducted; GSTH saving rells
are wade against current staminag,
before any new deduction), If the
character’s stomina is reduced to 0,
£, or 2, he falls into o deep coma,
and  will die wunless he receives
emer encr first aid within 4 melee
rounds (1 minute) if at 0 stamina, 20
melee rounds (5 minutes) if at i
staming, or 120 melee rounds (30
minutes) if at 2 stanina. If staming

falls below 0, the character dies,
Poison wears off at { stoming goint
per 24 hour peried,  While a
character’s stamina is below normal,
his total HIK are redeced by the
percentage ratio of current stremngth
+ stamina to the original STR + STH,
(For example, if a character with 20
HIK, a nornal STR of 15 and a STH of
15 "takes 9 points of poisen damage,
his adjustment factor on the first
day of recovery weuld be 15 + 6/15 ¢+
15 = 704 of nornal HTK, or 14, Note
that the character will gqradually
regain the lost hit points as his
recovery continves). If only partial
doses of a poisen are used, make
appropriate adjustaents to the peisen
petency level. Three sample peisens
are indicated in the Equipment Price
List, Since the second, scorpion
venom, can only be obtained from
defeated (vsuolly defunct) scerpions,
its availability would be extremely
éégxteda and the price subject to the
s

iscretion.  Note ‘also that
hemleck is an ingested poison, and
since it tastes bitter, it will not

be the eansiest task te¢ induce q
potential victis to consume aq full
sunce willingly.

A character may purchase a
riding aninal if he desires (and for
highway  rebbery, @ swift and
reasonably  trustwerthy weans of
escape can be a great facter in
sqving oene’s life, when the siteation
goes seur), of many varied tgpes and
?qulxties, as identified on the price

ist,  Unless a trained warhorse is
purchased, however, a character will
suffer o large penalty to hit
probubxlx1¥ while trying to fight
from animal-back:
$u - (CO + REF)
is odded to his basic HACH if the
character is a trained rider,

] - (CO_+ REF) , .
if the character is net trained in
hersemanship, ALl entrained animols
are prone to ponic in a battle
sitvation (60% chance of rearing,
attempting to belt, throwing rider,
etc.), and a chargcter untrained in
horsemanship has on1¥ g 25% chance of
succgssfully controlling a panicked
nount,

Clothing.

Each character is assumed to
start with one full set of clothin
consistent with his or her sociu?
backgreund. Thus, the son of a noble
night have gorments of velvet or
satin, dress boots, and a fur edged
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cloak, while rabble would have only
ruggeé, rough  woven breeches
sandals, and a shirt. ﬁqditionui
items may be purchased, including
clothing designed especially for
vnysval”  climates  {(desert ~gear,

nountaineering beots, parkas, etc.).
If the character has taken {rqxnxng
in tailering, he nug nake his own
clothing, simply purchasing bolts of
cloth.  Remember that appearance,
particelarly in the matter of dress,
nay be an essential where it comes to
disguise,

Foodstuffs.

~ Llest,  but net  least
(purtxcularla to hobbits), characters
most eat, When in town or villeges,
meals can be bought at inns or trom
street venders, or fresh food for
home preparation can be found at
reasonoble prices in  the local
farmers’ market, When one ventures
onto the King’s highways, however, it
is usvally prudent to carry one’s own
supplies, Although  pre-packaged
dungeon  rations and  travelers’
rations are available, they are
designed for emergenc situgtions,
having earned the name ’iron rations
since” they are as hard as iron, and

taste equally bad with the wax
urupg;ng en o off. Purchosed
sypplies may be supplemented by

filching vegetables frem the fields,

or by tragping animgls, or even
foraging. emenber, however, that
freshly slnughtereé meat must be

salted down "quickly, or it will
speil, vsually by the second day,



THE STORE OF MANY BAKGAING
WEAPONS
SHORTSWORD 25 6P BATTLEAXE, {-BLADE 20 GP STAFF SLING 4GP
RAP1ER 60 GP RATTLEAXE, 2-BLADE (1] 356 BOLO S GP:
BROALSHORD 35 GP CUDGEL i GP SHORT EDW 30 GP
DAGGER 8 GP £LUB 1 GP HORSE B 35 6P
STILETTO 7 GP CLUB, BRASS BOUND [2] 5 6P LONG BOW 40 GP
POINIARD 10 Gp CLUB, SPIKED {31 8 GP LIGHT CROSSBOW S0 GP
HALN GAUCHE 15 GP MACE 20 6P COMPOSITE BOW 100 P
BOWIE EiADE 45 GP MACE, SPIKED HEADL {3) kY BLOKGUN i GP
THROWING KNIFE 8 GP GHALL WAR HAMMER 35 GP NET 8 Gp
HAND AYE 8 Gp THROWING HAMMER 25 &P
THROWING AXE i5 6P SLING 2 6P
WEAPONS ACCESSORIES

ARPOW, STEEL HEAD 3 5P BLOWGUN DARTS (EAG OF SO) 3 GP SHOULDER BELT 2 GP
ARRUW, SILVER HEAD [4) 25 §? ROW CASE, WOOD 2 &p KNIFE BELT (HOLDS B) 26
ARRUM, FIRE {4] i GP BOW CASE, LEATHER 2GR SCABBARD, LEATHER 2 6P
ARRTW, FIREBOMB (5] 8 oF GUIVER (HOLDS 4% ARROWS) 25 &P SCABBARD . METAL 28 GP
CRDSSQUU gUARREL STEEL 2 G BORSTRING 15 SP SHEATH, LEATHER i GP
QUARREL, TLVER-TIPPED (41 16 GP UUARREL BELT CAGE (HOLDS 28) S &P SHEATH, HETAL 5 6P
SLINE STONES (POUCH OF {0) iGP CROSSBOWSTRING 25 §F
THROWING DART 1 6P SHORD BELT 2 GF

(1 If first attespt to hit misses, receives chance to hit on return sWwing in came melee round,

{21 If not brass-bound, club has 257 chance of shattering on each successfel blow,

] Spikes add DI ts normal weapon damage.

{41 These specini missiles do normal amounts of dawage, but may be necessary tn affect certain tupes of

creatvres {trolls, vampires, etc.)
{1 On do hit; firebonb does 1D8 of damage that melee round, and 208 of damage in the succeeding melee
round.
ARMOR ANE: ACCESSORIES

CHATH SUTT Shg 6P QUILTED SUIT LGP SHALL SHIZLDSR
CHATN SHIRT 200 GP HUTLTED SHIRT 3 6P LEATHER 5 GP
CHASH PANTS 250 GP RUILTED ACCESSOKIES oGP DAKEH 3 GP
CHAIN ACCESSORIES {00 GP STELEL 25 GP
LEATHER SUIT LN NURMAN HELH 14 GF LARGE SHIELDSK
LEATHER SHIRT 25 GP LEATHER HFLM 7GR LEATHER 8 Gp
LEATHER SKIRT 15 GP AUILTED COIF 2 6P DAKEN 5GP
LEATHER ACCESSORIES 25 6P STEEL 35 6P

% Shields of the two sizes may nbsord upprogriqte amounts of damnge according to the material of which

they are node.

When this damnge has been a

sorbed

the shield 1= considered destroved

and vseless as

for s any bonue to armer class is concerned. Leather absorbs 1. and 24, saken 20 and 30, ang steel 35

and S8,

MOUNTS

(The prices below are for unbroken, qveroge gunlity horses; for poor quality, subtract S0X; for
good quality, ndd 100X; for excellent, add 208%; for superb, and 400%.)

LIGHT HORSE 48 GF HEAVY HORSE
MEDIUM HORSE 80 GP SUPERHEAVY HORSE

EQUIPHENT AND TRAINING

150 GP |
350 GP

SADDLE 25 &P BREAKING T3 SADDLE (takes | week) 35 GP

PACK SADDLE 16 GP BASIC TRAINING (takes { menth) 100 &P

TACK 19 6P GOOD TRAINING (takes & month=) 500 &P

SADDLEBAGS iS5 GP CUMBAT TRAINING (takes 2 vears) - 2500 6P

BOARDING (one week) WNormal care 9 GP (ALl training requires payment of hourding
Quality care 15 GP costs, for whatever period of time,)
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MALLET (wsrkmgn’s hameer) [1] 2 GF
BELT #NIFt [1] 3 &GP
RETOHET (11 16 67
WOUDHiAN S AXE (1] 2 6P
SPIKES, KON (1 dozen) Z GP
MARRLES. CLAY (bag of 50 g 57
MARBLES, GLASS (bag of 20) S GP
CALTRUPS, SMALL (bag of 303 2 GP
CALTHOPS, LARGE (bag of 10} 5GP
SALUE (T applicatiens) {21 SO GP
NPIUN /5 uses) 156 GP
BANDAGES (for 20 wounds) 4 o
SPLIRTS (for 40 limbs) g
NEEDiES (packet of 8} i GP
THREAD (=peel, 100 yards) 2 GP
HEMLGLK {1 ounce, level 32) 250 GP
SCORMION VENOM
{174 ounce, level 2§} L4

BELLADOMMA {1 bunch, iseel B8) {0 GP

TORCH (1asts 2 hours) { CP
CANDLE {lasts { haup) 3CP
CANDLE ilasts B hours) 4 5P

Pk EHLL (48 unce fasct)

3

{11 These

enalty

EULIPMENT

LANTERN, CANDLE B GF
| ANTERN, OIL
{1/2 hour per ounce) 12 &GP

CANTEEN (4 quart)

BACKPACK, CANVAS (25 pounds)
BACKPACK , LEATHER (&0 govnds)
SACK, SMALL (10 pounds

SACK, MEDIUM (40 pounds)

SACK, LARGE (100 pounds) &P
BELT POUCH GF
FONEY BELT &P

¥IRROR, STEEL
MIRROR, SILVER
FOPE, HEMPEN (S0 foet) [3]
ROPE, ELVEN (S0 feet) {3]
KOPE, SILKEN (20 feet) (31
CHAIN (per foot)
GRAPPLING HOOK
FIRE KIT
LIQUID SKIN (2 quarts)

{2 gnllons)
PUPTENT (2 persan)

i
Y] REbaRE= 3 &

[y

-
S Al o b OO £ R0 e AT LT e T e T OO T T
[y
-]

BLANKET , ®OGL
SLEEPIMG BAG, NOOL
SLEEPING BAG, FUR-LINED
CAMPSTOUE
RACK and SPIT
KETTLE, COPPER (3 gallens)
POT, 1RoN (2 quarts)
Set of UTENSILS
CARVING KHIVES
VIAL, GLASS {{ ounce)
BOTTLE, GLASS (8 ounce)
(32 aunce}
CONTAINER, LEATHER (& ounce)
(12 ounce)

FLAGON, METAL (32 ounce)
CORKS {20 nssorted sizes)
COFFER ¢1.S cubic foot) [41

(3.0 cubic foot) {4}
CHEST (15.0 cubic feet) [4)
SCROLL CASE, LEATHER

{halds 2 scrells)

SCROLL RACK

L (A N

21 Une application will relieve {D4 points of nen-critical damage, including damage from burns,

3] Breqkage chances:

chance on any given use,

(4] Aggly additionnl costs {at GH’s discretion) for locks, traps, binding, etc,

3 6P
12 GP

15 6P

r Lored | oo o>
€200 B LT A O 00 B T LT P D 1o =
GAGIC) o3

eloed P bt PrloeTor b forToe e brbn]

8 %

B

items are not designed to be vsed as wegpens; if they are so vsed in an emergency, apply a
¢f 4 ta the normal HACO for that type of jtem,

A hempen rope - 3% per wse, cusulative (on 10th vse, chance is 30%), elven rope - {2
per use, cumulative, silken rope - {

(5] GM’s'discretion, depending on type desired (bagpipes should cost a small fartune),
CLOTHING
SUMHER WEAR 2 G SANDALS i 6P
WINTER GUAR 5GP BOOTS, SOFT 5GP
DESERT GEAR i§ &F WORK 4 GF
COLD LANDS EEAR 25 6P MOUNTAINEERING 8 GP
CLOAK MGUbEN 14 &P BOLTS DEQE —_— . 15 GP
HELVE i - L rd wid

/R e nE ARSI TR
FLR 158 GP -W00L & GP
YRLVET & FUR 200 &F ~-COTTON {0 &P
GLOVES, WUULEN 2 Gr -SAT1H 56 GP
i EATHER 5GP -VELVET 200 &P
FUR-LINED 8 GF -SILK 350 GP

FOODSTUFFS

FLOUR <20 pound sack) 4GP HERES, DRIED (1 pound) 2 GP
ONITRS (20 pound sack) i Ge PEPPER (1 ounce) 75 6P
DRIED EEANS (40 peund sack) i GP SALT, ROCK (1 ounce) 3 GP
LENTILE (10 pound sack) 6P SUGAR, EBROWN (1 cunce) & GP
BREAD. DAKK (1 pound loaf) 3 CP WHITE {4 ounce’ id GP
WHI1TE (1 pound loaf) 2 &8¢ HONEY (1 pint) 4 GP
NEGETABLES, DRIED (25 peund sack) 16 GF GARLIC (4 clove} i 6P
FRUITS . DRIED (10 Eound sack) 14 GP BRANDY (1 quart) S6+ GP
SAUSALE , SMOKED (18 pounds) 2 GP KHISKEY <1 guart) 75+ GP
L Ra, SROKED (1S pounds) 8 6f WINE €1 guart) i+ GP
BACON, “1DE (20 pounds} 4 GF TE4 (40 cups worth) 20 GP
 HEAT, SALTED (25 paunds) b GF COFFEE (Z0 cups warth) a5 GP
- FISH, SALTED (10 pounds) 3 GF LIME JUICE (4 gquart) 40 GP
CHEESE (30 pound wheel} 10 GF IRON RATIONS (1 meal) i 6P
HARDTALK (10 pawnds) { 6P TRAVELER’S RATIONS ({ meal) 7 SP
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ACQUISITION
EXPERTENCE

the scenarios in this
player-characters with
objectives, the long-ters
goals of the players revelve around
the  accumslatien of Experience
Points, so that their characters may
advance to higher levels of thiefly

skill. The table on Thieves’ Levels,

Although
book provide

immediate

Abilities, and Eéegaiéﬁc_i'iﬁviaﬁ’in
the next page indicates the number of
txperience Points (EP) needed to
attain  each successive level of
thieving expertise, and identifies
the rewards received at each level,
Experience Peints nay be obtained
from four basic sources:
{) from participation in combat
sityatiens,
2)  through the ucguisition and
resale of loot froem thieving

activities,

H from the successful
ucgonplishnent of Ability rolls,
an

4) threegh  encounters  with

non-player characters.

EP awards in each category are
summarized below,

1) Combat Awards.

In  the Fantasy System, each
gloyer receives EP for the wounds
e/she persenally inflicts on foes
during combat, The peints awarded
for each hit inflicted differ
according to the rating of the NPCs
o7 monstérs damaged, as follows:

i EP ¥PCs Monsters
i per by by :
boohit exqerience total
v dealt . level HTK

[ GREEN =20
) 9 INTERMEDIATE  24-50

b4 VETERAN 54-90 |
b2t ELITE 94-175 !
e M75

Methods,
Awards,
and Advancement

Damage inflicted by missile weapons
earns EP at 1/2 normal rates. Damage
inflicted to unconscious or otherwise
helpless foes is worth no EP.

Thieves
beneses and  penalties
combat experience awards, Because
thieving Rluces ssch o high premium
on  stealth, thieves receive only 1/2
the normal £P valve of damage dene in

receive semMe special
H 1

da Anmaum
iy

face-to-face  combat  (Exception:
Hx?huuynun adventyres, where this
rule daes net apply), Converselz
thieves receive double the normal EP

for damage inflicted by a svccessful
backstabbing or attack from shadows,
If thieves can cenvince a foe or foes
to syrrender to them, each member of
the  successful party receives EP
equivalent te twice the combat EP
that  would be awarded if the
vanquished foe  had been killed.
(Thus, if an Intermediate fighter
with 32 total HTK surrenders teo a
party of thieves, each member of the
party receives 32 x 9 x 2 or 576 EP),

2)  Experience
Geods.

Thieves receive EP from the sale
of geods acquired throeugh theft, The
EP “awarded is equal fo 1/4 of the
price actvally paid fer a stelen
iten, rather than its stated value,
Thus if four player-characters steal
a bracelet worth 20060 GP, but sell it
for 1200 GP, the party receives 380
EP to distribyte among thewselves,
EP  for stelen goeds is collected at
the moment of sdle rather than at the

time an ites is stelen, EP for leot
that  does net require “Fencxng'
(i.e., ceins and small gems) may Be

awarded at the time of theft and is
based on the face value of the cash
stolen,

3) EP for *Ability Rolls®.

Doring the course of ploy, a
character may attempt to esp oz.ﬁzs
1h1evxn3 obilities, sr other skills
acqeired as g reselt of training. EP
is awarded for successful attempts,
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pased on the plaver’s I chance of
success, calcylated by the formula:
[108 - success 2] = EP award

No character may receive less than 5
P for o successful use of qbilities,
net even if his odjusted syccess
percentage should be greater tham
105%; however, it is recommended that
the GM uﬁply EP penalties to those
players whose characters centinuvally
vse  abilities when net necessary
(such as moving silently in sne’s own

bedraom), sinpl¥ to accrve  the EP
awards. A player may collect
experience for the first five

successful ubilit¥ rolls he makes per
day in each skili area {e.q., he may
receive credit for vp to five Hearing
rolls, five Lock Picking rolls, Five
applicatiens of emergency First Aid,
and se en, but will not get EP for
naking additional Hearing rells later
in the same day). Players deo not
recerve  EP for successful saving
rolls (against REF, STH, or ether
basic  requisites), the game
designers believe that the effects of
making these rolls uysunlly censtityte
syfficient personal reward, If,
however, a playeris syccessful saving
rell saves the lives of other party
members, the GM may cheese to make g
special EP award,

4) Encounter EP.

The award of “encounter™ EP is
designed te reflect the fact that o
decision NOT to fxght or try to reb @
particelar group of NPCs nug often be
the wisest choice. Therefore, each
wember of @ party receives encounter
EP equal to the total hits to kill of
each group of chaoracters and monsters
encountered. For Veteran humanoid
charocters, nultiply HIK x 2 to
calculate enceunter EP, for Elite
characters, multiply HTi x 4, Seme
monsters nug_huve special abilities
{fire breathing, stone gaze, poison
or disease-carrying, etc,). In these
cases, calculate” encounter EP ‘b{
multiplying HTK x 2 for each specia
talent possessed,
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NOTES
In addition to nermal awards,
GM’s may make discretionary EP awards

te  reward  players  whe  show
ihitiative,  solve a  difficult
prebles, or do a particularly good

job of rele-playing. The key is to
remain flexible, " se¢ that your
campaign can reflect” and reward the
interests of yowr players.

- At various  levels en  the
Experience Table below, there is an X
in--the column Tabelled Hit Die. At
these levels, the player receives the
egportunxty to  increese  his
character’s own Hits to Kill with on
additional roll of his Hit Die. (see
Character Creatien, Chapter 1, for
de!ggnxnntxon of the hit die fo be
used),

e on enw NN B DLW NN

LINITS ON
CRARACTER
ADVARCENENT

The Fantasy Systes rules do not
restrict the number of experience
Points that can be accusvlated during
a single adventure. No
player-character  is allowed 1o
advance mare than ene experience
level per adventure, hewever, As as
exgngle,, assyme that a Znd level
thief with 2000 EP goes ndventurin
and accomplishes acts worth BO8
additional EP. His new totel of
10,000 EP qualifies him to be a 4th
level thief; however, he may only
rise to 3rd level gt the end of the
adventure. To attain 4th level, the
thief most go sut on an additional
adventure and return elive, although
h; need not collect any additional
t .

THIEVES’ LEVELS, ABILITIES, AND EXPERIENCE

The  simplest  methed  the
designers have discevered is 1o
require the pleyer-character to have
at least one encounter on an
adventure, and then retorn te g city
or town te qualify for a raise in
experience level, This will usually
accrue some additional EP for the
character, te set him/her on the read
to the next higher lewel,

EP  Hit Hit Prob Dodge

i Level Heeded Die Banys Bonus
O N

b2 45K

A S N O ¢ +
T N +2

- N T |

bob 250K #
7 ShK x

b8 100.6K +2

Co9 o 200.0K +
po10 0 0e 8Kt

PoAL o 400.0K

S V-1 T T S S #
Co11 0 600.0K

P44 700.0K

P45 BOB.OK +
Do+l 1000 no +2/4  +1/3

Percentage Abilities

Sense  Pick  Locate Disarm  Fick ove in Hide in Hear |
Traps  Locks  Traps  Traps Pockets Silence Cover  Climb  Noise |
5 20 10 10 iS S S 75 20

10 30 15 15 25 il 10 77 i
15 35 20 20 3 i5 15 79 :
20 44 25 25 45 29 20 81 o
25 45 30 30 ) 25 25 83 :
w0 & omo o= ¥ X B a0
3 1]

4 40 45 45 85 40 40 89 :

5 5 ] Sé 95 45 45 9 :

50 7 <5 <t 185 g 54 22 ¢
55 75 | L] 115 g5 38 95 ‘
68 84 &5 65 i2 6l 50 97 :
65 85 70 78 135 &5 65 99 LY.
1 90 75 75 i45 70 78 99 :

7 95 B a0 {55 75 75 9 H
15 19 +5 15 +0 +5 15 ne /3
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SECTION ]I

The
Scenarios



In this sectien ef the book, a
serstable  smorgashord of criminal
oppertunities is presented - a variaxd
cet of adventyres desx?ned te line
the pockets of the wily and brave
with riches, while swiftly and surely
gyacting their toll on the foslhardy.
The <cenarios presented in this and
subsequent Thieves Guild books will
be organized under na common format;
chapter  headings will represent
various  categaries ef  criminal
activity, and individeal adventyres
within  each cntegory will e
niphabetically  keyed. For  this
ipitial velwme, scenaries have been
geveloped of three tzges: Highwayman
Adventyres (Chapter Second-Story
or Cat Burglary Adventures (Chugter
7), and Purcuit/Armed  Robbery
fdventures  (Chapter 8). Future
editions will net only odd new
adventures in these cateqeries, but
also add other types of criminal
vepture  {(such  as  Tomb Robbing,
Cutpursing, fssassinatien, etc,) for
player and GM use.

GENERAL INFORMATION FOR THE SCENARIOS

jewelery shop er o numher of the
highwayman enceunters, are designed
to satisfy the needs of heqinning
gluyer-chorncters. Other adventures,
ike the Armed Robbery scenario
presented herein, are best suited for
intersnedinte level thieves, and still
ethers {the Magic Hooks and Scrells
rebbery, o few of the truveling
caravan groups) should be attempte
enly by rather edvanced characters
(and even then may prove lethal),
This mix is provided se¢ that both
experienced _ players with
long-standing thief characters from
other FRP <ystems and newcomers to
fantasy gaming each have spitable
tests  to  face, | Ideally, some
player—charncters will be able to
grew in experience through pley of
the scenari¢s and gradually advonce
through  this  entire pro?ression;
however, GH's may Rernit players to
set yp experienced characters if they

wish  to  undertake o  difficuit
scenarie before their other
characters have accumulated

note
presentation format,

and/or NPC enceunters
descriptions are provided,

of some specific aspects of the
For most roen
two_separate
The first

identifies what can initially be seen

or
read direct

the plavers, and can be

sensed b{
y to thew; the second

provides a more complete description

of the sityation to b2 privately vsed

bg the GM in refereeing the course of
a

¥e also recommend that the GH

gnrzéully read the character sketches

grovided
eginning play;
aften

key NPCs  before
these descriptions

details on  the

for

contain

character’s reactions to different

circumstances,
greferences,
1s/her

his/her tactical
{if applicable)
with other

and
relationships

campantions,

Finally, the GM  should

familiarize himself with the centents

of

the CHARACTER DESCRIPTIONS tables

that are provided with each scenaric.
# sample line from these tables is

shown  below,

aleng with @ list of

sefficient experience. abbrevigtions wused and instructiens
The scenorios that fellaw vary ‘ ) for  interpreting  the  varisus
greutly _in complexity and risk, In using the materials provided information presented.
ome, like the robbery of Heliger’s  in this section, the GM shevld take
CHARACTER DECSCRIPTION FOR TORBAN THE TURBULENT
; CHARACTER X ~ WEAPON ARMOR RIDING !
, NAH CLASS ST CO RE SM I0 MR WEAPON _ HACD DAMAGE NOTES CLASS HIK ANIMAL .
; Torban CETTRUFTR 100 18 15 16 17 If ROSWDe ] 3pgTT T 9 34 WRHOR .
; L BOWe -2/2/4 Do ;
' ' , SPEAR I-6 208 ]
; (i) (2) {3 {4) (%) {6) 7y B M
1y The Character Code provides that Torban can be fooled by listed is wsed in missile cambat
informatisn on_a) the character’s disquise nttempts, 1ike Torban’s longhow, the HACS
experience level, b) his/her roce, column  contains three separate
and ¢} hisfher character class,  3) This colesn lists the various ratings, for acceracy at shert,
The experience level of the weapens  carried by the NPC, medium, and leng ronges. Pole
character should be used in Unless otherwise specified in the weapens {e.g., spear) receive two
determining  the  amount of scenario, the first weapon listed HACE ratings, one for first attack
erperience  points awarded for will be the character’s privary and the other for subsequent
killing or vunqoishing such a foe weapon; if he is identified as attacks.
{gsee ~ Chapter o ¢ having o ueugon ready, it will be ) ) _
abbreviations  used  ip  the this “one. The abbreviations vsed 5} This coelemn indicgtes the dice

Character Code are described in
the table below.

2)  These columns represent the
racially  adjusted  valees  of
Torban’s requisite characteristics
for strength (ST), coerdination
(C0), reflexes (RF), stamina (SM),
inteiliqence (1), and wmaglc
resistance  (MR).  These wvalves
should be uvsed by the GM whenever
Torban attespts to make sgving
rolls; the IR rating should alse
be used in calculating the chances

in identifying  wWeapons
indicated in the table,

4) The valves in this column
represent the die roll result that
#ust be equalled or exceeded on a
D20 for Torban te successfully hit
an unarmered foe with the listed
weapons, These values include any
bonuses to hit prebability that a
character receives as a resylt of
high COORDINATION ratings, weapens
eiperilse, weapon guuliYy, or
accryed experience, If the weapen

are

LY

that should be rolled after a
successful attack te measure the
amount of dasage inflicted te the
target. These velves incerperate
any damage bonuses that Terban
would receive for high STR ratings
or Weapons expertise,

This column identifies any unusual
features of the weapoens listed,
It is wused te indicate tactical

notes, changes to frequency of
attacks,  or  special  weapen
abilities {soch  as  built-in



bonuses to da

5 nuge er _h
prebability, er embedded spells).

it Since

travelers in  the

cerrent location, as follows:
ADJ.

Highwayman  adventures  are  the HARACTER
o intended targets of the thieves, the CLASS FACTOR
7) This colemn indicates both the  centents their perses  are Fighters B
tgpe of  armer  worn the s ecifi;ullz identified (at the end Wizards 4
character  and  his/her © EAC  of their Character Code), 1n other Rogues {
(effective armer  class). In scengrios, it is less likely that a Merchants 12
combat situgtions, a gluzer would  thief will have o chance to discover Non-Combatants 1§
add  Terban’s A o (which exactly what an NPC is corrzin on )
includes beth armor and dodge  his person. Sheuld such a situetion EXPERIENCE 4bl.
abilities) to his ewn HACD to  arise (if an NPC is vanguished or LEVEL FACTOR
deternine his  actual  hit  killed by the thieves, if aq thief Elite )
probability.  Abbreviations used  attempts to pick an NPC’s pocket, Veteran 3
in this colusn are explained in  etc,),the GM can wuse these simple Internediate 1
the table below. reles to determine the contents of an Green 1/2
_ KPC's "purse®: a) First identifz the
8) This column represents the total  basic value of the purse through the CURRENT ADJ,
amount of damage (in hits) that  roll of a D106, LOCATION FACTOR
ioggug can svstain before being DI% SOEL PURSE Rura 61 {710
illed, - reets
_ ‘ —gx-a 1E~Eg aond é
9) This column, vused only in the 81-99 100 GP In Shop 10
Highwayman character descriptions, idg 1800 GF

indicates the

d type of ridin
animnal _a charocter possesses, | b)
any. The abbreviations wvsed for
yarious types of riding animals

class,

are indicated in the key below,

Hultiply this base amount by
factors for character
experience

ad justment

t) If the character is carrying more

level, and

sight draft rather than cash.

CODES AND ABBREVIATIONS FOR CHARACTER DESCRIPTIONS

Experience Level:
{i5t-2nd Level)
INT - Intermediate
{Ird-Sth Level)
VET - Veteran
{6th-8th Level)
EL - Elite
(9th-12th Level)

CE Centawr
PX Pixie
UH  Uruvk-Hai

Orc
0 Half-Orc
GO Goblin
KO Kobold

Class:

FTR Fighter

ARC &rcher

CEN Centurion

PAL Paladin

FOR Forester

SAM Samurai

HAG Hq?e

ILL Illusionist

ENC Enchanter

PRI Priest

PRE Priestly Hage

HLR Healer

SCH Scholar

THE Thief

ASS Assassin

TRB Treubadour

BRD Bard

HET Hetaera
(Courtesan)

TRD Trader

NON Non-Combatant

Weapons
- Battleaxe,
sin?le-bitted
2BBAX - Battleaxe,

double-bitted
BDSMD - Broadswerd
BLWGN - Blowgun
EMRNG - Boomerang
BOWKN - Bowie blade knife
CPBOW - Compocite bow
CTLSS - Cutlass

DGR - Dagger )
e - expertise with the
weapen

GR AX - Twe-handed axe,
dovhle-bitted
GRSWD - Two-handed sword
HFSHD - Bastard blaede, or
~ hand-and-a-half
HLBRD - Halberd

2HHMR - Two-handed warhammer

HMR - Warhamwer

HXBOW - Heawy crossbow

JAVLN - Javelin

L BOW - Long bow

LG AX - Two-handed axe,
single-bitted

LXBOW - Light crosshow

MGAU -~ Main gauche

gSTF - Quarterstaff

RAPR - Rapier

S BOW - Shert bow

SHSWD - Shert sword

S¥ AX - Hatchet, temahawk

THRKN ~ Throwing knife

THROW - Previous weapon
when throun

WDSAX - Woodsman’s axe

Armor Type:

RON ™ None TH1

CLO Quilted Cloth (§)

LTH Leather L]
(Cuirbolli)

CHN  Chainmail [C]

SCA Scale (8]

LT Plate (P}

/S with Shield

ANH Animal Hide

fode of Transport:
GTHOR = Superheavy Horse
DSTRR - Destrier
(Superheuug Horse
barded an
combat-tratned)
HVHOR ~ Heavy Horse
WRHOR - War Horse
(Heavy Horse,
barded and
combat-trained)
MDHOR - Medium Horse
CHRGR - Charger
(Medium Horse,
combat-trained)
LTHOR - Light Herse
PONY - Pony
MULE - Mule
BURRD - Burro or Donkey
PLG - Pegases
{(Winged Horse)
BKIFF - Griffin ,
(Winged Eagelion)

than 1080 GP on his person, there
is o 30% chance that it will
the form of o letter of credit or

be in



GENERAL
INSTRUCTTONS

This  module 15 designed to
simulate outdesr encosnters between
thieves and the common serts of
nerchant and ather traffic travelling
the roads and trails of the medieyal
londscape, The plaver characters
nttempt to deyise ossaults on these
groups that will produce the maximum
prafit while resviting in the lowest
risk  te the mesbers of their outlow
band (qroups of 4 to 8 cheracters are
the  mest  practical  for  these
scenaries).  To be successful, the
players myst learn to take advantage
of ‘available terrain features, vse
awbushes and traps to improve thesr
fighting odds, and most importantly,
develop good judgment about which
traveling qrougs to attack and which
ones to carefully aveid,

Once the characters in the band
of thieves have been established, the
players should select the terrain
where the scenarie will be played.
Three terrain nogs have been provided
in Sectien III of this beok as
samples; others con be created by the
GN or the players if desired, If the
sasple naps are to be wsed, and the
pla¥ers have  ns_ particuler
preference, terrain selection can be
randosly made by relling @ DiG, where
{-5  Indicates relatively clear
terrain, 68 q he6011¥ wooded areq,
and  9-{0 mountaineus terrain. Each
sample map centains o nusber of GM
notes that should be kept secret from
the plu¥ers until they come into
gluy. f the map aren is assumed to

e located near the outlawe’
persanent “home base”, these terrgin
featyres marked with an asterisk will
probably  (60X)  be known by the
glqyers. A1l ether features can onlz

e found if a careful search of eac

articylar aree has been undertaken,
he EM’s copy of the map indicates
the  percentage chances that each
particylar  item will be revealed by
senrching,

BANDIT SCENARIOS

AND

HIGHWATHEN ADVENTURES

Players  then  make  their
preparations for the  day’s
activities, including identificatioen
of the time of day theY begin their
observations, Die rolls are then
made to determine when grougs of
travelers are encountered., The G
chosld wmake a die rell agch 20
ninvtes of daylight, or each twe
hours  during  nighttime. The
pertentage chances of an encounter
will vary qccordin? to the terrain
and the time of day (roll D180):

TERRAIN

L1
Wooded
Kountainoys

DAYLIGHT  NIGHT
S

81-20
Bi-12 04

If a group of travelers is
indicated, o secend die roll is made
te determine. the type of grovp
encountered, Traffic is divided into
four basic types of group: farmers,
merchants, ‘travelers, and warriors,
fgain, the percentage chances of
meeting each particolar type of grow
differs uccordin? to the type of
terrain vsed {rell D100);

GROUP CLEAR  WOODS  MNTNS
Farners gi-3q 01525 0i-1f
Merchants  41-65 26-60  11-30
Travelers  66-90  61-85  34-55
Warriors  94-00  B6-00  66-D0

Once the various encounters have
been decided for @ day’s banditry,
rell an appropriate randomizing die
to decide which of the encounters
from each type will be ysed. It is
seldom o good idec, however, to

repeat the same encounter twice in ¢
reasonably short peried €o  week or
less).
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These sample encounters
reprasent enly @ cross-section of the
traffic moving ulona the
thoroughfares of the kingdes. To
increase the realiswm of  these
highwaymsan  adventures, the Game
Moster should also make die rolls for

i 1
gther random encounters {with lscal

animal life, uundering nonsters, or
other player  and nun-plurer
characters from  his  reqular

caspaign).

Remember  that  if there are
escapees from ambushed parties, or if
there is a large omoeunt of wreckage
left aboyt {or unremoved or unburied
bedies), future traveling parties
will probably be wary and more likely
te sense an ambysh in  the making.
Add 251 te the ambush sensing
ahilities of groups entering known
dangeross areas (if parties do not
nornally  have an ambush sensing
ability, wse 251 as their success
thance  in  such @  siteation),

Travelers of means nay also choose to
additiongl

hire on

A guards  for
protection.

Qs Fhat about
my mokher. ...



Lrowps of farmers, on their way
to or from the open-air markets of
medieval towns, were a common sight,
However, there wos little difference
from one group to the next, Most
farmers were sinpée folk, untrained
in weapens use arrying no Mor
than gp ?eu go?g pEeceg 3orth_ 0
carge. Because of this, no specific
farsing Caravans have  been
constructed, Instead, the GM can use
the follewing five step procedure to
deternine the compositien of each
passing group of farmers,

{) Roll a Di0 to determine the number
of farmers in party.

2) Roll a D160 to determine the race
of party (the whole party will be
the same race).

D 0475 Human (HTK = 10 + 1D6) !
| 76-85 Hobbit (HTK = § + 1) |
L 86-92 Centaur (HTK = 12 + 1DB) !
L 93-97 Half-E1f (HTK = 10 + 1D4)
i 98-00 Half-Orc (HTK = 18 + 1D6) |

3} Rell percentile dice (D108} to
determine  weapons training, if

ung:
SZ know spear
~ (HACE on o 7).,
if knew spear:
25% alse know short bow
CHACO on S/9/43).
£6% alse know broadsword
. ACE on B),
if do not know spear:
30% know sling
{HACO on~3/8/13),
60X know club
CHACH on 9.
1n _addition:
70% knew quarterstaff
(HACO  on n B, defense +2 to
AC against close weapons)
if know quarterstaff;
% are expert in use
(HACS on a 4, defense
+4 to AC against close
weapons)

4)

S)

HIGHWAYMEN ADVENTURES
CATECORY A

If the weapon’s use is known,
1t will be carried by the farmer
who is trained with it; the single
exception is broadswerd - there is
enly o 15% chance that a farmer
who is trained with broadsword
will be curr{inq one with hi?. 1f
no_ _weapen 1S "known, the farmer
will fight only with Bare hands or
recks, providing, of course, that
he is sticking around to fiqﬁt and
net running in sheer panic (B0
chance if wegponless or untrained
in any weapoen’s vse; 151 chance if
close weapon trained),

The  fighting wmorale of
farmers is never high. There is
always a 451 chance that an entire
party will surrender after any
member of the group is killed,
Additionally, each man must make u
saving throw against discretisn
(nsseme racial average value for

SC; husan = 41, hebbit = {3,
etc.) after being wounded for the
first time, or he will panic and
run.

Roll D108 to determine the mode of
zraﬂsgart being vsed:

01-60 Foet Only.

64-75 Feot with Handcarts
{can hold wep to 860
1bs,),

76-95 0Open Wagon w/2 Mules
tcan hold wup to BOOS
1bs.), rest of party on

foot,

96-80 Open Hqgon W/4 Horses
rest of party on llqh%
horses.

Roll DiR0 to determine type of
cargo being carried (see chart
below),  Roll D6 to determine
direction that the caravan is
traveling (1~ toward town, 4-6
from town), Then cress-reference
these results with the result of
Step 4 above to find the actual
quantity of goods being carried,

S Traub e



POSSESSIONS OF FARMERS' GROUPS

TYPE CF CARGD

CAKFIED FO0T
GRAIN
g1=3 18 } S01b. sack barley per
armer,
Value (8 SP/sack)
FROM 10X of above valve in
cash and 40% in goods
from Market Basket A.
YECETABLES
=TT { S01b, cack onioens per
- farmer,
Valve (4 GP/sack)
IROK {87 of absve walue in

ANIMAL PRODUCTS
SR=TST IO

FRON

LIVESTUCK
7595 10

FROM

PURCHA‘ING TRIP TO TOWN
9H=00 "

VRON

cash and 401 in qeods
from Market Basket A,

{1 S81b. sack of cheese
er farner,

alve (8 GP/sack)
101 of nbove valwe in

cash ond 401 in goods.
from Market Basket

{ goat per farmer,
Value (5 GP/qoat)
10% of above valve 1in

cash and 401 in qoods
from Market Basket @,

3 GF per farmer,

1 sack wmived food per
farmer,
Value (25 SP/sack)

MEANS OF TRANSPORT
HANDCART

{ S001b, cart
each 3 farmers,
Valve (5 GP/cart)

20X of above valee in
cash and 36X in goeds
from Norket Basket A,

sats per

i §501b. cart
each 2 farmers,

Valve (25 SP/cart)

20% of abeve wvalve in
cash and 30% in qoeds
from Morket Basket A.

beans per

{ 2581b. cart weel per
each 2 farmers,
Valve (20 GP/cart)

20% of above value in
cash and 30% in goeds
from Market Basket B

3 sheep per farmer (no
Vulue (1° GP/sheep)
20% of above valve in

cash and 30% in qgeeds
from Market Rasket €.

===

10 GP per farmer,

2 sheep per farmer,
Value (12 GP/sheep)

2-1/2 tons wheat,
Value (35 GP)
38X of above value in

cash and 307 in geoads
from Market Basket C.

3 tons corn,
Valve (S0 GP)
38X of above value in

cesh ond 30X in goeds
from Market Basket B,

Wagenload of cream {in
netql cans),
Yalee (105 GP)

307 of above valve in

cash and 30X in goeds
from Market Basket C,

Nagenlead of fish.
Valve (158 GP)
387 of above value in

cash and 30% in goods
from Market Baosket C,

58 6P per farmer,

Large farm implement,
Ualve (174 GP)

Hurket Basket A

Harket Easket E

Harket Basket C

Faodstuffs (60%ef total)
Simple woel clothing
Lund1e~nak1nq materials
Hinple tools (hees, picks)

- ——————————

Feodstuffs (40Zef tetal)
Simple woel clothing
Boelts af cotten cloth
Simple tocls

Lanterns & flasks of il
Pot and pans

Small leather geods

e . - - —

Feodstuffs (20% of total)
Dress clething (silks)
Belts of cloth

Guality kitchen tools
Small jewelry items
Spices

Leather gqoeds

6-2



HIGHWAYHEN ADVENTURES
CATEGORY B
MERCHANTS

Party B4
THE
TEXTILE
KERCHANT

What the Players See:

Twd “Covered wiqens, each pulled
b{ a team of four sules, move slowly
a ong the road, Five human warriors
on  foot ucconpun; the wegqons, with a
pair of quards flanking each wagon
and ane sceuting the rear of the
party.  The guards are armed with
swords or spears, and the rear guard
carries a crosshow,  Each wagen has
epenings front and rear, and one
homan driver. No cargo or sercantile
enblens are visible,

Ghls Description: :

A texTile merchant on his ua{ to
market, carrying both bolts ef cloth
and  finished items of apparel, The

o
Ocorgricat /qi@/é‘/’“J"/""

first wagon contains the main carge,
and is driven by sne of two elite
fighters (see quards table ot the end
of category B) whe have been in
service to the merchant for several
years (the other elite guard covers
the rear of the caravan), As
experienced quards, these two men
have a 35% “chance of sensing an
ambush and a 55% chance of detecting
snares, pits or ether outdeor traps.
The second wagon, driven by the
merchant houses personal possessions
and serves as g living quarters for
the party. Four yoeng fighters,
recrvited for this trip, flank the
wagons,  They have no  special
abilities in  encounters against
highwaysen,

attocked, the party will

If
enplo¥ ene of two main tactics:
1) If the recd chead is not blocked,

-3

Avetler

the walking quards will attempt to
board the rear uogon, and the
porty will try ta ride away. (Theg
will alss attempt this course i

ene  of the guards senses the
ambush before it occurs),

2) If this first optien is not
available, the four green guards
will be sent toward the attackers
with erders to skirmish, while the
elite gquards take sp pesitiens in
the entranceways of the wagens and
provide cevering missile fire,

Possessiens and Carge:

In"the first wagon, the merchant
corries 4@ lur?e number of belts of
cloth - 50 woolen (worth & GP each
euchlweiqhing 48 1bs,), 25 cetton (if

S 1b,), 5 silk (350 6P, 7 1b.), S
velvet” (200°GP, 20 1b.), and 2 cloth
of gold (1080 6P, 10 1bs, each). He




alse carries o number of finished
items of dress wear, as follews-5
sets fur-lined boots (20 GP per pair,
3 1bs, ea.), 10 fur-trimmed velvet
cleaks (200 6P, 3 1b, each), and il
silk gowns (208" GP,'S Ib.' ench),
Also in the first wagon gre g large
selection of workman’s garb (worth
S00 GF total, total weight 100 lbs.)

Living quarters for the merchant
and guards are set up in the second
wagon, Items included are 6 weol
sleeping bags (10 GP and 10 lbs ea.)
{ folding cot with cotten blankets
{75 6P, 8 1b.), 60 1b, of assorted
foodstubes (3007 GP werth), and 2
candle lanterns {25 GP, 16. each),
There is o 9 cubic foot brassbound
chest in the rear corner of this
wagon. It appears well-crafted, and
i very heavy to lift. The chest is
a ruyse, centaining 2 lead bars and S0
cogper pieces (Sf 1bs,), A trap is
released when the 1id of the chest 1s
lifted (Level { trap - a blast doing
2Dit  domage, STM suuing roll means
1/2 daomage). Concenled under the
floorboards of the second wagon is a
swall  flat  case centaining the
merchant’s  valuables - 12 high
guality gems worth 5500 6P, Players
nust make o successful search for
secret deors, or they have only a 16X
chance of noticing the hiding place
dering o careful search of the wagon,

Guards:  See lists at end of
cateqory,
Troders: See lists at end of
category.
farty B2
- THE
HASTER
TANNER

Whaot the Players See:

TTTT Anepen freiqRt wagon, pulled by
twe  draft  horses, moving at a
noderate  poce. fwo  human-sized
warriors ride in front of the wagen,
and another rides behind the wagon,
They wear leather armer, and carr¥ a
variety of close-range weapens, The
W1g0n_ appears to contain a number of
animal skins, in variows stages of
preparation,

GH’s Description

naster fanner, carrying both
rav materials and finished leather
goods. He plans to set vp his wares
iha bazaar in the city, and carries
his equipment and unfinished hides so
that he can de additional work while
there, The guurds are three half-orc
fighters; they are naot experienced
guards, and have nat worked for the
tanner befare. Becquse of this, if
things are going badly for the party,

check the status ef their morale (30
chance they will become demoralized
and attempt to flee). The half-orcs
will Frenz¥ R 2, no
demoralization) if the attacking
party contains ercs or Uruk-Hai (This
is because the half-orcs, a preduct
of the forced wnion of male orcs and
female humans, have been socially
sutcast because ef that heritage).
The eorty will not dismount until
attacked, but then the fighters will
attempt to move directly toward the
source of the gttack, since they can
only engage in Close ﬁunqe conbat,

Possessions and Cargo: :

TNote - Hast of  the carge in
this wagen is bulky, and it will
take a substantial amount of time
te "clean out® the contents of the
uagen.)

Carqo  includes 20  aSsorted
untenned  hides ({worth 18 GP each
weigh 30 1bs, each), and 58 tunneé
hides (25 GP, 30 lbs.each) He carries
the following finished qosds - 8
seits  of  leather  armer (6
human-sized, 2 hobbit-sized, worth 60
6P and 12’ lbs. each), ib sets of
bowmnan’s leathers (5 éP, i/2 lb,
each), and an assortment of leather
geods (flogens, belts, shoulder
straps, etc,, werth 250 &P and 15 1b.
total), A set of tanning equipment
(stretching racks, sharp cutting
knives) is available. There are alse
four small leather sacks filled with
gold and silver gieces (500 GP total,
weighing 10 1bs.),

Guards: See lists at end of
cateqory,
Traders:; See lists at end of
category,
Party B=3
THE
SILVERSHITH
AND
FAMILY

What the Plagers See:

Twe  mule~drawn closed wagons move
slewly along the road, followed by
four vqlklng dwarven quards in
chainmail. 4 grey-haired men and @
young lad sit behind the reins of the
two waqons and oppear vnarmed, The
dwarves carry axes and swords, and
two alse have large sacks slung over
one shoulder,

GM’s Description:

The "Silvéremith is moving to q
new location, carrying his entire
househeld, fhe first wagon centaing
his  professienal  equipment and
supplies.  The secend, driven by his
eldest son, contains his personal

belongings, his wife and two other
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SONS, The four dwarves, all
brothers, are experienced fighters
ond  dungeon delvers from the
silversmith’s town, who have answered
his advertisement for help to defray
their own  expenses on a lenger
jovrney to on abandened ruwins. The

ave some wilderness skills (40

sense  ambush, 30% sense outdoer
traps) and are fearless fighters (no
morale checks needed). If the party
is attacked by missile fire, they
will seek cover and try to find on
indirect route to their attackers;
otherwise, they will immediately try
to confront their foes and melee.

Pessessions and Cargo:

A5 previously noted, the first
wagon  contains raw materials and
equipnent  for  the silversmith’s
trade.  Eqeipment  includes  four
crucibles (used in melting metals
worth 400 GP total, each weighin i
1bs,), several swall anvils (200 GP
total, 1S lbs.), =a lur?e assor thent
of hammers and mallets {100 GP), and
200 1bs, of wax wused in creating
nolds for custln%, ttemns, There are
28 coffers partially filled with
various metal ingots - 6 gold (4500
GP total, 15 1bs,}, 10 silver (500
GF, S0 1fs.), 8 bronze (iS00 GP, 20
1bs.), 3 brass (400 GP, 10 1bs.) and
{ of platinum (6080 GF, 4 1bs.),

The  second
household itens,
rough-hewn  dining  table with 2
benches (250 GP, 30 lbs}, a set of
cast iron pots and pans {300 6P, 25
ibs), B wooden serving bowls (40 GP,
5 1bs), {1 double bed, with frame,
straw ticking, a qoose-éoun patiress
md  cloth canopy (500 GF, 30 Tbs), i
folding cots (70 GP), 2 mntching
chairs of fine qeality with inlaid
designs and wpholstering (1500 GP, 40
1bs), and 3 lurqe‘brussbound chests
filled with clothing (1 each for
father, mother, and children, total
valve of clotﬁan 250 GP, mather’s
thest also contnins a anil Jewelry
bex with small gold and silver items
worth 700 GP). A cashhex helds 560
GF in coins and small gems,

wagon  contains
including o

The quards, in additien 1o
narmal camping geur, carry a casquet
with a_level lock and a double
trap, The first trap is o pin on the
hasp ceated with o potien of
paralysis -~ make STM saving rell or
cannot move for 2042 hours + 2D6
domage from system sheck. When the
lid "is lifted, @ pinkish dest is
released - if inhaled, does 3DiQ burn

danage  to respiratery system (ne
damage if  character succgssfullx
holds breath, make REF saving rol

-2}, The casket contains 3580 GP in
ceins and qems, and a flask of fluid



of magic detection (12 vses, flvid a
deep brown, and smells like almends.
When poured on item, will give off o
fuminous glow if object is magicel).

Guards: See lists at end of
category,
Traders: See lists at end of
category,
Party B-4
T THE
SPICE
HERCHANT

What the Players See:

Two ~figures on horseback, a
husan and o hobbit, ride slowly niong

the trqil, legding @ pack tpai
two nddifional  Morsed with hii
saddlebags. Both wen are wearing

loose flowing robes of bright blve,
fis they appreach, there are sounds of
mesic, as the hobbit sings along to
the accompaninent of the larger man’s
flute, MNeither man openly displays
armor o Weapons,

GH’s Descriptien:

spice merchant and a hobbit
_ retorning  from o lon
fourney throegh distant, fable
ands.  Both are extrenelz pacifistic
in nature and will pot take life even
in self-defense. Their cargo of rare
delicacies is protected "in three
Ways:

1} Their strange appearance fwhich
should be emphasized by the GH)
will convince some potential
robbers that they  are
magic-users, bards or some
sther potent figures who do not
need additional protection in
the form of gquards,

schelar,

2} Hoth characters wear bracelets
that contain @ Permanent
Missile Repulser spell (turns
aside wp to 12 points of
missiles ger melee round).

_The merchant has been trained
in judo, This means that (n
close combat, he has a 40X +
(ST 1 18-opponent’s CO rating)
chance of throwing a foe in
close cosbat to the grownd, If
successful, oggonent nust make
STH saving roll or be stunned
for 1D6 melee rounds,

If attacked, they will attempt to
ride away from the trovble. They are
excellent horsemen, and have a 6i%
chance of finding a safe path through
wooded er rough terpain if the
roadway has been blecked by the
thieves,

3

~

Passessions and Cargo:

Coaded “on the packhorses are a
wide vur;etg of spices, luxury foods,
and exotic beverages:

SPICES - Pepper (total valve {608
GP, total weight 1bs), ginger
root (4000 6P, 10 Ibs), cinnamon
bark (1600 Gf, 10 1b%), cleves
{2506 GP, 25 155), licerice roat
(800 , 5 1bs}, sesame seeds
(400 GP, 20 1bs), end garlic (200
6P, 20 {bs).

BEVERAGES - Selection of teas
(1580 GP, 20 1lbs), and plum wine
€25 1 quart bottles with waxed
cerks, 260 GP),

OTHER FOODSTUFFS - 20 lbs, of
peanuts and pine nuts (120 GP),
S8 1lbs, of dates (S00 GP), some
dried shark fin (500 GP, 5 lbs)

and smoked spiced sausages (106
&P, 25 1bs),

Other pess sstnns 'ncaude 4
leather-bound 00KS, an sonelz
calligraphed  (The  Sayings o
Cufucines, Histeries of the Nonkan
Ghols, o  text on  eseteric
weapanmaking, and the Bhiddust Way of
Enli?htennent) Each text is worth
500-1008 GP  to a scholar or
collector. The hobbit corries a
sketchbook with crude maps of the
route taken. There are alse a number
of extra small peuches and sacks, and
a nagical scaie that will measure the
ugpraxinn?e valve of any ites under S
1bs placed on it,

Guards: See lists at end of
category,
Traders: See lists at end of
category,
Party B-5
THE
FuR
TRAPPERS

What the Players See:

Five men on herseback, with bows
slyng over their sheulders, ride gt g
leisurely pace along the road. Each
wan leads o number of pack horses
laden with furs, yet the entire party
neves with a minimom of noise. The

men are ruggedly dressed, heavily
bearded, and selidly built.
GH!s Description:

group  of fur troppers

transporting their seasan’s catch,
are crack archers, and can shoot

on horseback {at a -2 to their
They have a

while ,
basic hit probability),

451 chance of sensing a potential
ambush, I sensed, there is g 40X
chance  they will investigate the

source even if not attacked. These
trappers are verg self-confident of
their fighting abilities; they never
have to mMoke morale checks, and will
fight to the death if attacked, When
fighting they will 1try to keep
distance between their cpponents and
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thenselves, in order to exploit their
comparative advantage with missile
veapens, Two of the trappers will
stay with the pack train aqt all
times, hobbling the horses and
tethering them to trees if possible.
The others will take initigtive,
vsing any available cover to gain
strute?;c positions  and then
attempiing to drive their attackers
into open ground,

All the truﬁpgrs carry
non-enchanted bows which increase hit
probobilities due to their superioer
craftsmanship. Any character trained
in bow will recognize the quality of
these weapons if he picks them up.

Passegsions and Caprgo:
““““ %ﬁt‘irugﬁ!rs‘}gdd 14 pack horses
{worth 108 GP each), and each carries
800 GF worth of pelts (50 lbs). Each
trugper carries a canvas backpack,
filled with ¢ 2 2uurt canteen, a belt
knife, 20 lbs of salted meat, a tin
glute and leather flagen, and twe
ottles  of  strong  home-brewed
whiskey, (If winter, each will also
be wearing a hooded fur coat werth
200 GP), Trapper #3 carries o good
medical kit with bandages, splints,
and surgxcgl knives. He is a master
of first aid. Trapper #4 carries a
large cooking pot and a tinder box,

Tropper 1 has a belt pouch which
contains a few gold end silver coins
(16 GP worth) and ¢ small scrap of
parchuent with a list of names
(gotentxul_ buyers of furs)., If the
thieves wisit any persens on this
list  withewt being effectively
disquised as the trugpers there i5 q
60% chance that the “Buyers” will
summon the censtables, or threaten to
expese the thieves 1f not bribed,

Guards: See lists at end of

categery.
Traders: See lists at end of

category.
Party B-6

DR OGANN
THE
WEAPONSMAKER

What the Players See: . .

A "dwarf In chainmail, helm, and
a dark blve cape walks down the road,
carrying a twoe-bladed battleaxe over
his right shoulder and q wooden case
under fiis left ars, About 50 feet
behind him is a human in leather
arner, leading o pack mule, The mule
pulls an open wooden cart coverad
with @ canves tarpaviin, A
mercantile symhel 15 painted on the
front of the cart, along with a ceat
of arns,
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GH’s Degc_ti_gzi_o_m

The  "dwarf DroGann  and his
apprentice are hath ueugqnnuker
enchanters (Weaponeers), delivering
an enchanted weapon ordered by a
nearby baron,  They each carry
several magical items for their
personal wse, as detailed in the
descriptions  at the end of this
category.  Neither traveler has any
special skills in sensing traps or
ambushes, but both will automatically
sense Qny magic vse within 100 fee?
of them, The two have very
contrasting personalities, The humon
carries only defensive spells, and
would prefer to aveid a fxqﬁt if
rossible. DroGann, on the other
and, is rather eqotistical about his
f@thlnq skills, ‘and will trz_to,use
his enchantments te bring him inte
tlese contact with his attackers., 1f
pessible, he will capture and torture
any who dare to assoslt hin; however,
he will net pursse thieves that
escape him beyond the imsediate area.
DroGann’s reputation for cruelty is
widesprend in this region; therefore,
any thief recegnizing Ris heraldic
symbol will be aware of Drelann’s
profession and methods.

1f any player manages te reach
the loaded cart, and remave the
magical swerd frow its sheath, he has
a 51 chance of immediately dy1n2 from
fright as his senses are assqulted by
the sgells ‘enbedded in the weapon,
He will be incapable of action until
the weapen is again sheathed, and
will suffer {D6 of STH domage each il
MR he holds the sword unsheathed,

s “«\\L\‘\\\R\\‘(\“
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Possessions and Carge:

DroGann’s™ principal carge is a
two-handed sword with rubies inlaid
in  the pommel, carried in an
enbroidered  leather sheath and
wrapped in a velvet cleth, The Baron
Tarkanian has ordered this piece to
be used during the ceremony of
initiation for ~ knights in  his
fiefdom, The sword serves as a sort
of "Ordeal bz Fire®, as it is
embedded with the following spells:
Befuddle Detection, Glve, "Sight

Tilvsien of Sound, and
_____ Once the swerd 1s removed
from the sheath, its holder cannot
nove, release the sword, or see,
aroend him  rise the sounds of
restless spirits, their disembodied
voices relentlesslg questioning the
covrage and loyally of the helder.
These illusions are so real and
menacing that there is a S% chance
that the candidate will die of fright
during this erdeal. The market value
of this swerd is chout {4500 GF;
however, the swerd is virtsally
inpossxé]e te sell within {00 miles
of the Baron’s lands.

The mnule cort alsoe carries row
naterials to reguxr chain and scale
armor (up te 100 pts of damage), a
hand turned sharpening wheel (worth
{235 GP, weighing 3571bs), a small
sack of metal scraps (nuinlg iren and
bronze, worth 100 GF, 20 1bs), a set
of cast iren tools (hasmers, tengs,
etc.), and a small sack of gems
(uqrtﬁ 500 GP)., There are alse a
pair of matched throwing daggers,
which are +5 to hit when thrown
simeltaneously at the same target
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{thus they can enly be effectively
used by a  fighter whe is
anbidextrous), The daggers are werth
2000 GP toa gerson whe can enploy
thew, but oenly SB GP otherwise,
Fxnoily; the dwarf carries a letter
of credit from the Baren entitlin

hin to free lud?ing, food and drin

at  any _ establishwent within his
reals. The degree to which this
letter is henored by local innkeepers
und merchants is highly dependent on
the ameynt of lopalty each man feels
for the Baron (GM’s discretion),

Cuards: See lists at end of
category,
Traders: See  lists at  end of
category.
Pacty 87
T THE
COPPERSMITH

f lone wngon, pulled by tue
draft horses. The wagon is epen, and
is divided down the center by a iong
6 fost tall woeden rack from whic
hang o numsber of swall items (At
closer range, these are revealed to
be gots and pans of various sizes),
A lone vunarmored man drives the
wogon, and no other riders or guards
are visible,

GM’s Description:

The copgersni1h is a local
traveling salesman who hawks his
wires every week in the streets of
the city and the msaner houses near
town. He 1s a relatively geor
merchant and a rather heavy drinker
as indicated by the half-empty ju? of
ale by his side, He carries a rather
battered broadsword in o wooden
sheath beneath his seat, but he is
guxte unwilling to use it In fac?

here is a 50% chance that he will

imsediately surrender if attacked,
and an additional 25X chance that he
will try to ride away at top speed.

Possessions and Carge:

Hung_ from spikes en the center
rack are 31-50 {roell DZ0) bronze gots
and pans (worth 206P each, 2 lbs),
On the floor of the wagon are 1-108
{roll DiB0) sets of pewter vtensils
(5 GP each, 10 sets=i 1b), 106 6P in
ceins and gems, and S0 GF worth of
bartered goeds {wool, nilk, eggs, «
stool, etc.), He corries a urtxaily
full 'S quart centainer of cle, and a
loaf of wheat bread.

Guards: See lists at end of
catequry,

Traders: Seé¢ lists gt end of
category,



Party B-8
- THE
JEMEL
SPECULATOR
What the Players See:

4

Four men _on herseback ride in
ingle file, The third wman in line

wears a chain shirt and leads an
additional pack horse. The other men
ire dressed in full scale armoer, and

a

11 appear to  have canves backpacks

and weapons slung over their backs,
They move cautiovsly, and little op

f

Only the pack

¢ conversation gusses between thenm,
orse appears to be

curr¥1ng cargo, in the form of two

sadd

ehags,

GN’s Description: .
TTTT RTJEQEITREFCchant, accempanied by
three Lnexperienced guards, These

¢

oung men are eager to make a name
or themselves, and if ottacked, will

impediately charge inte the fray.

T
i
t
h
]

hey will net hesitate to fight, even
f apparently outnumbered. Since
hey are not disciglined guards, and
ave ne great o¥011y te their
uployer, they may leave the herses

and carge unprotected to pursse their

attackers,  The merchant will oluq¥s
remain with the herses, He wi
f;ght if attacked while alone, but
Wi

1

1 surrender if he is obviousiy in

an inferier positien, If the guards
have left him and he sees an

1
P

{

Rportnnity, he will attempt to take
e pack herse and flee,

SPECIAL MERCHANT INFORMATION

PARTY HANSOMABLE RANGOM % CHANCE  PLACE OF  MEANS OF CARGO
_-&  CHARACTERS LEVEL ~ OF RANSOM RESIDENCE  TRANSPORT USED
B-{  Textile Merchant 2 80 LD 2 Clesed Waguns
Ceards §-2 4 68 LD 8 Mules
B-2  HKaster Tanper 4 60 L { Open Wagen

2 Heavy Horses

- " - = - = = - - - =~ ——— -

supelies for four peogle {106 GP), velvet
ceoking gear (25 GP, {

of oil (1S GP)., There is also a GP  each)

s#all brasshound coffer ﬁncked in the coffer
saddlebags. The coffer has a Level 2 touch;

lock on ity its key is concealed  chance that the

1bs), and an interior,

is

v B-3 Silvepsmith 3 2 LD 2 Closed Wagons

: Guard 2 2 18 LD 8 Mules

' Guard 3 5 2t LD

. B-4  Spice Merchant 3 {0 L 2 Medium Horses

; Scholar S 8 L

D OBS NONE { Pack Myle

' B-h  ODrefaen 2 20 L

: Human Enchanter S 49 L { Pack Mule

BT NONE i Open Wagen

: 2 Heavy Horses

i B-8  Gen Trader 4 60 LD 2 Pack Mules
liping on the coffer

g

There is a 752 chance that
eil lantern with a full S quart flask these cut stones (worth S000 and 2400
will be discovered if the

searched carefully b
however, there is only a 10{

will neticed without
inside the merchant’s belt pouch, If o carefel seurcz.

gssessions and Cargo: , he has surrendered, the merchant will
he suddlebans and packs centain  reveal the key’s lecation. Inside  Guards: See lists  at end of
an assertment of camping equipment the coffer are tuo drawstring category.
and provisiens, including 1 tent (40  pouches, In the pouches are 26  Traders: See lists at end of
GP, S 1bs), 4 fur-lined s eegxng bags  assorted gems, worth 1400 GP total, category.
{6 P each, 5 1bs), 1§ week of foed  There are alsoe two high guolxty gens
that have been concealed within the
CHARACTER DESCRIPTIONS FOR MERCHANTS AND GUARDS
CHARACTER o WEAPON ARMOR RIDING |
NAHE CLASS GP ST CO RF SM IQ MR WEAPOM _ HACO _ DAMAGE NOTES  CLASS HTK ANINAL |
Bi. The Textile Herchant 3
Guard T TECHU FTR 50 88 43 9 45 42 43 BDSWDe 3 2Dé LTH & 34 HONE |
L BlNe -3/2/5 Db (1) ;
Guard 2 EL HUFTR 488 16 18 8 40 £3 {3 GRSWDe i 46 LTH8 33 NOME |
LXBOWe -2/2/7 106 ) (3)
Geards 3-4 CRHUFTR 28 8 {t {0 16 9 {0 gggUD i% 18%8 C/87 {8 NONE |
i '
Guvards S-6 GRHGFIR 28 ¢ 12 9 {2 16 8 SPEAR 6/9 1D8 CHN & 22 NONE |
THROW  4/¢0/18 D8 X
¥erchant VET HUTRD 75 6 16 13 {2 14 {§ FISTS 8 D4 NON 1 17 WAGON
B2. The Mester_Tanner 5
Bunrd INT /0FTR 450 7 15 8 8 13 {5 SHSWD 6 D& L/SS5 {5 LTHOR
_ SLING  2/7/42 D4 :
Guards 2-3 INT /0 FTR 15 14 11 42 8 {5 MACE 5 2D8 (4)  LTH 4 20 LTHOR |
Herchant § INTHUFTR 2543 9 42 8 10 7 BOWKNe 1/9/16 1048 LTH 4 15 WAGON

{cant,) ™~




CHARACTER DESCRIPTIONS {cont.)

. j ith and famil '
B3, The Silversuith and fami 9 10 13 LG Ale

Guards 1277 CET IR (5) if 15 9 3 iDi0 (&) CHN 7 33 NOME
Exurdﬁ 3-4 VET DN FTR {4 9 28 {8 40 17 HFSWDe 2 2hi0 (6) CHN 7 48 NOKE
Kerchant § VET HU TRD 10 9 12 11 16 10 RAPR S 18 CLO 2 22 HAGON
B4, The Spice Merchant
Hercﬁﬁ%f """""" IRT HU TRD 8 15 15 8 12 {2 JUDG (7 STUN CL03 &6 LTHIR
Schelar § INT RO SCH 1S S {2 16 12 17 11 DART 4/8/12 iD4 {8) CLO 4 13 PONY
%S. The Trappers
""""" T VET HU ARC 7 13 13 {5 {2 {0 15 CPBONW -3/2/6 iD& {9) ANH 12 32 MDHOR
Tragpet 1 BOWKNe 5 1048 {10) )
Trapper 2 VET HU ARC 45 16 16 9 17 7 {2 gtg%u ‘b/f%/3 %82 (1) CLO I 43 MDHOR
Trapper 3 UET HU ARC 10 43 14 $4 8 3 9 CPBOW -5/8/4 1Ds (12 CLO I 29 MDHOR
C 10 2 4 $t 7 13 Eoggse S/0§3 %géo {i3) ANHiL 32 MDHOR
[ r VET HU AR 12 19 ¢ A B -5/1:
_— S U T
rappe VET HU ARC 2514 17 44 {3 9 8 CPBOMW -5/-%/ &
Tropper > RAPRe -4 D12 Uik (D)
B5, Tﬁe Enchanters
DroGann  — EL DM ENC 800 11 {5 {3 20 16 1B 2BBAXe -1 406 (17)  CHN{t 32 NONE
T ENC 100 13 1% 13 {5 15 {5 EkséL 2 %gg 1) L%&?g 21 MULE
etys INT HU 100 {3 1% 1 g 2
et SLING  2/7/12 14 (20)
B7. The Loppersmith
Hercﬁth'gQQ‘t """" : INT HU NON 2 9 {4 {1 9 9 BISKD iz 1Did NOM 0 17 WAGON
8. The Gem Irader
Guard 177777 GROHUFTR S0 15 10 40 9 10 15 {BBAX a iDig SCA 8 16 MULE
Guard 2 CRHUFTR S041 9 7 &3 {2 13 4BBAX g 1040 SCA 8 15 MULE
Guard 3 CRHIFIR S040 8 7 8 & B SPEAR 6/9 108 SCA B i MULE
#erchant 1 VET HU TRD 250 @ 41 {4 {6 12 8 DGRe 7 iDs LTH 4 26 MUE
THROW 4/108/16 1D4

(1) 60% chance of having D10 +1 sharpness arrows, 254 chance of D4 +2 arrows {(non-magical).

{2 Crossbow can be fired once every 2 melee rounds, BB8L chance of {D6 +1 sharpress guarrels, 20% chance
of {D3 +2 quarrels {nen-magicnl).

I} Armor has been nagicqllp enchanted; adds +2 to normal leather AC,

{41 Mace 1s o two-handed weapon with a spiked head, ]

%) Guards’ treasure is listed under Possessions and Carqe for this caravan,

(5) 251 chance that these weapons are of +1 sharpness (non-magicall, magical

(7% See GM’s Description for discussien of how to calculate &udo abilities. )

(31 Darts are coated with a potent sleeping potion; if struck by ene, character must make STM saving rell
-3 o sleeg 206 hours,

(¥) Can fire S shots every 2 melee rounds; has bow, balanced to + 1 hit pred (non-wagical),

£10)  Armor is from the tanned skin of ¢ 2r99hon, Treat this armer as leather when measuring its effects
on wearer’s movement, etc,, but as plate armor_(ACIL) in greiectxve ability.

{41) Can fire 5 shots every 2 melee rounds; has +3 balanced bow (non-magical),

(12) Can fire % chots every 2 melee rounds; has +2 balanced bow (non~nu?icul).

{13) Can fire 2 chots per nelee round; has +1 balenced bow (nen-magicall,

(14) Bolo may be thrown once every twe melee rounds. It may be vsed to tangle the legs of an opponent in

liey of doing damage {(will take 1D3 roundz to get free from the bele, no movement er dodge allowed
while tangled, attacks at -J while tangled),

(45} Can fire 2 shots per melee round; has +2 balanced bow (non-magicall,

(16) Mogical weapen with 43 sharpness,

(17} Axe 1s dovble~bitted; if Drobann’s first blew in o melee round misses, he gets g secend chance tg
hit on the return swing, Battieare has three sgelis permanently embedded in it: Accuracy - adds +4 to

base hit probability, nggqggf¥.ﬁggcge - adds 206 to normal damage, and Detect Invisible Presence,

18) Chain flail has one spell embedded in it: Influence Emotions (Fear) - If ‘struck by weapon, an&
character nmust make DSC saving roll or will reveal o do anyfhing te aveid being struck again (4

vses),

11%)  Armor is magically enchanted te +3 {permanent). The helm alco contains a permanent Missile Repulser’

spell that wiil turn aside up te 6 missile points (arrow i, quarrel 2, spear 4) per melee round.
£20} Armor is magically enchanted te +2 (20 uses, one per melee round),
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Party C-4
- THE
ESCAPED
PRISONERS

¥hat the Players See:

""" Tao “kobalds on light horses
gallop rapidly aleng the path, The
horses are unsaddled and
well-iathered. The riders carry no
visible weapons or packs, and
perisdically leok back over their
shoulders at the road behind.
Gh’s Description:

Thé ~ Fabelds  are  escaped
priseners who have stelen horses te
try and make goed their getaway.
They are desperate and frightened.
They will net stop their headleng
flight, even if attacked, unless
thelr horses are wounded or hobbled,
If the horses are somehow halted, the
kobolds will ron for cover or, if
attacked  in  foerce, immediately
syrrender., I kobelds are in the
thieves’ party, the priseners will
explain their plight and would be
receptive te  jeining the group.

HIGHUAYHEN ADVENTURES

Otherwise, they will look for an
oppertunity te escape {(using their
concealed weapons if possible),

. Forty melee rounds (nbout 18
minutes) after the kebolds appenr, a
sheriff’s posse of six homans en
herseback will arrive,  A11 but the
sheriff and his burly young deputy
are crude1¥ arued, inexperienced
fighters, The gosse will stop and
investigate if there are any cbuisus

1 “si f the kohsld th
gfsgauyngaqn?pe:ple ein 0tﬁe ?ogguuyf

bodies, dropped items), There 15
gnly a 30X chance that they will
netice less obvieus signs (like
footprints, marks of a “struggle
etc.)  and stog. The pesse witl

ursue  any  thieves seen (either

sheld or player character), unless
they are plainly sutnumbered, If
attacked by a superier force, there
is e 681 chonce that they will
attespt to flee after ope posse
nember has been killed,

Possessions and Carge:

The kobelds have nething but the

ragged clothes on their backs and a
knife strapped to each leq. The
posse members carry o few scattered
roins in their purses (see below) and
very little other qear, With the
exception of the sheriff’s riding
horse, the ather animals are of poor
quality (worth only 38 GP each on the
epen warket)

Rarty €2
I THE :
i
What the Players See: A
human, asfride « 3rey riding
herse, holds a 37 long woeden pole in
his right hand ond carefully scans
his surroundings. About S8 yards
behind him are two open wagons,
gurish1¥ gulnted ang each driven'by o
ean of four medium horses. A mixed
group of 4 male humans, 2 female
umnens, and @ single male elf sit in

the wagens; some are garbed in
brightly celered costumes,




GH’s Description: _
77T TRIS L5 @ traveling theatrical
treupe, blessed with a fair sunplin%
of the entertainment arts, and no

absve a bit of modest theft itself,
The conpqnz includes an elven male
and human female trovhadour, 2 male
acrobats  (one eof whom is riding as
the forward lookout), o strongman, 2
puppeteers {who drive the wagons),
and the leading player, who is also @
uarksman and trick shet artist., Mest
have excellent coordination and
refleres, which are reflected in
bonuses to their hit probability or
dodge.

If the ovutrider is attacked
first, or sets off a trap, he will
leep from his horse and somersault
toward the nearest aquailable cover
(-5 ts eppenent’c hit prebohilite
while manvevering thus, acrebat must
nake REF saving rell to successfully
accemplish  this wmeve,) The other
newbers of the company (except the
drivers) will prepare for battle, but
will keep the wagons woving forward
as long as possible, If combat
continues, enly the strongman and the
acrobats will attemnpt to get close to
their attackers., ihe bowsan and the
trovbadovrs will use the wagons for
cever (-3 to oppenent’s BP) and
maintain steud¥ nissile fire, The
pugpeteers will net fight et all
unless there is close combat eboard
or near the wagens.

If the main party is attacked
first, the thieves will have an
additienal melee round of uncentested
fire due to surprise, Similar combat
tactics are ysed, except that the
fend rider will dismount and attempt
to circle around close to the source
0¥ ntfack by botn Moving Silentlg and
Kiding  in Shadows (must successfully
make both abilityv rells each melee
rosnd to avelid potential detection).

1f  the thieves send one oF more
player-chargcters down to the road to
talk  te this

A party {te abtain
winformation, set up a diversion
desand ¢ toll,etc.), there is g 754

trovbadsurs will
these characters.

chance  that the
nttespt to charw
¥ cuccessful, they will subdue and
rex  their victimis), and leave them
tied up by the readside,

Passessions and Cargo:

The wagoens dre well-stocked with
both  theatrical parephenalia and
beaty from previsus thefts, In
additien te a large number of wood
planks (used to erect a small stage
aren’, there are Your storage ploces:

1} 0 costume trunk,

21 A stronghex,

35 o bex filled with puppets, and

4) a supply chest,

The contents of each are:

{) The costume trunk contains some
geed gquality cetton and silk
outfits, some obuious paste
jewelry, moke-up, and some
wosden helms and swords, There
is alse a feather boa of
strangulation (if worn, make STM
saving roll or death; if made,
take iD6 damage - armor does not
absorb) and @ brenze medallion
that emits a greenish glow when
Eggn {no significance, worth 10

2) The strongbex has a Level
Tock on it. "The bex is trapped,
in the form of a Level 6 poison
uxplxed to a pin on the hasp of
the  1lid, Inside are an
assortment of coins (440 GP in

aold. ciluer, ond conper nieres)

and  seven small  pieces of
jeuelr§ {collectively worth 2D20
x 160 GP),

3) The box of puppets contains
eight puppets, five of which are
conpletelg normal facsimiles of
a constable, o king and queen,
and ¢ pair of wizerds, The
sixth is @ jester, whese head
can be removed te reveal an
emerald werth SGB0 GP, A small
hand puppet of o maiden, when
worn, has a spell pernunentlz
ebedded in it - those who loo
vpon it must make a HR suvzna
rell or be Befuddied for 1D
melee rounds (while Befuddled,
no  active movement possible
defend at 1/2 effectiveness if

attacked). Finally, there is a
4 tall wmarionette, wearing
chainweil  and ~ wielding ¢
broadsword. He can be activated

tines by saying the words
*Serye me", to serve Qs a ist

level fighter for 10 melee
rounds (takes {2 hits of damage
befare destreyed, no repair
pessibled,

4} The supply trusk contains 3-5
days of food for the group,
bedding, lanterns and “rope.

There are two large tarpaulins
used te cover the wagons in bad
weather. There is alse q bow
packed in a wooden case (it is
for trick shooting; adds +5 to
normal HP, but will never hit
living flesh of any kind),

Party C-3
THE
PILGRINS

What the Players See:

saall crowd of men and women
#ill areund g man in flawing scarlet
rebes, The procession is led by
three priests garbed completely in
black, with large heods, gioves, and
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carrying  ornately  carved  jvery
staves, (From close range, the
players can see that the head of each
staff is cerved in the shape of a
reat hawk in flight), There are
ifteen followers, some wearing plain
red robes and others in rags. None
of these followers carry visible
weapons.  The leader, wheose heed is
drawn back to reveal a young man with
long blond hair, carries a mace slung
from his belt. The front of his robe
és denbluzoned with o white hawk’s
ead,

GH’s Description:

The scarlet robed priestly mage,
Alderon, and a large portien of his
followers are on a pilgrimage to the
high cliffs of Edgemere, the home of
the giant hawks they worship., The
cult helieves that ordinary men can
learn to fly bz achieving spiriteal
unity with  the hawk, On these
periodic pilgrimages, the cultists
neditate and gobserve the habits of
the birds - they learn their seng,
their nesting pattern, their huntin
methods,  Inevitably, ene or more o
the followers declare  their
attainment of “oneness®, gnd legp off
the cliffs to sear - well, actually,
plummet would be o nore aprepoes
descriptien of what oeccurs., Asa
result eof this herignge, the cult is
net very popular with sane people,
and those wearing the symbel of the
white hawk are shunned by cCommon
soeciety,  The cult, unlike nost
sects, does endorse the virtves of
single  combat as g test of
righteovsness; they permit killing in
self-gefense, Emulating the claws
and talons of the howk, they vse tweo
grincxpul types of weapons. The

irst, @ mace with hooked steel
spikes on the head, is wvsed by
several warrier foliougrs in  the
pilgrimage, he secand xi 3 leather
gavfitiet with four swall blades inset
en the back of the hand, The effects
of both weapons are described below.

If attacked, nll energies of the
grovp will be exerted on fanatically
protecting Alderon’s 1life, In the
case of ‘missile fire, for example,
followers will use their bodies t0
shield their master, #s lan? as
Alderen lives, the groug will not
pursue thieves outside of immedicte
run?e, Alderon will wse his
spell-casting  abilities in  the
following basic manner:

If “attacked, Alderon will first

cast a Circle of Sofety around

himself,  He will “them vse his
spell  points Healing Serious

Damage on  those around Rim @hd

have been wounded,



1f approached by o mewber of the
thieves party, he will cast a
Detect Orieptation spell. 1f
the }glayer_ : )

hostile, Alderon will cast Magic
Hissiles at him and any dfher

If Alderon is killed, there is a
40% chance that the remainder of the
party will frenzy, and charge the
thieves at HP 47, fiqht1n? te the
deqth; etherwise, all will try te
flee. In any case, any thieves
captured  will  he ceremonially
nvrdered at the next dawn if net
rescued.

Pessessions and Carge:

“The three priests each have o
small coffer strapped around their
waist and concealed beneath their
ropes, W@ 0T Uhese COovvers Canvdin

Two of these coffers centain
religious garuphenuliu - incense, an
alter  cloth, four carefully wrapped
white gold chalices, and several
medallions, The chalices are werth
360-500 GP each, but they are very
difficult to sell becavse of the
pnpopularity of the sect. The third
coffer contains the sect’s treasury -
apout 350 GP  in gold, silver eor
copper coins. Nene of the coffers
are locked or trapped.

Party C-4
- THE
BEGGARS

#hat the Players See:

Over 0 dozen” moles of assorted
races - humans, kobelds, and orcs -
trudge down the readway in scattered
groups.  Mest of these wmen are clad
in dxr1¥ rugs; at cleser range, many
appear te Be covered with sores,
bandaged, or carrying crutches,
Several carry cloth sacks on their
hacks. At the front of the qroup are
two  half-orcs dressed in  faded,
dyst-covered silitary uniferms, and
carrying a Lur%e cleb and woodswan’s
ase, respectively,

GHs Description:

A77binch of beqggars, just driven
syt of the negrest town, As the
players’ description implles, nost
are not truly i1l or lame, but add
these  touches in  the ﬁopes of
increasing their income, The tuo nen
in eniform are so-called “upright
men”, former militia men who believe
society now owes them a living for

their service, They are hostile,
will openly demand money from
strongers they encounter, and will

threaten to use their weapons if
turned down., They will fight if
attacked, but will yield if seriouslg
weunded,  The others will ol

abjectly plead for mercy as seon as

the first weapen is pointed, They
will try onything imaginable to save
their 1ll-gotten gains. If the
thieves actunlly use physical force
on thes, howsver, the beggars will
yield tﬁexr cask rather than forfeit
their lives,

Possessisns and Carqe:

Each bheqgar, of couerse, keeps
his  small stock of fungs hidden
somewhere in his meager beloengings -
perhaps in his sack, or in q hidden
pocket in his shirt or clesk, Rell

ercentile dice for each captured
eggar to determine the amount of
seney he has:

DIE ROLL NOHEY DICE
-5 20207XTICP
5i-£5 ania ¥ {5p
6b-81

81-0% 2Di8 ¥ {GP

944 cux af all

above rells

Bi0 X 55 |

~ Other than this neney, the enly
items the beggars carry are of little
valve - battered plates and ytensils,
g threadbare blanket, or o few noldy
crests of bread,

Party C-5

e THE
ROYAL
HERALD

What the Players See:

recession of seven huymans on
horseback, woving at e brisk canter.
They ride on beautiful white herses
in three files -~ 2 riders, then 3,
then 2. All wear cheinmail arace,
covered by a green sleeveless tunic
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with a gold trumpet on the front,
Siy  of the nen currz spears or
haiberds that rest en the stirrup of
their saddles, The man in the center
of the party carries g long wooden
stoff with a swall white banner tied
te the end; he alse wegrs a wreath of
lavrel branches around his forehead,

GM!s Description:

The rayal herald is journeying
to ] neighbaring  prevince,
gccompanied by his  six  veteran
guardsmen, These men are haughty and
orevd; they believe themselves to be
above most mortals, and indeed they
de normally receive this sort of
defopence, As & pecult, the guards
have only a 107 chence of semcin
anbushes or eutdeor traps, If any &
the thieves party know heruldr{
there iz an 861 chance that they wi i
recognize the trumpet symbel. If so
they will knew that these men are not

ts he trifled with,

_ The herald is the central figure
ip the party; his wreath contaoins o
potent Hissile Repulsor spell (can
turn  asige u? fo I6 peints of
nissiles per melee round; arrew = §
peint, quarrel = 2, spear = 4), His
staff is a staff of Blosting (fires
once every 2 melee rounds, does &D10
domage to gnpene or anyt iﬂg at the
poxn? that "is attacked, SDIB te
anyane within 467 of that point, 4DL0
fo these within 207, and 50 gn, The
staff fires in q stroight line ond
will outematically strike the first
sbject in_ its path, including
geople). The staff has B charges,

et may enly be activated by a secret
woerd command; in other words, few
gthers will ever be able to use this
staff.



If attacked from o distance, the
heraid will retalinte by firing 2 or
3 blasts in the general vitinity of
the”"affack, and the group will ride
off, (The GK should give the glu ers
6 warning by having “the herald tire
somewhere in front of the party en
his first shet, so that they have 2
melee rounds 1o try and run away.)
The quards will enter the fighting
only 1f the thieves attempt close
coembat,  The qguards can alse be
protected by the Hissile Eggqléor
spell if they are posifionéd Ithin %
feet of the herald. The group will
not surrender, no matter how badly
the {ight is geing,

Possessiens and Curggﬁ‘
is

““The heralds dn guurds carry

nt mere than o few gold and silver
pieces in their purses to cover
miscellanecus  erpenses, This s

becavse their uniferws are recognized
almost everywhere in the kingdos, and

they can usually obtain free meals
and  lodging while they travel,
Consequently, if the thieves can

syccessfully disguise themselves as
thic party, there are substantial
monetary  advantages  that can be
sbtained,  The herald does wear
several flne gieces of Jeuelerg: 2
nutching gold bracelets (worth 606 G
each), an emerald ring {(werth 400
GP), and a geld signet ring engraved
with the insignia of the relgning
Duke  (worth 2100 GF, but highly
noterious within the regisn). If the
thieves attempt  to disguise
themselves as this party, add 20% ta
their success chances 1f the signet
ring Ls worn,

Party Cob .
- TAKOK

What the Players See!
TTT{Ngte "-Befire describing the

scene, the GM syst make an
ambush  sensing  rell {652
chance) for Jarsk, IF the
thieves presence has  been

sensed, they will not see Jarok

ynless he fails to Hide in

Cover while n prouching them -

see helow, 1f Jorek dees not

sense the thieves in the grea,

the players will seer)

massive, sandy-haired huwan

waiks alone down the road. A heguy,
brassbound club rests en his leit
shoulder, and o large sack is slung
over his right. He wears a kilt made
from @ woelfskin and o meuntain lion
cape (with the head =till attached gz
a heim}, A long knife and shert
length  of chain protrude frow g
shevlder belt, Frow close range, a
leng facial scar is visible afross
fhis forehead and cheek,

GH’s Description: i
Jarek, an 8th level Fighter, is
an erphan who was raised in  the
wilderness by bears, He is truly a
behenoth of a man, 6’9" tall and
weighing almost 380 lhs. While his
tremendovs  strength  will  be no
sUrprise to  the players, his
incredible aqgility may come as quite

o shock, Despite his awesome
physical  abilities,  Jarok i3
childlike, sinple-minded and
good-natured {until unqereé). His
actiens are often taken out of
curiousity byt misread oS evil

intent, If Jarek has sensed the
thieves in ambush, he will attempt to
locate thew by HMeving Silently (801

chance) while Hiding in Shadews (70
chance). If seccessful, he will
suddenly appear in their widst

glving them o booming greeting of
"Whatcha dein’?",  As the thieves
respond, se will Jarok. If they
react éefensively, he will be on his
guard.,  If they try to surraund him
or reach for weapons, he will attack

first, wusing his wmassive club s
either a close ronge or wissile
weapon,

If the thieves inﬂediutelz
attack Jarek, he will become berser

and  revert te animal fighting
techniques, using hare hands to
batter or "bear hug® his foes. I¥,
however, the thieves respond in g
friendly manner {which in Jarek’s
case means shundant csounts of food,
drink and women), Jarok will share
their company for as long as they
like.  He has nc moral objections to
thievery or murder, and is incredibly
leyal to those he fikes. If Jarok is
enjoying your hospitality, he will
fight en Ieur side aqgainst guards,
other travelers, or the authorities,

Possessions and Carge:

Jarak 1ives by fiunting his foed,
and his single intellect does not
cenprehend the true valwe of coins
and  gems. Consequently, his
pessessions are  limited to his
ueugons and a few simple tools. His
club is an enchanted weapon with
permanent dawrage DbBonus (2DiB); the
club cannot be wielded bz anyene with
a 5TR rating less than 19, His belt
knife has ~ been honed to g 42
sharpness (nan-ﬁugicel). In his
sack, he carries a few small items (a
hatchet, o vhetsiene,
preparing meats, and o canvas farp
fer protectisn in bad weather),
These goods are gll well-woern, and
could not cesmand nermal market value
if sold to ethers.

some sait for

""" THE
ANINAL
TRAINER

What the Players See:

bight rules pull two covered
freight wagons: Tup men sit in the
driver's seat of each wagon, and a
fifth homan rides ahout 'S0 yards
behind the group on a roan riding
horse.  The men all wear leather
breeches and jerkins; the horseman
carries o long whip coiled around one
hand, while the others have no
visible weapons except belt knives,
Gccasionally, loud  and  gutteral
growls rise from within the first

wagon,
(Mote: The GH must rall a D100
before describing a last detail
~ on a 8i-60, {our wolves are
visible, walking unleashed bet
wearing studded collars, «
short = distance  from  the
horseman, On o 61-B0, three
wolves are visible; 81-95, twe
wolves; 96~00, no wolves, See
below for detalls on the unseen
wolves.)

GM's Description: .

af jan,  the animal trainer, and
his four assistants gre transporting
a black lespard ordered by Erinyue,
the witch woman. The four men are
all intermediate level characters,
ckilled in the use of weapens that
subdue rather then kill (beles, darts
ceated with  tronquilizing drugs,
nets), A supply of these ueapons is
avatlable inside the first wagen. To
these skills, Panjan adds expertise
in the use of o 25 foet long wnip and
an ubilitg to seothe enru?ed_beusts
through the spoken werd, {This acts
like a bardic charm, base chance of
success b8%.)

Panjan is alse cccempanied by
feur fully-treined wolves that wili
respand (Y52 of the time) to his
voice conmands. The wolves are free
te hunt for foed while traveling and

frequentl{ ene or more gre searching
for available 30&& off the road.
There is @ 44L chance that any
hunting wolf will encounter and
attack the thieves, eyen 1f the
thieves have net attacked fthe
travelers  op are  successfully

cencealed (since wolves find prey by
smell rather than sight),

. If the party is attacked, they
will respond in kind, The wagons
will be halted, and the drivers will
nove into the First uugon te pick vp
weaens. Panjan will order his walves
t8  attack, and follow thes on
horseback, His horse is
well-trained, so that he may use his



whip while riding at ne minus to hit
progubiiity. The party will try to
subdue the thieves, and will sell any
captives taken inte slavery.

Possessiens and Carga:

The supply of weapons carried
by the group includes: six boles, n
dozen darts which can be coated with
a trapquilizing drug (STH saving roll
- 4 opr sleep 2-12 hours), four large,
well-balanced (41 He nets, and
Panjan’s whip. Living quarters have
been set up in the secend wagen
consisting of a0 twe-week sugplz 0
food (worth 150 GP, weighing 40 1bs.)
for the party, five fo dxn? tots and
blunkets (40 6P each, 12 Ibs.), two
large kegs (30 GP, 20 1bs, each),
pots and pans, and a firekit,

The principal carge, of course,
is the leopard, who is in @ 107 x 107
cage  with a Level 2 leck, The
leogqrd is not tamed; if released, it
will attempt to immediately escape,
attacking anything that tries to
restrain  it, Delivered to Erinyue,
the animal is worth 3,500 GP; if it
escopes, however, there is a 201
chance that Erinyve will be able
(threugh use of second sight) to seek

revenge on those responsible for its
release.
Party C-8
THE
HOUSEHOLD
OF

LADY FEANORI

What the Players See:

Four  heavy horses pull o
covered wagen., Two male elves, on
light horses and corrying bows and
shortswerds, ride in front of the
wagon, one en each flank, A male and
fenale elf ride in the wogon; the
reins are in the young woeman's hands,
All wewbers of the party are well
dressed; the men wear leather armor
as well,

The "Lady Feanori, a Sth Level
nu?e, 15 moving east to live with
relatives, Her father is an 18th
Level mage of great renown gmong the
elven kindred. (Add 201 to the base
chances of recognizing the party if
elves are present in the thieves’
band. If  the family crest is
recognized, the thieves will also
know that there are several wen
living out the remainder of their
lives” as teads for even having had
theughts of harming Feaneri,)

GM's QescriEtion:

The three wmales accempanying
Feanori  are  trested  kinsmen,
intensely loyal to this family. The
never need to check morale and uilg

not surrender if attacked. Thez are
good woodsmen and have a 38X chance
of detecting traps er ambushes. They
will alwaps stay near the wagen to
defend the Lady and will not pursue
the thieves if the latter should give
vp  the attack. They will vse their
bows unless engaged in close combat;
each carries a quiver of 40 arrows,

Lady Feanoeri knows o number of
spells and will defend herself
readily if attacked.

If oattacked by nmissile fire

only, she will cast one or two

Sleep spells in the direction of

that fire,

If the thieves begin to close in

on the wngon, she will cast a

lymsines sgell on the negrest
G2, " and then cast o Charm

Humanoid ot him, If the foe

successfulll resists the charn,

Feanori will hurl a Het Shot at

the thieves each melee round

until she exhavsts her spell
goints.
f the party is approached by
one of the thieves, she will cast g
Detect Alignment and, if successful,
willtry %o Charn Humangid.

Feanori has one ather important
spell-casting ability, Chorm Small
Animals, There is a 407 chance that
been observed by woedland creatures
gnder Feanori’s centrol, If so, she
will be expecting an attack aleng the
read but will not know the exact
location,

Possessions and Carge:
ine wogen  carries all of
Feanori’s persenal belongings, as
well as a number of enchanted items,
Included are:
{1) Three lar?e chests filled with
clothing. n addition to @
yariety of daily wear (worth 200
GF tatnl, weighing 25 1bs.), there
are four dress gewns (each worth
480 GP and wexghan 4 1bs,), a
velvet cloak (450 GP, 7 lbs.}, a
weolen hooded cloak (40 GP, 7
1bs., but contuinin? a Haste spell
which triples normal movement rate
for SO melee rounds, {2 uses), a
flowing blue satin robe (60 G, S
Ibs.), and an assertment of shoes
and sandais (B &F, i@ ibs.},
(2) Several large furniture items:
Q dressing table with a triple
nirrer (500 GP, &0 1lbs,), four
carved wooden chairs (300 P each
and 15 1bs.), end a laorge
four-drawer cabinet (600 GP, {50
1bs.). Each drawer of the cabinet
has keyhole; there is alss a
kezhole centered on the top of the
cabinet, A set of five kexs 15 in

Feaneri’s bhelt peauch. Each drawer
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of the cabinet has a different set
gf traps. Traps will net be
activated until a key or Ricklock
has been inserted, so that trap
sensing may not detect the
presente  of these protectiens,
The traps will be set of f, if the
drawer key and the cabinet-top key
are  not turned simeltanecusly,
Traps and contents are;
Drawer § -~ VPoisen %us (1D8
damage te stamina, STH saving
roll” for 1/2 damage). Contents
are {5 sheets of parchment {all
are partially enchanted for
spell  embedding - roil
percentile dice to determine %
syccess), three quill pens, twe
bettles of ink, and a packet of
Bersonul letters,
rawer ¢ - Lold Blast (does 3D1(
hits  to persen opening drawers,
iDi6 te anyone within 20 feet of
the blast aren. MR saving roll
for 1/2 damage). Contents are
36 full petion bottles (roll on
chart below  for  spells
included),
Drawer 3 - Releases sharp blades
fhat mave horizentally from each
side of the cabinet, (HACO on
-3, do D6 damage each. REF
saving roll for '1/2 damage).
Contents - two scroll racks with
10 scrolls centaining spells
known by Feanori (rell on chart
below for spells),
Drawer 4 - Kists of Sleep (make
STM “saving roll or sleep 2-12
hours, no  other damage),
Contents - several small curies
including a small wooden mode!
of a sailing ship (ne
significance or value), and a
piece of  driftweed,  The
driftweod 1is actvally a jewelry
box,  disquised through an
Illysisn of Sight. If gickﬁﬁ
vp, the box will be revealed in
its trye forw, It contains a
neckiace of 26 pearls (worth
3080 GP), o gold ring embossed
with the shuge of an en?Ie’s
head (worth 1000 GP, but has
high notoriety in the elven
commenity), are eserald bracelet
{7 stones, worth 560 GF), a ver:
larae pink pearl on @ pendan
(worth 1760 GP), and an
assortment  of otﬁgr rings
eurrxnas and bracelets, werth
1000 GP total).
(3) The party carries one week of
food sugplies (30 6P, 10 1lbs.),
and a full array of bronze pots
and pans (140 GF, 40 1bs.).

NOTE: The spells thet Ledy Feanori
#ny use or have embedded in artifacts
are indicated below, She has

spell peints to spend on spell
casting per day.



SPELL CHART SPECIAL TRAVELER INFORMATION

(1f vsed for ifeM generation,
roll Di0),

1. Shield (9 spell points),
Adgs +3 to normal armor class of

place his own life at risk while
charsed (DSC suuxng4r|11 = no

| PAKTY RANSOMABLE RANSOM % CHANCE  PLACE OF  MEANS OF CARGO

, forget. lusts 40 melee rownds. "y paRacTERS LEVEL  OF RANSOM RESIDENCE  TRANSPORT USED
2. Hot Shot (4 spell points), §oTTT o TTEemsSEes s EEeEe s i
?oes gﬁ& points of damage to the & o  grerifs 1 &0 L H
Qf‘qe 4 ' :

3. Sleep (8 spell points), i [-2  Thespian 3 10 LD 2 Open Wagens |
QxI% put up to 450 hit peints of ; hinsgrel 2 4 54 LD 8 Medium Horses
characters to sleep for 2-24 ! Strongman 2 &0 L :
howrs (2D12). Spell is castas | ___ :

¢ 15 degree cone and has @ | -3 Alderen 3 &1 L |
ATXiNBN ru??e of 100 fﬁ:t (?R : :
saving  re = no effect), 1 -4 NONE 1
Affec?s victing from the wegkest '
first, Uﬂ to the strongest (in | -5 lierald 2 108 LD .
terns of HTK). , i Guards 1,5 3 2 LD ;

4. Read Magic (2 spell peints), ! Suards 2-4,6 S 20 LD ;
Hay read any magical langeage. : ! ;

5. Detect Magic (1 spell point), ! C-&  NONE :
Hay determine uhether an ites | :

has been enchanted. T ; a '

6. Chara Humanoid (8 spell points), ' €7 Fanjon 4 # : 8 gégsagrgggons ;
¥t successtul, victin will treat : ;
caster as his clesest and oSt 1 o pognend { a4 LD { Closed Nagen 1
trusted friend, He will not Guards 1-3 4 39 Lb 4 Mediow Horses ¢

effect), Lasts for heurs,
7. Charm Swall Animals (5 spell
onnts). .
Same as Lharm Hemanoid, but
works on weodland cCreatures
vermin, etc, (DSC for small
animal = 12),
8. Limited Invisibility (8 spell
poeints),
Caster becomes invisible to the
nernal eye as long as she dees
not move.
7. Clunsiness (4 spell points),
successful, target receives
-5 te hit probability for 10
nelee rownds (MR saving rell =
noe effect), If consumed as a
potion, affects the censumer in
this fashion,
18. Fly (8 spell goxnts).
Caster may fly at the speed of o
pixie for 20 melee rounds (MR
sauing rell must be missed, or
spell does not take effect).
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CHARACTER DESCRIPTIONS FOR TRAVELERS AND GUARDS

i
i
]
1

CHARACTER WEAPON  ARMOR RIDING |
NAKE CLASS GP ST CO RF SM 14 MR WEAPON _ HACD DAMAGE  NOTES  CLASS HTK ANIMAL !
€1, The Escaped Priseners :
Prisoner INTY0 THE 7 9 11 12 7 13 DGR 11 104 NON & 15 LTHIR |
Prisener 2 L KOTHE 14 13 40 S 9 11 DGR 9 1D4 NON 0 13 LTHOR :
Sher 14F INFHUFIR 20 8 10 8 40 8 & BOSWD 1 1010 L/SS 17 LTHRR |

Deputy GROHUFTIR D8 15 13 12 16 7 16 SPEAR  &/9 1019 CLO 2 20 LTHIR
Posse ¢-4 GROHUNON 106 (1 7 0 9 9 12 CLUB £ 1D6 NON 0 12 LTHOR ;
C2.The Players :
pcrobat INT HU THE 80 10 19 18 8 12 9 QIRST D4 (1) CLOS 44 LTHIR !
(23 BOLDe  -4/4/9 g (@ :
Acrobat 2 INT EL THF £10 40 17 14 9 8 1t QTRSTe D4 CLO3 18 WAGON
BOLD  2/7/12 108 :
Thesp tan (4) VET HU ARC 2582 17 43 43 {3 9 [ BOW -1/3/6 106 LTHS 21 WAGDN |
Strengaan INTHIFIR 18 7 8 12 & 12 {BBAXe b s LTHS 34 WAGON .
FISTS 5 206 :
Minstrel t (S) INTEL TRE 48 40 43 47 40 (4 46 L BONe §/4/7 106 LTH & 20 WABON |
Minstrel 2 (5) INTHUTRB 65 8 {4 14 10 16 {6 S BOWe 0/4/8 6 (6) LTHS 24 WAGIN !
Puppe teer INT HU MON 1543 {7 1S 43 9 4 THRKN  3/7/12 104 CLO3 23 WAGIN |
Puppe teer 2 INT HU KON 45 9 13 {5 11 13 t& DGR i1 1D4 CLO3 18 WAGON !
€3.The Pilgrinuge .. !
ALGERGRT7)-- INTHUPRK 11 42 4 10 12 @ SPELLS CLOL 19 NONE
Followers §-2 INTHUFTR 12 13 12 40 7 45 MACEe 4 W @ CLOT 24 NONE
Fellowers 3-4 INT HU FTR 0 8 13 11 9 & HACE 7 34 (8) CL0 3 20 NOE
Priest i Gk HU PRI 8 9 § {4 12 S GLOME 9 02 (9 CL02 16 NOME !
Priest 2 G HU PRI 8 & 13 12 10 10 GLOVE 1 02 (%) CLD2 17 NOME
Priest 3 GRGOPRI 45 41 7 41 7 11 GLOVE 9 12 (9 CLOZ 20 NOME |
Cd.The Begaars :
Hor TqhT Ran CR/OFIR  t6 7 43 12 8 10 CLUB 8 205 CLO 2 15 NONE !
Upright Han 2 CR /0 FIR 9 9 13 41 10 12 WDSAX 10 108 CLO2 13 NONE !
Scom 1-13 Gk MX NON 9 8 8 9 9 3 KVETCH NON O 15 NONE 1
£5.The Royal Herald :
Herald EL HUGCH 20 10 4 15 8 19 9 STAFF (16) CLO3 22 CHRGR |
Guards 1-2 VET HUFTR 313 42 13 12 11 16 HLBRDe  2/5 208 (11) CHN & 2¢ CHRGR !
Guards 3-b VET /EFTR S if 8 9 12 9 {3 SPEARe  2/4 1040 (12) CHN & 3 CHRER |
Co.fhe Mountain Hap . ;
are YET HUFTR (125 17 20 17 4 11 CLUB -z 608 (13) ANH B 52 NONE |
FISTS { 208 :
HUG € 212 ;
€7.The Anieal Trainers ;
Panjan UET HUFTR B0 10 2 45 9 10 10 gggge 0/5 zg;g (14) LTH & 20 LTHOR |
< 1 i
Asst Trainers -2 INT HUFTR 40 14 10 13 10 10 13 BOLOe  1/5/9 {08 (1S3 LTHS 27 NOME !
NET 9 TANGLE !
Asst Trainers 3-4 INT OR FTR 20 41 15 {1 7 4f 45 %35;x 2/5/9 {gg (16) LTH & 20 WAGON !
Wolves 17 LG WOLF 12 16 49 12 5 14 BLE A D6 (1) ANHT7 S5 !
Wolves 3-4 SH WOLF {0 14 7 13 S 9 BITE 6 D6 (17) ANH & 4D !
€8.The lady in Transit !
Fean1i CIRTFLHAG 20 6 9 41 17 17 11 SPELLS CLOZ2 24 WAGON :
(18) DGR 1 103 :
Guard 1 ELEL ARC 75 41 18 11 10 13 4 L BOW -3/2/5 D6 (19 LTH& 25 LTHIR |
SH5WDe 3 106 ‘
Guard 2 ELELARC 7544 14 9 7 40 12 L BOW -3/2/% D6 %) LTH & 27 LTHOR

SHSWDe 3 {D6

Goarg ELELFTR 7542 9 7 43 12 @ BDSWbe 2 2D6 LTH S 29 WAGOM

L BOWe -2/3 106 f




NOTES FOR CHARACTER DESCRIPTIONS

i1} Quarterstaves can be used soiely for defensive purpeses, If co vsed, add +2 to character’s effective
armor class (44 if expert),

(2 This thief, who rides point for the group, has o 45% chance of Moving Silently and a 50X chance of
Hiding in Shadows.,

(%) Boles may nlzo be used to tangle the legs of a foe (40X chance, use of optien must be declared by
player befare combat die roll 12 made),

{(4) Thespian carries 3 vials of a brownish fluid in a belt pouch (healing potion, cures 205 hits per vial
if swallowed),

i5)  Troubadours both carry mandolins in woeden cazes. The male elf has a 75% chance of charming ethers,
and @ 5027 chance of lore knowledge. The human female has a 60X chance of both charw and lore
sycCess,

{A) Troubadeur 2 carries 2 vigls of greenish, fou1~snelling fleid in her vest pocket {(contain level 10

~poisen, each vial good for 8 opplicatiens on an arrowhead or weapon point. ) . )

{7y "Alderan has 30 spell points to use per day. His spells cost and do the following 1h1nas: Circle of
Safety (4 pts) - For 4 melee rounds, protects the caster from any non-magical attack provided he
Cammits no offensive act himself; Detect Intentions (1 pt) - Makes caster aware of basic intentions
of others {hestile, newvtral, or frxenﬂ[y); Ragic Missile (7 pts) - May hurl tup magicel projectiles
that nct as 44 heavy crossbow Dolts (RiY en -1/477, 106 damage); veal Serieus Danage {10 pts) - Can
heal 2Db of sustalned damage.

{8) If weapon scores g critical hit, victin will lose 1 pt of stamina per melee round in bloed loss, in
addition to normal damege sustained,

(v) Each gauntlet receives four attacks (4 ger Blade) each melee roend, There 1s a 207 chance that each
priest pessesses 10 applications of Level & poison to.smear on the gauntlet blades,

(10) Accuracy nnd damage potential of the Staff of Blasting are discussed in the GH's description of this

caravan,

{1) 16% chance that the weapon s of +2 sharpness; if not, 20% chance of +i sharpness (non-magicall.

12) 40% chance of g weapon of +i sharpness (nen-wnagicell,

{2) Cleb receives 2DB damage bonus (magicall.

145 First valve listed under HACO represents accuracy when opponent is 5-20' feet away from the

character; second valve refers to striking ability when engaged in close combat,

{15) Fires once every two melee rounds. MHay be used te tangle the legs of a foe.

(16) Fires three times every two melee rounds: are coated with a tranquilizing petien as described in the
GM’e description,

147) Receive three attacks per melee round.

(13) List of spells available to Feanori (and their cests) is provided in the GH’s description of this

TOUp.
(i?)qure five shots every twe melee rounds,

{
{
(
(




Party Dt

THE
COMPANY
F
FANAGAR THE RECKLESS

What the Players See:

7T AR eIf Ton TaTgrey
slewly, glancing from side to side,
About S0 yards” behind him walk 12
humans, Thex are moving  in
disarganized clumps rather t%un Q
tight” marching ~erder, are
reasonably well-armored and twe carry
large buciﬁucks. As  they draw
nearer, the players can  hear
fragments of arquments among the men,
and can see that their faces ond

clothes are sweat-soaked.

horse rides

Fanagdr,” a &th level huwan
Centurien, has just suffered a
disastrous defeat while attempting to
beseige a
leading the remnants of his company
to the ruins of a temple some
distonce away, in an effort to regain
some prestige (and hopefullg, SgMe
replacement ~ recruits), erale,
however, 1is very low, particularly
anong the lower level fighters, I[f
an attack is made, ond things appear
to he goxng badly, these 8 men must
nake a DSC saving throw (2D12 less
than 42} whenever they are wounded,
or they will ganic and attempt to
fiee, The GH shouvld note the
follewing special characteristics
about the company:

1) Fanagar has ¢ Shield spell that
adds "+5 te his armor class. He
Will activate this spell {unless
confused or wuncencious) in the
#elee round after being attacked,
giving him an EAC of {3,

2) The elf, Arrek the Homeless, is
intensely loyal te Fanagar, who
once saved his 1ife. He has a 407
chance of sensing an ambush, 1f
the company is attacked in wooded
terrain Arrek will attempt to move
gff the road inte tne weods.
There he will activate his cleak
of stealth, which enables him to
hide (88X chance) and 2ives hin a
+5 dodge against attacks, He naz
attack while wearing the cloa
without revealing his position,

Pessessions: .
(carried in the backpacks, and in

firrek’s saddlebags)
General-~ 800 GP in coins and gems, 60

nearby castle, He is

HIGHHAYNEN ADVENTURES

days worth of iren rations, @
pavilien, torches and lanterns,
mountaineering equipment (strong
repe, spikes, mallets, etc.),
Great treasures - see 2) below,
Magical treasures - 1) A never empty
witer canteen,
2) Small box, containing a pouch
of modelling clay, 2 sculptin?
teols, miniature replicas o
several pieces of furniture, and
twe ornately carved bowls, If a

la ten 1s removed fr ox
$1 it transtorn i1seit gacﬁ

into the original. To nake @
new replica, a character nust
have a coordination of 16 or

nore, and must make a CO saving
throw on 3Di2, or item cannot be
duplicated, Worth of items in
bex (if removed): 3 chairs -
1800 6P, 4 dresser 1500 GP, {
table - 750 GP, 2 bowls - 4500
&GP,
Party D2
THE
COMPANY
Of
KULLODEN

What the Players See: .

A7 train of 20 horsemen, riding
in pairs on medium warhorses (with
barding}, and led by a captain, Each
mon’s helw and saddle are embossed
with a red eagle displayed against a
black  background.  The men are
heavily armored and carry a variety
of close and long-range weapons,

GH’s Description:

vITeden, the Centurion, is in
the early stages of his career, but,
a5 a reselt of his noble upbringing,

has already learned the valve of
making a qood appearance. His #en
gre.  well-drilled and
well-disciplined,  becavse  their

leader has  been able to obtain
relatively eusg and  lucrative
employment, The

_ natoreitz and
respect his company has in the area
greatly exceeds the actwal fighting
competence of this group. As a
resylt, it will be very difficult to
sell or fence gqoods with Kulloeden’s
insignia in the immediate area, byt
very easy elsewhere, Hecause morale
is high, demeralization is net a
problem; however, Kulleden is by
natere very cavtiovs, and is likely
to withdraw his troeps if it appears
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pecessary,  Tactically, his lancers
will remain on their mounts and
charge in a line whepever pessible.
If  owbushed, na few will pemoin
mounted and try to rolly and control
the  herses  (whs  represent a
significant investment), while the
ethers {especinlly the bowmen) seek
aut o safe defensive position,

Possessions:
Lock Carge brass-bound chest (Level 2
oci

I L R R

fighter carries o wmatched, embossed
beer stein (worth 125 GF each, but
have high local notoriety)., General
stores contain @ good wmedicine kit
with bandages, sur?eon’s knives and
varicus natyral (piant) antidotes to
comman  poisens  (but no healing
potions), They are carrying three
good tents that sleep six each, Tuwe
guck sules carry foed supplies, a

undle of qood kindling wood, «
supplg of il lanterns “and other
miscellany.
Party -3
GRULAK'S
BAND

®hat the Players See: .

nixed group of Uruk-Hai and
orcs, on foot, are wmaking their way
cautiovsiy vp the road, There appenr
te be sixteen in the total party
(four Uruks, twelve Orcs), bout
half are armed with battleaxes and
the rest with short bows,

GM’s Description:

This i1sa fairly tyﬁicol‘bund
of orcs, The group as g whole is en
the leokout for somebedy small and
weak to beat ep. The GM should note
that  the plozers' swall band of
highwaymen ni? t be the gnswer to an
orc’s prqgers. If ambushed, gll the
orcs  will fight on (nl?huugh
unhapgily) entil ail the Uruk-Hau
have been killed, whereupon they will
either flee in  abject fear aor
syrrender, If the thieves de not
attack bet alse de not retreat away
from the road, there is a 30% chance
that their presence will be detected
by the orcs. If discovered, there is
an B8L chance that the orcs will
attack the thieves, Tactically, the
Urok-Hor let their smaller brethren
de the bulk of the actval fighting,
¥hen initially attacked, the Uruk-Hai



will tend to hold their positions and

respond defensively; however, if they

believe that 1he{ have the superier

force, they will drive the orcs

goruurd in reckless pursuit of the
oe,

Possessions: _

Tégrried in varlous backpacks,
sacks, etc, - there is ne
centralized location for the
grovp’s goods)

General - "Strongbox (Level 1 lock)
centains o few silver and copper
coins (iS5 6P werth), Few days
rations of dried vegetables and
talted meats, Fire kit, One
orc  with first-aid knowledge
carries  sowe slightly-seiled
strips of cloth (for bandages),
and ¢ flask of hapsh-tasting
liquor (must make STH saving
throw 10 swillow, will heal ibo
of damage if swallowed, 23
drinks left), One Uruk carries
twe shrynken elven heads and
some  defaced personal items of
the couple who had formerly been
attached to the heads,

Party D-4
THE
WILITIA
ON
MANUEVERS

What the Players ee:

ynan in Q eniferm, celored
sort of greyish~brown, is ieuding a
ragged formatien of sixteen men and
youths, sisilarly dressed. The party
makes a sebstantial asount of neise
as it moves along, between the
clatter of loosely-carried ueugons
and the frequent curses of their
leader. All appear te be armed with
spears and handazes,

GM’s Description: .

8 Tocal squad of militia, in
the first stoges of their truinxn?.
All Dut the sergeant are completely
sntrained in wWedpens use, So that
their basic hit probabilities, as
indicated below, are below normal,
Each recreit has a SO chance of
beconing demeralized if wouynded,
wherespon he will step fighting and
try to run away. This chance remains
regarcless of how well the overall
baftle is going, The GM shovld
remexber that the recruits know next
te nething about fighting, and are
likely to. do any nomber of stupid
things while in combat. The sergeant
will oundoubtedly try to keep the men
organized if they are attacked, but
will have little chance of success
{251 probubxllt{ that any erder he
gives will be followed).

SPECIAL WARRIOR INFORMATION

| PARTY  RANSOMABLE RANSON % CHANCE  PLACE OF  MEANS OF CARGD !
bo_b CHARACTERS LEVEL  OF RANSOM RESIDENCE  TRANSPORT USED !
% D-1 Fanqeur 2 3 LD E
j fArre 2 10 LD :
3 Fighters 1-3 4 k4] LD E
| b2 FKulleden 2 a9 L i
; Fighters £,9,15 4 o L ;
b D-3 NONE :
LoD-4 Garrett 5 4t L 3
Possessions: qualified teacher of both spear and

Cach recruit carries one ¢ay’s  handaxe, and if taken alive hﬁ{ teach
rations, a canteen, weapons and the  player-characters these skills in
clothes’ on their back. Their boots  exc ange for his release. There is

are strong werkboets (werth 15 GP
each), the uniforms are a scratchy,
uncomfortable wool (5 GP each). The
sepgeant, Garrett, alse carries q map
of “the surrsunding area, a standard

first-aid kit, and a good belt knife
Garrett is qood and a

and whetstone.

small ‘chance (20%) that the local
guurd nay be willing to pay a ranson
o+ his return, but there is an equal
chance that the militia will be
called ot in force to find the
captors if such a demand is made,




CHARACTER DESCRIPTIONS FOR WARRIORS

CHARACTER NEAPON  ARMOR RIDING
HE C1.ASS GP §T €O RE SH IQ HKk WEAPON _ HACY DAMAGE NOTES CLASS HIK ANIMAL

Bf. Fanagar_the Recklec:

Fanager TOFTHU CEN 250 15 1t 9 9 12 45 {RBAXe : D¢ (1) SCA8 32 NOME
CPBOM  -2/3/7 1Db (2)

Arrek UET EL THF 808 7 17 16 15 10 10 SLING  {/b/11 104 (3  LTH7 27 LTHGR
RAPRe 4 1042

Fighters {-2 UET HU FTR 100 1% 10 & 45 S i HFSWDe 3 303 CHN 7 30 NOME

Fighter 3 VET HUFTR 100 9 14 12 14 1t 7 L BOe -1/4/9 1D6 LTHS 73 NONE

Fightcrs 4-8 INT HU FTR 20 10 {7 1§ §3 9 8 EDSWD 4 D40 L/SS o1 NONE

Fighters 9-11 INTHUFTR 1515 8 18 11 it S SPEAR 47 206 LTH4 21 NONE

D2, Kulloden the Cawtious

Kvilsden TRT'RU CEN 150 15 41 9 {1 10 14 GRSWDe 2 56 (4)  SCA3 F6 WRHOR

Fighters 1-8 INTHUFTR 4044 3 9 42 12 9 LANCEe  2-b 208 SCA 8 21 WRHOR

_ BDSWD b 140 (5)

Fighters 9-14 CROHUFTR 2042 9 42 40 10 15 RDSWD g {041 L/8 5 14 LRuOR

Fighters 17-20 GRHUFTR 20 € 10 § 12 8 {4 LXBOW 4/8/13 1D (&) NON D 17 WRHOR

b2. Erulakls Band

Grulak 17} VET UH FTR 7515 11 9 f4 11 {1 {BBAXe 2 D12 (B)  CHN & 44 NONE

, LBOW  -1/4/7 D6
Fighters -3 VET UHFTR SO 18 14 6 12 8 4 {BEAX 3 1040 CHV 6 28 NOME
(9) L BOWe -3/2/% 16 (1)

Fighters 49 INORFIR 54t 7 12 42 7 9 {BBAX 4 D10 LTH 4 22 NOME

Fighters 10-15 INTORFTR 310 10 8 10 8 15 SBON  3/8/12 1Dé CLO2 13 MOKE
DGR 0 1D4

D4. The Milit1a on Manyevers

Garrett IRTROFTIR 1514 15 12 44 12 8 SPEARe  1-4 1010 LTH4 27 NOME

Recruits i-16 GRHUFTR 12 16 10 10 8 10 g:ﬁg§ 10-43 igg CLO 2 15 MNOME

13

17 Rattleaxe adds +i to nermal hit probability dee to sharpness of blade {non-magical),

2) E%nuqur has 0 +5 Shield spell embedded in his apmer; when in use, his effective armor class wiil be

1) Arrek carries 1 never-empty pouch of sling stones,

4) 501 chance that weapen is of +i sharpness (1f s, there is a 29X chance that 1t ts glse enchanted),

%) 301 chance that weapon is of +i charpness (if o, there is a 107 chance that it .35 alse enchanted),

&) Fires once every two melee rounds

7} Grelak wears a twisted piece of bronze around his neck {no valve or significance) and carries a small
pouch of gems (worth 158 GP).

3) 157 chance of a 1D6 damage bonus (nugicol) enbedded in battleaxe,

9) Fighter #2 wears o jade ring (worth 180 GP) that alse contains o permanent spell of protectien from
fire demage.

19) A1l three bowmen have g {SY chance of having 108 arrows balanced te +1 accuracy (nen-magicall,
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A, HELIEOR'S

In  the great trade city of
Hoven, Just soeuth of the Plaza of
irovbaders, there exists o byway
known as  the Street of Silk Veils,
where the wemen are fair {(and so are
their prices), Though the street
liec at the mouth of the Labyrinth,
that  teeming den of thieves where no
sensible  businesssan  would  walk
vnguarded after dark, the traffic
flows aleng Silk Veils in a steady
streaw  frem noon to the widnight
watch (and frequently beyend), and
includes both peasant and prxnceiinq,
the warrior  just  retorned from
distant  battles, and the local
merchant  thankful for a peaceful
afternson of dalliance, far from the
attentions of a shrewish wife,

Yes, the lovely ladies of the
Street  of Silk Veils are a treaswre
1o nun{. But, as is often the case,
these flesh~and-bleod jewels yearn to
have  their beauty ~ qugmented by
emeralds, rubies, silks, and geurls.
Hany lovers are eager to indulge the
Hhing and caprices of their
parnmours, and frequently bring a
axF? when they come  to call.

eligor, an elderly human serchant,

has a shop strategically located not
far from the northern'end of Silk
Veils, designed te cater ta this
trade, He sells a variety of jewelry
items - necklaces, hracelets, rings,
and the like - and keeps @ fairly
large steck of goeds in his shep.
Altheugh he has lived and worked in
the seme simple  two-stery waed
strecture for over 25 years, there
are abendant rumers that he hoards
vast  treasure  somewhere  on  the
premises,

REREX

_ The objective of this scenario
is 1o commit a successful burglary of
Heligor’s jewelry shop, in @ manner
that aqveids detection and provides
maximum  prefit  to  the  player
characters, It is designed for q
party of 2 to S thieves of beginning
or interrediate level, In
preparation for the burglury, the
thieves will need to observe the
habits of Heliger, his family, and

CAT-BURGLARY SCENARIOS
AN
SELOND STORY ADVENTURES

staff, as well as the life styles of
the other denizens of the Street (to
obtain information in this manner,
thieves moy want to wtilize the
Disquise Rules outlined in Sectien I,
Chapter 2, of this book),

On  the next few pages, a
GamesMaster  will  find  charts,
descriptions, and sweggestions for
construction of a thieving ndventyre
in on area where the lay is nat as
stronglz or fastidiously ebserved as
it might be in others, These aids
allew o great latitede in the
planning of ‘such a playing session,
and it is not expected that any tue
GMs  will ren the scenario in
precisely the same way, If the
players read these sectiens, it will
greatly diminish the enjoyment the
will be able to reap, since they will
lose out on the entertainment of
figuring ost  everything  for
themselves,

LIFE ALONG THE STREET OF SILK VEILS

There are two distinct pricing
alternatives  for  these seeking
adventure on the Street of Silk Veils
{so-called becquse of the custom that
@ woman seeking te earn a little
eXtra income in on easy and pleasant
manner wswally dons silk veils teo
advertise that fact ~ woe betide the
man who propoesitions a bare—faced
womanj, en of Aeans can go 16 any
of & large bordelles located tewards
the nerthern end of the Street, one
of which, the Blve Lantern, stands 2
doors south of Heliger’s, These 6
larger establishments trg to maintain
reqular  patrongge v offering
security and cewfert, as well as
pleasure - they provide meais fer
their patrens, a well-lit ond
decently furnished common roos for
drinks and conversation, and strictly
enforce prohibitions on pickpocketing
by their girls. These perfumed
guluces nernally epen about an howr

efore  dusk, 'since the heayviest

traffic arrives between & and 10 in
the evening, and @ reasonable
fraction of the nen stay as late as @
10 4 in the worning,

7-1

For these with but a few silvers
to spend, there are a plentitude of
independent yosng businesswemen and
happy  amateurs, Their  quarters
vsually censist of Q straw mattress
and a candle in one of the many
rooming houses near the southern end
of the Street, and in  these
serroundings, o man wust often keep a
wary eye on his sword, gnd a hand on
his'  purse {a  position hardly
cendecive 13 the pleasire ane was
seeking), Because of the greater
risk, most of the trade with the
streetwalkers  takes place between
noan and dusk,

The  Street  is  patrelled
erratically, 1if at ell, by the local
constabulary,  As 1S the case with
nost of the byways bordering the
Labyrinth, reqelar potrols seldom
pass through the area, However, more
than a few members of the various
cempanies of the citg 2uard have a
laver or mistress on Silk VYeils, and
they will occasisnally step 6y te
check things out when' they have an
opportunity,

. The tables on the following page
indicate the ?ercentnqe chances that
the thieves will encaunter non-plaver
characters while they are on the
Street of Silk Veils, and provide o
guide te an NPC’s probable reaction
to people they encounter in the
course of play. Reaction dice
reseits in particeler showld be
adjusted by the GH 1f the thief
player-characters are acting in a
sage, or indiscreet, manner,
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RANDOM ENCOUNTERS ON THE STREET OF SILK VEILS

POPULATION REACTIONS
TC7="presence of a romponion of the appesite sex.) Reaction Streetwalkers House Girls
Honrsg Streetualkers Heuse Girls Customers C indiFference A 70
3aR" -1Znoen T i c 0C obserye 202 302
- 10% & 101 A 2% 4 A indifference (if female) Sox]_ 2011~
{2noen- 4pm 2 C 1L 281 C inestation (if male) ] ]
- {55 4 107 4 10% indifference 401
4pn - Hpm 255 C %L 201 C shserye 20% 30%
- 155 8 EYAR 30% A syspect/follow 154
Bpn  —12mid 1% ¢ §5%1 C 102 C fear/ren §5% 102
- 2% 4 0% A 201 A
{2mid ~ 4on YA 207 C 27 C CUSTOMER REACTIONS
- LA 8% A YA Reaction Everynan
C " Indifference
suspicion/challenge 51
A Cif thiet is male)
indifference 1172
friendliness/drink offer 10%
drunkenness/hestility 102

A (if thief is female, particelarly if veiled)
prepocition 60% _
o (201 hestile if rebuffed)
indifference 20%

[
observation 20%

CONSTABULARY

Y daily patrels are scheduvled to
pass through the northern blocks of
the Street of Silk Veils - at ipm,
4pm, Tpm, Llpm  and  iam, In
actpality, enly the Firgt 3 of these
appear  with any regularity (90X
chance that the patrol will appear as
scheduied). There is only a 60X
chance that the i0pm patrel will
shew, and a Mere 251 chance that the
iow dputrol will moke its appointed
round,

Other than these S scheduled
sunds, there is o 5% chance that g
lone constable or quardsman Will be
somewhere aleng the street, at any
given time. Check no more o#ten than
once each half-hour of game time,

CONSTARULARY REACTIONS

e}

indifference Sox
step/question 204
suspect/follou 152
shservation 151

LANDMARKS . Some of the nugor points of
TR THE interest on the Street gre (refer to
STREET OF SICK VEILS the map for key-lettered locations):
In the diograms at the end will {a) THE TROUBLED TROUBADOR - is a
be found n map of the Street of Silk pawn shop; many a man has left his
Yeils, and a set of floor plans for hqrﬁ at the top of the Street of
the Jewelrg shop, While players Silk Weils te get the noneg to go
should be allowed free access to the down the Street of Silk Veils,
mip of the landmarks on the Street (b) KARKI'S SWEETS & FLOWERS - Karki
(since this information can be easily lives in a house acress the plazay
sbtained xhrough casval observation), his shop is open from noon to
they should know nothing about the 10En and prices are reasonable,
inside of the shop initially, and {c) BURGALLO’S APOTHECARY - he sells
should garner a5 wmech knowlege as hairs of the dog, sinor medicines,
possible themselves by infiltratin and nnng cosmetics for the gqirls;
the shep and spying out “the lay of o bell hangs near his frent deer
the land", Dverlz suspiclous to summen him in emergencies, It
hehavior will probably warn the could alse be wused to sound an
shopkeeper or his assistants that aiarm (maybe somecne will answer),

something untoward 1s afoot, but (d) HELIGOR?S - more later.
casval ebservatiens made in the (e) BLTTINA’S - does seamstress work,

process of purchasing a Yiece or tue and clothes design and fit?in?
of costume jewelry will provide @ for many of the girls of Si K
reasoneble source of informatien, Veils; she stays” eut of the

affairs of others,
(f) MAMA ROSA’S RODMING HOUSE ~ is ¢
cut above the nermal for the girls



of the Street; it is clean, and
relatively uhoiesone, since Resa
will take a broom to whomsoever
nakes o distorbance in her home;
at present, eleven girls (fUSY
short of house qirl “class) live
and werk there,

(g) THE BLUE LANTERN - is one of the
b nu{or pleasvre palaces on the
Street,

(h) ENGS’ LIVERY AND SMITHY - caters
te the carriage trade on the
Streety Enos 15 a rock of o man
who werks from shortly after dawn
til dusk, and whe will usuullz
answer o call for help wit
sledge~-hammer in hand.

(1) THE'FOX AND GOOSE - is o bu51lin3
tavern  considered  safe an

pleasant for ¢ quiet flagon with
one’s ameur,

()) WENCHES’ WALK - is a "quiet" and
shady resting spet for working
girls with sore feet,

(k) THE RED ROOSTER - another of the
& mojor establishments,

{1) HEAVEN’S GATE - «a congetiter of
the Red Rooster, is favored by
Samurar for the deliciovs teas
they serve their customers,

{m) AVRODEL’S WINE SHOP - carries
rany wines, and even soMe
brandies, priced from as little as

coppers the skin (a pedieval
equivalent to Dago Red) to as much
as 500 gold the bottle; the shop
és open from about noen til nearly

an,
(n) THE BLACK WHIP - is an
establishment (not one of the 6

najers), aboeut which little need

be said.

(o) THE MUSTARD AND FEMNEL - is q
ver& seedy bar.

(p) AMBROSIA - is probably the eldest
of the wmajor establishments,
paving supplied the Street of Silk
Veils with o luscious gortion of
its reputatisn for ever 300 years;

P PR N,

there is o rumer that the madame
whe corrently runs it, is the same
woman who originally founded it,

(q) THE PERFUMED GARDEN - is almest
0s old a5 Ambrosia; it is renouned
tn even far lands, for both the
beauty of its walled garden, and
the bequties within,

{r) HADAME RUTH!S - is run bg a qypsy
with a qgold capped toeth; for a
grice, she will provide any of 9

ove petions,

{s) THE SILKEN CHAIN - has been run
by Potiphar the Phat for nearly
forty years; early in life, he
suffered a misfortune which makes
hin useless 10 woHen;
consequently, he cares little for
then, but wmuch for the profits

the¥ can bring, )

(1) PUTIPHAR’S HOUSE - is filled with

many valvable items, and many very

deadly traps for those unfamilier

with the inside; he gquards the

collections which are his Rrxde

and  joy with the best which the

nonea his girls earn can afford.
THE  HOUSE  AND  SURGERY OF
MORDECAI, HEALER - is qvailable at
any howr to these who have been
injered in ene of the many lovd
“discussions” which break out on
the Street of Silk Yeils,

{v) THE LOVER’S NOT - is, a5 the name
suggests, a hang-out for these
whese quest has been wnsuccessful.

()
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(w} THE VIRGIN'S FLUTE - opens out
onte the Plara of Troubnders.

{x) VARIOUS SEEDY TO NOT-SO-SEEDY
CRIBS AND ROOMING HOUSES - are
scattered ulon? the Street, and
its offshoot alleyways; the closer
te the north end of the Street,
the c¢leaner and less risky they
tend to be; chances for bein
nugged, robﬁed, and/er  murdere

vurz from 991 {lam at_the south

end) to as little as 3% (4ﬁ" qt
the nerth end), depending wholly
on time and lecatioen,

{y) FROD?S THEATER - is an imposing
edifice which provides celture and
entertainment for the denizens of
the entire serrounding aren
{corrently plugan is a sparkling
comedy  entitled  “Our  Murkin
Cousin®); it lies just at the
entrance to the Street of Silk
Veiis, and i 15 not sncesmon o
cee 4 stately and beavtiful
haetera being escorted here by one
of her favored customers,

£1) THE BLUE HARPER - is net actually
on  the Street of Silk Veils, but
15 well known throughout the city
as g quiet place for an excellent
meal, Part of its ugpeol lies in
the wide and airy ulconz which
sverlooks the Flaza of Troubaders,
Patrons may dine and drink here
whiile being entertained by the
juaglers and  jongleurs who ply
ghixr trade in the spacious Plazn

elow,

HELIGOR!'S SHOP

There are 7 individuals found
during various parts of the day or
night in er around the 2-story wooden
building housina the  shop and
Heliger’s home - Religer, his wife, 2
children {(a girl of 16, whe is
practicing studicusly, in "the hopes
of getting a onlace in ene of the
grand establishments on the Street
and o boy of 9, whe isa typicai
street urchin, but very handy with a

knife), 2 agssistants, aond 0
middle-aged warrior who acts as g
mild deterrent to the petty criminals
sf the area.

Heligor is in his late fifties,
having married late (one of the girls
from the Blue Lantern), and is in no
particular  cenditien for combat, He
is intelligent, and ic a sharp
bargainer, whe will wusually price
itens at 1507 of their valve, to let
himself be haggled down to 1062"on1y
rarely will “the final price éxp to
even 95Z of the wvalue of the piece,
The  hours of majer business for
Heligor are between 4pm and Zam, and
this. is when he will be found
downstairs in the shop. Heliger is @
relatively  sound sleeeer, but
advancing uge has  weakened his
kidneys, and there is a 15X chance he
will awdken teo use the chamberpot
while somesne is in the ross, His
main  defense consists of a lowd
bellow (he hopes his assistants will
qwaken and hear) and covering under
the bedcovers thereafter,

His wife, Harushka, is a sound
sleeper who will probqbiy not qwaken
gnder most circumstances (10X chance,
if  there is_ much noise, none
otherwise),  She is almost never
found in the shop, and wakes her
exits from, and entrances te, the
upstairs living quarters via the back
steps inte the small alleyway which
runs behind the building.

The boy-child sleeps the sleep
ef the innecent, like 4 lo%.
However, if he 1is aqwakened (10X
chance), he may elect to throw knives

(651 chance), with which the little

beggar 1is distressingly quick and
accerate, particvlarly at  clese
ranges,

The daughter, Marissa, is a
light sleeper, and will wake up (85
chance) at virtwally any noise on the
uRper_ levels of the house., However,
she is easily attracted to most men,

ond there is 9 2% chance per point of
o thief’s MAG and ARP that she will
attempt to seduce 0 male intruder,
If she does, there is alse q 351
chance she will help hin to escape.

The older of the 2 assistants,
Ferqus, has stron% _desires for
Heligor’s dawghter. This is the only
reason he stays on here, since he
considers that he has  learned
"everything that old foel Heliger
could possibly  know".  If  the
daughter sctreams, there is a 601
chance he will wake vp, grab a club,
and charge up the stairs te her
rescue,  He works pr:narilg from Sam
to 6pm, altheugh he is frequently
areund in the evening mooning over
Marissq {as it happens, Fergus is not
ohe of the "mest men® Marissa is
attracted to), He is a reasonnbly
sharp  bargainer, although nowhere
near the class of Heliger, regardless
of what Fergus thinks,

Halley, the other assistant,
works from 4pm to Zaw, with Heliger,
and is genpxnely interested in the
jewelry business, Unfortunately, he
15 basically vnsuited for almost any
business career, being possibly the
worst haggler in the known world,
ene approaches him for a price and
barqains well, there is a 351 chance
of qgerting a plece at a price only
half  its “valve, Heligor knows his
tendencies, aond seldon lets him work
with any jewelry of real value,

The warrier—guard, Marivs, is an
nld campaigner, who took this job to
be near @ young lovely whe works on
the street. He considers the work
ideal since it leaves him mernings
and/er evenings free to pursve his
damsel fair. However, Marivs is an
ex!renelf honest man, and will defend
his emplayer to the death, feeling
duty-bound since he has been paid.
Marius works fres nidnight to abset
Sam, when Ferqus opens the shep.

CHARACTER DESCRIPTIONS FOR THE PEOPLE OF HELIGOR’S
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ROOH DESCRIPTIONS

Four types of information are
provided in the area descriptions
that follow:
1.~ What the player sees,
2,- GH's description,
3.- Special furnishings

and centents
4.~ Population, it any,

Furnishings and their
arrangement seldom change, but the
populdtion of an area normally
chunges with the hours, and is so
noted.

A.) Entronce and Displays

{,-~ Double doors lead inte a room
20 wide by 25 long., There qre 2
long open  topped velvet lined
casés, ene renfiing 187 down each
side wall from the 3ront wall, with
many rings, brooches, neckinces,
etc. set out, ! “roses in the
center appear to have slightly more
valvable trinkets in thenm.

2.~ This is the moin display area
of the shop., HMost of the trinkets
and bavbles immedintely visible are
of small valve, although a lurge
nunber of them could produce a tidy
sum, There will 1D6x50 items in
the 4 front cases, The 2 cases in
the center contain those items of
nore valuve {above 25 GP), and have
?luss tops and a complexity 1 lock.
he 2 cases aleng the walls contain
nothing  worth ‘wore than S0 GP
(rarely), and wmost prices are
narked at 1507 of value,

3.~ Itens are valued by 1zge:
1(D6) Bracelet 20

2(D6) Ring iDide
3(Db) tarrings D40
4(D6) MNecklace iDi090
5¢D6) Anklet 1010
6(D6) Breoch 102§

4.- Traffic through the nain sales
orea ebbs and flews substantially
during the course of the duz.
Check  for each type of occupant by
chance 1f the thieves are in the
shop during the given time perioed.
8am to neen
10771 streetwalker
10 { constable
5% D2 couples
100 Ferqus
neen to ipm
ST " streetwalker
5% { constable
151 1D3 couples
1202 Ferqgs
n to Ops
I%Z I'stfg€tuu1ker
2% 1 censtable
1001 1D4 couples
S0% Fer?us
S0% Halley

SO Heligsr

Bgn to mid
7 102 streetwalkers
107 { constable
£007 103 couples
75% Halley
75% Heligor
nid to 4am

11 § streetwalker
i0% § constable
25% § couple
502 Halley
S0% Heliger
1007 Marius
4am 1 Bam
10087 Rarivs

B.) Sales Counter and Displays ef

Valved 1tens
f.- There is a heavily built
counter stretching 107 across the
back of the shap, about 3’ from the
wall, In the counter is a special
case, in which 1is kept the nost
valuable item currently in the
shop, In the case across from it
*are kept other special items of
geuelry, There is a curtained
por, through which the sales
pgopie in  the sheg sccasionally
disappear. To the left is a heavy
chair,

2.- The saoles counter is yswvally
nanned by either Heliger or Fergus,
degend;nq en the time (857 chance,
otherwise it’s Halley)., The iten
kept in the special display case in
the front of the counter is the
most valvable of the 2D4 items
brought to the shng en the first
day “ef each week by the couriers
from the House of Owen (see fArmed
Robbery Scenaric A elsewhere in
this Section),

7-6

3.~ The items of jewelry in the

shop at the beginning of the week

Hﬂf be randomly determined by the

roll of a D20: ,

01) A qolden dragon with emerald
eyes and lapis larzvli inlaid
body, on a chain_of smail
golden links - 2500 GF

82)°A silver tiara with a spray of
golden spikes set with diamond

. chigs - 1000 GP

%) silver pendant of =n
griffin’s hend upon a heawy
Silver chain -~ 250 &F

04) A pair of earrings in the
shape of butterflies with uxngg
égluld with tiny rubies - 850

05) 4 qolden ring with g setting
of jet (the stone lifts to
reveal a small cavity) - 450 GP

86) A carved rosewsed Jeuelrg
chest, the tap and front of
which are  inlaid  with
nother-ef-pearl  in  floral
patterning - 1200 GP

87) An onkh (looped cross) of
beaten geld on g heavy chain -
360 6P

08) A& ring of carven white jnde
with the silhouette of a
naiden’s Brofile inset in green
jode - 3600 GP

§9)" A sot of 3 silver hair combs,
set with chips of sapphire -
6006 6P

18) A collar, comprised of wmany
linked sgquares of finely beaten
geld; on the central squares,
the shape of 0 ghoenix in

flames is set in opals, rubies,
and amber chips - 8500 GP
11y A triple  strand = of

size-graded, matched pearls,
which™ have a delicate rose
tinge - 1900 GP

12} set of golden “slave
chains®, with cellar and key -

8

13) A guir of motched filigree
bracelets in silver, each with
an inset of polished rose
quartz - 400 GP )

£4) & heavy platinum chain with a
pendant  of a teardrop in
scarlet crystal - 756 6P

£5) A stiletto with o silvered
blade, qolden wired hilt, and
saglépgens set inte the quard -

16) & qolden sxgnet ring inset
with ‘an emerald carved os o
wolf’s head - 2008 GP )

17} A ring in white gold inset
with ruby chips in the sﬁape of
flames - 1600 GP

18) A massive silver ring - 200 GP

19) A set of spiked cesti
égnuckledusters) in gold - 300



20) A tobleav of a faun and a
nymph gamboling over sward of
eweralds, near a  posl of
tyrquoise - 15000 GP

There 1is an S0 chance that one
{11} of these items is sold each
day after it is delivered; consider
this as GM, when indicating the
actyal number of items in the shep
at any given time,

4.- As for area A, byt with
additienal chances for Bath Heliger
and Fergus as neted above,

C.) Heligor’s effice”

1.~ An alcove S’ wide and about 8’
deep contains a solidlg built desk,
and 1 sturdz chair. The desktop is
covered with papers and ledgers6
which appear to he arranged ints 2
piles, ene held down with a lump of
dullish looklng lead, the other
with a chunk of clear crystal shot
through with golden veining and
swall glints of red and blue,
There are 2 drawers, one on either
side of the desk.

2.~ 1In this area, Heli?or dees his
bookkeeping. Books, ledgers, and
yarious business papers make up the
2 stacks vpen the desk. The lum

of leaden metal is o souvenir o

bygone traveling days, as is the
cr¥stu1; they both have wvalue to
Heligor, other than s
paperwelghts, but ene is of real
valve,

3.- The crgstul tooks immensely
nore valuable than  the lump;
however, while the crystal isa
pretty qgewgaw (simply pyrites)
which sﬁou?d be descrgged in
glewing terss as if it were reqlly
werth sonething, the lead lump is a
3 pound chunk of mithral, worth
abeut 15,008 GP, and should be
?entxoqed enl in passing, gs éf
for celer in the destriptisn of the
desk, Betwzen the hours of noon
and midnight, the lefthand drawer
of the desk contains g cashhox, in
which will be found 1D100x10 GF in
swall coins and gems. In the
gupers on the desk can be found iD4
etters of credit or sight drafts

{the equivalents of “cashier’s

checks), worth 1D188x25 GF each,

4,- Heligor will be found here 25%
of the time between 4pm and
nidnight, and 75% of the time from
nidnight to 3Jam, There is q 0%
chance that Halley will be hanging
about HeIAgor's shoulders, trying
te "learn the business."

f.- As one enters through the
curtained door, there is g table
with 2 chairs to the immediate
left, along the wall. A hearth and
fireplace, with a kettle crane
(from which hangs a kettle, usvally
with boiling water in it), occuﬁies
a ?oodlx portion ef the lefthand
wall, At the rear of the area con
be seen g stairway ascending to the
upper floor., On the right hand
wall #f the ared is & door, The
area is 10! wide, and 15’ t9 the
stairs, which are S wide,

2.~ In this ares, Fergus and Halley
take their weals, and de their
nornal everyday activities, The
kettle of boiling water allows
Heligor to offer a friendly mug of
teq or coffee to a prospective big

i
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spender. There are a number of
ceramic mugs and steins on the
nantel of the fireplace, aleng with
an old sword in its scuﬁbqrd, which
is hung on the stone facing of the
chinney,

3.~ The sword is dull, the edges of
the blade chipped and broken; it
appears to be totally worthless,
ang it is; it’s an old sovvenir
that Marivs gave Marissa, and she
hung it on the fireplace chimney
"to” give the room some character®;
the swerd i5 se badly preserved it
has a penalty of & on hit prob,
HACO 44, If vused properly and
carefully, the sword may succeed in
cutting soft butter,

4,- From Bam to bpm, Ferqus is
found here 45 of the time; from
Gpm  to Zam, about 60X of the time.
Hailey is found here 401 of the
time between Bam and Zam, Heligor
will  be sitting at the table,
drinking with o customer, about {8
of the time from 4pm to nidnight,
There is g 151 chance that Marissa
will be teasing Fergus (provided
Fergus is present), and if so, a
751 chance her brother will be
sitting en the stairs watching,

£.) Assistants’ sleeping quarters

i.- The entryway to this room opens
syt into the living area., There is
a chest of 4 drawers on the left
wall, and another deor just beyond
that, which oeens inte the roes. A
pair’ of bunks occupy mest of the
right wall, The top Dunk is made
neatly, but the bottom is a welter
of rumpled blankets, A heavy
cudgel lies atop the dresser.

2.~ The top bunk is Hulleg's-
tergus is a_slsb, The cu gei
belongs t¢ Fergus, and is the
weapon he will grab if trouble
brews,  The ather doer leads to a
catchall  closet, which extends
ynder the stairs, and is a jumble
of odds and ends in which live @
number of rats (these bite on HACO
4 [for surprisel, but teke only
4H1K each, ACS). There is only one
thing ef real valve in that closet,
a beek with a stery of a great
treasure and an ucconpunyxn?_nup;
there is ¢ J51 chance of noticing
the boek on o casval glance, and
100% if the closet is searched
{1t’s the only thing that could
possibly have any valué), The book
is s1tting on the top of one ef the
piles of accumulated life’s histery
(archeeleqgists would love this
closet, pot-sherds and all), and is
t01u11¥ visible; the book is
slightly rat-nibbled, but still

legible, and the map is partially
water-stnined and only
half-legible.

3.~ The book tells the story of o
great people of days of eld, who
beried their dead with fabulous
treasvres of gold, qgems and
ewelry, ond nqng fine magical
evices) the nug shows the way to
the faobled “Valley of the Dead®,
althowgh the part that warns about
the quardian dragon is where the
water damage eccurred (these will
be covered in a futyre scenario,
*The Tombs of Shalae-Chuun®).

4.- The 2 assistants are uswvally
found here between 2am and Bam;
Fergus snores lovdly.

) Family’s living areg

f.- As one gscends the stairs to
the upper lunding a massive hutch
can be seen on fhe left wall. &
trestle table with & chairs, 2 of
which are heavy deacens’ chairs
{one at each end), occupies the
center of the area; 2 smaller
chairs and @ parsen’s bench
complete the arrangement. The
hearth and fireplace are to the far
right, and extend aleng most of
that woll, There is an oven door
built into the stone facing on the
right of the fireplace, and 2
keftle cranes attached to the sides
of the fire pit, On a flat iren
griddle built into the left side
sits a teakettle (full of hot water
and whistling merrily during any
time members of the household 1s in
the area), A large lupine do

lazes about en the rug (a brgide

rag oval) whenever mesbers of the
family are present, and appedrs to
tolerate a_second deg (a small
yappity ball of white® fluff that
constantly harasses his feet ang
ears). 2 padded-top chests sit one
on either side of a doar in the
oppesite wall, te the right of an
epening which appears to lead inteo
a hall. The stair-well is gquarded
by « solid yet ornamental railing

and there 1is a door on the back
wall, which appears to lead
outside.

2.- Heligor’s family is frequently
found in this area. The lurge
wolf-like dog, whose name is Wurtf
(Marissa  doesn’t  have  much
imggination), belongs te the girl
body ond soul, and will protect her
to his death (or wmere likelz, to
the death of unKone Hurff thinks is
trying to harm her), He is HACE 2,
47HTK, ACh, and attacks 1D3 times
each melee round. He has a 351
chance on his first, and only the
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first, attack on any gguen victin
of knocking that victin te the
ground, If Wurff scores a critical
hit, there is g 50X chance that it
will be to the throat {triple
nernal  damage), etherwise as
nornullx rolled. He will accept
food only from Marissa, and qetting
only from the family (Halley is
*family"; Fergus isn’t - and aveids
the dog iike the plague), The bell
of floff belongs to Marushka; he’s
a typical lap deg, all covrage and
no brains,

3.- In the cabinets of the hutch
are kept seme of the family’s
treasures: silver tableware worth
B00 GP and a set of embroidered
table linens worth 500 6P, On the
shelves of the hutch are displayed
a set of B motched steins with
silver handles, worth 50 GP each
and a grouping of a dozen crystni
goblets, werth 40 GP each (the
entire set is worth 4008 GP, byt
onl{ if all twelve of the matched
goblets qre there). There is a 45%
chance of breukuge of these goblets
if  not handled with reaSonable
care, but only SI if they are
wrapped  in sonethzng seft and
carefylly treated, The 2 chests
contain bedding, tncluding o goose
down comforter worth 400 GF, and 2
exquisitely sewn quilts worth 250
&P each,

4.- During the hours from Bam to
4pn, there is a 404 chance 103
members  of the family, not
including Heligor, will be in the

living area, ﬁr&paring meals, deing
hovsework  or  needlecraft (or
stropping knives), From 2pm to

4om, He?iqor will be there for his
sain doily meal; other than this,
he eats down in the assistants’
areq. There is ¢ 0% chance Halley
will be there at any given time
during duylight hours, From 4pm to
nzdnight, there is a 60% chance of
103 tamily members, not including
Heligor., ~ Frem wldnight to Bam
Worff is there, normally stretched
out in front of the door between
the 2 chests; occasionally, he will
rise and ndke o patrel down inte
the shop to wvisit Marius (15
chance), but these patrels 0n1¥
last 0 minutes or so; Wurff wil

warn any approaching the door he
guards with a low growl, the volume
rising with the nearness of the
approach_ - if the approach is
within S of the door, he will
attack with no further warning.

G.) Back entrance and stairs

f.-  The door leads to a
porch-landing, with a set of stairs



leading to o dirt alley, Across
the way 1s the entrance to a
reasonably well kept rooming house,
Ug and down the alley, which is
about &’ wide, can be seen gther
entronces and occasional sets of
steps to second story landings.

g,- The reoming house across the
wiy 15 Mama Rosa’s,  There are
chances, degending on  the time of
day or nig t, that some of the
girls who live there ond/er their
costomers will be either at the
windews or walking dewn the alley,
If the thieving party is cought
attempting te force an entrance to
the bock door, it is unlikely that
the girls or their customers will
interfere directly, but the watch
will nlmest certulniy be summoned.
3.~ There 1s nething special here,
4.~ From the hours of midnight to
Bam, there is only a {51 chance of
notice in the alley, From Bam to
neon, the chance is 254, From noon
te midnight, the chance of being
spotted in the alley if engaged in
nefarious activities is 40%.

H.) Bedroem for Marissa and her
brather

{.~ The door opens into the room;

it is 107 deep aond 1S’ wide.
Directly ahead is a cedar chest
With

2 large cushions on tog. Te
each side is a bed, the left one
for the girl; at the foot of her
bed is 4 small vanity with a
sirror, the top of which is covered

with varisus small jars and pots of

cesMetics,

2.~ The bog sleeps in the righthand
bed  (with 2 knives ynder his
piliow), He sleeps like a 10?
{there is enly a 104 chance he wil
wake in  anpthing lesc thenm o
general uprear; however, he wokes
With a knife in his hundi, Marissa
cleeps on the left; she is a light
sleeper (BSY chance she will waken
and investigate if Wurff growls),
and is gttracted to mest men {there
is a chance of

[{MAG + APP) x 21%
that she will be intrigued by the
igeq of o thief and will attempt ta
seduce him, Refusal of seduction
will bring screams of feminine rage
and an attack with o hatping if the
thief allows himself to ge seduced
there 15 @ 35% chance Marissa will
conceal him if trouble erupts and
attempt to cmuggle him syt at a
later time, If" Marissa is net
intrigued in the first place, she
will begin to screas innediatelz‘
in_ail cases, if she screams, Wur ¢
will atteck).

bt

3.~ Only Wurff thinks there is
anything of valve in the bedroom,
and only if Marissa is there,

4.- During the hours frow 8Som to
nidnight, “there is ¢ 151 chance
Harissa  will be at her vanity
primping; otherwise the reom is
vsvally” untepanted. From midnight
to Sam, both beds will be occupied
(eccasionally Marissa‘s will have 2
?eople_ in 11, wher she sneaks q
over in through the back door),

.} Bedroon for Heligor and Maryshke

f.- A 107 hall leads to the
bedroon, which is 15’ deep and 20’
wide. Aleng the left wall is g
large mirrored vun;tg, the top of
which is covered with g litter of
cosmetic pots and bottles, There
is @ iarge wooden jeweiry chest on
the right end of the vanity; its
lid is [ifted to reveal g number of
pieces of jewelry. Immediately
beyond is a wardrebe cabinet, along
the ogposxte wall, facing the door,
To the inmediate right is a long

but very low (2,5), drecser, A
very large 4-poster bed is centered
en  the right-hund wall, uvpon which
is painted a nmoral of aq street
scene leading to @ wall centering a
gate; tree limbs hang over the wall
shading the gate which has a small
lock on it, The myral covers the
entire wall. In the far right
corner is a chair. On the opposite
wall, centered, are glass-paneled
dovbie deors, which lead to 4
balcony. There is ¢ large blanket
chest with o padded top at the foot

of the bed,

2.~ The mural conceals a secret
hiding area in which Heligor hides
the special iteas and the cashbex
each night when he clases the shop;
the area is abeut 17 thick, but due
ts the mural the room appears to be
a full 20! across. he secret
panel is concealed as the third
windew on the first fleor of the
second building en the left side of
the street; the catch looks like a
small  cat  sitting  on  the
windowledge (since it would be @
dead qiue—uwog to describe the
moral in detgil at the begxnning,
it is suggested that it simply be
mentioned, as described above; if
the pluzers ask specific guestions

use  the full descriptien whic

follows). The mural shows g street
which has 4 buildings eon the left
side of 3 stories, 1 story, 3
stories, and 2 stories, and § an
the right of 4 stories, 3 stories

3 stories, 4 steries, and 2
stories, There are 14 figures of
people and animals included in the
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scene, incleding a vender with a
wagon full of flowers and 3
customers, 2 children playing a
ame of wmarbles, a pair of young
gvers in a doorway, and v~ 1ld man
hobbling along with o cane. The
street leads to the wall of a
garden, over which hang the limbs
of a tree; in the wall'is a gate,
which cenceals an odditional secret
panel which is a trap for the

snwary - this panel is relativel
easy to locate (there is a 1S
chance of it being spotted by q

person who is laoking at the mural,
rather than simply glancing, and a
80% chance of it being found by a
casyal search), and the catch is
concealed as the leck on the garden
gate, If a person reaches his hapd
inte the cavity behind this panel,
it requires 6 4 die saving throw

against reflexes to remove it
before  the razer sharp blade
concealed in the cavity amputgtes

that person’s hand at the wrist,
There is a small box cencealed
within this panel which contains
250 GP in_ small coins and gems;
Heligor maintains this as q fuse,
hoping te convince thieves and
burglars  that  they have found
whatever they were seeking (he has
peen robbed, burgled, and held wp
on  an average of ence a year for
the last 15 years), The actual
hiding place is much mere difficult
to locate; there is enly a
chance  of noticing it, and
searching has a 201 chance.
Heligor ~ has been tortured bK
robbers twice in the past; bot

times they concentrated en Heligor
hincelf, and learned nething except
that  Heliger  fuints ensily,
However, if Marughka 1is tortured
(actually, not Simply a threat),
Heligor will revenl the hiding
Rluce (first the fake one, if it
as not already been fauné, then
the real one’,

3.- In Mervshka’s jewelry case are
a  nusber of decently valvable
items, which she keeps in the
bottom; in the tog are kept seme
lesser pieces, which she wears on a
reqular daily basis. The bottom
centains a S-strand pearl necklace
(1408 GP), matched golden coiled
snake armlets with emeraid eyes
(B0 EP), a single supghlre in a
silver setting on @ chain (2500
GP), a pair of haircombs in silver
with carved ebony handles and the
initial "M inset in
pother-of-pearl (600 GP), and an
8-strand gold chain set (400 GP).
The  winor pieces incluede a
representative selection of epper



valve rings, bracelets, necklaces,
etc, from the shep’s stock., In the
chest at the feot of the bed can be
found a_ blue velvet clogk with
light blve satin 11nxna (400 GP),
{27 of Tyralian lace (1260 GP), and
Ep)bolt of light green silk (350

4,- From 2am to 10 am, Heligoer and
Horushke will be found here,
sleeping. Morushka will be found
here 29% of the time from idam to
noon, straightening up, or primpin

at her vanity., There is a 40

chance that the yappy ball of fluff
will be here during daylight hours;
if onyene enters, he will attack
(werrisome only, not dangerous),
and bark at a furiovs rate, During
the night, the little dog sleeps
between Heliqor ang Marushka, and
will awaken only if both Heliger
and Marushka ore awakened.

J.) Balcony

f.- Seen from the street, the
balceny is semicircular, S’ radivs,
with a iron railing following the
circumference. Glass-paneled
double doors lead inte the house.

2.~ This balceny is easily reached
from the roef, and the doors are
net purtxgulurig well locked f(a
dq??er slipped between the 2 doers
will 1ift the latch eon the inside
with hardly any effort),

CHARACTER DESCRIPTIONS FOR THE PEOPLE OF THE

3.~ Anything of valve here would be
totally visible from the street,

4,- Peogle on_this 'bulcong‘ are

conpletely visible during daylight

but those in the street below will

seldom quy much attention, unless

the pesple en the balceny are being

loud and/er qctxng _suspiciously.

Mareshka puts in a daily appearance

on the balcony at about noen, to

survey the action on the street

below,

ADDITIONAL
PERSONREC
There are a number of additional

people whe may or may not get
involved in the scenario,  These
include Enos, the blacksmith, whe is
vp and working at Hhis forge {just a
shert  ways down the alley from
Heligor’s) by Sam each day, Lefty,
the  one-handed pickpoacket, who
circulates through the street mainly
dering the busy heurs (he has o 60X
chance of picking pockets or cutting
purses, byt otherwise functiens es @
4th level thief), and Hurfi, the
trickster, who wanders down from the
Plaza of Troubadors to do juggling
and  ether grestxdxgztuY;ue tricks
(he’s actvally a 6th level mage with
a penchant fer the stoge), and the 8
asserted constables who occasienally
appear on the Street of 5ilk Veils,

STREET

Enos  will, if he’s wup and
around, respond toc any cry for help
that he hears. He arrives clad in
leather apron, and cqrryxn? g length
of hot iron gnd a 9 pound sledge.

There 15 a 5% chance thet q
player will be one of Lefty’s
attespted victins, if they are on the
street between Zpa and 2am, Lefty is
a0 speedster, and is quite capable of
outdistancing any pursuvit, If cuught
in the act, he will break and then
ren for the nearest alley.

Murfi simply likes to show off,
and enjoys the upﬁluuse he receives
for his tricks, However, if he is
bothered to excess by a given person,
he is quite likely to put that one 1o
Sieep; if he is attacked, he is
capa le of delivering 2 blasts of
Thunderbolt, each doing 4DB damage.

The constables are generalized
representatives of the gquard forces
of the city, This is by no means a
Rlun ef a patrel rovte, given the

igh incidence of vielence and crime,
Consequently, unless a constable has
a special Rurqnour on the street (207
chance), he is llkelx 1o be somewhat
Iox  in his peace-keeping efforts
while in the area.

OF SILK VEILS

: CHARACTER

PN CLASS

L Enos ET HU FTR
L Lefty EL /0 THF
A T VET /E NAG
} Constable § VET D FTR
i Conztabhle 2 VET HU FTR
| Conztabie 3 INT /E FTR
1 {onstable 4 I¥T EL FTR
] Constable S INT HU FTR
! Constable & YET HU FTR
| Conztable 7 YET /0 FTR
3 Censtable 8 INT HU FTR

ST CO RE SH 10 MR WEAPON _ HACD
20 12 41 14 18 9 HAULe 2
POKER 19
0 16 18 11 12 {3 DGRe 3
THROWe  ~1/3/7
12 13 14 14 16 19 SPELLS
DERe 9
THROWe  1/5/10
14 42 {3 12 9 10 SHSWDe 5
i3 44 9 42 9 15 BDSWDe 4
it 13 14 i1 i1 8 BOSWD 7
{4 11 {4 14 9 7 SHSWDe 7
{2 12 {5 {1 12 13 SPEAR 5-§
9 12 {1 {5 10 12 SPEARe 3-8
2 14 9 15 9 HLBRDe  3-6
13 10 13 14 {2 HLBRD  S-8

WEAPON  ARNOR

DAMAGE NOTES CLASS HIK ;
208 LTH 4 22 ;
1010 ;
D& NOM § 20 '
D6 ;

NON 8 29 '
106 !
{D5 ;
1010 CHN & 19 5
1D10 CHN & 25 :
{016 CHN & 17 ;
{039 CHN & 2 ;
108 LTHA {9 '
{010 LTH4 28 :
b8 CHN 6 17 !
208 CHN & 22 3
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B. HAGIC BODKS & SCROLLS

A few blocks to  the north and
west of the Street of Silk Veils lies

Magic Street. By day, this celorful

lane is& o bustling center of
commercial  activity, where  many
exotic, fantastic, and diverse

enchantments are displozed and sold,
The clientele of the shops on Magic
Street gre alse guxte varied, ranging
from middle-uged serchants seeking

"nedicines or  melanchely®  te
adventurers covetously eyeing the
latest in  maqical  dungeen aids

(cloaks of invisibility, rings of
shape sSeeming, and the like), and
Hllg occnsxonollz_ even include the
sperned lover seeking some diabolical
device cepable of wreaking a suitable
revenge. All serisus shoppers are

nen and women of means, hewever, for

CAT-BURGLARY SCENARIDS
AND

-

SECOND STORY ADVENTURES

sagic  items are not priced cheaply,
and wizards are notoriowsly impatient
(and dangerows) creditors {(the number
of well-dressed toads seen in the
sewers  near  Magic  Street s
incredible),

After nightfcll, Hagic Street is
rarely traveled by outsiders. Many
nages sgend their evenings engaged in
research, experimentation, er potent
conjuratien (occnsxonnily with
disastrous  reselts), in
persenal laboratories;
individvals tend to beceme rather
testy if distyrbed. These not se
cleseted may ofien be Tound in the
lacal  taverns, where an unwery
onlesker may become the target in g
centest of spell-casting prowess o
th: victin of a sorcerous practical
joke,

their
these

47
L

77

Magic Books & Scrolls is q well
estoblished shop which lies midway
along the left side of the first
bleck north of Caravan Street, the
great east-west thorsughfare that
extends the full width of the city,
It has been in existence for over a
century, and is well known for the
quality and  acceracy of  its
transcriptions  and  tronslatigns,
Just  across  the street  lies
Enchantments, Ltd., the largest item
creation and sales enﬁeriun in the
city, with which MBS does much

besiness; it is rumered that the shep
is better protected in arcane fashioen
thian mest eihers in ihe grea, becasse
of that business connection,
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YOUR MISSION
(SHOUCD YOO CRODSE. . )

) In this scenarioe, the objective
is to penetrate the MBS shop, and

successfullg nake off with as many
valvable bsoks and scrells as
possible, This attempt presup osgs

the

some exgerignce on the part o
group of thieves so engaged, as the
scenario 1S designed for thieves of
intermediate to high level (Sth to
9th levels of experience), No
should believe that this will be a
simple break and enter; after all
the shep is located in the middle of
one of the most sorcereus streets in
all the wide world, and it woeld be
foolish to supﬂose that the ewner has
not availed himself of some of the
magical help available in the aree
for protective purposes,

In  the next few pages are
charts, descriptions, suggestions
and even seme nagic scrells an
spells to help the OGN develop an
interesting, pessibly profitable, and
definitely dangerous adventure for
his players, There is a wide range
of discretion available to the O,
and he can make the venture as easy
or as difficult as he wishes, It is
suggested, however, that a median
difficelty will prove to be the most
fun for all concerned.

No gluyer .

RANDOM ENCOUNTERS
"OR"RACIC STREET

~The practice of magic is
of ficially sanctioned by the High
Cosnselors of Haven, so that wizards
tolerate and are tolerated by their
fellew townsmen to a greoter extent
than in  wany  smaller villages,
Nonetheless, mages in general come by
their reputations for eccentricity
honestly, and as a result their
reactiens during encounters with
player characters or ather NPCs nag
net follow normal expectations, Al
NPCs encountered on Magic Street have
separate reaction patterns when
nagic-vsers are encountered (if the
thieves are reconnoitering the Street
in the guise of magic-users, and have
been moderately svccessful in their
impersonations, wuse the wagic-user
column  for determining the NPC's
responses),

CONSTABULARY

Hu?ic Street and its enyirons
are well-patrolled by the local quord
beth  day and night. Patrals
censisting of J-6 gquardsmen appear at
the southern end of Magic Street
every 90 minutes during daylight
hours, starting at 7am, and every 2
hours between 7pn and 7am, There is

RANDOM ENCOUNTERS ON MAGIC STREET

o {0% chance that a patrol will net
agpenr at all, and an additional {5%
chance that it will appear 3Di2
minutes later than scheduled,

CONSTABULARY REACTIONS

indifference 102

stop/question 18X

syspect/follow 5%

observation 662

detain/arrest 52

In  addition to the city's
guardsmen, MNagic Street is Rrotected
after dark en o rotutlng sthedule b{
one  of  several igh leve
*watch-mages*,  These people are

provided with o number of items which
will aid them in the captere of those
uttengting. crines along the street
{the Council of Mages prefers to make
"horrible examples” of these wnlucky
enough to survive being caught in the
act  on Megic  Street), so the
"watch-mages”  will at first attempt
to sleep, immobilize, or otherwise
entrap. tr the prey appears te be in
process of escaping, however, they
will “shest 1o kill® with whotever
imnplenent or spell of destructien is
at hand. MWere detailed descriptions
of these characters are provided at
the end of this scenario.

Encounters

TUTLCh@nCe of encounter each 40 minvte period)

Reactions of Enceuntersd NPCs
rortRAgiciens .

1 ]
] )
v Time N hq?ic Non-merchant  Other Magic  Non-merchant (the !
P of daph ﬁﬁ%§E Seller  Magicion NeCx Regction'  Buyer  Seller  Hagicimn  NPEs
1 Jam-Tiam s i 10 mdifferent - if-1s gi-317 §i-18 :
¢ {iam-Spa St 10 18 16 curious 81-20 - 3§-45 14-38
! Spﬁ-Bgﬁ 20 iS 2% S friendly 2i-4b 15-7% 456~85 3i-58 i
t Bos-{2pm 5 - 1 - hostile 44-50 7480 26-99 - ;
! {Zpn-Banm - -- 5 - barter S1-046 81-040 -- -- '
! deferent -- -- - 5§-910 :
! fearful -- - 91-95 9i-00 '
: attack -- - 25-00 - 1
! 2. 1o non-Magicians :
! % Ha?sc Mon-merchant Other H
' Peaction \  Buyer  Seller ﬁu%gcxgg NPCs !
: indifferent FI-50 6T-75 gi-3% §-78 :
! curious 61-70 -- 41-50 71-88 '
1 friendly 74-80 26-45 5i-70 §1-99 X
: hostile 8i-00 46-40 71-80 - J
: barter -—- £1-00 81-90 - ;
; fearful - --- - 94-0¢ ;
! attack -—- - 91-40 -== !
! ,
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LANDMARKS
LA
MAGIC STREET

In  the naps in Section I1I, a
diagram of a goodly pertion of Magic
Street will be found (it runs up ints
the Dwarven section of Haven, but
only the blocks near Caravan Sireet
are important in this adventure);
there alse will be faund the floor
plan for MBAS., Free access to the
nng of the street londmarks shevld be
allewed the players, and they may
wish te enter the shops ts
reconnoiter.  Remember that magic
itens are quite expensive, and that
leitering inside  the  shops,
particularly bz rag-clad beggars,
would net enly be frowned opon, but
weuld likely cavse a semmons for the
Guard to eject such undesirables from
the premises. i

The major peints of interest of
the lower sections of Magic Street
are (refer to the wuap for the
locations which are key-lettered):
(a) KYSTIC VALLEY TAVERN AND IMN - is

q gopulur eqting and drinkxng
establishment facing the Street o
Coravans.  Downstairs in  the
tavern, the gambling and song
often last until dawn. The weary
can retreat to the innj the public
rogms downstairs cest 5 SP/night,
while private chambers upstairs
(shaded portion of building) cost
3-5 GP/night,

(b) GROUNDSKEEPER'S COTTAGE - is the

residence of a‘{ounq deaf and dumb

lad, called Williaw by the local
fnl&; he tends the grounds of the
tavern and public square for his
room and bsard. He wondered inte
the tavern ene day five years age;
no one knows where he came from..,

(c) PUBLIC SQUARE - is a small park,
ysed as the site for local civic
functiens. On a_raised platforn
in the  foerefront, captured
wrongdeers are disgiayed a5 6 grim
example of  the  price  of
unsuccessful  crime  on  Magic
Street,  Few of these hapless
roques die frem the punishment
inflicted (but many wish for death
before they are freed),

{d) YE APOTHECARY SHOPPE - is a
ene-man  operaticn run by a human
aichenist named Thaddeus
Chiselwick, The sales area in
front is primerily stecked with
gotions_ in various sized betties,

vt dried herbs and spices are
also available. In the back raoom
is a well-outfitted luborntorg,
where Chiselwick werks extensively
after clesing hours,

{e) MHAGIC BOOKS AMD SCROLLS - is the
target of this adventere, about
¥hich much more will be said

ater,

tf)

{g)

(h)

{i)

(j)

FARSPEAKER’S -~ is  a shop
specializing in magically sending
and receiving messages to and from
nearby towns {serving as o sort ef
medievnl wireless service), The
cost of sending such o messege is
substantial (280 GF and up}, but
the  rate of  successfael
transmissions is very high (}90X),

THE PENTACLE - is a Berned-out
sheil of a building. The cherred
sign  is bqrelz readable; beneath
1t a new sign has been tacked vp:

PROPERTY TO LET,
EXCELLENT LOCATION,
CHANCE TO RENOVATE

AS YOU NISH.
CONTACT R, THOR GOFREE,
13 RUNE LANE,

It is common knowledge that this
was the former workplace of o trie
of demenclogists, now (hopefully)
decensed,

_ EYE OF MNEWT - is a spell
ingredient store, for those who
still use ancient ritugl in their
enchantments, 0lder aages caon
often be found on the premises
sitting and swapping steries
areend @ huge, simmering cauldren
in the back of the shep.

is a tavern
frequented by mages, particularly
the young students from the nearhy
College of Mystic Arts,

TLLOSIONISTS? PARK -
triangle of landscape in which the
laws of reality are permanently

STARKINDLER -

i5 0 small

revoeked., 4 pepular resting place
for visitors, since the water frem

the fountain changes color every
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nour and the statvary frequently
stand wp to chonge positions,

(k) GUILD OF MAGES -~ is the largest
Guild Hall on Magic Street, The
guilds serve several purpeses - as
neeting places, repositories of
information, and as seppliers of
ad judication in cases eof dispute

between  mages, During the
evening, the local watch-mage
waits  here,  wmepitering the

activities ulong the street,

(1) THE COLLEGE OF MYSTIC ARTS - is
an establishment for the trninxn?
of young {ist - 3Jrd level
magic-vsers. The proprieter is a
female Elven mage, Zinfondel, who
is only o mid-level (7th) wizard
but a natural teacher., Tota
enrellment fluctuntes betueen & -
12 students: the premises include
a large lecture hall, and smaller
practice recms and lab facilities,

(m) THE SCRIBE’S GUILD - is the Guild
Hall for these invelved in the
practice of transcribing both
nagical and other documents, In
the rear of the buildxn? a small
papernaking shep (Rupn.io's) is
sperated “te defer maintainence
costs for the Guild Hall,

(n) THE INVISIBLE SHOP - s
ugproprxutely _ named,  Window
shoppers peering inte this corner

store are frequently astewnded -

for althesugh the clerks here seen
te be doing a brisk business, the
shelves that line the shop walls
appear totally empty! The sho

deals solely in invisible items o

all  types - from the sublime
(weapens and clogks) te the
ridiculous  (teacups, ashtrays,
etc.). The apprentice clerk in
the shop occasionally switches the
centents of the shelves around, so



o)

(p)

{g)

(r)

{g)

that a buyer can never be quite
syre of what he has actwally
purchased. ) )

THE ENCHANTERS? GUILD - is the
Guild Hall for the Enchanters, a
sub-class of sagic users that may
only cast sRells through the use
of gre-enc anted items {wands,
scrolls, etc.), As the buying and
selling of magic items is a major
industry in Haven, the Guild Hall
is a fairly busy establishment,

R. THOR GOFREE

is what the notice on the door
says; Gofree is a schemer who
tries to get a cut of every
ossible monetary transactien on
agic  Street, Principally, he
looks for peopie with hxgh nagical
aptitudes (TAL > 12) and attempts
to cenvince thew to enroll in the
Lollege of Mystic Arts, which pays
Gofree @ cosmission en each
student breught in. He employs a
band  of  lecal urchins as
information guthereps,. and does
have some latent psienic ability,
Gofree alse buys wvp vacant
properties on Mogic Street for

resqle. ,

PIPER’S - is o shop that sells
nusical instruments embedded with
Charm spells; these items are very

exgensxve. )

HE HOUSE OF ILLUSIONS - is s¢
named because the exterior of the
shop changes appearence everg day.
Inside, the  twe enale
proprieters, Melisandra and Cara,
sell  sleights-of-hand, perforn
shqpe-seenlng transformations, and
can be contracted ¢to construct
mayjor illesiens at cites selected
bg the buyer, i

i HPTY SHOP - has ¢ sign above the
oor:

FERDINAND'S

FINE MAGIC ITEMS
ALL WORK GUARANTEED

which has been whitewashed out and
is hardl% (just only barely)
legible, The interior of the shop
is a shambles, with shattered
glass display cases and the gshes
of a bonfire in the center of the
floer. A card tacked to the door
reads:

PROPERTY TO LET,
ESTABLISHED CLIENTELE
WAITING T0O BE SERVED,

CONTACT R, THOR GOFREE
18 RUNE LANE,

UNUSUAL PETS - is a faverite of
characters stocking dungeens, The
shop offers  young griffins,
shimmerkittens, and other rare
beasts,

HIRE-A-MAGE - rents the servites
of ever SO wizords for jobs
ranging from firewerks displays at
parties to major house cledning
("Tell me, sir, just how big is
the Balrog in yeur basement?"),
The shep will en occasion provide
recraits  for dungeen eypeditisns
(bot only to parties with a good
reputation for survivel),

(v) ENCHANTMENTS, LTD. - ic owned and

run by Lady Rowena Geronde, a wily

fith  level  enchantress whe
combines  business sense with
magical ability. Hovsed in a

large former warehsuse, this firm
prevides the nugority ef the magic
1tems {about 451} produced and/or

available in Haven,

{w) THE HOUSE OF HEALING - iz a large

nonastery-like residence whose
inhabitants provide  wmedical
assistance to all who come to

their doors, under twe conditions:
) No weapons are allowed on the
premises, and

2) A donatien for services
rendered is required
(however, ne ameunt is

SEecified) o

he healers residing here can
repair even mortal damage, if they
can  be  regched in time,
Characters are welcome to stay in
0 semi-private room on the second
fleor  of the structure during
their period of convelescence;
hewever, attendance in chapel is
mandatoery...

WEAVER’S PLUS - sells garments
enbedded with nagicql qualities,

Itens containing Shield or Limited

Invisibilty (invisible while
stationary) spells are usvally
available falthoegh wmest items

7-14

{aa)

contain only a few uses of a spell
rather  than  being permanently
enchanted). A

HECATE’S CIRCLE - A wild tavern
frequented by magic-vsers of nil
types, The outer building
sorroynds o _circuler, open-gir
garden, where Bncchanalian parties
are frequent

1y thrown,
{z) HOME THADKEUS CHISELWICK - The

residence of the alchemist who
suns Ye Apothecary Shoppe. As
mentioned, he is seldom at home
before midnight, for he spends
long hours working in his lab,
While in the lab, he will seldom
notice external disturbances (like
neises in  the alley), However,
when at home, he sleeps lightly
and  is  watchful of potentiuf
dunger.
AOKE OF COLCHESTER TIRBITS -
Tibbits, a human nu?e, is a geninl
man  and e pillar  of  this
community, He has two live-in

apprentices, Carmella  (human
female) and Verdian (half-elf
aale), Between the hours of
9pu-2an, there is anly ¢ 30%

chance that he will be home {since
he is a regular customer of
Starkindler’s);  if home, however

there is ¢ 70% chance that he,w;li
notice eny pecviier activity
around the shops on his bleck, and
investigate, At ather times of
the duz these chances are 601 and
J0%Z. The apprentices can be found
at Tibbits’ home BOX of the time,
If Tibbits is not home, there is
only a 151 chance that they will
note  and  investigate o lecal
distyrbance of the peace; if
Tibbits is home and alerted, they
will accempany him 80X of the

time.
(bh) HOME OF ARTEMUS FARADAY -
Faraday, a  human nmage, is a

recluse who vxrtuullg never legves
his hoeuse, He spends most of his

tine in his raised tower, workin

on experiments to grow strains o

intelligent plant "life, Foreday
has @ man-servant, Lukas, whe runs
errands, purchases supplies and
keeps watch oever the premises.
Lokas is net interested in traffic
aleng Magic Street unless someone
trespasses directly en Faraday’s

gropertg.
et HISCELLANEQUS SHOPS - A

collection of small shops selling
non-magical, essential goods. On
this  bleck, shogs include o
green-grocer, a blacksmith and
carriage-maker, and il
candle-naker,

(dd%AGgRIUATE RESIDENCES OF VARIOUS

=~ are o miscellaneous
collection of i-, 2-, and 3-story
buildings of  incredibly mixed
architectural styles and periods.



THE
HAGIC BUOFS & SCROLLS
SHar

PEGPLE

There are 15 employees of the
Magic Beoks and Scrolls shop, whe are
ustally there during business heurs
9am te bpr. The owner, Alarkon, will
sometimes accept orders from very
important clients between 6pn and Bpm
(ng chance).  MNene of the junior
scribes are allowed to remain after
norwal  clesing hours; on  rare
sccasions, when o special order must
be rupxdiy_ completed, one of the
senior scribes may continve working
ontil %ipa (3% chance). No employee
is ever in the shop between iips and

.,

Alarken, o heman, is the current

owner. He served as Master Scribe
tnder  the previcys owner, and
purchased the shep after the latter’s
demise, He no Ionger perforns
inscription work himself, end spends
much of his time cultivating contacts
with the loecal nobility, His

knowledge of the behind-the-scenes
manipulatisns  occerring  in  the
corridors of power is surprisingl
extensive, and it has been suspecte
by his competitors that he may be
aware of the skeletons hiding in the

closets  of several high public
officinls  (since he receives a
regular flow of official ond

ceremenial inscription work), In the

shop, he makes sure to Rersonnlly
attend to customers with special
orders.

LT young numans, Joban and
Kikal, aqssist Alarken 1n the client
area, They normally serve as clerks,
taking commen orders, keeping the
svgglxes of parchment, pens and_ink
well-stecked, etc, = Ocrasionally,
they  functien as delivery beys,
taking finished items to customers or
receipts  te  the bonking-house,
Neither is particularly known for his
perceptiveness,

Horprow, @ half-elf, and Ingtual
0 dwarf, are the senior scribes of
the firm, respensible for producing
specinl orders and for maintaining
discipline among the junior scribes.
The twe are fierce rivals, each
seeking te curry Alarken’s favor,
Beth are quite prouvd (and.ggrhups
Justxfxnblf se) ¢f their gbilities,
and Wil undertake  difficult
translation and transcription tasks.
Between the two, there is an 85%
chance that they will recognize any
written diclect, no wmatter how
ebscure.  Because they wsuvally push
themselves to and over the limit

professienglly, they are somewhat lax
in enforcing ‘erder in the junior

seribes? room, with discipline
vspally  consisting of  periodic
bellows of “Pipe down", and an

sccasional tongee lashing te anyone
who fails te complete an assignment
en time,

A haobbit, Peregrine, is the
Master Scribe who serves as the
librarian for the shop.,  The waste
basket next to his desk is filled
with empty food wrappings, and the
bottom drawers of his desk are
crammed with o weeks supgly of snack
foods, Peregrine has charge of the
supﬁly roon and library, and keeps
bot facilities in a  neat
uell-orquaxzed state, He keeps a
written  key to the library contents
in coded form in a ledger kept in the
top left-hand drawer of his desk,
Occasienally Peregrine is called wpon

to  work on soper-special custom
erdered beoks, tomes, and scrolls,
Otherwise, he spends his werk hours

between fihrory requests triinq te
perfect an alchemical formula fer
turning water into puddings.

e
; it .
8%, e H ﬁzégﬁﬁg%ggi
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There are nine jwnior scribes
who work in the shop:

Vere - hunan nale

Astrid - elven female
Hankar ~ half-erc male
Pilar - hunan female
Lerin - human male

Keannok - human mgle
Blehr - half-elf male
Tremayn - human male
Ginzy - goblin female

These young journeywan scribes
are respensible for making most of
the standard scrells and books. Vero
has secretly stashed copies of 8
scrolls in o compartment under his
desk, but has noet yet figured a way
to smuggle them out of the shop,
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Hankar is shunned by the rest of the
junior scribes, and is suspicious of
#ost  strangers he encounters, Klohr
is @ heavy drinker, a frequent
inhabitant of the neurbz pubs. whe
knows some detuils about the traps
that are set in the main shop areas
(though net about the traps set on
the vault), and will brag about this
knowledge ~ if  his “tongue is
well-giled. Kranpok and Pilar are
conducting a covert affair outside
the office, and hope to marry,

Alarkon

Harrow, Ingtaal, and
Peregrine al1

wear amulets of onyx

strong  from a brenze chain that

contain  null-magic  spells.  Only

Alarkon wears his outside the offjce;

the otherg degogit tgexr amslets in a
eneath t

drawer €  main  service
counter when they leave for the
evening.  Of the emploveec, only

Ingtuui, Hanker, Lurin and Pilar have
had training in weapens vse. Ingtoal
carries a hand-axe when he travels to
and from werk (HACO on S, 1D6
damage),  Honkar and Lurin know club

(HAC on 8, 1D6 damage); there ape
cudgels kep

in the sales reen in

!
"
,_ i
case custemers get out of hand, but
neither carries @ weapoen outside of

'

work, Pilar, in her yeunger doys

wes quite an efficient cotpirse, an

has  consideroble skill with "beth
throwing knife (HACG en -3/3/7, 1D40
danage) and_ dagger (HACE on 5, 31
damage}. For "potential enceunter
purpeses, treat all other employees
as huvin? racial average gttributes
and an IQ, TAL and MR~ of {4 each.
Requisites for the four weapon
trained empleyees are:

PERSON STR CO REF STM MR HIK
Ingtnal H 1% 17X
Hankar i5 16 9 10 16 20
Lurin 16 13 13 13 43 22
Pilar g8 i8 16 12 14 {8



In the descriptions ef roons and
areas that fellow, infermation Is
provided in the order:

.- What the player sees,
2.- GH’s description,
3.~ Special furnishings

and confents,

4.- Population, if any. }

Furnishings in rooms and their
arrangesent seldow change, but the
populatien of an area ‘may change
according to the hour, and is %o
noted,

A.) Entrance ond Window Displays

1.~ The front entrance to the shep
consists of a single thick oaken
doar. with the name Maaic Beaks and
Scrolls  emblazoned on a bronze
Elucctd in five lqnguuaes (Comman

nochian, High Elvish, Khuzdul, and
Goblin).,  Above the door, a heawy
silver bell hangs, On both sides
of the door, window dxsgluys_shou
off some of the shop’s finest
craftswanship, against o backgrounrd
of thick satin certains of scarlet,

2.~ During business hours, all
traffic  passes  through  this
entrance greeted only by a gentle
clang of the bell, ~If the front
deer is opened while the shop is
clesed, a Tanglefield spell 1is
activated in  the 107 square areq
immediately behind the deor (all
entering west nake o MR suuxn%
roll-4 or be immobilized for i

nelee rounds. Opening the door
during off-hours alse sets eff the
bell "above the door, which peals a
lovdly clanging alarm,

3.~ The left-hand display case
contains an  opened  screll,
beaytifully calligraphed sn o fine
vellum and laying alengside a gold
scroll case inlaid with emeralds
(together worth {600 GPF); and a
thick tome on reserrection written
in an  ebscure demenic dialect
(worth 10,000 GP to the right
buver, however, enly chout 'S0
wizards in the entire werld con
read this text). 1n the right hand
case, an epen locket reveals a timy
slip of gurchnent centaining three
4th Level spells, written in an
extrenelg suall but legible script
{worth S000 GF) and some restored
fragrents of text from an ancient
and waterlegged manuscript (worth
little in its cerrent state, byt
potentiglly worth thousands if
completed),

4,- There is a 201 chonce that
someone will be stepped in front of
the shop, admiring the display, at
any point between Fas and fpn.
Otherwise, no ene will be in the
area.

.} Customer Service Areq

{.- The front door opens into o 20’
x 357 roow. A pair of rough wooden
benches are set against the
seutheast wall, while a large
L-shaped counter occupies the left
rear cerner of the room. A door is
visible that leads to a walled
nlcove within the service area, ond
a thick velvet curtein hangs behind
the counter.

2.- In the main service areq,
customers bringing new business
into the shop stand in line at the
counter until they are served, The
benches serve as @ waiting area for
these waiting to privately see
Alarkon or te pick up previevsly
contracted itews,

3.- Behind the ceunter there are o
number of shelves and a lacked,
tue~drawer cabinet, The shelves
centain a supply of small sheets of
parchment (used for order forms and
receipts), a  haif-dezen ink
bettles, a dozen quill pens, and a
cash box containing 280 EP in gold,
silver, and copger coins, The toE
cabinet drawer has o Level § loc

and the botton drawer has a Level 3
lack instolled; Alarkon and
Peregrine have the only two keys 1o
the cabinet,  The top drawer
contains the weekly cash receipts
of the firm, if in the shop (there
is a 157 chance that this is the
day the receipts have been taken to
the banking house; otherwise,
receipts in the box equal a D6 x
2020 x 50 GP), The bottom draver,
during off-hours, centains the
three  null-magic  amulets worn
dering the daytime hours by
Peregrine, Harrow, and Ingtaal.

4,- There is a 701 chance that
Joban and/er Mikel will be behind
the counter tqking orders; if
neither is present, Alarkon will be
manning this statien and in an
agitated state, Otherwise, there
is only as {8X chance that Alarken
will be in the main service area at
any moment. There is an 80X chance
that there will be iD§ prospective
beyers in the shop at any peint
during business hours; in additien

there is @ 40% chance that iDi
pen-merchant magic vsers will be in
the shop.

7-ib

{,- This partially enclosed area
contains q heavy nuhogqny desk set
(desk, chair, and natching cabinet)
and  two  uphelstered chairs,
Bookshelves are built inte the
eastern wall of the room, and they
are crammed with volumes,

2.~ During business hours, Alark.
will take special orders in this
area. Onlx Alarkon and his clients
are normally permitted in the areq;
staff  enter here only  when
symmoned, and Joban and Mikal never
allow anyone within while Alarken
is not present. If entered during
off-hours, the top of the desk is
ysvally clear; during the business
day, it is wusvally covered with
papers,

3.~ The ¥our bookshelves contaln
these types of volumes:

a.) business ledgers for the last
ten years of operations, .
b.) more ledgers, plus technical
tomes on ink- and papermaking,
celligraphy, and bookkeeping
{each of these tomes, if reod
completely, will provide the
reader with a norsal level of
expertise, or nustery if already
known, 1n the training field

represented),

€.) six heavy schelarly tomes on
linquistics, and a number of
older books written in oncient
or wnuseal diglects (these older
books will be nearly
incomprehensible to non-scribes,
and are not magical),

d.) two boeks of nagic spells,
containing 7 and 4 spells
respectively (see the spell
roll-up chart listed at the end
of this scenario).

Sgeil pooks are valved at the total
?

£006P x level of spell squared
thus a spell book coniaining @ oth,
a 4th, and 3 3rd level spel?s would
be werth 7900 GP (3400 + {600 + (3
x 9001); the other books, while
having some ainor  sentimental
inportance to  Alarken, have
narginal morket value {maximum SO
GP each, even to a scholar on the
sub jects  covered), Alarkon’s
desktop will be cluttered with
papers guring the business day, If
a player-character gains access to
this room by posing as a client, he
nay have @ chance to ebserye some
items of walue in the pile of
Rapers. There is a 20X chance that
¢ will glimpse g letter of credit
anong these gupersAund a 5% chante
that” he will notice o plece of



*politically  highly sensitive®
correspondence, At night, the
papers are filed away in the three
drawer cabinet behind the desk,
The first twe drawers have Level 2
locks, and the third @ Level 3
lock; eonly Alarken has capies of
the keys. Centents are as follows:

Draver 1
contains generul cerrespondence
received by the firm, in the
form of compliments, complaints,
requests for information, etc,
{no value to players).

Uraver 2

““tontains financial instruments -
gronxssorv notes (total wvalue

g0 GPY, bills {from suppliers

(total v$lue ,120? i, and
letters of credit (total value
4600 GP). The letters of credit
cen be wused by the players to
abtain reudg cash; however,
there is 6 S0X chance that they
will be challenged if they
attempt te redeem the letters in
the cxty of Haven, where Alarkon
is well known, and a 15 chance
they will be challenged if the
letters are redeemed within 20
miles_of the city limits,

Drawer 3 .
confains copies of persenal
correspondences sude by members
of the local aristecracy ond
other prominent civic figures,
These  “"pelitically sensitive"
letters reveal nistresses,
conspiracies, or other equull¥
dawning secrets of six loca
citizens, These documents offer
petentially lucrdtive blackmail
appertunities that couvld be
explored in o later adventure,

4,- There is a 501 chance that
Alarkon will be present in this
area during the hours of 9-12am and
4-4pu.  Dering the hours of noen to
dpi, he is here 30K of the time;
between 6-8pw he is here only 51 o
the time, There is a 5% chance
that Harrow or Ingtaal will be
gresent but enly if Alarken is in.
‘snxluriy, there gre the following
percentage chances that @ client
will be neetxng with Alarken: 9an
to 4pm, 25%; 4-6pm, S0X; and b-Gpm,
100X, Ho one will ever be present
i the ross between Bpm and Yam,

) Passaqeway to Scribes’ Workroows
and Library

t.- A thick red velvet curtain

hangs  behind the counter areq.

Through a slit down the center, o

pacsageway is visible,

2.~ This curtain separates the
sales area from the rest of the
shog, and muffles some of the
background noise arising from the
customers,  Anyone passing through
the curtain while the office is
closed must nake a MR saving rell-d
or be affected b¥ o Sleep spell
(sleep 206 hours if not revived by
water or physical force - treat as
1D3 points of damage, armor does
net absorb).  On the_north side of
the curtain, another Tanglefield is
set of f - players entering the area
nust nmake a BR saving roll-S or be
immobilized for 10 'melee rounds,
If anyone becomes trapped in the
activated tunglefxeld, the front
door alarm bell is set off,

3.~ Ne contents in this area,

4.~ There are nermally no sccupanis
in this area.

E.) Central Fassageway

i,- The gnssq eway before the
players is 5! wide and leads to @
rear door. There is ene ogening s?
down the hall on the left hand side
gf the corridor, and tuwe clesed
doors 5 and 207 down the right hand
wall of the corridor.

- Ang pluyer entering any of the
four S°' x S’ shaded squares marked
on the GM’s mop nust moke a MR
saving roll-3 or he tropped in a
Tanglefield sgell. Since each
fanqle¥ield spell was embedded by @
different wmagic-vser, a player
walking the complete length of the
corridor would have to "make four
separate MK saves to be uvnaffected
bg these traps. As in crea D, the
alers hell is activated if anyone
becomes 1rqpsed in a tanglefield;
unlike area D, these traps remain
set all day as well as all night,

3.~ No contents in this areg,

4,- No regelar sccupants in this
areg,

F.) Rear Entrance

f.~ The rear deor is mede ef thick
oak, and opens out into the
olleyway behind the shep.

2.~ This doer is vjrtvullY always
locked; it serves principally as an
entryway to the building for Harrow
and In?tual {both ef ‘whom, along
with Alarkon, have keys), Anyone
passing threugh this doorway in
either direction without megical
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protection must make a MR suuing
rell-4 against an extrenelz poten
Sleep spell (sleep 4D6 hours if
save missed, must use dosble normal
efforts  to awdken a character
affected by the spell),

3.- This is your average doorway.
If 1 were gnu, I wouldn’t bother to
steal it, but..,

4.- No occupants save gn occasional
ternite,

) Junier Scribes’ Office

.- There are nine chairs and desks
crowded around this 157 x 2087 room,

f long low table in the center of
the rodh serves as a repository fer

reference books,

2.~ The junior scribes work here
dering normal buciness hours. Each
desk coentains writing materials and
blank parchments; there will alse
be 4iDb unfinished st level magic
scrolls on various desks, There is
o 30% chance that an eriginal copy
of the spell being copied will also
be Eresent in the room (sn the same
desk, or on the leng table), Each
desk has @ single unlecked drawer,

3.- Five of the desk drawers are
ennty; three {{,2, and 3 on the
CM’s” "map) contain reference books
¢n  translation that weuld be worth
156 6P each to a scheler in
linguistics or another scribe,
Desk 3 also contains a packet of
love letters signed with the
initigl ¥ {(for Krannsk)., The
drawer in desk 4 appears empty, but
has a false bottom (18X chance that
this will be spetted during a rapid
search, A0  during @ careful
seqrch, otherwise players must cast
a Detect Secret Doors spell or make
6 sense secret doors ability rell
te discover), Beneath the false
bottos are completed magic
scrolls - 2 Heal Light Damage (1D6
hits), 2 Hotshots (iD& poeints
danage each}, T Read Magic, 1 Chare
Humanoid, { Gleep, and 1 Shape

Seentng spell

4.~ There is a 90X chance that any
junier scribe will be presenst
getueen 9 and &, During these
heurs, there is alse a 104 <.ance
that Harrow and/a ingtaal wiil be
Bresen?, and o 5% chance that
eregrine will be in this reom,
Between opm and 9am, the room is
never sccupied,



H.} Senier Scribes’ Office

1.- This is a 107 x 457 room
containing two larger desk sets, a
three dragwer cabinet, and a long
table. On the table there are a
pair of large jade bookends with
seven books between them,

2.~ Harrow and lngtaal, the senior
scribes of the {irm, work here,
The south wall of the room has a
pernanent Magqic Mirror spell placed
on it, Tpreviding a continuous
picture of the activities taking
piloce in the junier scribes’ office
{1t functions as o ene-wey lookin

glass), On any day, there is a 40

chance that each scribe is werking
on a nq?ic book consisting of
33V sge ls. 1f not werking en a
book, there is a 601 chance that
the stribe 15 qitempiing to
translate 0 document written ina
strange tongue. 1f @ scribe is not
performing “either type of special
assignment, he is werking on a
scroll  containing a high level
{7th-18th) spell.’ During the dq¥

all copies and original texts wi {
be Avisiblz displayed in the room;
dering off-hours, these materianls
are stored in the cabinet drawers,
which are protected by Level 3
locks  (Exception - high level
scrolls are returned te the vault
in the library each evening). The
bsoks on the 1long table are

linguistic reference books on the

Dwarven, Elvish, Centaur, and
Dru?on tongues. At night, a Sleep
spell set” on  the "docrway IS
activated (MK suvin? roll-2 o
sleep 2D6 hours),  Alss nste thot

the northern wall is 3’ thick
stone, These hoping te gain entry
bypassing the rear door will likel
be diseppeinted, since SO peints o
dqnn?e must be inflicted at a
single point in this wall before it
is breached, and an edditienal 150
points 1nfiicted before a hole
igrge enough to crawl through is
opened (this process would likely
rake ensugh noise to raise the
dead, let alone the local watch),

3.,- If a scribe is preducing o
spell bosk, roll percentile dice te
deternine the portion of the book
that has been conpleted; then roll
a Did for each spell to determine
its level (1-5 = 15t level, 6-8 =
ond level, 9 = 4th level, 10 = th
level), 1f the current Job is a
translation, there is enly a 10X
chance that the text is nu?icul;
otherwise it is a diary (36%),
relx?lous boek (40%), or history
(20 Unless magical, the text
will be of no monetary valve to the
thieves. The books en the long

table are worth 360 GP each te
linguistic  scholars or  other
scribes; the bookends themselves
are worth 75 GP.

4,- During the hours of Fan-6pm,
there is a 751 chance that Harrow
and/er Ingtaal gre present, and a
{0 chance that Peregrine is in the
room. UOn rare sccasions (3X), the
senior scribes may be called on te
work late (until iipm), No one
eccepies the room between fipm-Fam,

f.- This 15 x 2% reom contains @
single desk, located to¢ the
inmediate ri?ﬁt of the doorway, and
a series of long open case, each
with three shelves., The shelves
are lined with rack after rack of
parchments and thick books.

2.~ The schop’s library serves as
the repesitory for the magic books
and scrolls accumulated by Alarken
and his predecesser. The shelves
contain some reference beoks and
all  ist-6th  Jevel spells not
corrently  being  used  for
transcription. Coexes of higher
level speils are kept in the iron
vaslt in the northwest corner of
the  roow, This area is the
Rersqnnl preserve of Peregrine, the

obbit Master Scribe whose desk
sits in the entryway; even Alarkon
does net know how his steck of
information is stered. During
night hours, and whenever Peregrine
is away from his desk, a butten

hidden under the desk is activate

te set an invisible 1light beam in
the deorway that, when broken by
any object or person, will trigger
the front door alars.  In addition,
q goten? Sleep spell (MR saving
reli-6 or Sleeg for 2D6 hours) is
permanently set day and night en
the portien of the library floor
plan nmarked on the map key. The
only way to avoid passing through
the sleep spell is te vavit or
clinb over the hobbit’s desk,

3.~ The principal contents of
Peregrine’s desk are identified in
his personal description above,
The coded key kept in his desk, if
found, may be figured out by
anyoene who can roll 4DiZ under his
intelligence ({(3D12 if the player
is @ hobbit, for the entire race
has a fondness and a natural
aptitude for such puzzies), The
key, if deciphered, would reveal

tha the stacks are
cross-referenced by rocial
lun?uuqe and  spell level a5
follows:
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a) The first case -
contains scrolls  and  beoks
written in the dwarven (Khyzdul)
tengues.  Shelf { (top) helds
4DiZ ist leyel scrolls, 2D20 2nd
level scrolls and 2010 3Ird level
screils (see the spell rell-up
table at the end of this
scenaric to determine the actual
spells available),  Shelf 2
holds 4Di2 4th level scrells,
§D& Sth level scrolls, and 1D4
linquistic quides tg the various
dwarven dialects., Shelf 3 helds
iD6  6th level sgells and there
15 g S04 chance that 403 magical
books (each with 1Di2 sgpells
inside) are also present.

b) The secend case -
contains  spells and  other
docyments written in elvish,
Shelf 1 holds 3Di8 ist level
screlis, 2DiZ Z2nd level scrolis
2D8  3Ird level scrolls, and {112
Ath  level scrolls,  Shelf 2
holds 1D4 Sth level and 1D8 4th
level scrolls, There are alse
three reference decuments on
naming _ conventiens and a
scholarly tone on the
pecyliarities of pure high
elvish speech (which none but
the Noldor nobility are ever
taught).  Shelf 3 holds 2 spell
books; ome centains healing and
tlerical spelle (1D8 + 2), while
the  other contoins spells
syitable for dealings with
woodland creatures (2D3 spells).

¢) The third case -
contains magical texts in two
tonques: Kentaree (the language
of the centaurs) and Enochian
(the written language wused by
human mages), She?f ? helds 1Dg
ist level, 1D8 2nd level and 1Dé
4th level scrells in Kentaree;
there 15 alse a 651 chance of
1D4 small books containing 203
spells each. Shelf 2 holds 2D12
ist level and 2D10 2nd and 3Ird
level scrells  in  Enochian,
Shelf 3 holds 1PM2 Sth level
and 4DB 6th level Enochian
scrolls, a reference volume on
the variant diglect of the
Island Peoples (worth 38§ GF to
¢ histerian), and @ volume on
denonolagx (intermediate level,
worth 1008 GP),

d} The fourth case - .
centains  only @ few items,
written in less common magicel
tongues  (Dragon, Sea Ton?ue,
Gignt Speech). fhere is only o
107 chance that a thief will be

iddan Tranmannan

able to read any of these
languages.,  Shelf { holds items
written in Dragon: 1Di0 2nd

level screolls, D80 + 2 4th
level scrolls, and 2D4 Sth level
spells, Shelf 2 holds scrolls



written in Giant Speech: 1D6 ist
and 2nd level spells, 4D§ + 4
rd  level spells, and 2D6+2 bth
level spells, Shelf 3 holds a
natched  pair  of volumes on
offensive and defensive wmagic
(208 scrells in each, plus
discussions of tactical optiens,
sample combat examples, etc,).
The twe texts are written in Sea
Tongue, and are samples ef the
curricelum  that was offered at
the New Atlantean Scheol for
Wizards,

4.~ There 1s a 60% chance durin?
business hours that Peregrine wil
be either at his desk or somewhere
ameng  the stacks, There is alse a
S% chance that gne of the junior or
senior scribes is present, making a
request  for  (or returning)” a
library docement, Alarken, it net
busy with a client, enters at
precisely opm and turns on the
traps quarding the building, If
Alarken is  otherwise occupied,
Peregrine will activate the traps
and wear his protective amulet home
with hin,

.} Supply Room and Storage Areg

i.- An spening in the south wall of
the library leads inte a 57 x {0?
roos, Two leng tables eccupy the
center of the roow; one contains
2quipment and tools for
beokbinding, the other g variety of
boeok covers and scroll cases, A
medium-sized three drawer cabinet
is centered along the south wall;
in  the northeost corner there is g
neat pile of (D40 scrolls and 114
books.  All passing through the
opening te this room must make q MR
saving  rell -7 versys ¢ sleep
sgell. )
2.~ This area serves as a general
sterage area for wmaterials and
finished  products, Peregrine
works when necessary at a high
51001 set between the twe tgbles,
assembling the freshl cogied
pages of parchment into book form
or rollxn? ther and enclesing then
in scroll cases, The covers and
coses visible in the storeroonm
vary greatly in quqlitg - gbout
802 are plain and fenctional
{cloth, leather, wood, or brass)
while  the rest have some
decorative features added (2.q.,
rother of pearl inlay, use of more
precieus materials {ike siluver,
gold, er velvet), The pile in the
corner  are  completed preducts
(books contain 1D8 spells each;
roll ug the spelis contained from
the table provided at the end of

this scenarie). On the western

wall, there is a secret panel that
toenceals  the wmechanisws for
gctivating and deactivating the
traps in the shop. The panel con
enly be located by a deliberate
attempt to locate secret doors,
If the panel is opened, six
buttons are revealed; if pressed,
they will deactivate these traps,
respectively:
Front door - qlarm
Front door - Tanglefield
Curtain oree -"Sleep spell
Certain areq - Tanqlefield
Senior’s Office - Sleep sgell
Sterage area - Sleep spel
A separqte search Tor secret deors
nost be made to locate a ssall
%utch thuth’ aeveqlg q seven;h
stton whic when presse
deactivates thé Npose gg Eigg_
spell placed in The vavlt grea,
Dnly Alarken is aware of the
existence of this switch,

=
=
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3.- The bockbinding equipment on
the first table is worth 200 GP,
The unadorned beek and scroll
toverings on the table are worth
only o few silver pieces each,
while the wmore ornamental gieces
are worth 10 to 400 <¢Dif x 10) GP
each, There are 4D12 covers on the
second table, 20X of which are
decorative. In  the first twe
cabinet drawers are a stockpile of
inks, pens, and_ parchwent; in the
thxré, 10b  elaborately 'aderned
coverings {(like the sne shown in
the left-hand display case in front
of the shop) are stored, Each item
is worth D20 x S0 GP. The
finished geods in the corner can be
identifiad in the follouing roll-up
procedure: .

{) Rell D100 for tyze of item -
75% scroll, 25% book, _

2) Rell Dioﬁ,?or 1 Ee of covering
- BOL plain, 161 some minor
ornamentation, 4% very
extensively aderned.

3) If book, roll DB to determine
number of spells contained,

4) Fer each spell ({scrolls and
books), roll D100 to see general
skill = level (901 ist - 6th
level, 10Z 7th - 15th),

) Identify  actval  spells
contained according to  the
appropriate chart from the end
sf this scenaris,

4.~ There is a 201 chance that
Peregrine will be present in this
rogm during normal business hours,
Otherwise, the room is unoccupied.

K.) The Vault

{.- In the nerthuest corner of the
library, a 5 foot square area has
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investigate, i
geards “are in the patrel, they will
split up and try to cover both exits
from the shop with missile weapons;

surrender,
nake wmorale checks during nermal
combat situations; however, if magic
15 used against them and

damage, there 1is a 20X chance that
they will panic and flee,

been blocked off for a thick iroen
vavlt, The dosr handle is centered

on the east side of the vault,

2.~ The vault is the repository of
the shop’s mest valvable nmagic
texts (contuinin? 7th to 1Sth level
spells), The walls are ever a foot
thick, and are impervious to_even
repea%ed weapons assavlt., It (s
protected by a potent enchantment,
a Noesse of Flesh trap, that js
gctivated “wheneaver the door handle
is touched., ({Note: The null-magic
amulets  worn by  the staff,
including Alarkon, will not protect
characters from this trap.) If
activated, the Noose of Flesh
appears in a 10 foof diamefer area
xnnedxgtely ?efgre_ the = vault
encircling’ all™ living beings if
that vicinity {no ~ REF saving
throwl, The trop deveurs the flesh
of its victims, and even armor does
net intercede - the trap dees 6Db
hits of damage te each character in
its  range  per melee reund of
activation_ (up to 10 melee rounds
total), The trap deactivates when
no life forms are detected in its
area.  The wvictin’s bones and
posessions will be left behind if
that’s any consolation,

3.~ The vault contains 35 copies of
high level scrolls (use advanced
spell roll-up table at end of this
scenaric to determine exact t{pes
available).  There is glse a glass
case containing a_few fragments of
a tattered scroll in an ancient
script {ne monetary value),

4.~ No, there isn’'t an invisible
stalker in_here waiting to peunce,

your players have "gotten this
for, thex deserve the reward. Of
course, t e¥ still have to get back
ogt, and they may no longer be
alone. .,

GUARDIANS
The scheduled timetahle for the

lecal guard rounds was indicated
earlier in this scenarie, If the
alors bell rin?s or other signs of
disturbance in

the guards are on Magic

he shng occur while

treet, there
an 80X chance they will
If wore than three

successful, they will deman
The guardsmen need never

inflicts



The watch-mage on duty nermall
(85Z) waits in the audience room o
the Hagg’s Guild building, monitoring

activities ulon? the street through ¢
set of crystal balls endowed with
Clairaudience; otherwise (15X) he is
elseufiere on the street attending to
ether disturbances. The nmage nay

beceme aware of the robbery in
*ry?ress in tus ways, If the alarm
ell outside _the shop is ever

activated for 3 consecutive mr or
more, the mage will respond
immedintely to the alarn. Alse, once
the alarm bell has been activated,
the shep becomes hathed in a blue
aurq invisible to the naked eye but
visible in the magic crystels, The
qora remgins even after the alarm is
turned off (until a Dispell Magic is
cast on the building). It will take
iDi2 + 4mr for the watch-mage to
netice the aura and respond.

The nage serving as quardian is
provided with a number of artifacts
to assist his efforts to keep the
peace. The nage carries the
following items:

a wand of  Paralyzation

{containing 18 charges),

o crystal containing  Blaze of

Noon, and
a medallion of Shield, +6
{containing 24 charges, used

{ per nr).
The mage will alse

possess 0 Sphere
sf Darkness spell, i

and o Eireball

spell capable of 4D40 damage (he has
sufficient power to throw up to 3 of
the latter spells, and can threw up
to & Spheres of Darkness).

. If he noppears, the watch-nage
will attempt to take the party alive.
If his uRprnuch is ennoticed, he will
begin by threwing o GSphere of
Darkness within the shog, to generate
fedr I his foes. At first, he will
remain outside the building, and try
to paralyze any that attempt to flee;
if no one emerges heuilomntm
deer, reveal the Blaze of Nean, ond
attack with the wand, The mage will
net herl a Fireball unless his life
is endangered by direct assaylt (he
is reasonably = sensible of  the
groperty of others aleng the street

e quards). MR saving rells against
Fireballs are made ot -3; “saves
uguxnsf the Paralpzation wand at -6,
If the player-characters are wearing
any of the nul}-nquc anylets from
the shep, thei will bleck the effects
of all ‘spells and artifacts excegt
the wand of Paralyzation, but only
for the persen wearing the amulet,

In  addition to these nermal
quardians of Magic Street, there are
a number of additional residents of
the area who nuz. become invelved in
the play of this scenarie., These
other characters are neighbors ef the
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HBLS shop, who may become aroused by
the activities of the thieves,

Chiselwick the alchemist, as
previcusly  mentioned,  will be
generally oblivious te street noise
while he is working in his laboratory
{there is only a 10X chance that he
will notice even a lowd neise

sutside), ¥hile at  home after
midnight, however, there is a 501
chance  he will notice any major
disturbance, If so, his actiens will
be geared toward xnsurxng the safety
of his property, It the back
alleyway appears empty, he will
attenpt to return to his shop

carrying a  half dozen vials ¢
various sedgtive pations (if he is
surprised while currginq these itens
he can throw them at a foe at a HACH
of 11 - a hit will cavse them to
shatter, aaking the victin extresely
drowsy and reducing his fighting
effectiveness by 1/2), If he sees
that he cannot make it to his shep
without confrentation, he will set
off an alarm bell within his house to
try and attract aid.

Tibbits, if alerted, will nove
quickly to investigate tﬁg seurce of
any  disturbance; he wutilizes the
combined effects of Fly and Shrink
spells to transform himself into a
forn in which he can cbserve others
unnoticed, He is not a viclent man,
and would prefer to svbdve rather
than vanquish foes; however, he alse
is a practical joker of seme local
repute,  Consequently, his faverite
tactic is to erect a Dimension Door
in front of a moving opponent, to
transpart  the  latter te  some
vnexpected spet - in this case
directly in front of the nearest
Guard Heuse.  Characters do net
receive a MR saving rell against the
effects gf,u Dimension Dgor' rather
the spell is cast directly &gq1nst ]
given 107 grea (earth has a natural
nu?lc resistance of 7, wood an MR of
117,  Dimension Daor spells last for
10 melée reunds, and normally appear
as shimwering, portai-sized shapes;
Tibbits, however, will cast a Limited
Invisibility spefl on the door after
the First melee round in which it is
created, making it undetectgble to
the naked eye, If Tibbits is seen
and bhecemes seriausl¥ threatened by
the thieves, he will GShape Change
into some sort of monstrous form
(GM’s choice) to carry out his
defense.  All suvin?. rolls nmade
against spells cast by Tibbits are at
a -2 to normal MR,

Verdian and Carmella, Tibbits’
apprentices, may accompany their
master, er possibly investigate on
their own, In either event, they



will remain outside the MB&S shop,
cavtiously shserving, If the thieves
are enceuntered, Verdion pelies

rinci ullz on a Charm Persen spell;

arnella knows and vSés Sleep as her
primary  offensive  wedpon, If
threatened at close range, both
ugprentices can vse Clumsiness or
Shield sgells uguxnsff their
atTickers; however, there is a 401
chance that they will simply panic
and try to run away,

Lukas will net make contact with
the thieves vnless they trespass on
Faraday’s grounds. In such an event,
he will " rush  from the house,
brqndishin? @ huge club end demanding
their switt departure. He will net
?ive pursuit, but his belloulng is

ikely ~ to “intrease the genéral
untchlulness of others in the area,

(A
113/
& 770

CHARACTER DESCRIPTIONS FOR GUARDS AND MAGES

CHARACTER

NANE CLASS

Constable § VET DW FTR
Censtnble 2-4 INT HU FTR
Constable 5-6 INT /E FIR
Watchmage EL HU HAG
Watchmage 2 tL EL HAG
Chizelwick VET HU ALT
Tibbits VET HU MAG
Carmella INT HU MAG
Verdian INT /E MAG
Lukas INT HU NON

5T

id

3
4/8/15
5

6/9
3/7/44
7

B

DAMAGE  NOTES

108
D4
104
08
b6
b

D4
ipa

ide

(1)
(2)

(3)
4)
{9)
(6)

WEAPON  ARMOR

CLASS HIK

g2 26

spells: {, 2,9, 6
are at o -3,

duquge the shop as well),
{45 Tib

rolls are at -2.

rolls are at -,

rolls are at -1,

Blost

er yial,

destroys all armor weorn

{1} In additien to items and spells listed wnder the watchma
spells (numbers refer to the Spell List helow):
rells made against these spells are at q -4,

(2) In addition to items u?g sg

¥ H

£z, i

ells listed under the watchma
8, 33, 40, 44, 47, 55, 65,

(3} Chiselwick has gt his dispoesal
attacked: Acid ({D8 dama
Forgetfulness, Sleep, and

All MR saving rolls at -2,

its knows the fellewing spells:

(&) Verdian knows the fellewing spells:

A

inside the shep the following potion flasks that he will vse if
in  that body area), Mists of
(2D10 hits damage per vial, used enly as g last resert since it will

e description, this ma
, 13, 15, 38, 38, 45,

¢ description, this
11 #R saving rolls m

1,2, 5, 14, 16, 29, 32, 37, 48, S8, b4, and Fly.

{5) Carmella knows the following spells: §, 2, 5,7, 9, 12, 17, 20, 26, and Clumsiness,

¢ knews the following
3, 7. All MR saving

nage knoews the following
ade against these spells

All MR saving
All MR saving
All MR saving
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SPELLS OF ALL LEVELS

LEVEL 1 (D40)

LEVEL 2 {28)

LEVEL 3 (9)

HIGHER LEVEL SPELLS (2Di2)

tan read the language wsed,

21 DETECT MABIC -

will detect The presence of magic
in an sbject or a 107 by ?0’
area.

31 #AGIC MISSILE -

———— o s

fires a magic bolt as if o +4
arrow  shot from o compesite bow,
Caster wmay fire (level+i)/2
rounded down belts per spell
cast, but may net direct thes at
separate  targets wntil  iith
level,

41 HOONLIGHT -

wiII praduce a glou equal to the
light of a full meon, it will
affect any creature affected by
moonlight. Lasts 40 wr.

51 SRIELD -

will raise the AC of the caster
by 8 for 2 mr or 4 for 4 mr,

6} VOICE 10SS -

alTows ~caster to project his
voice up to (907 + {07 per level)
away, bvt  not  thru  solid
naterial.

will  “engble  the caster to
vnderstand the meaning of .un{
written message except magica

nnnnnn

(401 DETECT ALTITUDE -
will deternine height abave seq
level.

(411 CHARM HUMANOLD -

will put any specified humanoid
under the control of the caster,
May be breken, check every peried
of time according I8=3 - one
month, Q=18 - one dn& and make
scale for the rest, Will break
if suicide or extreme danger
ordered,

(12 DETECT LIFE - |
will  delermine if  there s
unythln? living ia o specified
107 by 10’ area,

{131 HOLD PORTAL -
a i’

by 1’ cross
en bheam.

if barred bz
section of oq
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(01) Rend Magic i (84) Chars Humaneid ! (01) Detect Lnenies ¢ (02) Noose of Flesh({S] !
(02) Detect Ragic i (02) Detect Life i (82) Detect Evil i (03) Nell-Mogic Shield142] .
(§1) Magic Missile + (03) Hold Portal i (83) Detect Gaod i (04) Geaslii !
(84) Hoonlight i (04) Hot Shet 1 (04) Detect Valve i (05) Stene to Fleshlii] i
(85) Shield i (09) Listen 1 {85) Daylight i (06) Hold Aninnls{if] ‘
(Q8) Yoice Toss 1 (06) Noise y {06) Sense Hidden i (07) Heol Wounds(9) )
{07) Find Direction } (07) Sleep t {07) Limited Invisibility 1 (08) Chars Monster(9] :
(08) Aunken 1 {08) Protection from i (08) Charm Small Animals | (09) Dimension Door[8] i
{09) Read Lenguvages i Evil Influences ) } {40) ExpandB) |
(10) Detect Altitude i } i (14) Shrinki8] :
y i H i (12) Camouflagel?] ;
LEVEL 4 (D8) i LEVEL S (D@) 7 LEVEL & (D6) i (13) See Invisiblel7] ;
' : i (14) Uncursel7] '
(04) Detect Secret Doors | (01) Blaze of Noen i (04) Detect Poisen ; (15) Rapid Growth(7] i
(02) Discern Magic Spell i (02) Bash i (02) Dispell Magic 1 (15) Shape Seen;n?ISI :
(01) Sphere of Darkness 1 {03) Haste i (03) Fell Invisibility i (17) Shape Cha.gel8] H
{§4) Knock V{04 Held Persen y 184) Lightning Bolt { (19) Summan Henster (91 :
{065) Levitate 1 (05) Night Sight i (85) Missile Repulser b49) Timer (9] :
(86) Strengthen i (86) Slow 1 (86) Silence i (20) Teleportation(i0] '
{07) Tonglefield ! (07) Detect Gmall Traps : v (21) Zonbies(1d] :

(08) Detect Invisible ' (08) Locate Large Object | i (22) Transport Object[ii]
Presence ; : 1 (23) Disintegration{i2] '
: : i (24) Plant Contreliil] :

SPELL [ 7] FIND DIRECTION - o [14] HOT SHOT - :
DEFINITIONS will ™ give "compass direction in 1€ a small fireball cavsing D6
ARD waich caster is facing. of damage.
DURATTONS 4
[ 8] AWAKEN - {151 LISTEN -
wiIl™ “owoken any one sleeping raises hearing ability by 60X for
11 READ MAGIC - being, 4nr,
will” “enable the caster to
understand magical writing if he [ 91 READ LANGUAGES - {16} NOISE -

wIIl create a distracting noise
at a distance of up to 3007 from
the caster.

{171 SLEEP - .

will cavse 1iving beings to fall
inte a deep, natural slumber,
from which they nmay be awakened
by 2 ar worth of shaking. The
spell affects 50 + (25 X caster’s
level ) hit points, starting with
the lowest hit point being in the
spell areq.

(181 PROTECTION FROM EVIL INFLUENCE -
will  Increase ¥our saving throws
against evil influvences or spells

tdst by evil opponents by 4 or

173 your MR, whichever is
greater, Lasts 4 ar.

(49] DETECT ENENIES -
will determine if there are

%33?ies present within a range of

(20 DETECT EVIL - o
will determine if a specified
being er sbject harbers evil
influences,



if a specified
being or ebject harbors goeod
influences.

will give the exact valuve of an
object 75% of the time, 4/-5-301
{SZ x D61 20% of the time, and a
camp letely erroneovs value (+/-
10-5800% [18% x 1D1001) SX of the
tine .

(23] DAYLIGHT -
will “produce light equivalent to
the light in o shaded roem during
the day., Will not harm beings
yho are suscegtﬂble te the sun’s
rays . Lasts 40 wr,

{24) SENSE HIDDEM -
wilT "detérmine if anvthing has
been hidden or concegled ina
specified 187 by {0’ by 40’
velome. Does not reveal location
or type,

(25) LIMZ L, INVISIBILITY -
wiTI rendz” invisible any living
being er object, human-sized or
sualler. Does not allow movement
or attack, Lasts 20 mr.

[26) CHARM SHALL ANIMALS -
enables  caster to charm D6
rabbit-sized or smaller gnimals,
Complicated directions will break

charn,

271 DETECT SECRET DOGR -
w1IT "determine i o secret or
cencealed doer, panel, opening,
etc. is present in a {07 by {0’
by 18! area,

{281 DISCERN MAGIC SPELL -

will deternine what spells have
been embedded in an object,
First successful cast revegls
number  of  discrete  spells
enbedded in object, Will onlg
reveal { spell per successfu
cast. Spells are revealed in
order by level starting with the
lowest,

[29) SPHERE OF DARKNESS -
wiI177" cduse™ Tq~  sphere of
lightlessness to form about a
specified point in line of sight
up to 507 away, Sphere is 10’ in
radiys and lasts & mr,

{381 KNOCK -
will cavuse any locked door or
shject to open for 2 mr, then

will close,

{311 LEVITATE -
wITT Fdi5e the caster’s center of

gravity frem the surface up to
the rate of 207 per ar, Newton's

Law will apply if free floating.
Lasts 40 mr.

[32] STRENGTHEN - .
wilI"add” to the 5TR rating of
beings: +iD8 to fighter classes,
+1D6 o roguish classes, +iD4 to
the other classes, Lasts 2 hours
and receptor must rest for 1 hour
af tervards,

[33) TANGLE FIELD -
creates "a volume 187 by 107 by
187 in which one moves as if in
nolasses, Any blows struck are
at 1/8 speed and -8 HP, Any
object entering the field is
aftected,

[34] DETECT INVISIBLE PRESENSE -
wIII ™ "deTerRing” It §§neth1n9
invisible is present within o 30
by 30 area. Will net see object
or know what it is or know where
it is in the areq.

{351 BLAZE OF NOOM -
produces 11ght equivalent to full
noentive daylight, Belngs who
can be hurt by the sun's ruzs
will be hurt by this spell.
Lasts 40 wr,

(361 BASH -
will deliver a blew equal to the
blow of a battering ram to ony
specified doer, object, or living
being. To a living being it does
D40 of damage, or nothing if
MRST is made,

[37] HASIE -
will speed up receptor by 1/2
current speed. Lasts 48w,

[38] HOLD PERSON -
will™ prevent 2D4 intelligent
beings frem appreaching caster
or will function as a charm 5pelf
at -6 ST on § intelligent being.

{391 NIGHT SIGHT -
alTows “the™ receptor teo possess
hypervision for 240 wr.

(403 SLOW -
will slow receptor 1ty one-half
current speed, Lasts 40 mr,

f41] DETECT SHALL TRAPS -
will “determine if there is a
suall trap en an object or in an
wrea 37 by 3%,

[42] LOCATE LAKGE OBJECT -
will Peveal fthe direction and
distance of a specified obgect,
within o range of 2507, Object
nusé he clearly pictured in the
nind.
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(431 DETECT POISON -
will deternine if poison or venon
is present in o living being,
gg}ect, or a volume {0’ by 10° gy

[44] DISPELL MAGIC -
w11 dispell another’s magic 807
of the time, There is a 4/- 5%
per level difference in trying to
dispell a magic spell,

(451 FULL INVISIRILITY -
wiIT™ render invisible any living
being or  object that s
humen-sized or swaller., Receptor
noy move but any gttack will
render recepter visible again.
Lasts 20 ar,

[461 LIGHINING BOLT -

sends @ Iightning belt (¥’
dianeter, 607 length) up to 300’
away in direct line-ef-sight,
The bolt will travel o minimem of
1207, even if it must rebound to
do so, Bolt will do 4D18 points
of dunuge 10 cnz_bean or ohject
struck, half if MKST is made.

[47] HISSILE REPULSOR -
will regufse up te 10 points
worth of missiles per ar: spear
is worth 4 points, bolt 2, and
arrow 1, Lasts 4 wr,

[48] SILENCE -
will create silence within g 1%’
radivs of the receptor. Lasts 20
ar,

[49] NOOSE OF FLESR -

creates a living circle of flesh
up to 38’ in digmeter that is &7
wide, It contracts at the rate
of 17 per mr until it meets and
comsumes itself. Will consume
all organic matter within the
circle,

(501 NULL-MAGIC SHIELD -
projects a b’ diameter sphere

which nullifies magic, both
incoming and ovtgeing, Lasts 8
wr.

{911 GEAS -

will™ cause a person to go on @
guest,' at caster’s direction,
Penalties  for deviation range
from cramps up 1o death, at
caster’s option,

152) STONE TO FLESH -

will ™ retern the statve of a
victin of stoning te the flesh
state,

{531 HOLD AMNIMALS - ‘
will ™ prevent 2010 small animals,

or 4Di8 large animals, or iD4
huge animals from approaching



or D4 large, or 1 huge animal at
57-6.

{541 HEAL WOUNDS - )
will~ heal from 2D20 points of
damage on a specified person.

[S5) CHARM “MONSTER" -
i§7 the "same as CHARM HUMANOID
execpt any living being can be
charned,

£56) DINENSION DOOR - ‘
creafes a dodr thru unythxna uR
to 507 in any direction whic
allows wp to & geople te pass
thre. Deor lasts for 40 ar,

[57) EXPAND -
will cause the receptor to double
in size every 4 ar that the spell
is in effect,
propertionaily.
{58) SHRINK -

Weight qoes up

size and 1/4 weight.

(59) CAMOUFLAGE -
cQuses  any non-living object to
be disguised as any other object
of the same size,

(601 UNCURSE -
?1ves a X chance equal to ([IQ +
ALY x 2) of curse removal,

alTows recegtor to see any
invisible ebjects or livin9
belnas within a velume 10 by 10
by S6’ in o direct line of sight,
Lasts 4 wr,

[62] RAPID GROWTH -

will cavse plants to grow wildly,
and double the ared that was
covered. THe volume of plants in
the area will double every & mr,
¥ill physically mature animals at
the rate ef 16X each B nr,
Growth only eccurs while caster
is actively keeping the spell
geing.

[631 SHAPE SEENING -

alfows “caster to assume the
seeming shape of any living
creature of approximately the
SaAE Size.

[64] SHAPE CHANGE - .
alTows Trecepter to be any living
being of the same approxinate
size and weight. Shape chosen by
the caster.

[65] SUMMON MONSTER -
will celT he nearest *monster”
of about $6 hit dice, The
monster will net be under the
control of the caster,
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[66] TIMER -
WIll Tallow caster to specifg a
time delay for activatisn of n
spell vp to 1 year.

1671 TELEPORTATION -
affows caster to teleport himself
and what he is carpying to an
destination.,  Chance of deat
according to knewledge of area:
from S0% chance of death if
caster has never been there, to
{X chance if caster has lived
there for 2 years or more. Scale
the percentages for the tinme
spent In @ ared.

{681 IOMBIE -
will animate 1 dead hwmansid bodg
which is then ender control o
the caster, Zombies can absorb
25 + [1D6 x S} points of danage,

(67] TRANSPORT OBJECT -

enables™ caster to teleport
ob jects to any destinatien. May

transport up te 50 peunds,

{7081 DISINTERGRATION -
will "tetally "disintegrate any
living thing or object,

[7t1 PLANT CONTROL -
alTows ~caster to command 100
square feet of herbaceous living
natter,



. WAYLAYING THE COURIERS

Ulysses Nicodemus Owen (known to
his clese friends and business
associgtes s UN) is e
well-respected jeweler who lives and
works in_ the wealthy mercantile
section of Haven, It is well-known

that Owen sugplﬁuents the tncone he
receives frem his personal, rather
elite clientele by selling Ltems on
consignment to other shops in the
city,  Every seventh day, three
couriers leave Owen’s home with a
cart of merchandise, returning laoter
in the day with cash receipts from
customers, It is rumored that these
covriers are excellent fighters, and
that both couvriers and carge are
endowed with magical pretectien
against potential thievery,

in  this scenarie,
objectives are:

1) to  deternine  (through
reconnaisance) the rouvte taken
by the couriers each week,

2) to select o peint along that
route where a successful armed
robbgrg of the covriers can be
committed, and

_3) to execute that robbery,

The scenario 1s designed for 3-6
green or intermedinte "level thieves
or 2-4 higher level thieves,

the player’s

To the GamesMaster:

"7 TTThisT Scenario is designed to be
carried out over a number of
5e551005, The randoa encounters
identified in this scemaris, covpled
with  the watchfulness of the
couriers, should make it extremely
ingrobubie that the thieves will be
able te track the complete route of
the covriers in a single qt!engt.
Indeed, this scenario is sgecxfxcu 1z
decigned to provide the players wit
a diverse gssortment of sitvations in
which reasoning, and not raw fighting
or thieving prowess, will determine
the osutcome. The various streets and
landwarks described in the course of
this scengrio can be used by the GM
0s sites for further adventures; the
thieves may even decide to shift

ARMED ROBBERY SCENARIOS
AND

PURSUIT ADVENTURES

their attention to another crime a5 @
result of their information gathering
efforts,

THE COURIERS
There  are  three couriers
enployed b{ Owen to make his weekly
rounds. Flonegan, o wveteran human
archer, ugs u,chxighood companion of
wen, " and is  his most trusted
associate. and Onri, twe
veteran dwarven fighters, serve as
the muscle of the team; although thez
are motivated primari z by hard cas
rather than persenal affection, Owen
pays them enough to satisfy their
mercenary  instincts and maintain
their - loyalty, ~ Reguisite
characteristics for this trie are
provided below,

Homne

Flanagan transports the gqoods
supplied by Owen on 0 two-wheeled
handcart.  The handcart is equipped
with three shelves; a rectangular
leather chest is strapped anto each
shelf,  The handle of the cart
contains a  push-butten assembly;
pushing the button raises and lowers
a cunopg over the cart (used during
inclement weather), Tuwo spells are
enbedded into the capt: o

a pernanent Detect Invisible

Presence spell .
a voice activated Impart Motien
spell,
This latter spell may be activated
onlz by Flenagan; if he speaks the
words "Come unlo Ae®, the cort will
attempt to return to the source of
his voice. A foe holding the cart
can keep it from nukxng,xts return if
he exerts all ef Ris energy in
holding it back; he can make no
further forward progress with the
cart, however, until Flanagan is
either  distracted  or necked
senseless,

In  addition to the spells
embedded in the cart, each of the
couriers 1s outfitted with some
vseful devices. Flanagan wears q
leather helm that contains 20 charges
of a Missile Repulser spell (while
activated, blocks up to & missile
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weapons per melee round).  He alse
wears beots of Hoste, which can be
activated to double his movement
allowance for a period of 10 melee
rounds,  The dwarven helms each
contain a Shield spell that adds 45
to  their “effective armer cluss
whenever activated, The dwarves also
carry  non-magical  battleaxes of
Ruger;og shor ?ess {add +2 to normal
1Y probabi xtg .

Given their lqng years of
experience at this job, all three
cevriers have a fairly keen awareness
of  their  surroundings. Their
percentage  chances of sensing an
ugprouchxng ambush are as follows:
Flanagen 30%, Homme 45X, Onri 35K,
the group alse has a base 20Z chance
of noticing that it is being tailed

(roll every 20 minotes); this
robability should be nnd1f1eé bg the
to reflect the quality of the

tracking job  being done by the
thieves, If an impending ambush or
the "tail® is discovered, the
covriers will absolutely not take
chances by risking a cenfrentation
with  their  foes;  they will
immediately attempt evasive actien
down a sidestreet or alleyway, or by
leaving through the rear entrance of
gne of their Stops, If the couriers
do fall wnder atteck (and, hopefull&
this will eventually occer), the A
shovld  remember that the group’s
grinqry allegiance is to Owen (and

is carge); consequently, if any of
the three have an oppéertumity to
seize the cart and escape, they will
do so, even if this endangers the
lives of the other couriers. All
three couriers will activate their
protective helms in the first melee
round after they are attocked. If
they appear to be evenly matched with
their attackers, the dwarves will
attempt to engage the thieves in
close  combat,  while  Flanagan
activates his baots of Haste and
Thereafter, Flanagan will tr¥ to add
assisting bow fire to the fray, if
ongeing, er continuve to run for 1t if
the dwarves have been svbdved.
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THE COURIERS’ ROUNDS

The weekly rounds made by the
covriers include seven stops and
inyelye travel along fourtesn
different streets, Consequently, it
is to be expected that tracing the
complete route of the couriers will

likely  be an exhaustive {and
exhausting)  enterprise, requiring
several game weeks.  Since the

thieves most attempt to follow the

couriers at a respectful distance,
there are plenty of opportunities 9
introduce randos  encounters with
varicus NPC ?roups; SoMe suggestions
are provided later in this scenario,

The path of the couriers’ route
is outlined on q partial mop of Haven
rovided in Section IIT, Maps and
iagrams, and is sumnarized below:

1) Couriers arrive at i0am at Owen’s
howe, located eon the corner of
Northgate and Jewel Streets. They
pick vp their cargo and depart S -
19 minvtes later truvelxng down
Northgate te the Stree of
Caravans,

2) Turning right, they follow the
main  caravan revte gcross  the
Derian River, passing ever the two
Stone Bridges and  through the
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4)

b
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7)

8)

9

bazaars of Trade Island 1o the
south side of Haven, At Gambol
Street, they turn left ond preceed
to the Plaza of Troubaders,

{rossing through the Plazgs, the
couriers enter the Street of Silk
Veils ,stogping at Heligor’s
retOLi jewelery shep (a) for n
pick-up and delivery., At the next
intersection, Rouge Street, they
turn right and follew Rouge until
it intersects Cheshire Stréet,

ft Cheshire, the couriers turn
right and return to Caravan
Street, turning left.  After
proceeding abaut ene block, they
enter the Silver Trumpet Tavern
tb) for a lunch break,

Emerging from lunch, they continve
left” aleng Caravan for a short
way, and then turn Tight onto
Magic Street. On this street

they make two deliveries - at
Enchantments, Ltd, {c) and the
Magic Books and Scrolls shep (d),

The covriers proceed on vp Magic
Street to its other end, at
Duarrow Square in the center of
the dwarven community. They cross
through the Square to Iron Gate
Street, travel ene block and turn
left onto the Street of Jewels
(Gliss Street), Halfway vp the
Street, they stop at Malakki
Master-Jewelsmith’s €e) to pick-vp
cut gems,

Again, the couriers proceed vp
Gliss to _its end at Southbank
Street. The dworves remain at

this intersection while the human
courier  walks down to  the
waterfront area {(called Trod Dhum,
or Feol’s Walk, in dwarvish)
stepping gt the warehouse of
byroden, ship’s chandler (f), The
husan makes g deliverz, and then
returas  to  Southbank  Street,
rejoeining the dwarves,

From the corner of Gliss and
Sonthbank, the couriers travel
right uionq Seuthbank, passing
through the elvish section of the
city. Finally, they turn back
ento  Caravan Street, returning
puer 1he.br169e to the north side,
At Believer’s Lane, they turn
right and enter the fenpln of the
Enerald God,{q) where they make an
offering in Owen’s behalf.

Their stoes completed, the
covriers walk a short way fur ther
down the Lane, turn left at Uorthz
Street, and  then left @
Nerthgate.  They return to Owen's
house at about Jps with the cut
gens and cash received.

ALONG

“THE

ROUTE

For the information of the GM

and players, general descriptiens of
the  traffic, surroundings, and
prevailing  atmesphere qlon? the
thoroughfares on the couriers’ royte
are previded,  This  information
should be made reasonably available
te the players, who can vse the
information in selecting the spot
vhere - the actual robbery will "be
attempted, or in choosing tactics for
naking themselves inconspicuous while
trailing the couriers. For the GM
the descriptions provide buckgrouné
that can be vsed ip setting up NPC
encounters, At thﬁ end of eqch
street descriptien, the probabilities
that a random enceunter will eccur
are indicated, and examples of
logical NPC encevnters are identified
(numerically kexed to correspond te
the list eof 20 random encounters
presented later in this scenario.

t. MNerthgate Street
Host ot the Buildings here are the
residences of wealthy merchant
fanilies {although some alse serve
a dval functien as business
offices), There are few houses
per block, and hedgerows often
separate individual units, Areaq
residents are rather syspicious of

strnngers encountered in  the
neighborhood. Patrols are
infreguent, but the nearby 3rd
Company of the City Guard will
respond quickly if an aolarm is
raised,

ENCOUNTER CHANCES: i8]
{each 15 ninutes)
LIKELY %gCUUNTERS: 3,6,7,8, 44,

2. Street of Corauans
f Tvery wide thorough?ure with a
constant and heavy flow of troffic
during the day, and a steady flow
even “at night, This is the majer

reste  taken bz the carayvans
passing  throv the  city;
consequently, there are lnns an

taverns at regular intervals along
the street, The tell bridges
acress the river are well guarded,
and the entire street is reqularly
patrelled,

ENCOUNTER CHANCES: 602
LIKELY ENCOUNTERS: ALL

3. Trade Island
28 Thours @ day, the island is e

flootin? flea  wmarket where
virtually anything can be bought
and seld. The atmosphere here is

hectic and bustling; passersby
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" A~ Tairly large,

will often be actively solicited
by those with items te sell, The
merchants  on Trade Island are
nostly transient and will not tend
10 notice or remesber new faces in
the crowd, Heowever, this very
fact tends to make the area a
popular hangout for pickpeckets
and cutpurses, The bridges close
at dusk, so that anyone en the
island or on either side of the
river must remain there until the
bridges open again at dawn,

ENCOUNTER CHANCES: 407
LIKELY ENCOUNTERS: §, 2, 6, 8, 9,
12, 13, b, 17, 2

Gambal Street tree-Lined
ree-lined hywa
in the Bohemian section c?ythz
city, The buildings on the street
are mostly rowhouse residences
with ten_ or more nits on ench
bleck. The major traffic  flow
along the street occors in the
evening, as peeple travel to and
from the entertainment district of
Haven,  The residents of the
neighberhood share streng feelings
of connunitx; they can  often be
found  gathered ~ together on
somegne’s front steps, singing,
playing instruments, or engaged in
idle conversation, The residents
paintain a genernlly curious and
tolerant aftitude toward the
activities of strangers.

ENCOUNTER CHANCES: 15X
LIKELY ENCOUNTERS: {

3,5 9,1
{1, 15, 17, 18,207 ' '

s

Plaze of‘Trouboduurs

" The plaza™is o popular gatherin

place for mysicians and acters; i
is a regular site of inprempty
shows, The  atmosphere  is
carnival-like and very informal;
geople are content to let everyone
do their own thing", Because of
the  Plaza’s popularity  with
visitors to Haven, the area is e
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prime locatien for pickpoeckets and
cutpurses; members of the city
fuard are frequentlz in the plaza,
and on the leokout for suspicious-
locking characters.

ENCUUNTER CHANCES: 407
CIKELY ENCOUNTERS: §, 2, S, 7, 9,
{2, 13, 16, 17, 18,719, 20

gtreet of Silk Veils

street is the center of
prostitution activities 1n the
city, Itisa henvxlg trafficked
thoroughfare during the afternoon
and  evening; nlthough its
proxinitg to_the thieves’ quarter
nakes ravel upen it somewhat
dangerous after nightfall, This

street is described more fully in
the  Cat  Berglary  scenario
presented  elsewhere in  this
valume,

ENCOUNTER CHANCES: 25X
LIKELY ENCOUNTERS: 1, 4, 8, 17, 18

Rouge Street
A narrew, residential side street
with many  alleyways, Little
traffic passes this way during day
or night, and the area is not
regularly patrolled,

ENCOUNTER CHANCES: 10%
LIKELY ENCOQNTERS: 3, 4, 11, i4,

5, 20

Magic Street

Yuring the daytime, this street is

o busy thoroughfore where buyers
and sellers ~ of magical items
congregate  and  trade. The
reactisns of local magic-users ts
stronggrs are somewhat
unpredictable, given “the
eccentricity  that characterizes
nunz in the wizardly profession.
Although the street is reqularly
patrolled by the City Guord, the
nogic-vsers glse have their oun
system of  protection  and
punishment against crime in the
neighberheod.” The buildings on
Mogic Street are mainly shogs,
interspersed Hith Q e
residences. The  street is
described more fully in  the Cat
Burglary scenaric  presented
elsewhere in this velume,

ENCOUNTER CHANCES: 301

LIKELY ENCOUNTERS: 2, 6, 9, 10,
13, 16
Dugrrow Square
Serves as a central gatherin

lace for the dwarven community o

aven, The base of the square is
set completely in stone; in the
square  there are many stene

nonuments to dwarven heroes of

10,

i1,

legend

former community leaders
etc. the atnosphere here is staid
and  rather formal; non-dwarven

traffic  is viewed with some
suspicion, although most dwaryes
recognize the wisdem of doing
Business with eutsiders,

ENCOUNTER CHANCES: 151
LIKELY ENCGUNTERS: 1, 2, 6, 7, 10,
{1, 12,19

Cliss Street
(Streel af Jewels)
ihe ared 1s mostly residential
with a few shops relating to the

‘epeler{. trade  .nterspersed,
liss lies in the niddle of the
dwarven  community, and dwarves

comprise the dominant part of
local traffic; other races are
viewed with some suspicion when
they appear. Patrols enter this
area very irregularly: indeed, the
total  flow of tru}fic on  the
street is wusvally light. The
houses on this street are fairly
large, and many are surrounded by
stone walls er iren gates;
consequently, there are aq number
of secluded alleyways along this
street,

ENCOUNTER CHANCES: 102
LIKELY ENCOUNTERS: 3, 6,

15, 18

9, 13,

Seuthbank Street

(including Foal’s Walk)
The Tower end of Scuthbank Street,
near the loading docks, is a
rather rough nethﬁorhood,
consisting of warehouses, and

homes and  taverns for  the
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lower-class  werkmen  whe  toil
there, This is not the main port
areq of  Haven, 50 few

non-residents ever have reasen to
ass  through the neighborhoed,
itrangers seen  "hanging around®
with no apparent purpese may find
themselves challenged by hestile
(and  sturdily-built) = lecals.
Ahove the docks, Seuthbank Street
passes through the elven section
of Haven. In this peighberhood,
homes overlooking the river gre
highly valved commedities, The
riverfront is well-travelled by
picnickers, young lovers, and
those seekxn% a restful spot for o
nokent’s contemplation, trun?ers
will be treated amigbly, unless
they raise a disturbance or are
seen defacing the grea,

ENCOUNTER CHANCES: 15X
LIKELY ENCOUNTERS: 1, 2
18,

4, S, 1
{4, 15, 14, P

variovs dieties are located on
this street, The size of o cult’s
tenple is the surest measure of
the size (or the wealth) of its
following, Near the temple of the
Emerald Ged, the buildings are
1urge and often surrounded by
gardens for eutdeer services and
meditations; te the west, there is
a "low-rent district® ‘where the
houses of wership are one-room
shacks and the priests dress in
rags out of necessity rather than
piety. Most temples often doily
services for their more devout
followers; at any hour, the street
is full of eqger penitents seeking
salvatien, Visiters on the street
who are not wearing an emblem of
sene  sect are  likely to be
besieged by a wmultitude of
proslétyzing acelytes,

ENCOUNTER CHANCES: 25%
LIKELY ENCOUNTERS:  f, 2, 9,

{2, 17, 20

Worthy Street

Like “Northgate, this is q wealthy
residential ™ neighberhoed; here,
the residents are priests with
successful follewings, Traffic is
light and the neighberhood is
quiet. The street passes directly
in front of one of the barracks of
the city Guard, and is considered
a safe grea as @ result,

ENCOUNTER CHANCES: 10%
LIKELY ENCBU?TERS: 7, 10, 11, 14,

7,



The gluyer-churucters involved
in this rebbery attespt may choose te
enter cone of the buidings where the
couriers make  stops, either to
deternine the types of transactions
taking place, to establish a closer
“tnil' on the covriers, or even to
‘cage” the sites a5 possible
locations for the robbery attempt.
The following descriptions may be
used by the GN In such an event, All
naps to be vused with these
descriptions can be found at the end
of this  scenaris;  character
descriptions are provided below.

A small diagrom of the areas of
each stop likely to be visited by the
thieves  during their tailing and
surveillance is included with the
description of each of the seven
stops,  The scale used is 1/4" = 97,
the locatien of seme of the major
furnishings is included.
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a.) Heligar’s

Complete  room descriptions for
Heligor’s shop are preser”*d in the
Cat Burglary scenorie; only the main
sgles qgren and Heligor’s office are
likely to come into play during this
adventere. The couriers enter by the
front deor; the two dwarves remain in
the main sales area, while Flanagan
goes  back to Heligor’s desk te
conduct the exchange of ?oods. The
courter leaves ZD éeue ery items
from the list of 20 provided in
Heligor’s Cat Purglary scenario,
Make similar rells to determine the
number and  type of items delivered
last week, and this will represent
the receipts taken in bz Heliger for
Owen’s  merchandise. 8% of this

total will be remitted to Flanagan in
exchange for the new shipment; the

rest is Heliger’s profit margin,

H\ T
o
(ARG ST

In  addition te the duwarves,
Heligor’s assistant, Ferqus, will be
in the wmain sales aren; there is a
25% chance that the other assistant
Halley, will alse be ﬁresent. ¢
gluyers try te enter the back room

rom the sales greq, Fergus and the
dwarves will qttempt to refuse them
access, There is @ 18X chance that
{04 customers will be in the shop,
Roll a DIB0 to see if they are
sembers of any special character
class (0i-1% fighter, 16-20 wizord
21-25 thief, 26-35 bard, 36-58
trader, all ethers common citizens
with no special talents), If an
adventurer type is gresent there is a
507 chance that he will gnin any
argument that breaks out in the shep;
in the case of ¢ thief, there is a
S8% chance he will jein in on the
side of the thieves,
b.)_ The Silver Trumpet
The " tadern porfion
Trumpet consists of
TOONS:

of the Silver
three principal

{)_Wain bar area.
The barkeep and ouwner of the
tavern, Aintree, dispenses ale,
beer, wine and brandy frem the
high woeden bar in the center of
the room, The storage area for
liguor is beneath @ trap doer
behind the bar. Patrens ma
stand, or sit at ene of severu¥
large tables, There is an areq
reserved for guninq and gasbling
in  the left-hand corner of the
room, Those wishing to eat must
take a table in the dining area.
Occupants: Aintree is a
muscular human male wheo tetally
enjoys his work; his jeculer
laughter  frequently resounds
through the room. If a fight
shoul ‘Yieuk out in the bar, he
15 a Wi 1ng cowbatant, usifg a
large brassbound cudgei that is
kept beneath the bar, He
engloys two female barmaids to
help aut in the main_rooem; they
are beth quite comely, At the
nidday hour, there will D2
customers in the main bar area,
Roll DiC0 to determine the class
of each customer (0410 fighter,
11~1S nagic vser, 16-23 thief,
24-30  bard, other = Queroge
citizen)
2) Dining area,
These wishing to purchase a seal
take seats at one of the feur
tables in  this rooem, Feod
choices run the gamut froms
thick ment and potate stew
(1 5P) to broiled fowl served
with fresh garden vegetables
{5 GP); the quality of the foud
prepared here is good. On the
north wall of this roem, o
portrait of Aintree ond on
enormous  moose  head  hang
side-by-side; many people have
commented on the resembiance,.,
Occupants: The couriers will of
course be seated in this room.
There is a 90% chance that iD6
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other tables in the room will he
accupied by 1D4 customers each.
{f others are present, roll D100
to determine character type
(04-15  fighter, _16-25 magic
user, 26-30 1h1e5,_31-50 trader,
other= average citizen). Denko,
4 young human nale, takes orders
and serves food in  this roos.
He is forgetful and somewhat
accident  prone,  but well
intentioned. Aintree is well
aware of Demko’s shortcomings
byt feels serry for the lad an
keeps hin on.
3) Kitchen area/Rear door.
4 door from the main room opens
gnte a corridor that leads teo o
rear entrance, There is also a
goorway to the kitchen off of
this corridor. The hebbit chef,
Buckminster, allows ng one to
enter the kitchen while he is
ceoking. He has the skill with
thrown missiles (kitchen knives,
pots, sther  wtensils) to
aenerully enforce this rule,
vtside the back door, there is
a large ?arbuqe heap, and a
narrow  alleywdy leudan to
Cheshire Street,

c.)_ Enchantments, Ltd,

The™ First floer “of Enchantments,
Ltd. contains @ large sales area
where various items are displayed and
two  clerks and a supervisor are
available to accept customer orders.
This is the only room in the shop
that the general pubiic cam enter,
All doors and stairways leading from
this room are trapped with potent
aagical pratection; these special
enchantments will be aqutomatically
activated whenever someone attempts
te pass through these areas, unless
the proper passwords are spoken.
(GH’s Note: These are meant 10 be
truly impassable entryuqys;*fegl free
te oisregard any and all brillient
subterfuges devised by your players,
and sebject them to severe injury e
death should they vielate these
traps.)

The couriers are escerted opstairs
to the private office of Lady Rowena
to conduct their business. On any

iven trip, they will deliver either
D3 previously enchanted items
(without spells embedded in them yet)
that have been deceratively adorned

by Owen, or 1DS regqular pleces of
éeuelery (t¢ be enchanted upeon
elivery), The probabilities of each

event are bO0L/40%, Roll up the
sgecific itess from the Special Items
chart; Lady Rowena will™ pay for the
itens in full with a letter of

credit,

Pre-enchanted ltcms

(ro) D5, rerell duplicates)

1) Silver dagger, gold hilt
with ruby chips {1500 GP)
23 Ping with @ supghire
genstone (3500 GP)
3) Small qold statuette.
jeveled filigree (2700 GP)
4) Pa:r of bronze sconces
for candles (1508 GP)
5} Walking stick with
dianond pommel (2090 GP)
6) Silver belt buckle (1008 GP)

Jeaglri Iteus
(ro1l DIV, allow duplicates)
1-4 Mecklace (D20 x 500 GP)
5-4  [Bracelet (1D x« 100 GF)
7 tarrings (1D20 x 25 GP)

8 fnklet (1DiD x OB GP)

¢ Hedallien (1D400 x {8 GP)
£0  Tiara (4D26 x 258 GP)

d.) Mogic Books and Scrolls

Conplete  roen descriptions for
this shop are presented in the Cat
Burglary  scenarie; onlg the main
service areq comes into play.
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The covriers wait in  the main
service area until Alarkon  is
availgble, They will then give the
Hoster Scribe {D2 extensively adorned
spell ceverings  (book covers or
scroll ceses),  Each item is worth
1020 x 150 GP. Alarkoen will pay the
covriers 50Z of the value of these
items in cash from his cash box (the
remtinder to be paid upen sale of the
completed magic text), There isa
40% chence that Alarkon will alse be
giving the couriers cash for 1D3
previcusly delivered covers.

In addition to Alorken and the
couriers, there is a 70X chance that
his clerks, Jeban and/or Mikal will
be in the service area, There is an
80% probability that 108 prosgective
buyers (non-magic wsers) will be in
the shop; there is alse g 40X chance
that 4D4 magic-users will bhe in the
shog. 1f naages are present, they
will always try to thuwart any robbery
attespt made in  the shap (to
deteruine their tactical optiens in
such an event, assume each mage has a
607 chance of knowing a 4Dé Fireball
sgell, a chance of knoulng a
Sleep  spell, 125 HIK, and o 301
chance of knowing an 8 point Repulse

e.} Halakki Jewelcmith
Althowgh™ Holakki’s home and
workplace actvally takes up three

floors, the thieves are onlg likely
to see one (or at most twe) of the
rooms,
i) Sales area,
Imnediately inside the front
door, there is a small sales
room, Malakki’s gssistant,
Mischickin, stands behind an

L-shaped counter, taking orders,
Behind him is ‘a heavy, woven
cortein {done in earth colors
and finely embroidered) that
covers the entrvung,to the rest
of the building, Hischickin is
a shrewd businessman and g guick
thinker; he does not willingly
let wnautherized individeals
gust the sales area, and cannot
¢ eusilg tricked, If
threatened K force, he will
dive below the counter and yell
for  the quards; he is not
trained in weapons wse himself,
There is a 251 chance thata
customer will be in the sho
when the couriers arrive. Rol
Di0C to determine his character
tzpe (0-10  fighter, 11-25
thief, 26-55 trader all other =
average citizen), {Note: a down
stairway  behind the sales
counter leads to a set of living
2uurters for the shop employees.
stairway from the living area
leads to a storage vault; two
guards are stationed here but
will answer calls for help.)



2) Jewel cutting room,

Beyond the cirtain is a laerge,
open roon vhere Malakki and feor
assistant jewel cutters (dwarves
named Orin, Heldrein, Ogeli, and
Aeric) perforn their work., In
addition to the work benches in
this roon, Halakki has a desk in
the rear; it is clottered with
business cerrespondence. A male
dwarven guard, Nuenik, stands at
the entryuay ta the reen to
bleck snwanted visiters, If
such visiters appear, Meenik
will first set off an uigrn that
alerte the guards ctatiened in
the vaelt drea; he then will
attempt to held the introders at
bay as long as he cen.

The cowriers pick wp two small
coses (6°x12°x3") of cut and foceted
genstenes (each case worth 2508 GP);
the cases ore kept in o drower in
Malakki’s desk, Flanagan will pay
Ralakki in cash fer the gens;
hewever, the twe dwarves receive the
cases and carry the gens somewhere en
their persen during the retern trip
te Owen’s hone,

f.) Gureden, Chandler

Gureden, a half-elven trader,
receives his sg{anczpul, income from
the sale of ship supplies (cerdage,
barrels, woeden spers, canvas fer
sails, etc,) to merchant segmen who
nake pert in Haven. As g sideline
he arranges for the shipment of
certain valvable gqoeds te mere
distant market areas; Owen is a
steady custemer of this service,
There: are three reens  inside
Gereden’s large one-fleer building:

i) Sales ares,
This is a relatively small roon
with o sales counter, and
several  cabicles u=e6. by
custemers filling evt or waiting
for erders, A rather
plnin-looking female, Doreena,
works behind the counter. She
has a salty tengee, and o quick
wit, aond is we 1-1iked by the
cestomers.  Flanagan (remember,
the dwarves de not accempany hin
on  this part of the rowte)
enters and exits throwgh the
deorway here, and goes threugh
te_ Guredon’s office. There is
enly a 202 chance that {D3 ether
cestomers will be in the roon
uheQ the ceurier gnt:gs. 1{f
custopers resen ey W
lSIﬂggg ?5&13 be éxpergenge
seanen  with goed fighting
skills, whi will jein in @ fray
on  Gereden’s side if the
wayla ing is attenpted here.

2) Guredon’s office,
Behind the sales erea is o small
reon vsed by Guroden for private
business meetings and sterage of

impertant property. _ Flanagan
u?gl deliveg 186 jZUQIery 1tgns
for shipment,  Rell up the
sgecifzc_ itens delivered frem
e Sg:cxol Itens chart previded
en the previsus page in the
Enchantments, Ltd. shep
description; however, éggh;g the
cash valves Telled for these
Ifeas ~(Since the Items shxgped
abread represent Owen’s highest
quolitz preduct), Guredon will
lace these items in the safe in
is office (which is pretected
by a Level 4 lock)., There is
oql{ a 201 chance that Guroden
will have payments to remit te
the cosriers; heovever, if he
does, calcylate the cash valve
of 208 jewelery items iolled-n
as evtlined above. ALl paymen
nade will be 501 cash and the
rest in letters of credit.
3) Main warehoswse,
The varehouse constitutes 94X of
the area of this beilding, It
is, of coorse, filled with
heavily laden racks and shelves.

s
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There are two pairs of large q.)Th [g?glg of the Emerald God the god, seated on g highbacked
e fe

sliding doors across the frent nplé’curFeﬁTIi’Eunéd’bz the throne.  The eyes of the statue
entrance, and a small deer in  cult of the Emerald God is one of the are made of huge emeralds that
the rear; all doors are wsvally  largest  strectures  located en seem 10 Qlow unnaturally in the
(902) uniocked during the day. Believer’s Lane, It is an immense flxckerxng lamplight, At the
A head warehouseman, Forly marble structure, with the main floor foot of the throng, an epen 18’
supervises the activities of of the temple at the top of q {08’ deep stone vault is set into the
three other human males -  long set of granite steps. Services floor of the temple, its tog rim
Banjor, Dominices, and Crandall,  are held here at sunrise and sunset, about twg feet above floor
There is an 80% likelihood that  but worshippers enter throughout the level,  The vault is nearly
each man will be in the day and evening to meditate, give filled with ceins, gens and
warehouse ared at any Qiven  tithes, or seek private consultation jewelery, glven to the éod as
tine; when net filling an order with tﬁe.prlests of the sect, tithes,  The couriers will drop
they tend to sit by the fron 1) Main sanctuary, S% of the day’s take inte the
doors. They are not The ceiling in this room is 607 vavlt, to honor Owen’s pledge of
particularly  observant  about high, suggorted b ei?ht thick fealty, While 1hez are inside,
secyrity at  the warehouse; stone gx ars, The floors are there will also be 2D6 other
however, if they should chance nade of polished marble; along citizens engq?ed in sinilar
to  spot an intreder in  the the wnlls are murals depicting activities, here is a 60X
warehouse  areg, they will variovs miracles performed by chance that iD3 priests of the
investigate and take a hostile the Emerald God,  The primary cult  will be in the roon

attitude toward anyone they focus of attention in the room, menitoring  the  flow o
find, however, is a massive statye of worshippers. Should anyene try




CHARACTER DESCRIPTIONS FOR OCCUPANTS AT THE COURIERS’ STOPS

{'HARACTER

WEAPON  ARMOR

t CLASS ST CO RF SH I8 MR GEAPON  HACO DAMAGE MNOTES CLASS HIK

A Heliger’s T o s T o e T T

“'RéTI@%F"' YET HU TRD 10 14 8 43 15 {2 MG §2 D2 NON § 22
Fepaus 1ET HY TRD 14 11 4 9 {2 12 CLUB 7 D8 Loz 23
Halley LR OHU TRD i 9 7 148 7 14 CLUB 8 106 NON O 19

B, The Elue Harper ]

TTRInYFEETTTTTT LHT HY FTR 19 15 9 12 10 & CUDGEL 5 1D4 () o2 29
Denmko Gl HU NON 1 & 8 12 7 10 FISIS 10 {03 NON 0 15
Buckminster TNT H NON 7 47 16 14 9 1% DISHES (0/6/14 {03 (o2 17

D, Wagic Bosks and Scrells
RIdrkon FLHU SER 6 15 18 9 15 & FAIMT Yes 03 (2) NN G 20
Joban Gk HY TRD 16 9 8 14 8 {2 DGR i1 1D4 NON O B
Mikal ER HU TRD B 12 {2 12 9 & DGR i1 D4 NON 0 14

E. Malokky Jewelsmith
Ruunik UET DM FTR 6 §3 13 12 13 10 2BBAXe 4 208 (3) CHMN & 28

LXROW  2/7/1i4 108
Pavern UET DM FTR 16 81 44 41 44 (7 HR 5 %4 NG T4
Furt INT D FTR 2 12 10 14 8 15 {BEAX 4 1010 CHN & 25
5 B 5/B/42 1D
Malalki VET D¥ TRD 12 17 15 13 13 13 RAPR 4 iD12 NON { 32
Cutters -4 INT DN NON 10 t6 16 12 12 4 FISTS 8 1db NOW 4 19

F. Guroden, Chandler
Guraden EL /E TRD g 14 44 12 15 41 DGR il 1D4 LTH4 2
Forli INT RU FTR {4 15 {2 19 10 8 (TLSSe 3 108 LTH4 29
Worehousemen 1-3  INT HU NON 16 40 10 16 8 9 CLUB 5 205 ftg2 2

G. 1he Temple of the Emerald Ged
Prigstei=3 TRT RAPRI 8 & 42 14 {0 B8 MACE b 1D4 tte2 17

Other #Assorted Occwpants
Fighter 1 TRTRU FTR 14 14 41 16 10 BDSHD 3 2bb L/85 3
Fighter 2 VET EL ARC i1 17 1S 9 12 {1 L BOW -1/47 1D6 (4) CL0S 24
Fighter 3 YET HU FTR 15 B 9 47 S 16 2HHMRe b 3Db {S) CHN9 28
Fighter 4 tL DW FTR 13 14 12 40 9 1% GRSWDe 2 418 CHNi2 42
Spellcaster i VET HU MAG ? 13 15 13 14 42 ggELLS g - () 03 22

R i
Spellcaster 2 VET KO MAG 13 10 41 41 18 i gggLLS g 0 (6) NON G 26
H
Thief INT EL THF 12 9 18 7 & DGR 9 D4 NON O 12
Thief 2 LL HO THF 2 16 18 9 43 9 GHSWDe b D8 g4 2
Bard : INT HU BRD 7 13 13 14 15 15 MUSIC (7)  LTH4 18
RAPR ) 1018
Bard 2 VET /E BRD 10 i1 12 7 {3 & MUSIC (7)  NON D 22
S BOWe 2/5/10 106
{1} Aintree swinge twice each melee round (mr) with cudgel, whether he connects or not.
(2) The only dumage done is to Alarkon, when he hits the floor, . . _
{3} Will receive bﬂcksuxn% {(second strike) in each mr, only if first strike misses; backswing is at

enalty of -2 to hit pro

ires twice in each odd mr (1,3,5,etc.), three times in each even mr (2,4,6,etc.); needs only 8 above
necessary te critical,

On any connecting blow, victin must save against STR or be knocked from feet; it requires D4 mr to
arise,

There is a 487 chance the mage knows Fireball (4D8 average damage), and anether 70% chance for Sleep
(ug te 200 HIK totel); these spells are the preferred form of combat,

There 1s a 702 chance a bard will play o <cong of Peace, if he censes trouble ahead, and anether SO
chance he will glug Sleep (save against DSC for Bardic songs); there is another 46X chance a bard
will know the =pell Chafh Humanoud, and a further 357 chance for §leep (up to 100 HTK total).
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to remove an itew from the
vault, powerful greenish white
beans of light will emangte from
the statve’s eves, doing 2Di0
peints of damnge per melee round
1o anyone standing or kneeling
in front of the vault area, The
beams deactivate only when no
life can be detected in that
part of the roon. Activation of
the beams will hastily bring 406

additienal priests  into the

worship area, armed to protect

their sanctuary with
gurterstuves, and wands of
eep,

2) 0%her aregs.

fin beth sides of the rear wall
of the sanctuary reom, there are
swall openings that fead to the
rear of the temple., They lead
first into matching vestibules
which priests vse 1o don their
ceremonial robes; doers from
these areas in_ turn lead to
various priestly  apartments,
These other aoreas are not
significant to the play of this
adventure,

RANDOM ENCOUNTERS
TON THE STREETS
OFHAY

In the ﬁrocess of following the
couriers, the player thieves nq¥
become involved (often invelentarily
in events taking place ground them,
These events may hamper their ability
te maintgin the  "tail" on the
ceuriers, or may represent dangers to
the party requiring their full
attentien, The chance of rondom
encounters will vnrx according to the
street being traveled, as indicated
in  the street descriptions. #s
previously noted, this scenarie is
designed so that the GH can introduce
NPCs™ and sityatiens from his own

campaign. To supplement the CM'g
stock, we have identified some
petential  encounters that can be
utilized in the cowrse of this
odventure,

(01) A pair of human_ male
pickpockets (intermediate level)
attempt to filch the purse of one
of the members of the thieves’
party, One of the men, Daves, is
reasonably well-dressed and acts
as @ distractien {asking for
directions, etc.), while his
cospatrigt, Lattimore, attempts
the "lift* (his base chance of
syccess in Picking Pockets is
552).  Beth will try to make o
ren for it if the theft 1is
discovered in progress.

(02) A religious procession of 2D4
priests and 5D20  fellowers,
setting out on Q gilqrinaqe. The
group maves slowly and solennlz
aleng; they can effectively blec
an intersection for 2-5 minutes
while cressing (long ensugh for
the thieves to almest certainl
lose sight of the couriers i
they are on epposite sides of the
intersection), Attempts to push
through  their ranks are very
likely to provoke resistance; the
priests carry quarterstaves, and
101 of their follewers will be
intermediate  level fighters,
armed with blunt weapons. If net
disturbed, they will pay no

attention te others on the
streets,
(03) A shrewish, niddle-oqged

housekeeper opens a secend stofy
windew ond empties a chamberpot
on the head of one of the
thieves, If chnllen?ed, she
responds with sharp insults about
their carelassness; however, the
Front door to the home she is in
is locked.

(04) A press gang, looking for
able-bodied men to serve {by
cheice or force) as crew eon @
freighter preparing to leave
gort. The gong is comprised of a

osun (carrying a broadsword) and
i2 seauen {armed with
trencheons).  They will try to
appreach any male or female they
encounter with a §TR ) {3 and @
co rutxng y 11; if the person
approached dees net accept the
job willingly, the gang will try
to forcibly subdue the candidate
if there are not too many
witnesses present. If a party
member is coptured, the thieves
have until the following dawn to
locate and  rescve”  theipr
companion, for the ship leaves
port at that time,

(05) A crowd gathers on o street
corner to watch the antics of an
old man playing a squeezebox and
his pet dancing bear. A grovp of

zoun? toughs gre among the crowd,
eck ing the old man; several of

the lads carry sherpened sticks
and are threatening vislence.
There is a 30X chance that this
situation will erupt into a brawl
while the couriers or the thieves
are pussxng b{; if so they will
be unavoidably cawght in the
niddle of q free-for-all,

(GM’s Note: Actions taken by the

player-characters may incrense the
yolatility of the situation, and
increase the base chance that a fight
will occur.)

(0h) A large pocknge falls off o
heavily laden delivery cart inte

the street, The packege has an
address label across the top:

WY [ [
IR L .

[l [N NI
Pt H

[ EEERE vt 1
vrera s 1 v IR EER]

dy Rowena Geronde
Enchqntnents{ Ltd,

Hagic Stree
Haven

: La
¢/

If opened, the box is found te
contain the broken pieces of o
defective Broem of Flying. If
retyrped, ~ the “thieves™ w:ll
prebably receive a small reward;
if  played very intelligently,
this ~ might give them a ragre
opportunity to learn sonething
aoout the “magiCaliy protected
n;eus of the Enchuntnents, Ltd,
shop.

(07) A group of seven constables
on a man-hunt, meve rapidly along
the  street, aggressively
questisning everyone in sight,
If they remgin on the street,
there 1s an 801 chance that the
thieves will be questiened; the
corstables will become suspicious
ro anyone giving evasive answers
and may hael that individual off
to the Guard Heuse for further
interrogation (and  possible
arrest).

(08) A foppish dundg, a green
fighter named Cavendish, walks
out of a shop without looking
areynd and crashes ints ene of
the characters, dropping ond
breaking a crystal wvase ‘werth
200 GP. He demands repayment for
his loss from the player; if
denied, he draws_his ropier and
challenges the player to a duel,
If  the character attempts 1o
ignore him and walk uuug the
dandy will make hinse b
nuisance difficult to ignore. On
his person, he carries a purse
containing 506 GF in coins ond
gems, and wears @ guudy pinky
ring (worth 758 GP to someone
with equally poor taste).

(09) 4 large crowd stands watching
a troupe of acters performing @
niracle play, The cosriers pass
right through the midst of the
crowd; if  the thieves are
trailing more then 507 behind the
couriers, there is a 601 chance
the thieves will leose sight of
their prey.



(16) There is an explesion in g
bvilding down the street, A
large geseous clovd emerges fron
the  breken windows of the
building and flonts along the
street,  gbout 4’ above ground
level, All these who remain in
its poth wmust make a MR saving
rell or suffer the effects of g

hsurs,

{11) A chain gang is working on g
copstruction “site, excavating an
areq where a new building is to
be erected, Suddenly, ene of the
men, hands still manacled, leaps
up from the ditch and attempts to
escape, A forewan gives pursuit,
gellxng ff assistance,  The

scope¢  will run down the first
sidestreet he encounters; if he
hos gussed by the couriers during
his flight, there is g 20% chance
that the covriers will jein the
pursuit,

{12) A seden chair, carried by
four burly black males, halts
near the thieves., @& stunted,
gnomelike human with an elongated
cranium  sits in  the chair and
qddresses the thieves. "I an
Yok, the Seer. I know what you
wish to accomplish. For a fee, 1
can hele &ou attain  your
ob jective, e then notions for
thes to follew him, He is,
vnfortunately, a froud; however,
his  black aides are verz
competent nquers whe w1l
attempt to ply their trade at the
first opportunity.

(£3) A woman  appreaches the
thieves surreptitiovsly, offering
them the ogportunitv to gurchuse
a  ‘“magical® sword that che
carries  in a leather scabbard,
She clains the broadsword adds +4
t6 4 character’s hit prebability
and @ damage honys of DID to
each  svccessful  attack;  she
initinlly offers the item for
4600 GP,  but can be haggled down
o 3008 GP, The iten completely
fuifills all of her advertised
specifications; it also has been
esbedded with n permanent Detect
Magic spell, which cavses "It fg
glow whenever it is within 507 of
active magic use,

(14) An overturned milk wagon is
being leoted by a ?roup of ragged
vrchins, A niddle-aged farmer
and his bequtiful daughter are
trying to drive the losters away,
witheut netable success, Their
calls for help have thus far gone
snanswered, even by the courlers
{who evidently don’t drink milk)

{15) A pack of six large (albeit
friendly)  wild degs attach
themselves to the thisbes’ party,
The degs are of a size and
strength sufficient to knock down
an queru?e man (5TR { 10) through
their plapful leaps. Unless t
thieves have foed handy to
distract the dogs, the animals
will be about as easy to get rid
of as Mentezuma’s Revenge.

(16) Up achead, one of Haven’s
nemerous village idiots falls to
the ground in a screaming fit., 4
small crowd qathers to gape at

the sx}hi waking  the area
impassable for u few minutes,

(17 #  seaphox  preacher,
tollection plate at his feet,
regales a small crowd. As the
thieves  pass, the preacher
direcis his remarks fowards them
warning that they face *eternal
damnation® if the¥ do not repent
of their sins, he preacher is
vndeubtably correct, but..,,,

(18) A huge barroem brawl fleods
ovt into the street, engu1f1n2
the courlers {and the thieves, i
following 1less than 106’ behind)
in o wild free-for-all, All
those involved in the melee must
nake twe separate STH savin
rolls or take {DB points o
damage  from assorted bruises
scratches, gouged eyes, etc, it
the thieves are alse caught in
the riet, there is an 80 chance
they will lose sight of the
courlers;  if they nunuge to
remain  outside the cenflict,
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there is only a 401 chance of
stch failure,

(19) & high ranking Thieves Guild
official,” occompanied by twe
muscular  enforcers, carefully
watches the activities of the
thieves, If the thieves are net
Guild members, the official will
cell them aside, and deliver q
stiff uorning (falling just short
of vielence) abput “freelancing
within the city limits of Haven.
He will strongly suggest that the
thieves apply for nemberships
immediately, or suffer the rather
unpleasant consequences, If the
thieves are Guild members, their
services will be demanded for the

negt 24 hours for n "yitql Guild®
Job  that terns eut to be a
routine syrveillance of a wealthy
neble’s home, If the thieves
should refuse to accept the
assigrment, they certainly risk
these unpleasant consequences
listed abeve, if not worse.....

(20) A young female street urchin,
who has been vutchlng the thieves
for several blocks and has
decided  that their furtive
skulking looks like fun, brashly
walks vp and esks if she can join
then, If  they accept, Ther
presence will increase their
chances of beLng spetted by the
couriers by a modest SI; however
the thieves realistically will
net be able to actunlly commit or
discuss the planned crime with
sych o prominent witness around,
If they refuse, the girl will
continve to follow them, hurling
sticks, rocks and other debris
inte  their  midst with a
distressing  accuracy. This
sityation, if allowed to continve
for ony period of time, would
increase the thieves’ chances of
being spotted by 25%, due to the
high numbers of crashes, thuds,
and screams of pain likely to
result,



CHARACTER DESCRIPTIONS FOR SUGGESTED RANDOM ENCOUNTERS

CHARACTER WEAPON  ARMOR
NAYE CLASS ST 0 RE SN IQ MR WEAPON _ HACO DAMAGE HNUTES CLASS HIK
7 Daves INT AU THF 9 {3 11 14 7 BOWKN 9 D8 LTHa 718
Lattimore({)  VET HU THF 7 16 12 %2 9 DEGRe 6 1D4 Clo 4 23
2. Priests INT MX PRI 9 11 14 {0 12 QSTF il iDs Lo 2 19
Fighters INT X FTR 14 11 12 14 16 MACE 5 2D4 LTHS 2
4, Bos'n YET HU THF 7 14 45 {4 1S BDSWDe 9 208 Cto S 24
Seamen {-4 INT ¥X FTR 15 12 18 16 8 CLUB 5 D6 coz2 2
Seamen 5-42 GR MX FTR i3 41 41 12 {0 CLUB 8 D6 o2 17
5. laughs -4 GR HU FIR i 09 41 12 1§ CLUB 3 D6 NON 0 18
Toughs 5-8 GR HU FTR g 9 10 12 FISTS 6 1D4 NON 0 16
Bear 20 10 45 22 1 {9 PAN 3 D8 ANH 4 R0
BITE b D6
HUG 2Dé (2)
7. Constables 1-3 VET MX FTR 13 9 1 14 1BBAX 3 ipig 3y  CH e 3
L BOWe -1/4/7 iD6
Constables 4-7 INT MX FTR 12 46 42 13 it BDSWD 4 2D6 /57 34
8. Cuvendish GR HU FTR it 14 16 8 8 RAPR A {pd2 LTHS 23
11, Escapee INT HU THE 17 11 10 i 1§ FISIS 7 2D4 NON @ 25
Foreman INT HU FTR f1 18 9 {2 WHIP 12 108 (4 L/sS 20
SHSKD 7 D6 (S)
12, Yok VET HU THF 4 12 {0 8 {1 BLMGNe 4 ip2 NON 0 14
Porters {-4 INT HU THF 6 9 9 10 12 CUDGEL & 2D4 NON { 29
13, Adrena INT EL THF 7 14 13 {3 10 BDSWDX -1 D2 8 LTH 4 26
RAPRe 2 206
INIFE A 105
15, Dogs -6 t6 13 45 {2 3 i1 BITE 3 ) (7) A3 35
19, Doralak EL HU THF ti 19 16 9 15 RAPRe 2 208 (8 LIH7 25
R 0l o e (. MNGCHe - 106
Thennk VET HU FTR 17 16 17 15 1l GRSWDe -1 IDit LTHe 42
Arnik VET HU FTR 9 10 12 {2 13 2BBAXe 2 ani2 LTHS 39
20, Girl GR HY THE 8 18 16 8 B ROCKS  3/8/43 104 NON § 13

4} Lattimere has g SSY chance of Picking Pockets, and ¢ 60X chance of Neving Silently,

(2) If bear hits a single victim with both paw attacks en the same melee rownd {mr), he will alse hug for
additional domage avtematically,

(3) Constables’ battlegxes have sharpness giving a bones of +1 to the wielder’s hit grob.

(4) Whip can be wsed te try and tangle the legs of o foe; if successful, foe will be tripped and en the
round for 1D& wr, Any fumble by the foreman will result in his own legs being tangled.

(5) Ghen foced with serievs probles, foreman will drop whip, ensling shield, and draw shertsword.

¢¢) Magical weapon described in tncounter 13, 4 _

(7} Each dog bites a single foe D3 times in each wr, Dogs will attack enly in self-defense,

{8) Deralak ic c master ef two-weapon technique; he may strike with both weapens in o single mr with no
penalty te hit preb of either weapon.
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GM NOTES FOR TERRAIN: CLEAR

Generally speqking, the section of stream presented on this
terrain map 1s abeut 2 -1/2 t0 5 feet deep; the currents are
relatively calm here, and the bottom is fﬂirlg level, HMear point
A, there is a steep drop-off; the depth of the water exceeds {{’
in this immedinte area, At the ford (onnt B}, the water is
gquite challow (8" te 27), permitting travelers and Wogons to pass
through at {/4 normal speed. If charncters become engaged in
combat while in the water, they fight at a =3 te their ysval hit
prebability, After the first pair of trees south of the ford
{point [}, the ground slepes downward, causing the cerrent to
pick up speed. If characters enter this portien of the river
noving rapidly, they must make a REF soving rell to keep their
balance, If players at either point A or L are thrown
ynderwater, and do not know hew to swim, they will take {06 of
water inhalation damage per melee round {armor does not absorb)
entil they are rescued or reach a shaliow area. Points Band C
are readily noticeable to anyone who walks the length of the
stream fed on this nqg (90% identificationi, while the deegenin
of the pool is difficult to observe from land (5% chance, 901 i
someone swins through the area),

At this peint along the stream, the players can see the remains
of o beaver dam (sticks, med, and asserted refuse). Several
peisonous water snakes now make their home in this mire. If this
ared ic somehow disturbed by the thieves er the caravan kempers,
there 15 a 401 chance that 1D4 cnakes will investigate. Snokes
have 20 HTK and an EAC of 5; they bite twice per melee round,
HACO = 7, doing {D4 damage. They also inject a Level & psisen on
each successful strike (nake STH suvin? roll te take 1/2 damage),
There is aq 20% chance that this feature will be neticed by the
thieves 1f they spend a substantinl amount of time in this area
ef the map,

The bushes in this area contain golden flowering berries that
have known medicingl valve, There are enough berries to brew {2

ortions of a herb tea; each vse will cure 106 hits, A Master of

st Aid has o 0% chance of recognizing the wvaluve of the
berries, and a chargcter with nermal training in first a:d has q
25% chance; all other characters have only a 10% chence of
identifving their use.

This tree contains a large hollow area in the base that can be
used 0s a sterage Eluce for small items of collected booty, This
Yamdunnl T oma il mnéirankhla &a Amu manum mabimne P An wead
sQNGAGTE 1S l:ﬂdaxy ROVICE004E 19 any grovp nu%‘uug 4an erganiied

search of the area (797 chance).

Here, a siaple stone marker (uninscribed) sits atep some
obviousiy recemt spadework., It is a gravestone, covering the

decnyin? skeletong ef two human-sized creatures, and nothing
more, There is a S0% chance that o character unlkxﬁq neardy wil

netice the grovesite,
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G NTES FOR TERRALN; FUREST

General netes on visibility in  this terraun: For the mest part
this segment of the map =hould be treated ns heavily forested, A
character at ground level in a hex awny from the road wiil only
be able ta see about T hexes in any direction: visihility is
dosbled if the character 15 up in _a tree or glengside the rnad,
A character alse recesves @ 257 bonus to his normol Hide in
Shadews chances while in these deeper woods. A chargcter
standing on  the s<outh ridge of the map  (a) can see the entire
seuthern fark of the rond, and part woy up the other tus forks,
A character on the lower level of the north ridge (b) can see the
entire roadway aloeng that side of the ridge; at higher levels,
they can observe the entire map aren. However, movement along
the wpper levels of the pidge is made at Mountainous Terrain
rates {see Chapter 2'. These restrictions on line of sight
should b2 described to  the players whenever they enter @
different coteqorg of terrnin; un?x{ they experience it, however,
they will have only a vague idea of thesr limitations,

Thece nrens are filled with dense, sneven underbrush, brambles,
and  jagged rock, Movement is these areas [s cut te {2 reqular
rates  (rounded down); 1f choracters should ron into these areas
they must moke a CoN saving rell to  mointain their speed and
balance, If thay $all, they take {DY of damage. Characters
hiding in these s<ections peCeive an nddxtinnuf 152 to their
chances eof Hiding in Cover, If the characters reconnoiter these
areas there 15 a 70L chance they will take note of these
feateres,

There 13 a reasonably well-concealed hole _in the ground here,
covered by loose branches and other debris. The hole was a cache
of ctolen qoeds left by another group of thieves that used to
frequent this area (now doing time in the lecal jail), Tnere are
a nupber af small items still cencealed here - q rosewsad music
bex in o velvet case (woerth 1000 GP), 0 purse filled with gems
(700 GPY and a good set of crockervy (1b placesettings, worth
1680 G total), There ic n 201 chance tnat the latter [tems have
been partially destreved, Characters have anly a S% chance of
noticing this hiding ploce dering a qeneru¥ search of the
serreunding area,

A relotively open patch of ground, filled with low veqetatioen
covered with bluve and silver belf~shqped flowers, These are
Hell’s Yells - moving through them will zet off @ loud ciamer of
ringing, that will alert almest anvene 1n the vicinite to the
resence  of the offender, Characters with sutdeor =kills

tracking, trapping) will have a 38% chance of recognizing these
lﬁttle nuisances; all other characters will have oniv o 5%
chance,
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G NOTES FOR TERRAIN: MOUNTAIN

General terpain Descriptien: There is ne real road on this map -
Just a0 comewhat traveled expanse of open aren between Two
cliffcides., The cliff at the westera end of the wap isn
virtyaily sheer drop of over S887; the waterfnll at the top comes
at the end of a swiftly flowing rivelet. The nertheastern face
is a more gradval incline; treat as normal mountain terrain for
movement purpeses, Port of the way up the mountainside stands
the ruins of an gnclent tower,

The Tower: The tower ctands S0’ feet high, even in 11s cyrrent
state of disrepair. A set of winding steps (partially obscured
by fallen rock) lead to the tap, which has been outfitted with
nissile tuprets, The steps, if cleared, are not dangerous;
however, the flosring of the tower i weakened with age, q
there 15 a 8% chance per person that the flser will collapse if
the tower area is entered (thus if a ten persen party ascended,
the strectere wowld certninly collapse around them, From the
tover unntqge, (] glayer can track the approach of other travelers
well beyond the boundaries of this map; bowmen statisned on the
tover will receive o +5 bonus to their effective armor class for
effective concealment of most of their Bodies,

The Cave: At the hnse of the tauer, there ig n gaping hele that
leads inte the bowels of the mountain, The cave within is
spaciovs, and cowld serve as a hideout for a substantinl amount
of heisted carge. Indeed, many others have used the area for
such gurposes in the past, and there is much debris lying about
(thowgh nothing of real valve). There are also an abundance of
wild mushrooms 9row;ng in the cave; they are nildl* peisenous if
eaten (Level 2 of poison for each mushroon eaten, STH saving roll
for 1/2 dnmage.)

Words have been carved inte the face of this rock outcropglnq -
*Watch out for Steber®. This, while a vseful sentiment, has no
relevance to the play of this scenarie,

In this areq, recks form o natural overhang concealing a 57 deep
crevasse suitable as a storage aren for booty of a temperary
hiding place for g single individual, 1t takes 2 melee rounds to
enter” or exit this crevasse, There is a 20X chance that this
area can be located during o general search of the hillside,
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LANDARKS DN THE STREET OF SILK VELLS
ai THE TROUBLED TROUBADOR

b} KARKI’S SWEETS AND FLOWERS
c) BURGALLO’S APOTHECARY

d) HELIGOR’S

e) HETTINA'S

£ MAKA ROSA’S ROOMING HOUSE
g7 THE BLUE LANTERN

h)  ENOS? LIVERY AND SHITHY

1) THE FOX AND GOOSE

i1 WENCHES' WALK

k) THE RED ROOSTER

1) HEAVEN’S GATE

#)  AVRODEL’S WINE SHOP

ny  THE BLACK WHIP

o) THE MUSTARD AND FENNEL

p}  AMBROSIA

q) THE PERFUMED GARDEN

rY  MADAME RUTH’S

s)  THE SILKEN CHAIN

+)  POTIPHAR?’S HOUSE

u)  NORDECAI HEALER’S HOUSE AND SURGERY
v) THE LOVER'S NOT

w)  THE VIRGIN?S FLUTE

1) VARIOUS RODMING HOUSES OF
LITTLE DIRECT CONSEQUENCE

o) FROD’S THEATER
1) THE BLUE HARPER






LANDHARKS ON WAGLL STREET

a)  MYSTIC VALLEY TAVERN AND INM
) GROUNDSKEEPER'S COTTAGE

c) PUBLIC SQUARE

d) YE APOTHECARY SHOPPE

e} MAGIC BOOKS AMD SCROLLS

f) FARSPEAKER'S

g} THE PENTACLE

h)  EYE OF NEWT

J} ILLUSIONISTS® PARK

k) GUILD OF MAGES

1) THE COLLEGE OF MYSTIC ARTS
s> THE SCRIBES’ GUILD

n) THE INVISIBLE 5HOP

o) THE ENCHANTERS’ GUILD

p? R, THOR GOFREE
~* TALENT SCOUT

Q) PIPER’S

*) THE HOUSE OF ILLUSIONS
c) EHPTY SHOP (FERDINAND’S)
t) UMUSUAL PETS

1) HIRE-A-KAGE

v ENCHANTMENTS, LTD.

W) THE HOUSE OF HEALING

1) WEAVER’S PLUS

y) HECATE’S CIRCLE

1) HOUSE AND GARDEN OF
THADDEUS CHISELWICK

an) HOME OF COLCHESTER TIBBIT
bb) HOME OF ARTEMUS FARADAY
cc) RISCELLANEQUS SHOPS

4d) PRIVATE RESIDENCES
OF VARIOUS 4AGES

o3
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Entrance and Displavs

Sales Counter and Displays of Valued [tems
Heligqor?s *office"

fizzistants! living areq

Assistants’ sleeping guarters

Familnls living aren

Back entrance and staurs

Bedroom for Marisso and her brother
Redroon for Heligor and Marushke
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GANESHASTER’S DIAGRAN - NAGIC BODKS & SCROLLS
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Entrance and Windew Displays
Customer Service Area
Alarken’s Office

Pacsageway to Scribes’ Workrooms ana Library
Central Passageway

kear Entrance

Junsor Scribes? Dffice
Senior Scribes’ Office

The Library

Supply Reow and Storage Area
The Vault
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SIRLETS TRAVELED BY THE COURIERS
{.)  NORTHGATE STREET

2. STREET OF CARAVANS

3.)  TRADE ISLAND

4.)  GAMEOL STREET

5.0 PLAZA OF TROUEADORS
6.)  STREET OF SILK VEILS
7.)  ROUGE STREET

8.)  MAGIC STREET

9.0 DWARRON SQUARE

£0.) GLISS STREET

11.) SOUTHBAMK STREET
iia) TRGD DHUM (FOOLS WALK)

12.) BELIEVERS LAME
£3.)  WORTHY STREET

STOPS ON THE COURIERS? ROUTE
n.) HELIGOR’S

b.)Y THE SILVER TRUMPETY
ENCHANTMENTS, LTD,

d4.)  BAGIC BOOKS AND SCROLLS
€.)  MALAKKI JEWELSHITH

f.)  GURODON, CHANDLER

} THE TENP

[m]
-

e

THE ROUTE OF THE COURIERS

Start at NORTHGATE and Jewel STREETS

Seuth en NORTHGATE STREET to STREET OF CARAVANS
Seuthwest on STREET OF CARAVANS

Cross bridge to TRADE ISLAKD

ross bridge along STREET OF CARAVANS
Southeast on GAMBOL STREET

Crocs PLAZA OF TROUBADIRS

Seuth on STREET OF SlLK VEILS

West on ROUGE STR

(4 blecks to Junket)

Northeast to STHEET OF CARAVANS

West to MAGIC STREET

Northuest to DRARROH SQUARE

Cross DWARROW SQUARE te GLISS STREET

Narth on GLISS STREET

Northwest and Southeast on SOUTHBANK STREET
Southeast on TROD DHUM

Southeast on SOUTHBANK STREET

Northeast en STREET OF CARAUANS

Cross bridge to TRADE ISLAN

Cross bridge along STREET OF CARAVANS
Seutheast on BELIEVERS LANE

Northeast on WORTHY STREET

Northuest on NORTHGATE STREET to Jewel Street



APPENDIX

CHARACTER CONVERSION
10 FANTASY SYSTEN WOLES

fhose plu{ers who have had exgerience ysing other
fontasy roele-playing systems may wish to adapt faverite
charac%ers from those systems for use with these
zcenarios, The following instructions identify twe simple
procedures which may be vsed to complete such a character
conversion,

ESTABLISHING
CONSISTENCY
WITH
CHARACTER
REQUISITES
chaws the T hew to
h p}gg .

Tnble A-{ trunslgte the

it was  pessible to construct an overall ryle for
transferring  earned experience between systems, s
follows:

{ EF earned in ADAD =

{ EV earned in CAS =
b6 EP under FANTASY SYSTEM rules

Table A-Z indicates the overall effects of the these rules
on  the comparability of experience levels between the
three svstems,

requisite characteristics ro in o nomber of other TABLE 4-2
u1gely vsed FRP syctems into the ten character requisites
needed in the FANTASY SYSTEM in order to make saving rolls .
against character abilities, i ;
] CLs§ Equivalent | AD & D  Equivalent |
TABLE A-{ ; Leyel F & Vo Level FS :
b Attained Level 1 Attnined  Lewel 3
' HE Jnd and ! 2nd ist
| BT A O
: ] Syntens o th h 1 r '
| antae ther FRP Systes: o ztg 2'2 ; g'g gth :
P System £i8 s 1] o ot vt : t th '
: Spztem A Runequest AD LD T4&T b Z’g ?'g : ;t: 9'2 :
L ETP STR STR 5TR sIP Bt o o8t ! !
o CON DEX DEX Di-X DEX 1 th 8th b 9th 7th :
L RIT DEX DEX BEX DEX ! 10th 2th P10t 8th |
L STH £y CON LU CoN | tith Ptk S L) Bth ;
L DeC VIS INT Wig (T i2th 9th P dath 10th :
. LT INT T INT 17th thrh S () iith '
v TaL INT POW o7 (1 I ath 1ith P 14th 13th i
. Con poy CON LK I i
LAG CHA CHA CHA CHa & ! !
i APP APP CHA CHA CHA
i ¢ RUNEBUEST (R @) o
. Runegiest chargcters gain experience in an entirely
diffeFent  manner. Each tike they successfully wtilize @
TRANSLATING fighting, thieving or other ability during an adventure,
ACCRUED EXPERIENCE they receive an opportunity to learn from this experience
o INTQ and isprove their percentage chances of syccess. As
FANTASY SYSTEM player thieves advance levels in the FANTASY SYSTEM rules,
ADVANCERERT they automatically are assymed te have achieved similar
improvesents in capabilities. Thus, a svstem was devised
#ost of the characters to be converted will have that numerically measvres the progress of o Renequest

participated in previows adventures and gained some
experience in fighting ond thieving skills. This
previoysly accrued experience can be translated into an
equivalent level of advancement in the FANTASY SYSTEM

rYies, s T e
ADUANCED DUNGEONS AND DRAGONS (AD 8 D}
CHIVALRY AND SORCERY (C & §)

Like  the FANTASY GYSTEM, the sets of rules for

Chivalry and Sarfery and™ Advanced Dungeons and Dragens

measure guxned erperience in ferms of experience poinfs;
both systems provide a distinct choracter class for

thieves, with separate rules for earning exnerience. B
these EF ryles with the  FANTASY GSYSTE

RN

time, and translotes that walué IRT3 an

character over
equivalent measure of FANTASY SYSTEM experience, The

Runequest character receives the follewing awards for
gained eiperience in various skill categories!

i point for every SZ impravement to basic
in  the eight thieving ckill arens

SYSTEN:

abilities

neasured in the FANTAS
Locate Trap
Disarn Trap
Pick Locks
Pick Pockets
Hide in Cover
Move Silently
Listen
Climb



4 point for ever¥ 10X improvement 1o basic
abilities in other skills taught by the Thieves’
Guild in the Runequest Rules:
Sence Ambush
Spot Hidden
Jumping
Taste Analysis
Camouf lage .
4 point for every 207 improvement to basic
linguistic abilities in either one’s own or any
other lanquaqes.
{ point for every 20X improvement to bas:c
weapen hit probability,

Sem up the peint totals from these four categories,
and find the equivalent FANTASY SYSTEM experience level:

TABLE A-3

 Total RQ  Eguivalent | Total R &  Equivalent |
v Experience FS ; ExBerience FS !
' aunts Eerr:ence i sints txperlence !
v Accrued tevel 1 Accrued Level |
O . 1=t P 5354 Bth :
‘ 7-13 2nd i b0-66 9th '
v 14423 Jrd P b7-74 10th '
b 24-29 4th i 758 1ith :
b 1e-37 Sth . B2-8° i2th ;
v 3845 bth b 99-9% 13th !
P 452 7th Vo971 f4th

In additien te satisfying this general conversion

Kque te satisfy certain basic

cchemn, Runequest characters
they can attain certain experience

conditiefis” befare
levels:

Before oattaining 4th level, ach
must have 1nqroved its basicTabilities w
weapon by at least 25%,

Before attaining 7th level,
most  have achieved hit prebuﬁxIxtg
gne weapon, and a 58% hit pre
another weapon,
1f these adcitional conditions are not met, the

character weuld be viewed as equivalent to a Ird, 6th, or

14th level FANTASY SYSTEM thief, even if it has gained the

1 Y
£ )

a character
of 78% with
ability with

H tan

g characte
of 90% with
ability with

“attaining 1ith level,
must have achieved a hit probabilit
one weapon, and a 751 hit pre

Before aqttan
another weapon,

TUNNELS aND TROLLS (T & T)

The “"Tunnels and Trells system, although it also uses
acquired experience points as the measuse of character
advancment, has the lenst correspondence with the FANTASY
SYSTEM strecture,  TAT has no Thief class; indeed, 1f
ATKES™ no  recognition of thieving abilities in 'its
considerntion of whether a character can find o secret
deor or epen a locked box. Furthermore, as cheracters
advance levels, they are given the opportunity te increase
their initial requisite” characteristics, which greatly
increases their relative cugubilities in a mixed-systen
universe, Finally, the actuval number of experience points
awarded for o successful combat of  treaqsure-hunting
expedition are much lower than the amounts that weuld bé
awarded under the FANTASY GSYSTEM rules. Censequently, a

mid-level T&T character actually has abilities consistent

1 )
' T&T Level Equivnlent £ § ‘
: Attained Experience Level ;
) 1
E 2nd ard E
! Ird Sth '
! Ath Ath X
! Sth “th !
' bth Gth :
! Tth 9th !
! gth 1ith ,
' 9th 13th !
! 10th {5th :

However, the converted character must alse subtract
any additigns to requisite characteristics he has made ac
a reseit of level advancements he has accemplished. The

reseiting character will be of a far different nature than
the original; the player shoyld carefully consider the
effects of these changes on his game-playing style befere
waking the conversion,



FAMILY BACKGROUND

Die Family Woney P Weapon Troining  Automatic

Pail Social teuel Dice.  /Pip  Trainings Points Trainingsk

NORILITY (E)

991-G10 High Nobility 206 100 b 18 1, 3, 19, 204501

974-990  Nebility 2D6 40 b 16 1, 3, 19, 20800

P04-9'70  Aristocracy 2Dis 25 6 20 1, 3, 19, 20(5D)
BUILY (D) {(al] gquildsmen receive nnster¥ of any 1 skill)

BBI=9T0" Guildmaster 108 89 i 16 19, 28, 31, #

854-848  Geildsman {610 25 i 12 19,20, M, #

HERCANTILE (D)

817-351"""KeFchant 2hif S0 2 2l {9, 204500, 31, #

701-800  Shopkeeper ipto 20 2 i2 19, 20¢50%), 31, +

YEOHANRY (R)

5%I=7ﬁﬁ"'7eonan 2D6 20 3 8 26, 194407), 20(50%), 31(20%), +2
551-6040  Landed Peqcant 106 2 2 b 26, 190207), 20(502), J1(40%), +2
154-550  Peasant 1010 19 2 ] 26, $90401), 20¢500), 31(400), «2
RABELE (f)

T3-1507" Freedman 1bi00 { 2 5, 190207), 20¢50%), 31(8Y), +2
121-130  Gypsy i S 2 0 41, 42, 38407, 42

BHi-120  Serf idé 5 i s I, 04

(X The numhers in this column correspond to the numbers ascigned to each of the
yarieys trQLnina flelds; percentages in ?urentheses indicate the chence of having
the training; do not check for Writing (4201 wnless Reading [#19]1 has been given

or  succeszfully rolled for; *+* indicates fields [not pointsl that may be freely
thesen from the applicable social listings.)

BONUSES AND PENALTIES FOR REQUISITES

Strength Co-ordination Reflexes Intelliaence Strength Co-ordination Reflexes Intelligence

Range  Damage Hit Prob Dodge to E Range  Dnnmage Hit Prob Dodge to E
-i- ~3D10 -1f -7 -96% 20 +{D12 +3 +3 +20%

0 -1D6 -4 -4 -90% 24 +208 +4 +4 +254

! -208 -k -4 -75% V22 +2D10 +4 +4 +33%

2 -1042 -4 -3 =502 v 23 +2B12 5 +5 +507

3 -1D10 ~4 -3 -33% v 24 +303 +h +5 +751

4 -1D6 -3 -2 -20% 28 +4D4 +7 +6 x2

a -iD4 -z -1 -10% c1 26 +3D10 +8 +h

) -{b2 -4 -5% vy 27 +408 +9 +7
7-132 v 128 +3D12

14 +1D4 H 19 +6D6

15 +1h2 + + +5% Py 30 +4D41

1A +1D4 + + +51 A +4D12

17 +1Db 2 +2 +18% T 1 +708

pti] +108 +2 +2 +H0L 33 +5D12

9 +1D48 +3 +3 +H51 b

TRAINING OPPORTUNITIES

Bre 3 or firom from from from froum from fram {8 &
Roil less A A7 49 e 1t 1445 16217 guer
i f 1 8 i 2 3 4 5 f
? 0 0 i 2 3 4 5 b 7
1 0 0 ) 3 4 5 b 7 g
4 8 i 3 4 5 b 7 3 9
5 B 4 2 5 b 7 8 9 i0
] { 2 4 b 7 g 9 il 12
7 { 3 5 7 a 9 10 12 i4
B 2 4 b 8 g 1] 12 14 16
9 3 4 7 9 il i2 14 ib 18
10 4 b 8 10 i2 14 16 18 20
it 4 ! 9 i1 14 14 i8 20 23
{2 5 7 10 {2 15 19 20 a3 ab
3 5 8 I8 14 ib 20 2 25 3t
14 b 9 i2 19 14 20 24 24 35

B-4



TRAINING FIELDS

———————— o= s o o o

NORILITY SKILLS
HERIART ~TTTT
Oratory
Horsemanship

GUILD SKILLS
Complex Hechanics
Carpetry
Glasshlowing
Jewellery

Car tegraphy
Architecture
Fine Armory

HERCANTILE SKILLS
Dyeing
Tailoring
Perfumery
quligrqphg_
Silversmithing
{Goldsmithing)
Cuptulncz
Locksmithy

Raokkeonina
agxkaeping

e Lo X2o

feading
¥riting
Tanntng
Blacksmithry
Armory
Tracking
Hesbandry
Rowry
Fletching
Coopery
Mogistracy

RABBLE SKILLS

Cyphering
Cooking
Netting
Weaving
Service
Trapping
Swimming
{Diving)
Mountaineering
Brewery
Entertaining
Music
First Aid
Teaching

EXPERIENCE POINT AWARDS

Ep NPCs
er by
1t experience
_dealt level
b GREEN
9 INTERMEDIATE
14 VETERAN
21 ELITE
K { R

Honsters
by
total
HTK

21-50

54-99

94-175
175

RACIAL ADJUSTHENTS

1
}
t
t

RACE StX  STR CDN REF STM DSC INT TAL MGR MAG 4PP
Human A
foi -4+ +t # H ! +2
Dwarf o HTTTHR - ¥
f =2+ # +] = S S B
ReBEIT™ ROTTTRRTTTRITTTRT AL TR SRTTTRITTTRITTTHL
| s T +3 -4 ¥ -3 43
ETF, "2uTvan R WS S S R S | ¥R
£ -4 4+ 42 + +2__ -t 44
EIf; €Irdar CRENHE A 5 S 3 ) U)W S SR - S W
£ -5+t o2 1 44
ETf "nolder CHREE-HE S U S B A ¥ +3
f 1 -5 44 42 -2 -2 +1 45
RATF=EIT AT T - TH
_____ L T T L U T 5 | -4 +3
Centaur ; 4] +§ +§ Ho=i-2 - —g
e 42 43 42 -2 - -2 -+
PrRTe=-" F-+-24 e B st A
f 1 -b th =S -4 -3+ th =k 3
Grc PR S SRS S A D<A S S S
f 1 -8 +3 -3 -2 -3 -3 -5
Fik-Ral AR S S S e A A 3 B S |
£t I e S - -4
RaTF=are w1 H HETTETTE T RS
f -3 i+ = U -2 -t
G170 R " SR & U 3 S S RN S - A S
70 -5 42 42 -4 -4 -4 + 4 -5 -2
GahIin A S TSR T
fol-4 2 42 # 43 +h -2 -5 -
PACTAL AND REQUISITE THIEVING BONUSES
Intellrgent Sense Pick  Locate Disarw Pick Silent Shadew Climb Hear
_ Race Traps_lLocks_Traps_ Trops_ Pocket Motion Hide (107) Naize
Hunan
lruk Hoi
Half-Orc
Dyar§ £330 +5% 0 #1401 4451 97 +5)
Hobthat +10% 451 +5% 451 4251 +29% +0%
Eluen X ML +SK
Haif-y1f 51 +5%
Orc 57 +10% +40%
Centaur +0% +51 -10%  -20%7 997 +10%
Hobotu +51 +HB8L  +15% 415 +20%
Pixie +#0%  -20%  -35%  -20%  #S% +15% -40%  +20%
K307 MY
Geblin HOL 0% 45% #4101 HBL  +1S%  +iS%  45%
Keguisite  Talent faord Coord_ Dizc  Coord Coord Keflex Reflex
ITaFTESE KL YN Y AR F A Y AT | AN 1 Y A AR
4-5 0% =20 -30% 0 20 -20%1 20t -i0%
é—%o -0 -10% -15% -10% -18% -10% -5
3-i4 +2% +51 +5% 51 X
15 +4% +51 LSV VAR SV A
i4 +5% +10% +EZ #57  45L 451 +3%
f + Y 4 +6 + + + +
ia AN L RGN () B I B
19 107 107 +1SL 4107 +10% H1SE 0 151 7
Rl #H2% #00 +201  +10% #1517 457 «{SL +9%
24 €497 351 +20% #1510 #15L  #201 +20%  #44X
22 #1810 157 +25%  +45L +20%  +25% 4251 +i3%
2 4224 +20% #3207 +20%  +25% +30% 4301 +4S%
24 270 +2SL 407 4251 +30% +3SL 4351 +20%
25 or mare  +35% 4301 4501 4307 4351 +40% 4401 4251
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THE STORE OF NANY BARGAING
WEAPONS
SHORTSWORD 25 GP BATTLEAXE, 1-BLADE 20 6P STAFF SLING 4GP
RAPIER b GP BATTLEAXE, 2-BLADE [i] 35 GP ROLO S GP
BROADSWORD 35 GP CUDGEL i GP SHORT BOW 30 6P
BAGGER g GP CLUE i GP HORSE RON 35 GP
STILETIO 7 GP CLUB, BRASS BOUND (2] 5 GP LONG BOW 40 GP
POINIARD 10 &P CLUB, SPIKED [3] 2 GP LIGHT CROSSBOW 50 GP
MAIN GAUCHE 15 GP MACE 20 6P COMPOSITE BOW 100 &
BOW1E RLADE 40 6P MACE, SPIKED HEAD [3] 0GP BLOWGUN iGP
THROWING KNIFE 8 GF SHALL WAR HAMMER a5 GP NET 8 6P
HAND AXE 8 GP THROWING HAMMER 20 GP
THROWING AXE {5 GP SLING 2 6p
WEAPONS ACCESSORIES

ARROW, STEEL HEAD 3 5P BLOWGUN DARTS (EAG OF 50) 3GP SHOULDER BELY 2 GP
ARROM,; SILVER HEAD 04) 25 §° BON CASE, WOOD a &p KNIFE BELT (HOLDS &) 2 6P
#RROW, FIRE [4] { GP BOW CASE, LEATHER 2 6P SCABBARD, LEATHER 2 GpP
ARROW, FIREROMR [S] 8 6P QUIVER (ROLDS 40 ARROMS) 25 5P SCABRARD, METAL 20 GP
CROSSH0M QUARREL , STEEL 2 GP ROWSTRING {5 o SHEATH, LEATHER i GP
QUARREL, SILVER-TIPPED 141 10 GP QUARREL BELT CASE (HOLDS 30) & &P SHEATH, HETAL 5GP
SLING STONES (POUCH OF 18} i GP CROSSBOWSTRING 25 &P
THROWIREG DART t 6P SKORD BELT 2 &P

[1) If first attespt te hit misses, receives chance to hit on return swing in same melee round,

[2) If not brass-bound, club has 257 chance of shattering en each successful blew,

[3] Spikes add 1D3 te nermal weapon damage. )

{41 These specinl missiles do normal amounts of damage, but may be necessary to affect certain types of

creatures (trolls, vampires, etc.)
{Si On do hit, firebenh does {08 of damage that welee round, and 208 of damage in the succeeding melee
reund.
ARMOR AND ACCESSORIES

CHATN SIGT 508 GP RUILTED SUIT G GP SHALL SHIELDSX
CHAIN SHIRT 208 &P GUILTED SHIRT 3 GP LEATHER S GP
CHAIN PANTS 250 GP QUILTED ACCESSORIES 3G DAKEN 3 6P
CHAIN ACCESSORIES 100 &P STEEL 25 GP
LEATHER SUTT 60 GP NORMAN HELH 10 GF LARGE SHIELDSK
LEATHER SHIRT 25 6P LEATHER HELM 7 6P LEATHER 8 &GP
I.EATHER SKIRT 15 GP QUILTED COIF 2 6P OAKEN 5GP
LEATHER ACCESSORIES 25 GP STHEEL 35 GP

% Shields of the twe sizes may abserb upprogriqte amctnts of damage according to the material of which

they are made. When this damnge has been gbsorbed, the shield is considered destroyed, and vseless as

far %s any benus to armer class’is concerned. Leather absarbs 12 and 20, oaken 20 and 30, and steel 35

and 490,

MUUNTS
(The prices below are for unbroken, uoernge 8uqllty horses; for poer quality, subtract S58%; for
geod quality, ndd 100X; for excellent, add 200%; for superﬁ, add 400%.)

LIGHT HORSE 40 GP HEAVY HORSE 150 GP
MEDIUM HORSE 80 P SUPERHEAVY HORSE 350 GP
EQUIPHENT AND TRAINING
SADDLE 25 GF BREAKING TO SADDLE (takes i week) 35 6P
PACK SADDLE i0 P BASIC TRAINING (takes 1 month) 100 GP
. TACK ig GP GOOD TRAINING (taokes b months) 500 GP
. SADDLEBAGS iS5 &GP COMBAT TRALNING (takes 2 years) 2500 GP

BOARDING (one week) Mormal care 5 6P (A1l training requires payment of boarding
Guality care 15 GP costs, for whatever period of time.)
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THE STORE (cent.}

MALLET (workman’s hammer) ({1 2 GP
BELT KNIFE (1) 1GP
HATCHET (1) 16 GP
WOODSKAN’S AXE (1] 12 GP
SPIKES. IRON (§ dezen) 2 &P
KARBLES, CLAY (bag of 50) 8 5P
MARBLES, GLASS (bag of 20) S GP
CALTROPS, SHALL (baq of 30) 3 €p
CALTROPS, LARGE (bag of 10) S GP
SALVE (S applications) 12) S0 6P
OPIUM (5 uses) 1S4 GP
BANDAGES (for 20 wounds) 4 5p
SPLINTS (for 10 limbs) S SP
NEEDLES (packet of 10) i GP
THREAD (sgool, 180 yards) 2 6P
HEMLOCK (3 ounce, level 32) 250 GP
SCORP10ON VENDM
(174 ounce, level 20) 4]

RELLADONNA {1 bunch, level 8) {0 GP
TORCH (lasts 2 hours) i CpP
CANDLE (lasts § hour) I CP
CANDLE (Eﬁsgs 8 haur?) ) 2 sF
pgkAFFYE (é p33R§ebfoEE§ 18 EB

EQUIPHENT
LANTERN, CANDLE 8 GP
LANTERN, OIL
{1/2 haur per ounce) {2 6P
CANTEEN (1 quart) 4 6P
BACKPACK, CANVAS (25 peunds) GP

2
) 3
BACKPACK, LEATHER (40 gounds) agp
SACK, SHALL (10 pounds ?

3

SACK, MEDIUM (40 pounds) GP
SACK, LARGE (100 pounds) 2 6P
RELT POUCH i GP
MONEY BELT 3 6P
KIRROR, STEEL 5GP
MIRROR, SILVER 15 6P
ROPE, AEMPEN (S0 feet) [3) 1 GP
KOPE, ELVEN (50 feet) (3] 5GP
KOPE, SILKEN (20 feet) {3] 10 GP
CHAIN (per foet) 2 6P
GRAPPLING HOOK B GP
FIRE KIT 1 GP
LIGUID SKIN (2 quarts) 1 6P
(2 gailens) 2 GP
PUP}EiT {Z perso?) 30 &P
r
67 foepiersen o B

BLANKET, WOOL I Gp
SLEEPING BAG, WOOL {2 GP
SLEEPING BAG, FUR-LINED 49 GP
CANPSTOVE 1S G
RACK and SPIT & GP
KETTLE, COPPER (3 gallens) S 6P
POT, IKON (2 quarts) §
Set of UTENSILS 2
CARVING KNIVES {S
VIAL, GLASS (1 ounce) 2
BOTTLE, GLASS (8 sunce) 4
2 ounce) 8
CONTAINER, LEATHER (6 ounce) &
(32 ounce) §
FLAGON, METAL (32 ounce) 1S
CORKS (20 asserted sizes) 3
COFFER (1.5 cubic foeot) [4] 4
(3.0 cubic foot) (4] 8 &P
CHEST (16,0 cubic feet) [4] 20 6P
SCROLL CASE, LEATHER
{halds 2 scrells) 4 Gp
SCROLL gﬁtkq "
5
nustPAL TndTaiRERTS® s N

[1) These items are not designed to be used as weapons; if they are so wsed in an emergency, apply a
.. penalty of 4 to the normal HACO for that type of jtem. )
{21 One application will relieve {D4 goxnts of non-critical domage, including damage from burns.

131 Breakage chances:
er use

: hempen rope -
cunvlative, silken rope - {

chance on any given vse,

X ger vse, cumulative (on 10th use, chance 15 30X), elven rope - {7

14] gly additiongl costs £t GM's discretion) for locks, traps, binding, etc,

{151 6

5 discretion, depending on type desired (bagpipes should cost a skall fartune),

CLOTHING
SUMMER WEAR 2 GP SANDALS {1 GP
WINTER GEAR S G¥ BOOTS, SOFT 5GP
DESERT GEAR ig G WORK 4 GP
COLD LANDS GEAR 25 GP MOUNTAINEERING B GP .
CLOAK, WOOLEN 10 GP HAR {5 GP
YELVET 100 GP BOLTS OF CLOTH (4 yard wide, 20
FIR-L INED 75 P bs 10 thé Bo1n) t
FUR 150 GP -HO0L bGP
UELVET & FUR 200 GP ~COTTON {8 GP
GLOVLS, WOOLEN 2 GP -GATIN 50 GP
LLATHER b G -VELVET 288 G
FUR-LINED 8 GP -8ILK 358 6P
FODDSTUFFS
FLOUR €20 pound sack) 4GP HERRS, DRIED (1 pound) 20 GP
ONIONS €28 paund sack) { GP PEPPER (1 cunce) 75 GP
DRIED REANS (10 pound sack) i GP SALT, ROCK (1 cunce) 3 GP
LENTILS (10 pound snck) { GP SUGAﬁ, BRONN (1 eunce) 6 GP
BREAD, DARK (1 pound lsaf) jcp WHITE {1 ounce) 1o GP
WHITE {1 peund leaf) 2 5P HONEY (1 pint) 4GP
VEGETABLES, DRIED (25 pound sack) i0 GP GARLIC (1 clove) i GP
FRUITS, DRIED (10 gound sack) $0 GP BRANDY (1 quart) S0+ GP
GAUSAGE SHOKED (10 pounds) 2 6P WHISKEY (1 quart) 75+ GF
HAK, SHOKED (1S pounds) 8 GP WINE (1 quart) i+ GP
TACON, SIDE (20 pounds) 4Gp TEA (40 cups worth) 20 GP
HEAT, SALTED (25 peunds) 6 GP COFFEE (20 cups worth) 25 GP
FISH, SALTED (10 peunds) 3 6P LINE JUICE (1 ?uurt) 40 GP
CHEESE (30 pound wheel) 10 GF IRON RATIONS ({ meal) i GP
HARDYACK (18 pounds) { GP TRAVELER’S RATIONS (i meal) 7 5P
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WEAPONS SPECIFICATIONS

Clese Wenpons Rasic Kinimum
Hit Preb Damage Requirements
O 0 e e b TS K RED e NOLES
Dagger {1 104 Db - 9
Inifex 11 {D4 DS - 8 -
Stilette {0 103 1D4 - i1 - q
Poiniard 10 DS D8 - 9 -
Bowie Hladex 8 D8 1010 6 13 1 b
Aain Gouche 9 D6 108 s 13 9 c
Shortsword 9 D6 {08 5 - -
Rapier 7 {18 1012 3 43 143
¥roadswerd 8 Mg 26 7 % -
Hand Axe 9 D6 ipg8 I - -
Cudqet 8 D3 D4 - - -
Mace 8 iD4 1048 - -
Hammert 9 {4 108 7 - -
Ranged Weapons Basic Hininum fange Limits
- Hit Prab Damage Regquirenents {in feet)
Weupe U0 oo bl M b D NO00OY, Expert  STR GO REE. . n o SROY, Medivm, Long | Notes,
Short How 9 9/13 {6 D6 s - - 60 150 380
Hopco lMau &/ 8/43 ibs D& 8 - - 60 480 AR
Long How . 4/ 8/1% D6 1D6 g - - 108 250 640
SlingCwith windup) 3/ 8/13 D4 Db - 13 - S0 {00 250
Gling(fint) 2/4 8/43/17 1D4 Db 8 11 - 3 &0 90
Enifex /2 5/ 9/14 D4 1D4 - 8 - 3 75 1A
Bowie Blodex 4/42/17 iD4 D4 6 13 1t 10 6l 90 d
Hand Azed 6/11/15 Db D5 I - - is 45 90
Howmper & 5/ 9/43 1D4 1D4 7 - - 15 Se 128 e
/A T IR I B
oomengn i i ;
Net 15% I B/ -/ - %unqle - 1 - ] - - !
BLOWGUD 375 o smwinnint A 82 il Be snsmsssmammnmms e mnss s n b n b s e o e msie
Notes: (Weapens marked ¥ can be used as either a close weapon or a ranged weapen; nete,
hawever, that if a weapen is vsed in ranged combat on a given melee round (mr),
1t will be virtually impossible to use it fer close combat on subsequent ar,)
g) Expert has +2 to hit prob
b) Expert has +2 te both hit preb and defense
c) Expert has +2 to defense
d) User has 42 for criticals
e) Expert has +3 to hit prob
£i User na; elect to tangle
g (CO+400Z return if mMiss
HITS 10 KILL SPECIALS FOP ROLLED 187S

UIiE ROLL  EFFECT
797725 R Chinge
726-%04 +1 to Characteristic

TOTAL
SIRENGTHYSTAMINA  HWIT DIE
71 ST

11-19 Db 901-975 +2 to Characteristic

20-29 D8 975-995 +3 to Characteristic

30-3% Dil 9956-000 +3 a3 above

J6-45 Di2+04 4 roll agnin
45 or more D20
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MOVEMENT RATES

ENCOUNTER SCALE MOVEMENT FACTORS MELEE SCALE MOVEMENT FACTORS
{In Rexes per forn)¥ Tin"S7 hexes per turn)
Armer worn Armor worn
Race =)L0  LTH CHN SCA PLT Race ‘ L0 LTH CHN SCA PLT
T AuMdn, Elven, Orcish g 8 & 9 3
Human, Elven, Orcish 3 2 %3 w2 | Duarven 7 6 S5 4 3
Dwarven S/2 5/3 3/2 43 ° Hebbit, Kobeld b s 3 2 4
Hobbit, Kebeld 2 32 i 23 in Pixie f o8 42 ¢ 0 0
Pixie f & 3 /8 ¢ 0 w5 4 2 ¢t i
w 32 i 1/2 {/8 /8 Centaur, ¥iding Animal {8 46 12 8 &5
Centaur, Riding Animal bt S 3 5/2 32 Draft Horse, Nule 2 8 N K N
Draft Herse, Hule 4 4 ¥ N N ,
EFFECTS ON EMF RATES FOR:
¥{tor fractional EMFs, use the specified pattern, and TYPE OF TERRAIN 2-LEGGED  4-LEGGED  FLYING
repeat each set of turns: FoughTniTly rockz) 72 374 NE
/ sve 3, then 2; 4+ T PE 0F TERRAL 2-L EGGED 4-&§GGED F
/ ove 2,1,2; Heavily Wonded NE 1/2 NAL2]
372 Meve 2,1, River (nt ford) 172 3/4 NE
4/3  Move 1,2,1; River (ne ford) 1/4 i/4 NE
2/3  Move 1,08,1; .
172 Meve 1,0 Key: 1/2,3/4,etc,~ fraction of normal EMF permitted,
1/8  Hove 0,0,8,8,1,0,0,0) NE - Mo Effect

NA - Movement thry this terrain not permitted,
[1] Burros are exempted from this restriction;
nay move i hex/turn,
[2] Pixies are exempted from this restriction;
nay meve at 3/4 normal rate

CRITICAL HITS AMD FUMBLES

CRITICAL HITS

DAMAGE
DIE ROLL  TYPE OF WOUND HULTIPLIER OTHER EFFECTS

Key: HP = Hit Probability
| Movement Allowance
Mr = Melee Round

I Knocked Breathless { Stunned 104 a0 !
2 Limb Damaged 1.5 If ueugon arn HP -4; !
if e?, Hh 172 !
3 Limb Broken 2 Linb useless ,
4 Internal Injury 1.5 HP -2 _ :
5 Massive Internal 2.5 Hake STH saving roll or '
Injuries unconscious from shock

) Gash i Lese § pt of 5TH every 2 ’
nr from bloed less :

7 Severe Gash 1.5 Lose 2 pts STH each w
from blood loss ;
8 Instant Death i0 Foe dies at end of ar '
FUMBLES ;
DIE ROLL  TYPE OF FUMBLE EFFECTS .
[ Drop Weapon Takes [ ar to retrieve '
2 Break Weapaen Must draw new weapon (takes { mr) :
3 Hit Ally Roll to ?13 as for oggonent‘ ?o !
norwal damage if Sbccessful, ;
4 Hit Self Autematic hit; roll normal damage i
E] Stunble Lose next wr regaining balance :
b Fnil Lose 104 #r getting ep ;
7 Sprain Ankle Reduce MA by -2 ]
8 Dislecate Sheulder HP -2 S
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THIEVES? GUILD CHARACTER SHEET

!
!
H

: Player: g
§61qss; Thief Levelt __ER 4/~ §
Eﬂqae Race: WFE Tribe: é
Hits to Kill sided die):______ Secial Status: §
grnr?une. &P, S, Cy, Gens, worth g
ERequxsite Rolled Adjusted Effective Weapons Basic Fields f
; (3D6) _ fer Wnce _ (Armor) Trained In of Training ;
?SVFength N - H ; v
éCoordlnnflon - - § f i
€Pe¥Iexes - - é E g
é?funxnu - - % é %
gﬁxscretxon _ - é é §
EInfellxgence - i é g §
éTqun1 - _ g E g
gﬁnqxc ResisTance - - é é f
EHanetxsn - - é é §
éﬁppeurunce _ - 3 5 é
gHit Prob Romws:____ Aruer Hits Pe} Blow: to Hoximem: §
Eﬂissiles Bonus: Shield: Helnm: Damage to Armor: §
gnunnqe Bonus: +/-___ y Alrmor] Cllass): g
éDodqe Bomus: +/- ta A€ (natural) /- to AL {effective) g
; Weapon HACO CHP Danage Ranges Notes §
| Thieving Abilities 5
; - Racial Requizite Leyel Total Hotes f
i tensing Traps 1+ 1+ ___ 1= 4 g
! pening Locks T 14 Y= 7 :
g Lecating Treps 1+ i+ i= 4 é
; Bisarming Traps 1+ i+ 1= % f
; Picking Pockets i+ 1+ 1= [ %
| Having Silently 14 14 1= 1 :
i Hiding in Shadoews er Cover At 1+ is= i g
| Clinbing Surfaces 1+ 1+ 1= % §
g Hearing Noyse 1+ R %= 4 é
Peraission te photocopy £t



e ———.

—y

e

-

S

Permission 10 photecepy

¢-2



GAMELORDS, LTD.

1981

CATALOG

CURRENTLY AVAILABLE

Thieves' Guild --

The first adventure series devoted to thief
characters in fantasy role-playing: 128 pages of rules
and robbery; scenarios bound to prove that sometimes

it's more fun to play the bad guys!!

Thieves' Guild II --

The Tombs of Shale-Chuun: a foray into the treasure
filled (and decidedly deadly - no pun intended) valley
of the pead. Or try out 10 new highwaymen encounters,
and the expanded combat rules first.

Thieves' Guild III --
The Duke's dress ball,

N I it atsan Fan
forged invitation for

and the TJower of the Mage:
2

o~ o~ e N Y-S e 1 - Y P e
use a ryes a chance to 1ive FTaUULIOoUS

jewelry from the necks of dowager nobility, or accept a
mission from the Guild to steal an item (a special one)
from the residence of an old, retired mage.

Thieves' Guild IV --

The Guild against the Black Hand: join the local
Guildmasters in preventing the loss of valuable
merchandise (and Guild haonor) by Black Hand smugglers,

or be a Hand thief in the revenge upon the Guild.

Thieves' Guild V --

Assassination and tomb robbery: stop the new messiah
of the orcs...dead, or join in an expedition to explore
the burial place of a long-dead illusionist.

Thieves' Guild Special #1 --

The special scenarios wused in "Prince of Thieves,
‘81", the tournament conducted at the major gaming

conventions, Summer, 7981, by Gamelords, Ltd.

4. Ado

Monday Morning Manager

( What?? a fantasy company producing a baseball
mini-game?? parned right!! and it's a good one, too!) A
fast paced game of sports strategy that allows you, as
the owner of a major league franchise, to build your
team carefully; and, as manager of that team, you can

make all the right tactical decisions as the pennant
race unfolds. AlIl the action and fun of the big league
games!
THE COMPLEAT TAVERN

Settle in for a night of mis-adventures at a

medieval tavern - where you can try your hand at games

of skill and luck, get involved in a wild barroom
brawl, or even attempt amorous liaisons. A great
evening of diversion for fantasy role-players of all

ages,

The Free City of Haven --

A city of—‘BD,UOO peaple can provide a
adventure, especially when it's already the
many of the adventures in the Thieves' Guild series -
but you don't have to be a thief to enjoy all the city
has to offer: scores of temples and religions, taverns
and  barkeeps, beggars and wealthy  businessmen,
streetvendors, shops, homes; you can even join one of
the companies of the City Guard. Multitudes of
encounters to occupy even the busiest of adventurers.

lot of
site of

COMING SOON!!

Thieves' Guild Special #2 --
~ Thieving 1In the far
electronic surveillance gear,

abilities in major SF role-playing systems,
special scenarios to delight the soul

role-playing fan.

future: rules for foiling
how to use your thieving

etc., and
of any SF

Thieves' Guild VI -~
Piracy on the high seas: ship to ship combat, and
all the excitement of life on the briny deeps - loot

fabulous treasures and capture beautiful women from the
ships of many nations.

THE FANTASY SYSTEM -~

A complete set af roie-playing ruies, with many new

character races, new classes for characters to
adventure in, two combat systems (one quick'n'dirty,
the other very precise), and a magic system that allows

Imaginations free rein. If you use the Thieves' Guild
rules, you've already tried it out,.

Mine Eyes Have Seen the Glory --
(MEHSTG for short) A role playing game placed in the

milieu of the American Civil War. Be a Federal or a
Confederate, Billy VYank or Johnny Reb -- join your
comrades on patrol, or be the regimental colonel,

leading your men on a desperate push to capture an
important position from the enemy. Complete with dice,
and a unique experience system that rewards the player
rather than the character!

All the above are available from (we hope!) your
local game store. If these masterpieces of writing and
imagination are onot to be found Iin your area, they are
available from

GAMELORDS, LTD.
186 16 Grosbeak Terrace

Gaithersburg, Mb 20879

prices for our- products will be found on the
enclosed order blank. If ordering by mail, please
include $1.00 for postage and handling (Maryland

residents also include 5% state sales tax).






GUILD provides both rules and scenaries to enable

vou, the player, to assume the role of a daring thief during a
medieval period, Those who have plaved thief characters in other
Fantasy  dgaming systems will be delightfully surprised at the
myriad  opportunities provided by  this volums, the Ffiret in a

continuing series,

e o highwayman, lving in wait to ambush passing merchant
caravan, . develop the perfect plan to waylay a group of couriers
on thair wegkly  route  through the teeming wmetropoiis of
Haven ., . try to resist the temptations of the Street of Silk Veils
long enough to pull a lucrative jswel robbery -~ these are but a

fraoction of the adventures within,

The THIEVES’® GUILD rules enable the CGamesMaster and his
plaoyers to simulate a variety of thievish oactivities - using
disguises, ransoming prisoners, even the fencing of stolen goods,
Also  included is  an appendix of rules for converting existing
characters  from  other role-playing systems to THIEVESY GUILD

apecifications,

de  whether vyou are o newcomer to fantasy gaming, or an
accompliched  GamesMaster looking to add new excitement to yaur

campalan, THIEVES® GUILD is for you!
oK % X X X %

ALl THIEVES’ GUILD materianl comes three-hole punched, so it

Moy  be  stored in o binder for ensy reference, and new material

tay be interleaved te avoid the confusion of multiple booklets,



