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FOREWORD

Many books have immortnlized the exciting exploits of famous
and infomous bands of thieves: Robin Hood and his Merry Hen, the
brigands and  highwaymen 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, hawever, the
class of characters known as Thieves have been consistently

nderutil n most ad r ayer thieves eccasiongll
=ousruté %ﬁgdftre*ragtsuhgnugnggrgi’negés?g lec :ickea ,,*3 ?ruﬁ

disarmed; but the rest of the time, they function as second-rate
fighters, o role for which they have little natural aptitude. By
developing reles te cover g wide array of thieving activities
and designing some different types of scemario sitwations, we @
Gamelords feel we have overcome these barriers, and have feund ]
way to capture the excitement of cemmitting the "perfect crime”
within the fantasy gaming context.

Thieves’ Guild is the first of a continving series of player
and GR aids providing rules and scenaries for adventuring in the
medieval wnderwerld,  Each scenario revolves areund the
cemmission of a crime of some type (burqlary, armed robbery,
murder, etc.). The player thieves must ‘“case" the scene of t
crime, qathering infermation and formulating the plan of attack.
During the acteal rebbery, 1hes must remain constantly alert te
aveid the petential perils posed by guards, traps, and unforeseen
events, Even after the crime has been committed, the adventure
is often not complete, for there may be prisoners to ransom,
beety to fence or uuengan gursuars to escape. To further their
chances of <wccess, fhe thieves may use game rules governing
disquise or special combat tactics.

The play-testing sessiens for Thieves’ Guild indicate that
the scenarios presented herein aré @ Iively dnd entertaining
chullenge for small (3-8 Eluyer) playing qroups. We are pleased
to be able to offer a single package that provides both rules and
scenarios for fantasy gaming uhiﬁ allows the beginning gamer to
start play almest 1nnedxuteiy. owever, we suspéct that we have
enly scratched the surface of the potential in this area. The
additional plaping rules provided are of a nature that they can
easily be made compatible with ether r;le-glujjnq systems (AD&D,

48, Runequest), te add a mew dimension te existing campaigns.
We hope to receive feedback and suggestions frem our vsers, so
that feture editions can be made even better,
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CHARALTER

CREATIOR
Characters from any fantasy rele
glqyinq (FRF) system may be used in
Thieves’ Guild, or players may use

the characTer creation rules provided
below,

In character creation, die rolls
are vused to determine tﬁe ghysicﬂl
and  mental attributes of  each
individeal ) pia;er-chura:tar.
Although the wariovs FRP systems on
the market (Dungeens & Dragens
Ronequest, Chivalry & Sorcery, etc.)
differ "In the names and Tofal number
of requisites that are rolled, all
systens provide information abeut
several basic cateqories of human
{and near human) capabilities. These
categories are:

1) SIRENGTH - This attribute defines
the player-character’s ability to
perform acts of brute force, such
a5 bending metal bars, lifting o
large crate, or sheving epen q

ansed  doer, It may alse
infloence the ease with which
various wedpons can be wielded,
the amgunt of damage done by a
syccessful blow, or the total load
(encumberance) that the character
Hay carry.

2)  DEXTERITY - This

attribute
represents a

character’s basic
skills  of _ manipulation and
agility, It influences the
ability te hit a foe, pick a lock,
or dodge eut of the qu of a
spreng  trap,  In the Thieves’
Guild scenaries, a distinf¥ion is
made between actiens re?uirxn
saving rolls against COORDINATI
(intentienal efforts) and those
requiring saving rolls against
REFLEXES (instinctive reactions).
If characters from ather FRP
cystems are beinq used, and such a
distinction 1s ‘net made, apply
their single Dexterity rating to
both types of actiens,

CHAPTER 1

CHARACTERS

Their Creatien,
Care,
and Feeding

L L L L BTN e

NOTE

Thrnuahalt Thieves’ Guild, and
the FANTASY SYSTEN, saving rolls will
be _Frequent[i‘nenflnned and vsed, A
suu1ng_ rell is an attempt te do
semething  invelving an  inborn
requisite in order to either prevent
something dire from hupgenln , void
its result, or allow the character
involved te accomplish semething
extraordinary  {far beyond his/her
normal  capabilities). All saving
rolls are mode vsing a number of Di2,
vsvally 2, although seme sitvations
(such as breaking down a sttu%lr
barred door) might call for the tota
of as many as {0 or 42, The total of
the Di2 is compared to_the requisite
invelved, If the tetal is egual te,
or lower than, the requisite, the
saving roll has been nade, 1f the
total is greater than the requisite
the saving roll has failed, an
whatever dire consequences were about
to descend vpon the unlucky head of
the feckless uéﬂht involved are
descending., The GR nust frequently
vse his ewn creative judgment in
refereeln? the outcomes of saving
rells, f, for example, a plager
character attempts ts leap abeard a
ni!inq wagon, @ COORDINATION sqvin
roll “would obvisusly be required,
badly missed suuing roll might cavse
the player to fall beneath the wheels
of the wagen, systaining extensive
dowage, while a less sevére failure
might be interpreted as a headlong
crash  inte  a  nearby  hedgerow
(injuring  only the character’s
pride),

DB DD BB DB DB DL BP0 BB NP2 DR EE et

J)  STAMINA - This attribote
represents a character’s overall
constitetien, his ability 1o
resist disease and absorb damage
frem enemy blows, poisons, etc,
The Thieves’ Guild scenaries

-——————

vtilize an additional and separate

teﬂnisxte, MAGIC RESISTANCE, to
indicate a character’s
susceptibility to spells and

nagical  artifacts, If the
originol system used for character

generation does not provide a
separate  rating  fer  MAGIC
RESISTANCE, wuse the character’s

stanina rating for making MAGIC
RESISTANCE saving rolls,
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INTELLIGENCE - Mensures of mental
capability take several forms,
The ability to absorb knowledge
from baoks or teachers is referred
to as IQ in the Thieves’ Guild
scenaries., An  important second
DISCRETION, is used to

requisite,
represent commen sense and the
character’s aobility to respond

tense  siteations,
third  attribete

represents the innate nuqicni
potential of o character and
deternines his ability to learn
spells and Rroperly ¥se magical
items, If the system eriginally
used for character roll-wp does
not include ene or more of these

calnl in
TALEMT, @

requisites, IQ can be wsed as a
replacement,
S} ATTRACTIVEMNESS - This ottribute

represents  beth physical beaut
(aBPEAﬁAHEE) and hz resence 0
leadership quolities (MAGMETISM),
These gualities gvern a
character’s sexval allure, his
ability te hire and maintain
leyalty in followers, and may even
greqtly raise or lower his general
elievability when bargaining,
tellxng a lie, etc. If the systenm
used for character rell-up uses
only @  single measure of

attractiveness, use this valge for
both MAGNETISH and APPEARANCE,

To assist in the precess of
converting characters frem other
systens te hieyes’ Guild

specifications, a reference chart has
been previded, which nu‘ be found in
Appendix A, CHARACTER CONVERSION.



NEW
CHARACTER

o R

Rules for character generatien
for 1hiegg§’sﬁg%ld are taken frem the

FANT y @ set  of
Conprehensive Eene rules designed by
Gamelords, td, for antasy
role-playing adventures, If the

reader of this book is new te fantasy
$unnng er a new character is desired

o the play of these scenarios, the
next few pages outline a set of steps
for character creation,

Initially, the plager must
select the race and sex of his
character. In the FANTASY SYSTEM, a
player may cheose from a Hiﬂi’niﬁﬁer
of  races, including these often
reserved for nen-player characters
ifor example, nasties I1ike kebolds
and ercs). A player may choese to be
a nale or female member of any of the
following races:

Heman (HU)
Elven (EL)
Half-elven (/E)
Dwarven (W)
Hobbit (HO)
Kebold (KO)
Orc (OR)
Urvk Hai (UH)
Half-orc (/0)
Geblin (GO)
Pixie (PX)
Centaur (CC)
Each of these racial types is
described briefly below,

1) Rell 3D6 to obtain valves for

each of ten inborn requisites:
Strength(STR)
Coerdination(COT ___
Reflexes(REF) __
Stamina(STH)
Discretion(DSCT __
Inttlln?cnsetlﬂf
Talent(TAL)___ —~
Magic Resistance(MR)___
Hognetism(MAG)
Appearance(APP)_

2) If an 18 is rolled, roll Di000
to determine if the character
possesses a Super-Ability:

DIE ROLL FFECT

001-725"  No Change

726-900 + to Characteristic
741-975 42 to Characteristic
976-995 +3 to Characteristic
996-800 +3 as abeve

& roll again

3)  Make the appropriate Racial
Ad justments te initial die rolls,
based on the FANTASY SYSTEM chart,
RACIAL ADJUSTMERTS.

4) Calcelate the total damage the
character can  withstand before
dying (referred to as hits to kill

or  HTK), To cempute HIK qdé
ad justed  strength  and stamina
ratings; compare the total to the
list inuediutelz below, This is
the hit die the player-character
will vse throughout his/her career.
Now divide total ad justed strength
and staming h; 2 (rounding up), and

add a roll of the character’s hit
die,
TOTAL
STRENGTH+STANINA HIT DIE
07or Tess 04
o Db
20-29 08
30-35 Did
36-45 Di2+DA
45 or nmore D20
(Note: characters  receive

additienal rells of their hit
die as they guin experience;
see Chapter 4,)

5) Identify any requisite benuses
that the character receives as a
result of his rolled attributes
tsing BONUSES AND PEMALTIES FOR
REQUISITES,

—————

I-3

FARILY

Characters  receive  certain
advantages at the start of their
careers  (in  the form of nmoney,
trainings, etc.) as a resvlt of theur
family = background,  All  player
characters (whether newly rolled or
adapted) sheuld roll a Di6O0 and
conﬁure the result against FAMILY
BACKGROUND

Seme races have restrictions
Eiaced on the types of family
ackground they can have:
ELVEN - No Guvild, No Rabble
DHARVEN - No Rabble
HOBEIT - No Nebility _
EULD - No thslltr, No Guild
- Mo Nobi Jt; (except
Reyalty), No Guil
URK -  Ne Hohilitz (except
ﬂ:;ultr}, MNe  Guild, ﬂu
Rabble
PIXIE - No Guild, No Rabble
CENTAUR - No Guild
GOBLIN - No Nnhxlitx {except
Royalty), No Rabble

After family backgrownd is
determined, the player may roll to
find his initial purse (e.g., @
merchant rolls a 7 and @ 2 on his
2D10, then mvltiplies the result b;
50 Eﬁ/gip, CQiﬂlllna q total purse o
9 x 50 or 450 GP), He may then
select his wecpons and training
fields, according to the pracedures
set forth later in this chapter, All
social classes automatically receive
types of nen-weapon training; these
skills are identified in the last
goﬁm of the FAMILY BACKGROUND

able, ;




THE RACES OF GATER:Y

HUMANKIND is the mest populevs civilized race on
the world of Gateway. Mortal men and women, like
their Earth-dwelling counterparts, come in @ vast
assortment of character types
from Conan_  the barbarian
to Sem the librarian. As
thievec, humans possess ne
inborn advantages Cor
disadvantages) in  war1ous
thiefly skills. However, the
very commonness of humankind
is  in  itself a benefit,
becavse o human thief can
appear almest anywhere, in
ugnost any quise, without
arousing suspicien.

0RCS are sisilar to humgns in height and seight,
byt they tend to have wolfish focial features and
mean-spirited dispesitions, Some legends contend that
they are “fallen" descendents of the ancient elven
kindreds, punished b; the gods for their evil deeds
through “the less of their immortality. Whatever the
truth of such legendry, the orcish peoples and the
elven peoples share a wotwal hatred that frequently
erupts inte war, and not uncommonly leads to
individval murders and bloed fueds. Orcs in gemeral
disrespect all erganized authority (with the exceptism
of the military authority of the Uruk Hai), and resent
these who live in "proper seciety®; as @ resvlt, many
become thieves, although they possess no particular
aptitudes for thievish skills, A group of orcs may
sometines band with humans, kebolds, or goblins, to
create o formidable band of hthun{ntn;_hut orcish
temperc are shert, and internal squabbling is always a
if one or more feel s
they are net receiving their =
fair share of the hﬂﬁit-
Orcs do pessess hypervisioh;
their other sensory abilities
are averoge, Since many orcs
are socially ovtcast, they
receive substantial penalties
if they attempt to dns?uxse
themselves in certain roles,

threat

.

The UKUK HAI were eriginally an interbred strain of
the orcish peoples, designed to produce an evolved
warrior class, The experiment was successful, to on
extent, for the Uruk are larger and stronger thon
their ioulv brethren, the orcs., However, the Oruk Hai
tend to exemplify {and 1ntensxfyf_ the orcish
persunulxtg weaknesses.  They are terrible bullies,
particuler g in respect te erdering and commanding
their smaller cowusins, In addition, Urvk have suc
foul and quick tempers that ercs seem patient in
contrast. Nonetheless, an Uruk Hau will grudgingly
give respect to these who have proven their thhtxag
competence. Uruk are not subtle or stealthy; as
thieves, they function best as brigands en the open
road, especially when there are orcs along te do the
nenial jobs, The Urvk Hai do possess hypervision, but
are otherwise unexceptional in sensery or thieving
abilities,

HOBEITS are the small, furry footed people
described by Telkien. They have exceptional natural
ability in a number of thievish skills (such as Silent

Hovement and Hiding in Shadows), and also receive an
automatic +3 benus to basic hit ‘prqbqhxli1z with
_ threwn  missiles sling,

rocks, knives, boles, etc.).

Hobbits are in some respects
quintesseptial thieves; they
survive by stealth, and are
often dosmed when stealth
fails and they are :ulght "n
in face-to-face combat. In
mixed parties, hebbits will
vseally get along with almost
everyone; however, becavse of
their  small statere, they
_ seldom assume a len&ership
role within a group, Hobbits
are ertremely fond of foed, drink, and pipeweed, all
of which they consume as many times a duy @s pessible,
any adventyre, they will wsvally carry a
well-stuffed pack, and will insist (lovdly) en regular
breaks for cuctenance owen in  ths midet of crininnl
activity,

DWARVES are a short, sturdily-built people that
frequently reside in immense wnderground cavers
cenplexes that they have constrscted beneath the
nosntains of GCateway, The dwarves are a prevd,
artisan_ race, who rejeice in crafting and owning fine
material pessessions of iron, silver, and qold. "It is
this love of wealth that
drives the dwarven tribes
into contact with other parts
of civilization, as fighters,
merchants, and (frequently)
as  thieves, All duarves
recieve an avtematic 301
bonvs te their ability teo
sense the presence of traps
in  their  wicinity.  They
possess  hypervision  and
receive o +1 to basic hit

rebability when  usin

amsers and axes. Al
dwarves autematically receive
two artisan trainings from
the Merchant categery (see Training Fields below),
reaurdless of their family secial "status, Dwarves
nake good additions te almest any theiuxn? band; the
tre reasonably stealthy, and often have the Ehys;ca
strength and weapons ability to make good highwaymen,
On  the debit side, dwarves are notoriously greedy and
will vysually demand extra shores of a treasure in
return  for hazardeus duties performed dtring a
robbery. Dwarves have a deep and abiding hatred of
horses, and few can uxllanl*hride even a wmele for an
extended period of time,” The dwarven peagles have
shared a deep emnity with the goblins for many
thossands of years, dve 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 Svivan (woed elves), the Sindar (grey elves), and
the HNeldor (high elves), If a player chosases to
ﬁartrsy an elf, he mest roll a Di0 to identify the

indred regr!sented (i-6 = Sylean, 7-9 = Sindar, i
Nelder). 11 elves receive an avtomatic +i to their
basic hit prebability with swords and bows; they have
a 38% chance of sensing the presence of secret deors

: or panels, and a 60X chance
of lecating such ebjects if o
corefuvl search (reguiring i
minute per S' square area) is
made, Elves are wirtually
imnune to disease; they do
net age by humon standards
though they can be kille
throwgh combat, nmisfortune,
etc,  They alss possess
hypervisien {the ability
see wp te 607 in pighttime
cenditions), ﬁlthau?h_ the
elves portrayed in Tolkien’s
trilogy are almest unifermly high-minded and neble,
elven rogues are not at all uncommon on Gateway
(particularly among the Szlvun tribe). Elven thieves
do, however, tend toward the more subtle forms of
crime, such as cat-borglary; they should noet (if
aveidable) be plnIed as commsn alley-bashers or hired
killers.  All elves have great hostility toward
nenbers of the Orcish races and will rarely telerate
their presence; conversely, elves and dwarves,
although _unlileiy to beceme boon companiens, have
little difficulty co-existing and co-operating in the
same party,

Ly
¥

PIXIES are small (18°-24" tall), intelligent
(theugh many nu; dispwte this), winged createres whe
are descended from insectile ancesters, With their
flying ability and diminutive statere, they are
physically svited for a number of thiefly tasks, such
as trnzlnng a potential victin, Unfortunately, pixies
tend te have an extremely shert attentien span, and
wre easily distracted; o band of thieves which sends a
pixie ¥hrough an open second stery windew to unlock
the boack ~ door of a
domicile targeted for a
burglery may have &
lossonnggg wait.  They
have o wvery limited
carrying copacity while
airborne (Slb, or less),
and are well known as
regards their fendness
for  tall tales,
particelarly cencerning

heir  own  exploits,
ecause of this

pragensity, they suffer

a 25% penal!z to their

eneral credibility, and .

have substantial difficvities when trying to eperate
in disquise, Positively, pixies receive an avtomatic
+2 dodge added te their effectLGe armor class while an
the ground, and +3 when alrborne; they alse receive o
bonus to Silent Movement,

S i T R R R e e e e e e S S

GOBLINS are a sho

people with greenish skin and
they have battled with

millenia,
supremacy im the subse
these two races disanz
a vicious fight "on sight

rt (abovt 47 tall), sturdy
pointy ears, For
the dwarves fer
rface realns of Gateway, and
an emnity that may ervpt inty
." Goblins have a matriarchal

seciety (becavse of the great

disparity in magical ablility
betwgen  the  nmales and
females; the goblinettes are
unuseally adept in arcane
matters), and a group will
usually Rave a female leader,
or at least, a fenale
director, Goblins do hawe
hypervision and receive
noderate  bonsses te many

thieving abilities,

CENTAURS are,
with the
body of a herse.
open  terrain,
inclvding ﬁren
to daylight

In out

vision),

as in Greek nit
vpper tersc and head o

centaurs have d
t speed of movement, keen eyesi
and an automatic +

hnloqzl creatures
humankind and the

door adventeres in relatively
several ndventeges
ght (+20%

to hit

probability with bows (it is remered that the bow was

eriginally designed by the centavrs).

7

indoors, htuevér, is a walking disaster area, and it

is wvirtually impessible
without falling.
limited in the types of
They are well syited to
can nsunllg play o vsef
persuit an

story work is effectively

robbery adven

A centaur

far one to descend stairs

Conseguently, centaur thieves are

*jebs" they should wndertake.
the role of hl?huernen,_und
vl, even valwable, part in a

ere; unfortunately, second
ruled aut,

—
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KOBOLDS ore a form of
degenerate hobbit, of similar
stature but with a

reenish-brown  complexion,
fost kobold communities dwell
in underground complexes; as
o result, their senses of
h:nr;n? and  smell are
normally hgxah?eneq, while
their daylight wvision is
j decidedly poor. Neurlt all
i kobelds are sneaky, skulking
tzpes, who make excellent pickpockets, backstabbers
etc, However, since virteally all inhabitants of
Cateway know this, kobolds are wniversally distrusted
(there is enly a 29% chance that anything a kobeld
says will be taken at face valve), For the fantasy
gamer, this race provides a rich |pplrtlnitz for
innovative rele-ploying, sinte they are capable of
cemmitting extremely senseless acts of vandalism with
Aininal prevecation,

Mating between
kateway is a fairly common
tombinations, however, can successfully produce
effspring,  The two  most common predects 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

the variovs racial t{pes an
occerance; not all racial

races. Hulf-elven children receive a limited ability
to sense the presence of secret doers or uneli (20%),
their chances of lecating

and when carefully scurchina
such objects are 401, Hal
assimilating into saciet¥, so they have reasonably

ood basic chances eof operating in disguise.

1f-orcs, on the other hand, are wvsually the preduct
of a forced union, aond in these cases, they are
usuullﬁ ovtcast by their families at an early age;
many harber deep resentment toward all ercs as @
result.,  Both half-breeds inherit all sensory
abilities from their fathers; in elven-human wnions,

-elves seldow have trouble

there 15 a 60X chance the father was heman; in

orc-human, there is a 904 chance the father was

arcish.

RACIAL ADIUSTHENTS

—_—— -
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BONUSES AND PEMALTIES FOR REQUISITES

e

- o i o A A o O -

Strength Ce-srdinatien Reflexes Intelligence Strength Co-erdination Reflexes Intelligence
Range Damage Hit Prob Dodage to Range  Damage Hit Prob Dodge to E
== == b1 T T LD L EE L ETTEE R rECEEEESESESCRIEEIE=
o o -3D14 -18 =7 -961 voo20 +D42 +3 +3 +20%
] -3D6 -8 -b -981 112 +208 +4 +4 +25%
i -208 -6 -4 -75% V22 +2D10 + + +33%
2 -1bi2 “h =3 -58x i 2 +2D42 +5 5 +501
3 -1Di¢ -4 =3 -33% - | +3D9 + 5 +75%
4 -1D6 -3 -2 -20% V125 +4Db +7 +b %2
S -1D4 -2 -4 -10% 12 +3D10 +8 +h
b -2 -1 -5 V@ +A08 +9 +7
7-13 | +3D12
i4 +D4 + 129 +6D4
15 +1D2 + + +51 | +4D10
ib +D4 + + +51 R} +4D12
17 +D6 +2 2 +H0% I T v +708
i8 +D8 12 +2 +0% 1 33 +6D12
19 +0140 +3 +3 +151 P
FAMILY BACKGROUND
Die Fonili Koney  GP Weapon Training  Automatic
toll Secial Level Dice  /Pip  Trainings Points Trainings#
NOBILITY (E)
F91-080" High Nebility 2Dé 100 b 16 §, 3, 19, 20¢50%)
§74-990  Nebility 206 S0 6 16 i, 3, 19, 208(502)
04-970  Aristocracy it 25 6 20 i, 3, 19, 26(500)
GUILD (D) (all guildsmen receive mastery of any i skill)
831910 Guildmaster e oy 19,20, 3, ¥
851-880 Cuildsman it 25 i 12 17, 20, 31, 4
MERCANTILE (C)
8UT=8S0" Rerchant 2Di0  Sb 2 20 19, 20(50%), 31, +t
701-880  Shepkeeper ipie 20 2 12 19, 20050%), 34,
YEOHANRY (B)
BVI=700" " Yeoman 206 20 3 8 26, 19(401), 20(50%), 31(20%), +2
G51-680 Landed Peasant 1Db 20 2 b 26, 19(20%), 20(50%), 31<10%), +2
154-556  Peosant iDi0 10 2 4 26, 19(10%), 20(50%), 31(402), +2
RABBLE (A)
I31-1507" Freedman iDig0 1§ i 2 35, 19(202), 20(502), 31(8Y), +2
121-130  Gypsy iMs S 2 ] 4, 42, 31(‘&1}, 2
$0i-120  Serf iD6 5 i ] 35, H

(% The nunbers in this column cerrespond to the numbers assigned to each of the
variovs training fields; percentages in Eurentheses indicate the chance of having
the training; do not check for Writing (4201 wnless Rggg;gg [#19] has been given
or sﬂtcessfsily rolled for; "+ indicates fields [not points] that may be freely
chesen from the applicable social listings.)

e



WEAPONS

Thieves tend to favor small
ensily concealed and controlled
weapons and mechanisas that can snare
and entangle their gnten1iul victins,
They will nermally seek to vse
stealth te attack with serprise, ond
will etherwise aveid potentially
dangerous fees,  Highwaymen are
semewhat of an exception to this
?gnernl rele, as they will wse normal

ighting weapons (such as broadswords

and bews), but even they prefer to
attack ren  ambush and aveid
hand-to-hand combat whenever
possible,

Each character receives the
number of  weapens  trainings
asseciated with his  fanily
huthgrlqnd. ‘Additional trainings may
be obtained in three ways: )
a) They may be purchased in the
same  manner as other trainin

skills, thraugh the expenditure o

training  peints, t cests S
training points to learn to vse q
cemmonly available weapon at

normal effectiveness,
B Ly e e

NOTE
Weapens expertise cannot be
purchased with training points, with
the exception of one sitvatien,
outlined belew. Expertise is the
ability to wse n particeler weapen at
sore than normal effectiveness. It
comes at the attainment of certain
levels of experience (4th, Bth, {2th
etc,), and represents the gdditionni
effectiveness learned with long
usage.  All expertise includes a
bonvs of § to hit probability
(particular weapons may specify a
greater benus), and, wsvally, an
increase in the_ﬁnnn e inflicted vpen
an opponent with the weapon in the
wse of which one has become expert.

e P e I S P PR e e, e e

b) If the character has an
ad justed strength rating of 16 o
nore, he ootematically receives an
additiennl weapen training, If
the same choracter is also a
mewber of either the Nobility
class or zgonunrp subclass, he may
expend this special one and one
other  (n tetal of twe weapon
trainings), to become an expert in
un; one weapon. These provisiens
reflect the fact that eutstanding
physical  specimens of these
subclasses would be likely to
receive solid military training.

Characters that
these

satisfy both of
these conditions are the enly
individvals who may start the game

with weapens expertise., All other
choracters must start with nermal
weapens knowledge, and can ebtain
expertise  enly by  gaining
experience,

c) After the start of the game, a
player may learn ueuﬁons from
anyone who has both weapons
expertise and knowledge ef the
training skill Teaching. If swch
a character is enceuntered, and a
deal can be arranged (prices ta be
deternined based on the GN’s
discretion), leurnina requires
that the player spend 8 qame weeks
in intensive training sessions (ne
other activity permitted), #s
noted nabove, a player may enly
attain normal weapon effectiveness
as a resvlt of purchased training.

The list of weapon trainings
quailable to thieves is presented in
WEAPONS SPECIFICATIONS. A player “Y
choose either clese range (contact
o missile (ranged) weapens. Weapons
marked with an asterisk (¥) can be
vsed for both centact or ranged
combat, but each type of use is
counteé as a separate training.

1-8

For each weapon type, the
following information is previded:

1) Basic Hit Probability (HACO),
This represents the uén ity of the

character to score a duneqlnT blow
on an wnarmored foe (armor class 0
in the FANTASY SYSIEM). HACO
stands for NIfs armor class §, and
is wsed througheut }#éi!$§' ég;ld
and the FANTASY SYSTEN Yo denate
the minimym roll on a D20 with
which a player-character, an NPC,
oF @ menster con cause aunnge to
an active but unarmored foe, For
each attack made, the player rolls
a D28, If the reselt is equal teo
or  higher  than  his  hit
probability, after the effects of
an oppenent’s armor, dedge, etc,
are factered in, a damaging Bit is
scored (e.qg,, if a player has a
HACO of 7 with "o breadsword, and
is .utieaptinf T0 PIT @ man_in
chain arwor {ACSI, he must roll a
13 or higher on D20 to hit).
Note that, with seme weapons,
expertise will ing(lqe a
character’s hit prebability by
nore than the nermal benus of {,
For  missile  weapons, three
separate  hit probabilities are
listed, representing the weapon’s
effectiveness at shert, medium,
and long range. For pnic weapons
(e.g., spear) vsed in clese combat
sitvations, two hit probabilities

are previded; the first is weapon
acceracy at initial contact, while
the second  represents  the
effectiveness of all subsequent
attacks on the same fee,

Danage . This indicates the
die roll vsed teo determine the
effects of o s:ﬁctssfultblga& Fer
mony weapons, the amount of damage
Lnfzxctgﬁ b§ a suvccessful blow

increases  when expertise is

3) Hiniain requirenents ¢
inimum requirements for weapon
use.” tﬁﬁ%ﬁi"‘iﬁié FEE:TF?R‘E

certain minimum level of strength,
co-erdination and/er reflexes in
order te be wused preperly.
Characters who de not meet the
minimum requirements for a weapon
may still receive training and use
the weapon, but will do sSo at the
effectiveness of an untrained vser
(see below).,

A i umee  Lintetisos. For
nissile rungéﬂf wedpons, the
accuracy of the weapon differs ot
short, medism, and leng ranges.
Range limitations define ~the
naximen distance in feet for each
categery of weapons fire,
weapon fired at a target outside
the leng ronge Limit can never
hit, regardless of the accuracy of
the user.

5) Special abilities. {if any).



WEAPONS SPECIFICATIONS

-

Ranged Weapons

DN

Long Bow
Ling(with windup)
ling(flat) 2/4
nifex 3/2

owie Klades

nd Axed

le 1/2
omerang

t /3
owgen 3/2

=N

.
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Veapon Type

Dagger
Knifet
Stiletto
Peiniard
Bowie Hlades
#ain Gauche
Shortsword
Rapier
Breadsword
Hand Axe¥

g) (CO40)

Close wWeapons

uuuuuuuuu

Basic
Hit Preb

Weapon ]ZEE..*,”-..NMN,,N( S/ W L)

BB BB BN DD 0N

S/ 9/43
S/ 8/13
4/ 8/i1
3/ 8/43
8/13/17
S/ 9/14
4/§2/47
6/11/15
S/ 9/43

5/10/15

howsver, that if a weapen is vsed in ran

(HACO)

e
00 00 ~000 ~J-0 DD e &3 b= b

Damage
Normal xpert
) {D6
1bé iDé
iD6 iDe
104 1D6
104 tDe
104 1D4
{06 iDé
106 iD6
1D4 1D4
D6 iDa
106 iD10
Tangle

iD2

Da

Normal

BB B BB 5 B BB B BB

1D4
1D4
D3

1DS
108
iDé
D&
108
D10
Db
103

D4
D4

it will be virtually impossible to wse |

a) Expert has +2 te hit prob
b) Expert has +2 to beth 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 may elect to tangle
return if miss

Ma

E:BEPT

D&
105
1D4
18
1010
108

08
112
2D
108
D4
108
D8

Hinin
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Requirements
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3 13 13
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Notes
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Range Limits

(1n feet)
Short Medivn Long Notes

60 150 3

60 180 400

00 250 600

S0 100 250

30 b0 90

3 75 120

30 60 90 d
15 45 9%

15 S8 120 e
30 6l 00 f
gﬂ 129 40 q
20

aaaaaaaaaaaa

L

Notes: (Weapons marked ¥ can be vsed as either a clese weapon or @ ranged weapon; note,

d conbat on a given melee round (mr),
for close combat on subsequent mr,)
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~ A character can use Q@ weapon
without training in it, bet will
suffer o penalty of adding 4 to the
listed basic hit probability of the
weapon
in “dagger would have a HACO of §
rather then 1f). A character who has
had weapen training, but does net
satisfy  the  minimem  physical
requisites for the weapen he/she is
using, suffers the same penalty, If
a character is both untrained and
physically inadequate for the demands
of o weapen, the penalty to base hit
probability is 8.

{e.g., o choracter untrcineg

If a character possesses q high

stre

to is @
attack; en

with
laced

th, he may de additional damage
pﬂnnent
t

on a svccessful
e eather hand, characters

ow strength may have a penalty

the amount of damage

inflicted on their opponents by their

weaker blews,
deternined b

Danage ad justments are
a special die rell made

once per melee round (regardless of
the number of blows seccessfully

landed)

5ubtrnc*ed
inflicted

and are then added to, or
from
by the

the normal damage
weapon.,  Damage

benuses or penalties are net applied

fo nissile atfacks.

TRAINING OPPORTUNITIES

. Sinilurl;, a character’s basic
hit prebability with all weapons
{contact or ranged) may be ad justed
as a_ result of a high or low
co-ordination ru11na. Refer 1o the
BUNUSES AND PENALTIES FOR REQUISITES
chart en the previovs page to see if
a character receives anz_requisite
ad justments to flghtxng skill. Some
character  races alse  receive
automatic bonuses to their fighting
skills with certain types of weapens;
the character descriptiens prqu;de&
earlier in this chapter explicitly
note these inbern abilities,

! Die Jor from from from from fron from from 18 & !
= Roil less A &7 83 18-11 12:43 14:15 16-17 over :
' |
| i b 0 0 i 2 3 4 5 b '
] 2 0 0 { 2 3 4 S b ¥ :
| 3 0 0 { 3 4 S b 7 8 :
1 4 0 i 2 4 g b 7 8 9 !
] 5 0 s 3 S b 7 8 9 10 :
: 6 { 2 4 b 7 8 9 10 {2 i
i i i 3 5 7 8 9 10 {2 i4 !
] 8 2 4 & 8 9 10 2 i4 16 !
] 9 3 5 7 9 if 12 14 16 18 '
] {0 ] b 8 it i2 14 16 18 20 !
] 1§ 4 i ? if 14 16 i8 20 23 '
' 12 5 7 10 i2 15 18 20 2 26 !
i 13 S 8 10 i4 b6 20 2 25 38 !
E 14 b 9 12 15 18 20 24 28 35 ;
= |
' Note: altheugh this roll is made on n Di0, discretion adjustments can raoise the result as high as 14, '
OTHER 2) Each character receives a die Once training peints have been

TRAINTNG "AREAS roll en the TRAINING OPPORTUNITIES  determined, pluxers choese particylar

_ chart; 18 relTed, and the  trainings for their characters from

Kost gluyers will alse beqin result watched against the column  the list of 44 fields previded below.
play  wit s0me  training_ in corresponding te the character’s  Trainings are erganized wnder the
nen-wilitary  skill areas, These intelligence (IQ)., The die rell  five nmajer so:iqg tlasses of the

trainings can in seme cases enhance o
character’s thieving abilities. In
other cases, they may provide the
character with a knowledge of the
valve of various types of geods, or
improve his chances of disguising 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
backgrewnd: the family background
chart  indicates the trainin
points received by each sociu?
class, In additien, all classes
autematically receive training in
c:rzﬁin fields, as detailed on the
chart,

and/er “the resvlt may be modified
if the character possesses a high
discretion (DSC):

DSC (i3
DSC 13-14

pSC 15-16
DSC 17-18
DSC 19-20

DSC 21+

nersal roll
add 2 to
rell

add 2 to initial die
rell 42 pts to result
add 4 to initial die
roll +4 pts to result
add 4 to initial die
rell +4 pts to resvlt,
and meve ene column to
the right

add 4 to initial die
roll +4 pts to result,
and meve two columns
te the right

initial die

fevdnl ‘era, as described in the
family background chart; Nebility,
Guild, Merchant, Yeoman, and Rabble.
Each character can purchase trainings
from his social class and belew at
normal  cest,  He may purchase
training in skills commenly reserved
for hjgher socigl classes, but must
pay dowble the normal cost,

Characters from the Nobility or
Guild classes may alse choesse to
achieve nuste:g of any Mercantile
Yeoman, er Rabble class skill, If
nostery produces special privileges,
these  are  detailed  in the
descriptions of each field, Where no
specific  information is provided,
nastery dosbles all  benuses



asseciated with normal training, The
cost of mastering @ skill is'dovble
the normal cest of training, (Nete;
members of the lower three social
grewps cannet master ¢ skill at the
start of the game.)

_ A1l purchases of training vsing
training points must be done at the
start of the character’s career. If
additional trainings are desired,
they can only be_obtained by lacating
a Moster ‘willing te “sell his
services, Costs run from SGP to
100GP  per day (dapendjn? on the
rarity  of  the  skill),  The
ﬁ;uygr-thuracter nust rell 2Di2 wnder

is intelligence each day in erder to
successfully abserb the training,
For each ssccessful rell, knowledge

increases ‘bz %, 1f for any ren?en
the training is interrupted befor
the character gains 100%

ynderstanding, knewledge ef the skill

decreases by II each qame day of
interruption,
TRAINING
"FIECDS
ARD
TREIR
Numbers in  pacentheses (8)
represent the normal coest, in
Training  Points, of acquiring
Jnu;neynun‘ level training in the
esired field. Training Fields in

parentheses (Reading) indicate skills
that mest  be  knewn before
particular field can be learned.

NOBILITY SKILLS (E).
GITRERACDRY (G, automatically
received by nobles), Gives 501
chance of  knowing identity of
erson from his coat-of-arms; if
newn, 251 chance te knew <ome
packground on gersun, (While this
tz a Noble skill, it is net limited
only to these of the Nobilit ; any
player-character may take this as
ane of his/her trainings, providing
the training cost is puié.)
02)0RATORY (i6), Adds {5% te base
chance™ for successful Disquisce,
Adds 20 to response if pleading a
case befere the court,
03)HORSEMANSHIP (B, aqutomaticall
received DYy nobles). Gives 78
chance that animal will obey simple
commands, 75% chance of remaining
on horse in g crisis sitvation -
sudden stop, rearing, etc. (without
horsemanship, chance of remaining
on horse during @ crisis is 25%),
This skill may be learned by any
player-character at o cost
muitiplier equui to the number of
degrees he/che is secially below

the Nebility (e,qg., x { for Guilds,
x 2 for Mercantile, etc.),
However, the medieval Nobility ewed
their pesitions in the world to the
fact that, en herseback, they sat
taller than the rest of the world.
Consequently, they are not eager to
teach common riff-raff to ride,
porticelarly to ride well.)

GUILD SKILLS (D). _
GATCUMPLEX RECRANICS (6). Can design
and” construct intricate devices
(GM’s  discretion as to  time
required, availability of
materials, etc,), Adds 10X teo
chances of picking locks o
disarmin trngs. .
05)CARPETR . H?l! and judge the
vilie of rugs, fine carpefs a
tapestries. 151  chance o
reclgnnzxn% if ¥1¢ce is enchanted.
06)GLASSBLOWING (8). Make and jedge
the  valve of glass items, crystal,
etc. Can ~ make fake gens,
detectable by other characters at
5% x their level. Adds 40X to own
chances of detecting fake gems,
67)JEMELLERY (12), "Moke and judge
valve of jeuelcr; and qems, Add
60% to chances of detecting fake

ens
lB?gﬁl"UGRgEﬁI (4, must have gggggg?,

Writing), Can draw clear, eosi ;
25% chance o

current

tollowable maps.
renenherkng ) guth to
without map.

location i

89)ARCHITECTURE (6,  must  have
Reading, "Writing). Can design and
supervise construction of buildings
and fortificatiens, Have 36X
chance  of  quessing purpese of
reins; if scuccessful, have {51
chance of deduvcing floor plan of
the structure, Adds 201 to a
character’s chance of locating
secret doors by searching.

{0)FINE ARKORY (4, requires Armary).
Can make or repair any type of

I-i1

armer if forge availeble,  When
werking with plate or chain, have
1S% chance of andscinﬂ armer of
wnusval stren?t (roll D100, 04-90
Add 1 to nermal armor class, 91-100

add 2).  Have 301 chance of
recegnizing magical armer, and {5%
chance #f recognizing magical
weapons.,  Have chance of

recognizing mithril er erichalcrum
in refined form.

MERCANTILE SKILLS (C).
{YDVEING ?%%T— Dye fabrics to any
color, 60T chance of judaing value
c
11

of itthinq or other dry goeds,
Adds {8 to sense of ;

12)TAILORING (6), Make and judge the
valve of clothing and quilted
arnor, Can Jud?e general social
status of athers from their attire
if they are net disquised. Adds s
te chances of any Disquise.

13)PERFUMERY (10), MHake and judge
value of perfumes and other fine
scents., ds 25% to sense of

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

Writing), produce documents in
fine script. Recognize any written
!unquu?e. Have ~ 80% chance of
correcfly  copying  information

(xn:ludin1 spells) from books,
§S)SILVERSMITHING (8). Can make and
udge” valuve ~ of howsehold and
ecerative items nmade from gold,
silver, bronze  or  pewter,
Expenditure of aon odditiencl 4
points adds GOLDSHITHING abilities;
the player can then make loans to
other characters, charging interest
of 10-601 (roll D) per  month,
Defaulters may be placed in prisen,
with liens placed on their estates.
Can judge general wealth ef other
characters,  if they are not
disguised, Adds tﬂ!_gi chances of

cyccessful Merchant disquise.
16)CAPTAINCY (B), Learn proficiency
and.  Add +4  te Magnetisa
when qialn? orders while in charge,
Adds 102 to chances of successful

Military disgeise.

17YLOCKSHITHY ~ (9). Can construct
simple_ Tocks and traps. Adds 152
to a player’s chances te pick lecks
or disarm traps. In addition to
doubling these bonuses to thieving



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

19 BOOKKEEPING (4 nest  have
Cyphering) . Enables character to
Feep basic besiness accevnts, LIf
master, adds 1% per character’s
level "to X of total walve he will
receive when selling or fencing
stolen goods,

READING™ (3). Cam
self-Speken language. .
20)WRITING (§, must have Reading).
Write an seif-spnken language,
21}CARPENTRY (4), MHake and judge

YEONANRY SKILLS (B),
[9IREADING read any

walue™ of furnitere, other woeden
ttens. Have §SY chance of knewing if
Ezece enchanted.  Mastery brings
nowledge of cabinetmaking and fine

woodwerking,

22)1ANNING™ (7). HMoke leather goods
and armor from skins, recegnize
valve of leather items, Have 10%
chance
leather.
nake  leather
footwear,

of recognizing enchanted
Husiarz adds ability te
eots and

other

23)BLACKSMITHRY (&),  Can  forge
metals, make and recognize value of
metal tools and weapons. Have 207
chance of recognizing magical metal
weapons, 10% chance for naeicul
armor.  Mostery adds helw making
and the ability te make weapens of
unvseal sharpness (Roll Di0, 01-90
add + te ueugnn hit probability,
24-9% +2, 00 +3),

C4IARMORY  (6),  Make and repair
EUlffeﬂ, leather and scale armor,

an repair chain armer. Have 152

chance of recognizing magical armor
and helns, and a 102" chance of
recegnizing nu?xcul weapons.

Z5)TRACKING  (4). Can follow the
trail Teft by men or animals,
Yuccess chances vary by sitvation:

Outdosrs - Base chance 45%, add 2%
for “each extra member of tracked

grovp, subtract 10X for each day

elapsed since tracks were made;
have only {51 chance of tracking
during or after storms,
Underqreund - Base chance 30%, add 2X%
for "edch extra member of tracked
group, subtract 10% for each hour
elaqied. Have 101 chance of
following trail that leads through
sicret or trap doors, chimneys er
slides, etc., Have S0% chance of
identiiylnq found tracks as that
of man-type er monster; have 252
chance of identifying found tracks
as to exact type, if successful en
revious rell,
26)HUSBANDRY  (3),  Con train and
nanage most mammals of smaller than
human size. 40X chance of having
aninals obey simple commands,
Mastery  increases  chance  of
snderstanding 1o 60X and adds
ahility to train larger mommals
(bears, lions, etc,) There is a 5X
chance that a player will die
attempting to learn Mastery of
husbundr;.
27)BONRY (4). Can make and recognize
valve ™ of bows and crosshows, Have
15X chance of recegnizing enchanted
bows and arrows. Master bowyers
can balance bows to improve base
hit probability by +f,

CH)FLETCHING (3),  Can make arrows
and  other missile devices from raw
materials,  Have 10Z chance of
recegnizing magical arrows.
Nastery provides skill to balance
arrows  to +#1  hit probability
{non-nu$1cul}. )

29)CO0PERY (3). Make and recognize
valve of chests, barrels and ether

containers, Add +20% to chances of
sensing and iocating traps on these
itens,” HMastery gives +20% chance

of locating secret panels on such

an itenm,

36)MAGISTRACY (4). Represents
knowledge of the common law,
20% to the reaction of judges when
re$resen1xng eneself or another
before the court.

I-12

RABHLE SKILLS (A),

JTTCYPHERING (27,
orithwetic calculations,
t‘Eherinq, all sums of money ever
SULP represent countless treasure,

J2)CO0KING (1), Can Rrepnre hearty
neals beth in o kitchen and on the
road, given $roper vtensils, fire
and  foodstuffs, Hqs1erf adds
banquet preparation. Knowledge of
cooking adds 15Z to the success
chances of a Cook disquise,

JINETTING (2),  Make, weight and
balance™ nets. May incredse hit
grabubilit{ of nets by +,

JANEAVING (1), Make blankets and
sinple articles of clothing, Have

1 chence of judging the value of
cloth or clothing,

JO)SERVICE (1), Learn to perform
housekeeping or maintenance chores,
ta the cpecifications of an
employer. Adds 15 te chances of
Servant disquise. HNastery permits
character to learn @ specialized
role - butler, nanny, etc., and
adds odditional 5% to disquise

chances,

J6)TRAPPING (2), Can comstrect and
concedl  owtdeor traps (snares,
pits, cages), Have 20% base chance
of cuptuanEH desired animal
(ad justed by te reflect rarit
of ~ animal, appropricteness o
terrain, etc,) For successfully
concealing trap from human-types
have base chance of 90% - (5 x
of potentigl victin),

J7)SHINMING (2), Can 5uccessfu11f
navigafe  caln waters or norma
currents,  Maximum distance in
niles that can be covered without
rest is = .25 x STH of character.
Mastery deubles distance limits,

Can perfors simple
Without

and adds lifesaving and some
nbility to swim aqainst the
cerrent, o
J8)DIVING (1, mest have Swimming).
Enables character te Myld -ﬁﬁ
breath gunderwgter for 1/2 x

There is a 2% chance
that the character will die
attempting to learn this skill,

J9)MOUNTAINEERING (2). Can follow
path er find easiest reute through
roggh terrain, Adds 10X to players

ability te clisb sheer surfaces
without falling, There is a 5%
chance the character nar die
attempting to learn this skill,

40)BREWERY (2), Can make and judge
vilue af beers, ales and stputs,
Huster; adds wine-naking.

A1)ENTERTAINING (2), Skill teaches
chidgracter  sfage presence, and the
ability to attract a crowd by
perforning.  Adds 15% te chance of
producing a diversion, Gives 607
chance of dudqini profession of
others. Adds 185 ‘te chance of

successful Disquise.

nelee rounds,



42)HUSIC (3), Can competently play
afiy = common  wusical instriment.
Adds 15X to the chances of charming
(1f Bard or Trovbadowr). Hastery
adds nhxlzt* to compose music, and
anether 10X ta charming,

A)EIRST AID (S5). Can attempt te
as5ist ofher wounded individuals
(cannot heal oneself), For normal
damage, can heal {D4 hits per set
of swustained wounds, provided aid
is gaven within ene hour of ?une
time, Can  successfully int
and/or reset broken bones. Have
407 chance of knowing how to save a
life in  emergency situations
(including bleeding). Masters con
cure b6 hits  of damage,
automatically know how to ste
bleed.ing, and have a 68X chance »
lifesaving in other emergency
sitvations, They alse recoanize
naturally occurring drugs.

44)TEACHING (5), Character can teach
any weapon he has learned to others
(and  receive payment for such
services).  May also teach any
skills in which he has o mastery,
Add= 10X to chances of disguise in
any Field the player is qualified

to teach. e2nst Tradvetier € 780 oo — =
THIEVING ABILITIES 2) Trap Handling. @~ e piiiaalhs st AR
There “are two distinct phases to NOIE
In odditien te weapon and this activity: Only waster Locksaiths or those
general  trainings, thieves alse a) lecating the trap characters Kknowing cnngiex mechantcs
receive ratings for several skills b) disarming it. can constroct Level to Level 6
that are especially wvseful in thesr The thief mest first make @ locks or traps. Where such locks or
activities, There are eight Thiev;ng successful Trap Location roll to  traps are included in the Thieves’
Abilities wsed in the Thieves’ Guild find the precise location of the  Guild Scenaries, their complexity
scenaries! truf. kach player-character nay Tevels will be clearly specified,
trap sensing, roll only once per trap to attempt i e R,
trap handiing ) to lecate it; however, any o
(locating and disarming), character may attempt to locate the  3) Lock Picking.
lock picking, trap, whether he criginally sensed tirst Tevel thieves have a 207 base
pickpecketing it or not. Similarly, once one of chance of opening o leck without
A0V ing 5ilen1iy, the mewbers of o party has located the grnper key. This base chance
hiding in shadows, a trap, anyene can try te disarm nay be reduced, however, If the
climbing, and % & thief may keep making rolls thief does not oun a set of
listening. to disarm until he is successful or lockpicking teols (see Qutfitting
A thief’s ability in each of these sets off the trap. Each trap the Character), his chances of
areas is expressed in terss of q handling roll accounts for 1Did success  are  halved, Success
percentage chance of success (rolled nelee rownds of game time, whether chances are alse redpced when
on D100). for location or "disarming. A ist lock gregter than Cnap?e:;ty Leae?
_ level thief has @ 10% base chence i 15 "being picked, For Complex
1) Trap Sensing, . of locating and/or disarming a locks, adjusted success chances are
If7"sucCessful, the character is trap. Any thief (Te?ﬂ?dliis of equal to the thief’s base ability
aware if there is a trap set level) has a S chance (96-108 en o divided by the lsck’s Canple:;tg
somewhere in the 10 foet cubic area Di00) of setting off a trap when Level (hence a fst level thief wit
around him, If desired, the player attempting to disarm 1t. This proper  feels wouid have a 40X
may  focus  his {rup-sen51nq chance of ‘error may increase in twe chance of picking a Level 2 lock, «
abilities on a single object like a ways: _ 5% chance on a Level 4 lock, and s¢
door, chair or chest. A1l Trap a) add $5% chance of misfire for on), MAs in the case of traps,
Sensing rells are made secretly by each previous  unsuccessful complex  locks will be clearly
the GH, so that the player will not attempt  made (reflecting identified when they appear in the
kngw the difference between 1 general abuse tc the trap scenaries in this beok,
failure to sense traps and a cetting mechanisa)
svccessful determination that no b} add S chance _of failure feor
trap 15 there, At ist (or each level of Trap Complexity
starting) level, a thief has a 5% (eipressed as a scale of 1-6).

base chance of Trap Sensing,



4) Pickpocketing,
This ability governs  the
player-character’z percentage
thances of picking suter peckets,
slitting open purses, Or removin
loosely worn  jewelry items,
first level thief has ¢ iSZ base
chance  of success in  these
endeqveurs, Whether or not the
thief is successful, the intended
victin may discover the gttempted
theft, To determine the chances of
detection, swbtract the thief’s
Experience Level from the victins
Experience Level, 1f the reselt is
a4 positive number, square it and
this is the chance of disca!erz.
{e.g., a fifth level thief attempls
te slit the urse of an eighth
level trader. His chances ef being
detected are 3x3, or 91).

armor he is wearing, as leather
armor rteduces chances by SI and
chainnail by 30%.

&) Hiding in Shadows.
TRis Tepresents the ability of the
thief to concesl himself from
others., A thief may attempt to
hide hiwself in any area with
readily available  cover -
underbrush, shadows, a roonful of
furniture. While hidden, a thief
nay make minor movements - shift
osition slightly, fire an already
oaded weapoen, er reach inte a belt
povch. Hore significant movement
will require the thief to make a
Meve Silently roll, or 1lose the
benefit of his concealment, 4 ist
level thief has a SX base chance of
hiding in shadows.

This represents the ability to move
quietly for the gurpase of sncuk1n$
up to or away fron sppenents. 1

soccessful, a thief’s nmovements
will be undetected by others,
regardless  of  their hearing
ability, A first level thief has a
5% base chance of Meving Silently.
A thief’s ability to Move Silentl

may be hampered by the type o

7) Climbing.
This represents a thief’s ability

to  scale a sebstontial height
through the vuse of P:ﬁ?s and/ar
hand and foothelds. Climbing rolls
should be made every i0 feet of
vertical movement aleng sheer of
relatively sheer sprfaces, If
unseccessful, the thief has on
epportunity te make a saving rell
against reflexes to maintain his
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Eusjtinn; if he fails to de this,
e falls 1ﬂk1n? iD6 damage for
each 10 feet follen. A ist level
thief has a 75% chance of climbing
each 10 foot section svccessfully,

8) Hearing, |
A~ thief conscieesly wses his
hearing ability to try and detect
noises down a corridor, behind o
closed doer, of the ssunds of
appreaching  animals  or  other
humanoids “in the wilderness, If
successful, the player will be
aware of sounds within o maximen

rnnae of 60 feet indoors and 250

yards outdoors,  However, his

ability to clearly distinguish what
he has heard may vary accerding to
circumstances (volume and duratien
of the sound, thickness of the

intervening walls, etc,), A ist

Tamal dhinf hne ~ WY chans ..F
iEVel i€y w3 4 Cva CnGRCE &

su;cgssflllx nsing this listening
ability, As in the case of trap
sensing, the GM sheuld always make
hearing rells so that the player
does nat know whether he has failed
to hear sownds or successfully
determined that there is nothing to
be heard.

A player-character’s  base
chances  of perferuing thieving
abilities nnI be adjusted to reflect
any applicable racial or reguisite
bonuses. Dwarves, for example, are
bern with a substantial Trap Sensing
ability, while hobbits and kobolds
can Hide in Shadows more easily than
their taller colleagues. Similarly
thieves who have rolled a hiqﬁ
Coordination (CO) rating will alse
gessess better than aquerage ratings

or  nmanipulative th;evxna skills
such as Leck Picking, See KACIAL AND
REQUISITE THIEVING BOMUSES.  These
adjustaents shouId be applied to both
newly created charucter? and to thnEe
being cenverted over from ether FRP
SyStens,

~ In addition to these initial
adjustments, a player-character’s
Thieving Abilities alse improve as he
gains_ experience in his trade. In
the FANTASY SYSTEM (as in many other
FRP  “rulesT, " characters grow by
earning Experience Polnts for certain
actiens, At certain ecified
intervals (1500 EP, 25680 EP), the
character is  considered te have
advanced te  a greater Level of
expertise, The experience chart for
thieves (includlng‘ the effects of
advancement on Thieving Abilities)
will be found in Chapter 4 of this
book, along with rules gqoverning the
avard of experience,



PACIAL AND REQUISITE THIEVING BONUSES

e 2 1 - -

! Intelligent Sense Pick Locate Disarm Pick Silent Shadow Climb Heor
1 ___Race Traps_Locks_Traps_ Traps Pocket Motion Hide (107) Noise
! Human
! Urok Hai
! Half-Orc
' Duarf £307 451 410X +1S% 57 +5%
| Hebbit +107 451 #51 451 +2S1 425X +10%
i Elven 451 #1101  +4S%
! Holf-E1€ 451 451
1 Orc +51 +0X +0%
i Centawr 01 5%  -i0L -20% -98% +i0%
! Kobold #51 +101  #SL  +S% +20%
! Pivie +101  -202 '§S§ =207  +15%  +1S%1  -40% +20%
! K+l M+{5%
¢ Goblin _ +10% 101 #S% _ +10%  +10% _ #1S5L  +1S%___ 51
E Regquisite  Talent Coord Coord Disc Caord Ceord Reflex Reflex
¢ 3T0FTTeSE | O Y S T SR Y A |V . | VAR ) 4
voo4-5 -20%  -20% -3er 2071 -20% -20T -10%
! g—aq -107  -48% 451 -i0% -10Z -{8%  -SX%
v 13-14 +2% +51 51 +51 %
A |- +4% 457 51  +5% 451  +2
! 16 5% #07 451 457 451 451 43X
' {7 61 451 +10% 451 45%  +10%  +0X  +4L
: i8 #81 457 #4S% 451 410X #4107  +40% 452
! i9 +07  +107  +4S% #4107  +16% +1S% +#1ST  +7X
20 127 4501 #2071 +10%  +(5%7 #4S%L  +1S% %L
TS | #4571 #1917 4200 #1571  #4S%  +20% 4207  +1iL
v 22 +18Y  +1ST  +2S% #1571 4200 +2S% +2S% +iX
P23 221 +201 #3007 +201 +25%7 +30% 4307  +iS%
P24 271 4251 +A0Y  +2SL  «30%  +35%1 +35%  +20%
125 or more  +3SL  +301  #50% #3071  +35% 401  +40T  +25%
|

1f the player desires to use an also be affected by circumstances
existing character from anether FRP arising i1n  the course of play

szsten, he  should recalculate
Thieving Abilities to FANTASY SYSTEM
equivalents, Hetheds for making this
character  conversion have  been
designed  for four cemparable FRP
5z5‘!“5 (Advanced Dungesns & Dragons,
Chivalry § ~Sercery, Runequest, and
Tennels & Trolls), and these netheds
are  described  1in Appendix A of
Thieves’ Guild,

NORNAL
SENSORY
ABICITIES
A player-character’s sensory
perceptions can alert him  to
thent;ul danger, ollow him to get
15 bearings in  unfomiliar

surroundings, or enable him to locate
a sought-after item, Base sensory
gbilities for si?h1 skell, taste,
and hearing are 15{24 belew, cleong
with any racial or training nodifiers
that  should be applied to these
skills. Base chances may of course

(weather effects such as changin
wind direction or

canouflage, etc.),

1) Daytine Si
Sighting «a
persons
player’s curragt
y

or

represented
intentions, etc,).

L

S0’

E% .

Tities refer

foq,

effects o

only to

objects within the

away.

facing,
At dictances up

the average

ine of vision (as

stated

player-character can identify soch
ob jects 0% of the time.
S0 and {567

drops to boz;
Players sh

ould

Between
this percentage chance
over 1507, to 30X,
receive pluses to

these percentage chances when in

familiar
to be

1 surroundings
looking for a person or
in the areq;
penalties should be assessed if t

or

if
*hing known
conversel

be

sought object has been deliberately
camouflaged,
Racial Adjustments: Elves +10%

Kobolds -201
Centaurs +201

Training Adjustments: Tracking +10%
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2) Night Sight.
NIghT™ wision abilities refer to a
character’s chances of identifying
shapes, mevement, etc., In din
l;g t  (swch as nntniaqht or
firelight). Many character races
(all byt Humans, Hobbits, and
Centaurs) possess 'hyperuisinn‘i
which permits them to see ep ts 60
in any conditions except abselute
darkness, Characters  without
theruisiun have a 30X chance of
identifying shages within a 58’
radivs, Q 0 chance of
identification at a range of S0 -
i50’, and only a iX chance at
further distances. For those with
hypervision, success chances at
tzese ranges are B0, 30, and 10X,

respectively.

Ru?gnl Adiugtnants: races having
hypervision are Elves,
buarves, Kobelds, Orcs,
Uruk-Hal, {Hnif-elvgs
and  half-orcs  inherit
night sight abilities, if
any, from the Father of
the unimn),

Training Ad justments: None

3) Swell ; _
Player characters begin  their
careers with a {6X base chance tu
identify  nearby smells, The
character receives a 20X bonus to
these chances wher attempting to

lﬂéﬂtlf; a swell he/she hes
successfully  recognized in  the
past. ances of suell

identification shovld be adjusted
to reflect the nunber of seurces of
the smell (the smell of ten ghevls
is more pronsunced and easier to
recognize thon the smell of oned,
wind directisn, etfc,
Racial Adjustments: Centaurs +i0%
Dwarves +10%
. ! Kobolds +30%
Training Ad justwent: Dyeing +10%
Perfumery +25%
Husbandry +20%

4) Taste.
Player characters have a base 154
chance of identifying a substance
through  taste analysis. 20%
bonus to these chances is given
whenever @ previeusly tasted
substance 1is tested,  Chances of
taste analysis diminish if a
character  attempts ¢ sanple
several different substances in a
single sitting.
Racial Ad justments: Duwarves -10Z
Orcs -102
Uruks -10%
Hobbits +10%
Training Ad justments: Cooking +15%
Brewery +10%



S) Hearing.
PlIayer characters have a base {0X
chance of identifying nearby sounds
(within 607  indoors and 250'
cutdoors), Mote: Thieves receive
an autematic 10X bonws to hearing
chances at ist level; their hearin
abilities  alse  impreve  wit
%:per1ence, as described in Chapter

Rociel Adjustments: (See THIEVING
BONUSES™ table
) ) above).
Training Ad justments: Nene
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HOVENENT

During the variovs Thieves’
Guild scenarios, plapers will Find It
Réciesary 1o make movewent on three
differen scales:

——

Qverland mevement is measured on
a daily basis, and rates are normally
absut {2 miles a day for an wnarmored
character walking through relatively
clear  territery; travel averages
about half that in rough territory,
and about ene quarter in mountainous

Race =)0L0
Human, Elven, Orcish 3
Dwarven 5/2
Habbit, Kebold 2
Pizie f 6
3/2

"]
Centnur, Riding Animal S
Draft Horse, Mole 4

repeat each set of turnsy
5/2  Meve 3, then 2;
5/3  Meve 2,1,2;
372 Hove 2,15

RULES OF PLAY

Hovement, Conbat,
Hagic, Disguise,
and other Thievish Pursuits

terrain, Most riding animals that
will be used in the game can travel
about 30 miles @ day in relativel

clear terrain, half that in roaa

ceuntry, but ‘may be slowed to s
little  as one tenth that when
traveling in mountainous areas, It
is seggested that the GM handle
overland’ movement on his basic
campaign maps by having each hex
represent a 5 mile grid.

_ Encounter movement is measuvred
in one sinvte turns, On an encounter

grid, a hex measures 20 yards acress.

In Melee sitvations, movement is
measured 1in 15 second intervals, and
the hexes en a melee grid are 5 feet

across.,

Individwal character movement
rates are primarily based en size and
the type of armor the character is
wearing. The MOVEMENT RATES

Melee Hovement Factors fer the
varievs character races wsed in the
Thieves’ Guild scenarios,

ENCOUNTER SCALE MOVEWENT FACTORS
Tin hexes per turm)¥

$(For fractional EMFs, vse the specified pattern, and

473 Move 1,2,1;

2/3  Move 1,04

172 Move §.0;

1/8  MWove 0,0,6,9,4,0,0,0)

Key: 1/2,3/4,etc.- fraction of normal EMF permitted,
NE - No Effect
NA ~ Hovewent thre this terrain net permitted,
(1] Burros are exempted from this restrictien;
. nay move { hex/turn,
[2] Pixies are exempted fros this restriction;
nay move at 3/4 normal rate

HOVERENT RATES

HELEE SCALE MOVENENT FACTORS 5
Tin"5 hexes per twrn) :
Araor warn ATROT WOrD ;
LTH CH SCA PLT Race 00 LTH CHY S PLT !
Auman, Elven, Orcish - % & T T
53 32 1 Dwarven 7 6 5 & 3
3 32 43 | Hobbit, Kebeld 5 8 3 2
2 1 23 1/ Pixie f 18 e 1 3 3
i/8 8 0 w S 4y 2 ;
i72 1/8 /8 Centavr, Riding Animel 18 46 12 8§ S5
E SQE 3§2 Draft Herse, Mule 2 18 N N Ne
EFFECTS ON ENF RATES FOR: i
TYPE OF TERRAIN ~ 2-LEGGED  4-LEGGED  FLYING |
RooghThilTy recky) 172 373 NE :
Steep Incline i hex/tern NAL{) 3/4 :
nguxlr Wooded NE 172 NAL2] :
River {at ford) 12 3/4 NE '

River (ne ford) 1/4 1/4 NE
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The varioss scenario maps in the
back ¢f this beok are keyed to either
Enceunter or Kelee  movement,

depending vpen the locale, Hest
daily activity is represented by
encounter scale movement

particulorly the initial manvevers of
a chance meeting f{or o planned
not-so-chance  meeting). On  the
encounter gqrid, several characters
can share the same hex during the
novenent and/er combat phases of a
turn, Mevement chould be transferred
from an encounter scole grid to a
melee scale grid whenever two growps
are within twe encounter scale hexes
of each other; when transferring to
the smaller scale (appoximately 2
melee hexes across an enceunter hex),
place each character on a melee hex
at  er  near the center of the
appropriate encounter hex.

On the melee scale
one character may occupﬁ a hex at the
end of a wovement phase. If two
characters from npﬁnsinq sides are
ad jacent t¢ one another at the end of
e Melee Movement phase, they are
censidered  engaged bor  combot
purposes, provided that one of the
twe is facing the other, It is
difficult for two enemies who are
back-te-back to fight, but it is not
totaliy impossible,

rid, only

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

1) running,
2) terrain effects, and
3) excessive encumberance,

[
——

Runniag.
Rinning  doubles  the normal
Encounter or Melee movement speed
of a character. & charocter may
run no more than a number of Melee
movement phases equal te 2x his

rating f{and 1/2 as many
Enceunter movement phases, rounded
ug). Thus o character with o STH
6 16 con ron for wp te 32
consecotive Melee rownds (or 8
Encounter turnc), If a character
totally exhaests his steming in
running away, he must immedictely
spend “an equal number of turns in
complete rest f{no other action
possiblel,

2

—

Terrain Effects.

Certain types of terrain limit
Encounter movement speed for some
or all character classes, These
effects are identified abeve,
described separately for 2-legged,

4-legged, and flying creatures.

1) Effects of Encumberance,

It Is “an general
cenclusion that the mere weight q

character attempts to carry, the
slower he will move. The Fantasy
Sﬁgggg rules try to incorporate
these™ effects without introducin

elaborate calcylations (]

encumberance, Assume that each
race can carry the following

maximum weight lead in qddition to

armor, weapen and shield, and one
snall backpack full of "food and
equipment:
Human, Urvk-Hai 120 lbs
EIf, Half-ELf 100 1bs
Orc, Half-Orc 100 lbs
Dwarf 160 1bs
Hobbit, Kobold 60 lbs
Pixie 10 1lbs
Centaur 300 lbs

If a porticvlar character has a

natural (befere racial adjustment)

STR rating of 15-17, increase base
carrying caopacity by 25%; if §TR is
ia or higher, add 50X to encumberance
inits,

Whenever a character is carrying
more than /2 of his moximuw load,
move eone Column to the right en the
MOVEMENT RATE charts (that is, a man
in~ Teather armor carrying 76 lbs of
extra load would move at the same
rate as an_ unencumbered man in
chainmail)., _ If @ cheracter corries
nore than 3/4 of his maximum lead,
adjust his movement rate two columns
to the right.

N Vv Lz e Y =T
J
r/L essee ... | I+t AC@ oith o y
1S A
7 . ; g )5
/ SAdrtswera o o 1, ana !
\‘-) s guy 's weerine Chain wh ien O v
3 _ e b g
\ s AC &, wnd using «w sheld
;7 - s ’j
k fae .50 1'd vieed o (6 #o
P 1 0
{ hit him , but mu sword
> A . .
{ ‘has o T2 sharaness benus,
¢'> 50 1 con clobber him oh o
>' ||t' ’ Eridice. i(?ln". ann O ‘1'1‘. Z
{ oy - )
N arid tumbie ow o F... o
Moyt FAW & vw - P
( A
i i T
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COMBAT

At the end of any movement
phase, characters can participate in
conbat if the character has either a
ready clese range weapen (and a foe
is positioned in one of his three
adjacent front hexes) or a ready
missile weapon (and a foe is within
his range and line of vision),
(Spells may alse be thrown during the
conbat phase of a melee round.)” All
combat is  assuned to  occur
sinultanesusly; thus each character
or monster entitled to make an attack
may do 5o even if he has suffered
fatal damage during the course of the
current combat phase. Some weapons
nay be fired more than once during a
single coembat phase; however, all
shots in a round must be directed at
a single foe.

All attacks are reselved throwgh
the roll of a D20, Each character or
monster is assigned a base hit
grnhuhility for each weapen he uses,

ase HP (called HACD) represents the
die roll that must be equalled or
exceeded for the character to
syccessfully strike an wnarmored man
(Armor Class 0). The HACR for a
particular weapon may differ ameng
plager-characters, dve to differences
in their inbern pﬁps:cul capabilities




or beqginning troinings and skills.
HACO will alSo improve over time as n
character gains experience and/er
acquires weapons exipertise.

To deternine whether a

nluiernc@aructer has successfully hit
a1 foe with an attack, the lgpunen!'s
effective armor ciuss (hereafter
abbreviated as EAC) is added to the
attacker’s HACE for the weapen he is
using, EAC  represents Deth the
defined protective value of the
arwor, shields and heln worn by a
character, and the added protectien
provided h{ the player’s instinctive
reactions ({referred to as his Qadlie
ability). If the attacker’s die rall
equals or exceeds his HACO +
apponent’s  EAC, o hit has been
stored, .
Example: Dworin, a fst level
dwarven thief with no HP benwses
for ceordination, has a HACO of
with a shortswerd, He attacks
Sledge, a hunan fighter wearing
leather armor (armer class 4),
curr;ing a sMall shield (41 te
AC) "and pessessing a +2 Dedge
(totalling an EAC of 44142, or
Dworin needs a 16 (947} or
greater on a D20 to hit Sledge,
If a hit is scored, the successful
player then rolls to determine the
anount of damage inflicted by the
blow., All domage is measered as
nunbers eof HITS, which in turn are
compared against a charecter’s tetal
HITS 70 KILL (HTK). The dice rolled
to determine damage differ accerdin
to the weapon wused, the degree o
training the character has received
in  that weapon, and the character’s
rating (see WEAP ONS
SPECIFICATIONS and BONUSES™ ~ARD
PERACTIES ~ FOR  REQUISITES for
details),  Armor and shields, if
worn, will abserb o portien of this
damage, as described in Chapter 3
endet Araor.

Critical Hits.
“I¥ a player-character’s die roll

on an attack is 10 or mere points
reater than the minimem needed to

it the foe being attacked, he is
considered to have inflicted some
sort of ‘“critical®™ wownd. In the
case of Dworin, the thief in our
earlier example, he weuld score a
critical hit using his shertswerd
against an wunarmored man en a die
rell of 19 or greater, Against
Sledge, his foe in the example,
Duorin would need o 26 (16+10) for a
critical hit, a die roll cleerly
impossible on a D20, However, Dworin
still has some chance to criticall
wound Sledge. If Dworin rells a 2
en a D20, he rolls an edditional Di0
and adds this result te 20, If the
result exceeds 26, a critical hit
would sccur,

CRITICAL HITS AND FUNBLES

Key: HP = Hit Probability
Hovement Allowance
Melee Round

£

nr

' DAMAGE '
i DIE ROLL  TYPE OF WOUND MULTIPLIER OTHER EFFECTS |
' I Fnscked Breathless i Stenned 109 AF -
: 2 Linb Damnged 1.5 If yeu?en arn HP -4; H
: ) it e?, HA 1/2 '
] 3 Linb Broken 2 Linb useless }
; 4 Internal Injury 1.5 W -2 |
] 5 Hassive Internal 2,5 Nake STH saving rell or H
] Injuries vncenscieus from shock '
; & Gash ! Lose § pt of STM every 2 \
; wr from blood less !
: 7 Severe Gash 1.5 Lese 2 pts 51M each ar ;
! from blood loss i
] 8 Instant Death 10 Foe dies at end of wr E
i E
: FUMBLES 5
' ]
i DIE ROLL  TYPE OF FUMBLE EFFECTS i
H i frep Weapen Takes {hr to retrieve ;
! 2 Break Weapen Must draw new weapon (takes { ar)

i 3 Hit Ally Roll to hit as for opponent; d )
i . normol damage if successtul, :
! 4 Hit Self Astematic hit; roll normal damage H
H S Stunble Lose next mr regaining balance i
: b Fall Lese $Db mr getting wp !
. 7 Sprain Ankle Reduce MA by -2 ]
! 8 Dislecate Sheulder HP -2 '
1] ]
] ]
" 1

—

Once 1t has been determined that  offected player survives, STH lass
@ critical wound has been scored, 15 recevered at a rate of 1 point per
rell a DB en the Critical Hit table  game day; while STH is below nermal,
to identify the type and effect of  reduce .tﬁe character’s total HTK by
the damage inflicted. If a limb has  the ratio of:

been injured, rell a D4 to identif current STR + STH
the linb affected: 1 = weapon arm
= shield ara, 3,4 = legs. Where the noraal SIR + STH

result indicates e loss of bleod, 1f bones have been broken, they will
such  losses continue wntil @  require 4-b game weeks !3 + {D3) to
character  knowing first aid can  heal. If a character is ferced to
seccessfully administer emergency  use yet unhecled limbs in @ stress
treatment. If a ployer’s STM rating  situatien, there is a 40X chance of a
drops to @ as a resvlt of blood loss,  refractore.

he dies, If a character’s STH rating

falls to 1/2 its original level, he  Fumbles,

may only attack once every 2 melee T Just as a character can have
rewnds; at {/4 STH, once every 3  above average success on a4  given
nelee rounds. attack, he may alse commit awkward

(and sometimes yltimately fatal)

Effects of  critical hits  errors. A character er monster 1s

frequently last far befnnd the  considered to "fumble® if the rell of
immediate battle, even when (if) the

I-1%



the die is {8 or more points below
the winimum needed to hit the foe
being attacked. In the case of
Dworin vs, Sledge, the dwarf would
fusble on any die roll of & or below;

thus, he actually has a slightly
better chance of fumbling than he
doez  of hitting Sledge (which

sugqests that if this tight were
Duorin’s jdeq, he should "have his
head examined if it hasn’t already
been handed te him by the end of the
battle). Reqardless of a character’s
effective hit probability, however, n
character or nonster will always
funble if he rolls o i on a D20, If
a character is using 4 weapon that
enables him te make multiple attacks
and fumbles at any peint, no further
attacks are permitted in that combat
phase,

As in the case of Critical Hits,
characters roll a Db and consult the
Funble tabie to determine the exact
fate that hgs befallen them, If
melee rounds (mr) are indicated to be
lest a5 the result of a Fumble, the
character may not move or fire during
these rounds. Ankle or shoulder
injuries svustained from Fumbles are
assuned to  take 4DI2 game days te
properly heal; all of the attacks and

the healin

novements made during ‘
period should be made at the adjuste
rates indicated in the Fumble table,

kecovery from Non-Critical Wounds,
er a baffle sitiafien is
resoived, several player-characters
may be alive but injured. Each
characier who has sustained damage
during that gtnbut ﬂﬂz receive ene
(and “only one) application of first
aid from ung one (and only one)
character with training in this skill
for @ given set of wounds (ene
battle’s "worth), Mon-critical hits
that are not healed hg first aid are
recovered on the fo luuln? basis:
each player-character naturally heals
wounds at the rate of 1/2 his current
STH per day, wntil fully recovered,
Healin gblitty may be temporarily
reduced if the player has suffered
damage to his STH from poison, bleed

loss, etc.
CORBRT 1T
“FOR TRIEVES

- mm—————

_ The general rules of cumbat are
designed to desl with situations 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 party such a fair
chance to win. The following tactics
nay therefore be employed by any
thief to attempt to impreve his
advantage,

1) 805!5.!911!1.'1;-

In""arder to stab an eppenent in
the back with a bladed weapen, a
thief mst make Mave Silently rolls
vntil he reaches a hex adjucent to

the rear of his opponent, While
Hoving Silently, the thief may nmove
his entire mavement nllowance. Once

in positien, the thief nez strike

with a +3 te basic hit probability
and a further +4 to Critical Hit
Probobility, A successful

backstabbing attempt does dowble the
nornal weapon damage.
Example: Gudjarn, an average ist
level thief, is attempting to
backstab a victis with a dagger
he has a HACO of 8 (instead of
the wvswal i) and scores a
critical hit on his oenarmered
victin (ACO) with a {4 or greater
(rather than the wuseal i8), He
is successful (ralling a 12), and
the blew does desble the normal
dawage for the weapen used;
however, no critical wound is
scored,
For the next nelee reund (if the
victin is still alive), the thief
loses his special hit prt‘nhxlity and
domage benuses, but his eppenent
cannot strike back dve to surprise
(even if he has o weapon ready).

2)  Coshing.

Coshing is a specialized form of
rear attack designed teo temperarily
disable rather than kill a foe, The
weapon vsed is often a blackjock, or
some  ether relatively soft biqnt
weapon (such as a sock filled with
sand}, which is intended to concuss
the wvictim rather than kill him, As
in the case of huclstubbing, a player
nust successfully Move Silently to
get inte position for an attack.
blow is then aimed at the back of the
opponent’s head. If successful, the
victin is knocked uncenscious (ne
saving rell), The chances of success
depend almost entirely on _the
headgear wern by the sppenent. Base
hit ‘probabilities are identified in
the chart below: they already include
the +3 bonus thieves receive for
striking fres behind, but may be
further™ improved if the player-
character has general benuses to hit

probability  received  for high
coordination or guineq experience,
(Mote: In Thieves’ Guild scenarics,

assume all non=-player characters wear
the helms normally asseciated with
the type of armor they wear - Norman



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

COSHING
PROBAEICITIES
E Headgear Base 1
Doootvictn it |
! one - g :
' Cloth coif b !
[ Hat b !
' Leather helw 10 ¥
H Norman helw 14 ’
i Poman heln 17 ;
5 Great helm 20 ;

3) Use of Paison-Tipped Weapons.
WiEn posSSi0ie, (NIEVEs may wani
te  improve their fighting
effectiveness by applying a systemic
peison to the cutting edge of their
weapon, Assume that each application
of poisen will be totally injected
into  the victin on the first
seccessful  blew struck by that
weapon, Peisons will retain their
potency for 4-48 (AD42) game heurs;
if wunused in that time, they are
wasted, MNo more than 474 sunce of
poison may be placed on a weapon at
one time; if this constitutes less
than a boll dose of o particular
peison, remember to reduce the
effective level of the poisen
accordingly. Dunuge _ produced by
peison 15 subtracted directly from a
character’s stamina rating; if this
valve falls te 0, the victinm dies,
If o character’s stasing falls te 1/2
its  eriginal level, he may onl
attack ence every 2 melee rounds; i
1/4, every 3 melee rouwnds, ff a
character dies from being peisoned
the thief responsible receives 25 o
:grnn} cowbat experience (see Chapter

4) Striking from Concealment.

Tn " "some sifuvations, a thief ma
be able te wait for a potentic
victin in an area offering nateral
cever - a dark alleyway, behind a
full-length curtain, etc, If the
thief successfully makes a Hide in
Shadows ability roll, he gains the
advantage eof surprise an his first
melee  rownd of attack,  With
surprise, the thief receives o +2 teo
his normal hit probability, and his
wpponent does not get @ return
strike, Note that if the wictim does
not ulrend; have a weapen drawn when
attacked, he will be unable to ready
that  weapon until the 2nd melee
round, and wnable to wse it wntil the
Jrd melee round,

SAVING ROLLS

In the Thieves' Guild scenaries,
player-characters and  NPCs alike
often face potentially fatal dangers
other than man-te-man combat, in the
form of sprung traps, magical
enchantments, etc, In many of these
sitvations, characters may have a
specified opportunity to avoid or
reduce the severity of adverse
consequences by 5uccessfull¥ paking a
saving roll [see alse the first note
in SECTIOR™ I egainst one of their
basic requisites (REFLEXES, STAMINA,
MGIC  RESISTANCE, etc.). Saving
rolls are nmade on 2D42; to be
svccessful, the die roll must be
equal  to er lower than the
character’s adjusted rating for the
requisite being tested,

These  same principies are
enployed in sitwatisns where a
character velwntarily atiempts an
action requiring above avernoge skill,

Examples of actions that might
require saving rells would include
leaping aboard a_ moving wogon or

jomping from reoftop to rooftop to
elude pursuit (both requiring saving

rolls against coordinatisn)
utienptinﬂ to batter down a leckea
dosr  (STR saving roll), er dodging

sut of the uoT of a falling b ject
(REF saving roll), The GM may ussa?n
pleses or minuses to the saving roll
to reflect the relative difficulty of
the action attempted (e.g., a slender
elf enencumbered by a great deal of
weight might be given pluses when
attempting to leap between rooftops
snder nermal circemstances, but might
receive substantial minpses fer the
same actien on an icy, windy winter’s
night),
THE ROLE
OF WAGIC

ﬁlthnnﬁh the player-characters
enerated for use with the Thieves’
Guild scenarios are not designed
primarily to be spellcasters, thieves
nay vse magic in the form of scrells
er  enchanted artifocts (petiens
rings,etc.). At bth level alf
thieves with a TAL rating of 9 or
better can vse scrolls without threat
of vuser-induced backfire (although,
like all other magic-users, rhgp Hay
seffer adverse consequences if the

spell has been incorrectly copied
snte  the screll),  Lower level
thieves may alse wuse scrolls, but

there is a [ﬂ! chance of backfire per
level of experience lacking (i.e., 0
Sth level thief has a 10% chance of
fgllgre, a {ist level thief SO0,
etc.).
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Spells used in these scenarios
are taken from the FANTASY SYSTEM

nagic rules, These reles are not
printed fully here duve to lack of
space. However, all individual

spells that appear in the scenarios
will be fully described so that the
GH can incerporate magical combat
into these adventures, and seo the
thieves have some opportunity to
acquire some arcane agssistance in
their activities, For the purposes
of balanced play when experienced
characters from other FRP systems are
being wsed, it is desirable to limit
the nunber of enchanted items they
can bring into these adventures,

A thief may alse choose to sell
scrolls or ether nugic 1tens obtained
through theft, These items have ¢
base “valve of 100GP x the level of
speil sguared f{e.g., a 4t level
screll is werth 100x4x4 or 1680GP),
Spell levels for the enchantments
contained in the scenaries are
indicated in their descriptions,

RANSOMING

PRAT-A-AR-AAR 3

When the fortunes of war clearly turn
against a character or party, many a
traveler  (including hired quards)
will suprender to the mercies of his
oppenent rather than fight te the
death, If yeu the player are beld
and successtul in planning your
thieving activities, yov may have the
opportunity to decide the fate of
vanquished  foes.  This section
describes some options for dealing
with priseners,

A character’s secial status and
financigl position will determine
whether of not he can possibly be
ransomed, There are six levels of
ransomability:

Level { - worth 1-160,000
(D400 x $080)
Level 2 - werth 2-20,000
(2010 x 1400)
Level 3 - worth {-10,0800
(D40 x 1000)
Level 4 - worth S00-2500

(D5 x S80)
Level S - worth 100-1000

(Di0 x 100)
Level N - never ransomable

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

FINANCIAL
CLASS STATUS

WEALTHY AVERAGE POOR
NOBLE 1 3 ]
GUILDSHAN 2 : 5
MERCHANT 3 5 N
YEONAN t . N
RABBLE N N N



flthewgh a captured individual
may belong to a closs that is
generally ronsomoble, the percentage
chance that his fun;iv or associates
will octually pay ovt such @ sum must
be determined on a cuse-p{-cuse
basis,  Seme_ characters will be
beloved by ali, while others will be
sociol eutcasts whele loss will be
grieved by none(and perhaps welcomed
bz some), For relevant characters in
the scenaries presented in this book
the percentage chances of swccessfu
ransom are identified.

For prime ransom targets such as
nerchants or traders, the scenariss
alse indicate whether the non-player
characters are local or  long-
distance  travelers. If large
distances nust be covered to bring
the prisoner to an area where a
ranson Gemand can be delivered, the
thieves will have to obtain adequate
Etfplits to make <such a 4onrney,
select o means of transport and a

reasonable disquise for the prisnner;

etc,  Remembér that the thieves
party shovld also be suvhject to
rondor  encounters (with  other

travelers or  wancering mMonsters)
while they travel,

Tne kevenge Factor.

There 1s always a pessibility
that a prisoner (or his family) may
decide to seek revenge against his
captors, To determine whether
revenge 1s sowght, roll a Db after
the prisener’s releaze and compare it
to his ransom level, If the die rell
15 qreater than the ransow level,
revenge will be sought. Certain
cenditions may Hﬁdlf; this die roll,
1f the coptive is a female, add { to
the die roll, For each qame month
thet the prisoner 1s held captive,
odd 1 ts the die roll. If the

risoner was well-cared for (i.e.
ed well and reqularly exercised, not
physically tortured er sexvally
abuzed)  during  his ccgt1vit9,
subtract 1D2 from the die roll,

If the die roll indicates that
revenge will be souaht, rell a Di0 to
determine the t¥pe of action taken.
a.) 0n g rell sf §-7

iD3 fighters™ will be hired to
bring the captere teo justice
(dead or alive), Their period
of service will be i game month,
and their chance of locating the
thieves successfully will be 30%
1f the thievec remain in the
sque area where the prisener was
taken, 0% if they are still
practicing highway ruhber; in
anether lecation, ond enly 2% if
they are residing in a city er
laying law.

b.) On q roll of 8-9 _
An~ ascassin will be hired to
murder the capters., His peried
of service will be D3 gsna
months (depending en wealth of
victin), and his chances of
locating the thieves will be 50X
if they are in the same area,
201 if  committing highwa
rnbber; in another location, an
10%2 if they are in a city er
lying lew,
c.) On @ roll of 10

e prisoner or a member of the
prisoner's family embarks on a
persenal  vendetta that will
continve until the death of
either the thieves or the
vendettist,  His chances of
locating the thieves will be S
per nonth,

Uther Alternatives. ;

Even for those captives who are
not ransomable, it is generally net
wise for thieves to leave a widening
trail  of death bebind them, If
remors begin te circulate that
merciless killers stalk the highways,
this  can  have many ne?utxuz
consequences. Posses may 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
qneugh to travel will probably hire o

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

Poor folk, such as low class or
geusant farners, shovld prebably gust
e released, wunless they have
vnusvally qood physical requisites,
Some of the stronger er more
begutiful captives can be s¢ld as
slaves, either privately or theugh a
slave "trader. The base price for @
slave is {0-200GP (D20xi8), However,
add the roll of an additional D29 for

each of the following outstanding
requisites!
STR ) 14
STH ) 15
DSC ( 7
MAG ( &
#PP ) 14
If o character fylfills qll

these regquirements, his/her price on
the trading block would be 50-1200GP
(6D20x10).  1f thieves conduct slave
sales through a trader, they will
receive 50X of the final sales price.

DISGUISE

There are a number of situations
in which a thief may wish to obscure
his true identity, Such
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circumstances inclvde attempts to
gain entrance to a building in order
te “case” the premises, attempts to
confuse or elvde pursvit, etc. The
chances that a particelar disquise
will be successful are erlnczpclly
dependent en a character’s Id, bet
are  alse  infloenced by  the
individual’s magnetism, appearance

racinl background, and the type of
role being attempted.

The initial success chance of
any disquise attempt is SBZ, the same
as the percentage likelihood that any
story will be believed. Adjustments
are then made to this base
probability:

1) Add er subtract SI for each
point of difference between the
character’s 1Q and the IQ of the
individeal to whom the disquise
is  being  presented. This
reflects the rele that
intelligence plays in making a
person aware of the important
details of an impersonation;
(e.q., proper insignia, knowledge
of "local couvrtesies, tamilior. K
with well-known names or *catc
phrases.”) When decling with
qroups, character intelligence is
compared to the ayerage I§
(rounded down) of the group,
This is done wmainly for the
purpose of simplifying the nuaber
of die rolls required, but alse
simulates the fact that a
disguise goins credibility once
it is believed by a few "known"
individvals.  For purpeses of
this die-roll, all crowds are
assumed to have an average IG of
g {below normal, reflecting the

decreased opportunity for Close
personal interactions that might
reveal flaws in an

irpersenation},

2) For every point of MAGNETISH
above {4, add 5% to the base
syccess chance., Since MAGNETISH
reflects a character’s general
ability to faverably influence
people, a high gersmnl MAGNETISM
enhances the believability of any
disquise, Sisilarly, o very low
MAGNETISH  (lese  "than = 9)
indicates that a character will
be disliked on sight, and
receives minuses of 54 per peint,
(A1l MAG_benuses and penalties
nre doubled in situations where
the disquise  requires  the
charocter to act in @ comsand or
leadership cupucit;.}

3) For every point of APP above 14,

add S te the chances of
successful  disquise  whenever
dealing with sesbers of the

oppesite sex, In this case,
physical attractiveness  is
presumed to reduce the subject’s



interest in finding fault with
your  disquise. Conversely,
sybtract 51 for every point of
APP above {4 when dealing with
members of  the same sex
(reflecting the likelihood of a
jealoss reaction),

4) The family background of «
character nay restrict er enhance
the types of reles that he can
sucessfnllI play., Most peasants
are totally unaware of the

riteals of daily court life, and

almest none can feel comfortable
impersonating men of station,
conversely, a nobleman
ingersnnutan a peasant or serf
will almost always exhibit an

asount of
self-esteem in  his  bearing.
Basic swccess percentages are
downwardly ad justed 30Z whenever
such  unfamiliar  roles are
attenpted. (Family backqrownd
can also have pesitive impacts on
the creditility of disguise, Add
62 to the success chance
whenever the role chosen is from
the same class as the character’s
upbringing, ﬁddstxanqlla quild
members receive a 1 i, and
merchants a 5%, bonus to their
chances of successfully
ortraying any non-military rele
ecause of the wider range of
contacts they have made.)

1nu$proprin1¢

BASE SUCCESS CHANCES FOR DISGUISES

5) Adjustments must alse be made to
reflect the compatibility of the role
selected with the racial background
of the character. Hebbits and pixies
do not moke realistic captains of the
quard, and centaurs or Uruk Hai are
unlikely {euel ugprnisers.
Non-humans will almest always have
nore dszxtultI representing
themselves as local officials. The
ad justments made in any particuler
case should be subject to the
descretion of the GH. The table,
BASE SUCCESS CHANCES FOR DISGUISES,
1s designed to provide general
guidelines for this purpese,

E ROLE  \ RACIAL HUMAN DWARE  HOBRIT ELF ORC URUK KOBOLD  CENTAUR  PIXIE
i ATTEMPTED \ TYPE GOELIN 1/2eLF  1/20RC '
! BEGGAR +Hi -30 -30 -50 +30 -3 +40 =30 -3 :
¢ SERVANT +Hi -50 +20 -40 =50 -50 -4f) +H0 -30 :
i CONSTRUCTION WORKER 0 +25 -40 -15 +S 125 -30 20 -50 !
1 COOK/CHEF +0 -40 +30 -{1 -30 -40 -30 -40 -40 i
i CONSTABLE +5 +10 =25 E-15 0-50 ~38 =58 +10 50 '
' /E 1 /0-48 ;
¢ PRYEST 0 -20 0 =30 ,g 23 =30 0 0 -10 !
i ENTERTAINER #5 =30 +5 25 -30 -50 -{0 0 0 i
1 COMMON GDS MERCHANT +H5 +20 +20 =5 -20 -10 -15 -10 -40 :
t FINE GDS MERCHANT +10 +25 -10 0 -4 =30 -4 -30 ol !
' MEDICAL (HEALER) +0 0 0 20 -3 -35 =30 ~-10 -20 :
! ARTISAN +H0 2 0 210 -30 -15 -30 +5 -4 .
1 MAGE g -1 -40 +10 -3l -4 =i =25 +25 '
t HILITARY(WARRIOR) +HS 15 =30 0 =10 +H5 =40 +5 =S :
| NOBILITY e 0 -S0 +20 -S0 i -30 -10 -0 ;
Ll 0

Once all udfustnents are made,  MAG rating (ability to take control  This disquise, if believed, should
the GM mokes a D100 roll secretly to  of a siteatien), based on the  enable him to enter all rooms of the
determine the effectiveness of the  formula: house,  including  the wupstairs
player’s disquise. If wnsuccessful, 10(base chance) bedrooms most likely te contain the
the NPC may openly indicate his + S(each pt DSC ) &) jewels, He comes to the house late
disbelief, or may “play along® with + Seach pt MAG ) 11) in the afterncon, when only Lady
the impersonation to learn what is  This gives the percentage chance  Catherine _and her servants are
really _?ninq on. If seccessful, the  (roll Di00) that centra? of the Eresent. The Lady’s 1@ rating is
NPC will 'believe the disquise  impersonation can be reestablished. i.

completely until and unless a crisis
situatien ecCurs,

A crisis sitvation" may result
through circumstances beyond the
player’s contrel, or may be due to a
nisstep made by the player. In the
event of such a sitevation, it is
presumed  that  the character’s
dicquise has been challenged. The
effectiveness of a player’s response
to such a challenge is a function of
his DSC rating (representing common
sense AN @ panic sitvatien) and his

A sample application of the
disguise rules is provided to clarify
their vse, Damien the dwarf wants to
auin access to the vpper floor of

aren Egbert’s wrban townhouse to
determine the location of his wife’s
jewelery box,  Damien’s relevant
attributes are as follows: 1R 15, DSC
id, 8, APP i1, Family Backereund
= Herchant, He  decides to
impersonate o member of the city
guard, searching the house for an
escaped convict seen in the vicinity.
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Damien’s chances of cenuinC1n3
the Ludi of his disquise are BUZ
(hase SOX + 4xS%1 for the difference
in intelligence between Damien and
Catherine + 40X racial bonuvs). He
receives no bonuses for MAG or APF,
and does not receive the SZ benus
normally  assigned to  Merchants
because the role selected is nalx1ur§
in natore, The GM rolls a 54, an
Dawien  is inside, methedically
exarining each roon.



_ After ten minutes,” Damien is
almost ready to depart, having noted
a number of potential hiding ﬂinces
for valuables and having wnlatched an
upstairs window to facilitate his
later reentry. Just at that moment,
however, the Baron returns home,
Encountering the dwarf and his story
the Boren expresses puzzlement that
he was not informed of the search
since he had sEoien to the chief
constable less than an hour earlier.
Thus, this cenfrontation represents a
crisis sitevation that Damien is
ill-prepared te face. He has only a
20% chance of rescuing the situatien
(Base 10X + S[2 pts of DSCIBI + ( pts
for HAG). Luckily for Damien, the CM
rolls an 07 and the dwarf is able to
fabricate an acceptable excuse for
the Baren. As he pauses 16 calm his
ﬂqnqled nerves in a nearby elleyway,
anien soothes hinself with thoughts
gf hme great treasvre that will soen

e his . . .

FENCING
STOCER GOODS

Let's rejein Damien on the
morning of the following day after
the swccessful completion of the

robbery. Hiz havl censists of:
{000GP in coins; SO00GP worth of
swall qens; 2 emerald bracelets worth
i000GF ench; a diamend-encrusted
tiara, engraved and custom-made for
Lady ﬁutherine, valved at 15,000GP; a
bundle of tapestries worth iElﬁGF
total; and a set of crystal glassware
worth 2500GP,

Does this mean that Damien is
26,700GP richer thon yesterday? Not
bloedy likely! With the exceptien of
the coins and small gems he has

taken, all the sther itens from the
robbery must be cenverted inte cash
throwgh resale, Whether he takes

these goods to a re vtable trader or
*fences” the items through underwerld
contacts, Damien may attunllg receive
oily a fractien of an iten’s stated
market  valve, Furthermore, a
personalized, highly recognizable
item like Lady Catherine’s tiara ma
be considered so “het" that few uilg
purchase the item from the thief at
any price,

Matters becone further
complicated by the fact that the
player-character must have received
training in various skills (in this
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case Jewelry,

Y weaving and
glassblowing) in order to  have an
accurate concept of the valve of his
pooty, If no character in the
thieves’ purt:_ has training in_a
articelar  skill area, they will
elieve that the item is worth
unguhere from 10Z to i0x its actual
yalge (?ﬂ rells a Db hlah-ln on? a
Di0. If high, nulixﬂly cteal valve
by the result of the Dil roll; if
low, by the Di0 roll x £0%, The
reselt is the thief’s estimate of an
iten’s valve.)

To sell stolem goods, (er any
property, including treasere from q
dungeon ), the thief must locate one
or  more potential buyers, The
chances of finding an appropriate
individval incregses uccordsna to the
size of the town in which the thief
is attempting to fence his goods, and
may be enhanced by Thieves’ Guild
membership (see next sectien), If
the GH using these scenarios does not
have a pernanent campaign with cities
and towns already designed, die rolls
can be wsed to lay ocut siteatiens.
Rell o D100 and consvlt the chart
below to identify the size of the
nearest town; then make a secend Di00



roll and read acress that row to
determine the number of traders in
the towmn.

For each trader six
charac teristics must be established:
§) What is the size of his total
vrse? (These assets may be in the
gnrfa of coins, gens, or letters of
credit from nlneylenders in the
community.)

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

3) For these known commedities,
what is his initial offering price
for nermal items (expressed as a %
of trve wvalve)? His maximvs
offering price (olse expressed as
e % gf ¥rue valve, seldom greater
than 501)7

4) Will the trader deal in goods
from sutside his trnjning fields?
If se, what method does he employ
te arrive at a price for these
?unds? ) ‘

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

roperty!

6? ill the trader try to rob the
thief if he thinks he can get uuuz
with 11?7 If yes, will he attemp
te do so b{ force or hz decept_on?
(This vsvally eccurs when the itew
or items being seld are of
extraerdinary value,)

A small number of prerolled trader
charac ters are presented for the GH's
convenience, GMs should wse merchant
or trader characters from their own
campaians os well, if desired, or a
GN may develop traders and fences of
his own using the method below,

Frecedurally, the GX plays the
prospective  buyer, and makes his
initial offer,” 'The GM and the
player—character then may dicker ower
4 final price, The trader will
continve to haggle until

a) agreement on a price is reached,
b) the trader’s price reaches the
maximur offer indicated in the
table, er
c) the GM rolls a 90 er above on
percentile dice, indicating q
negative response to the player’s
bargaining tactics.
The ayer hay then cccept or refuse
the NPC’s offer, ending the fencing
process. The price actwally paid to
the player is the treasure "valve"
used in calculating experience (see
Chapter 4),

TRADER CREATION

The creation process for traders
and  fences expands the questiens
posed above for characteristics.
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INITIAL SIZE OF ¥ OF TRADERS PRESENT
DIE POLL TOWNGPOR.) 0§ 2 3 4 Gplyg
0r=40 TE-108 01=75  76-95 9699  if0 = -
11-30 101-250 01-20  2(-45  46-80 81-9S  96-99 100
3160 251-500 01-10  £1-20  21-35  36-S0  Ti-70  74-100
6190 S04-1000 0§-02  03-05  04-10 {1-15 18-25  26-100
4-9¢  1001-5000 = - = 01-02  02-05  Q&-1#0
100 ¥Seq0 & - - - - 0i-100
TPADEP. CHARACTERISTICS
Tetal Training Dealing Minimum Moximum "Hot"
Nane Perse Fields Outside_ Offer _ Offer  Goods Sting
TeweIryk — -
Tanning Outrage -
L. Briggs 84,000 Silversmithy 12% 202 407 Will call W
tne Armory constable
p— Calligraphy
Perfunery = T
2, Farnth 8,600 Weaving £0% 201 A0%  Fearful - N
R _tmgtf _______________ No_deql
§. Orneda” 2,500 Classblowing 207 k{4 80T No effect W
. _ Perfumery
Bowry = o T
4. Delwpn 490 Silversmithy 5% o% 36X No effect W
Tanaing
P Tewelry — -

S TShell TTO0, 000 JeweIryX 4 i B0% Raximum =R
e hechanics e . |/
B. Lroven _” 2,000 CTasshlouing _~ " "S% """ 7S%" """ "ANT " Wq effact TN
7. Tanna A0 ArmoryE 87 SN 5 A /4 ﬂuxgggn =N

“~Tailering T N il
B, Aven 7,100 Calligraphy 20% 20X B0%  Maximum - Force
________________ Mechanues ___4n [1]
TA1Toring = -
9. Lodoun 410 Cnrgetry 5% 30% 70%  Fearful - N
= Pecfumwery No deal
_ e
18, Throsh 4,600 Fine Armory i2% 151 SBX  Maximem = Guile
: . Glassblowing e B0 121
SiTversmithyk B
i BaurT Outrage -
i1, Popi 5,200 Jewe r{ 10% 10% 70%  Will call N
Glassblewing constable
Mechanics
i Carpentry iy i b Oufrage ="~
12, Britt 7,569 Jewelry 10% i51 S0%7  Silence N
MO S RSP U for bribe
Y indicates Kastery of the skill

f1]

Aven employs three fighters; there is

a 5% chance he

vill order on ottack if they outnumber the thieves,
[2] Thrush will attempt to substitute qlass and paste fakes

on

hin for appraise

hot items of ieuelrg, e~ gems, that are breught to

gercentuqe to detect switch
ighest percentage in the group!,

; thieves must roll

(only ene

Locate Tru;s
try, from the




§) Determine family background and
financial statys:
40% Guild
30X Wealthy
S0% Average
20% Poor
60% Merchant
20% Wealthy
46X Average
K% Poor

2) Determine the size of the total

purse:
Wealthy - 1000 x 1Di60 GP
Average - 100 x {D100 GP
Foor ~ - £0 x 10400 GP
(Guild receive 2 rolls)

3} Determine number ef Training
Fields in which the trader or
fence is knowledgable (rell Di0):

£ 4 fiald

2-4 2 fields

%7 3 fields

8-9 4 fields

10 4 fields and

~roll again )

Determine which Training Fields;
if o field is rolled twice, the
trader or fence 15 a master in
that field (roll D20):

1 Tauloring 12-13 Glassblowing

i 2 Corpentry 14 Weaving ;
i 3-4 Tanning 1S Complex |
| 5=7 Jewelry Mechanics |
'8 Coopery 16 Perfumery !
i 9 Carpetry i?-bﬂ Silvepsaithy |
i 10 Bowry 17 Calligraphy |
P Armory 20 Fine Armory |

— ——— ——

4) Determine the percentage chance
that the trader or fence will deal
in goods outside his normal fields
of interest (thic is based solely

on the DSC rating of the
character):
DSC less
than {1 20 chance
bse i1 {5% chance
nsc 12 121 chance
DSC 13-44 10% chance
b5C 15-16 5% chance
DSC 17 or
Aore iZ chance

5) Determine the site (percentage of
actval walve) of the minimum and
woximum offers the trader or fence
will make:

Minimum: ST x 1D6

Maximum: 107 x 108
Obvieus 1incensistencies (minimum
greater than maximus) shevld be
either re-rolled or ad justed, It
is pessible for the offers to be
exactly equal; this means he nakes
only ene offer and does not
hagqle,

6) Determine the trader’s reaction to

%hginusly *hot® merchandise (roll
i2):
i  Ouvtrage - will  call for
constable
2-3  Qutrage - offers silence for
bribe

4-5  Fearful - refuses deal

6-7 Blase' - reduces  maximum

offer by 1/2

8-9 Blose' - reduces  maximum

offer by 1/3

Blase' - No effect )

2  Pigued - raises ROXIMUA
of fer by 5-30% (5%
x 1D6)

7) Determine whether the trader or
fence will attempt to "sting” the
thieves, Roll o Di2; on a §, the
trader will attempt to de 50 by
farcos an o 3, the gtfegnt uill B

threugh trickery er quile, =

THIEVES? GUILD
MEMBERSHIP
=====

ADVANTAGES
ARD
DISADVANTAGES

sizable town (population
thieves are likely to be
wrganized into the equivalent of a
Gvild or secret society. The Guild
will seek to control all thievin

activity going on im the city, an

will  view  those who operate
successfully outside of their contrel
as targets for destruction, Guild
newberchip,  therefore, nuz be a
desired 1tem for player-character
thieves to obtain,

In an
)} 500),

Entry Requirements. Nermally, the
Guild will not be interested in
recruiting a  thief for
membership until he has reached
Jrd level. Exceptions are made
for _individvals  with
extraardinary coordination
and/or reflexes ()16}, who will
be accepted at st level, The
initiation fee for all is
{5006P, which must be paid
during the _ first wenth of
#enbership, The thief must alse
ugree to give the Guild 251 of
the total wvalve of any theft
made in  the city, and to
undertake specific jobs for the
Guild if requested.

Advantuges of Guild Hembership.
As outlined above, joining the
Guild will cest you some of your
freedon of action, and quite a lot of
money, Against these disadvantages,
Guild menbership does offer a number
of benefits:

{) The Guild has o well-established
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network ef connections for selling
stolen goods. A thief may pass
his geods te the Guild for resale
and improve his chances of
receiving top valve,

2) The Guild has access to mony of
the local nmagistrates, and make
reqular payoffs to insere leniency
for  their membership when on
trial.

3) The Guild can uggulﬁg provide
nembers with o safe hiding place
or paossage out of town when they
need te escape pursuit,

4) In major cities (pop.)5000), the
Cuild will provide free of cﬁnrge
inproved sets of burglar teols as
they become necessurg 1hrnuTh
chargcter advancenent (at Levels
5,9,i3,etc.) _

5) ﬁerﬁups most impartantly, Guild
moshorchin eliminatec the
possibility that the character
will be harassed by both sides of
the law. Although a thief may be
able to operate independently
within o city for a long time if
he plans carefully, is noet seen,
does not  brag  about  his
accomplishments excessively, etc.,
there is always a chance that the
Goild will becone aware of his
activities, The Guild’s response,
depending on the amsunt of revenve
it believes it has lest, may range
from threats to beatings to
assassinatien, The player ma
wish to aveid these risks throug
nembership,

Guild Organizational Structure.

The  sfructure of éach lecal
quild is likely to vary according to
the size of the nembership, the
ameunt of revenve being taken in, and
the general heirarchical tendencies
of the society, However, all
thieving Guilds are litelz. to be
preside ater_b¥ a master thief whe,
with the assistance of one or mere
trusted lievtenants, is responsible
for  overall decision-making, The
Haster will set down the regulations
that his subordinates must follow,
mete out punishuent 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
commonplace in the wunderworld, 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 GM develop some concept of
the organization of the local Guild
o5 this can serve as o seurce of
additional adventeres (as players try



to weve up in the ranks to positions
of impertance, or are sent oot on
Guild missiens.)

GOTCHA, THIEF!

tven for successful thieves
there are times when the best laid
plans Tl astray, and the players find
thenselves face to face with the
lecal censtabslary, a pesse, or seme
other defenders of law and erder. In
such a sitvation, the thieves nn; Iy
te moke a run fer_it, er fight their
uay to freedom, These responses can
be  handled throvgh the neormal
movement and combat rules. The
thieves may also try te gain their
release by hrihinz. their capters,
The GM showld sse Ris own discretion
in  deciding the effectiveness of
bribery attempts, based on the number
of lawmen present, their greed and/er
their  sense of respensibility to
their  jeb, the awount of noney
offered, 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 en to prison with
his captives,

The thief’s final sption is te
take his chances with the medieval
covrts. Under this cgtian, the thief
{leuds his case before ane of the

ocal magistrates. The trial can end
with ony ef five resuvits;
! Death Sentence

Carried auf within seven days in

the nmanner customary in the

province (hun?in , (drawing and
qanrttr;nq etc,), There is ne
appeal, But for nob es, the

sentence is normally carried out
without  torture; COMMONErs
vsoally qget dtspinyed 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
vseally . . .
2 Mytilation.
AS T in I8lamic custom (ask your
local Ayatellah). The accused
might 0se ¢ hand, or his
tongee, or .
5 Imprisenment.
Senfences range from 10 days te
years, epending on the
severity of the crime and the
natere of the judge, If o
player Ls.goor, prisen may prove
a cruel fate, since prisoners
had to purchese their own food
while in joil . . .

4 Fines,
Fines levied by the court are
yseally ver; nederate, ranging
from SO0-1900GF (50 x DZ20),
These witheut the necessary
capital either went straight to
the local Shyleck to borrow it
at 601 interest per month, or to
reselt 43  abeve (Debters’
. APnsnn}.
cquittai,
'E%ipIhte exoneration.

Player-characters may attempt 1o
improve their odds of a faverable
verdict in three ways, Two of the
training fields available to p!u!ers}
eratory (+20%1) and magistrncy (420,
or +4§ for mastery) impreve a
character’s  reaction  dice  in
pleadings before the court, If the

layer-character belongs to the local

hieves’ Guild, the guildmaster can
eften exert favorable influvence on
the decisien throwgh his contacts
with local judges. Finally, judges
alse may be offered bribes hz the
confederates of the captured thief,
Bribes are the riskiest methed of
influencing the judicial process;
some  judges (10-251) are totally
honest and would be deeply offended
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by a bribe attempt, while others ma

become inselted if the bribe offere

is low by their reckening. However,
in some cases, a player with lur?e
capital  reserves can  virtually
guarantee  his freedom through a
generous bribe, since for some
duq es, the positive effects of a
ribe increase incrementally with the
total ameunt being spent.

JUDGES ~ AND JUSTICE,the table
presented on the next guqe contains
all relevant data for 12 NPC judges,
To sinulate a court proceeding, rell
a Di2 to determine the magistrate
prSLdlﬁg. {Nete: the higher the die
roll, the more lenient "the judge.)
If the thief is a member of the local
Thieves’ Guild, he receives the
adéitisnal adventage of reiling a Dif
and odding 2 to that “result
(cansequenslg, they can only draw
Judges 3-12). The thief then makes
any attempts at influencing the
jud?enent @ wishes, A Di00 is then
rolled and appropriately adjusted,
and the werdict is handed down,



JUDGLS AND JUSTICE
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RESULT OF TRIAL

Kagistrate’s tuild Effects of Tgpe of Death Mutilation Prisen ~ Assessment Acquittal
Nanme Contacts Bribery Offers rine Sentence Tern of Fine of Charge
Bl e z==zz=== S e R R R =z
#1. Heydrich N | i Fraud VoBi-10 0 14-A0 1 4365 1 b6-80 | Bi-100
*the hangean" : i i Theft Vo= ) 26-700 4 7-B0 1 81-8S | 86-100
H i i Violence i 01-50 i 54-75 Vo 76-90 R A | L
2. "Haximun' PN 1-20 reqardless of i Fraud ' v 04-105 P Be-b0 3 B1-7S 1 Te-t0D
Jon Srycah ' isize of bribe i Theft i Vo025 0 25-700 3 7i-80 ) 81-100
_ : i i Vielence 1o0i-25 1 26-40 ) 4180 ) Bi-8S 1 Be-100
§J. Agon Stern PN PN i Fraud i ; P03 b 3e-60 1 bb-100
: ! i Theft Po0-S L 06-25 4 25-60 1 EL-7S 1 76100
; H i i Vielence Vo08-300 1 31-40 5 44-700 0 74-80 ) B1-100
#4, Onnesaab L] 1-20 regardless of i Fraud | ] Po08-30 1 3M-6% 1 b6-100
] isize of bribe i Theft ] yoM-20 ) 21-s8 % SE-T0 1 7H-100
] ; i Violence vo08-25 1 26-40 1 41-65 ) 6675 1 Te-100
#5. Harddelyn i N 1+10 for any and all | Fraud i Poo-05 1 06735 1 3665 1 b6-100
' ibribes over S00GP i Theft ! Vo2 1 2645 1 4e-70 7i-100
) ] : o i Vielence P05 0 2635 0 3665 4 66-75 1 76-100
#6. Bertrand I 45 ger ZIIqESiF i Fraud i i Vo0=3S 1 365 1 66-100
Fairweather : ‘bribe (max 25), if i Theft boB-0S 4 06-2S ) 26-S0  } S1-70 ) 7i-100
: fonder 2006GP, -5 i Vielence Po01-2S ) 26-35 ) 3665 1 66-7S 1 Te-100
47, De Scayls L . | ! Froud H ! P 01-30 vo3i-60 ) bi-i00
' ' i Theft H Vo=t 1 21-45 1 4665 1 he-100
H ) i Vielence boe-20 3 24-30 1 34-95 1 %670 i 7i-10d
8. Evridal PN i+10 for any and all i Fraud : H vo08-2S 1 26-55 1 S6-100
: ibribes over 250GP ! Theft ' VoM=200 0 2400 5 a6 b bi-100
i : i Violence Po0t-20 3 24-300 0 3485 1 %670 1 7i-100
#7. Oannd v G2 145 per 100GP of i Fraud ] ] vo04-25 0 26758 1 Si-100
' bribe (max 30) 1 Theft bo0t-10 1 41-38 1 3445 1 46-s0 1 b1-100
: : i Vielence Po0i-1S b 1625 4 26-50 1 S1-65 1 6A-100
#10. Kraatr i N (#10 for any ond all i Fravd i i vo01-20 P 21-50 i S1-100
: ibribes ever SOOGP i Theft : Vo-1S ) 18-35 1 36-600 4 ei-100
: i i Vielence Po0-15 1 1625 0 26-50 1 Si-65 1 6A-100
111, Roibien P G+20 145 per 200GP of { Fraud : ' Po0i-20 4 21-45 ) A46-100
| ibribe {max 50), if i Theft i boM-4S 1 16-35 0 1 3Je-55 1 S6-100
' iunder 2006P, -20 i Vielence VM-t b 14-25 1 2645 1 4660 ) 61-100
#i2. Travic Tee S Y i+40 for any and all } Frawd H ' Po08-20 Vo21-40 v A1-100
] ibribes i Theft i bou-0 b 18-300 31500 3 Si-100
' E i Vielence po0-10 b 11200 ) 2145 ) 4668 61-108
| | 1 ] 3 N 2 !
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OUTFITTING
|
PLAYER-CRARACTER

Once the attributes and talents
of the player-character have been
determined, the final step in
character genergtion is to previde
your thief with basic sepplies by
spending at least a portion of the
funds in his initial purse. For ease
of presentation, supplies have been
breken  down  into five basic
categories -~  Heapons,  Armer,
Equipsent, Clething and Food,

Weapens.

have to
purchase the weapons they will use in
the game from the price lists at the

Host players will

end of
represent

this chapter,

These prices
the cost

of o standard,

CHAPTER 3

QUTFITTING

Arner

and Assorted
Paraphernal ia

unornamented, non-enchanted ueugua of
its type (more elaborate or better
crafted R;eces nay cost from 2 to 100
times this basic amount), There are
two ways in which players can obtain
weapons without purchasing them, If
the character is a member of the
Nobility, he receives any one weapon
he chooses as a legncz from his
family. Also, if the cheracter has
taken training in skills that invelve
weapon-naking (blacksmithry, bowry,
netting, etc.), he is assumed to have
mnade one weapon of that type for his
personal vse,

Thieves  require
stealth 1o be svccessful;
consequently they will never wear
heavy armor (plate or scale) and will
seldon wear chainmail or carry
shields. In  purchasing armer,
characters  may  either = purchase
complete sets of body armor or nerelg
terse profection. Helms are sol
separately,

The effects of armer en
character attributes and combat
resu{ts are as Fnilnus:

A thou?h the g uger thief will net
hinselr wear Scale (Armor Class or
ACB) or Plate TRCT0) “arwor, he may
encounter Toes that do in the
course of his adventuring, Scale
reduces a character’s coordination
(CO) by 2 and reflexes (REF) by 4

speed and

while worn, The armor absorbs twe
hits  of damage from every
syccessful attack, Plate reduces
CO by

3 and REF bz S; 1t stops
three hits per attack,

Chainmail (ACA) reduces CO by §
and  REF bg while worn, The
armor absorbs two points of damage
from each seccessfvl blow struck
b§ an epponent, up to a marimum of
{50 hits. Damaged armer may be
repaired at the cost of { GP per
point repaired. A Nerman helw is
usvally worn with thic type of
armor,
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1, but has no effect on CO. The
armer  absorbs one point of damage
from each successful blaw, up to q
maximun of 40 hits, Damaged ur?ng
nay be repaired at the Cost o

SP per point restored. An B-layer
leather heln is vsvally worn with
this armer,

Quilted cloth armor (AC2) does not
reduce character CO or REF. It
nbsorbs one point of damage from
each successful blow, up to a
naxinum of 10 hits, Damaged armor
can be repaired at the cost of 3
cP Eer point of damage restored.
A cloth coif or cap is wsvally
wern with this armer, (Quilted
cloth can alse be worn wnder
plate, scale or chain armor, if
desired.  When worn  in this
fashion, the cloth has no effect
on a player’s AL (which remains
6), but the player is able teo
Ei“‘"; three hits of damage per

oW,

A character may, because of
financial constraints er preference
wind wp wearing different kinds o
armor en various parts of his bedy.
In  this event, the character’s
effective armor ciuss is:

1/2(AC of torss)

+ 1/2(average AC of other areas)
Thes, if a choracter has purchased g
chain shirt and nothing else, he is
considered ACI ([1/2 x 6] + [1/2 x
61). ALl ether effects of armer are
also recalculated, In this case, the
character’s CO0 and REF would be
redvced by { each (always round any
fraction wp), and the chain shirt
wopid abserb 75 total hits. During
melee, a D6 would be relled hleh-lau
on each successfui  attac to
determine which pertion of the
character’s  body (more or less
arwered) was struck, and the normal
protectien amount for that armor type
woyld be absorbed.

If o charocter 1s not wearing an
agpropriate heln (for the major armer
type of his encemble), subtract i
from his armor class, This reflects



the probability that blows will be
particularly aimed for one’s cranium
1f it is improperly protected,

Shields are alse available for
close combat, and the use ef a shield
adds | to a character’s armor class
(exception: add 3 te the armor class
of a character using an B-layer
leather shield against missile
attacks), A small shield absorbs |
golnt of damage per blow, but costs {

rom CO to wse. A inrqe shield
abserbs 2 points of dunaae per blow,

but coests i from both CO and REF to
use,
Equipnent.

kach  player-character should
supply himn/her-self with a number of
vseful eoerydnr items, such as
utensils and cooking gear, a reliable
source of  illumination, sleeping

ear, a length of sturdy rope, etc.
variety of equipment is provided in
the price lists Delow. Three of the
categories, containing _ special
equipment, require brief explanation.

In order to disarm traps and
pick locks at full effectiveness, a
thief must have a proper set of tools
(picks, wires, skeleton keys, etc.).
Each set costs SOOGP, and o new more
advanced set is required fer each
four ndditienal experience levels the
thief attains (1.e,, at levels S, 9,

13, etc.). MWithout prnger tools, 0
thief functiens at half normal
nbility when picking locks er

disarwing traps.

Thieves may want to purchase

peisons to give themselves an
alternative te neex;ng an intended
victim in  face-te-face combat,

Peisens are c}ussified on g scale of
£ to S50, If a full dese of a
particular poison is intreduced into
a character’s body, whether by
ingestion or injection (by arrow,
blowqun dart, dagger point, etc, ),
the poison level is deducted from the
character’s stamina (if a STM saving
roll is nade, only half the poisen
level is dedvcted; STH saving rolls
are wmade aqgainst current staming,
befere any new deduvction), If the
character’s stamina is redvced to 0,
i, or 2, he falls 1into a deep coma,
and will die wunless he receives
ener encI first aid within 4 melee
rounds (1 minute) if at § stamina, 20
melee rovads (5 minutes) if at i
staming, or 420 melee rounds (30
minvtes) if at 2 stamina, If staming

falls below (, the character dies.
Poison wears off at 1 stamina point
per 24 hour period. While o
character’s staming is below normal,
his tetal HIK ur$ reduced by the
percentage ratie of current strength
+ stamina to the original STR + STH,
(For example, if a character with 20
HTK, a nornal STR of 15 and a STH of
15 takes 7 points of poison damage,
his adjustment facter on the first
day of recovery weuld be 15 + 6/45 +
{5 = 70% of nornal HTK, or 14, Note
that the character will qraduvally
regain the lost hit
recovery continves). If only partial
deses of a peisen are wvsed, nake
appropriate adjustaents to the peisen
potency level, Three sample poisens
are indicated in the Equipment Price
List, Since the secend, sceorpion
venom, can only be obtained from
defeated (vsvally defunct) scorpions,
its availability would be extremely
limited, and the price subject to the
GM’s discretion, Note also that
hemlock is an ingested poison, and
since 1t tastes bitter, Lt.uzll not
be the easiest task t¢ induce a
potential victim to consume a full
ounce willingly.

pints as his

A character may purchase o
riding aninal if he desires (and for
highway  robbery, o swift and
reasonably  trustworthy means of
escape can bé a great factor in
saving one’s life, when the sitvatien
qoes seur), of mony varied types and

valities, as identified on the price
?xst. Unless @ trained warhorse is

however, a character will
large  penalty to hit
while trying to fight
-back:
$u - (CD + REF)
is odded to his basic HACO if the
character is a trained rider,
- (€0 + REF)

purchased,
suffer
pruhubil;tT
from anima

if the character is not trained in
horsemanship, ALl vntroined animals
are prone to panic in a battle

sitvation (60L chance of rearing,
attempting to bolt, throwing rider,
etc.), and o chargcter untrained in
horsemanship has unlI a 25X chance of
svccessfully controlling a panicked
nount,

Clothing.

Each character is assumed to
start with one full set of clothin
consistent with his or her secia
background. Thus, the son of a noble
night have garments of velvet or
satin, dress boots, and a fur edged
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cloak, while rabble would have enly
reqﬂeﬁ, rough  woven breeches
sandals, and a shirt, ndditinnui

itens may be purchased, including
clothing  designed especially for
vnysval™ climates (desert gear,
mountaineering boots, parkas, etc,).
If the character has taken irq;nnnq
in tailering, he naﬁ nake his own
clothing, simply purchasing belts of
clath, Remember that appearance,
particularly in the matter of dress,
nay be an essential where it cemes to
disquise,

Feodstuffs.

~ Last, but not least
1pur11:ulur1ahtn hebbits), characters
nust eat, When in town er villages,
menls can be bouwght at inns or from
street venders, or fresh food for
home preparation can be found at
reasonable prices in the lecal
farmers’ market. When one ventures
onto the King’s highways, however, it

is vsually prudent to carry one’s own
supplies. Although  pre-packaged
dungeon  rations “and = travelers’
rations aore available, they are

designed for emergency siwuunnsi
having earned the name ’iron rations
since they are as hard as iron, and
taste equally bad with the wax
urnpg;nq en o off, Purchased
suppiies Moy be supplemented by
filching vegetables frem the fields,
o by !rugpinq animals, or even
foraging. enenber, however, that
freshly sluuqhtgreé neat must be
salted down "quickly, or it will
spail, vsvally by the second day,



' WEAPONS

i SHORTSWORD 25 GP RATTLEAXE, {-BLADE 20 6P STAFF SiING 4GP\

i RAPIER 60 GP RATTLEAXE, 2-BLADE (1) I5 6P BOLO S GP !

f BRS&DSHGRD 35 EP CUBSEL ¢ op SHORT EOW gg GP

i DAGGER B GP CLU ! GP HOKSE Bl GP

| BTILETTO 7 GP CLUB, BRASS BOUND (2] 5 GP LONG BOMW 40 GP

i POINIARD il GP CLUB, SPIKED (3] B GP LIGHT CROSSBOM 50 GF

1 MAIN GAUCHE 15 GP MACE on Ep COMPOSITE BOW 100 Gp

1 BOWIE EIADE 40 GP MACE, SPIKED HEAD [3) 1) 6P BLOWGUN i GP

! THROWING KNIFE BGP  SHALL WAR HAMMER 5GP NET 8 GP

 HAND AXE 8 GF THROWING HAMMER 25 GP

¢ THROYING AXC {5 GP SLING 2 6P

E WEAPONS ACCESSORIES

\ ARFON, STEEL HEAD 3 5P BLOWGUN DARTS (BAG OF S0) 3 6P SHOULDER BELT 2 GP

i APROMW, SILVER HEAD [4) 25 67 BOW CASE, wWOOD 8 Gp KNIFE BELT (HOLDS 8) 2 6P

| ARRUM, FIRE (4] { GP  EOM CASE, LEATHEF 2GP  SCABBARD, LEATHER 2 6p

i AFROW, FIKEBORB (5] § 6F GUIVER (HOLDS 47 ARRDWS) Z5 &P SCAERARD, METAL 20 GP

t CROSSKON §UARREL STEEL 2 G BUNSTRING ) 15 8P SHEATH, LEATHER i GP

i QUARREL, TLVER-11PPED (4] 10 GP UUARREL BELT CALE (HOLDS 28) 9 GP SHEATH, METAL 5GP

i SLINC STONES (POUCH OF 10) i GP [ROSSBOWSTRING 25 §p

i THROWING DART i 6P SWORD BELT 2 GF

: (§1 If first attemnt to hit misses, receives chance to hit on return swing in same melee round,

: {21 Tf not brass-heund, club has 25% chance of shattering on each successful blow,

’ [3] 5?!!25 add {DZ to normal weapon damage,

' (41 These specinl missiles do nermal ameunts of damage, but may be necessary to offect certain tvpes of

: creatures (trolls, vampires, etc.)

] {51 On du hit, firebomb does 108 of damage that melee round, and 2D8 of damage in the succeeding melee

: round.

5 ARMO? AND ACCESSORIES

v CHATN su17 S04 G HUILTED SUIT “ OGP SHALL SnIfiDsk

v CHATN SHIRT 200 GP HUILTED SHIRT 3 6P LEATHER S GP

i CHAIN PANTS 250 GP AUILTED ACCESSOKIES 5GP NAKEN 3 6P

i CHAIN ACCESSORIES {00 GP STELL 25 GP

i LEATHER SUTT &b &P HURHAN HELH 14 &F LARGE SHIELDSK

! LEATHER SHIRT 25 GP LEATHER HFLM 7 GP LEATHER 8 Gp

i LEATHER SKIRT 15 GP GJILTED COIF 2 6P OAKEN S GP

i LEATHER ACCESSORIES 25 GP STEEL 35 GP

! % Shields of the two sizes may nbsord npprogrints amsunts of dnmoge accerding to the material of which

: they are node. When this damage has been abserbed, the shield 1= considered destroved, and useless as

! far 535 any benrs to armer clasc is concerned. Leather absorbs 12 and 20, eaken 20 and iﬂ, and steel 35

: and 58,

: HUUNTS

i (The prices helow are for unbroken, uueruge gunlitp horses; for paor quality, subtract SOX; for

' good quality, add £00%; for excellent, add 200%; for superb, add 400%.)

i LIGHT HORSE 4 GF HEAVY HORSE 150 GP

} MEDIUM HORSE 80 GP SUPERHEAVY HORSE 150 GP

i EQUIPMENT AND TRAINING

i SADDLE 25 GP BREAKING T( SADDLE (takes { week) 35 GP

i PACK SADDLE 10 GP RASIC TRAINING (takes { menth) 100 GP

\ Tﬁ%ﬁ i 6P GOOD TRAIMING (takes & month=) 500 GP

¢ SADDLEBAGS iS 6P CUMBAT TRAIMING (takes 2 vears) 2500 6P

i BOARDING (one week) Normal care S GP (All training requires payment of boarding
Bunlity care {5 GP costs, for whatever period of time.)

THE STORE OF NANY BAVGAINS
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THE STORE (comt )

FQUIPHENT i
MALLET (workman’s hammer) [11 2 GF LANTERN, CANDLE B GF BLANKET, WOOL 3 GP
BELT #NIFE [1] 3 EP { ANTERN, OIL SLEEPTNG BAG, WOOL 12 GP
HETTHET (1] 16 G? (1/2 hour per ounce) i2 67 SLEEPING BAG, FUR-LINED 40 GP
400D AANS AXE (1] {2 G? CANTEEN (% guart) 5 G CAMPSTOUE 15 GP |
SPIKEC, [RON (4 dozen) 2 GP BACKPACK, CANVAS (25 pounds) 3 GP RACK and SPIT . bGP
WARBI ES  CLAY (bag of 50} 8 8 BACKPACK , LEATHER (60 gnunds) g GP KETTLE, COPPER (3 qailons) SCP !
NARBLES, GLASS (hag of 20) S GP  SACK, SHALL (10 pounds 5P POT, IKDN (2 quarts) 40
CALTRUPS, SMALL ibag of 303 2 GP SACK, MEDIUM (30 pounds) LGP Set of UTENSILS 2 GP !
CALTKOPS, LARGE (bag of 10) 5 GP SACK, LARGE (100 pounds) 2 6P CARVING KHIVES 15 GP |
SALVE (T aopplications? (21 S0 GP BELT POUCH i GP VIAL, GLASS (1 ounce) 2 GP |
NPIUK /5 vges) 150 GP HONEY BELT 3 6P BUITiE, GLASS (8 ounce) 4 GP |
BAMDAGLS (for 20 wounds) 45 HIRROR, STEEL L EP (32 ounce) 8 GP |
SPLINIS (for 10 limb<) S 5 MIRROR, SILVER S GP CONTAIMER, LEATHER (& ounce) & SP |
NEEDL.ES (packet of L0} i GP KOPE, HEMPEN (S50 feet) (3] 1 GP (32 ounce) 4§ GP |
THREAD C:zpool, 100 yards) 2 GP FOPE, ELVEN (S0 feet) (3] 5GP FLAGON, METAL (32 ounce) 15 8P ¢
HEMLGOK (1 ounce, level 32) 250 GP ROPE, SILKEN (20 feet) (31 10 GP CORKS (20 nsserted sizes) 3 6P
i GLORPION UEMOM CHAIN (per foat) 2 G COFFER 1.5 cubic foot) (4] 4GP
{(1/4 ounce, level 20} 1 GRAPPLING HOOK 8 Gp (3.0 cobic foot) (41  BGP .
+ BELLADOHNA (1 bunch, ievel 8) 10 GP FIRE KIT 1 GP CHEST (15.0 cubic feet) [4] 20 GP |
TORCH {iasts 2 howrs) i CP LIQUID SKIN (2 quarts) i GP SCROLL CASE, LEATHER :
+ CANDLE €lasts & haur) 3Cp (2 gollons) 2 6P (halds 2 scrolls) 450
+ CANDLE itusés 8 houps) o2 4 6P tiJP}'ENT {2 persul;u} -1:0 Gr SCROLL ﬁﬁ[:r: & ;
' i ounce fin rson) 5 i
EA ifg?ﬁ Eé poun bfocﬁ) 15 Eg &E#, éBEBIﬁE EB EB HBSinE fné?nBﬁEﬂ}§ ES] ix 5
{11 These items are not desiqned to be vsed as weapons; if they are so vsed in an emergency, apply a !
enaity of 4 to the normal HACD for that type of item, ) :
121 Une application will relieve {04 g;m!s of nen-critical damage, including damage from burns. !
{31 Breaknge chonces: hempen rope - Eer use, cumylative (on 10th yse, chance 1s 30%), elven rope - {1 }
per vse, cunulative, silken rope - {X chance on any given use, !
|4] egply additional costs (at GH’s discretion) for locks, traps, binding, etc, |
(5] fM’s discretion, depending on type desired (bagpipes should cost a swall fortune), !
CLOTHING i
SUMHER WLAR 2 6f SANDALS i 6P
WINTER GIAR S GP BOOTS, SOFT S GP
DESERT [5hAK i &7 WORK 4GP
COLE 1.ANDE GEAR 25 6P HOUNTAINEERING 8 6P )
CLOAK @BﬂbEN 10 GP s ﬂrﬁgLﬂTH " 4 . 15 GP
\ YELVE i rd wid H
i-'ER-HNED !}E EF yans th the Ee!t? :
FUR {50 GP -400L bGP
‘ YHLYET & FUR 200 Gf ~COTTON 10 GP |
¢ GLOVED, WUDLEN 2 6P -SATIN 50 GP
] i.EATHER b GP -VELVET 200 GP 4
FUR-LINED 8 GF -SILK 350 GP E
FOODSTUFFS
© FLOUP £20 pound sack! 4GP HERES, DPIED (i pound) 20 6P !
| ONIORS (20 pound sack) { G PEPPER (1 ounce) 75 GP !
¢ DRIED EEANS (10 pound sack) i GP SALT, ROCK (1 ounce) JGP I
o LENTILS (10 pound sack i GP SUBﬁé, EROWN €1 ounce) & GP 1
BREAD. DAkK (4 pound loaf) 1ce WHITE (4 ounce) 10 GP !
WHITE (1 pound leaf) 2 5P HONEY (1 pint) 4GP
VEGETABLES, DRIED (25 pound sack} 10 GP GARLIC (1 clave) i GP
FRUTTS  DRIED (10 posnd snck) 10 6P BRANDY (1 quart) 56+ GP |
SALSALE , SMOKED (10 pounds) 2 GP RHISKEY €1 quart) 75+ GP !
© HAM. GHOKED (15 pownds) 8 67 WINE (1 guart) i+ Gp !
 BACON, “IDE (20 pounds) 4 6P TEA (40 cups worth) 20 GP -
¢ HEAT  “ALTED (25 paunds) b GF COFFEE (20 cups worth) 25 GP
© F1S, SALTED (10 pounds} 3 GH LIME JUICE (% guart) 40 GP
. CHEESE (30 pound bheel) 10 G TRON RATIONS (1 Aeal) £GP
¢ HARDTACK (10 pounds) { GF TRAVELER’S RATIONS (1 meal) 7 6P .
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ACQUISITION
F
EXPERTEMCE

the scenaries in this
book provide player—characters with
impodists obisctives the long-tara
goals of the players revolve around
the  accemulation of Experience
Points, se that their characters may
advance _to hxgher levels of thiefly
skill. The table on Thieves’ Levels,
Abilities, and ggﬂgriggge provided on
he next page indrcates the number of
Experience Points (EP) needed to
attain each successive level of
thieving expertise, and identifies
the rewards received at each level.
Experience Points way be obtained
from four basic seurces:
1) froem participation in
sityations,
2)  through the acquisition and
resale of loot from thieving

Althougg

combat

activities,
from the  successful
ncgonpllshnent of Ability rolls,
an
4) through encounters  wWith

non-player characters,

EP awards in each cateqery are
sumnarized below,

1) Combat Awards.

In the Fantasy System, each
gluyer receives EP for the wounds
e/she personally inflicts on foes
during combat, The

points awarded
for each hit inflicted

differ

accerding te the rating of the NPCs
or mensters damaged, as follows:

| EP NPCs Nonsters
' oper by by i
i hit e:qerxence total
| gealt . level HIK
e GREEN 1= 3
Vo9 INTERMEDIATE  21-50 |
i 14 VETERAN 51-90 i
2 ELITE M-475
[ —— M75

CHAPTER 4

EXPERIENCE
Hethods,
Awards,
and Advancement

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

Thieves receive some special
snvses  and  penalties e neraal
ombat experience awards. Becouse
thieving ﬁluces such a high premium
on stedlth, thieves receive only 1/2
the normal EP valuve of dunuge done in
face-to-face  combat  (Exception:
H;Thuuynun adventures, where this
rele dees not upplY). Cunuerselz
thieves receive double the normal EP
for daomage inflicted by a successful
backstabbing or attack from shadows,
If thieves can cenvince a foe or foes
to surrender to them, each member of
the successful party receives EP
equivalent to twice the combat EP
that would be owarded if the
vanquished foe  had been killed.
(Thus, if an Intermediate fighter
with 32 total HTK serrenders “to a
party of thieves, each member of the
party receives 32 x 9 x 2 or 576 EP),

[
4]
C

2)  Experience
Goods

Thieves receive EP from the sele
of geods acquired threugh theft, The
EP “awarded is equal fo 1/4 of the
price actvally paid for o stelen
itew, rather than its stated value,
Thes  1f four plu;er-chnructers steal
a bracelet worth 2000 GP, but sell it
for 1200 GP, the party receives 300
EP to distribute among themselves,
EP for stolen qoods is collected at
the moment of sale rather than at the

time an item is stolen, EP for loot
that  does nat require 'FenCLng‘
(i.e., coins and small qems) may Be

of theft and is
valve of the cash

awarded at the time
based on the face
stolen.

3) EP for “Abi

Tt
L
e
re
]
=
—
e
w
-

Dering the course of qluy a
character nq;_agtenpt to emp n{_ﬁls
1h1eu1n3 abilities, er other skills
acqeired as g reselt of training, EP
is aworded for successful attempts,
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based on the player’s T chance ef
success, calculated by the formula:
(405 - success 21 = EP award

No character may receive less than S
EP for a successful vse of abilities,
net even if his odjusted success
percentage snevld be greater inan
105%; however, it 1z recommended that
the GM :gply EP penalties to those
players whose characters continvally
use abilities when not necessary
(such as moving silently in one’s own
bedroon), sanplr to accrve  the EP
awards, A player may collect
experience for the first five
successful ubilxtI rolls he makes per
day in each skiil area {e.qg., he may
recetve credit for vp to five Hearing
rolls, five Lock Picking rells, five
applicatiens of ewergency First Aud,
and so en, but will not get EP for
aaking additional Hearing rolls later
in the sawe day}. Players do not
recerve  EP for successful saving
rolls (against REF, ST, or aether
basic  requisites), the qame
designers believe that the effects of
making these rolls vsually constitute
sufficient personal reward, If,
however, a player’s syccessful saving
rell saves the lives of ether party
members, the GH may choese to make
special EP award,

4) Encounter EP.

~ The award of ‘“encounter™ EP 1s
designed te reflect the fact that a
decision NOT to F1$nt or try to reb o
particular group of NPCs nu; of ten be
the wisest chosce, Therefore, each
member of @ party receives encounter
EP equal te the total hits to kill of
each group of characters and monsters
encountered, For Veteran humgnoid
characters, wultiply HTK x 2 to
calcvlate encounter EP; for Elite
choracters, nultiply HTi x 4, Seme
nonsters nug_have special abilities
(fire breathing, stone gaze, poison
or disease-carrying, etc.). In these
cases, calcelate encounter EP h¥
multiplying HTK x 2 for each specia
tnlent possessed,



e e R LIKITS ON The  simplest  method  the

NOTES CHA designers have discovered is to

In addition to normal awards, ADJARCERENT require the player-character to have

GM’s may make discretionary EP awards at least @ne encsunter on an
te  reward players  whe  show The Fantasy System rules do not  adventure, and then retorn te a city

initiative, solve a difficult restrict the number of experience or town to qualify for a raise in
preblem, or do o particulorly good  Points that can be accumylated dering  experience level, This will wswally
Job of rele-playing. The key is te @ single adventure, No  accrve some additional EP for the
remain flexible, so  that yeur  player-character  is allowed to  character, te set hin/her on the road
campaign can reflect” and reward the  advance more than one experience  to the next higher level,
interests of yowr players. level per adventure, however, As as
At various levels on  the  example, assume that a 2nd level
Experience Table below, there is an 8 thief with 2000 EP goes adventurin
i~ the colomn Tobelled Hit Die, At and accomplishes acts worth 808
these leyels, the player receives the  odditienal EP, His new tetal of
egpcrtunnty to increase his 10,000 EP qualifies him to be a 4th
character’s own Hits to Kill with an  level thief; however, he may only
additional rell of his Hit Die, (see rise to 3rd level at the end of the
Character Creation, Chapter 1, for  adventure. To attain 4th level, the
determination of fhe hit die fo be  thief most ge sut on an additional

used), adventsre and return alive, although
" = h; need not cellect any additional
EF.

THIEVES? LEVELS, ABILITIES, AND EXPERIENCE

Percentage Abilities

' [}
' EP  Hit Hit Prob Dodge Sense Pick  Locate Disarm  Fick  Heve in Hide in Hear !
i Level Meeded Die Bonys Bons Traps Locks Traps  Traps Pockets Silence Cover  Climb  Noise !
| 0.0k 5 20 10 10 {S S g 75 20
: 2 1.5K 0 30 i5 15 25 il 10 77 i
{3 30K % + | 35 20 20 35 iS iS 79 \
i 6.0K £ 20 40 25 25 45 20 20 B4 n
PS5 2.k 3 ] 45 30 30 s ral 25 B3 i
I R 8 % OB OR O O¥ R OB ow
o8 100, 2 40 60 45 45 85 40 1] 89 :
P9 200.0K + 5 65 St S6 95 45 45 " ]
v G08.BK % 50 70 55 s 185 58 Se 2 5
Pt 400.0K S5 75 ] 60 115 SS 55 95 !
P12 S0k ¥ #2 + 60 80 45 &5 125 60 60 97 '
v 43 500.0K 65 85 70 70 135 65 65 99 60
v 44 700.0K 74 90 75 75 145 70 70 99 :
1S B0g.0K + 75 95 80 a0 155 75 75 99 H
o4 100.8K  no +2/4 +H/73 5 +5 +5 +5 +H1 +5 +5 ne +#0/3
H 1]
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In this section of the book, o
seritable  smorgashord of crimnal
oppertunities 15 presented - a varied
cet of adventures desn?ned to line
the pockets of the wily and brave
with riches, while swiftly and surely
eracting their toll an the foolhardy,
The scenarios presented in this and
cubsequent Thieves Guwild boeoks will
be organized wnder o common format;

chapter headings will represent
various  categories of  criminal
activity, and individval adventures
within  each cureﬂurp will be
alphabetically  keped. = For  this
initial velwme, scenaries have been

developed of three tzges: Highwayran
Adventures (Chapter Second-Story
or Cat Burglary adventures (Chapter
3 and Purcuit/Arned  Robbery
Adventures  (Chapter B), Future
editions will not only add new
adventures in these categeries, but
also add other types eof criminal
venture  (such a5 Tomb Robbing,
Eutparsina, Assassination, etc.) for
plaver and GN use.

GENERAL LNFORWATION FOR THE SCENARIOS
gguelery shep or o number of the
ighwayman enceunters, are designed
to  satisfy the needs of heqinning
layer-choracters. Other ndventures,
Eike the Armed Robbery scenario
presented herein, are best suited for
intermediate level thieves, and still
athers (the Magic Books and Scrolls
robbery, o few of the 1rauelin3
coravan  grovps) should be attempte
enly by rather adwanced characters
(and even then may prove lethal),
This mix is provided so that both
experienced _ players with
long-standing thief characters from

other FRP systems and newcomers to
fantasy gaming each have suitable
tests to face.  Idenily, some

player-characters will be able to
grew in experience through play of
the scenarios and gradunlly advance
through  this entire progressioen;
however, GH's may ﬁernit players to
set wp experienced characters if they
wish  to  undertake a difficult
sCenario before  their  other
characters have accumelated
syfficient experience,

note of some specific aspects of the
presentation format, For most rogn
and/or NPC encounters, two_separate
descriptions are provided, The first
identifies what can initially be seen
or sensed bT the plavers, and can be
read directly to them; the second
provides a more complete description
of the sityation to be privately used
hY the GM in refereeing the course of
play. We also recommend that the GM
carefully read the character sketches
grnuidgd for key NPCs before
eninning play; these descriptions
often  “contain details on  the
character’s reactions to different
circumstances,  his/her  tactical
ﬂreferences, and (if applicable)

1s/her  relationships with other
COMpanLons,

Finally,  the GM  should
fomiliarize himself with the contents
of the CHARACTER DESCRIPTIONS tables
that are provided with each scenario.
# sample line from these tables is
shown belew, aleng with a list of
abbreyiations wvsed and instructions

The scenarios that follow vary for  interpreting the  various
greutlg in  complexity and risk, In using the materials provided  information presented.
ome, like the robbery of Heliger’s  in this section, the CN should take
CHARACTER DESCRIPTION FOR TORBAN THE TURBULENT
E CHARACTER ’ : WEAPON ARMOR RIDING !
« NAH CLASS ST CO RF SM IQ MR WEAPON _ HACD DAMAGE NOTES CLASS HTK ANIMAL !
+ Torban VETTRU FTR 100 18 15 16 17 If POSRDe L ~308 €789 %4 WRAOR .
: L BOWe -2/2/& iDé :
: y , SPEAR 3-6 208 '
' (1) (2) (3) (4) (- I €S T A T € I ) I
1} The Character Cede provides that Torhan can be facled by listed is vsed in missile combat
infornatien  on aj the,c9urncter’s disquise attempts, like Torban’s longhew, the HAC
experience level, b) his/her race, column contains three separate
and ¢} his/her character class, 3} This colesn lists the warieus ratings, for acceracy at short,
The experience level of the wegpens carried by  the NPC, medivw, and leng ranges. Pole
character shevld be wsed in Unless otherwise specified in the wenpons (e.g., spear) receive two
determining  the  aomount  of scenario, the first weapon listed HACD ratings, one for first attack
exgegience peints awarded for will be the character’s primary and the other for subsequent
killing op unnqujshinﬂ such a foe weapon; if he is identified as attacks.
(cee ~ Chapter ). The having o ueugnn ready, it will be , ) )
abbreviations used in  the this “one, The abbreviations vsed 5) This celumn indicates the dice

Character Code are described in
the table below.

2)  These columns represent the
racially  adjusted walves of
Torban’s requisite characteristics
for strength (ST), coordination
(C0), reflexes (RF), stamina (SM),
inteillgence (1R), and magtc
resistance  (MK).  These walves
should be used by the GM whenever
Torban attempts to make saving
rolls; the IR rating sheuld alse
be vsed in calculating the chances

in identifying  weapons
indicated in the table,

4) The valwes in this column
represent the die roll result that
must be equalled or exceeded on o
D20 for Torban to swccessfully hit
an unaruered foe with the listed

are

weapons, These values include any
bonuses to hit prebability that a
charactezr receives as a result of

high COORDINATION ratings, weapens
expertise, weapon $uu1i1y, or
accruved experience, If the weapon

that shovld be rolled after o
successful attack te measure the
amount of damage inflicted to the
target.  These values 1ncnr?nrute
any damage Dbonuses that Torban
would receive for high STR ratings
or wWeapons expertise,

6) This column identifies any unusval
features of the weapons listed,
It is wused te¢ indicate tactical

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



7

8

9

bonuses  te  damage hit ~ Since the travelers in the current location, as follows:
probability, or enbedded spells). Highwaywan  adventures  are the CHARACTER A
intended 1ur3ets of the thieves, the CLASS FACTOR
) This colusn indicates beth the  contents  of their purses are Fighters R
type of armer  wern the g etificullz identified (at the end Wizards 4
character  and  his/her  EAC  of their Character Code), 1n other Regues i
{effective armer class). In  scengrios, 1t is less likely that a Merchants i2
combat situations, a glu;er would  thief will have o chance to discover Non-Combatants
add  Torban’s EAC o (which  exactly what an NPC is cqrrtln?_nn _
includes both armor and dodge  his person. Sheuld such a situation EXPERIENCE ADT,
abilities) to his ewn HACO to  arise (if on NPC is vanquished or LEVEL FACTOR
determine his  actval  hit  killed by the thieves, if a thief Elife ]
probability.  Abbreviatiens used  attempts to pick an NPC’s pocket, Veteran 3
in  this column are explained in etc.),the GM can use these simple Internediate i
the table below. reles to determine the contents of an Green i/2
_ MPC’s “purse”: a) First ldentifz the
) This column represents the total  basic value of the purce through the CURRENT ADJ.
amount of damage (in hits) that  roll of a D100, LOCATION FACTOR
Ip{?aﬁ can sustain before being BIE gugg PURSE EEFETSt : {710
ed, = ity Streets
* L=/ AT g |
) This column, vused only in the 81-99 100 GP In Shop i0
16 806 oF

indicates the

any.

ﬁighuuvnun characier descripiions,
type of r1dxn$
animnal a charocter possesses, |
The abbreviations wsed for
various types of ridin
are indicated in the key

animals
low.

wEF.Y TINY DUDRLY.

e g o e e

(1st-2nd Level)
INT - Intermediate
{3rd-5th Level)
VET - Veteran
{4th-8th Level)
EL - Elite
(9th-12th Level)

CE Centawr
PX Pixie
UH Urvk-Hai

re
/0 Half-Dre

G0 Goblin
KO Kobold

b) Multiply this base amount by
ad justment
class,

c) If the character 1s carrying mere

factors for character

experience level, and

than 1000 GP on his perse
is o 30% chance that it wi
the form of ao letter of credit or

sight draft rather than cash.

R m S e e s man e o o e

Class:

FTR Fighter

ARC Archer

CEN Centurion

PAL Paladin

FOR Forester

SAM Samural

MAG Mage

ILL Illusionist

ENC Enchanter

PRI Priest

PRM Priestly Mage

HLR Healer

SCH Scholar

THF Thief

ASS Assassin

TRB Traubadour

BRD Bard

HET Hetaera
{Courtesan)

TRD Trader

NON Nen-Combatant

Weapens
= Battleaxe,
single-hilteﬂ
2BBAX - Battleaxe,
doyble-bitted

RDSWD - Breadsuwerd

BLWGN - Blowgun

RHRNG - Boomerang )
BOWKN - Bowie blade knife
CPBOW - Compocite bow
CTLSS - Cutlass

DGR - Dagger .

e - expertise with the
weapon

GR AX - Two-handed axe,
dovble-bitted

GRSWD - Two-handed swerd
HFSWD - Bastard blade, or

hand-and-a-half
HLBRD - Halberd

2HHMR - Two-handed warhammer

HHR - Warhomser

HXBOW - Heavv crossbow

JAULN - Javelin

L BOW - Lonq bow

LG AX - Two-handed axe,
single-bitted

LXBOW -~ Light crosshow

MGAU - Main gauche
gsTF - Quarterstaff
RAPR - Rapier

S BOW - Short bow

SHSWL - Shert sword

G4 AX - Hatchet, temahawk

THRKN = Throwing knife

THROW - Previcus weapen
when thrown

WDSAX - Woodsman’s axe

Armor Type:

FON ™" Nane " [N]

CLO Quilted Cloth (R)
LTH Leather [L}
(Cuirbelli)
Chainmail (C]
Scale [$]

Plate [P]

with Shield
Animal Hide

CHN
5CA
PLT
/5
ANH
#ode of Transport:
GTAOR = Superheavy Horse
DSTRR - Destrier
(Superheavy Horse
barded an
combat-trained)
HVHOR - Heawy Horse
WRHOR - War Horse
{Heavy Horse,
barded ond
combat-trained)
HDHOR - Medium Horse
CHRGR - Charger
(Medium Horse,
combat-trained)
LTHOR - Light Hersc

FONY - Pony
MULE - Mule
BURRD - Burro or Donkey
PEG - Pegases

{Winged Horse)
GKIFF - Griffin

(Winged Eagelion)

B e e T Ll L T S ————— - -

n, there
11 be in

e e e



GENERAL

INSTRUCTTONS

15 designed to
simujate outdeor encoonters between
thieves and the common sorts of
merchant and ether traffic truvellxn?
the roade and troile of the medieval
landscape,  The plaver characters
ottempt to devise o0ssaults om these
groups  that will produce the maximum
prafit while resviting in the lowest
risk  te the members of their outlaw
band (groups of 4 to B characters are
the  most gru:?zcul for  these
§CENaT10s), e be swccessful, the
players must learn to take advantage
of available terrain features, wse
ambuches and traps to improve {nezr
fighting odds, and most importantly,
develop qood judgment about which
traveling qroups to attack and which
anes to carefully avoid,

lhis  module

Once the characters in the band
of thieves have been established, the
players should select the terrain
where the scenario will be played,
Three terrain nugs have been provided
in Section III of this book as
sampies; others can be created by the
GM or the players if desired, If the
saMple wops are to be wSed, and the
players have  ne_ particular
preference, terrain selection can be
randomly made by rolling a D10, where
1-5  Indicates reiutlvelg clear
terrain, 6-8 a heuvil: wooded area
and  9-{0 mountainevs terrain. Each
sample m®ap contains @ nusber of GM
notes that should be kept secret from
the plu;ers until they come into
g]uv. f the map area is assumed to

e lecated near the outlawe’
ermanent  *home bose®, those terrain
entures warked with an asterisk will
probatly  (60X) be known by the
B}upers, All other features can onlz
e found if a careful search of eac
?nrtzculﬂr area has been undertaken,
he GM’s copy of the map indicates
the percentage chances that each
particular itew will be revealed by
searching,

—— - s g

AND

HIGHUAYMEN ADVENTURES

Players  then  make  their
preparations  for  the  day’s
activities, including identification

of the time of day the' begin their
observatiens, Die rolls are then
made to determine when qreu?s of
travelers are encountered. The GM

chanld waks a die rell sach 20
ninvtes of daylight, or each twe
hours  during “nighttime, The

percentage chances of an encounter
will vary uccnrdin? to the terrain
and the time of day (roll D100):

TERRAIN DAYLIGHT  NIBHT
Clear ~ IS ITRID
Wooded 84-20
Kountainows pi-12 0

=
ey
1
=]
e
P e LT T .

TR sE E S ————- -

- ———

If a growp of travelers is
indicated, o second die roll is made
to determine. the type of grouvp
encountered, Traffic is divided into
four basic types of group: farmers,
merchants, travelers, and warriers,
Again, the percentage chances of
meeting each particelar type of grow
differs nccnrdin? to the type of

terrain vsed (rell D100):

\ CROUP CLEAR  WOODS  MNTNS
1 Farners =30 01-25 ©Oi-{0
i Merchants  44-65 26-60 11-30;
i Travelers  66-90  61-tS  31-85
: Warriors  91-00  B6-00  66~00 :

Once the various encounters have
been decided for a day’s banditry,
rell an appropriate randomizing die
to decide which of the encounters
from each type will be ysed. It is
seldom a qood idea, however, to
repeat the same encounter twice in g
{ensgnubly short peried (o week or

ess),

b-10

These sample encounters
represent enly a cross-section of the
traffic moving alon the
thoroughfares of the kingdew., To
increase the realism  of  thece
highwaysan adventures, the Game
Moster should also make die rolls for
sther randes encsunters (with lscal
animal life, uundering nonsters, or
other player an nun—pluTer
characters from  his  regu
campaign),

1 ar

Remenber  that if there are
escapees from ambyshed parties, or if
there is a large nomount of wreckage
left about (or unremoved or unburied
bodies), future traveling parties
will probably be uurz and more likely
to sense an ambysh in the making.
Add 251 to the ambush sensing
abilities of qroups entering known
dangeross areas {if parties ‘de not
normaily have an ambysh sensing
ability, wvse 25% ns their success

chance in  such @ sityation},
Trovelers of means way also choose to
hire on additional guards for
protection.

“Ohats Hhat abost
my mci'hlfv/v--



Growps of farmers, on their way
to or from the open-air markets of
medieval tewns, were a common sight,
However, there was little difference
from one greup to the next, Most
farmers were sinpée folk, entrained
in  weapens use arrying no mor
than up ?eu qu?ﬂ pfgctgl Snrgh_ 0
cargo, Becawse of this, no specific
farsing Caravans nave  been
constructed, [Instead, the GM can use
the follewing five step procedure to
deternine the compositien of each
passing greup of farmers,

{) Koll a Di0 to determine the number
of farmers in party,

2) Roll a Di60 to determine the race
of party (the whole party will be
the same race).

04-75 Human (HTK = 0 + 1D&)
76-85 Hobbit (HTK = 8§ + 1D4)
86-92 Lentaur (HTK = 12 + 1D§)

93-97 Half-E1f (HTK = 10 + {D4)
98-00 Half-Orc (HTK = 10 + {D&)
3} Rell percentile dice (DiB) to
determine weapons training, if
any:
ESZ know spear
HACO an 2 7).,

if know spear!
257 also know short bow
CHACO on S5/9/13),
10% alse know broadswerd
, HACO on 8).
if do not know spear:
30% know sling
(HACO on"1/8/13),
60% know club
(KACO on 9),
in addition:
70% knaw quarterstaff
(HAC® on n B, defense +2 to
AC against close weapans)
if know quarterstaff:
50% are expert in use
(HAC on o 4, defense
+4 to AC against close
weapons)

4

S

)

-

HIGHWAYMEN ADVENTURES

EARMERS

If the weapon’s vse 15 known,
it will be carried by the farmer
who is trained with it; the single
exception 1s breadsword - there is
enly a 15% chance that a farmer
who is traiped with breadsword

will be currIinq one with hl?. If
no_ weapon 1s 'k the tarmer

_ nown
will fight only with Bare hands or
recks, providing, of course, that
he is sticking around to flqﬁt and
not running in sheer panic (802
chance if weaponless or untrained
in any weapon’s yse; {5% chance if
close weapon trained),

The  fighting morale of
farmers is never high. There is
aluays a ASL chance that an entire
party will surrender after any
member of the group is killed.
Additionally, each man must make o
saving throw against discretin
(nssyme racial average valee for

SC; human = 4f, hebbit = {3,
etc.) after being wounded for the
first time, or he will ponic and
ren.

Roll D100 to determine the mode of
transpsrt being used:

01-60 Fon? !
6i-75 Feot with Handcarts
(gun) hold wp to 800

1bs,),

Open Wagen w/2 Mules
tcan hold wup to BOOE
1bs.), rest of party en
feot.

Open Wagon w/4 Horses
rest of party on 1iqh{
harses.

Roll D100 to determine type of
cargo beinq carried (see chart
below).  Roll D6 to determine
direction that the caravan is
traveling (i-3 toward town, 4-6
from town), Then cress-reference
these resylts with the result of
Step 4 ahove to find the gctual
quantity of goods being carried.

76-95

76-00
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POSSESSIONS OF FARNERS’ GROUPS

TYPE COF CARGD
CARRIED
CRAIN

030 10

FROM

UEGETABLES
IS

&b

FRON

AMIML PRODUCTS

3 ()

FROM

o

LIVESTUCK
7595 10

FRON

PURCHASING TRIP T0 TOWN

%:

FnoT

i S0ib, =zack barley per
farmer,
Value (8 SP/sack)

10X of above valve in
cash and 40% in goods
from Market Basket A,

{ S0lb, cack onions per
farmer,

Valve (§ GP/sack)

182 of above valve in
cash and 40%2 in qeods
from Morket Basket A,

{ S01b., scsock of cheese

er farmer,
alve (8 GP/sack)

0% of nbove valwe in

cash ond 40% in aneds.
frem Morket Basket A,

i geat per farmer,
Valve (5 (P/qoat)
10% of above valve in

cash and 407 in goods
from Market Basket A,

3 GP per farmer,

f sack nived foed per
farmer .,
Valve (25 SP/sack)

HEANS OF TRANSPORT
HANDCART

{ S001b. cart
each 3 farmers,
Valve (b6 GP/cart)

20% of above valee in
cash and 36% in goeds
from Market Basket A,

aats per

{ 4561b. cort beans per
each 2 farmers.
Value (25 SP/cart)

207 of abeve walwe in
cash and 30% in qoeds
from Market Basket A.

- 3 -

{ 2501b. cart
each 2 farmers,
Valve (20 GP/cart)

201 of above walve in
cash and 30% in goeds
from Market Bosket B

wool per

- — =

3 sheep per farmer (no
carts),
Value (12 GP/sheep)

20% of abeve valve 1in
cash and 30X in qoods
from Market Basket C.

mEm=sEm—s—=Esssss—meom—e

10 GP per farmer,

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

2-1/2 tons wheat,
Value (35 GP)
J6L of abeve value in

cash and 30X in goeds
from Market Bosket C.

3 tons corn,
Valve (S0 GP)
36X of abeve valwe in

cash and 30X in goeds
from Market Basket B,

Wagenload of cream (in
netgl cans),

Valee (105 GP)

30Z of above value in

cash and 30% in qoeds
from Market Basket C.

Wagenlead of fish,
Valve (150 GP)
30% of above value in

cash and 30X in goeds
from Market Basket C.

S0 GP per farmer,

Large farm implement,
Valee (175 GP)

mrmms e ==leme

Frodstuffs (60%Zef total)
Simple woel clothing
Candle-naking materials
Gimple tools (hoes, picks)

———————

Market Basket E

Foedstuffs (40%ef tetal)
Sinple woel clothing
Bolts of cotton cloth
Simple tools )
Lanterns & flasks of eil
Pot and pans

Small leather goods

- e - —

Harket Basket C

Foodstuffs (207 of total)
Dress clothing (silks)
Bolts of cloth

Guality kitchen tools
Small jewelry itens
Spices

Leather goeds

1
1

e e E e e e R S e s T A S S e e e



HIGHWAYMEN ADVENTURES

CATEGORY B
MERCHANTS

Party Bt
THE
TEXTILE
HERCHANT

What the Players See:

TWo “covered wagons, each pulled
br a tean of four sules, move slowly
aleng the read. Five human warriors
on foot nccenpun¥ the wagons, with a
pair of quards flanking each wagen
and ane scevting the rear of the
party. The quards are armed with
swerds or spears, and the rear guard
carries a crossbow, Each wagen has
epenxngs_ front and rear, and one
heman driver. Ne cargo or mercantile
enblens are yisible,

GM’s Descriptien:
textile ferchant on his uu{ 1o
carrying both bolts of cloth

market
! of apparel. The

and finished items

first wagon contains the main carge,
and is driven by one of twe elite
fighters (see quards table at the end
of categary B) whoe have been in
service to the merchant for several
years (the other elite quard covers
the rear of the caravan), As
experienced quards, these two men
have e I5% “chance of sensing an
ambush and a 55% chance of detecting
snares, pits er ather autdoor traps,
The second wagon, driven by the
merchant houses persenal possessions
and serves as @ living quarters for
the party, Four vyoung fighters,
recruited for this trip, flank the
wagons.,  They have no special
gbilities in encounters against
highwaymen,

attacked, the party will

If
enple; ene of two main tactics:
1) IF the rood ahead is not blocked,

6=3

the walking guards will attempt to
board the rear wagon, and the
party will tre ta ride away, fTheF
will alse attempt this course i
ene  of the quards senses the
ambush before it occurs).

2) If this first optien is net
available, the four green guards
will be sent townrd the attackers
with srders to skirmish, while the
elite quards take up positiens in
the entranceways of the wagens and
provide cevering missile fire,

Possessions and Carga:

“In the first wagon, the merchant
corries a lur?e number of bolts of
cloth - S0 woolen (worth & GP each
each ueiqhing 40 Ibs.), 25 cotton (b

16.), 5 silk (350 6P, 7 1b.), S
velvet” (200°cP, 20 1b.), and 2 cloth
of qold (1000 €p, 10 1bs, each). He



alse carries o number of finished
items of dress uear% as follows-5
sets fur-lined boots (20 GP per pair,
3 1bs, ea.), 10 fur-trimmed velvet
cloaks (200 6P, 3 1b. each), and 10
silk qowns (20e GP, 5 1b. each),
Also in the first wagen are a large
selection of workman’s garb (worth
S0 GF total, total weight 400 lbs.)

Living quarters for the merchant
and geards are set up in the second
wagon. Items inclvded are & wool
cleeping bags (10 GP and {0 lhs ea.)
{ folding cot with cotten blankets
(75 GP, 8 1b,), 60 1b. of assorted
foodstufs (300" GP werth), and
candle lanterns (25 GP, { 16. each).
There 1is 0 9 cubic foot brasshound
chest in the rear corner of this
wigon, It appears well-crafted, and
is very heavy to 1ift. The chest 15
a ruse, cgntuxninﬂ ¢ lead bars and S0
caqper pieces (S8 1bs,)., A trap is
released when the 1id of the chest 15
lifted (Level { trap - a blast doing
2Di0 damage, STM saving roll means
{/2 damage). Concenled wunder the
floorbeards of the second wagon is a
cuall flat case containing the
perchant’s  valvobles - 12 high
quality gems worth 5500 GP. Players
pust make o successful search for
secret doors, or they have only a 10X
chance of noticing the hiding place
dering a careful search of the wagon,

Guards: See lists at end of
cateqory,
Traders: See lists at end of
cateqory.
Party B=2
=T THE
HASTER
TANNER

tvo  draft horses, moving at a
moderate  pace, fwo  human-sized
warriors ride in front ef the wagen,
and another rides behind the wagen,
They wear leather armor, and Curr¥ n
variety of close-range weapons. The
w1g0n_ appears to contain a number of
animal skins, in various stages of
preparation,

G’s Description
naster fanner,
raw waterials and ftinished leather
goods. He plans to set wp his wares
in 0 bazaar in the city, and carries
his equipment and unfinished hides so
that he can do ndditional work while
there, The guurds are three half-orc
fighters; they are not experienced
guards, and have not worked for the
tanner before. Because of this, if
things are going badly for the party,

carrying both

check the statys of their morale (301
chance they will become demornlired
and attempt to flee). The half-orcs
will frenzg __(HP 2, no
demoralization) if the attacking
party contains ercs or Uruk-Hai (This
is because the half-orcs, o praduct
of the forced wnion of nale orcs and
female humans, have been socially
outcast because of that heritage),
The party will not dismeunt wntil
attacked, but then the fighters will
attempt to move directly toward the
soerce of the attack, since they con
only engage in Close ﬁunqe combat,

Possessions and Carge:

(Note - Most of  the cargo in
this wagon is bulky, and it will
toke a substantial amount of time
to "clean out™ the contents of the
wagen. )

Cargo  includes 20 assorted
untanned hides (worth 10 GP each
weigh 30 1bs, each), and 50 :unne&
hides (25 GP, 30 lbs.each) He carries
the following finished goods - @
sgits  of  leather  armer (6
human-sized, 2 hobbit-sized, worth 60
6P and 12 1Ibs. each), 10 sets of
bownan’s leathers (S éP, i/2 1b,
each), and an assortment of leather
geeds {flagons, belts, shoulder
straps, etc., worth 250 GP 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 {0 1bs.).

Guards: See lists at end of
cateqory,

Traders: See lists at
category.

end of

Party B23

THE

SILVERSHITH
AND
FAMILY

Twe mule=drawn closed wagons move
slowly along the road, followed by
four &nltxng dwarven quards in
chainmail. grey-haired "man and a
young lad sit behind the reins of the
two wagons and appear uvnarmed, The
dwarves carry axes and swords, and

two alse have large sacks slung ever
one shoulder.

GH’s Description:

The "siTversmith is moving to a
new locatien, carrying his entire
household. fhe first wagon containg
his  professienal equipment and
supplies. The secend, driven by his
eldest son, contains his personal
belongings, his wife and two sther

sons, The four dwarves, all
brothers, are experienced fighters
and  dungeon delvers from the
silversmith’s town, who have answered
his advertisement for help to defray
their oWn  expenses on @ 1anaer
jovrney to an abandoned ruvins, T e!
ave some wilderness skills (10
sense  ambush, 30X sense outdeor
traps) and are fearless fighters (no
norale checks needed), If the party
is attacked by missile fire, they
will seek cover and try to find aon
indirect route to their attackers;
otherwise, they will immediately try
to confront their foes and melee,

Pessessiens and Cargo: ,
s previously noted, the first
contains raw materials and

wagon t
silversmith’s

equipment _ for  the
trade. Eauipment  includes four
crucibles (vsed in melting metals
orth 400 6 total, each weighing i
1bs,), several snall aneils (200 CP
total, 15 lbs.), a lur?e assortaent
of hanmers and mallets {100 GP), and
200 1bs. of wax used in creating
molds for custnn?. itens, There are
28 coffers partially filled with
variovs metal ingots - 6 qold (1500
GP total, {5 lbs,), 40 silver (500
GF, S0 16s.), 8 bronze (1500 GP, 28
1bs.), 3 brass (400 GP, 10 1bs,) and
i of platinen (680 GF, 4 lbs.).

The  second
household itens,
rovgh-hewn  dining_ table with 2
benches (250 GP, 30 lbs), a set of
cast iren pots and pans {300 GP, 25
1bs), 8 weoden serving bewls (40 GP,
S 1bs), 1 double bed, with frame,
ctraw ticking, a goose-down mattress
and clath canapy (500 GP, 30 1bs), 3
folding cots (90 GP), "2 matching
chairs of fipe qeality with inlaid
desiqgns and_wpholstering (1500 GP, 40
%bs), and 3 lurﬁe,brusshluud che3ts

illed with clething (i each for
father, nmother, and children, total
volve of cletﬁqu 250 GP, mother'’s
chest also contains a sngll Jewelry
box with small gold and silver items
worth 700 GR). A cashbex holds 500
GF in coins and small gems,

wagen  contains
Including @

The gquards, 1n addition to
normal camping !eur, carry a casquet
with a_ Level lock and a double
trap, The first trap is a pin_on the
hasp ceated with a potien of
paralysis - make STM saving roll or
cannot move for 2042 hours + 2D6
damage from system sheck. When the
lid 1s lifted, a pinkish dust 1s
released ~ if inhaled, does 3Di0 burn
damage to respiratery system (ne
danage if  character SUCCgssfullf
holds breath, nmake REF saving rol
-2),  The casket contains 3500 GP in
coins and gems, and a flask of fluid



of magic detection (12 yses, fluid a
deep brown, and swells like olmends.
When poured on item, will give off o
lominous glow if object is magical).

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

#hat the Players See:

TWo ~fiqures on horseback, a
?gnun andlu hgbh;}, ride sl;u*y gionf

e tr epding @ pack trai

two uaél{ionag ﬁnrseg uitR ?UT
saddlebags. Both men are wearing
loose flowing robes of bright blue.
fs they appreach, there are sounds of
mysic, as the hebbit sings along to
the accompaniment of the ldarger man’s
flute, Neither man openly displays
arMor o7 Weapons.
GH’s Description

spice merchant and a hobbit

scholar, reterning  from o lon
fuuaney through distant, fable
ands,

Bath are extrenell pacifistic
in nature and will not take life even
in self-defense, Their cargo of rare
delicacies is proetected in three
Ways:

i) Their strange appearance (which
should be emphasized by the GM)
will convince seme potential
robbers that they  are
nagic-vsers, bards or Some
other potent figures who do not
need additional proetection in
the form of quards.

ra
—

Both characters wear bracelets
that  contain a  Permanent
Missile Repulsor spell (turns
aside  vp to 42 points of
missiles per melee round),

The merchant has been trained
tn  judo. This means that in
close combat, he has aq 40X +
(51 x {8-opponent’s CO rating)
chance of ‘throwing a foe in
close cosbat to the ground, If
successful, nggnnent nust make
STH suwxn? roll or be stunned
for D6 melee rounds.

If oattacked, they will attempt to
ride away from the trouble, They are
excellent horsemen, and have a &0
chance of finding a safe path through
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wooded er rough terrain if the
readwoy  has been blocked by the
thieves,

Possessiens and Carge:
Loaded on the packherses are o

wide vur1e1g of spices, luxury foods,
and exotic beverages:

SPICES - Pepper (total valuve 16080
GP, total weight 2 lbs), ginger
root (1000 6P, 10 1bs), cinnamon
bark (1600 GP, 10 1bs), cleves
(2500 GP, 25 1bs), licerice root
(BOO GP, S 1bs), sesame seeds
(400 GP, 20 1bs), and qarlic (200
6P, 20 ibs). _
BEVERAGES - Selection of teas
(1500 GP, 20 lbs), and plum wine
(25 1 quart bottles with waxed
corks, 200 GP),

OTHER FODDSTUFFS - 20 lbs, of
peanuts and pine nuts (120 GP),
50 1lbs. of dotes (SO0 GP), some
dried shark fin (500 GP, S lbs)
and smeked spiced sausages (106
GP, 25 1bs).

Other pnssg:s'nns 'ncaude 4

leather-bound oks, an snnel¥
calligraphed  (The  Sayings o
Cufucines, Histeries of the Monkan

Ghols, @  text on  esoteric
weapanmaking, and the Bhiddust Way of
Enll?htennentl Each text 1s worth
508-1000 GP to a scholar or
collector,  The hobbit carries a
sketchbook with crude maps of the
route taken. There are also n number
of extra small pouches end sacks, and
o wagical scale that will measure the
ugpru:anute valve of any item under S
1bs placed on it,

Goards: See lists at end of
ory.
end of

categ
Traders: See lists at
category,

Party B-S5
THE

FUR
TRAPPERS

What the Players See:

Five men on horseback, with bows
slung ever their shevlders, ride at g
leisurely pace aleng the read, Each
mnan leads a number of pack horses
laden with furs, yet the entire party
moves with a minimow of noise, The

men are ruggedly dressed, heavily
bearded, and selidly buwilt,
GM’s Descriptien:

agroup- of fur  trappers

transporting their season’s catch,
All are crack archers, and can shoot
while on horseback (at a -2 to their
basic hit probability), They have a
457 chance of sensinﬂ a potential
ambush., If sensed, there is o 40X
chance  they will investigate the
soerce even if not attacked. These
trappers are ver;_ self-confident of
their fighting abilities; they never
have to make morale checks, and will
£1ght to the death if attacked. When
fighting they will try to keep
distance between their opponents and
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thenselves, in order to exploit their
comparative advantage with missile
weapens, Twe of the trappers will
stay with the pack trein at all
tines, hahhlin? the horses and
tethering them to trees if pessible,
The others will take initiative,
using any available cover te gain
strateqic  positions  and  then
attempiing to drive their attackers
into open ground,

all the trugpgrs carry
non-enchanted bows which increase hit
probobilities due to their superior
craftsmanship. Any character trained
in bow will rgcugnx:e the quality of
these weapons if he picks them vp.

Possegsions and Cargo:
““*‘?ﬁ “1ra ﬂ!rS'Eaud 14 pack herses
(worth 100 GP each), and each carries
800 GF worth of pelts (S0 lbs). Each
trugper carries a canvas backpack,
filled with o 2 3uurt canteen, a belt
knife, 20 lbs of salted meat, a tin
late and leather flagen, and two
ottles of  strong home-brewed
whiskey,  (If winter, each will alse
be wearing a hooded fur coat worth
200 GP), Trapper #3 corries a good
medical kit with bandages, splints,
and sur?icn! knives, He is a master
of first aid. Trapper #4 carries a
large cooking pet and a tinder box,

Trapper { has a belt pouch which
contains a few gold and silver coins
(16 GP worth) and o small scrap of
parchment with a list of names
(ﬁptentzal_ buyers of furs), If the
thieves visit any persons on this
list  witheut being effectively
disquised as the truﬁpers there is q
0% chance that the “buyers* will
summon the censtables, or threaten to
expose the thieves 1f not bribed,

Guards: See lists at end of

cateqory.
Traders: See lists at end of
category.
Party B-6
DROGANN
THE
WEAPONSMAKER

What the Players See:

dwarf in chainmail, helm, and
a dark blee cape walks down the road,
carrying a two-bladed battleaxe over
his r:ah1 shoulder and a wooden case
under his left arm, About SO feet
behind him is a human in leather
armor, leading a pack mule. The mule
pvils an open wooden cart covered
with @  caonvas  tarpavlin, A
mercantile symbol is painted on the
front of the cart, along with a ceat
of arms,
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The ™ dwarf
apprentice are hoth ueugnnnaker

DroGann  and his
enchanters (Weaponeers), delivering
an enchanted weapon ordered by a
nearhy  baren. They each carry
several magical items for their
personal wuse, aos detailed in the
descriptions ~ at the end eof this
category.  MNeither traveler has any
special skills in sensing traps or
anbushes, but beth will automatically
sence any magic use within 100 feet
of them, The two have very
contrasting personalities. The human
carries only defensive spells, and
would prefer to aveid a fiqﬁt if
ﬁn551b1e. DroGann, on the other

and, is rather egotistical about his
fith:nq skills, and will 1rz_1a_usu
hié enchantaents to bring him inte
close contact with his attackers, 1f
possible, he will capture and torture
any who dare to assault hin; however,
he will net pursee thieves that
escape him beyend the immediate area,
DroGann’s reputation for cruelty is
widespread in this region; therefore,
any thief recegnizing Ris heraidic
symbol will be aware of DreGann’s
prafession and methods,

1f any player wanages te reach
the leaded cort, and remove the
nagical sword from its sheath, he has
a 5% chance of immediately dp:n? from
fright as his senses are assaulted by
the <pells embedded in the weapon,
He will be incapable of action wntil
the weampon is aqgain sheathed, and
will suffer D6 of STH damage each il
MR he helds the sword unsheathed.

——r -

DroCann’s ™ principal cargo is a
twe-handed sword with rubies inlaid
in  the pommel, carried in an
embroidered  leather sheath and
wrapped in a velvet cloth, The Baren
Tarkanian has ordered this piece to

Possessions and Cargo:

be wsed during the ceremony of
initiation for = knights in = his
fiefdom. The sword serves as a sort

of “Ordeal hg Fire", as it is
embedded with the following spells:
Befuddle Detection, Glve, Sight
Blockage, ~IITusien of Gound, and
Truthsay, (OnCe the sword i removed
from the sheath, its holder cannot
move, release the sward, or see. All
around hin  rise the seunds of
restless spirits, their disembodied
voices relentlessl‘ questioning the
coprage and leyalty of the holder.
These illusions are so real and
menacing that there is a SX% chance
that the candidate will die of frxiht
during this ordeal. The market valuve
of this sword is about 14500 GP;
however, the sword is virtwally
1npnssiﬁie to sell within {00 miles
of the Baron’s lands.

The mule cart also carries raw
naterials to regu;r chain and scale
armor (up to 100 pts of damage), a
hand turned sharpening wheel (worth
125 GP, weighing 35 1bs), a small
sack of metal scraps (nuinlg iron and
bronze, worth 100 GP, 20 1bs), o set
of cast iroen tools (hammers, tongs,
etc.), and a small sack of qews
(uqrtﬁ St0 GP), There are alse a
pair of matched throwing daggers,
which are 45 to hit when thrown
sinvltanecusly at the same target
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(thus they can enly be effectively
used by a  fighter who s
anbidextrous), The daggers gre worth
2000 GP toa Eersnn whe can employ
thes, but only S0 GP otherwise,
F;naily, the dwarf carries a letter
of credit from the Baron entitlin

him to free 1ndg;nq, food and drin

at any _ establishuent within his
realw, The degree to which this
letter is honored by local innkeepers
and merchants is highly dependent on
the amoynt of loyalty each man feels
for the Baron (GH’s discretion),

Guards: See lists at end of
category,
Traders: See lists at end of
tategory.
Party B-7
T THE
COPPERSMITH

What the Players See:

A lone wagon, pulled by twe
draft horses, The wagon is epen, and
i5 divided down the center by a long
6 foot tall woeden rack from whaich
hang a number of small items (At
closer range, these are revealed to
be Ents and pans of warieus sizes).
A loene unarmored man drives the
wagon, and no other riders or guards
are visible,

GM’s Description
The copgersnith is a lecal

traveling salesman who hawks his
wires every week in the streets of
the city and the maner houses near
town, He is a relatively poor
merchant and a rather heavy drinker
as indicated by the half-empty JU? of
ale by his side. He carries a rather
battered broadswerd in o wooden
sheath beneath his seat, but he is
?uxte unwilling to use it, In fact

here is a 501 chance that he will
immediately surrender if attacked,
and_ an additionel 252 chance that he
will try te ride away at top speed.

Possessions and Carqe:

Hung_ from spikes en the center
rack are 31-50 (roll DZ0) bronze pots
and pans (werth 20GP each, 2 lbs).
On the floor of the wagon are §-100
(roll Di00) sets of pewter utensils
(5 GP each, 10 sets=1 1b), 100 GF in
ceins and gems, and 50 GF worth of
bartered goeds (wool, milk, eggs a
steol, etc.), He carries a gur xuily
full 'S quart container of ale, ond a
loaf of wheat bread,

Guards: See lists at end of
categery,

Troders: See lists at end of
category,



Party B-8
THE
JEWEL

SPECULATOR

What the Players See:

Four men on horseback ride in
single file. The third man in line
wears a chain shirt and leads an
additional pack horse, The other men
nre dressed in full scale armor, and
all aoppear to_ have canvas backpacks
and weapens slung over their backs,
They move cavtiously, and little or
ne conversation ﬂusses between thenm,
Only the pack horse appears to be
curr;:nq cergo, in the form of twe
saddlebags,

GM’s Description: )
TTTT ATJEREITREFChant, accompanied by
three 1nexperienced quards. These
;uunq men are eager to make a name
or themselves, and if attacked, will
immediately charge into the fray.
They will net hesitate to fight, even
if  apparently ovtnumbered. Since
they are net disciplined guards, and
have na great lopalty te their
employer, they may leave the horses
and corgo unprotected to purste their
attackers, The merchant will ulua!s
remain with the heprses, He will
f;Tht if attacked while alene, but
will surrender if he is nbuious[y in
an inferier positien, If the guards
have left him and he sees an
uﬂpnrtunxty, he will attempt to take
the pack horse and flee.

Pessessions and Cargo:

SPECTAL MERCHAMT INFORMATIOM

]
¥
]
]
i
1
i
i

| PARTY RANSOMABLE RANSON X CHANCE  PLACE OF  NEANS OF CARCD |
o .3 CHARACTERS LEVEL ~ OF RANSOM RESIDENCE  TRANSPORT USED |
!Bt Textile Merchant 2 80 LD 2 Closed Waguns '
i Goards 1-2 § 60 LD 8 Mules E
! B2 Master Tanner 4 b0 L { Open Wagen :
E 2 Heavy Horses i
B3 Sulversmith 3 2 LD 2 Closed Nagons |
; Coard 2 : {6 D Bhdes
; Goord 3 5 20 LD i
i B-4  Spice Merchant 3 {1 L 2 Medivm Horses |
E Scholar 5 gl L :
DB NONE { Pack Mole |
' B-&  Drafann 2 20 L 5
i Human Enchanter ] 40 L i Pack Mule ;
P B7 NONE i ageu Wagoen :
) 2 Heavy Horses ;
i B-B  Gew Trader 4 60 LD 2 Pack Mules i
supplies for four people (100 GP),  welvet lining on the coffer’s
cooking gear (25 GP, D 1bs), and an  interior. There is a 751 chance that

eil lantern with a full S quart flask
of oil (15 GP}, There 1s also a
swall brassbound coffer packed in the
saddlebags. The coffer has a Level 2
lock on it: its key is cencealed
inside the merchant’s belt pouch, If
he has surrendered, the merchant will

these cut stones (worth SO000 and 2400
GP each) will be discevered if the
coffer is searched carefully b
touch; however, there is only @ 1s§
chance that they will noticed without
a careful Seurcx.

The “saddIebans and packs centain  reveal the key’s location., Inside  Guards: See lists at end of
an assertment of camping equipment the coffer are twe drawstrin category.
and prowisiens, incluvding { tent (40  pouches. In the pouches are 2 Traders: See lists at end of
GP, 5 lbs), 4 fur-lined s eeﬂlng bags  a@ssorted gems, worth 1400 GF total, category.
(16 "GP each, 5 1bs), 1 week of food  There are also two high guul;ty qens

that have been concealed within the
CHARACTER DESCRIPTIONS FOR MERCHANTS AND GUARDS

P CHRRCTER T VEAPON ARMDR  RIDING |
, NAt CLASS GP ST CU RE SM IQ MR WEAPON _ HACO _ DAMAGE NOTES CLASS HTK ANINAL ;
' BY, The Textile Nerchant i
! Guapd T ELHU FTR 450 11 43 9 (S 42 {3 BDSWDe 3 2Dé LTHe 34 NOME |
! LB ~3/2/5 D4 (1) :
1 Geard 2 EL HUFTR 480 t6 {6 8 10 {3 {3 GRSWDe i 4Dé LTH 8 33 NONE |
i LXBOwe -2/2/7 D& (2) (3) :
! Guards 3-4 GR HUFTR 26 B8 {1 10 16 9 {0 EEEHD i? 13%0 C/S87 {8 NONE |
! i i
i Guards S-¢ CRHLFTR 20 9 12 9 {2 10 8 GSPEAR 6/9 108 CHN & 22 NONE |
' THROW  4/10/18 108 !
i Merchant VEF HU TRD 75 & 10 13 {2 4 (D FISTS g 1D4 NON 1 19 WAGON |
| B2. The Nester Tanner 5
i Guard’T INT /0FTR 4SO 7 1S 8 8 13 15 SHSWD & 16 L/SS 15 LTHR !
i SLING  2/7/12 iD4 '
¢ Guards 2-3 INT 70 FTR 15 14 11 12 8 15 WACE S 208 (4)  LTH4 20 LTHOR |
. Herchant { INTHUFTR 2543 9 42 8 10 7 BOWKNe 1/9/16 1D16 LTH 4 15 WAGON
e e S o S it {cant,) ™ |
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CHARACTER DESCRIPTIONS (cont,)
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B3, The Silversmith and famil
Bod RS EHI w0 g o e 3 pe @ oms BeE
c 34 VET DH FTR 14 ; .
Tt ! VET HUTRD 0 9 {2 41 16 10 RAPR 3 {08 02 22 WAGIN
El. The Spice Merchant
NercRARE T ——~"IRT WUTRD 6 15 15 8 12 12 JuDO (7) STUN O3 16 LTHR
Schelar 4 INTHOSCH {5 © 43 16 12 17 11 DART  4/8/12 D4 (8) CLO4 13 PONY
K5, The Trappers
**** SRS GETHUMRC 713 13 15 42 40 15 CPRON  -3/2/b D6 (9)  ANH 12 32 MDHOR
TRBRRER STl BOWKNe S £D10 .
Trappes 3 CTHUMC 1546 16 9 17 7 42 DB 4/-(7 o (11 C03 45 KoMK
Trapper 3 VET HU ARC 40 §2 {4 €4 8 3 9 CPROW -S/8/4 D4 (12) CLO 3 29 HDHOR
THIME 612 1P B 93 LI AR Y 3 a3t AR
sy N /T S
— VETHUGRC 2544 17 14 {3 9 8 CPBON -b/-1/3 D6
T A RAPRe -4 D12 (14 (D)
B5. TB;_gnchnntere
DReCERR "= EL DN ENC 800 §1 45 {3 20 16 1 2BBAXe -1 M U7 CHML 32 NOKE
FLAIL ; 06 (18 49
Cletus INT HU ENC 100 13 55 13 15 4S5 5 RAPR B D8 L6 24 HULE
SLING  2/7/12 104 (20)
B7. The Coppersmith
K CRART T e INHINON @ © ff {1 9 9 BDSWD 42 D40 NON O 17 WAGON
E3. The Gem Irader
Buard T GRHUFTR S0 15 0 10 9 10 1S {BBAX g {10 SCAS 16 NULE
fuard 3 CRHUFTR S0 16 9 7 43 12 13 {RBAX 0 §D40 A8 15 MILE
Sard 3 GR HIFTR 90 10 8 86 'h oPEMR /9 D8 A8 11 MUE
Herchont § WETHUTRD 250 8 4§ 14 6 12 8 DGRe 7 {05 (THA 26 WUE
THRON  4/10/46 D4

1) 60% chance of having 1D10 +1 sharpness arrows, 251 chance of 104 +2 arrows (non-wagical),

(2) Crossbow can be fired once every 2 melee rounds, 88X chance of D6 +{ sharpness quarrels, 20% chance
of {D3 #2 quarrels (nen-magical),

{2) Armor has been nugacqliy enchanted; adds +2 to normal leather AC,

(4) Mace is a two-handed weapon with a spiked head, .

(%) Geards’ treasure is listed under Pogsessions and Carqe for this caravan,

(5) 25% chance that these weapons are of 1 sharpness (non-wagical), magical

() See GM’s Qgscrxgzign for discussien of how to calculate guda abilities,

(3) Darts™are Coofed with a potent sleeping potion; if struck by ene, character must make STM saving roll
-3 or sleeg 206 heurs,

(¥} Can fire 5 chots every 2 melez rounds; has bow, balanced to + 1 hit prob (non-wagical).,

f16) Armor is from the tanmed skin of o gryphen., Treat this armar as leather when measyring its effects
on wearer’s movement, etc,, but as plate armer_(ACL0) in Brotectsve ability.

(1) Can fire S shots every 2 melee rounds) has +3 balanced bow (non-magical).

(12) Can fire & <hots every 2 melee rounds; has +2 balanced bow (nnn-nn?icull.

(13) Can fire 2 shots per melee round; has +i balanced bow (nen-magicall,

(14) Bolo may be thrown once every twe melee rounds. It may be vsed to tangle the leqs of an epponent in
liev of doing damage (will take iD3 rounds to get free £rom the bolo, no movement or dodge allowed
while tongled, attacks at -3 while tangled).

(15) Can fire 2 shots per melee rcund; has +2 balanced bow (non-mogical).

, (16) Magical weapon with +3 sharpness., . ‘
$047) Axe 15 double-bitted; if DroGann’s first blow in o melee round misses, he gets a second chance to

- =

hit on the retyrn swing, Battleaxe has three spells permanently embedded in it: Accuracy - adds +4 to
base hit probability, Intenzify Damage - adds 206 te normal damage, and Detect Invisible Presence

718) Chain flail has one 5pe¥1 embedded 1n 1t: Influence Emotions (Fear) - If ‘STruck by weapon, una

==Ioos Sb o= eo
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Party Cot

HE
ESCAPED
PRISONERS

What the P_Lnfzgss Sees
Too ~kobalds "on light horses
gallop rapidly aleng the path. The

horses are unsaddled and
well-lathered, The riders carry ne
visible weapons or packs, and

periosdically look back ever their
shoulders at the read behind.

Gh’s Description:

Thé  fabeids are  escaped
priseners who have stelen horses to
try and make good their getaway.
They are desperate and frightened.
They will net stop their headleng
flignt, even If attacked, wnless
their herses are wounded or hobbled.
If the horses are somehow halted, the

kebolds will ren for cever or, if
attacked in  feorce, immediately
surrender. If kobolds are in the
thieves’ party, the priseners will

explain their plight and would be
receptive te  jeining the group.

HIGHUAYNEN ADVENTURES
CATEGORY €
TRAVELERS

Otherwise, they will losk far an
opportunity to escape (using their
concealed weapons if possible),

Forty melee rounds (about 46
minutes) after the kebelds appear, a
sheriff’s posse of six humans “en
herseback will arrive,  #11 but the
sheriff and his burly young deputy
are crudel{ armed, inexperienced
fighters., The posse will stop and
investigate if there are any obvisus

' he  kobpld h
ﬁ‘sﬁﬂﬁgnié‘"?peiﬁxl Ein ntﬁe ?oaauayf

i
hagies, dropped items),
wnly o 30L chance that
netice less

There 15
_ they will
chvicus signs (like

foetgrints marks of a0 struggle
etc.) and 5tlg. The pesse will
ursve any thieves seen (either

obold or player character), unless
they are plainly outnumbered. If
attacked by a swperior force, there
is @ 601 chance that they will
attempt  to flee after one posse
nember has been killed,

Pessessions and Carqo:
“The kobslds have nething but the

rnqged clothes on their backs and a
knife strapped to each leq. The
posse members carry a few scattered
coins in their purses (see below) and
very little other gear, With the
exception of the sheriff’s riding
horse, the other animals are of poor
quality (worth only 30 GP each on the
apen market)

Party €2
; THE
iy

Whai the Players See:
human, astride a arzg riding
horse, holds a 3’ long woeden pole in
his right hand and “carefully scans
his surroundings. About S8 yards
behind him are two open wagens,
gurlshlz guxnted and each driven by o
ean of four medivm horses. A mixed
rovp of 4 male humans, 2 female
umans, and o single male elf sit in

the wogons; some are garbed in
brightly colered costumes,




GH’s ?esrrlgtinn:

treupe, blessed with a fair sunplxn?
of the entertainment arts, and no

above a bit of modest theft itself,
The conpnng includes an elven male
and human female troubadour, 2 male
acrobats (one of whom is riding as
the forward lookeut), o strongman, 2
puppeteers (who drive the wagens),
and the leading player, who is also a
marksman and trick shot artist, Most
have excellent coordination and
reflexes, which are reflected in
bonuses to their hit probability or
dedge,

1f  the ovtrider is attackad
first, or sets off o trap, he will
leap frem his horse and somersault
toward the nearest available cover
(-C ta sposneat’c hit snshahility
while manvevering thus, acrebat must
make REF saving rell to successfully
accomplish  this move.) The other
mewbers of the company (except the
drivers) will prepare for battle, but
will keep the waqons wmoving forward
as leng as_pessible. If combat
continves, only the strongman and the
acrobats will attempt to get close 1o
their attackers. The bowsan and the
trovbadours will use the wagens for
cever (-3 to oppoenent’s HP) and
Maintain steudx missile fire. The
pugpe!aers will net fight at all
unless there is clese combat cboeard
or near the wagens.

If the main party is attacked
first, the thieves will have an
ndditional melee round of wncentested
tire due to surprise. Similar combat
tactics are used, except that the
lend rider will dismount and attespt
to circle around close to the cource
of attock by both Moving Silently and
Hiding in ghudnus (st successzully

make both abilitv rolls each meiee
round to avoid potential detectiioni,

1f the thieves send one or more
pluﬁer*tburuc!ers down to the road to
talk  to  this party (to aebtain
information, set up a diversien
demond a toll,etc.), there is a 7%
chance  that the frovbadpurs will
nttempt to charm  these characters,
It cuccessful, thev will subdue and
reb  their victimis), and leave them
11ed vp by the roadside.

Passessions and Congo:

he wagons are vell-stocked with
both  theatrical poraphenalin and
boaty  from  previcus thefts, lIn
addition to a large naumber of wood
planks (used to erect a small stage
areal, there are teur storage places:
1} o costume {runk,
2) a strongbex,
31 o box filled with puppets, ond

4) a supply chest.
The contents of each are:

1) The costume trunk contains some
good quality cotton and silk
outfits, some «obvieus paste
jewelry, make-up, and some
wooden 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
absorh) and o brenze medallien
that emits a greenish glow when
E;zn (no significance, werth {0

2) The strongbox has a Level |
lock on it. The bex is tropped,
in the form of a Level 6 poisen
nﬁplied to a pin on the hasp of
the

1lid,  Inside are an
assortment of coins (440 GP in

anld. cilwer and ronner nierec)
gold, silver, ang ce nner niefec)

and seven  small pieces of
jeuelra {collectively worth 2D20
x 160 G,

3) The bax eof poppets contains
eight pugpets, five of which are
completely normal facsimiles of
a constable, o king and queen,
and a pair of wiiards, The
sixth is a jester, whese head
can be removed to reveal an
emerald worth S000 GP., A swall
hand puppet of o maiden, when
worn, has a spell pernnnzntlz
embedded in it - those who loo
upon it must make o MR savin
roll or be Befuddled for iD1
nelee rounds (while Befuddled,
no active movement possible
defend at 1/2 effectiveness if

attacked), Finally, there is a
4’ tall marionette, wearing
choinmail  and  wielding a
broodsword. He can be activated

tines by saying the words
*Serve me*, to serve as a fist
level fighter for 410 melee
roynds (;aies 12 hits of damage
berare ogestrayed, no repair
possible), \

4) The supply trunk contains 3-5
days of food for the group,
bedding, lanterns and rope,
There are two large tarpavlins
used to cover the wagons in bad
weather. There 1s also 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

%M¥EEMF§¥$

shall crowd of men and women
#ill aroeund o men in flowing scarlet
robes, The procession 15 led by
three priests garbed completely in
black, with large hoods, gioves, and
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carrving  orpately  carved  Qvory
staves.  (From close range, the
pln;ers_cun see that the head of each
staff is carved 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, whose hoed is
drawn back to reveal a young man with
long blond hair, corries a mace slung
from his belt, The front of his robe
és denhluzaned with o white hawk's
ead,

GH’s Description:

The scarfet robed priestly mage,
Alderon, and a large portion 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 aordinary men can
learn 1o fly hg achieving spiritval
unity with the hawk, On these
periedic pilgrimages, the cultists
meditate and observe the habits of
the birds - they learn their song,
their nesting pattern, their huntin
nethods.  Inevitably, one or more o
the followers  declare  their
attainment of “oneness®, and leap off
the cliffs to sear - well, actually,
plummet would be a more aprepes
descriptien of what occurs. Asa
reselt of this heritage, the cult is
not very popular with sane people,
and those wearing the symbel of the
white howk are shunned by commen
society.  The cult, wnlike most
sects, does endorse the wirtues of
single  combat as o test ef
righteousness; they permit killing in
self-oefense.  Emvlating the claws
and talons of the howk, they vse two
$r1ncipui types of weapons, The

irst, o mace with hooked steel
spikes on the head, is wused by
5g{erq1 unrri;r Fnlicugrs tn t;he

ilgrimage, e second i eather
Equg11etquxth aur 5&&9? b?aaes inset
on the back of the hand. The effects
of both weapons are described below.

If attacked, all energies of the
group will be exerted on fanatically
protecting Alderon’s life. In the
case of missile fire, for example,
followers will use their bodies to
shield their master., As long s
Alderon lives, the grong will not
pursue thieves cutside eof immedicte
range. Alderen will  wse his
spell-casting abilities in  the
following basic manner: . .

If “attacked, Alderon will first

cast a Circle of Safety around

himself.  He will then vse his
spell  points Healing Serious

Damage on these around AIN who

have been wounded.



If approached by a member of the
thieves party, he will cast a
Detect Orientation sliell- 1f
the Yluyer 1s revealed to be
hostile, Alderon will cast Magic
Missiles at him and any ather
non-pilgrim seen.

If #Alderon is killed, there is a
40% chance that the remainder of the
party will frenzy, and .chur?e the
thieyes at HP 4, {thtnnﬂ o the
death; otherwise, all will try to
flee. In any case, any thieves
captured will  he ceremenially
murdered at the next dawn if not
rescued.

Possessiens and Cargo:

The three priests ench have a
small coffer strapped around their
waist and concealed beneath their
robes,  Twe of these coffers centain
religrovs ﬁuruphenuliu - incense, an
altar cloth, four carefully wrapped

white gold chalices, and several
medallions, The chalices are worth
J40-500 GP each, but they are very

difficult to sell because of the
unpopularity of the sect, The third
coffer cantains the sect’s treasvry -
apaut 350 GP in qold, silver aor
copper coins.  None of the coffers
are locked or trapped.

Party €24
4 1HE
BEGGARS

What the Players See!

Over a0 doZen woles of assorted
races - hemans, kebelds, and ores -
trudge down the roadway in scattered
greups.,  Most ef theze men ore cled
in dirt: rugs; at cleser range, many
oppear to bBe covered with sores,
bandaged, or carrying crutches.
Several carry cloth sacks an their
backs. At the front of the qroup are
two  half-orcs dressed in faded,
dust-covered military eniforms, and
carrying a 1nr?e club and woedsman’s
axe, respectively,

GH’s Description: g

A Bunch of beggars, just driven
the nearest town, As the
players’ description implies, nost
are not truly i1l or lame, but add
these  touches 1n  the ﬁnpes of
increasing their income, The two men
in wuniferm are so-called “wpright
men”, former militia men who believe
society now owes them a living for
their service, They are hostile,
will openly demand nmoney from
strangers they encounter, and will
threaten to use their weapons if
torned down, They will fight if
attacked, but will yield if SEPLDHSIT
wounded, The others will al
abjectly plead for mercy as saen as

out of

the first weapon is pointed. They
will try anything imaginable to save
their 1ll-gotten gqains, If the
thieves actually vse physical force
on them, however, the beggars will
yield their cash rather than forfeit
their lives,

Possessions and Cargo:

“Each "beqgar, of course, keeps
his small 519ti of funds hidden
somewhere in his meager belongings -
perhaps in his sack, or in a hidden
pocket in his shirt or cleak. Rell

ercentile dice for each captured
eggar to determine the amount of

noney he has:

R e Al

above rells

' DIE ROLL KONEY DICE
- -5 2D207XTICP
! Gi-65 anig v (gP
H 6b-88 2010 X 55
} g1-95 2040 X \CP
E 95-01 suw of all

) Other than this money, the only
itens the beggars carry are of little
valve - battered plates and ytensils,
a threadbare blanket, or a few noldy
crests of bread,

Party C-S
Lo THE
ROYAL
HERALD

What the Players See:

rocession of seven humans on
horseback, woving at a brisk canter,
They ride on beautiful white herses
in three files -2 riders, then 3,
then 2. All wear chainwail armor,
covered by a green sleeveless tunic
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trumpet on  the front,
nen carrz spears or
e stirrup of
their saddles, The man in the center
of the party carries a long wooden
stoff with a small white banner tied
to the end; he alse wears a wreath of
lavrel branches araund his forehead,

with a gold
Siy  of the
halberds that rest en t

GH's Description:

The Tepal herald 2
to [ neighboring  province,
accompanied by Ris six veteran
guardsmen, These men are huuqhtg and
provd; they believe themselves to be
above most mortals, and indeed they
de normally receive this sort of
deference. As o result, the guards
have only a 10% chance of sensin
ambushes or eutdeer traps, If any I
the thieves party know heruluri
there iz an 80% chance that 1hei wiif
recognize the trumpet symbol., If se
they will knew that these men are not
te he trifled with,

is journeying

: The herald is the central fiqure
in the party; his wreath contains a
potent Missile Repulsor spell (can
turn  aside uT to 6 points of
pissiles per melee round; arrow = 4
poLnt, quarrel = 2, spear = 4), His
staff is a staff of Blosting (fires
once every 2 melee rownds, does &D10
daﬂu?e to anyene or unytﬁxng at the
pain that "1s attacked, SDi0 te
anyene within 108’ of that point, 4D10
to those within 207, and soc on. The
stoff fires in o straight line and
will autematically strike the first
object in_ its path, including
geoplei. The staff has B0 charges,
ut may enly be octivated by a secret
word command) in other words, few
cthers will ever be able to use this
staff,



If attacked from a distance, the
herald will retaliate by firing 2 or
3 blasts in the qeneral vicinity of
the "affack, and tne group will ride
of £, (The 6K should qive the Elu ers
a warning by having “the herald fire
somewhere in front of the party on
his first shot, so that they have 2
melee rounds 1o try and run away.)
The gquards will enter the fighting
only if the thieves attempt close
cembat,  The quards caon alss be
protected by the Missile Repulsor
spell 1f they are posifioned within S
feet of the herald. The group will
not syrrender, no matter how badly
the fight is going,

Fossessians and Egcam
The fieralds and his guurds carry

ne more than a few qeld and silver
pieces in  their purses to cover
#Wiscellaneous eypences, This 18

becavse their wniferss are recognized
almost everyuhere in the kingdos, and

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

syccessfully disquise themselves as
thie party, there are substantial
monetary advantages that can be
abtained, The herald does wear
several fine gleces of Jeuelerz: 2
matching gold bracelets (worth 600 GF
each), an emerald ring (worth 400
GP), and o gold signet ring engraved
with the insignia of the reigning
Duke  Cworth 2100 GF, but highly

noterious within the region). If the
thieves attespt  to  disguise
themselves as this party, add 20% 1o

Y
their success chances if the signet
Ting L5 Worn,

Party L6
- TAROK

Wnat the ﬂ;gﬁgrs See:

“(Note "-"HeFore describing the
scene, the GN must make an
ambush sensing rell (65
chance} for Jarok, If the
thieves presence has been

sensed, they will not see Jarok
unless he faitls to Hide in
Cover while ﬂgpruaching them -
see below. Lf Jorek dees not
sense the thieves Ln the area,
the players will see:)

A massive, sandy-haired huwan
wailks alone down the rond. & heavy,
brassbound club rests on his 1e$*
shoulder, and o larqe sack is slung
over his right. He vaars a kilt made
from a welfskin and a sountain lion
cape (with the head <till attached as
o helmi, A lona knife and short
length  of chain protrude froek o
cheulder belt. Frox close range, o
long facial scar 15 visible across
his forehead and cheek.

GK's Description:

Jarok, an 8th level Fighter, is
an_orphan who was raised in  the
wilderness by bears. He is tryly a
behemoth of a man, 679° tall and
weighing almost 300" lbs, WKnile his
tremendous  strength  will be ne
surprise  to  the players, his
incredible agility may come as quite
o shock. Despite his awesome
physical  abilities,  Jarek i3
childlike, sinple-minded and
good-natyred (until unqereé}. His
actions are often taken out of
curiousity but  misread as evil
intent, If Jarek has sensed the
thieves in asbush, he will attempt to
locate then by ‘ﬁguan Silently (807
chance) while Hiding in Shadews (701

chance).  If successful, he will
suddenly appear in their midst
giving them a booming greeting of

*Whatcha doin??", As the thieves
respond, se¢ will Jarok, 1f they
react &efensluely, he will be on his
quard,  If they try to surraund him
or reach for weapons, he will attack

first, using his wmassive club as
either o close range or missile
weapon, If the

thieves immediatel
attack Jarek, he will become berserz
and revert to animal fighting
techniques, using  bare hands to
batter or "bear hug* his foes. If,
however, the thieves respond in a
friendly manner {which in Jarok’s
case means abundant amounts of food,
drink and women), Jarok will share
their company for as long as they
like, He has no moral ebjections to
thievery or murder, and is incredibly
loyal to those he {ikes, 1f Jnrok is
enjoying your hospitality, he will
fight en qur side against quards,
¢ther travelers, or the authorities.

Possessions and Carqe:
Jorok 1ives by fRenting his foed

and his simple intellect does ne
cemprehend  the true value of coins
and  gems, Consequently,  his

possessions are  limited to his
ueuﬂans and a few simple tools. His
clob is an enchanted weapon with g
permanent dawage bonus (2Di0); the
club_cannot be wielded hr anyone with
a STR rating less than 19, His belt
knife has  been honed to a +2
sharpness  (non-magical),  In his
sack, he carries a few smali items (q
hatchet, o whetstene, sowe sait for
preparing Meats, and o canvas tarp
for  protection  in bad weather),
These goods are gll weli-worn, and
could not command normal market value
if sold to others.
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- THE
ANIMAL
TRATHER

What the Players See:
_Eight wmules pull two covered
freight” wagons: Two men sit in the
driver's seat of each wagoen, and a
fifth human rides ahout "S0 yards
behind the gqroup on a roan riding
horse, The men all wear leather
breeches and jerkins; the horseman
carries a long whip coiled around one
hand, while the others have no
visible weapons except belt knives,
Occasionally, loud and gutteral
growls rise from within the first
wagon.
(Note: The GM must roll a DL0D
before describing a last detail
- on a 0i-60, four wolves are
visible, uulklng unleashed bet
wearing studded collars, @
short  distance  from the
horseman, On o 61-80, three
wolves are visible) 81-95, two
wolves; 96-00, no wolves, See
below for details on the unseen
wolves.)

GM's Description: .

"7 Panjan,  fhe anisal trainer, and
his four assistants are transporting
a block leopard ordered by Erinyve,
the witch woman, The four men are
all intermediate level characters,
skilled in the use of weapens that
subdve rather than kill (boloes, darts
coated with tranquilizing drugs,
nets). A supply of these weapons is
avarlable inside the first wagen. To
these skills, Panjan adds e:gertise
in the vse of a 25 feot long wnip and
an uhxlxt: ta s0othe enru?ed beasts
through the spoken word, (This acts
like a bardic charw, base chance of
success 60%.)

Punfun is alsoc accompanied bg
four fu 1;—1roined wolves that wili
respond (95% of the time) to his
voice commands. The wolves are free
to hunt for food while traveling and
frequentlr one or more are searching
for availohle gawe off the road,
There is o 40% chance that any
hunting wolf will encounter and
attack the thieves, even if the
thieves have not attacked fthe
travelers o0 are  swccessfully
concealed (since wolves find prey by
swell rather than sight).

_ If the party is attacked, they
will respond in kind. The wagons
will be halted, and the drivers will
move into the first uugnn to pick vp
weagns, Panjan will order his wolves
te attack, and follow them on
horseback, His horse is
well-trained, <o that he may vse his



uhig while riding at no minus to hit
prebability. The party will try to
subdue the thieves, and will sell any
captives taken inte slavery
Pessessions and C.‘l’.?!:
“The supply o weapons carried
by the group includes: six boles, a
dozen darts which can be coated with
a trapquilizing drug (STH saving roll
- 4 or sleep 2-12 hours), four large
well-balanced (+i HP nets, an
Panjan’s whip. Living quarters have

been set up in the secend wagon,
consistin2 of a two-week suﬂpiz of
food (wor 1bs.)

h 1S0 6P, uei?hinq 4
for the party, five folding cots and
blankets (60 6P each, 12 Ibs.), two
large kegs (30 GF, 20 1bs. each),
pots and pans, and a firekit,

The principal carge, ef course,
15 the lgogard, who is tn @ 107 x 107
cage with o Level 2 lock, The
lgngurd is not tamed; if released, it
will attempt to immediately escape,
nftacking anything that tries to
restrain it, Delivered to Erinyue,
the animal is werth 3,500 GP; if it
escapes, however, there is a
chance that Erinyue will be able
(threugh use of secend sight) te seek

revenge on these responsible for its
release,
Party C-8
THE
HDUEEHDLD
LADY FEANDKI
What the Players See:
ewr  heavy horses pull a

covered wagen. Two male elves, on
light herses and carrying bews and
shortswords, ride in front of the
wagon, one en each flank, A male and
fenale elf ride in the wagen; the
reins are in the poung weman's hands,
All members of the party are well
dressed; the men wear leather armor
as well,

Gits Description;

The "Lady Feanori, a Sth Level
mage, is moving east to live with
relatives, Her father is an 18th
Level mage of great renown among the
elven kindred. (Add 202 to the base
chances of recognizing the party 1f
elyes are present in the thieves’
band, If  the family crest is
recognized, the thieves will alse
know that there are several #en
living out the remainder of their
lives as toads for even having had
thoughts of harming Feaneri,)

The three wales accempanying
Feanori  are  trusted  kinsmen,
intensely loyal to this family. The
never need to check morale and ulir

net surrender if attacked. Thez are
good woodsmen and have a 30X chance
of detecting traps or ambushes. They
will alwoys stay near the wagen fo
defend the Lnd¥ and will not purcue
the thieves if the latter should give
up  the attack, They will use their
bows unless engaged in close combat;
eqach carries a quiver of 40 arrows.

Lady Feanori knows a number of
spells and will defend herself
readily if attacked.

If attacked by missile fire

only, she will cast one or two

Sleep spells in the direction of

that fire.

If the thieves hegln to close in

on the wngon, she will cast a

Fiug§£3e53 sgell on the neegest

G€,” and then cast a Charm

Humanoid at hin.

resists the charm,

Feanori will hurl a Hot Shot at

the thieves each melée™ round

until she exhausts her spell

gnints.

f the party is approached by

one of the thieves, she will cast ¢
Detect Alignment and, if successful,
willtry"to Chara Humanoid,

Feanori has one other important
spell-casting ability, Chorm Small
Animals, There is a 40% chance that
the movements of the thieves have
been observed by woedland creatures
vnder Feanori’s contrel, If so, she
will be expecting an attack along the
read but will net knew the exact
locatien,

Possessions and Cargo:
ine wagen carries ail of
Feanori’s persenal belongings, das
well as a number of enchanted ifems.
Included are:
{1} Three lur?e chests filled with
clothing. o addition to_ @
variety of daily wear (worth 200
GF total, weighing 25 lbs.), there
are four dress gewns (each worth
400 GP and weighing 4 1bs.), a
velvet cloak (4S50 GP, 7 1bs.), a
woolen hooded clogk (10 GP, 7
1bs., but cantuinin? a Hoste spell
which triples normal movement rate
for SO melee rounds, 12 vses), a
flowing blue satin robe (60 GP, S
Ibs.), and an assortment of shoes
and sandals (B0 GP, 10 ibs.),
(2) Several large furniture items:
a dressing table with a triple
mirrer (506 GP, 60 1lbs,), four
carved wooden chairs (300 GP each
and 15 1bs.), and a large
four-draover cabinet (600 GP, {50
1bs.). Each drawer of the cabinet
has  keyhole; there 1s also a
ieghnle centered on the top of the
cabinet, A set of five keys is in
Feanori’s belt pouch. Each drawer
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of the cabinet has a different cet
of traps. Traps will net be
activated until a key or picklock
has been inserted, so tﬁﬁt trap
Sensing nqg not detect the
presence  of these protections,
The traps will be set off, if the
drawer key and the cabinet-top key
are not turned simeltaneously,
Traps and contents are:
Drawer § - Foison ?us (1De
damage to stamina, STH saving
roll” for 1/2 domage). Contents
are {5 sheets of parchment (all
are partially enchanted for
spell  embedding - roll
percentile dice to determine %
success), three quill pens, tweo
bottles of ink, and a packet of
Bersanul ieEtirs
raver 2 - Cold Blast (does 3040
fits  to person opening drawers,
1D18 to anyone within 20 feet of
the blast aren., MR saving rell
for 1/2 damage). Contents are
36 full potion bottles (roll en
chart below  for spells
incleded).
Drawer 3 - Releases sharp blades
that wave horizontally from each
side of the cabinet, (HACO on
-3, do iD6 domage each, REF
saying roll for 1/2 damage).
Contents - two scroll racks with
{0 scrells containing spells
known by Feanori (rell on chart
below for spells),
Drawer 4 - Mists of Sleep (make
STH saving roll er sleep 2-12
hours, no  other damage),
Contents - several small cerles
including a small wooden node !
of a sailing ship (no
significance or valve), and a
piece of  driftweed.  The
driftweed is actually a jewelry
box,  disquised through an
Iilusien or Sight. If picked
vp, the box will be revealed in
its true form. It contains a
necklace of 20 pearls (worth
8080 GP), a gold ring embossed
with the shape of an eagle’s
head (werth 1000 GP, but has
high notoriety in the elven
comsunity), are emerald bracelet
{7 stones, worth 560 GP), a verz

large pink pearl on a pendan
(worth 1760  GP) and an
assortment of  other rmqsﬁ

enrrings and bracelets, wert
1000 GP total),
(3) The party carries one week of
food sugplies (30 GP, 40 1bs.),
and a full array of bronze pots
and pans (140 GF, 40 1bs,).

NOTE: The spells that Lady Feanori
#1y use or have embedded in artifacts
are indicated below. 5She has
spell points  to spend on spell
casting per day,



SPELL CHART
(If vsed for  ifén generation,
roll Di0).

1. Shield (9 spell peints).

d5 +3 to normal armor class of
target, Lasts 10 melee rounds.

2. Hot Shat (4 spell paints),

“Dues 106 points of damage to the
target, ,

LB Slggg (8 spell points),

WIIT put wp to 450 hit peints of
characters to slc:g or 2-24
hours (2D12). Spell is cast as
a {5 degree cone and hos a
naxinen range of 100 feet (MR
saving rell = no effect),
Affects victins from the weakest
first, nn te the strongest (in
terns of HTK).

4. Read Magic (2 spell peints).

y read any magical langeage,

5. Detect Magic (1 spell peint),

Hay “determine whether an ites
has been enchanted. _

6. Charm Humanoid (8 spell points),
If"successful, victin will treat
caster as his clesest and mest
trusted friend, He will not
place his own life at risk while
charmed (DSC suvxng roll =no
effect). Losts for 24 hoeurs,

7. Charm Seall Animals (5 spell

oints], )

Sawe as CUharm Humanoid, but
werks on weodland creatures
vernin, etc. (DSC for small
enimal'= f2),

8. Limited Invisibility (8 spell

points),

Caster becomes invisible to the
nermal eye as long as she dees
net move,

9. Clunsiness (4 spell points),

successful, target receives
=5 to hit probability for {0
nelee rownds (MR saving roll =

ne effect). If consumed as o
potion, affects the censumer in
this fashion,

8. Fly (8 spell gnlntsl.

Caster may E at the speed of o
pixie for 20 melee rounds (MR
sgving rell must be missed, or
spell ‘does not take effect),

SPECIAL TRAVELER INFORMATION

1
. i
| PAKTY RANSOMABLE RANSOM % CHANCE  PLACE OF  MEANS OF CARGD
i _#  CHARACTERS LEVEL  OF RANSOM RESIDENCE  TRANSPORT USED |
i G-t Sheriff 3 50 L ;
1 C-2  Thespian 3 10 LD 2 Open MWagons |
: Minstrel 2 4 50 LD 8 Medium Horses |
: Strongaan 2 60 LD i
i -3 Alderon 3 b1 L ;
DoC-4 NONE
{05 Herald 2 (09 LD |
! Guards 1,5 3 8 LD '
; Cvards 24,6 ] 80 LD i
i C-6  NOME ;
! C-7  Panjan 4 80 L 2 Closed Wagons |
; : B War Htrggg '
{C-8 Feanori i 90 LD { Closed Wagon

i Guards 1-3 4 39 LD 4 Mediom Horses

P —
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CHARACTER DESCRIPTIONS FOR TRAVELERS AND GUARDS

CHARACTER WEAPON  ARMOR RIDING
HAKE (LASS 6P ST CO RF SM I§ HK WEAPON _ HACD DAMAGE NOTES CLASS HIK ANIMAL
Ct, The Escaped Priseners
Prisoner TTIRTTRO THE 7 9 41 §2 7 13 DGR i1 1D4 NON § 15 LTHOR
Prisener 2 L XU THF i4 3 {8 S 9 1i DGR 7 iD4 NON 0 13 LTHOR
Sher 1§ INT HUFTR 20 8 60 B 40 8 & BODSWD 10 D40 L/SS 17 LTHIR
Deputy Gk HU FIR D8 15 13 12 16 7 16 SPEAR /9 1019 CLO 2 20 LTHOR
Fosse *-*l CR HU NON D6 44 7 §0 9 9 12 CLUB 12 iDé NON 0 12 LTHOR
(2. The Plagers
Acrobat™f IHT HL THF 80 10 19 18 8 12 9 QURST b 104 (1) CLOS 14 LTHIR
BOLOe  -1/4/7 106 (3
Acrebat 2 1M EL THE 116 40 17 14 9 8 {1 QTRSTe 5 D4 CLO 3 18 WAGON
BOLOD 2/7/42 108
Thespian (4) VET HU ARC 25 42 17 13 13 13 9 L RON -1/3/b D6 LTHS 21 WAGON
Strengnan INT HU FTR i8 7 B8 12 6 2 iBB?ge £ %Rg LTHS 34 WAGON
Minstrel 4 {S) INT EL TRB 48 40 43 &7 40 44 &6 EIE P T i LTn & 2 whtlR
Minstrel 2 (S) INTHUTRB 65 8 4 14 {0 16 15 S BONe 0/4/8 1Dé (6) LTHS 24 WAGON
Puppe teer { INT HU NON 1S 43 17 1S {43 9 4 THRKN  3/7/12 iD4 CLO 3 23 WAGDN
Puppe teer 2 INT HUNON S 9 13 {5 &1 13 16 DGR i1 D4 CLO 3 18 WAGIN
C3.The Px%nnage A
AldEFo i INT HU PR ff 12 4 0 12 8 SPELLS CLO L 19 NONE
Follouars -2 INT HU FIR 12 13 12 10 7 15 #ACEe 4 304 (8) CLO3 24 NONE
Fellowers 3-4 INT HU FTR 1 8 {3 1 9 & MACE 7 304 (8) CLO3 20 NONE
Priest i (X HU PRI 8 9 8 14 12 Y5 GLOVE 9 102 (9)  CLO2 16 NONE
Priest 2 Gk HU PRI 8 6 13 42 10 iR GLOVE il ib2 (9) CLO 2 17 NOME
Priest 3 GR 60 PRI 15 1 7 f1 7 11 GLOVE § 102 (93 CLOZ2 20 WNOME
C4.The Beggars
Upright Ran 1 (R/OFIR %6 7 43 12 8 16 CLUB e 25 CLO 2 15 NONE
Upright Han 2 GR /0 FTR g 9 13 i1 t0 12 WDSAX 10 108 CLO 2 13 NONE
Scum §-13 GR KX _HOK 9 8 8 9 9 B KVETCH NON 0 15 NONE
C5.The Royal Herald
herald FL HU SCH 20 10 £4 §S B 19 9 STAFF (16) CLO 3 22 CHRGR
Guards 3-2 VET HU FTR 3 43 42 {3 42 ff 16 HLBRDe  2/5 208 (11) CHN & 2¢ CHRCR
Guards i-6 UET JEFTR S it 10 9 12 9 {3 SPEARe 2/4 1040 (12) CHN & 23 CHRER
Cb.fhe Mountain_tan
Jarek ™ VET HUFTR (125 17 20 &7 4 11 CLUB - 6D (13)  ANH 8 52 NOME
FISTS { 208
RUG £ 2D12
C7.The finipal Trainers
Panjan UET HU FTR B0 40 42 1S 9 10 b #:%Ee Bés igig (i4) LTH & 20 LTHOR
fAsst Trainers £-2  INT HU FTR £0 14 0 {3 10 10 13 BOLDe  1/5/9 108 (1S} LTHS 27 NOME
NET 9 TANGLE
Asst Trainers 3-4  INT OR FTR 20 41 15 £ 17 {1 1% %ﬁlﬂzﬂ E;’Sg? {gg (16) LTH & 20 WAGON
Woives -2 LG WOLF ie 14 19 12 5 {4 BINE 4 D6 (i7) ANH 7 S5
Wolves 3-4 SH WOLF 0 14 &7 {3 5 9 BITE & D6 (170 ANH & 40
C9.The_'ady_in Transit
Feane™t ~ TINPFLMAG 20 6 9 i1 17 17 11 SPELLS CL02 24 WAGON
(18 DGR 11 103
Guard & EL EL ARC 75 41 15 {1t 10 13 4 L BOW -3/2/5 D4 (19)  LTH & 25 LTHOR
ShSHDe 3 iDb
Guapd 2 ELELARC 7581 14 9 7 $0 {2 L BOW -3/2/% 1Dé i19)  LTH & 23 LTHOR
_ SHSWDe 3 106
Guard ¢ ELECFTR 7542 9 7 {3 12 8 BDSWDe y 20& LTH S 29 WAGON
L BOWe -2/3/% 106
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NOTES FOR CHARACTER DESCRIPTIONS

‘43 Quarterstaves can be vsed soiely for defensive purpeses. If so vsed, add +2 to character’s effective
armor class i+4 if expert),

(23 This thief, who rides point for the greup, has a 4SY chance of Meving Silently and a SO% chance of
Hiding in Shaoows, .

(47 Boles may n)zo be vsed to tangle the leqs of a foe (60% chance, vse of optien must be declared by
player before combat die roll 1= made),

i4) Thespian carries 3 vials of o brewnish fluid in a belt pouch (healing potion, cures 206 hits per vial
1f swnllowed).

i5) Trovbadour= both turrg mandelins in wooden cases. The male elf has a 7S% chance of charming others,
and a S0% chance of lore knowledge. The human female has a &0% chance of both charw and lore
SUCCeSS,

(4) Trosbadeur 2 carries 2 vials of greenish, foul-smelling fluid in her vest pocket (contain level 10

peison, each vial geod for 8 opplicatiens on an arrowhead or weapon point. p :

Alderon has 30 spéll points to use per day. His spells cost and do the following things: Circle of
igfgi¥ (4 pts) - For 4 melee rounds, protects the caster from any non-wagical attac provided he
Camnits no oifensive act himself; Detect Intentions (i pt) - Makes caster aware of basic intentions
of others (hestile, newtral, or friendly); Maqic Missile (7 pts) - May hurl two magical projectiles
that nct qs 44 henvy Crossbow Delts (RIY en -1/477, 18 damage); heal Seriaus Damage (1§ pts) - Can
heal 2D6 of sestained damage.

(8) If weapon scores a critical hit, wictim will lose § pt of stamina per melee round in bloed loss, in
additien to normal damage svstained.

() Each gauntlet receives four attacks (i per blade) each melee round, There is g 20% chance that each
priest pessesses i0 applications of Level & poison to.smear on the gauntlet blades,

(10) Acceracy and damage potential of the Staff of Blasting are discussed in the GN’s description of this
caravan,

t11) 10% chance that the weapon ts of +2 sharpness; if not, 20% chance of +i sharpness (non-magicall.

{12) 40% chance of o weapon of +i sharpness (non-magicall.

(12) Cleb receives 2D8 damage bonus (magical).

(44) First valve listed under HACO represents accuracy when oppenent is 5-207 feet away from the
character; second valve refers to striking ability when engaged in close combat,

{1%) Fires once every twe melee rounds, Hay be used te tangle the legs of a fee.

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

1{7) Receive three attacks per melee round, _ _

{13) List of spells availeble to Feanori (and their cests) 1is provided in the GH's description of this

reup.
ii?)gFjre five shots every two melee rounds,

-
—
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Party D-1
S THE
COMPANY
OF
FANAGAR THE RECKLESS

What the Players See:

77 An eIf TOn TaTgrey herse rides
glancing from side to side,

slewly, : d
S0° yards behind him walk §2

About

humans, Thti are  meving in
disproanized clumps rather !gun o
tight” marching order, ALl are

reasonably well-armored and two carry
large butiﬂucts. As  they draw
nearer, the plurers can  heap
fraguents of arquments among the men
and can see that their faces an
ciothes are sweat-cseaked,

GH’s Descriptien:

Fanagar, a b6th level human
Centyrion, has just suffered a
disastrous defeat while attempting to
beseige o nearby {
leading the remnants of his company
to the ruins of a temple some
distance away, in an effort to regain
some prestige (and hnpeflilﬁ, SomMe
replacement © recrulits), orale,
however, is very low, particularly
anong the lower level fighters, [
an attack is made, and things appear
to be going badly, these 8 men muyst
make a DSC saving throw (2D42 less
than 42) whenever they are wounded,
or they will gﬂﬂlt and attempt to
flee, The GM shovld note the
following special characteristics
about the company:

1) Fanagar has a Shield sgell that
adds "+5 to his armor class, He
will activate this speil (uniess
confused or wncencious) in the
#elee round after being attacked,
giving him an EAC of {3,

2) The elf, Arrek the Homeless, is
intensely loyal to Fanagar, who
once saved his life, He has a 40%
chance of sensing an ambysh, 1f
the company is attacked in wooded
terrain Arrek will attempt to move
off the road inte the woods.
There he will activate his cleak
of stealth, which enables him to
hide (80X chance) and gives hin a
+5 dodge against attacks. He nur
attack ‘while wearing the cloa
without revealing his position.

Possessiens:
(carried in the backpacks, and in
Arrek’s saddlebags)

General- 800 GP in coins and gems, 60

castle. He is

HIGHHAYNEN ADVENTURES

emmm e ——

WARRIRS

days worth of iren rotiens, ¢
pavilien, torches and lanterns,
mountaineering equipment (strong
repe, spikes, mallets, etc.).
Great treasures - see 2) below,
Hagicel treasures - 1) A never empty
water canteen,
2) Small box, containing a pouch
of modelling clay, 2 sculptin
tools, miniature replicas o
several pieces of furniture, and
twe ornately carved bowis, If a

MRy iy
moke a

inte the original, To
new replica, a character nust
have a coordination of 6 or
more, and must make a CO saving
throw on 3042, or iten cannot be
duplicated, Worth of items in
box (if removed): 3 chairs -
1800 GP, 1 dresser 1500 GP, {
able -’70 GP, 2 bouls - 4500

Party D-2

THE
COMPANY

Of
KULLODEN

What the Players See:

A7"traln"of 20 horsemen, riding
in pairs on medium warhorses (with
barding}, and led by a captain, Each
man’s heln 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 weapans.

GH’s Description:

KvITeden, the Centurion, is in
the early stnges_of his career, but,
as a reselt of his noble upbringing

has already learned the wvalve o

making a good appearance. His men
ar - well-drilled and
well-disciplined,  because their

leader has been able to obtain
relatively eusg and  lucrative
employment, The nﬂfﬁf€1!z and
respect his company has in the grea
greatly exceeds the actwal fighting
competence of this group. As a
result, 1t will be very difficelt to
sell or fence qoods with Kulloeden'’s
insignia in the immediate area, but
very easy elsewhere, Because morale
is high, demeralization is net a
problem;  however, Kulleden is by
nature very caotiovs, and is likely
to withdraw his troeps if it appears
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necessary,  Tactically, his lancers
will resain on their mounts and
charge in @ line whepever pessible,
17 ambushed, o few will remain
nounted and try to rolly and control
the  horses  (who represent ¢
significant 1investment), while the
ethers (especinlly the bowmen) seek
out o safe defensive position,

Passessions:
arge brass-bound chest (Level 2

lock, no ) holds the commynn
wealth - 19?3 "% qens. T tac
fighter carries o matched, embossed

beer stein (worth {25 GP each, but
have high lecal notoriety), General
stares contain a qood medicine kit
with bandages, surgean’s knives and
varicvs natural (plant) antidotes to
common poisens (but no_healing
potions), They are carrying three
good tents that sleep six each., Two
Ea:h mules carry food supplies, a

undle of good kindling wood, a
5¢pplr of o1l lonterns ‘and other
miscellany,

Party D=3
GRULAK’S
BAND

What the Players See: ;
nixed groop of Uruk-Hai and
on foot, are making their way
cautiousiy vp the road, There appear
to be sixteen in the total party
(four Uruks, twelve Orcs). bout
half are armed with battleaxes and
the rest with short bows,

orcs,

GH’s Description:

This is a fairly typical band
of orcs, The group as a whole is on
the leokout for somebody small and
weak to beat wp. The CM should nete
that  the plnzers’ small band of
highwaymen Hl? t be the gnswer to an
orc’s prglgrs. If ambushed, all the
orcs Wi fight en (althuugh
unhupﬁily) until ail the Uruk-Hay
have been killed, whereupon they will
either flee  in  aobject fear or
surrender, If the thieves do not
attack but alse do not retreat away
from the road, there is a 30X chance
that their presence will be detected
by the orcs. If discovered, there is
an 80X chance that the orcs will
attack the thieves, Tactically, the
Uruk-Hos let their smaller brethren
de the bulk of the actual fighting,
When initially attacked, the Urvk-Hai



will tend te hold their pesitions and

respond defensively; howewer, if they

belieye that they have the superior

force, they ulrl drive the orcs

isruurd in reckless pursuit of the
e,

Possessians:

Tcarried in various backpacks,
sacks, etc. - there is no
centralized location for the
group’s goods)

General - Strongbex (Level 1 lock)
contains a few silver and copper
coins (45 6P worth). Few days
rations of dried vegetables and
talted meats, Fire kit, One
orc with first-aid knowledge
carries some slightly—seiled
strips of cloth (for bandages),
and ¢ flask of harsh-tasting
liquor (must make STH saving
throw to swallew, will heal 1D
of damage if swallowed, 23
drinks left). One Urvk carries
twe shrunken elven heads and
some defaced personal items of
the covple whe had formerly been
attached to the heads.

Party D-4
THE
NILITIA
ON
MANUEVERS

What the Players See:

vman in a unifors, celored
sort of greyish-brown, is ieudinq a
ragged formation of sixteen men and
youths, similarly dressed. The party
mokes a substantial amount of noise
as it moves along, hetween the
clatter of loosely-carried weapons
and the frequent curses of their
leader. ALl oppear to be armed with
spears ond handaxes,

GM’s Description:

8 Tocal squad of militia, in
the first stages of their 1r01n1n§,
ALl bot the Sergeant are completely
entrained in wedpons wse, &o that
their basic hit probabilities, as
indicated below, are below normal,
Each recrvit has a SO0X chance of
becosing demoralized if wounded,
whereupon he will step fighting and
try to run away. This chance remains
regarcdless of haw well the overall
battle is qoing. The GM should
remesber  that the recrvits know next
te nothing cbeut fighting, and are
likely to do any nimber of stupid
things while in combat, The sergeant
will undoubtedly try to keep the men
organized if they are attacked, but
will have little chance of syccess
(29% prnbubxlxt{ that any erder he
gives will be followed).

SPECIAL WARRIOR INFORMATION

i PARTY RANSOMABLE RANSOM % CHANCE  PLACE OF  MEANS OF CARGD
o _.% CHARACTERS LEVEL ~ OF RANSOM RESIDENCE  TRANSPORT USED !
LDt Fanagar 2 30 LD E
E fArre 2 10 LD '
; Fighters {-3 4 2 LD E
i b= Kelleden 2 29 L i
i Fighters 6,9,15 4 S0 L i
D3 NDNE
! D=4 Gorrett 5 4 L E

Tacn  recreit carries one day's
ratiens, a canteen, weapons and the
clothes’ on their back. Their boots
are strong workboots (werth 15 GP
each), the uniforms are a scratchy,
unconfortable wool (5 GP each). The
sergeant, Garrett, also carries g map
of “the surreunding area, a standard

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

and whetstane,
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qualified teacher of both spear and
figndaxe, and if taken aiive may feach
player-characters  these skirls in
exchange for his release. There is a
small ‘chance (20%) that the locel
$uurd. nay be willing to pay a ransom
or his return, but there is an equal
chance that the militia will be
called out in force to find the
captors if such a demand is mnde,



CHARACTER DESCRIPTIONS FOR WARRIORS

————— e -

17 Battleaxe adds i to normal hit probability dve to sharpness of blnde (non-magical),

2) anuqur has o +5 Shield spell embedded in his armer; when in use, his effective armor class wiil be
13,

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

4) 501 chance that weapen 1s of +1 sharpness (if so, there is a 251 chance that it ic qlse enchanted),

%) 30% chance that weapon is of +1 sharpness (if <o, there is a 10% chance that it 15 alse enchanted),

&) Fires once every two melee reunds

7Y Grulak wears a twisted piece of bronze around his neck (no valve or significance) and carries a smail
Eanch of gems (worth 156 GP). ‘

8) 15% chance of o D6 damage bonus (naaxcol} enbedded in battleaxs,

) frxghaer $2 wears o jade ring (worth 100 GP) that alse contains a permanent spell of protection from
ire damage.

10) A1l three bowmen have a 15X chance of having D€ arrows balanced to +1 accuracy (non-magicali,
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CHARACTER WEAPON ARNUE RIDING
(1,498 GP ST (0 RE SH IQ MK WEAPON _ HACO DAMAGE NOTES CLASS HTK ANIMAL |
0. Fanagar_the Recklec:
Fanagor TOETHU CEN 250 15 11 9 9 t2 15 {RBAXe z D¢ (1) SCA B 32 MO
CPBON  -2/3/° Db (2)
VET EL THF 80D 7 17 16 45 10 10 SLING  17/1f 10 () LTH? 27 LTHOR
RAPRe 4 1D42
Fighters {-2 UET HU FTR 100 14 10 & 15 9 11 HFSWDe 3 303 CHR 7 30 NOME
Fighter 3 UET HUFTR 100 9 (4 12 14 14 7 L BOMe -1/4/9 1Db LTHS i3 NOME
Fightcrs 4-8 INTHUFTR 20 10 {7 10 §3 9 8 EDSWD 4 D10 LS5 i1 NOME
Fighters 9-41 INTHUFTR 1545 8 8 1 it S SPEAR 47 204 LTH 4 71 NONE
D2, Kulloden the Cawtious
11aden TRT"AU CEN 150 t5 41 9 §1 40 14 GRSWDe P ohe (4) SCA 3 76 WRHOR
Fighters 18 INHUFTR 4014 8 9 42 {2 9 LANCEe  2-b 208 SCA 8 21 WRHOR
_ BDSWD b 110 {5)
Fighters 9-14 CROHUFTR 20 42 9 42 40 10 1S BDSWD 4 (D40 L/8S 14 yupup
Fighters 17-20 GRHUFIR 20 € 10 8 {2 8 {4 LXBOW  4/8/13 18 () NON D 17 WRHOR
b2, brulak’s Band
Grylak~ 177 UET UK FTR 7515 15 9 44 1 {1 {BBAXe 2 D2 () CHN & 44 NONE
_ L BOW  -1/4/7 1D6
Fighters 1-3 VET UK FTR SO 18 14 6 2 8 4 {BBAX 3 1D40 CHV 6 23 NONE
(9) L BOWe -3/2/S 106 (10
Fighters 4-9 INNORFIR 514t 7 12 12 7 9 {BBAX b 1010 LTH4 22 NONE
Fighters 10-15 INTORFTIR 340 10 8 10 8 15 SBON  3/8/12 iDb CLO2 13 NOME
DGR o 104
D4. The Militia on Mansevers
Garrett RTROFTR 1514 15 12 44 43 8 SPEARe  1-4 1040 LTH4 27 NONE
Recruits i-16 Gk KU FTR f2 18 10 10 8 10 g§E2§ 10-%3 igB CLO 2 1S NOME
13 104
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A HELIGOR'S

in  the great trade city of
Haven, just south of the Plaza of
ireubadors, there exists a byway
kngwn as the Street of Silk Veils,
where the women are fair (and so are
their prices), Theugh the street
lies at the mouth of the Labyrinth,
that teeming den of thieves where no
sensible  bysinessman  wowld  walk
unguarded after dark, the traffic
flows along Silk Veils in a steady
streas  frem noon to the midnight
watch (and frequently beyend), and
includes both peasant and prxnteiing,
the warrior  just returned from
distant  battles, and the local
merchant  thankfyl for a peaceful
afterneon of dallionce, far from the
attentions of a shrewish wife,

Yes, the loyely ladies of the
Street of Silk Veils are a treaswre
to many, But, as 1s often the case,
these flesh-and-blood jewels yearn to
have their beauty  gugmented by
emeralds, rubies, silks, and pearls,
Hany lovers are eager to indulge the
whins and caprices of theur
paramours, and frequently bring o
gift when they come te call.
Heligor, an elderly human merchant,
nas a shop strategically located not
far from the northern end of Silk
Veils, designed te cater to this
trade. He sells o variety of jewelry
items - necklaces, braceiets, rings,
and the like - and keeps a fairly
large steck of goeds in his shop.
Aitheugh he has Lived and worked in
the came simple two-stery woad
structore for over 25 years, there
are abundant rumers that he heards o
vast  treasure  somewhere on  the
premises,

EKex

_ The objective of this scenario
is to commit a successfel burglary of
Heligor’s jewelry shop, in d manmer
that avoids detection and provides
maxikum  profit to  the player
characters, It is designed for a
party of 2 to S thieves of beginning
or intermediate level. In
preparation  for the burglary, the
thieves will need to ebserve the
habits of Heliger, his family, and

AND

SELOND STORY ADVENTURES

staff, a3 well as the life styles of
the other denizens of the Street (to
obtain infermation in this manner,
thieves w#oy want to utilize the
Disquise Rules outlined in Section I,
Chapter 2, of this book),

On the next few pages, a
GamesMaster  will  find charts,
descriptions, and suggestions for
construction of a thieving adventure
in an oren wherse the lay iz nat ac
strongly or fastidiously sbserved qs
it might be in others, These aids
allow o great 1latitude in the
planning of such a playing session,
and it is not expected that any twe
GMs will ren the scenario in
precisely the same woy, If the
players read these sections, it will
greatly dinminish the enjoyment the
will be able to reap, since they will
lese out on the entertainment of
figuring out  ewverything  for
themse lves,

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 because of the custom that
Q@ woman seeking to earn a little
extra income in an ensy and pleasant
manner wsvally dons silk veils to
advertise that fact - woe betide the
man who propesitions a bare-faced
weman). Hen of means can qo te any
of 6 large bordelles located towards
the northern end ¢f the Street, one
of which, the Blve Lontern, stands 2
doors south ef Heliger’s., These b
larger establishments trg to maintain
reqgular  patronage y offering
security and comfart, as well aos
pleasyre - they provide meals for
their patrons, a well-lit and
decently furnished common roow for
drinks and conversation, and strictly
enforce prohibitions on pickpecketing
by their qirls. These perfumed
Eulu:es normally epen about an howr
efore dusk, since the heaviest
traffic arrives between & and 10 in
the evening, and @ reassnable
fraction of the men stay as late as @
to 4 in the morning,
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For these with but a few silvers
to spend, there are a plentituvde of
independent yosng businesswomen and
happy amatevrs,  Their  quarters
vsually consist of a straw mattpess
and a candle in one of the many
rnnu;nﬂ houses near the southern end
of the Street, and in  these
serroundings, a man nust eften keep a
wary eye on his sword, and a hand on
his  purse {a position hardly

capducive to the slessgre gne was
Because

seeking). of the greater
risk, most of the trade with the
streetwalkers takes place betueen
noon and dusk,

The  Street  is  patrelled
erratically, 1if at all, by the local
constabulary. As 1s the case with
nost of the byways bordering the
Labyrinth, regelar patrols seldom
pass through the area, Hewever, more
than o few menbers of the various
cempanies of the citg 2nnrd have a
lover or mistress on 5ilk Veils, and
they will oeccasienally stop ﬁy to
check things out when they have an
oppertunity,

. The tables on the folloewing guge
indicate the ?ercentuqe chances that
the thieves will encounter non-player
characters while they are on the
Street of Silk Veils, and provide a
guide to an NPC’s probable reactien
to people they encounter in the
course of play.  Reaction dice
reseits in Enrticulqr shosld be
adjusted by the GH if the thief
player-characters are acting in a
sage, or indiscreet, manner.
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RANDDH ENCOUNTERS ON THE STREET OF SILK VEIL

{ POPULATION | _ REACTIONS :
} TIC="precence of a companien of the sppesite sex.) eaction Streetwalkers House Girls |
i Hours Streetwalkers Heuse Girls Customers C " indifference g0z 0L ]
i THART -iZnoon T 0z c y il abserve 20% 301 '
' z 107 & 101 A 2% A A indifference (if female) Soxi_ a0%-
i 12noon- dpm kit 1 ¢ % C 2tz C iavitation (if male) ] 1 i
: - LA 10% 4 10% A indifference 40 |
! dpn - Bpm 25 € 52 C 20X C ohserve 20X 30% i
! - 155 A S% A 301 & suspect/follow 15% ;
1 8pr -i2mid 107 C 654 0% C fear/run {5% 102 !
! i 20% A 0% A 202 A i
v i2mid - 4om LY A 20z C 21 C CUSTONER REACTIONS !
! - LA 0% A SiA eaction Everyman !
: € ndifference :
! suspicien/challenge 51 |
' A (if thief 15 male) ;
i indifference i1 i
! friendliness/drink offer 102 '
: drunkenness/hostility 10%

' A (if thief is female, purticulmrlgzlf veiled)

H propezition L1 4 i
: _ (20X hestile if rebuffed) |
i indifference 20% :
! observation 201 |
] 1
i [}
) ]

CONSTABULARY

% daily patrols are scheduled to
pass threugh the nerthern blacks of
the Street of Silk Veils - at ipnm,
4pn, Tpm, i0pw and  fam, In
acteality, enly the first 3 ef these
appear  with any reqularity (90X
chance that the patrel will appear as
scheduled), There is only a &0%
chance that the 1i0pm patrel will
chow, and a mere 251 chance that the
iom dputrnl will make its appeinted
round,

(Other than these S scheduled
rounds, there is o 5% chance that o
lone constable or quardsman will be
semewhere along the street, at any
given time, Check no more often than
once each half-hour of game time,

CONSTABULARY REACTIONS

indifference S0%
stop/question 201
suspect/follow 15%
observation b 74

s g =

LANDHARKS ~ Some of the nnger points of
TR THE interest on the Street are (refer to
STREET OF SICk VEILS the map for key-lettered locations):
In the diagrams at the end will (a) THE TROUBLED TRUUBADOR - 1is a
be found a map of the Street of Silk awn shop; many a man has left his
Veils, ond a set of floer plans fer urE et the top of the Street of
the jewelry shop, While players Silk Veils to get the meney to go
should be allowed free access to the down the Street of Silk Veils,
map of the landmarks on the Street (b) KARKI'S SWEETS & FLOMWERS - Karki
(since this information can be easily lives in o house acress the ploza;
ebtained through casval abservation), his shop is epen from noon to
they should know nothing about the 1!En and prices are reasonable,
inside of the shop initially, and  (c) URGALLO?S APOTHECARY - he sells
should garner as much knowlege as hoirs of the dog, minor medicines,
possible themselves by xnfxltrulxn? and nunz cosmetics for the ?1r15;
the shep and spying out "the lay e a bell hangs near his front deor
the  land". Duerlg suspiclous to summen him in emergencies. It
behavior will probably warn the covld also be wused to sound an
shopkeeper or his assistants that alarn (maybe someone will answer).

something untoward is afeet, but  (d) HELIGOR’S - more later.
casual observatiens wade in the  (e) BETTINA’S - does seamstress work,

process of purchasing a gie:e or tWo and clothes design and fittxqg
of costume Jeuelrz will provide g for many of the girls of Si k
reasonable source of information. Veils; she stays out of the

affairs of others,
(f) HANA ROSA’S ROOMING HOUSE - is a
cut above the nermal for the girls



of the Street; it is clean, and
relatively uhniesune, since Rosa
will take a broom to whomsoever
makes o disturbance in her home;
at present, eleven girls (just
short of houce qirl “class) live
and werk there,

(g) THE BLUE LANTERM - is one of the
b nu{ur plensere palaces on the
Street,

(h) ENOS' LIVERY AND SMITHY - caters
te the corrioge trade on  the
Streety Emos 15 a reck of a man
who works from shortly after dawn
til dusk, and who will usuullz
answer a call for help wit
sledge-hammer in hand.

(i) THE'FOX AND GOOSE - is a bustlin
tavern  considered  safe an
pleasant for o quiet flagon with

_one’s amour,

(j) MENCHES' WALK - is a “quiet" and

shady resting spot for working

girls with sore feet,

(k) THE RED ROOSTER - another of the
b major establishments.

(1) HEAVEN'S GATE - a competitor of
the Red Rooster, is fayored by
Samurayr for the delicious teas
they serve their customers,

(n) AVRODEL’S WINE SHOP - carries
mINy  Wines, and  even  some
brandies, priced from as little as

coppers the skin (a medieval
equivalent to Dago Red) to as much
as S00 ?ald the bettle; the shop
és open from about noon til pearly
am

() THE BLACK WHIP - is an
establishment (not one of the b
najors), about which 1little need

be said.
(0) THE HUSTARD AND FENNEL - is a

ug;iﬂseedy bar.

(p) 0S1A - is prebably the oldest
of the major establishments,
having sunﬁlxed the Street of 5ilk
Veils with a luscieus gortxnn of
its reputation for ever 300 years;

there 1s a_rumer that the madame
who corrently runs it, is the same
woman who ori 1nullz founded it,

(q) THE PERFUMED GARDEN - is almest
0s old as Ambresia; it is renowned
in even far lands, for both the
beauty of its wolled garden, and
the beawties within,

(r) MADAME RUTH'S - is run hg a qypsy
with a qold capped teoth; for a
Erlce, she will provide any of 9

gve pations.

(s) THE SILKEN CHAIN - has been run
by Potiphar the Phat for nearly
forty wyears; early in life, he
suffered a misfortune which makes
hin useless te  woMen;
consequently, he cares little for
them, but much for the profits
they can briaa. -

(t) POTIPHAR'S HOUSE - is filled with

nany valvable items, and many very

deqdly traps for those unfamiliar
with the inside; he guards the
collections which are his pride
and joy with the best which the
nnneh hisﬂaérls earn can afford,
THE SE_ AND  SURGERY OF

MORDECAI, HEALER - is quailable at

any houwr to those who have been

injured in one of the many loud

“discussions® which break out on

the Street of Silk Yeils,

(v) THE LOVER'S NOT - s, as the name

syggests, a hang-out for those

whese quest hos been ensuccessful,

{u)
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(w) THE VIRGIN’S FLUTE - opens out
onto the Plaza of Trovbadors.

(x) VARIOUS SEEDY 70 NOT-S0-SEEDY
CRIBS AND ROOMING HOUSES - are
scattered nlon? the Street, and
its offshoot alleyways; the closer
te the north end of the Street,
the cleaner and less risky they
tend to be; chances for bein
Mugoed, ruhﬁed, and/or  Murdere
vnry from 99% (iam at the seuth
end) to as little as 3% (4pm qt
the north end), depending wholly
on time and lecation,

(y) FROD’S THEATER - is an imposing
edifice which provides culture and
entertainment for the denizens of
the entire  surrounding aorea
(corrently playing is a sparkling
comedy  entitled "Our  Murkin
Cousin®); it lies just at the
entrance to the Street of Silk
Veiis, and 1i 15 noi vncommon io
se¢ @ stately and beautiful
haetera being escorted here by one
of her favored customers,

(1) THE BLUE HARPER - is not actually
on  the Street of Silk Vells, but
15 well known throughout the city
as a quiet place for an excellent
neal. Part of its ngpeol lies in
the wide and airy ulcnng which
overlooks the FPlaza of Troubadors,
Fatrons may dine and drink here
while being entertained by the
juaglers and  jongleurs who ply
;hixr trade in the spacious Plaza

elow,

HELIGOR'S SHOP
PEOPLE

_ There are 7 individuals found
during various parts of the day or
night in er around the 2-story wooden
hnilo:ng housing the shop and
Heilgor s home - Heliger, his wife, 2
children (a qirl of 16, whe is
practicing studiously, in the hopec
of getting a place in ene of the
grand establishments on  the Street

knife), ¢  agssistants, and a
middle-oged warrior who acts as a
mild deterrent to the petty criminals
of the area.

Heligor is in his late fifties,
having married late (one of the girls
fron the Blue Lantern), and i5 in no
particular cenditien for combat, He
15 intelligent, and is a sharp
bargainer, who will wswally price
items at {1507 of their valve, to let
himself be huq?led down to 10&2-_nn19
rarely will “the final price ﬁzp to
even 957 of the valuve of the piece,
The hours of major business for
Heligor are between 4pm and 2am, and
this is when he will be found
dewnstairs in the shop, Heliger is q
relatively  sound sleeﬂer, but
advancing a?e has  weakened his
kidneys, and there is a 15X chance he
wiil awaken 1o wse <the chamberpot
while someone 1s in  the room. His
main  defense consists of a loud
bellow (he hapes his assistants will
awaken and hear) and cowering under
the bedcovers thereafter.

His wife, Marushka, 1c a sound
sleeper who will prahnhiy not awaken
under most circemstances (10X chance,
if  there is  much neoise, none
otherwise), She is alwmost never
found in the shop, and maokes her
exits from, and entrances to, the
upstairs living quarters via the back
steps 1into the small alleyway which
runs behind the building.

The boy-child sleeps the sleep
of the innocent, like a 1log.
However, if he 1s awnkened (16X
chance), he may elect to throw knives
(651 chance), with which the little
beggar 15 distressingly quick and
accerate, particelarly at  close
ranges.

The daughter, Maritsa, is a
light sleeper, and will wake gp (BS2
chance) at virtwally any neise on the
ugper‘ levels of the house. However,
she is easily attracted to most men,

and there is a 2% chance Ker point of
a thief’s MAG and APF that she will
attempt to seduce n male intruder,
If she does, there is also aq 35%
chance she will help him to escape.

The older of the 2 ossistants,
Ferqus, has strnn? desires for
Heligor’s daughter. This is the only
reason he sfays on here, since he
considers that he has  learned
"everything that old foel Heligor
could possibly know'. If the
daughter screams, there is a 607
chance he will wake vp, grab a club,
ond charge up the stairs te her
rescue. He works prinnril; from Bam
to bpm, although he is frequently
areund in the evening mooning aver
Marissa €as it _happens, Feraus_;s not
one of the “"mest men® Rarissa is
attracted to). He is a reasonably
sharp  bargainer, oaithough nowhere
near the class of Heliger, regardless
of what Fergus thinks.

Halley, the other assistant,
works from 4pm to 2am, with Heliger,
and is genuinely interested in the
jewelry bBusiness. Unfortunately, he
15 hbasically vnsuited for almest any
business career, being possibly the
worst haggler in the known world.
one approaches him for a price and
barguins well, there is a 35% chance
of getting n piece at a price only
half™ its "value. Heligor knows his
tendencies, and seldom lets him work
with any jewelry of real value,

The warrior-quard, Marivs, 1s an
old campaigner, whe took this job to
be near ¢ yaunae lovely whe works on
the street, considers the woerk
ideal since it leaves him mornings
and/or evenings free to pursuve his
dansel foir, However, Marius is an
e;treneli honest mon, and will defend
his enplover to the death, feeling
duty-bound  since he has been paid.
Marivs works frem midnight to abost
8am, when Fergus opens the shop,

CHARACTER DESCRIPTIONS FOR THE PEOPLE OF HELIGOR’S

and a bhoy of 9, who isa 1ypitni
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ROOH DESCRIPTIONS

Four types of information are
provided in the area descriptions

that follow:

.- What the player sees,
2.~ GM's description,
3.~ Special furnishings
and coentents

4.- Population, if any.

Fuprnishings and their
arrangewent seldow change, but the
population of an area normally
thunges with the hours, and is so

note

A.) Entrance and Displays

f,- Deuble doors lead inte o room
207 wide by 25’ long, There are 2
leng open  topped velvet lined
cases, ene renning £87 down each
side wall from the front wall, with
many rings, brooches, neckiuces,
etc, set owt, 2 B' ‘cases in the
center appear to have slightly mere
valvable trinkets in them,

2.~ This is the main display area
of the shop, HMost of the trinkets
and bavbles immediately wisible are
of small valve, qlthouah aQ lurae
nunber ef them couvld preduce a tidy
sym, There will 4D&x58 items in
the 4 front cases. The 2 cases in

the center contain those iteus of

nore valve (above 25 GP), and have
?luss tops and a complexity & lock.
he 2 cases aleng the walls contain
nothing  worth more than S50 GP
(rarely), ond most prices are
narked at $50% of value,

3,- Items are valuved by 1;3::
1(D6) Bracelet 20

2(D6) Ring ibi0o
3(Db) Earrings D10
4(D6) Mecklace 1D100
S{D6) Anklet iD10
b6(D6) Brooch 1028

4.- Traffic through the main sales
area ebbs and flews substantially
during the course of the dug.
Check for each tgpe of occupant Dy
chance if the thieves are in the
shop during the given time peried,
Ban to neon
£0% 1 constable
5% 1D2 couples
L00% Fergus
ngon to dpm
ST [ streetualker
S% 1 constable
5% D3 couples
100% Ferqus
dpm to Bpn
10T [Mstreatwalker
2% 1 censtable
1001 D4 couples
50X Ferqus
S0% Halley

COY Uatina
JVm ITE LAY

Bpn 1o nid

T 102 streetwalkers
$0Z { constable
100% 1D3 couples
75% Halley
75% Heliqor
mid to fan

i% & streetwalker
10X 1 constable
252 1 couple
502 Halley
507 Heligor
1007 Marivs
Aan to Bam
1007 Rarivs

B.) Sales Counter and Displays ef

Valved 1Tens

f.- There is a heavily built
ceunter stretching 107 across the
back of the shop, ahout 3’ from the
wall, In the counter is o special
case, in which is kept the mest
valvable item currently in the
shop. In the case across frem i

*are kept other special items ¢

Jeuelry, There is a curtained

eor, through which the sales

peapie in  the shng foccusnanully
e

disappear. To the left is a heavy
chair,

2.~ The sonles counter is uswally
nanned by either Heliger or Ferqgus,
deﬂendlnq on the time (857 chance,
otherwise it's Halley), The item
kept in the sgeciul display case in
the front of the counter is the
mest valuahle of the 2D4 items
brought to the Shlﬂ on the first
day “of each week by the couriers
from the House of Owen (see Armed
Rebbery Scenarie A elsewhere in
this Section),
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3.~ The itews of jewelry in the

shop at the beginning of the week

nuI be randomly determined by the
roll of a D20: )

04) A golden dragon with emerald
eyes and lapis lazuli inlaid
bedy, on a chain of small
golden links - 2500 GP

02) A silver tiara with a spray of
golden spikes set with diamond

) chigs - 1000 GP

03 ~silver pendant of 0
griffin’s head upon a heavy
silver chain - 250 G

04) A& pair of earrings in the
shape of butterflies with u:ngs
égluld with tiny rubies - 850

05) A golden ring with o setting
of jet (the stone lifts to
reveal a small cavity) - ASO GP

06) A carved rosewsod Jeuelrg
cheet  the tan and frant af
which are  inlaid _ with
nother-of-pearl  in  fleral
patterning - 1200 GP

07) An ankh (looped cress) of
beaten gold on a heawy chain -
300 6P o

68) A ring of carven white gude
with the silhovette of a
maiden’s Erufile inset in green
Jjade - 3000 GP )

69)" A sct of 3 silver hair conmbs,
set with chips of sapphire -
600 GP )

i0) A collar, congrssed of many
linked squares of finely beaten
gold; on the central squares,
the shape of a phoenix in
flumes is set in opals, rubies,
and amber chips - &P

11) A triple strand of
size-graded, matched pearls,
which® have a delicate rose
tinge - 1900 GP

12) set  of ?nlden "slave
chains®, with cellar and key -

13) A pair of motched filigree
bracelets in silver, each wWith
an inset of polished rose
quartz - 4680 GP

{4) " A heavy platinum chain with a
pendant of a teardrop in
scarlet crystal - 750 GP

15) A stiletto with a silvered
blade, golden wired hilt, and
sgglépgens set inte the quard -

{6) A golden sxTnet ring inset
with an emerald carved as o
wolf’'s head - 2000 CP

17) A ring in white gold, inset
with ruby chips in the sﬁupe of
flames - 1000 GP

18) A massive silver rina - 208 GP

19) A  set of spiked cesti
é;nuckledustersl in gold - 300



20) A tobleaw of a faun and a
nynph qamboling ever sward of
emeralds, near a pool of
turquoise - §5000 GP

There 1s an 80X chance that one
(11} of these itews is sold each
day after it is delivered; consider
this as CN, when indicating the
nctyal number of items in the shop
at any given time,

4.- As for area A, but with
additienal chances for Both Heligor
and Fergus as noted above,

) Heligor’s “office”

1.- An alcove S’ wide and gbout 8’
deep contains a snlxdlg built desk,
and a s1urd¥ chair, The deTkiup is
covered with papers and ledgers

h apnoar to h 4 inte 2
piles, one held down with a lump of
dullish luat1n3 lead, the other
with a chunk of clear crystal shot
through with golden velning and
small  glints of red and blue.
There are 2 drawers, ene on either
side of the desk.
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2.~ In this areq, He!xgur does his
bookkeeping, Books, ledgers, and
various business papers make up the
2 stacks vpon the desk, The,luug
of leaden nmetal is a sovvenir o

bygone traveling days, os is the
crrstul; they both have value to
Heligor, other than as
pugerue:ghts, byt oene is of real
vaive,

3.- The cr;stnl looks immensely
more vwalugble than  the 1lump;
however, while the crystal isa
pretty qgewgaw (simply pyrites)
which sgnu d be _descrgged in
glewing terss as if it were really
werth something, the lead lump is a
3 pound chunk of mithral, worth
about 15,000 GP, and should be
nent:nqed _nnlx in passing, as éf
TOT COLfM in he ufﬁ?iﬁ:iaﬁ 81 ng
desk, Between the hours of neon
and midnight, the lefthand drawer
of the desk contains a cashbex, in
which will be found 1D100xil GF in
small ceins and gems. In the
qupers on the desk can be found 1D4
etters of credit or sight drafts
(the equivalents of “cashier’s
checks), worth 1Di88x25 GP each,
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4,- Heligor will be found here 25%
of the time between 4pm and
nidnight, and 75% of the time from
nidnight to 3am, There is a 10%
chance that Halley will be hanging
about Heliger’s shoulders, trying
ta "learn the business.”

) Assistants’ living area

f.=  As one enters through the
curtained deor, there is a table
with 2 chairs to the immediate
left, along the wall. A hearth and
fireplace, with a kettle crane
(from which hangs a kettle, vsvally
with boiling water in it), occupies
a ?utdlz portion of the lefthand
wall., At the rear of the area can

be seen T stairway ascending to th
upper floor. On the right han
Wil o ihe area i5 @ door. 1he

area is 10! wide, and 15’ te the
stairs, which are $ wide.

2.~ In this area, Fergus and Halley
take their meals, and do their
nornol everyday activities. The
kettle of boiling water allows
Heligor to offer a friendly muq of
tea er coffee to o prospective big




spender. There are a number of
ceramic mugs and steins on the
mantel of the fireplace, aleng with
an old sword in its scuﬁburd, which
is hung en 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,
ond it 1is; it’'s an old souvenir
that Marius ?aue Marissa, and she
hung it on the fireplace chimney
"to  give the room some character®;
the swerd is se badly preserved it
has a penalty of & on hit prob,
HACO 14, If vused properly and
carefully, the sword may succeed in
cotting soft butter.

4,- From Bam to bpm, Ferqus is
found here 45 of the time; from
bpm te 2am, about 60X of the time,
Halley is found here 40L of the
time between Bam and 2am. Heligor
will  be sitting at the table,
drinking with a customer, about 16X
of the time from A4pm to midnight,
There is a 151 chance that Marissa
will be teasing Fergus (provided
tergus is present), and if so, a
75%" chance her brother will be
s111ing on the stairs watching.

f.- The entryway to this room opens
sut into the living area. There is
a chest of 4 drawers on the left
wall, and another doer gust beyond
that, which epens into the roem. A
pair’ of bunks occupy most of the
right wall, The teop bunk is made
neatly, but the bottem is o welter
of rumpled blankets. A heavy
cudgel lies atep the dresser.

2.~ The top bunk is_ Hualley's;
Ferqus 15 o sleb, The cu ?ei
beléngs to Fergws, and is the
weapon he will grab if trouble
brews. The ather deor leads to a
catchall  cleset, which extends
under the stairs, and is a {unble
of ¢dds and ends in which live a
number of rats (these bite on HACO
4 [for surprise!, but take only
4H1K each, ACS). There is enly one
thing of real valve in that closet,
a book with a stery of a great
treasere and an nccnnpunyzn?_nqp;
there is a 351 chance of noticing
the boek on o casval glance, and
100X 1f the closet is searched
(1t’s the only thing that could
possibly have any valve), The book
15 sitting en the top of one of the
piles of accumvlated 1ife’s history
(archeolegists would love this
closet, pot-sherds aond all), and is
1nya111 visible; the book is
slightly rat-nibbled, but still

legible, and the map is partially
water-stained and only
half-legible.

3.- The book tells the story of a
great people of days of eld, whe
buried their dead with fabulovs
treasures of qold, qems and
ewelry, and many fine magical
evices; the nug shews the way to
the fabled “Valley of the Dead”,
althowgh the part that warns abeut
the gquardian dragon is where the
water damage occurred (these will
be covered in a future scenario,
*The Tombs of Shalae-Chuwun®).

4.- The 72 ossistants are vsvally
found here between 2am and Baom;
Ferqus snores lovdly,

«) Family’s living gred

f.- As one ascends the stairs to
the upper lunding a massive hutch
can be seen on fhe left wall, #
trestle table with 6 chairs, 2 of
which are heawy deacens’ chairs
(one at each end), occupies the
center of the area; 2 scmaller
chairs and a parson’s bench
complete the arrangement. The
hearth and Fireglnce are to the far
right, and extend aleng mest of
that wall. There is an oven door
built inte the stene 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 hovsehold is in
the area). A large lupine do
lazes about en the rug (a braide
rag oval) whenever members of the
farily are present, and appears to
tolerate a second dog (a small
vappity ball of white fluff that
constantly harasses his feet and
ears), 2 padded-top chests sit one
on either side of a door in the
oppesite wall, to the rx?h1 of an
epening which appears to lead inte
a hall., The stair-well is guarded
by a solid yet ornamental railing
and there 1is a door on the bac
wall, which oppears to lead
outside,

2.~ Heliger’s family is frequently
found in this area. The lnr?e
wolf-like dog, whose name is Wurtf
(Marissa  deesn’t  have  much
inagination), belongs te the girl
body and soui, and will protect her
to his death (or mere iitelz, to
the death of anyone Wurff thinks is
trying to harm her), He is HACE 2,
47HTK, ACh, and attacks D3 times
each melee round, He has a 35X
chance on his first, and only the
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first, attack on any ?guen victin
of knecking that victim to the
ground, If Wurff scores a critical
hit, there is o S0X chance that it
will be to the throat (triple
normal  damage), etherwise as
nornu!lz rolled, He will accept
food only from Marissa, and Eett;nq
only from the family (Halley is
"family"; Fergus isn’t - and avoids
the dog fike the plague). The ball
of fluff belongs to Marushka; he's
o typical lap deg, all courage and
no brains,

3.= In the cabinets of the hutch
are kept seme of the family’s
treasures: silver tableware worth
800 GP aond a0 set of embroidered
table linens worth 500 GP. On the
shelves of the hutch are displayed
a0 set of B motched steins with
silver handles, worth S0 GP each
and @ qrouping of a dozen crystal
qoblets, worth 40 GP each (the
entire set 1is worth 1008 GP, but
anl{ if all twelve of the matched
goblets are there), There is a 45%
chance of hreukuge of these goblets
1f  not handled with reaSonable
care, but only S% if they are
wrapped in  something soft and
carefully treated. The 2 chests
contain bedding, including o goose
down conforter worth 400 GP, and 2
exquisitely sewn quilts worth 250
GP each,

4.~ During the hours from Bam to
4pm, there is a 40% chance {D3
wembers  of the family, not
including Heligor, will be in the
living 6rea, prepﬁring meals, deing
housework  or  needlecraft  (or
strnppin?_ knives). From 2pmn to
4pn, Heliger will be there for his
wain daily meal; other than thisj
he eats down 1n the assistants

area, There is a 0% chance Halley
will be there at any given time
during daylight hours, From 4ps to
widnight, there 1s a 601 chance of
1D3 family members, not including
Hel;gnr. From ni&ni?ht to Bam
Werff 1s there, normally stretched
out in front of the door between
the 2 chests; occasionally, he will
rise and nake a patrel ﬁnun into
the shop to wvisit Marius (157
chance), but these patrols &nlz
last {0 minutes or s0; Wurff wil

warn any approaching the door he
guards with a low growl, the velume
rising with the nearness of the
appreach_ - if the appreach is
within S’ of the door, he will
attack with no further warning.

.} Back entrance and stairs

f.- The door leads to a
porch-landing, with a set ef stairs



leading te @ dirt alley. Across
the way 15 the entrance to a
reasonably well kept rooming house,
UE and down the alley, which is
about &' wide, can be seen other
entrances and occasional sets of
steps to second story landings.

2.~ The reoming house across the
way 1s Mama Rosa’s, There are
chances, ﬁeﬂand1nq on  the time of
day or n;a t, that some of the
girls who live there and/or their
cuctomers will be either at the
vindows or walking down the alley,
If the thievwino party is cought
attempting to force an entrance to
the back door, tt 15 unlikely that
the girls or their customers will
inter ire directly, but the watch
vill almest certainly be summoned.

T
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NEre 15 neihing speciai here,
4.~ From the hours of midnight to
Bam, there is only a 1S% chance of
notice in the alley. From Bam to
noon, the chance is 25%. From noen
to #Midnight, the chance of being
spotted iIn the alley if engaged in
nefarious activities is &0%.

) Bedroom for Marissa an

g
begther— " T T

t.- The door opens into the room;
1t is {0’ deep and 15" wide.
Directly ahead 1is a cedar chest
with 2 large cushiens on top. To
each side is o bed, the left one
for the qirl; at the foot of her
bed is 4 swall vanity with a
mirror, the top of which is covered
with variosys small jors and pots of
Cosmetics,

2.~ The hnz sleeps in the righthand
bed  (with 2 knives under his
pillow), He 51eegs like a lo

(there is anly a 104 chance he wil

wake in anything less than g
qeneral uproar; however, he wakes
with a knife in his nundj, Harissa
cleeps on the left; she is a light
sieeper (BSX chance she will waken
and investigate if Wurff growls),
and is attracted to most men (there
15 a chance of

[{HAG + APP) ¢ 21X

that she will be intrigued by the
1deq of a thief and will attempt ts
seduce hiw., Refusal of seduction
¥ill bring screams of feminine rage
and on attack with a hutgin; if the
thief allows himself to be seduced

there is a 35% chance Marissa will
conceal him if trouble ervpts and
attempt to snu?qie hin sut at a
later time, If Morissa is net
intrigued in the first place, she
will begin to screas 1nnediutel;'
in all cases, if she screams, Wur ¢
will attack).

—

«) Bedroom for Heligor and Marysh

3. Only Wurff thinks there is
anything of value in the bedroom,
and only if Marissa is there,

the hours from 8am to
there is a 15X chance
will be at her vanity
pringinq; otherwise the room is
sually untepanted. From midnight
to 8uam, both beds will be occupied
(occasionally Marissa‘s will have 2
geeple_ in it, when she scneqks a
over in through the back deer).

4,- During
nidnight,
Harissn

f.- A 107 hall leads to the
bedroom, which is 15’ deep and 20’
wide, Aleng the left wall is g
larqe wmirrored vanity, the top of
which 15 covered with o litter of
cosmetic pots and bottles, There
is a large woeden jewelry chest on
the right end of the vanity; its
lid is lifted to reveal o number of
pieces of jewelry, Inmediately
beyond is a wardrobe cabinet, along
the aﬂposxte wall, facing the door,
To the immediate Pl?h! is a leng

but very low (2.5'), dresser, A
very large 4-poster bed is centered
on  the right-hand wall, vpon which
is painted a mural of a street
scene leading to a wall centering a
gate; tree lisbs hang over the wall
shading the gate which has a small
lock on it, "The mural covers the
entire wall, In the far right
corner 15 a chair. On the opposite
wall, centered, are glass-paneled
double doors, which lead to a
balcony,  There is a large blanket
chest with a padded top at the foot
of the bed,

2.~ The mural conceals a secret
hiding area in which Heligor hides
the special items and the cashbex
each night when he cleses the shop;
the area is abeet §/ thick, but due
te the aural the roos ap¥eﬂrs To be
a full 26’ acress, The secret
panel is concealed as the third
window on the first floor of the
second building on the left side of
the street) the catch looks like a
small  cat  sitting en  the
windowledge (since it would be a
dead give-away to describe the
#ural In detgil at the heq1nning,
it is suggested that it simply De
mentioned, as described above; if
the pluzers ask specific questions

vse  the full descriptien whic

follows), The mural shows a street
which has 4 buildings on the left
side of 3 stories, 1 story, 3
stories, and 2 stories, and § an
the richt of 4 stories, 3 stories

3 stories, 4 stories, and 5
stories. There are {4 figures of
people and animals included in the
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a vendor with a
flowers and 3
2 children _pIu;ing a
ame of marbles, a puir of young
evers in a doorway, and .- “ld man
hebbling along with a 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 additional secret
panel which is a trap for the
unwary - this panel is rglut:vel{
easy to locate (there is a 15
chance of it being spetted by a
person who is looking at the mural,
rather than simply glancing, and @
80% chance of it bexng found by a
casval search), and the catch is
concealed as the leck on the garden
gate, If a Eerson reuﬁhes'hls hapd
into the cavity behind this panel,
it requires a 4 die saving throw
against reflexes to remove it
before the razer sharp blade
concealed in the cavity amputates
that person’s hand at the wrist,
There is a small box concealed
within this panel which contains
250 GP in_ small coins and gems;
Heligor maintains this as a ruse,
hoping to convince thieves and
burglars that  they have found
whatever they were seeking (he has
been robbed, burgled, and held up
on an average of once a year for
the last 15 years). The actual
hiding place is much more difficult
to locate; there is only a 1%
chance  of noticing it, and
searching has a 26X  chance.
Heligor ~ has been tortured hz
robbers twice in the past; bot
tines they concentrated on Heligor
fiimself, and learned nothing except
that  Heliger  faints “easily,
However, if" Marushka is tortured
(actvally, not Simply a threat),
Heligor will reveal the hiding
Rluce (firgt the fake one, if it
as not already been found, then
the real one),

scene, inclndin?
wagon  full o
customers,

3.~ In Marushka’s jewelry case are
a number of decently valvable
itews, which she keeps in the
bottom; in the top are kept seme
lesser pieces, which she wears on a
reqular daily basis. The bottom
contains a S-strand pearl necklace
(1406 GP), matched golden coiled
snake armlets with emerald eyes
(800 GP), a single 5upﬁh1re in a
silver 5e1tin$ on @ chain (2500
GP), a pair of haircembs in silver
gi;ﬁ carved ebeny handles and the
initial "M inset 1n
wother-of-pearl (600 GP), and an
8-strand qold chain set (400 GP),
The  minor pleces include «
representative selection of wpper



.

valve rings, bracelets, necklaces,
etc, from the shop’s stock. In the
chest at the foot of the bed can be
found a blve velvet clogk with
light blve satin lxnlna (400 GP)

127 of Tyralian lace (1260 GP), and
EP]bnlt of 1light green silk (350

4,- From 2am to 10 am, Heligor and
Marushka will be found here,
sleeping,  Marushka will be found
here 25X of the time from ilam to
noen, straightening vp, or prxnpxng
at her vanity, There is a 40
chance that the yappy ball of fluff
will be here during daylight hours;
if anyone enters, he will attac
(worrisome only, not dangerous),
and bark at a furious rate. During
the night, the little d;a sleeps
between Heligor and Marushka, and
will owaken “only if both Heliger
and Morushka are awakened,

i.- Seen from the street, the
balceny is semicirculer, S’ radivs,
with a iren railing following the
circumference, Glass-paneled
double doors lead inte the howse.

2.~ This balcony is easily reached
fron the roef, and the doors are
not pnr11;u1uriz well locked (o
dqaqer _slxpged etween the 2 doors
will 1ift the latch on the inside
with hardly any effort),

CHARACTER DESCRIPTIONS FOR THE PEQPLE OF THE STREET OF

3.~ Anything of valve here would be
totally visible from the street,

4,- ?eagle on this hulcnnr_ are
completely visible during daylight
but those in the street below will
seldom guy wuch attention, unless
the pesple on the balcony are being
loud and/or gctxna _suspiciously.
Marushka puts in a daily appearance
en the balceny at about noon, to
survey the actien on the street
below,

ADDITIONAL
PER

There are a number of additional
people whoe may or may not get
involved in the scenario,  These
include Enos, the blackswith, who is
vp and working at his forge {just a
short ways down the alley from
Heligor’s) by Sam each day, Lefty,
the  ene-handed pickpocket, who
circulates through the street nunnl;
during the busy hevrs (he has a 60
chance of picking peckets or cutting

erses, but otherwise functions as a

th level thief), and Murfi, the
trickster, who wanders down from the
Plaza of Trovbaders to do jugqlan
and ether prestidigitative tricks
(he's actvally a bth level nage with
a penchant for the stage), and the 8
assorted constables who occasionally
appear on the Street of Silk Veils,

knos will, if he’s up and
around, respond to any cry for help
that he hears, He arrives clad in
leather opren, and carryin? a length
of hot iron ond a § pound sledge.

There is a 15X chance that a
player will be one of Lefig’s
attempted victims, if they are on the
street between Zpm and 2am, Lefty is
a speedster, and is quite capable of
outdistancing any pursuit, If caught
in the act, he will break and then
run for the nearest alley,

Murfi simply likes to show off,
and enjoys the apﬂluuse he receives
for his tricks, However, Lif he is
bothered to excess by a given person,
he is quite likely to put that one to
Qgggg' if he 1is attacked, he is
capa {e of delivering 2 Blasts of
Thunderbelt, each doing 4D8 damage.

The constables are generalized
representatives of the gquard forces
of the city, This i1s by no means a
ﬁlun of a patrol route, given the

igh incidence of violence and crime,
Consequently, unless a constable has
a special paramour on the street (26X
chance), he is itkelz to be somewhat
lax in his peace-keeping efforts
while in the ares,

SILX

VEL

v

CHARACTER

NAKE CLASS

Enes JET HU FTR
Lefty EL /0 THF
Murfi UET /E MAG
Constable § VET DW FTR
Conztable 2 YET HU FTR
Censtabie 1 INT /E FIR
Constable 4 IMT EL FTR
Constable 5 INT HU FTR
Constable & YET HU FTR
Cenztable 7 UET /0 FTR
Constable 8 INT HU FTR

s

ST CO RE SH IQ WR WEAPON _ HACO
20 12 it 14 i85 9 MAULe 2
POKER 18
10 16 18 1t 12 (3 DGRe I
THROMe -1/3/7
7 13 14 {4 156 19 SPELLS
DGRe Q
THROWe  1/%/40
14 12 {3 42 8 10 SHSWDe g
13 14 9 42 9 1% BDSWDe 4
ff 17 14 it i1 8 BDSWD i
14 11 {1 14 9 7 GSHSWDe 7
7 12 1S i1 12 13 SPEAR 5-8
i 12 11 1S 10 12 SPEARe 3-6
12 14 9 {5 2 HLBRDe 3=t
13 10 13 14 12 HLBRD -8

PON  ARMOR :

DAMAGE NOTES CLASS HIK |
208 LH4 2
1040 '
iDé NNE 2
{6 -
NNE %

106 ;
{05 ;
{010 CHN 6 10 |
(D19 CAN 6 25 |
(D10 NG 17
{8 CHN 6 2 ~
{08 (THe {9
£010 LTHa 28
38 N6 17
218 cav e 2
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B. MAGIC BODKS & SCROLLS

A few blocks to the north and
west of the Street of Silk Veils lies
Magic Street, By duy, this colorful

lane is a bestling center of
commercial activity, where many
exotic, fantastic, and diverse

enchantments are displayed and sold.
The clientele of the shops en Magic
Street are also quite varied, ranging
from middle-aged merchants seeking

*wedicines or  welanchely" to
adventurers covetously eyeing the
latest  in  magical_ dungeen aids
(cloaks of invisibility, rings of
iha?e Seening, and the likes, and
wil lccusznnullrl even include the
spurned lover seeking some diaboelical

device capable of wreaking a switable
revenge. All serious shoppers are
men and women of means, hewever, for

CAT-BURGLARY SCEMARIOS
AND

—

SECOMD STORY ADVENTURES

e e A -

magic items are not priced cheaply

and wizards are nntnglulslz inpatien

(and dangerovs) creditors (the number
of well-dressed toads seen in the
sewers  near  Magic  Street  is
incredible).

After nightfall, Magic Street is
rarely traveled by ovtsiders, Many
rages snend their evenings engaged in
research, experimentation, er potent
conjuration (accus;annily with
disastrous  results), in  their
persenal labergtories; these
individvals tend to become rather
testy if distwrbed, These not se
Ciosefed may ofien be Tound in ihe
local taverns, where an unwary
onleoker may become the target in @
contest of spell-casting provess o
gh: victin of a sercerous practical
Joke,

#ogic Books & Scrolls is a well
established shop which lies midway
ulung the left side of the first
block nerth of Caravan Street, the
great east-west thoroughfare that
extends the full width of the city,
It has been in existence for ower a
century, and is well known for the
quality and  accuracy of  its
transcriptions and  translations.
Just  ocress  the street lies
Enchantments, Ltd., the largest item
creation ‘nné sales emporivm in the
city, with which MBiS deoes much
business; it is rumored that the shep
is better protected in arcane fashion
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YOUR MISSION
(SHOUCD YOO CROOSE., . )

) In this scenario, the ob jective
is to penetrate the MNB&S shop, and

successfully make off with as many
valvable ooks and scrolls as
possible,

This attempt preswpgeses
some e:gtrxgn:z on the part of the
group of thieves so engaged, as the
scenario  is designed for thieves of
internediate to high level (Sth teo
9th levels of experience). Mo
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 sercerevs streets In
all the wide world, and it would be
foolish to suppese that the ewner has
not availed ﬂlnself of some of the
magical help available in  the area
for protective purposes.

In  the next few puges are
charts, descriptions, seqgestions
and even sSome magic scrells an
spells te help the GM dewelop an
interesting, pessibly profitable, and
definitely dun%ernus_ adventure for
his players, There is a wide range
of discretion available to the GH,
and he can make the venture as easy
or as difficelt os he wishes, It is
sug?ested, however, that a median
difficelty will prove to be the most
fun for all concerned,

No player |

RANDOM ENCOUNTERS
“OR"RAGIC "STREET
The practice of magic is

officially sanctioned by the High
Cosnselors of Haven, so that wizords
tolerate and are tolerated by their
fellew townsmen to a qreater extent
than in many swaller villages,
Nonetheless, mages in general come by
their reputations for eccentricity
hoenestly, and as a resvlt their
reactiens during encounters with
player characters or other NPCs ma

not follow normal expectations. Al

NPCs encowntered on Magic Street have
separate reaction  patterns  when
nagic-vsers are encountered (if the
thieves are reconnoitering the Street
in the guise of magic-vsers, and have
been Maderately seccessful in their
impersonations, wuse the magic-user
column  for determining the WNPC’s
responses),

CONSTABULARY

HuTic Street and its envirens
are well-patrolled by the local quard
both  day and night.  Pafrols
consisting of 3-8 quardsmen appear at
the southern end of Magic Street
every 99 winutes during daylight
hours, starting at 7am, ond every 2
hours between 7pm and 7am, There is

RANDON ENCOUKTERS ON MAGIC STREET

o 10X chance that a patrel will not
nﬁpeur at all, and an additional 15%
chance  that "it will appear 3Di2
minutes later than schedwled,

CONSTABULARY REACTIONS

indifference 10%

stop/question 10

suspect/follow 5%

observation 66X

detain/arrest S%

In  addition to  the city’s
quardsmen,

Magic Street is antec!ed
after dark on o retut1na_st edole b
one  of  several igh  leve
"watch-mages”. These people are
provided with a number of items which
will aid them in the captore of those
attempting crimes dalong the street
(the Council of Mages prefers to make
*horrible examples® of those wnlucky
enough to survive being caught in the
act on Megic  Street), S0 the
"watch-mages” will at first attempt
to sleep, immobilize, or otherwise
entrap. if the prey appears to be in
process of escuﬁln?i however , they
will ‘*shoet 11 with whatever
implement or spell of destructien is
at hand, More detailed descriptions
of these characters are provided ot
the end of this scenario,

Encounters

“TXTRanCe of enceunter each 10 minute peried)

Reactions of Enceuntered NPCs

[T Nagiciens

] '
1] ¥
! Time \ Haiic Non-merchant  Other Magic  Nom-merchant Other H
p o of dop) §ﬂ§§.=: Seller  Hagician NPCz Reaction, ~ Buyer  Seller  HMagicion  NPCs |
1 Sam-Tiam s i i ingifferent —-- =15 U?:3H gi-fn
1 iiam-Spa o0 i0 15 {0 curious 0t-20 - 3§-45 11-36
! Spr-Bpa 20 i5 Fad S friendly 2i-40 15-75 46-85 I-Si
: ﬂgn-iupn - = i1 e hostile 44-50  74-B0 £86-90 = :
i 12pn-Ban e o S = bar ter 51-00  81-00 - s |
! deferent - - == Si-f0
i fearful - -= 91-95 fi-00
! attack = it 96-00 S |
'. 2. te non-Hagicians :
A \ Haiic Non-merchant Other :
! Peaction \ Buyer  Seller Eu%;cxgﬁ NPCs ]
] indifferent §I-50  (I-2S gi=3p | 1504 S
: curious 61-71 - 41-50 74-80
: friendly 74-88  26-45 Si=70 Bi-90 |
' hostiie Bi-00  4&6-60 71-80 T ;
! barter -— £1-00 81-90 m—— i
] fearful —— e e fi-00 |
- attack - - 91-00 - ;
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LANDKARKS
LIS
MAGIC STREET

ln the maps in Sectien I1I, a
diagram of a goodly portion of Magic
Street will be found (it runs up 1nto
the Dwarven section of Haven, but
only the blecks near Caravan Street
are impertant in this adventure);
there alse will be found the floor
plan for MB&S. Free access to the
nag of the street londmarks shoold be
allewed the players, and they may
wish te enter the shops to
reconnoiter,  Remember that magic
itens are quite expensive, and that
loitering inside the  shops,
particularly hz rag-clad beggars
would not enly be frowned wpon, bu
would likely cause a summons for the
Guard to eject such undesirables from
the premises. ) )

The major points of interest of
the Lower sections of Magic Street
gre (refer to the nap for the
locations which are key-lettered):
(a) HYSTIC VALLEY TAVERN AND INN - is

1 gipulur eating and drinkin
establishment facing the Street o
Caravans,  Downstairs in  the
tavern, the gambling and song
often last until dawn. The weary
can retreat to the innj the public
roons downstairs cest 5 SP/night,
while private chambers wpstairs
(shaded pertion of building) cost
3-S5 GP/night,

(b) GROUNDSKEEPER’S COTTAGE - is the
residence of u_{ngnq deaf and dumb
lad, called Willian by the local
fnli; he tends the grounds of the
tavern and public square for his
room and beard, He wandered inte
the tavern one 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
fenctions., On a_raised platforn
in the  forefrent, captured
wrongdeers are disﬁlufld @5 @ grim
example  of  the price  of
unsuccessful  crime on  Magic
Street,  Few of these hapless
rogues die from the punishment
inflicted (but many wish for death
hefore they are freed),

(d) YE APOTHECARY SHOPPE - is a
one-man operatien run by a homan
2ichenist named Thaddevs
Chiselwick. The sales area in
front is primarily stocked with
Batnnns' in various sized bettles,

ut dried herbs and spices are
also available, In the back room
is a well-outfitted lnhnrntnr{,
where Chiselwick works extensively
af tep clnsing hours,

(e) MAGIC BOOKS AND SCROLLS - is the
target of this adventere, about
?h%:h much more will be said
ater,

(f) FARSPEAKER’'S - is a shop
specializing in magically sending
and receiving messages to and from
nearby towns (serving as ¢ sort of
medieval wireless cervice)., The
cost of sending such a message is
substantial (200 GF and up), but
the  rate of seccessful
transmissions is very high (}902),

(q) THE PENTACLE - is a Burned-out
shell of a bvilding, The charred
sign is hurtl‘ readable; beneath
1t a new sign has been tacked wp:

PROPERTY TO LET,
EXCELLENT LOCATION,
CHANCE T0 RENOVATE

AS YOU WISH,
CONTACT R. THOR GOFREE,
19 RUNE LANE,

It is common knewledge that this
was the former werkplace of a trie
of demenologists, now (hopefully)
decensed,

(h) EYE OF NEWT - is a spell
ingredient store, for those whe
still wse ancient ritual in their
enchantments, Older mages can
often be found on the premises
sitting and swapping steries
areund a huge, simmering cauvldren
in the back of the shep.

(i) STARKINDLER - is a tavern
frequented by mages, particularly
the young students from the nearby
College of Mystic Arts,

()) ILLOSIONISTS” PARK - is o small
triangle of landscape in which the
laws of reality are permanently
revoked, A pepular resting place
for visitors, since the water froa
the fountain changes color every
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hour and the statvary frequently
stand wp to change positions,

(k) GUILD OF MAGES - is the largest
Guild Hall en HMagic Street, The
quilds serve several purposes - as
neeting places, repositories of
information, and as seppliers of
ad judication 1n cases of dispute
between  mages. During  the
evening, the local uutth-nuge
waits  here,  monitering  the
activities ulnn? the street,

(1) THE COLLEGE OF MYSTIC ARTS - is
an establishment for the train;n?
of young (ist - 3Ird level
magic-vsers. The preprieter is a
female Elven mage, Zinfandel, who
is only a mid-level (7th) wizard
but a natural teacher. Tota
enrollment floctuntes between 6 -
12 students; the premises inclvde
0 large tecture hall, and shaller
practice rooms and lab focilities.

(m) THE SCRIBE’S GUILD - is the Guild
Holl foer these invelved in the
practice of transcribing both
nogical and other documents, In
the rear of the huildin? a small
papersaking shep (Rapa fo’s) is
operated to defer maintainence
costs for the Guild Hall,

(n) THE INVISIELE SHOP - s
aﬁpreprintely ~ nomed,  Window
shoppers peering into this corner
store are frequently astewnded -

for altheugh the clerks here seenm
to be doing o 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
(weapons and cloaks) to the
ridiculovs  {teacups, ashtrays,
etc,). The apprentice clerk in
the shep occasionally switches the
contents of the shelves around, so



{a)p

(p)

that a buyer can never be quite
sure of what he has actually
urchased,

THE ENCHANTERS? GUILD = is the
Guild Hall for the Enchanters, a
sub-class of magic users that may
only cast sgeils through the use
of pre-enchanted items (wands
scrolls, etc.), As the buying and
selling of magic items 1S a major
industry in Haven, the Guild Hall
is a fairly busy establishment,

R. THOR GOFREE
TALENT SCOUT

-

-

is what the notice on the door
says: Gofree is a schemer whp
tries to get a cut of every

ossible monetary transactien on
agic  Street, FPrincipally, he
looks for people with hlah nagical
optitudes (TAL ) 12) and attempts
to__convince thew to enroll in the
College of Mystic Arts, which pays
Gofree @ commissien on each
student breught in. He employs a
band  of  local urchins as
informatien gatherers, and dees
have some latent psienic ability,
Gofree also buys wp vacant
properties on Magic Street for

resale, )
(q) PIPER'S = is o shep that sells

(r)

(s)

nusical instruments embedded with
Charm spells; these items are very
exgensxve. )

HE HOUSE OF ILLUSIONS - is so
named because the exterior of the
shop changes appearence euerr dn;.
Inside, the  two emaie
proprietors, Melisandra and Cara,
sell  sleights-of-hand, perforn
shupe-seenxn? transformations, and
can be confracted teo construct
anjor illesions at sites selected
hE the buyer. _

KPTY SHOP - has a sign abeve the
door:

FERDINAND’S

L rrre

FINE MAGIC ITEMS
ALL WORK GUARANTEED

which has been whitewashed out and
is hurdl; ( just anl¥ barely)
legible, The interior of the shep
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:

(x) WEAVER'S PLUS - sells garments

PROPERTY TO LET,
ESTABLISHED CLIENTELE
WAITING TO BE SERVED,

CONTACT R, THOR GOFREE
18 RUNE LAME.

Sl i B e i e S e e o A W S

UNUSUAL PETS = is a favorite of
characters stocking dungeons, The
shop  offers young qriffins,
shimmerkittens, ond other rare
beasts,

HIRE-A-MAGE - rents the services
of oever S0 wizords for jobs
ranging from fireworks displays at
gartxes to major house clegning

"Tell we, sir, just how big is
the Balrog in your basement?").
The shop will en occasioen provide
recruits for dungean expeditiang
(but only to parties with a good

T ey pp——

reﬂgtntinn for survival),
{v) E

HANTHENTS, LTD, - is owned and
run by Lady Rowena Geronde, a wily
iith  level  enchantress whe
conbines business sense with
nagical ability, Hovsed in a
large former wareheuse, this firm
prevides the nnéarity of the magic
items (abowt 65X) produced and/or
available in Haven,

(w) THE HOUSE OF HEALING - 1 a large

nonastery-like residence whose
inhabitants provide  medical
assistance to all who come to

their doors, under twe conditions:
1) No weapons are allowed on the
premises, and

2) A donation for services
rendered is required
(however, no amount is
specified)

The healers residing here can
repair even mortal damage, if they
can be reached in time,

Characters are welcome to stay in
0. semi-private room on the second
floor ef the structure during
their period of convelescence;
however, attendance in chapel is
mandatery,.,

embedded with magical qualities,
Items containing Shield or Limited
Invisibilty (invisible whiile

spells are usvally

stationary) !
availeble (althovgh most j[tems
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contain only a few uses of a spell
rather  than being permanently
enchanted), _

HECATE’S CIRCLE - A wild tavern
frequented by mugic-vsers of ail
types. The euter building
surrovnds o _circular, open-air
garden, where Bacchanalian parties
are frequentl

thrown.
(1) HOME THADBEUS CHISELWICK - The

residence of the alchemist whe
swns 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 (1like
neises in the alley), However,
when at howe, he sleeps lightly
and is watchful of potentiuf
dunaer. _
AOME OF COLCHEGTER TIRBITS -
Tibbits, a human mage, is a geninl
man  and a pillar  of  this
comnunity, He has two live-in
apprentices,  Carmella  (human
female) and Verdion (half-elf
male),  Between the hours of
?gn—zun there is only a 36X
chance that he will be howe (since
he is @ regular customer of
Starkindler’s):  if howe, however
there is o 70% chance that he u;ll
notice any pecvliar qctivity
around the shops on his block, and
investigate., At other times of
the duz these chances are 68X and
J0%. The apprentices can be found
at Tibbits’ home BOZ of the time.
1f Tibbits is not home, there is
only a 5% chance that they will
note and  investigate a lecal
disturbance of the peace; if
Tibbits is home and alerted, they
will accompany him B0X of the

time,
(bh) HOME OF ARTEMUS FARADAY -
Faraday, a human mage, 15 aQ

recluse who uirtuulig never liuugs
his heuse, He spends most of his
time in his raised tower, workin
on  experiments to grow strains o
intelligent plant life, Foraday
has a man-servant, Lukas, whe runs
errands, purchases sopplies and
keeps watch over the premises,
Lukas is not interested in traffic
along Magic Street unless semeone
trespasses directly eon Faradayp’s
roperty,

HISCELLANEQUS ~SGHOPS - 4
collection of small shops selling
non-magical, essential goeds. On
this  bleck, shnEs include q
green-grocer, a blacksmith and
carr iage-naker, and q
candle-naker,

(dd) PRIVATE RESIDENCES OF VARIOUS
HAGES

= are 4 wiscellaneous
collection of 1-, 2-, and J-story
buildings of incredibly mixed
architectural styles and periods,



PEQPLE

There are 15 employees of the
Magic Books and Scrolls shop, who are
ystally there during business heurs
9am to bpm. The owner, Alarken, will
sometimes accept orders from very
important clients between bpm and Bpn
(?gx chance).  None of the junior
scribes are allowed to remgin ofter
nersal  clesing heurs; on  rare
eccasions, when a special order must
be rnpidiy. completed, one of the
senior scribes may continve working
until 4ipa (3% chance). Neo employee
jo ever in the shop between iipm and

an,

Alarken, o human, is the current
owner. He served as HNaster Scribe
under  the previcys owner, and
purchased the shop after the latter’s
denise, He no lnn?er perforas
inscription work hinself, and spends
much ef his time cultluugipg contacts
with the lecal nobili n. His
knowledge of the behind-the-scenes
manipulatiens  occurring  in  the
corridors of power 1S surprisingl
extensive, and it has been suspecte
by his competitors thot he may be
aware of the skeletons hiding in the
closets of ceveral high public
officials (since he receives a
reqular  flow of official  and
ceremonial inscription work). In the
shap, he makes sure to ersnnullg
attend to custamers with specia
orders.

Two gaung humans, Joban and
Kikal, assist Alarken In the client
areq. They nermally serve as clerks,
taking commen orders, keeping the
sﬂgglzes of parchment, pens and_ink
weli-stocked, etc, = Occasionally,
they functien as delivery beys,
taking finished items to customers or
receipts  te  the  banking-hovse,
Neither is particularly known for his
perceptiveness,

Harrow, a half-elf, and Ingtaal
a dwarf, dre the senior scribes o
the firm, responsible for producing
special orders and for maintaining
discipline unuﬂ$,the junior scribes,
The twe are fierce rivals, each
seeking te curry Alarken’s favor,
Both are quite grnud (and Terhups
justifiably se) of ftheir abilities
and  will ~ undertake  difficult
transiation and transcription tasks.
Between the two, there is an 85%
chance that the¥ will recognize any
written diolect, ne wmatter how
obscure. Because they wsuvally push
themselves to and over the limit

professionally, they are somewhat lax
in enforcing erder in the junier
scribes? reom, with discipline
usvally consisting of periedic
bellows of “Pipe down", and aon
eccasional tengee lashing to anyone
who fails to complete an assignment
on time,

A hobbit, 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 a weeks supgly of snack
foeds, Peregrine has charge of the

supﬁly room and library, and keeps
bot focilities  in ak neat
eeps a

uell-irguﬂized state,  He
written” key to the library contents
in coded form in a ledger kept in the
top left-hand drawer of his desk.
Occasionally Peregrine is called wpon
to  work on super-specicl custom
erdered boeoks, tomes, and scrolls.
Otherwise, he spends his work hours
between {ibrury requests trying te
perfect an alchemical formela fer
turning water inte puddings.

There are nine
who work in the shop:
Vero - husan male
strid - elfﬁn female
nkar - half-erc male
Pilar =~ human female
Lurin =~ human male
Krannok - human male
Blohr - half-elf male
Tremayn - hunan male
Ginzy - goblin female

These young journeyman scribes
are respensible for making most of
the standard scrolls and books. Vero
has secretly stashed copies of 8
scrolls In o compartment under his
desk, but has not yet figured a way
to swuggle them out of the shep,
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Hankar is shunned by the rest of the
Junior scribes, and is suspicious of
Bost strangers he encounters, Elohr
is a heavy drinker, a frequent
inhabitant of the neurh¥ pubs, who
knows some details abeyt the frqps
that are set in the main shop areas
(though net about the traps set on
the wault), and will brag about this
knowledge  if  his tongue  is
well-oiled. Kronnok and Pilar are
conducting a covert affair outside
the office, and hope to marry,

Alarkon, Harrow, Ingtesal, and
Peregrine afl wear anolets of onyx
strong  from a brenze chain that
contain  null-magic  spells. Only
Alarkon wears his sutside the office;
the other degaant 1Re1r amulets in ¢
drawer  beneqt the main service

counter when they legve for the
evening.  Of the omnlawess, anle
Ingtaal, Hanker, Lurin and Pilar have
had tratning in weapons vse, Ingtoal
carries a hand-axe when he travels to
and frem werk (HACD on S, {Dé
damage).  Hankar ond Lurin knew club
iD6 damage); there are
in the sales reem in

(HACO on 8
cudgels tepf

case custemers get ovt of hand, but

neither carries a weapen outside of
work. Pilar, in her yeunger days
was quite an efficient cotpurse, an
has ‘considerable skill with “beth
threwing knife (HACO on -3/3/7, D44
danage) and_ dagger (HACE on 5, {05
damage).  For "potential enceunter
purposes, treat all other employees
as hnuin? racial average attributes
and an IQ, TAL and MR of 14 each.
Requisites ~for the four weapon
trained empleyees are:

PERSON STR CO REF STM MR HIK
Ingtaal T3 I3 17
Hankar S 10 9 10 10 20
Lurin 10 13 {3 3 {3 22
Pilar 8 18 16 12 14 1B



In the descriptions of rooms and
areas that follow, information IS
provided in the order:

.- MWhat the player sees,
2.~ GN's description,
3.~ Special furnishings

and contents
4.~ Population, 1% any. _

Furnishings in rooms and their
arrangesent seldom change, but the
population of an area may change
gccording to the hour, and is <0
noted.

#.) Entrance ond Window Displays

1.~ The front entrance to the shep
consists of a single thick oaken
daer . with the name Magic Books and
Scrofls  emblazoned on a bronze
lacard in five iunﬂuuaes (Comman
nochian, High Elvish, Khuvzdul, and
Goblin). Above the door, a heavy
silver bell hangs. On both sides
of the door, window dxsgluys_ahau
off come of the shop’s finest
craftsmanship, against a background
of thick satin curtains of scarlet,

2.- During business haours, all
traffic  passes  threugh this
entrance ?r¢e1ed only by a gentle
clang of the bell, "If the front
door is opened while the shop is
clesed, a Tapglefield spell is
activated in  the 107 square areg
immediately behind the deor (all
entering must make o MR Su01na
roll-4 "er be innebilized for i

nelee rounds. Opening the door
during off-hours also sets off the
bell “abeve the door, which peals n
loudly clanging alarm,

3, The left-hand display case
contains  an  opened  screll,
beavtifully calligraphed en o fine
vellun and laying alongside a gold
scroll case inlaid with emeralds
(together werth 1600 GP); and a
thick tome en reserrection written
inan ehscure demenic dialect
(worth 10,000 GP to the right
buyer, however, only about SO
wizards in the entire world can
read this text). 1n the right hand
case, an open locket reveals a tiny
slip ef gurthnenr containing three
4th Level spells, written in an
e:tranelg small but legible script
(worth %000 GF) and some restored
frageents of text from an ancient
and waterlegged manuscript (werth
little in its current state, but
potentially worth  thovsands if
completed),

4,- There is a 201 chance that
someone will be stepped in front of
the shop, admiring the display, at
unz point between 9am and 5pn
Otherwise, no ene will be in the
areq.

{.- The front door opens into o 20’
x 357 roon. 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, and
a thick velvet certain hangs behind
the counter,

2.- In the main service areag,
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 previowsly
contracted items.

3.~ Behind the ceunter there are q
nuwber of shelves and a locked,
two-drawer caobinet. The shelves
contain o supply of small sheets of
parchnent (vsed for order forms and
receipts), a  half-dozen ink
bottles, a dozen quill pens, and a
cash bex containing 200 P in qold,
silver, and capger ceins, The top
cobinet drawer has a Level § lock
and the bottom drawer has a Level 3
lock  installed;  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
15 a 152 chance that this is the
day the receipts have been taken to
the banking house; otherwise,
receipts in the box equal a Db x
2020 x 50 GP). The bottom drawer,
during off-hours, contfains the
three” null-magic  amulets worn
doring the daytime hours by
Pereqrine, Harrow, and Ingtaal.

4,- There is a 701 chance that
Joban and/or Mikal will be behind
the counter tukin? orders; if
neither is present, Alarkon will be
manning this station and in an
agitoted state, Otherwise, there
is enly as 18X chance that Alarkon
will be in the main service area at
any moment. There is an BOX chance
that there will be D8 prospective
beyers in the shop at any point
during business hours; in addition
there is o 40X chance that ihi
non-merchant magic vsers will be in
the shop.
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C.) Alarken’s Office

1.~ This partially enclosed area
contains @ heavy nuhogqny desk set
(desk, chair, and matching cabinet)
and ~ two  uphelstered chairs.
Bookshelves are built into the
eastern wall of the room, and they
are crammed with volumes,

2.~ During business hours, Alark.
will  take sgecxul orders in thus
orea, Bnlt Alarkon and his clients
are normally permitted in the area;
staff  enter  here only when
sumnoned, and Joban and Mikal never
allow anyone within while Alarken
15 not present, 1f entered during
of f-howrs, the top of the desk 1s
vsvally clear; during the business
day, It is wsvally covered with
papers.

3.~ The ¥our bookshelves contain
these types of volumes:

a.) business ledgers for the last
ten years of eperations, )
b.) nore ledgers, plus technical
tomes on ink- and papermaking,
calligraphy, and buulheepxng
(each of these tomes, if rea
completely, will provide the
reader with a normal level of
expertise, or mastery if already
known, 1n the training field

represented),

c.) six heavy schelarly tomes on
linguistics, and o number of
older books written in ancient
or wnusval dialects (these older
books will be nearly
incemprehensible to pon-scribes,
and are not magicall,

d.) two boeks of magic spells,
containing 7 and 4 spells
respectively (see the spell
roll-up chart listed at the end
of this scenario).

Sgell books are valved at the total
o
100GP x level of spell squared

thus a spell book coniuinnn? a bth,
a 4th, and 3 3rd level spells would
be worth 7900 GP (3680 + 1600 + (3
v 9001); the other books, while
having some  Minor  sentimental
iuportance to Alarken, have
narginal market volve (maximum SO
GP each, even to a scholar on the
subjects  covered). Alarkon’s
desktop will be cluttered with
papers during the business day.

a player-character gains access to
this room by pesing as a client, he
nay have o chonce to sbserve Some
1tens of wvalve in the pile of
E“D¢f$- There is a 20% chance that
e will glimpse a letter of credit
among these Eupers_und a 5% chante
that he will notice a piece of



*politically  highly sensitive®
correspondence, At night, the
papers are filed away in the three
drawer cabinet behind the desk,
The first two drawers have Level 2
locks, and the third a Level 3
lack; enly_ Alarkoen has copies of
the keys. Contents are as follows:

contains generui correspondence
received the firm, in the
form of compliments, complaints,
requests for information, etc,
{no value to players)

Draver 2

granissnrv notes (total wvalue
00 GP), bills from suppliers
(total v$1ue 12&? GP?, ?nd
letters of credit (total value
4600 GP). The letters of credit
can Dbe used by 1the players to
abtain reudE cash; however,
there is o 50% chance that they
will be challenged if they
attempt to redeem the letters in
the city of Haven, where Alarken
is well known, and a 151 chance
they will be challenged if the
letters are redeemed within 20
niles_of the city limits,

Drawer 3 .

““tonfains copies of personal
correspondences made by menbers
of the local aristecracy and
other prominent civic figures,
These  “peolitically sensitive®
letters  reveal  mistresses,
conspiracies, or other zquallI
damning secrets of six loca
citizens, These documents offer
potentially lvcrdtive blackmail
gppertenities that cewld be
explored in a later adventure,

4,- There is a 50Z chance that
Alarkon will be preseat in this
area during the hours of 9-12am and
4-bpm, Durtng the hoyrs of noon to
Apm, he is here 301 of the time;
between 6-8pk_he is here only 5% of
the time. There is a_5X chance
that Harrow or Ingtaal will be
resent, but enly if Alarken is in,
Jlnxlerip, there are the following
percentage chances that a client
will be nee11n2 with Alarkon: %am
to 4pm, 25X%; 4-bpw, S0X; and 6-Bpnm,
1002, ' No one will ever be present
in the roum between Spm and Fam,

D.) Passageway to Scribes’ Werkrooms
and Librazy

f.,- A thick red velvet curtain

hangs  behind the counter area,

Through a slit down the center, o

pacsageway is visible,

2.- This curtain separates the
sales area from the rest of the
shng, and muffles sowe of the
backgreund noise orising from the
customers,  Anyene passing through
the curtain while the office is
closed must make a MR saving rell-3
or be affected b¥ a Sleep spell
(sleep 2D6 hours if not revived by
water or physical force - treat as
D3 Eelnts of damage, armor does
not absorb). On the north side of
the curtain, another Tanglefield is
set off - piuyers entering the area
nust make a KR saving roll-S or be
immebilized for 10 "melee rownds,
If anyone becomes trapped in the
activated tanglefield, the front
door alarm bell is set off,

3.~ No contents in this area.

§,- There are nermaiiy no occupanis
in this area.

{,- The Eussq eway before the
players is 57 wide and leads to @
rear door, There is one egeninq,S’
down the hall en the left hand side
of the corrider, and twe closed
doors S and 207 down the right hand
wall of the corridor,

2= nn? plu?er entering any of the
four S’ x 57 shaded squares marked
on the GH’s map must make a MR
saving roll-3 or be trapped in q
ngg%g;;gid sgell. Since each
fanglefield spell was embedded by a
difterent mogic-vser, 0 player
walking the camplete ienqrh af the
corridor wovld have to “make four
separate MK saves to be unaffected
b{ these traps. As in area D, the
alora bell is activated if anyone
becemes 1ruﬁsed in a tanglefield;
unlike area D, these traps remain
set all day as well as all night,

3.- No contents in this area.

4,- No regvlar eccupants in this
area,

.) Rear Entrance

o ———

£, The rear door is mede of thick
oak, and opens out into the
alleyway behind the shap.

2.~ This doer is v;rtuull{ always
locked; it serves principally as an
entryway to the building for Harrow
and Ingtaal (both ef whow, along
with Alarkon, have keys)., Anyene
passing through this doorway in
either direction without magical
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protection must nake a MR savin

roli-4 against an extrenelg poten

Sleep spell (sleep 4D6 hours if
save missed, must use dosble normal
efforts to awaken a character
affected by the spell)

3.- This is your average dosruny.
If 1 were you, 1 wovldn’t bother to
steal it, but,.,

4.- No occupants save an occasional
ternite.

6.) Junigr Scribes’ Office

.- There are nine chairs and desks
crowded around this 157 x 207 roonm,
A lona low table in the center of
the roth serves as a repositery for
reference besks,

2.~ The junier scribes work here
during normal business hours, Each
desk centains writing materials and
blank parchments; there will alse
be 1Db unfinished {ist level magic
scrolls on various desks, There is
a 30X chance that an original copy
of the spell being copied will alse
be Eresent in the room (on the same
desk, or on the lnn? table). Each
desk has a single wnlocked drawer,

3.- Five of the desk drawers are
engty; three (1,2, and 3 on the
CM’s” 'map) contain reference books
en translation that would be werth
15 6P each to a schelar in
1;n2uzst;c5 er another scribe,
Desk 3 alse contains a packet of
love letters signed with the
initial {for Krannok)., The
drawer in desk 4 appears empty, but
has a false botton (16X chance that
this will be spatted during a rapid
search, 402 duwring @ careful
search, otherwise players must cast
a Detect Secret Doors spell or make
o sense secret doors ability roll
to discover), Beneath the false
bottom are completed magic
scrolls - 2 Heal Light Damage (iDé
hits), 2 Hotshots (iD& peints
danage each}, T Read Magic, 1 Charm
Humanoid, 11 Sleep, and 1 Shape

Seening spel

4,- There is a 90X chance that any
unior scribe  will be present
etween and 6. During these

hevrs, there is als» a 0% «.ance

that "Herrow and/oc ingteal wiil be

Fresen;, and a SX chance that
eregrine will be in this reon.

Between &pm and Fam, the reom is

never sccupied.



H.) Senier Scribes’ Office

f.- This is a_ 107 x 15" room
containing two larger desk sets, a
three drawer cabinet, and a long
table. On the table there are a
pair of large jade bookends with
seven books between them,

2.~ Harrow and lngtnul, the senior
scribes of the firm, work here,
The south wall of the room has a
permanent Magic Mirror spell placed
on it, “providing” a continuous
picture of the activities taking
ploce in the junier scribes’ office
(it functions as o one-way lcnkxn%
glass), On any day, there is a 4(

chance that each scribe is working
on a ﬂﬂ?lt book consisting of
iDie+f spells, 1f not working on o
book, there is a &0% chance that
fhe scribe 15 affempiing o
translate o docuwent written inaq
strange tongue, 1f @ scribe is not
performing "either type of special
assignment, he is working on a
scroll  containing a high level
(7th-10th) spell. Durin? the qu

all copies and original texts wi i
be _visihl; displayed in the room;
during off-hours, these materials
are stored in the cabinet drawers,
which are protected by Level 3
locks  (Exceptien - high level
scrolls are returned te the vault
in the library each evening). The
beoks on the long teble are
linguistic reference bescks on the
Uwarven, Elvish, Centauwr, and

Dragon tongues. At night, a Sleep

spell set” on  the “doorway Is
activated (MK saving roll-Z or
tleep 206 hours).  Alse nete that
the northern wall is 3’ thick
stone, Those hoping to gain entry
bypassing the rear door will likel
be disappeinted, since SO points ¢
dqnu?e must be inflicted at a
single point in this wall before it
1s breached, and an additienal 150
E!ln15 inflicted before a hole
arqe enowgh to crawl thraugh is
opened (this process would likely
nake enough noise to raise the
dead, let alene the lecal watch),

3.~ If a scribe is preducing n
spell book, roll percentile dice to
determine the portion of the book
that has been conpleted; then roll
a D10 for each spell to determine
its level (1-5 = {st level, 6-8 =
2nd level, 9 = 4th level, i = 6th
level), i+ the current Job is a
translation, there is enly a 10X
chance that the text is magical;
otherwise it is a diary (30%),
reli?luus book (40X), or history
( Unless magical, the text
will be of no monetary valve to the
thieves, The books en the long

table are worth 300 GP each te
linquistic  scholars or other
scribes; the bookends themselves
are worth 75 GP.

4.- During the hours of Fam-bpm,
there 1is a 75%¢ chance that Harrow
and/er Ingtaal are present, and a
10X chance that Peregrine is in the
roen. On rare sccasions (3X%), the
senior scribes may be called on to
work late (until {ipm). Mo one
occupies the room between iipm-%am.

+) The Library

f.- This 157 x 257 room contains a
single desk, located to the
immedinte r:gﬁt of the doorway, and
a series of long open case, each
with three shelves. The shelves
ore lined with rack affter rack of
parchments and thick books.

2.~ The shep's library serves as
the repository for the magic books
and scrolls accumvlated by Alarkon
and his predecesser. The shelves
contain sowe reference books and
all ist-6th level speils not
currently being  vsed  for
transcription, Cepies of higher
level spells are kept in the iron
vavlt 1in the northwest corner of
the room, This area is the
Rersqnul preserve of Peregrine, the
obbit Master Scribe whose desk
sits in the entryway; even Alarkon
does not 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 activqted
to set an invisible 1light beam in
the doerway that, when broken by
any object or person, will trigger
the front deor alarm. In addition,
(] gotent Sleep spell (MR saving
roll-6 or SIeep for 2D6 hours) is
permanently set day and night en
the portion of the library floor
plan narked on the map key. The
only way to aveid passing throwgh
the sleep spell is to vault 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, wmay be figured out by
anyone who can roll 4DiZ under his
intelligence (3Di2 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
that the stacks are
cross-referenced by racial
lun?unqe and spell level as
follows:
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a) The first case -
contains scrolls and  books
written in the dwarven (Khuzdel)
tonques.  Shelf 1 (top) helds
4042 ist level scrolls, 2D20 2nd
level scrolls and 2040 3rd level
scrells (see the spell roll-up
table at the end of this
scenario to determine the actuval
spells available),  Shelf 2
holds 1Di2 4th level scrells
iD8 Sth level scrolls, and §D4
linquistic quides to the various
dwarven dialects. Shelf 3 holds
iD6 6th level spells and there
15 0 587 chance that 103 magical
books (each with 1Di2 spelis
inside) are also present.

b) The second canse -
contains  spells and  other
docyments written in elvish,
Shelf {1 holds IDi0 ist level
scroils, ¢iié 2nd level scroils
D¢ 3rd level scrolls, and {1
4th lewvel scrolls. Shelf 2
holds D4 Sth level and D8 &th
level scrolls, There are also
three reference decuments on
naming  conventiens and @
scholarly tome on the
peculiarities of pure high
elvish speech (which none but
the Neldor nobility are ever
taught).  Shelf 3 holds 2 spell
books; one contains healing and
clerical spells (1D8 + 2), while
the other contains spells
svitable for dealings with
woodland crentures (203 spells).

¢) The third case -
contains magical texts in two
tongues: Kentaree (the lanquage
of the centaurs) and Enochian
(the written 1qn?ua?e ysed b
huyman mages). Shelf { helds 1D
ist level, 1DB 2nd level and 1D
4th level scrells in Kentaree,
there is alse a 651 chance of
1D4 small books Euntninan 203
spells each, Shelf 2 holds 2D12
ist level and 2Di0 2ad and 3rd
level scralls in  Enochian,
Shelf 3 holds 1D12 Sth level
and iDB &th level Enochion
scrolls, a reference volume on
the variant diglect of the
Island Peoples (worth 300 GP to
@ historian), and a volume on
dennnolnag (intermediate level,
worth 1000 GP),

d) The fourth case -
contans  only o few items,
written in less comson magical
tengues  (Dragen, Sea Tongue,
Giont Speech). fhere is only o
{07 chance that a thief will be
able to read any of these
languages.  Shelf i holds items
written in Dragon: 1Di0 2nd
level scrolls, D40 + 2 4th
level scrolls, and 2D4 Sth level
spells, Shelf 2 holds scrolls



written in Giant Speech: 1D& st
and 2nd level spells, 4D8 + 1§
4rd  level spells, and 2D&+2 bth
level spells, Ghelf 3 helds a
natched pair  of wvolumes on
offensive and defensive nagic
(208 scrells in each, plus
discussions of tactical options,
sample combat examples, etc.).
The twe texts are written in Sea
Tongue, and are samples of the
cyrriculum that was offered ot
the New Atlantean School for
Wizards,

4.- There is a 60% chance durinT
business hours that Peregrine wil
be either at his desk or somewhere
unung the stacks, There is also o
Si chance tgnt one of the Junﬁﬁr or
senior scribes 15 present, making a
request  for (or returnan} a
1ibrary oeCement, nlarkon, it mei
busy with a client, enters at
precisely 6pm and turns on the
traps quarding the building, If
Alarkon is  otherwise occupied,
Peregrine will activate the traps
and wear his protective amulet home
with hin,

«) Supply Roon and Storage Areg

i.- An spenin? in the south wall of
the library leads into a 57 x {0V
room. Two long tables occupg the
center of the rooW; one coentains
equxgq@nt and teols  for
bookbinding, the other a variety of
book covers and scroll cases, #
medivm=-sized three drawer cabinet
is centered along the south woll;
in the northeast corner thers is g
neat pile of 1040 scrells and 1D4
books. All passing through the
opening te this room must make a MR
suuigq roll -2 versus a sleep
spell,
5.- This area serves as a ?enerul
storage area for saterials and
tinished  products,  Peregrine
works when necessary at a high
stool set between the twe tables,
assembling  the freshlz cngied
pages of parchment inte Dook Form
or relling them and enclesing them
in scroll cases.  The covers and
cases visible in the storeroom
yary greatly in quulitg - about
80X aere plain and functional
(cloth, leather, woed, or brass)
while the  rest have some
decorative featyres added (e.g.,
nother of pearl inlay, use of more
preciovs materials like silver,
gold, er velvet), The pile in the
corner are cnnBleted reducts
(books contain D8 spells each:
roll uE the spells contained from
the table provided at the end of
this scenarie). On the western

wall, there is a secret panel that
conceals the wmechanisws for
activating and deactivating the
traps in the shop. The panel can
enly be located by a deliberate
attempt to lecate secret doors.
If the panel is opened, six
buttons are revealed; if pressed,
they will deactivate these traps,
respectively:

Front door - glarm

Front door - Tanglefield

Curtain area = Sleep spell

Cortain area - Tanglefield
Senior’s Office - Sleep sgell

Storage area - Sleep spel
A separate search for secret doors
nust be made to locate a small
latch  that reveals a seventh

tt hich h
H:ut:?ﬁutesu 'Hhe Nosse n*r!?iggﬁ

spell placed in ¥he vault area.

iniy Alorken is oware of Tthe
existence of this switch.

3,- The bookbinding equipment on
the first table is worth 200 6P,
The unadorned book and scroll
coverings on the table are worth
only a few silver pieces each,
while the more ornamental pieces
are worth 10 te 100 (Dib x 10) GP
each, There are 4D12 covers on the
second table, 20% of which are
decorative. In the first twe
cabinet drawers are o stockpile of
inks, pens, and gurchnent; in the
1h1rﬁ, Db  elaborately 'adorned
coverings f{like the one shown in
the lefi-hand display case in frent
of the shop) are stored. Each iten
is worth D20 x {50 GF, The
finished goods in the corner can be
identified in the following rell-up
procedure: )

1) Roll D100 for tgﬂe of item -
75% scroll, 25% book, ,

2) Roll Diﬂi_fur t ge of covering
= B0X plain, 16X some minor
ornamentation, 4% very
extensively aderned. )

3) If book, roll D8 to determine
nusber of spells contained,

4) For each spell (scrolls and
books), roll Di00 to see general
skill level (90X {st - &th
level, 10Z 7th - {5th),

S)  Identify actval  spells
contaorned according to  the
ngpropraute chart from the end
of this scenerie,

4,- There is o 201 chance that
Peregrine will be ﬁregen* in this
L] durln? normal business howrs.
Otherwise, the room is vnoccupied.

K.) The Vault

f.- In the northuest corner of the
library, a5 foot square area has
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investigate. i
quards are in the patrel, they will
split up and try to cover both exits
from the shop with missile weapons;

surrender,
make morale checks during nermal
combat situations; however, if magic
1s wused against them and inflicts
damage, there is a 201 chance that
they will panic and flee,

been blacked off for a thick iren
vault, The doer hondle is centered

on the east side of the vault,

2,~ The vault is the repository of
the shop’s most valvable magic
texts (cuniuinin? 7th to 1Sth level
spells), The walls are ever a foot
thick, and are impervisus to even
repeu{ed weapons assavlt, It is
protected by g potent enchantment,
a MNosse of Flesh trap, that is
activated whedever the door handle
15 touched, (Note: The null-nugxc
amvlets  worn by the staff,
including Alarkon, will not protect
characters from this trap.) If
activated, the Noose of Flesh
appears 1n a 10 foof diamefer area
1nngdLTter ‘efﬁre_ thﬁ . vault
encircling’ all living beings 1if
that wvicinity (a0  REF saying
inrewi, The trop deveurs the flesh
of its victims, and even armor dees
net intercede - the trap dees 6D6
hits of damage to each character in
its range per melee round of
activation (up to 10 melee rounds
total), The trop deactivates when
no life forms are detected in its
area,  The victin’s bones and
posessions will be left behind if
that’s any censelation,

3,- The vault contains 35 copies of
high level scrolls (vse advanced
spell roll-up table at end of this
scenario to determine exact types
available).  There is also a glass
case containing a few fragments of
a tattered scroll in an ancient
script (no monetary valve),

4,- No, there isn’t an invisible
stalker in here waiting to peunce.
If your players have ‘gotten this
far, theﬁ deserve the reward. Of
coerse, they still have to get back
ngt, and they may no longer be
alone, .,

GUARDIANS
The scheduled timetable for the

local guard rounds wos indicated
earlier in this scenarie, If the
alars bell rin?s ;
disturbance in the shep occer while
the guards are on Magic E

15

or other signs of

treet, there
an  BO0X chance they will
If wore than three

successful, they will deman
The guardsmen need never



The watch-mage on duty noermall
(851) waits in the oudience room o
the Hq?g’s Guild building, menitoring

activities along the street through a
set of crystal balls endowed with
Clairaudience; otherwise (15%) he is
elsedfiere on the street attending to
other disturbances. The nmage may

become aware of the robbery in
rg?ress in two ways, If the alars
e

| outside _the shog is ever
activated for 3 consecutive mr or
nore, the mage  will respond
Jnnaéxetely to the slarn, Alse, once
tk: alarn bell has been activated,
the shop becomes hathed in a blue
aurg invisible to the naked eye byt
visible in the magic crystals, The
qera remains even after the alarm is
turned off (until a Dispell Magic is
cast on the building). It will take
{012 + 4wr for the watch-mage to
notice the qura and respond.

The mage servi:g as guardian is
provided with a number of artifacts
te assist his efferts to keep the
peace. The nage carries the
following items:

q wand of  Paralyzatien

(containing 1B charges),
n crystal containing Blaze of

Noon, and ;

a medallion of Shield, +6
(containing 24 charges, used
{ per ar).

The mage will alse possess a Sphere
of Darkness spell, and a Fireball

spell caopable of 4Di0 damage (he has
sufficient power to throw up to 3 of
the latter spells, and can throw up
to & Spheres of Darkness).

~__If he appears, the watch-nage
will attempt to take the party alive.
If his ugyrnuch is wnnoticed, he will
begin by threwing a Sphere of
Darkness within the 5h|g, te generate
fear in his fees. At first, he will
renain outside the building, and try
to paralyze any that attempt te flee;
if no one tTera:s he uiil open the
doer, reveal the Blaze of Neen, and
attack with the wand, The mage will
not hurl o Fireball unless his life
is endangered By direct assault (he
is reasenably  sensible of the
grnperty of sthers aleng the street
¢ guards). MR saving rells against
Fireballs are made at -3; saves
aqainst the Paralyzation wand at -6,
If the plﬂyer-cﬁuructers are weoring
any of the null-magic amelets from
the shop, they will bleck the effects
of all ‘spells and artifacts e:ceqt
the wand of Paralyzation, but only
for the persen wearing the amulet.

In aoddition to these nermal
quardians of Magic Street, there are
a nomber of additional residents of
the area who nu;_ become involved in
the play of this scenaric. These
other characters are neighbors ef the
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HBLS shop, whe may become aroused by
the activities of the thieves.

Chiselwick the alchemist, as
previously  mentioned,  will be
generally obliviews to street noise
while he is working in his laboratery
(there is only a 10X chance that he

will notice even a lowd neise
outside), ¥hile at home after
midnight, however, there is a S0X
chance  he will notice any major
disturbance. If so, his actiens will
be geared toward xnsurtng the safety
of his property, If the back
alleyway appears empty, he will
attempt to return to his shep

carrying a  half dozen vials o

various sedative potions (if he is
surprised while carrying these items
he can throw them at o fee at g HACH
of 1 - a hit will caese then to
mhaddan nnl.r;-;n l-hn wirdia alin‘ﬂ.n'ln
HIULITE TaRANY 3 ? Vdv‘-hl\" El!“ =4y
drowsy and reducxng his fighting
effectiveness by 1/2), If he sees
that he cannet make it to his shop
without confrentation, he will set
off an alarm bell within his hovse to
try and attract aid,

Tibbits, if alerted, will move
quickly to investigate 1‘@ seurce of
any  disturbance; he wtilizes the
combined effects of Fly and Shrink
spells to transform himself inte a
forn in which he can observe others
unneticed, He is not a violent man,
and would prefer to sebdve rather
than vanquish foes; hewever, he alse
is a practical joker of seme local
repute,  Consequently, his faverite
tactic is to erect o Dimension Door
in front of a moving oppenent, to
transpert  the latter ts  Seme
vnexpected spet - in this case
directly in front of the nearest
Guard Hevse.  Characters de net
receive a MR saving rell against the
effects gf_n Dimension D!lr' rather
the spell is cast directly ﬁquxnst t
given 18’ gren (earth has a natvral
nngxc resistance of 9, wood an KR of
11},  Dimension Daor spells last for
10 melée reunds, and normally appear
as shimmering, portai-sized shapes;
Tibbits, however, will cast a Limited
Invisibility spell an the deor affer
fhe "First melee round in which it is
it undetectable to
If Tibbits is seen
and becemes serinusl{ threatened by
the thieves, he will Shape Change
into some sort of monstrous form
(GA’s  choice) te carry owt his
defense,  All suuin?_ rolls made
against spells cast by Tibbits are at
a -2 to normal MR,

Verdian and Carmella, Tibbits’
apprentices, may occompany their
master, er possibly investigate on
their own. In either event, they

created, naking
the naked eye,



will remain outside the NB&S shop,

cavtiously observing, If the thieves

are encountered, Verdian relies

rintigullz on a Charm Perssn spell;
a kny

arnel
primary

threatened at close range, both
gﬂprentices can vse Clumsiness or

ield
afTdckers;

chance that they will simply panic
and try to run away,

Lukas will not nake contact with
the thieves unless they trespass on

Faraday’s
he will

brandishin
their switt p 0
?;ne pursuit, but his b llsuxn& i
xkelg to increase the genéral
watchfulness of others in the drea,

(]
i
1
1
1

ws and vsés Sleep as her
offensive  wedpon,

sgells u?uinsf" their

owever, fhere is aq 40%

grounds, In such an event,
rush from the house,
? a huge club and demanding
t departure. He will net

CHARACTER DESCKIPTIONS FOR GUARDS AND MAGES

NAME
Const
Const
Const
Watch
Watch
Chise
Carne

Verdi
Lukes

CHARACTER WEAPON ARNOR
CLASS ST L0 RE S 19 MR WEAPON __WACD DAMAGE NOTES CLASS HIK

able VET DN FTR 14 12 12 14 13 2 2HHMRe 3 108 CHN 7 36
THROWN  4/8/45 ib4

nble 2-4 INT HU FTR i3 9 B {2 9 {4 HACE [ 1D4 LTH 4 25
SPEAR 5/9 18

able 5-6 INT /E FTR 8 12 14 11 10 8 S BOW 3/7/41 1b& LTHS 17
SHSWD 7 ib6

nage § EL HU HAG 10 1S 7 {1 17 16 SPELLS (1) CLO10 32
DGRe 7 1D4

nage 2 EL EL MAG 11 11 §1 13 3 19 SPELLS (2) CL07 36
DGRe b iD4

Lwick VET HU ALT g 15 13 12 i4 12 POTION (3 NON 0 21

ts VET HU MAG {3 40 41 5 14 & SPELLS (4) HONO 29

1la INT HU MAG 6 13 17 10 {19 {0 SPELLS {5) ClD 4 1S

an INT /E WAG 8 12 {0 8 {2 15 SPELLS (6) CLo 2 16

INT HU NON 16 8 8 10 7 {3 CLUB 8 iD6 Lo 2 26

(1) In additien to items and spelis listed wnder the uutchnu?e description, this nuge knews the following
spells (nunbers refer to the Spell List below): i, 2, f, 13, 15, 30, 38, 45, 63, 67, ALl MR saving
rolls made against these spells are at q -4,

(2) In oddition to 1tems and sgells listed under the uutghnaae description, this mage knews the fellouing
spells: 15 2,5, 8, 12, 28, 33, 40, 44, 47, S5, 65. All R saving rolls made against these spell
are at q -3,

(3) Chiselwick has at his disposal inside the shep the following potion flasks that he will vse if
attacked; Acid (1D8 damage per vial, destroys oll armor worn in that body area), Mists of
Forgetfulness, Sleep, and Elast (2Di0 hits damage per vial, vsed enly as a last resert since it will

dagugg the shop as well), All MR saving rolls at -2, _

(4) Ti? its kn:uﬁqthe fellowing spells: 4,72, 5, 14, 16, 29, 32, 37, 48, 58, 64, and Fly. ALl ¥R saving
rells are at -2,

(%) ngnellu tna:s the following spells: §, 2, 5,7, 9, 12, 17, 20, 26, and Clumsiness. All MR saving
rolls are at -f,

&) Ueigiun kna¥5 {he follewing spells: {, 2, 3, S, 6, 11, 18, 25, 31, 34, and Clumsiness. All MR saving
rolls are at -i,
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SPELLS 0F ML LEVELS
LEVEL § (D10)  LEVEL 2 (09) | LEVEL 3 (09) { HIGHER LEVEL SPELLS (2D12) :
(01) Rend Magic i (84) Charm Humaneid i (04) Detect Enemies i (02) Noese of Flesh(iS] ;
(02) Detect Ragic i (02) Detect Life i (02) Detect Evil P (02) Huil-nnglc Shield(i2] .
(§3) Magic MisSile i (03) Hold Portal i (83) Detect Good 1 (04) Geaslii i
(84) Moonlight i (04) Hot Shot i (84) Detect Valve i (05) Stene to Flesh(ii] :
(45) Shield i (85) Listen i (45) Daylight » 106) Hold Aninals(10] :
(06) Yoice Toss i (06) Moise i (06) Sense Hidden i (07) Heal Wounds(9) :
(07) Find Direction i (07) Sleep ! (87) Limited Invisibility | (08) Charm Monster{9) |
(0B) Awnken i (08) Protection frem i (08) Charm Small Animals  (09) Dimension Door(8) E
{09) Read Languages : Evil Inflyences ; v (10) Expand[B) |
(10) Detect Altitude ; ) i (11) Shrink[8) l
X } H i (42) Camowflagel7) i
LEVEL 4 (D8) } LEVEL S (D8) | LEVEL & (Db) i (13) See Invisible(7] :
] H i (14) Uncursel(7] |
(04) Detect Secret Doors | (01) Blaze of Neen i (01) Detect Poison i (15) Rapid Growth(7} '
(02) Discern Magic Spell 1} (02) Bash } (02) Dispell Magic i (16) Shape Seen.nEIBI i
(03) Sphere of Darkness i (03) Haste i (83) Fell Invisibility i (17) Shape Cha.ge(8] 1
{847 £nock i {84} Held Persen : (88) Lightnino Belt ! (18) Summan Menster(9] :
(05) Levitate ! (05) Night Sight | (85) Missile Repulsor 1 (1) Timer(9] ;
(06) Strengthen i (06) Slow i (06) Silence v (20) Teleportation{i0] :
(07) Tanglefield i (07) Detect Small Traps i (24) Zombies(id] ;
(08) Detect Invisible i (08) Locate Large Object i (22) Trensport Objectiif] .
Presence 1 ) v (23) Disintegration(i2] :
] ; 1 (24) Plant Contraliid] :
SPELL [ 7] FIND DIRECTION - ~  [14) HOT SHOT -
DEF IRITIONS will ™ give Compass directien in 15 q small fireball cavsing iDé
ARD «ntch caster is facing. of damage.
DURATTONS |

[ 8] AWAKEN - (15] LISTEN -

will “Tawaken any one sleeping raises hearing ability by &0% fer
1] READ MAGIC - being. 4,
will~ “enable the caster to
vnderstand magical writing if he [ 91 READ LANGUAGES - [16] NOISE -

can read the langwage wsed.

21 DETECT MAGIC -
will detect The presence of na?Lc
in an object or a 40’ by 10’
area.

31 HAGIC HISSILE - :
fires a magic bolt as if o +4
arrow shot from a composite bow,
Caster may fire (leveldi)/2
rounded down belts per spell
cast, but may net direct them at
separate  targets until  iith

level,

4] MOONLIGHT -
will praduce a ?lou equal to the
light of a Full moon., it will
affect any creature affected by
moonlight. Lasts 40 wr.

51 SHIELD -
will raise the AC ef the caster
by 8 for 2 wr or 4 for 4 ar.

61 VOICE TOSS -

alTows ~"caster to project his
voice vp to (90’ + 10 per level)
awoy,  bet not thru solid
naterial,

will “engble ~ the caster to

vnderstand the meaning of an
written wessage except magica
runes.

(40) DETECT ALTITUDE -
will determine height above seq
level,

[41] CHARN HUNANOLD -

will  put any specified humanoid
vnder the contrel of the caster,
May be broken, check every perioed
of time according IB=3 - one
month, IG=18 - one dua_und make
scale for the rest, Will break
if suicide or extreme danger
ordered,

(12) DETECT LIFE - _
will determine if there s
living ia a specified

unyth;n?
07 area.

107 by

e —

if barred by a i’
section of eaken beam,

to be held os
by 1’ cross

7-22

noise
from

will create a distractin
at a distance of wp to 3007
the caster,

[171 SLEEP - s .

will cavse living beings to fall
inte a deep, natural slumber,
from which tﬁey nay be auakened
by 2 nr worth of shaking. The
spell affects 50 + (25 X caster’s
level ) hit points, starting with
the lewest hit peint being in the
spell area,

(181 PROTECTION FROM EVIL INFLUENCE -
wiIl “Increase ;our saving throws
against evil influences or spells
cast by evil opponents by 4 or

1/3  your MR, whichever is
greater, Lasts 4 ar,
(19] DETECT ENENIES -

will determine if there are
iﬁﬁT"S present within a range of

(201 DETECT EVIL -
will determine if a specified
being er ebject harbers evil

influences.



[24) DETECT GOOD - o
will defermine if a specified
being or object harbers good
inf1uences.

(221 DETECT VALLE -
will give the exact valuve of an
object 75% of the time, +/-5-30%
[S% x iDé] 20% of the time, and a
comp letely erponecvs valve (+/-
10-1 800% [16%Z x 1D1001) SX of the
tine .

(23] gAYglE&[ -
will produce light equivalent to
the light in a shaded roem during
the day. Will not harm hE1n?s
whe are susceptable to the sun’s
rays . Lasts 40 mr.

[24] SENSE HIDDEN -

uilT "deternine

1f anything has
been hidden or concealed in g
specified 107 by 107 by {0’
volome, Does not reveal location
or type.

(25] LIMZL, iWISIBILITY -
will rends; invisible any living
being or object, human-sized or
smaller. Does not allow movement
or attack. Lasts 20 mr.

[26) CHARM SMALL ANINALS -
enables  caster to charm 1Db
rabbit-sized or smaller animals,
Complicated directions will break
chars,

[27) DETECT SECRET DOGR -
will “determine if a secret or
concealed doer, panel, npenlng,
etc, is present in a 107 by {0’
by 10’ area,

(26) DISCERN MAGIC SPELL -

will deternine what spells have
been embedded in an object.
First sut?essful cast reveals
nuaber ¢ discrete spells
enbedded in object, Will anlY
reveal i sgell per successfu
cast, Spells are revealed in
order by level starting with the

lowest,
(29) SPHERE OF DARKNESS -
will 3

cavse- a  sphere of
lightlessness to form about «
cpecified point in line of sight
up to S50’ away. OGphere is 10’ in
radivs and losts B mr,

{301 KNOCK -
will cause any locked daor of
ehject to open for 2 mr, then

will close.

(311 LEVITATE -
WITT FdiSe the caster’s center of
gravity from the surface wup to
the rate of 20’ per mr, Newton's

Law will apply if free floating.
Lasts 40 wr.

[32) STRENGTHEN -
will7Gdd "to the STR rating of
beings: +iDB to fighter classes,
+D6 to ro?uish classes, +iD4 to
the other classes, Lasts 2 hours
and receptor must rest for 1 hour
af terwards,

[33] TANGLE FIELD -
creates o volume £07 by 107 by
i8’ in which one moves as if in
nolasses, Any blows struck are
at §/8 speed and -8 HP, Any
object entering the field is
aftected,

1341 DETECT INVISIBLE PHFSENSE -
u?g}""dEY!Fﬁ}ﬂ!' "Sﬁnething
invisible is present within o 30

by 30’ area. Will not see ob ject
or know what it is or know where
it is in the grea.

(351 BLAZE OF NOON -
produces 11ght equivalent to full
noentine duxllght. Bezags who
can be hur y the sun's ru{s
will be hert by this spel
Lasts 40 mr,

[36] BASH -
will deliver a blow equal to the
blow of a battering ram to any
specified door, object, or living
being. To a living betng it does
340 of damage, or nothing if
MRST is made,

(37) HASTE -
will speed up receptor by 1/2
current speed. Lasts 40wr,

(38] HOLD PERSON -
will™ “prevent 2D4 intelligent
beings frem appreaching caster
or will function as_a charp 5peli
at -6 51 on { intelligent betng.

(391 NIGHT SIGHT -
alTows "the™ receptor to possess
hypervicion for 240 nr.

1401 SLON -
will slow receptor to one-half
current speed. Lasts 40 mr,

[41) DETECT SHALL TRAPS - |
i etermine if there is a
shall trap on an object or in an
wea 3’ by 3,

(42] LOCATE LAKGE OBJECT -
will reveal fhe direction and
distance of a specified uhgect,
within a range of 2507, Ob ject
nus; be clearly pictured in the
mind.
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(43] DETECT POISON -
will determine if poison or venes
is present in o living being,
gg}ect, or a volure 107 by 167 by

[44] DISPELL MAGIC -
wiIT" dispell another’s magic B8O
of the time, There is g +/- SL
per level difference in trying te
dispell a magic spell

(451 FULL INVISIRILITY -
will ™ render invisible an
being or  object that is
human-sized or smaller. Receptor
nay move but any attack will
render recepter visible again.

Lasts 20 wr,

[46] LIGHTNING BOLT -

sends @ Iightning belt (3’
diameter, 607 length) wp to 300°
away in direct line-of-sight,
The belt will travel g minimun of
1207, even if it mest rebound to
do so, Bolt will do 4Di0 points
of dunuge tu_un;_hetqq or object
struck, half if WRST is made,

1471 NISSILE REPULSOR - |
will regifse up te 40 points
worth of missiles per ar: spear
is worth 4 peints, belt 2, and
arrow i, Lasts 4 wr,

(48] SILENCE - —
will create silence within a {5’
radivs of the receptor. Lasts 20
A,

(491 NOOSE OF FLESH -

creates a living circle of flesh
up to 3¢ in diameter that is &’
wide, It contracts at the rate
of 1’ per mr until it meets and
comsumes itself. Will ceonsume
all organic matter within the
circle.

[50) NULL=HAGIC SHIELD -

projects a b’ diameter sphere

living

which nellifies magic, both
incoming and outgoing. Lasts 8
Mr.

(511 GEAS -

will™ cavse a person to go on q
auest, at caster’s direction,

enalties for deviation range
from cramps up to death, at
caster’s option,

[52) STONE T0 FLESH -
will ~ fetorn the statue of a
victin of stoning to the flesh

state.
(531 HOLD ANIMALS -

will™ prevent 2010 small animals,
or iDi0 large animals, or 1D4

huge animals from approaching



or 1D4 large, or 1 huge animal at
8Tt ge, q

[S41 HEAL WOUNDS - _
will™ Real from 2020 points of
damage on a specified person.

[55) CHARM "MONSTER® -
15~ the same as CHARM HUMANDID
execpt any living being can be

charmed,
[56) DIMENSION DOOR -

creafes a door thry nnythlng_u
to S50’ in any direction whic
allows up to & gesgle to pass

thre, Deor lasts for L0 ar.

[57) EXPAND -
will cauvse the receptor to double
in size every 4 mr that the spell
is in effect. Meight qoes wp
properiionaily.

(58] GHRINK - ,
cd¥Ses receptor to shrink to 1/2
size and 1/4 weight,

[59) CAMOUFLAGE - ;
cagses  any non-living object to
be disquised as any ether object

of the same size.
[60] UNCURSE -

?1res a % chance equal to ([IQ +
ALl x 2) of curse removal,

[61] SEE INVISIBLE -

alTows receptor to see any
invisible e jects or lioing
bennas within a velume £07 by 10

by SO’ in a direct line of sight,

Lasts 4 wr,

T

will caise plants to grow wildly,
and double the area that was
covered, THe volume of plants in
the area will douvble every & mr.
Will physically mature animgls at
the rate of 10X each B nr,
Growth only occurs while caster
is actively keeping the spell
geing.

(631 SHAPE SEENING -

[62] RAPID CRONTH -

allows ““caster to assume the
seening shape of any living
creature of approximately the
SAnE SLIE.

[64] SHAPE CHANGE -

being of the same approximate
size and weight, Shape chosen by
the caster.

[65] SUMMON HONSTER -
wilI"call"The nearest "monster®
of about 46 hit dice, The
monster will not be under the
control of the caster.
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(661 TIMER - _
Wwill “allow caster to speczfg a
tine delay for activatien of a
spell uvp to i year,

(671 TELEPORTATION -
allows caster to telepert himself
and what he is curryin? to nnz
destination,  Chance of deat
according to knauledze of area:
from S0X chance of death if
caster has never been there, to
1% chance if caster has lived
there for 2 years or more, Scale
the percentages for the time
spent In a area,

[68] ZOMBIE - .
will oninate § dead humaneid hndg
which is then under control o
the caster, Zowbies can absorb
25 + [4D6 x SI points of danage,

(69) TRANSPORT OBJECT -
enables  Caster teo teleport
objects to any destinatien. May

transport wp to 50 peunds,

(78] DISINTERCRATION -
wilI™ Tetally disintegrate any
living thing er object.

(78] PLANT CONTROL -

alTows caster to command 100
square feet of herbaceous living
matter.



A. WAYLAYING THE COURIERS

Ulysses Nicodemvs Owen (known to
his clese friends and business
associates as UMN) is a
well-respected jeweler who lives and
works in_the wealthy mercantile
section of Haven. It is well-known
that Owen seﬂplﬁnents the incane he
receives frem his persenal, rather
elite clientele by sellina items on
consignment te other shaps in the
city. Every seventh day, three
couriers leave Owen’s home with a
cart of merchandise, returning later
in the day with cash receipts from
customers, It is rumored that these
couriers are excellent fighters, and
that both covriers and carge are
endowed with magical protection
against potential thievery.

In this scenario,
ob jectives are:

1) to  deternine  (through
recennaisance} the rouvte taoken
by the couriers each week,

2) te select a point along that
route where a successful armed
rnhbgrt of the couriers can be
comnitted, and

3) to execute that robbery,

The scenario is designed for 3-6
green or intermediate level thieves
or 2-4 higher level thieves,

the player’s

To the GamesMaster:

T7 ""ThisT Scendrio is designed to be
carried out over a4 number of
5e551005, The random encounters
identified in this scenario, coupled
with  the watchfulness of the
couriers, should make it extremely
inprobable that the thieves will be
able te track the complete rouvte of
the couriers in a single attempt,
Indeed, this scenarie is specifica 1z
decigned to provide the players wit

a diverse gssortment of sityations in
which reasening, ond not raw fighting
or thieving prowess, will determine
the outcome. The various streets and
londmarks described in the course of
this scenario can be used by the CM
as sites for further adventures; the
thieves may even decide to shift

ARNED ROBBERY SCENAR1QS
AND

PURSUIT ADVENTURES

their attention to another crime as a
result of their information gathering
efforts,

THE COURIERS

There are  three couvriers
enployed by Owen to make his weekly
rownds., Flanagan, a wveteran human
ﬂ;gher, s a_chilghood ceapanion of

n, and is his most trested
and Onri. tuws

Homnme ;
veteran dwarven fighters, serve as
the muscle of the team; although the‘
are motivated primari } by hard casl
rather than personal atfection, Owen
pays them enowgh to satisfy their
mercenary instincts  and maintain
their ~ loyalty, ~ Reguisite
characteristics for this trie are
provided below,

psceciate.

Elnnugnn transports the goods
supplied By Owen on 0 tuwo-wheeled
handcart. The handcart is equipped
with three shelves; a rectangular
leather chest is strapped onte each
shelf.  The handle of the cart
contains a push-button assembly;
pushing the button raises and lowers
Q tunop‘ over the cart (used during
inclement weather), Two spells are
enbedded into the cart:

o  permanent Detect Inyisible

Presence spell ‘
a yoice activated Impart Motion

spell,

This latter spell may be activated
only by Flanagan; if he speaks the
words "Come unto me®, the cart will
attempt to return to the source of
his woice. A foe holding the cart
can keep it from nﬂkinﬁ_its return if
he exerts all of his energy in
holding it back; he can make no
further forward progress with the
cart, however, wuntil Flanagan is
either  distracted  or necked
senseless,

In  additien te the spells
embedded in the cart, each of the
couriers is outfitted with some
vseful devices. Flanagan wears a
leather helm that contains 20 charges
of a Hissile Repulser spell (while
activated, blocks up to 6 missile
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weapons per melee round). He alse
wears boots of Haoste, which can be
activated to double his movement
allowance fer a period of 10 melee
rounds.  The dwarven helms each
contain a Shield spell that adds 45
to  their ~effective armor class
whenever activated, The dwarves alse
carry  non-magical battleaxes of

ﬁzge;#gguhingg?fss (add +2 to normal

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
ugprouch:n anbush are as follows:
Flanagan 30X, Homme 45Z, Onri 35X,

the growp alse has a base 201 chance
of noticing that it is being tailed
(roll every 20 minvtes); this
robability should be nudiflea b; the
to reflect the quality of the
tracking f'b being done by the
thieves. If on impending ambwsh or
the "tail" is discovered, the
couriers will absolutely net take
chances by risking a cenfrentation
with  their  foés;  they will
innedxutelg attempt evasive action
down a sidestreet or alleyway, or by
leaving threugh the rear entrance of
ane of their stops. If the couriers
do fall ender attack (and, hopefull&
this will eventually occur), the K
should remenber that the group’s
Rrinury allegiance is to Owen (and
15 carge); consequently, if any of
the three have an appértunity to
seize the cart and escape, they will
do so, even if this enéqnqers the
lives of the other cowriers, All
three covriers will activate their
protective helms in the first melee
round after they are  attacked. 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 boots of Haste and
noves the carge a safe distance away,
Thereafter, Flanagan will tr* to add
assisting bow fire to the fray, if
ongoing, er continve to ron for it if
the dwarves have been svbdved.



CHARACTER DESCRIPTIONS FOR THE COURIERS

THARACTER
MAKE rLASS
Flanagan TET"HU ARC
Homne YET DM FTR
Onri VET DW FTR

ST £0 RF SM I8 MR WEAPON _ HACD
i1 15 7 8 13 8 CBO6 =3/1/3
SHSWDe €
i6 16 9 12 11 11 2BBAXe -
HHR 1
19 10 42 15 7 146 2BBAXe ]
HMR 4

| N ARNMOP
DAMAGE NOTES CLASS HTK
;Igg M- C0S
A9 (2) CHN7 38
204 (3)

2 (2)

208 (3)

et

(1) Con fire tus arrows per melee round (Ar),
(2) Sharpness of axe adds bonus of +2 to hit preb of wielder,
(3) Effective Armor Class (AC) becomes 12 when Shield spell is activated,

.......
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THE CUURIERS' ROUNDS

the weekly rounds made by the
couriers include seven stops and
inyalve travel along fourteen
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
ceyeral game weeks,  Since the

thieves mist attempt to follew the

covriers at a respectful distance,
there are plenty of opportunities te
introduce random  encounters wWith
various NPC ?P!Ip%} Some suggestions
are provided Iater in this scenarie.

The path of the couriers’ route
is outlined on a partial map of Haven
rovided in Section III, Maps and
iagrams, and is sunnurizeé below:
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1) Couriers arrive at i0om at Owen'’s
home, located on the corner of
Nerthgate and Jewel Streets. They
gjcl up their carge and depart 5 -

5 nminvtes later traveling down

Nerthgate te  the Street of
Caravans,
2) Turning right, they follew the

main  caravan route across the
Dorian River, passing over the two
Stone Bridges and through the



3)

4)

5

—

b)

7)

8)

9

At Beliewver

bazaars of Trade Island to the
south side of Haven. At Gambol
Street, they turn left ond preceed
to the Plaza of Troubadors,

Crossing through the Plaza, the
couriers enter the Street of Silk
Veils .stugpinq at  Heligor'’s
retail jewelery shep (a) for n
pick-up and delivery., At the next
intersection, Rouvge Street, they
turn right and follow Rouge vuntil
it intersects Cheshire Street,

At Cheshire, the couriers turn
right and retern to Caravan
Street, turning left.  After
proceeding abeut ene block, they
enter the Silver Trumpet Tavern
(b) for a lunch break.

Emergina from lunch, thev continve
left” along Caravan for a shert
way, and then turn right onto
Magic Street. On this street

1hez mike two deliveries - at
Enchantments, Ltd. {c) and the
¥Magic Books and Scrolls shep (d).

The couriers proceed on wp Magic
Street to 1ts other end, at
Dwarrow 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 wup the
Street, they stt¥ at Halakk:
Master-Jewelsmith’s (e) to pick-wp
cut gems,

ain, the couvriers proceed vp
Gliss to _its end at Sowthbank
Street, The dwarves remain at
this intersection while the hunan
courier  walks down to  the
waterfront area (called Trod Dhum,
or Feol’s Walk, in dwarvish)
stopping  at the warehovse of
Guraden, ship’s chandler (f). The
human makes a delivery, and then
returns te  Southbank  Street,
rejoining the dwarves.

From the corner of Gliss and
Southbank, the couriers travel
right uinnq Seuthbank, passing
through the elvish section of the
city, Finally, they turn back
ento Caravan Street, returning
over the hrxdge to the north side,

_ s Lane, they turn
right and enter the fenpl; of the
Enerald God,(q) where they make an
of fering in Owen’s behalf,

Their stnis completed, the
couriers walk a short way further
down the Lane, turn left at Hurthr
Street, and  then left a

Northgate.  They return to Owen’s
house at about 3pm with the cut
gens and cash received.

ALONG

“THE

ROUTE
For the infurTn1ion of the CH
and players, general descriptiens of
the  traffic, serroundings, and
prevailing atwosphere giung the
thoroughfares en the covriers’ route
are provided.  This information

should be made reasonably available
to the players, who can use the
informatien in TEIGt!lnq the spot
vhere the actval robbery will "be
attempted, or in choosing tactics for
making themselves inconspicuovs while
trailing the covriers, For the G

the descriptions provide buchqranné
that can be vsed in setting wp NPC
encounters, At thﬁ end of eqch
street description, the probabilities
that a random enceunter will eccur
are indicated, and examples of
logical NPC encevnters are identified
(numerically kezed to correspond teo
the list of 20 random encounters
presented later in this scenario,

{. Nerthgate Street
Nost of the Buildings here are the
residences of wealthy merchant
families although some alse serve
o deal function as business
offices), There are few houses
per block, and hedgerows often
separate individval units, Areq
residents are rather suspicious of

strungers encountered in  the
neighborhood, Patrols are
infrequent, but the neurbz Ird
Canpana of the City Guard will

respon if ‘an olarm is

raised.

ENCOUNTER CHANCES: 18
{each 15 nminvtes)

LIKELY ENCOUNTERS: 3, 6,7, 8, 11,

quickly

2. Street of Caravans
constant and heavy flew of traffic
during the day, and a steady flow
even at night. This is the majer

route taken bz the caravans
passing throw the  city;
consequently, there are inns_an

taverns at regular intervals along
the street, The toll bridges
acress the river are well guarded,
and the entire street is requlorly
patrolled.

ENCOUNTER CHANCES: 602
LIKELY ENCOUNTERS: ALL

3. Trade Island :

28 hours a day, the island is @
flea  market where
virtually anything can be bought
and sold. The atmesphere here is
hectic and bustling; passersby

fluotin?v
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will often be actively selicited
by these with items to sell, The
merchants on Trade Island are
mostly transient and will not tend
to notice or remember new faces in
the crowd. However, this very
fact tends to make the area n
popular hangout for pickpeckets
and cutpurses., The bridges close
at dusk, so that anyoné en the
island or on either side of the
river must remain there until the
bridges epen again at dawn.

ENCOUNTER CHANCES: 40%

LIKELY ENCOUNTERS: 1, 2, 6, 8, 9,
12, 13, 16, 17, 2
ﬁggggg Street -
a Iarge, tree-lined hywa
in the BoheAidn section l?’thz
city, The buildings on the street

are nostly rowhouse residences
with ten_or more units on each
block., The major traffic flow
aleng the street occurs in the
evening, as people travel to and
from the entertainment district of
Haven, The residents of the
neighberhood share streng feclxngs
of :nununit;; they can often be
found  gathered  together on
someone’s front steps, singing,
playing instruments, or engaged in
idle conversation. The residents
meintain a ?enernlly curiovs and
tolerant attitude toward the
activities of strangers.

ENCOUNTER CHANCES: 15X
LIKELY ENCOUNTERS: {

3,509,148
i, 15, 17, 6, 20" "

fﬁ%ﬁ {_Th

e

Ploza of Troubadours

The plaza 15 a popular gatherin
place for musicians and actors; i
1s a regular site of inproempty
shows, The  atmesphere is
carnival-like and very informal;
people are content to let everyome
do their own thing*. Because of
the Plaza’s popelarity with
visitors 1o Haven, the area is a



prime location for pickpoeckets and
cutpurses; members of the city
Goard are frequ:nil; in the plaza,
and on the lookout for suspicious-
looking characters.

ENCUUNTER CHANCES: 402
LIKELY ENCOUNTERS: 1§, 2, S, 7, 9,
{2, 13, tb, 17, 18,719, 20

Street of Silk Veils

" ihls streel is fhe center of

prestitetion activities in the
city, It is o heavily trafficked
thoroughfare during the afternoon
and  evening; nlthoagh its
pra:init: to the thieves’ quarter
nakes travel wpon it somewhat
dongersus after nightfall, This

street is described more fully in
the Cat  Burglary  scemario
presented  elsewhere in  this
volume,

ENCOUNTER CHANCES: 251
LIKELY ENCOUNTERS: 1, 4, 8, 17, 18

Rouge Street

A" narraw, residential side street

Serves

with many allepways,  Little
traffic passes this way dering day
or night, and the area is not
requlorly patrolled.

ENCOUNTER CHANCES: 101
LIKELY EECUHgTLRS: 3, 4,
y =

Ragic Street

During the daytime, this street is
a busy thoroughfore where buyers
and sellers ~ of magical items
congregate and  trade.  The
reactions of local megic-vsers to

11, 14,

strangers are somewhat
unpredictable, given the
eccentricity  that chaeracterizes

nung in the wizardly profession,
Alt ou?h the street is reqularly
patrolled by the City Guard, the
sagic-vsers alse hove their own
system of  protection  and
punishment against crime in the
neighberheod,” The buildings on
Magic Street are mainly shngs,
interspersed with L] e
residences, The  street is
described wmore fully in the Cat
Burglary scenaric  presented
elsewhere in this volume,

ENCOUNTER CHANCES: 30%
LIKELY ENCG?:TERS: 2, 6, 9,1,

]

Dwarrow Square

as a central qatherin
lace for the dwarven community o
aven. The base of the square is

set completely in stome; in the

square there are many stone

nonuments to dwarven heroes of

legend, former community leaders
etc, the atmosphere here is staid
and rather formal; non-dwarven
traffic  is viewed with some
suspicion, altheugh most dwarves
recognize  the wisdon of doing
business with outsiders,

ENCOUNTER CHANCES: 151
LIKELY ENCOUNTERS: &, 2, 6, 7, 10,
{1, 12,19

Gliss Street

(STrget af Jevels)

ihe area 1is mostly residential
with a few shops relating to the

éepeler{. 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. FPatrols enter this
areq |er; irregularly; indeed, the
total  flow of traffic on’ the
street is wsvally 1light. The
hovses on this street are fairly
large, and many are surreunded by
stone walls or iren gates;
consequently, there are a number
of secluded alleyways along this
street,

ENCOUNTER CHANCES: 10
LIKELY ENCOUNTERS: 3, &,

15, 18

9, 13,

{1, Seuthbank Street

(inclvding Fool’s Walk)

The Tower end of Southbank Street,
near  the leading docks, is @
rather rnngh neiqhﬁnrhnod,
consisting of warehouses, and
homes  and taverns for  the
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lower-class  workmen who  toil
there. This is not the main port
area  of  Haven S0 few
non-residents ever ﬁuvg reason to
ass  through the neighborhood,
trangers seen °hanging around”
with no apparent purpese may find
themselves challenged by hestile
{and  sturdily-built)  locals.
Ahove the docks, Southbank Street
passes through the elven section
of Haven. In this neighberhood,
howes overlooking the river are
highly valved commedities, The
riverfront is well-travelled by
picnickers, young lovers, and
those seeking a restful spot for o
nowent’s contemplation, tran?trs
will be treated awmiably, unless
they raise ¢ disturbance or are
seen defacing the area,

ENCOUNTER CHANCES: $5X
LIKELY ENCOUNTERS: 1, 2, 4, S, i,
{4, 15, 16, 18, 2

Believers Lane

of  the major temples to
various dieties are lecated on
this street. The size of @ colt’s
temple is the surest weasure of
the size (or the wealth) of its
following, Near the temple of the
Emerald "God, the buildings are
lurge and often surrounded by
gardens for outdoor services and
meditations; to the west, there is
a “low-rent district® 'where the
hovses of wership are one-room
shacks and the priests dress in
rags ovt of necessity rather than
piety, Most temples often daily
services for their more devout
folliowers; at any howr, fthe street
15 full of eager penitents seeking
salvatien, Visitors on the street
who aore not wearing an enblew of
sewe sect are likely to be
besieged by o  multitude of
prosletyzing acolytes,

ENCOUNTER CHANCES: 25X
LIKELY ENCOUNTERS:  {, 2, 9,
{2, 17, 20

Morthy Street

Like “Nerthqate, this is o wealthy
residential * neighberhood; here,
the residents are priests with
successful followings, 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 censidered
a safe grea as a resvlt,

ENCOUNTER CHANCES: 10%
LIKELY E?CBngERS‘ 7, 10, 11, 14,
¥



STOPS
OR THE
COUR JERS”
“ROUTE

The Eluyer—churnc!zrs involved
in this rebbery attespt may choose to
enter some of the buidings where the
couriers #ake stops,  either to
determine the types of transactions
taking place, to establish a closer
*tail® on the cooriers, o even to
"case"” the sites as possible
locations for the robbery attempt,
The following descriptions may be
used by the GN in such an event. All
Kaps to be wvsed with these
descriptions can be found at the end
of this  scenarioj  character
descriptions are provided below,

A small diogrom 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" = 57,
the location of some of the major
furnishings is included,

KEY TO MAP SYNBOLS
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a.) Heliger’s _
Complete  room descriptions for

Heligor’s shop are preser *d in the
Cat Burglary scenario; enly the maun
sales qren and Heligor’s effice are
likely to come into play dnring this
adventere. The couriers enter by the
front deor; the two dwarves remain in
the main sales areg, while Flanagan
goes back to Heligor's desk _to
conduct the exchange “of goods, The
courter leaves & deue ery items
from the list of 20 provided in
Heligor’s Cat Furglary scenaric,
Make similar rolls to determine the
number and  type of items delivered
last week, and this will represent
the receipts taken in by Heligor for
Owen’s  merchandise, ZEI of this

tetal will be remitted to Flunu?un in
exchange for the new shipment; the
rest is Heliger?s profit margin.

G | Nl

In  oddition to the dwarves,
Heliger’s assistant, Ferqus, will be
in the main sales area; tﬁere isa
25% chance that the other assistant
Halley, will alse be present, i
glupers try to enter the back room

rom the sales area, Fergus and the
dwarves will attesmpt to refuse them
access. There is a 18X chance that
{D4 coustomers will be in the shop.
Roll a D60 to see if they are
sembers of any special character
class (01-15 fighter, 16-20 wizord
21-25 thief, 26-35 bard, 36-5b
trader, all others common citizens
with ne special talents), If an
adventurer tupe is present there is a
S0% chance that he will gnxn any
grgument that breaks out in the shop;
in the case of a thief, there is @
S0Z chance he will join in on the
side of the thiewes,

b.)_ The Silver Teumpet .
The " tavern porfion of the Silver

i) Main bar area.

The barkeep aond owner of the
tavern, Aintree, dispenses ale,
beer, wine and brandy frem the
high woeden bar in the center of
the roon. The storage area for
liquor is beneath @ trap doer
behind the bar. Patrens ma

stand, eor sit at ene of severa

large tables. There is an area
reserved for ganing and gambling
in the left-hond corner of the
roon. Those wishing to eat must
take a table in the dining area.
Occupants: Aintree is ]
wuscular human male who totally
enjoys his work; his joecular
laughter  frequently resounds
thrnuah the room. If a fight
should break out in the bar, he
15 4 Wi lng cowbatant, usifg a
large brassbound cndqei that ' is
kept beneath the bar, He
engluys two fenale barmaids to
help out in the main_ resw; they
are both quite comely, At the
nidday houvr, there will {D12
customers in the main bar area,
Roll DL0@ to determine the class
of each customer (B1-10 fighter,
11-15 magic vser, 16-23 thief,
24-30  bard, other = average
citizen),

2) Dining oreq,

These wishing to purchase a meal
take seats at one of the feur
tables in this room. Food
cheices run the gamut froma

thick meat and potate stew
(1 57) to broiled fowl seryed
with fresh garden ue?etubles

he food

GP); the quality of
On the

prepared here is good.

nerth woll of this room, o
portrait of Aintree and an
enormous  moose  head hang

side-by-side; many people have
commented on the resemblance,.,

Occupants: The covriers will of
course be seated in this room.

Trempet consists of fhree principal There is a 90%1 chance that iDé
FooOms:
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other tables in the room will he
occupied by 1D4 customers each.
{f others are present, roll Di00
to determine character type
(01-15_ fighter, 16-25 nagic
user, 26-30 thlef, 31-50 trader,
other= average citizen). Denko,
a young human male, takes orders
and serves food in this roon.
He is forgetful and somewhat
accident  prone,  but well
intentioned. Aintree is well
aware of Demko’s shortcomings
but feels sorry for the lad an
_ keeps hin on,
4) Kitchen area/Rear door.
A door from the main room opens
ente a corridor that leads to a
rear entrance, There is alse a
goorway te the kitchen off of
this cerrider. The hobbit chef,
Buckminster, nllows na one 1o
enter the kitchen while he is
ceoking. He has the skill with
thrown missiles (kitchen knives,
pots, sther  vutensils) 1o
aenegully enforce this rule.
utside the back deor, there is
a large aurhuqe heap, and a
narrow. alleyway leading  to
Cheshire Street,

¢.)_ Enchantments, Ltd,

The™ First floar of Enchantments,
Ltd, contoins a large sales area
where various items are displayed and
two  clerks and a suvperviser are
available to accept customer orders.
This is the only roow in the shop
that the general public can enter,
All deors and stairways leading from
this reon are trapped with potent
migical pretection; these special
enchantments will be automatically
activated whenever someone attempts
to pass through these arees, unless
the proper gusswurds are spoken.
(GM’s Note: These are meant to be
truly impassable entrywnys; feel free
te disregard ony and all brillient
subterfuges devised by your players,
and subject them to severe injury or
death should they vielate these
traps.)

The couriers are escerted vpstairs
to the private office of Lady Rowena
to conduct their business. On any
giuen trip, they will deliver either

D3 previously enchanted items
(without spells embedded in them yet)
that have been deceratively adoerned
by Owen, or 105 reqular pieces of
Jeuglery (te be enchanted upon

elivery). The probabilities of each
event are bOL/40%, Roll up the
sgecific items from the Special Items
chart; Lady Rewena will pay for the
items in full with a letter of
credit,

SPECIAL ITEMS

re-enchanted 1tcas
(rolT D&, reroll duplicates)

=== T B e

{) Silver dagger, gold hilt
with ruby chips (i500 GP}
Ping with a sapphire
enstone (3508 GPJ
3) Caall qold statuette
jeveled filigree 2780 oP)
4) Pa:» of bronze sconces
for condles (1508 &°)
5) Walking stick with
dianond pommel (2000 GP)
Silver belt buckle 11000 GP)

33

“

Jewelry Itens
(ro11 DIV, allow duplicates)

EESSSSESSCSIOSISSOTOIESSSSSS

Mecklace (1D20 x S840 GP)
Bracelet (D10 x« 100 GP)
7 Earrings (1020 x 25 GP)
g Anklet (1D1B x %0 GP)
]

B

Medallien (1D100 ¢ 18 GP)
Tiara (1020 x 250 GP)
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d.)  Mogic Books and Scrolls

Complete roem descriptions for
this shep are presented in the Cat
Burglary  scenaris; an1¥ the moin

service areq comes Inte play.

(I

—
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The covriers wait in the main
seryice area until Alarken i
available, Theg will then give the
Master Scribe {D2 extensively adorned
spell coverings  (bogk covers or
scroll cases), Each item is worth
1020 x 150 GP. Alarkon will pay the
couriers 50% of the walve of these
itens in cash from his cash box (the
remainder to be paid upen sale of the
completed mogic text), There isa
40% chance that Alarkon will also be
giving the covriers cash for 1D3
previously delivered covers

In addition teo Alarken ond the
couriers, there is o 70X chance that
his clerks, Joban and/or Mikal will
be 1n the service area. There is an
80% probability that D8 prospective
buyers (non-magic vsers) will be in
the 5hgg; there is nlss a 40X chance
that 4D masic-veore will he in the
shap. If mages are present, they
will always try to thwart any robbery
attempt made in the shep (to
determine their tactical oeptions in
such an event, assume each mage has a
80% chance of knowing a 4D6 Fireball

ell, o 701 chance of knou;na a
Sleep spell, 125 HIK, and a 30X
chance of knewing an 8 point Repulse
Hissile spell.)

e.) Malakki Jewelcmith
Although  Molokki’s home and
workplace actvally takes up three
floors, the thieves are tnlr likely
t0 see one (or at most two) of the
rooms,
i) Sales area. .
Immediately inside the front
door, there is a small sales
room, Malakki’s assistant,
Mischickin, stands behind an
L-shaped counter, taking orders,
Behind him is a heavy, woeven
cortain (done in earth colers
and finely embroidered) that
covers the cntrvuqi‘to the rest
of the building. Hischickin is
a shrewd businessman and a gquick
thinker; he dees not willingly
let wnauthorized individuals
ast the sales area, and cannot
£ ensnlg tricked. If
threatened force, he will
dive below the counter and yell
for the quards; he is not
trained in weapons wse himself.
There is a 25% chance that a
customer will be in the sho
when the couvriers arrive. Rol
Di00 to determine his character
tzge (04-10  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
alurters for the shop employees,
stairway from the living area

leads to a storage vault; twe
guards are stationed here but
will answer calls for help.)
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2) Jewel cotting room,

Beyond the cvrtain is a lerge,
spen reen where Malakki and foer
assistant jewel cutters (dwarves
named Orin, Heldrein, Ogeli, and
Auric) perforn their work. In
addition to the work beaches in
this reen, Malakki has a desk in
the rear; it is clottered with
business cerrespondence. A male
dwarven guard, Huenik, stands at
the entryuay te the reen to
bleck wnwanted visiters, If
such visiters appear, Neenik
will first set off an alorm that
alerts the guards statiened in
the vavlt area; he then will
attenpt to held {he intreders at
bay as leng as he cen,

The cewriers pick wp two small
cases (6"x12"x3") of cut and f:cged
genstenes (each case werth 2508 GP);
the cases are legt in o drawer in
Malakki’s desk, Flanagan will pay
Kalakki in cash for the gens;
hewever, the twe dwarves receive the
cases and curr= the gens somewhere on
their persen dering the retern trip
te Owen’s hone,

f.) Gereden, Chandler

Gureden, a half-elven trader,
receives his 5gr_‘im:iml inceme frem
the sale of ship supplies tcmlugc,
barrels, woeden spars, canvas for
sails, etc,) to merchant seamen whe
nake pert in Haven. #s g sideline
he arranges for the shipment of
certain valvable qoeds te mere
distant market areas; Owen is a
steady custemer of this service,
There are three reens  inside
Gereden’s large one-fleer building:

1) Sales area. :

This is a relatively swall roen
with o sales counter, ang
several  cobicles uu&_ by
Eutmrs filling eut or unm:
or erders. A rathe
plain-leoking female, Doreena,
werks behind the counter. She
has a salty tingu and a guick
wit, and is we 1-1iked by the
cestomers. Flanogan (remember,
the dwarves de not accempany hin
en this part of the roste)
enters ond exits throvgh the
deorway here, and gqoes thraugh
te Goredon’s office. There is
enly e 201 chance that D3 ether
cestomers will be in the roon
ﬂleg the covrier :utgirls. I{f
custapers esen ey ¥

wsvally ?5&:?' be é:per{mge
seamen  with  goed  fighting
skills, whe wiil juim in @ fray
on Geraden’s side if the
wayla in, is attespted here,

2) Guredon’s office.

Behind the sales erea is a small
reon vsed by Geroden for private
business meetings and storage of

impertant  property. _ Flanagan
will deling iB& j:u!!ry itgns
for shipment.  Rell wp the
sR::m:_ itens delivered from
1 Sﬁm\l Itens chart previded
on the previevs page in the
Enchentments, Ltd, shep
descriptien; Ilglle{_gal ’u le the
cash valves reolled for g%
gjﬁg §ince tThe itens shippe
read represent Owen’s highest
qunlit‘ preduct). Ceredon will
lace these items in the safe in
is office (which is pretected
by a Level 4 lock), There is
||_|11 a 20X chance that Guroden
will have payments to remit te
the cowriers; however, if he
does, calculate the cash valve
of 208 fguscr itens ililtd'lt
as eutlined above. ALl paymen
made will be S0Z cash and the
resi in leiters of Credii,
3) Main varehewse,
The wareheuse constitutes 90% of
the area of this bwilding, It
is, of cowrse, filled with
heavily laden racks and shelves.
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There are twe pairs of large
sliding doors acress the frant
entrance, and a small deor in
the rear; all doors are wsvally
(90Z) wunlocked during the day,
A head warehouseman, Forll

supervises the activities of
three other human males -
Banjor, Deminices, and Crandall.
There is an B0 likelihood that
each man will be in the
warehovse area at any given
time; when not filling an order

they tend to sit by the fron

doors. They are not
particvlarly  observant about
security at the warehouse;
however, if they should chance
to spot an intreder in the
warehouse  area, they will
investigate and take a hostile

q.)

Tenple of the Emerald God

The “femple corrently owned by the

cult of the Emerald God is one of the

largest
Believer's Lane.

strectures located en
It i1s an immense

marble structure, with the main floor

of the 1
long set of granite steps,

temple at the top of a 100’
Services

are held here at sunrise and sunset,
but worshippers enter throughout the

day and evening
tithes

to meditate, give
or seek private consyltation

with tﬁe_priests of the sect.

) Main sanctuary,

The ceiling in this room is 60’
high, syggorted bz eight thick
stone ?1 ars. The floors are
nade of polished marble; aleng
the walls are murals depicting
various mirocles performed by
the Emerald Ged,  The primary

the god, seated on g highbacked
throne,  The eyes of the statue
are made of huge emeralds that
seen to glow unnaturally in the
fl:c!er:n? lamplight. At the
foot of the throné, an spen 10’
deep stone vault is set inte the
floor of the temple, its tog TiM
about twe feet above flogr
level.  The vault is nearly
filled with coins, gens and
jewelery, given to the God as
tithes, The couriers will drep
SX of the day’s take inte the
vavlt, to honor Owen’s pledqe of
fealty, While 1hez are inside,
there will alse be 2D6 other
citizens engu%ed in similar
activities.,  There is a 602
chance that iD3 priests of the
cult will be in the roon

attitede toward anyone they focus of attention in the room, monitoring  the  flow of
fing, nowever, is a massive statye of worshippers, Shovld anyone try
1
N
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["HARACTER WEAPON  ARHOR
CLAS

EMF{@ CLASS ST CO RE S IQ Me WEAPON _ HACO DAMAGE NOTES CLASS KIK
L Meligorts 77O i T
‘“HETIEgF"" YET HU TRD 10 11 8 13 14 12 MUG 12 D2 NON @ 22
I e nos 1ET HY TRD 14 11 {1 9 42 12 CLUB 7 {08 (o2 23
Halley GROH TRD it 9 7 40 7 34 CLUB 8 106 NON 0 19
B. The Elue Harper )
Aintiee 1T HU FTR 5 13 9 42 10 & CUDGEL 5 D4 (1) (o2 29
Denko Cle HU NON 1 & B8 12 7 40 FISTS 10 D3 NON 0 15
Buckminster TNT HO NON 7 47 46 {1 9 47 DISHES 0/6/14 {03 tLo2 17
D. Magic Boeks and Scroeils
Rlarkon ELHO SCR b 15 10 8 1S & FAINT Yes {03 (2) NN O 20
Joban GF HU TRD it 9 8 14 8 12 DGR ii 104 NON 0 iR
Mikal tR KU TRD B 12 {2 12 9 8 DGR i {D4 NON 0 14
E. Malokky Jevelsnith
TTRUIATE OET D FTR i6 13 13 12 17 10 2PBAXe 4 2b8 (3) CHN G 28
LXBOW  2/7/1% 1D8
Bawern UET MW FTR (6 44 48 (T 4 (7 UMD £ zaL g s 14
Furt INT D& FTR {2 12 10 14 8 15 {BBAX 4 1040 CHN 6 25
S BOW  5/B/12 1D
Halakki UET DW TRD {2 17 15 13 11 {3 RAPR 4 D12 NON {32
Cutters {-4 INT DW NON 10 16 {6 42 42 4 FISIS g db NOH 1 19
F. Guroden, Chandler
Cordadon EL /E TRD g 14 11 12 {5 i DGR 10 iD4 LTH4 2
Forli INT HI FTR 14 15 12 19 40 8 CTLSSe 3 D8 LTH 4 29
Warehousemen 1-3  INT HU NON 16 10 {0 & 8 9 CLUB b 205 Lo 2 28
G. 1he Temple of the Emerald God
Priesf= 1-3 “TRT WX PRI 8 & 12 14 10 B8 HACE 9 1D4 Co2 17
Other Assorted Occwpants
Fighter T TRTHU FIR 14 14 (1 46 10 410 BDSWD 3 2Db LSS 3
Fighter 2 VET EL ARC 1 17 45 9 12 1t L BON ~-1/4/7 1D (4 C0S 24
Fighter 3 YET HU FTR 15 8 9 17 S 156 2HHHRe b 306 (S) CHN9 78
Fighter 4 EL DH FTR 13 1% 12 40 9 15 GRSWDe 2 408 CHNi2 42
Spellicaster VET HU MAG 9 11 {5 {3 14 42 ggsLLS - () CO3 22
8
Spellcaster 2 VET KO HAG i3 10 41 11 16 4 gszLS . i {6) NON O 24
Thief INT EL THF S 12 9 18 7 & DGR ¥ 1D4 NON 0 12
Thief 2 "L HO THF 9 16 1B 9 13 9 SHSWDe & 108 cos 24
Rard INT HU BRD 7 13 13 11 15 15 MUSIC {7 LTH 4 {8
RAPR 6 10
Bord 2 VET /E BRD 10 {1 12 7 13 & KUSIC {7) MNONOD 22
S BOMe 2/6/10 106

} Aintres swange twice each melee round (mr) with cudgeli whether he cennects or not.

The only damage done is to Alarkon, when he hits the floor,

Will receive backswing (second strike) in each mr, only if first strike misses; backswing is at
enalty of -2 to hit prob.

ires tuice in each odd a0 (1,3,5,etc.), three times in each even wr (2,4,6,etc.); needs only 8 above
necessary to critical,

On any connecting blow, victim must save against STR or be knocked from feet; it requires iD4 mr to
arise.

There 15 a 8% chance the mage knows Fireball (4D8 average damage), and anether 70% chance for Sleep
(up to 200 HIK tetal); these <pells are the preferred form of combat,

There 1s @ 70% chance a bord will play o song of Peace, if he senses trouble ahead, and anether SOX
chance he will Eluﬂ Sleep (save against DSC for_6ardic songs): there is anether 402 chance o bard
vill know the <pell Charm Humanoid, and a further 357 chance for nggg (up te 100 HTK total),
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to remove an item from the
vavlt, powerful qreenish white
beans of light will emanate fron
the statve’s eyes, deing 2Di0
peints of domnge per melee round
to 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 iD6

additional priests  into the

worship area, armed to protect

their sanctuary with
Tur!erstuves, and wands of
eep.

2) 0ther aregs,

On both sides of the rear wall
of the sanctuary reom, there are
snall openings that fead to the
rear of the temple, They lead
first into matching vestibules
which priests use T0 den Their
ceremenial  robes; doors from
these areas in_ turn lead to
various priestly apartments,
These other areas are not
significant to the play of this
adventure,

RANDOM ENCOUNTERS
“ORTHE STREETS
OF HAVER

In the Rrac:ss of following the
couriers, the player thieves nug
become invelved (often invelentarily
in events taking place around them,
These events may hamper their ability
to maintain the “tail® on the
ceuriers, of may represent dangers to
the party requiring their full
attentisn,  The chance of rendon
encounters will uur! accerding to the
street being traveled, as indicated
in the street descriptions, As
previously noted, this scenario is
designed so that {he GM can introduce

PCs™ and situations from his own
campaign. To supplement the GM’s
stock, we have identified some

petential  encounters that can be
utilized in the course of this
adventure.

(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, Davos, is
reasonably well-dressed and acts
as @ distraction (asking for
directions, etc.), while his
compatriot, Lattimore, attempts
the "1ift* (his base chance of
seccess in Picking Pockets is
S52),  Both will try to make @
ren  for it if the theft 1s
discovered in progress.

(02) A religious procession of 2D6
priests and followers,
setting out on a gilqrinuqc. The
group moves slow ? and solemnl
along; they can effectively bloc
an intersection for 2-5 minutes
while cressing (long enough for
the thieves to almest cer uinl?
lose sight of the couriers i
they are on epposite sides of the
intersection), Attempts to push
threugh  their ranks are very
likely to proveke resistance; the
priests carry quarterstaves, and
10X of their followers will be
intermediate  level fighters,
armed with blunt weapons. If not

disturbed, they will pay no
attention to others on the
streets,

(03) A shrewish, middle-oged

nousekeeper opens o second sfory
windew and empties a chamberpot
on_ the head of one of the
thieves, If challenged, she
responds with sharp insults about
their carelessness; however, the
front door to the home she is in
is locked,

(04) A press gang, looking for
able-bodied men "to serve (by
chaice or force) as crew on @
freighter preparing to leave

ort. The qang is comprised of a
osun (corrying a broeadswerd) and
2 seamen {arned with
truncheons). They will try to
approach any male or fewmale they
encounter with a STR ) 13 and a
rating » 1ii; if the person
qurnu;he_ does not accept the
*n willingly, the $nng will try
to forcibly subdve the candidate
if there are not too many
witnesses present, If a party
mepher is captured, the thieves
have until the fuli|u1ng dawn to
locate and  rescve  their
companion, for the ship leaves
port at Tﬁut time,

(05) A crowd gathers on a street
corner to watch the antics eof an
old man playing a squeezebox and
his pet dancing bear. A qrovp of
znunq toughs are ameng the crowd,
eck ing the old man; several of
the lads carry sharpened sticks
and are threatening violence,
There is a 30X chance that this
sitvation will erupt into o brawl
while the couriers er the thieves
are pusssna b[; if so they will
be unavoidably cauvght in the
niddle of qa free-for-nil,
(CM's Note: Actions taken by the
player-characters may increase the
volatility of the situation, and
increase the base chance that a fight
will occur.)
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(06) A large packnge falls off a
heavily laden delivery cart inte
the street. The packege has an
address label acroess the top:

R N R R R AN R NN
IR RS R A

) Lady Rowena Geronde :
i+ c/o Enchantments, Ltd, !
' Magic Streef !
! Haven

1f opened, the box is found te
contain the broken pieces of a
defective Broom of Flying. If
returned, the “thieves  will
probably receive a small reward;
if  played wvery intelligently,
this ~ might qive them a rare
opportunity to learn semethin
aoovi the “magicaily protected
areas of the Enchan¥n¢nts, Ltd,
shep.

(07) A group of seven constables
on a san-hunt, move rapidly along
the  street, aggressively
questisning everyone in sight.
If they remsin on the street,
there 15 an 80X chance that the
thieves will be questioned; the
crrstables will become suspicious
f¢ Gnyone giving evosive answers
and may hael that individual off
to the Guard House for further
interrogation (and  possible
arrest).

(08) A foppish dandx, a green
fighter named Cavendish, walks
gut of a shop without leokin
around and crashes ints aene o
the characters, dropping and
breaking a crystal vase weorth
200 GP.  He demands repayment for
his loss from the player; if
denitd, he draws_ his rapier and
challenges the player to a duel.
If  the character attempts to
ignore him and walk auug the
dandy will make hinse f
nuisance difficult to ignore. On
his person, he carries a purse
containing SO0 GF in coins and
gems, and wears Q ?uuﬂy pinky
ring (worth 750 GP to someone
with equally poor taste),

(09) 4 large crewd stands watching
a troupe of actors performing a
miracle play, The covriers pass
right through the midst of the
crowd; if  the thieves are
trailing more then S0’ behind the
covriers, there is a 60% chance
the thieves will lose sight of
their prey.



(16} There is an explesion in g
building down the street, A
large gaeseovs clovd emerges frow
the breken windews of the
building and floats along the
street,  about 4’ above ground
leyel. AIl those who remain in
its path nust make a MR saving
rell or suffer the effects of a

(11) A chain gong is working on a
construction “sife, excavating an
area where a new building is to
be erected, Suddenly, one of the
men, hands still manacled, leaps
up from the ditch and attempts to
escape. A foreman gives pursuit,

iuped will run doon the firms

sidestreet he encounters; if he
hos gugsed by the courilers during
his flight, there is a 202 chance
that the covriers will jein the
pursuit.

(12) A sedan chair, carried by
four burly black males, halts
near the thieves. A stunted,
gnomelike human with an elongated
cranivm sits in the chair and
addresses the thieves. "I am
Yok, the Seer, I know what you
wish to accomplish, For a fee, 1
can  help ﬂau attain  your
ab jective, e then motions for
then to follew him, He 1is,
vnfortunately, a frovd; however,
his  black aides are uerI
competent  mu geqs who wil
attempt to ply their trade at the
first opportunity,

(1) A woman opproaches the
thieves surreptitiously, offering
them the nggortunity to purchase
@ "magica sword  that she
carries in 0 leather scabbard,
She claims the broodsword adds +3
to a character’s hit prebability
and a damage Gonus of 4D10 to
each swccessful  attack; she
initially offers the item for
4000 GP, but can be haggled down
to 300ﬁ GP. The item completely
fulfills all of her advertised
specifications; it also has been
enbedded with o permanent Detect
Magic spell, which cavses “if o
¢low whenever 1t is within 507 of
active magic use,

(14) An overturned milk wagon is
being looted by a Troup of ragged
urchins, A mniddle-aged farmer
and his beavtiful daughter are
trying to drive the losters away,
uithout netable seccess, Their
calls for help have thus far gone
snanswered, even by the courlers
{who evidently den’t drink milk),

{15) A pack of six large (albeit
friendly) wild degs attach
thenselves to the thieves’ party,
The degs are of a size and
strength sufficient to knock down
an queru?e man (STR ¢ 10) thrnug&
their p nzful leaps, Unless t
thieves have foed handy to
distract the dogs, the animals
will be oheut as easy to get rid
of as Mentezuma’s Revenge.

(16) Up ahead, one of Haven’s
numerous village idiots falls to
the ?rnund in o screaming fit. &
small crowd gathers to gape at

the si?ht making the area

impassable for a few minotes.

(17) A soapbox  preacher,
collection plate at his feet,
regales a small crowd. As the
thieves  pass, the preacher
directs his remarks towards ihem
warning that they face *eternal
damnation® if 1he¥ do not repent
of their sins. The preacher is
undoubtably correct, but....

(18) A huge bharroom brawl floods
out inte the street, enqulflng
the courlers (and the thieves, i
following less than 106’ behind)
ina wild free-for-all, All
those involved in the melee must
make two separate STH snving
rolls or take 1DB points o
damage from assorted bruises
scratches, gouged eyes, etc, it
the thieves are also caught in
the riet, there is on 80X chance
they will lose sight of the
courters;  if they nunu?e to
remain outside the conflict,
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there is only a 40% chance of
such failure,

(19) A high ranking Thieves Guild
official,” accompanied by two
mescular  enforcers, carefully
watches the activities of the
thieves. If the thieves are not
Guild nmembers, the official will
call them aside, and deliver a
stiff unrnin? (falling just short
of vielence) abovt “freelancing
within the city limits f Haven,
He will strongly suggest that the
thieves apply for menberships
immediately, or suffer the rather
unplegsant consequences. If the
thieves are Guild members, their
services will be demanded for the

negt 24 hours for a "yital Guild®
Job that terns oewt to be «q
revtine surveillance of o wealthy
neble’s home, If the thieves
showld refuse to accept the
assignment, they certainly risk
these  unpleasant consequences
listed abeve, if not worse,,...

(26) A young female street wrchin,
who has been watching the thieves
for several blocks and has
decided  that their furtive
skulking 1looks like fun, brashly
walks up and asks if she can join
then, If they accept, "her
presence  will increase their
chances of he;ng spetted by the
couriers by a modest SX; however
the thieves realistically will
not be able to actually commit or
discuss the planned crime with
such a prominent witness areund,
If they refuse, the girl will
continve to follow them, hurling
sticks, rocks and other debris
inte  their  midst with a
distressing  accuracy. This
sitvation, if allowed to continve
for aony peried of time, would
increase the thieves’ chances of
being spotted by 25%, due to the
hiﬂh numbers of crashes, thuds,
and screams of pain Iikely to
result,



CHARACTER WEAPON  ARMOR
NANE CLASS ST CO RF SN IQ MR WEAPON _ HACO DAMAGE MOTES CLASS HTK
"1 Daves IR AU THF ¢ 13 ff {4 7 BOWKN 9 08 (fAs {8
Lattimore(d)  VET HU THF 7 16 {2 12 9 DGRe b 1D4 o4 23
2, Priests INT MY PRI 9 {1 14 10 2 QSTF 10 1Dé cLo2 19
Fighters INT MX FIR 14 11 12 14 10 HACE g 204 LTHS 2
4, Bos'n VET HU THF 9 14 15 i 1S BDSWDe 5 2D8 CL0S 24
Seanen §-4 INT NX FTR 1S 12 10 16 8 CLUR g 1Ds o2 29
Seamen S-12 GR MX FTR 13 11 1t 12 10 CLUB 8 1D6 cLo 2 47
S, lovghs -4 GR HU FTR 11 9 11 12 19 CLUB 3 106 NON 0 i€
Toughs 5-8 GR HU FTR g 1 9 10 12 FISTS b 1D4 NON 0 15
Bear 20 10 45 22 3 19 PAW 3 1D8 ANH 4 R0
BITE S 1Db
UG 2Da (2)
7. Constables §-3 VET MX FTR 1013 9 1t 14 {BBAX 1 D10 (3 CHN & 3t
L BOWe -1/4/7 1D6
Constables 4-7 INT MX FTR 12 10 12 13 19 BDSWD 4 205 /57 3
8. Cuvendish GR HU FTR {1 14 16 8 2 RAPR b D12 LTHS 23
1. Escapee INT HU THE 7 13 40 i1 10 FISIS 2D4 NON 0 24
Foreman INT HU FTR i1 10 7 9 12 WHIP 12 1D8 (4) L/SS 20
SHSWD 7 D& (5)
12, Yok VET HU THF 4 12 {0 8 1 BLWGNe 4 D2 NON 0 14
Porters 1-4 INT HU THF % 9 9 10 12 CUDGEL & 2D4 NON § 29
13, Adrena INT EL THF ¢ 14 13 {3 0 BDSWDX - D2 (&) LTHA 2%
RAPRe 2 206
INIFE = 1DS
1S. Dogs i-b t6 13 1S 12 3 11 BITE 3 D4 (7)  ANH 3 35
19, Doralak EL HU THF 1 19 t6 9 15 RAPRe -2 209 (8) LTH7 2
_ MNGCHe -1 1D6
Thonnk VET HU FTR 17 15 17 15 10 GRSWDe - 3010 LTH 6 42
Arnik VET HU FTR {o 10 {2 {2 {3 2BBAXe 2 242 LTHS 39
20, Girl (R HU THF 8 1§ t6 8 8 ROCKS  1/8/13 1D4 NON 0 1]

P —— ——

‘1) Lattimere has a SSX chance of Picking Peckets, and a 60X chance of Moving Silently,

(2) If bear hits a single victim with both paw attacks en the same melee rownd (mr), he will alse hug for
additional damage avtomatically,

{(3) Constables’ battleaxes have charpness giving o bones of +1 to the wielder’s huit Brnb.

(4) Whip can be wsed to try and tangle the legs of a foe; 1f successful, foe will be tripped and on the
reund for D6 mr, Any fumble by the foreman will result in his own legs being tangled,

5) When faoced with serieus problem, foreman will drop whip, ensling shield, and draw shertsword.

&) Magical ueugnn described in Encounter 13, ,

1 1tes a single foe D3 times in each wr, Dogs will attack enly in self-defense,

) Deralak is o master ef two-weapon technique; he may strike with both weapens in a single mr with no

penalty to hit prob of either weapon,

@ e e M e e S S S e -
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GM NOTES FOR TERRAIN: CLEAR

Generalily epeulxng, the section of stream presented an this
terrain map 1s obout 2 -1/2 ta S foet deep) the currents are
relativelv calm here, and the bottom is Fﬂiriz ieuel. Mear point
A, there is a steep drop-off; the depth of the water erceeds {07
In this imsedinte aren, 5! the ford tgnxnt B}, the water is
quite challow (6" to 27), permitting travelers and wagons to pass
through at 1/4 normnl speed. If characters become engeged in
conbat while in the water, they fight at o -3 to their v=ual hit
robability, After the first pair of trees south ef the ford
peint ), the ground slopes downward, cauvsing the current to
pick uwp speed. If characters enter this pertion of the river
moving rapidly, they must make o REF  saving roll to keep their
balance. If oplayere at either point A or C are thrown
underwater. and do not know how to  swim, they will tnke 1Db of
water nhalation damage per melee round lnrnnr does not absorb)
until they are rescued or reach a shallow area. Points Band C
are readily noticeable to anyone who walks the length of the
strean ted on this ncg (90% identification), while the deegeni
of the pool is difficult to observe from land (151 chance, $0% i
somegne swims through the area),

At this point along the stream, the players can see the remains
of o beaver dam (sticks, mud, and assorted refusel., Several
peisonovs water snokes new moke their home in this mire. IF this
aread 1s somehow disturbed by the thieves or the caravan members,
there 1s a 40Z chance that 404 snakes will investigate, Snakes
have 20 HTK and an EAC of S; they bite twice per melee round,
HACO = 7, doing 1D4 damage. Tﬁev also inject q Level & psison on
each successful strike (make STM suu;n? roll te take 1/2 damage).
There 15 a 20% chance that this feature will be noticed by the
thieves 1f they spend a svbstantial amount of time in this area
of the map,

The bushes in this area contain qolden flowering berries that
have known medicinal vaive. There are enough berries to brew {2

ortions of a herb ten; each gse will cure 106 hits, A Haster of

et Aid has a b0% chance of recoqnizing the wolve of the
berries, and a character with normal training in first a:d has q
257 chance; all other characters hove only a 10X chance of
tdentifving their use,

This tree contains a large hellow area 1n the base that can be
used 0s q steruqe_glute for small items of collected bosty, This
londmark 15 readily neticenble to any grovp making an organized
search af the area (75% chance),

Here, a siaple stone marker (uninscribed) sits atep some
obviously recent spadework, It is o gravestone, covering the

UECQ!IR? skeletuna of two homan-sized creatures, and nu!hlni
more, There is a S0% chance that o character wa klﬁg nearby wil

notice the gravesite,
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G NOTES FOR TERRALN; FOREST

General nntes on visibility in  this terrasn: For the mest part
this ceqment of the map =honld be treated ns heavily forested, A
charactsr at qroend level in o hex away fram the road wiil only
be able to see about 5 hexes in any directien: visibility is
dosbled if the character 15 vp in_a tree or qlongside the read,
A character alse receives a 25% bonus to his normai Hide in
Shadews chances while in  these deeper woods, A rharacter
standing on the <outh ridge of the map (a) can see the entire
southern fork of the rond, and part woy vp the other tuo forks,
A character on the lower ievel of the nortn ridge (b) can see the
entire roadway alonq that side of the ridge; at higher levels,
they can observe the entire map aren. However, movement aleng
the upper 1levels of the ridge i5 made at Hountainous Terrain
rates {see Chapter 2'. These restrictions on line of sight
should he described to the pluxers whenever they enter g
different cutean[ of tepraun; until they experience it, howsver,
they will have only a waque idea of their Limitations,

These areas are filled with dense, sneven underbrush, bramoles,
and jngqged rock., Mewement 15 these are2as js cut to {1 reqular
rates (rounded down); 1f characters should run into these areas
they must moke o GDN saving roll to  masntain their cpeed and
halanca, If they fall, they take (DY of damage, Charscters
hiding (n these sections peceive an qudltinnu? 152 to their
chances of Hiding in Cover, If the characters reconnester these
areas there 1s a 70% chance they w11 take note o7 these

featwres,

There 135 a reasonably well-concealed hole in the ground here,
covered by loose branches and other debris. The hole wns a cache
of ctalen qoeds left by another group of thieves that wsed te
frequent this area (now deinq time in the lecal jail), Tnere are
a nunber of small itemws still concealed here - a rosewoad music
bex in o velvet case {worth $000 GF), 0 purse filled with gems
(700 GPY and a qood set of crackerv (16 placesettings, worth
1680 G total), There is o 20% chance that the latter (tems have
been partially destroyed. Characters have only a 5% chance of
noticing this hiding place during a q?neruT search of the
Surrounding area,

A relatively open patch of ground, filled with low veqetation
covered with blue and silver beli-shupeu flowers, These are
Hell’s Hells - moving through them will set off @ loud ciamer of
ringing, that will alert almest anvene in the vicinity to the
resence of the offender.  Charactere with outdeor :=kills
tracking, trappang) will have a 30% chance of recognizing these
little nuisances; all other characters will have oniv 1 S%
chance.
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G NOTES FOR TERRAIN: MOUNTAIN

General ‘ierrain Description: There is no real road on this map -
just 10 <camewhat traveled e:ﬂunse of open area between tWo
cliffcides. The cliff at the western end of the wap is
virtyally sheer drop of aver S807; the waterfall at the tap comes
at the end of a swiftly flowing rivvlet. The nertheastern face
is a wore gradval incline: treat as normol mountain terrain for
mavement purpeses. Part of the way vup the mountainside stands
the ruins of an ancient tower,

The Tower: The tower stands S0’ feet high, even in its current
state of disrepair. A set of winding steps (partially obscured
by fallen rock) lead to the top, which has been outfitted with
missile tuprets, The steps, If cleared, ore not dangerous;
however, the flooring of the tower 1= weakened with age, and
there 13 o 18X chance per person that the floor will coellapse if
the tower area is entered (thus if a ten persen party ascended,
the strocture would certainly collapse around them, From the
tower vantage, @ Eluyer can track the appronch of other travelers
well beyong the boundaries of this map; howmen stationed on the
tower will receive a +S bonus to their effective armor class for
effective concealment of most of their bedies,

leads into the bowels of the mountnin, The cave within is
spacious, and covld serve as a hideout for a substantial amount
of heisted cargo. Indeed, many others have wvsed the area for
such Rurpeses in the past, and there is much debris lying about
(thosgh nothing of real valve). There are also an abundance of
wild mushrooms ?rau@nq in the cave; thev are ﬂild%% poisonaus if
enten (Level 2 of poison for each mushroom eaten, STH saving rell
for 1/2 donage,)

Tha Cava: At tha hnee af tha tsusr thers jc a aaning hale that
vl Yot eSS INE TaUDR. FDENG IR ACSARIAR NATGCTIMEL

Words have been carved inte the face of this reck uutcrapﬁan %
*Watch out for Stebor®. This, while a vseful sentiment, has no
relevance to the play of this scenaris,

In this area, recks form a natural overhang concealing a 5 deep
crevasse suitgble as a storage area for booty or a temperary
hiding place for o single individval, 1t takes 2 melee rounds to
enter or exit this crevasse, There is a 20 chance that this
area can be located during a general search of the hillside.
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LANDHARKS ON THE STREET OF SILK VEILS
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THE TROUBLED TROUBADOR
KARKI'S SWEETS AND FLOWERS
BURGALLO’'S APOTHECARY
HELIGOR'S

BETTINA’S

HAKA ROSA’S ROOMING HOUSE
THE BLUE LANTERN

ENOS' LIVERY AND SHITHY
THE FOX AND GOOSE
WENCHES’ WALK

THE RED ROOSTER

HEAVEN’S GATE

AURODEL'S WINE SHOP

THE BLACK WHIP

THE MUSTARD AND FENNEL
AMBROSTA

THE PERFUMED GARDEN
MADAME RUTH’S

THE SILKEN CHAIN
POTIPHAR'S HOUSE
HORDECAL HEALER’S HOUSE AND SURGERY
THE LOVER'S NOT

THE VIRGIN’S FLUTE

VARIOUS ROOMING HOUSES OF
LITTLE DIRECT CONSEQUENCE

FROD'S THEATEP
THE BLUE HARPER
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LANDHARKS ON WAGIL STREET

al  MYSTIC VALLEY TAVERN AND INM
by GROUNDSKEEPER'S COTTAGE

¢} PUBLIC SQUARE

d) YE APOTHECAKRY SHOPPE

e} MAGIC BOOKS AMD SCROLLS

£y FARSPEAKEK'S

g} THE PENTACLE

hi EYE OF NEWT

STRREINDLER

;) ILLUSIONISTS® PARK

k) GUILD OF MAGES

1} THE COLLEGE OF MYSTIC ARTS
m' THE SCRIBES’ GUILD

n! THE INVISIBLE 3SHOP

1) THE ENCHANTERS® GUILD

p) R, THOR GOFREE
** TALENT SCOUT

q) PIPER’S

*) THE HOUSE OF ILIUSIONS
<) EMPTY SHOP (FERDINAND’S)
1) UMUSUAL PETS

u)  HIRE-A-MAGE

vi ENCHANTHENTS, LTD.

w)  THE HOUSE OF HEALING

1) WEAVER’S PLUS

y) HECATE’S CIRCLE

1) HOUSE AND GARDEN OF
THADDEUS CHISELWICK

no} HOME OF COLCHESTER TIBBITS
bb) HOME OF ARTEMUS FARADAY
cc) MISCELLANEQUS SHOPS

) PRIVATE RESIDENCES
OF VARIOUS HAGES
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A.}  Entronce and Displavs
B.)  Sales Counter and Displays of Valued (tems
C.) Heligor'e "pffice"
Dy Assistants’ living ares
E.) fissistonts’ sleeping quarters
F.} 0 Family’s living aren
G.) Back entrance and stairs
H.)  Bedroom for Marisso and her brother
1.} hedroon for Heligor and Marushke
3.} Bolcony
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Entrance and Windew Displays

Costomer Service Area

Alarken’s Office

Passageway to Scribes’ Workrooms ana Library
Central Passaqeway

Kear Entrance

Junior Scribes? Office

Sentor Scribes’ Office

The Library

Supply Room and Storage Areq

The Vault
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STREETS TRAVELED BY THE COURIERS
t.)  NORTHGATE STREET

2.} STREET OF CARAVANS

3.} TRADE ISLAND

4.) GAMBOL STREET

5.7 PLAZA OF TROUEADORS
6.) STREET OF SILK VEILS
7.) ROUGE STREET

8.7  MAGIC STREET

9.)  DWARROW SQUARE

£0,) GLISS STREET

{§.) SOUTHBAMK STREET
1107 1KUD UHUR (FrOULS" WRLK)
12.) BELIEVERS LANE

{3.) WORTHY STREET

STOPS ON THE COURIERS! ROUTE

n.) HELIGOR’S

b.) THE SILVER TRUMPET

c.)  ENCHANTMENTS, LTD.

d.)  MAGIC BODKS AND SCROLLS

¢.)  KALAKKI JEWELSHITH

£.)  GURODON, CHANDLER

9.) THE TEWPLE OF THE EMERALD GOP

[HE ROUTE OF THE COURIERS

Start at NORTHGATE and Jewel STREETS

Seuth en NORTHGATE STREET to STREET OF CARAVANS
Seythwest an STREET OF CARAVANS

Cross bridge to TRADE ISLAND

Cross bridge ulona STREET OF CARAVANS
Southeast on GAMBOL STREET

Cross PLAZA OF TROUBADORS

Seuth o STREET OF SELK VEILS

West on ROUGE §

(4 blocks to Junkei;

Northeast to STHEET OF CARAVANS

Wagt to MAGIC STREET

Northuest to DRARROW SGUARE

Cross DWARROW SQUARE to GLISS STREET

North on GLISS STREET

Northwest and Southeast on SOUTHBANK STREET
Southeast on TKROD DHUM

Southeast on SOUTHBANK STREET

Northeast on STREET OF CARAVANS

Cross bridge to TRADE ISLAND

Cross bridge along STREET OF CARAVANS
Southeast on BELIEVERS LANE

Northeast on WORTHY STREET

Mor thwest on NORTHGATE STREET to Jewel Street



APPENDIX

CHARACTER CONVERSION
10 FANTASY SYSTER RUL
EROROARTODS "FRP SYSTERS

fhose pluzers who have had experience vsing other
?nnfns¥ role-playing systems may wish to adapt favorite
characters from  these  systess for use with these
scenarios. The following instructiens identify twe simple
procedures which may be vsed to complete such a character
CORvers1on,

ESTABLISHING
CONSISTENCY
WITH

CHARACTER
REQUISITES

Table A-1 <hows the g}Tv r how to trunslﬁte the
regulsxte characteristics rolled in a number of other
widely wvsed FRP syctems into the ten character requisites
needed in the FANTASY SYSTEM in order to make saving rolls
against character aobilities,

TABLE A-{

[ 1
} Fomtpze 02002000 Feemetmsendloesad i
o Spsten €85 Renequest ADLD TAT !
A STR STR 5TR 5T !
A DEY DEX DLY DEX
L REF DEX DEX DEX DEY !
' STH CoM CON LN CON !
. Wis INT WIS INT !
I 14T INT 10T INT
v ThL INT POM 19T () S
i CON PO CON Lk
PG T ChA CHf CHA !
. APP ApP CHA HA CHa |
TRANSLATING
ACCRUED EXPERIENCE
INTO
EANTASY SYSTEM
ADVANCEMENT

#ost of the characters to be converted wil! have
participated in previows adventures and gained <SoMe
experience In  fiohting and thieving skills. This
previously accryed experience can be translated into an
ejuivalent level of advancement in the FANTASY SYSTEN

ruies,

ADVANCED DUNGEONS AND DRAGONS (AD § D)

CHIVALRY AND SORCERY (C 4 §)

~ Like™ the FARTASY GYSTEM, the sets of rules for
Chivalry and SorCery and  Advanced Dungeons and Dragons
Measyre ?uxneﬁ experience in terms of experience poinfs;
bath systems provide a distinct choracter class for
thieves, with separate rules for earning experience, B

comporing  these kP rules with the  FANTASY SYSTEN

experience rules under o representative set of sifunflons,

A-1

“RULES

it was possible te construct am overall rule for
}r??sferrlnq earned  experience between systems, as
01lows;

1 EF earned in ADAD =
\7 EP under FANTASY SYSTEM rules

{ E¥ earned in CAS =
.6 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 sustess,

TABLE #:2

] d
: Chs§ Equivalent | AD & D  Equivalent
! Level £ S v Level FS :
b Attained Level | Attained  Level !
: 2nd 2nd i 2nd ist ;
! 3ed Ird : 3rd d ;
! ath 4th : 4th d !
! Sth Sth : 5th 4th '
: sth Ath ' bth Sth !
' Tth Tth ! Tth bth !
' Bth Tth i Bth 7th :
' 9th 9th I 9th 7th !
! idth ath ' {0th 8th !
; i1 th 9th b iith Bth '
' i2th ?th P 12th iGth '
/ 1>th {0th P A3th iith !
! L4th tith H {4th 13th

- ———— el

RUNEQUEST ill_gl :
_ uncguest  characters gain experience _in an entirely
different "manner, Each time they successfully vtilize o
fighting, thieving or other ability during an adventure,
they receive an opportunity to learn frow this experience
and improve their percentage chances of success, As
player thieves advance levels in the FANTASY SYSTEM rules,
they automatically are assumed to have achieved similar
improvements in capabilities, Thus, a system was devised
that numerically measvres the progrese of a Runequest
character over time, and translates that valué Into an
equivalent measure of FANTASY SYSTEM experience, The
Runequest character receives the following awards for
gained e’perience in various skill cateqories:
point for every Si ispravement to basic
abilities in the ei$ht thieving ckill areas
measured in the FANTASY SYSTEM:

Locate Trap

Disara Trap

Pick Locks

Pick Pockets

Hide in Cover

Kove Silently

Listen

Clinb



and

i point for E“CPT 10X improvesent te basic
abilities in other skills taught by the Thieves’
Guild in the Runequest Rules:
Sence Ambysh
Spat Hidden
Jumping
Taste Analysis
Camouf lage .
1 point for every 20X improvesent to basic
linquistic abilities in either one's own or any
other lanquages.
{ peoint for every 204 improvement to basic
weapen hit probability,

Sum up the point totals from these four categories,

find the equivalent FANTASY SYSTEM experience level:
TABLE 4-3
Tetal K § Eguivnlent § Totel R @  Equivalent
Experience F S i Experience FS
94115 Experience | oints Experience
Accrued tevel 1 Accrued Level
i -8 =t i 5358 8th
7-13 2nd : 60-hb 9th
14-23 Ird 477 10th
24-29 4th H 75-8i iith
30-37 Sth y 82-89 12th
J9-45 6th : 90-94 §3th
45-52 7th ' 97-103 f4th

cchemn, Runequest characters
conditions Defore

In addition to
they can attain certain

levels:

Before nttaining 4th level, a character
AUst have xngrovad 11s basic abilities with one
weapon by at least 251,

Before ottaining 7th level, a character
mist have achieved hit probuﬁxf::g of 70% with
one wempon, and a SO0% hit prebability with
another weapon,

Before attaining 1iith level, a character
must have achieved g hit probability of 90% with
ane weapon, and a 751 hit prnZuhility with
anether weapon,

e

sutlsf;an this general conversion
ave to satisfy certain basic
eXper.ience

1f these adoitienal conditions are not met, the
character weuld be viewed as equivalent to o 3Ird, Sth, or
10th level FANTASY SYSTEN thief, even if 1t has gained the
experience points necessary for a higher lewel,

TUMNELS AND TROLLS (T & T) ,

“The ""TuAREIS aid TTaIls system, although it also uses
acquired eyperience points as the measuse of character
advancwent, has the least correspondence with the FANTASY
SYSTEM strecture, TAT has ne Thief class; indeed, 1t
makEs™ no recognition of thieving abilities in 113
consideration of whether a character can find a secret
door or open a locked box. Furthermore, as characters
advance levels, they are given the opportunity to increase
their 1initial requisite” characteristics, which greatly
increases their relative caquhilit:es in a mixed-systen
universe, Finally, the actual number of experience points
awarded for a successful combat o treasure-hunting
expedition are much lower than the amounts that would be
aworded under the FANTASY SYSTEM rules. Consequently, n
mid-level T&T character actuvally has abilities consistent
with those of a very high FANTASY SYSTEM character:

' T4&T Level Equivalent F S '
: Attained Experience Level ;
; 2nd rd ;
: Ird Sth :
’ 4th Eth i
! Sth Tth )
' bth Sth ]
: 7th 9th !
i 8th {{th i
' 9th 13th ;
; i0th i5th A

However, the converted character mnust also subtract

any additions to requisite characterictics he has made as
a result of level advapcements he has accemsplished. The
resuiting character will be of o far dufferent natere than
the original; the player sheuld carefully consider the
effects of these changes on his game-playing style before
making the conversion,

A-2
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FANILY BACKGROUND

Die Famil Honey  GP Weapon Training  Autematic
Pall Secial Eeuel Dice’  /Pip  Trainings Paints Trainingsk
NORILITY (E)
991-010 "High Mobility 206 190 b 10 i, 3, 19, 200500
974-990  Nobility 206 U b ) i, 1, 19, 20450%)
P01-970  Aristocracy apie 2% b 20 1, 3, 19, 204500
GUILY (D) {all quildsMen receive nnsterx of any { skill)
881=900" CGuildmaster 108 60 i 16 19, 20, 34, #
851-940  Guildsman 1010 25 i i2 19, 20, 31, #
KERCANTILE (D)
8019507 ""MaFchant 2010 50 2 20 19, 20450%), 31, #
701~800  Shopkeeper ipte 20 2 12 19, 20(502), 31, +t
YEORARRY (B)
Sﬁ?ggﬂn'“”Teunun 2b6 20 3 8 26, 19(407), 20(502), 31(20%), +2
551-600  Landed Peasnnt 106 20 e b 26, 194207), 20(50%), 31(40%), 42
151-550  Peasant {010 10 2 L] 2h, 19¢102), 20(50%), 31(40%), ¢2
RABELE A)
TT-1517" Freedman D100 { 2 35, 19(207), 20¢50%), 31(BL), +2
£21-130  Gypsy Di0 S 2 0 Ay, 42, 35(40%), 4
851-127  Serf iDé 5 i i 35, #

(% The nomhers in this column correspond to the numbers assigned to each of the
varioys training fields; percentages in Yuren1hes¢s indicate the chance of having
the training: do net check for riting (4201 wnless Reading [#19] has been given
or successfnily rolled for; "+" Indicates fields [not points] that nay be freely
cthesen from the applicable social listings,)

BONUSES AND PENALTIES FOR REQUISITES

Strength Co-ordination Reflexes Intelligence Strength Co-erdination Reflexes Intelligence
Range  Damnge Hit Prob Dodge to Range  Damage Hit Prob Dodqge to E
===ziz=s ===== ===z ==z =EE=I==IsEEEs
= -3D10 -18 ~7 -90% P20 +112 +3 +3 +20%
0 -1D6 -4 -& -90% P2 +208 +4 +4 +257
1 -208 -h -4 ~75% V22 +20190 +4 +4 +33%
2 -1D42 <5 -3 -50% v 2 +2D12 5 +5 +507
3 -1D10 -4 -4 -33% v 24 +3Da +h 15 +751
4 -1D6 =3 -2 -20% il +4D4 +7 +6 x2
S -iD4 & -1 -10% P26 +3D10 +B +h
b -1D2 -4 -5% v 27 +408 +9 +7
7-13 Py 28 +3D42
14 +1D1i H O - +aDa
15 +D2 ! + 5% P30 +4D40
{4 +D4 # + 50 T +4D42
17 +1D6 2 +2 +0% Vo 2 +718
18 +D8 + 2 +0% T - & +bD12
19 +1Di0 +3 +3 +15% v
TRAINING OPPORTUNITIES
Ure I or fiom from from from from from fram i7 &
Poil less A5 &7 89 -1 12743 14-15 16247 auer
i f i 0 { 2 3 4 5 h
? 0 0 { 2 3 4 5 b 7
3 0 0 i 3 4 ) b 7 f
4 ] i a 4 5 b 7 8 9
5 a ! 2 5 b 7 8 9 in
b i 2 4 b 7 ] 9 14 12
7 { 3 b 7 f 9 10 12 14
B 2 4 b 8 7 if i2 14 14
9 3 b 7 9 il 2 14 ih 8
] 4 h 8 10 12 14 16 14 20
14 4 ) @ i1 14 16 18 20 23
12 5 7 19 i2 14 14 20 28 26
i3 5 8 L0 14 ih 2l 2z 25 30
14 b ¥ 1?7 15 3t 20 24 24 R

S e R TSR A ARt e EE R e e e e -

e e = wm—— . e m .- ——— e = =
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NOBILITY SKILLS
Reralary

Oratory

Horsemanship

GULLD SKILLS
Complex Rechanics
Carpetry
Glasshlowing
Jewellery
Cartegraphy
Architecture
Fine Armory

NERCANTILE SKILLS
Oyeing
Tui}ornnq
Perfumery
Calligrap hg
Ssluersnxt ing
(Goldsmithing)
Enp!ulnrﬁ
Locksmithy
Raakkaoning

YEOHARY SKILLS
feading
Writing
Tanning
Blacksmithry
Armory
Tracking
Hisbandry
Rowry
Fletching
Coopery
Mogistracy

RABBLE SKILLS

—— e m———

Cypher ing
Cooking
Netting
Weaving
?eruxto
rappin
Su;ﬂgxn%
(Diving)
Mountaineering

ewery
Entertaining
Music

First Aid
Teaching

EXPERTENCE POINT AWARDS

113 NPCs Honsters
Egr by by

1t experience totnl

dealt  level it -

3 6 1-26

9 INTERMEDIATE 21-50

14 VETERAN S1-90
21 ELITE 91-17%
w Y75

RACIAL ADJUSTHENTS

i ———————— = e e

RACE SEX  STR CDN REF STH DSC INT TAL MGR MAG #PP
Human N
. T S W .« = T +
Dearf ™~ T N H L ¥ -4 =
foi-g # 3t 9% -1 42 b 5
L7 7S S R B S A B 1
foi-b +3 42 +3 -4 42 -3 43
ETT, 2atvan S S O I S | +E S
f -4 4+ +2 + A
EIf, €indar™ A~ G B - G | el e e b SR ) s v
R T W 42 i+
ETF "neldor — OB G T 3 +3
f 1 =5 44 42 ;2_-_;g__“w__ﬂ___,________ 3
RATF=EIT GGG - F{
f =4 #1 +1 ¢ .
Cenfaur i‘"f +1 +% +2 +£ -2 -8 i -1
+ +1 o+ -
Frxre'““"“""’*‘ﬂ"""‘é """"" '"=E"'=§"‘=§“"¥s‘"‘?E""é“’""
__________ £ i=b %5 =25 =8 =3 4% 4§ = 43
Grc T PR B S A S S R S S S
f 1 -5 _ # =3 =3 B =3 =%
OFjF=Ana1 B S S - | W T
f -1 DR . B =t =h
Raif=orc mo; H O ) -1 % £ =3
f -3 +2 e U 1N __:2___71
Kobald ™"~ T =3 H "¥T""E“"6""f "%I ¥z =3
oo K A G 43 42 of & st A 8 5 -2
GohTin o2 H # 2 3 W X =1
f 14 42 42 #H 4 4 -2 =5 -
PACIAL AND REQUISITE THIEVING BONUSES
~ Intelirgent Sense Pick  Locate Disarw Pick Silent Shadow Climb Hear
M Traps locks Traps_ Trops Pocket Motion Hide (407) Neise
Avnan
Uruk Hoi
Half-Orc
war +30% 451 #10%L +45% 5L 6L
Hobth 1t +105  #5%  +S%L 451 425 +29)% +0%
Elven #5L  #0L  +{5%
Half-£1f 51 5%
Orc 51 +8% +10%
Centaup +H01 +51 -10%  -20%  -98%  +id%
Itobo 1d #5% HOL 5L HSK +20%
Fixie +H07 28T -35% -20% +iS%  +15% -40% 420X
M+30%  MH15T
Goblin 0% 0% #S%  +40%  HAOX  +45K  HASE 45%
Requisite  Talent Coord Coord Disc  Coord_ Coord. Hefle: Refler
3 r‘ Tége S VAR Y A1 AR 1Y A P AR | 1§ A ) 4
-d0% -e8r  -30L  -201 -20%  -20% -10%
$~Bj -10%  -0%  -i5%  -40% -10%  -10%  -SX
13-4 +21 +5% e 50 Y
15 +4% 5% T S Y S 4
14 +57 +0% +EI 5% 4SL 4G 3%
: + ST ) +07 + + + +
{2 TR G I () N I | B
{9 107 107 #1580 +00%  H10%  +15%  #1S% 7%
20 #+12% 107 #2017 +10%  +4ST #4577 +4S% 491
24 +15%  +15% 4201  #151 HSE 4201 4207 +i4%
22 181 -157 251 #4151 420X 4251 4251  +{3Y
23 +22% 4200 +301  420%  42S%  +30% 430 +45%
24 7L 2SL +A0% 4251 4301 4351 4351 420X
¢S o1 mare  43SL 430%  450% 4301 #4351  +40%7  +40%7  +25%

e —

——— ———
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THE STORE OF MANY BARGAING

WEAPONS
SHORTSWORD 25 6P BATTLEAXE, i-BLADE 20 GP STAFF SLING 4 GP
RAPIER &0 GP BATTLEAXE, 2-BLADE [1] 35 GP BOLO S GP
BROADSWORD 35 GP CUDGEL { GP SHORT BOW 30 6P
DAGGER 8 GP CLUR i GP HORSE RON 35 GP
STILETTO 7 GP CLUB, BRASS ROUND (2] Gk LONG BOW 40 GP
POINIARD 10 GP CLUR, SPIKED (3] a Gp LIGHT CROSSROW S0 GP
HAIN GAUCHE {5 GP MACE 20 GP COMPOSITE BOW 100 GP
BOW1E ELADE 4 G MACE, SPIKED HEAD [3} 30 6P BLOWGUN i GP
THROWING KNIFE 8 Gf SHALL WAR HAMMER 25 6P NET 8 GP
HAND AXE B GP THROMING HAMMER 20 GP
THROWING AXE iS CP SLING 2 Gp
WEAPONS ACCESSORIES

ARROW, STEEL HEAD 3 op BLOWGUN DARTS (BAG OF S0) I GP SHOULDER BELT 2 GP
ARROW, SILVER HEAD [4) 25 5 ROW CASE, WOOD a GP KNIFE BELT (HOLDS @) 2 GP
HRROW, FIRE [4] i GP BOW CASE, LEATHER 2 GP SCABBARD, LEATHER 2 6P
ARROW, FIREROMR (S] 8 GF QUIVER (HOLDS 40 ARRONS) 25 §P SCABBARD, METAL 20 GP
CROSSEOW QUARREL, STEEL 2 GP BOWSTRING {5 5p SHEATH, CEATHER i GP
QUARREL, SILVER-TIPPED 14) 0 GP QUARREL BELT CASE (HOLDS 30) S GP SHEATH, METAL 5GP
SLING STONES (POUCH OF 10} i GP CROSSBOWSTRING 25 ¢p
THROMTHGC DART t GP SWORD BELT 2 GP

T1) If first attespt to hit misses, receives chance te hit on return swing in sawe melee round,

(2] If not brass-bound, club has 25% chance of shattering on each successfel blow,

[3] 5¥iies add 1D3 te nermal weapon damage. )

{31 These special missiles do normal amounts of damage, but may be necessary to affect certain types of

creatures (trolls, vampires, etc,) )
{Si On Gn hit, firebonb does {08 of damage that melee round, and 208 of damage in the succeeding welee
round.
ARMOR AND ACCESSORIES
CHAIN SUIT 500 GP RUILTED SUIT 5 6P SHALL SHIELDSK
CHAIN SHIRT 260 GP QUILTED SHIRT 3 GP LEATHER S GP
CHAIN PANTS S0 GP QUILTED ACCESSORIES 3 6P DAKEN 3 GP
CHAIN ACCESSORIES 100 GP STEEL 25 GP
i LEATHER SUIT 60 GP NORMAN HELM i0 GP LARGE SHIELDS®

LEATHER SHIRT 25 GP LEATHER HELM 7 GP LEATHER 8 GP
I.EATHER SKIRT 15 GP QUILTED COIF 2 6P OAKEN S GP
LEATHER ACCESSORIES 25 GP STEEL 35 GP

% Ghields of the two sizes may ahsorb approﬂrinte ameunts of damage according to the material of which

they are mnde, wWhen this damage has been gbsorbed, the shield is censidered destroyed, and vseless 0s

far’ as any benus to armer claoss is concerned, Leather gbsorbs 12 and 20, oaken 20 and 3ﬂ, and steel 35

and 50,

HUUNTS
(The prices below are for unbroken, avernge 3ua111y horses; for poor quality, subtract S0%; for
geod quality, ndd 100Z; for excellent, add 200%; for superﬁ, add 4001.)

LIGHT HORSE 40 GP HEAVY HORSE 150 GP
MEDIUM HORSE 86 GP SUPERHEAVY HORSE 350 GP
EQUIPHENT AND TRAINING
SADDLE 25 GP BREAKING T SADDLE (takes i week) 35 GP
. PACK SADDLE {0 GP BASIC TRAINING (takes { month) 100 GP
. TACK 10 GP GOOD TRAINING (takes & months) 500 GP
. SADDLERAGS 15 GP COMBAT TRAINING (tokes 2 years) 2500 GP

! BOARDING (one week) Normal care 9GP (A1l training requires payment of bearding
Guality care i5 GP costs, for whatever period of time.)
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THE STORE (cent.}

EQUIPHENT

' MALLET (workman’s hammer) (1) 2 GP LANTERN, CANDLE 8 GP BLANKET, WOOL I 6P
+ JELT KNIFE [1) 3 GP LANTERN, OIL SLEEP ING BAG, WOOL GP .
i HATCHET (1] 10 GP (1/2 heur per ounce) 12 6P SLEEPING BAG, FUR-LINED 40 GP
. WOODSMAN'S AXE [{] 12 GP CANTEEN (i quart) % 6P CAMPSTOVE GP
+ SPIKES IRON (1 dezen) 2 &P BACKPACK, CANVAS (25 peunds) 3 GP RACK and SPIT GP
; MARBLES, CLAY (bag of 50) 8 5P BACKPACK, LEATHER (&0 gwnds) 2 6P KETTLE, COPPER (3 gqallens) SGP :
. MARBLES, GLASS (bag of 20) S GP SACK, SHALL (10 pounds S Sp poT, TKON (2 quarts) 4GP
f CﬁLTRUPQ, SHALL (baq of 30) J GP SACK, MEDIUM (40 pounds) i 6P Set of UTENSILS eGP !
i CALTROPS, LARGE (bag of 18) S GP SACK, LARGE (100 pounds) 2 GF CARVING KNIVES 5 GP ¢
i BALVE (5 applications) (2] SO GP BELT POUCH i GP VIAL, GLASS (1 eunce) 2 6P
{ OPIUM (5 vses) 156 GP MONEY BELT 3 GP BOTTCE, GLASS (8 sunce) 4 GP !
: BANDAGES (for 20 wounds) 4 5P MIRROR, STEEL S GP (32 ounce) 8 GP |
i SPLINTS (for 10 limbs) S §P MIRROR, SILVER 15 GF CONTAINER, LEATHER (& ounce) & 8P
i NEEDLES (packet of {0) i GP ROPE, RENPEN (50 feet) [3) i GP (32 ounce) { GP !
i THREAD (sgul, 100 yards) 2 GP KOPE, ELVEN (50 feet) (3] S 6P FLAGON, METAL (32 aunce) 15 5P ¢
! HEMLOCK (1 eunce, level 32) 250 GP KOPE, SILKEN (20 feet) (31 10 GP CORKS 20 asserted sizes) 3P
i SCORPION VENOM CHAIN (per foot) 2 6P COFFER (1.5 cubic foot) [41 4GP !
' (1/4 ounce, level 20) 11 GRAPPLING HOOK B 6P (3.0 cubic foot) (41 B GP
i BELLADONNA (1 bunch, level 8) {0 GP FIRE KIT 1 GP CHEST (16.0 cubic feet) [4] 20 6P |
i TORCH (lasts 2 howrs) icp LIQUID SKIN (2 quarts) 1 GP SCROLL CASE, LEATHER |
: CANDLE (lasts § hawr) 3ce (2 qallens) 2 6P (holds 2 scrolls) 4 5P
, CANDLE iii_ﬁiés 8 hm?‘: : 4 57 FijF¥EiiT (2 persnt)'u} il &F STROLL gﬁﬁ e !
] 5 L]
PRt B fiteY 88 THYT faepuReree DB wustBRutmaRERtEcts) u”
] [1) These items are not designed to be vsed as weapens; if they are So wsed in an emergency, apply a
' B:nnlty of 4 to the normal HACO for that type of jtenm. ) ‘
' (2] One application will relieve {04 E“MS of non-critical damage, including damage from burns, '
: 3] Breakage chances: hempen rope - J% ger vse, cumulative (on 10th use, chance 15 30X), elven rope - {%

' er vse, cunvlative, silken rope - {% chance on any given wse, :
i 1 4] cﬁgly uétlim_mal costs f-t GM’s discretion) for lecks, traps, binding, etc, i
' [5] GA's discretion, depending on type desired (bagpipes should cost a small fortune). .'
' CLOTHING :
i SUMMER WEAR 2 6P SANDALS i GP
! WINTER GEAR S G BOOTS, SOFT 5GP !
i DESERT GEAR {0 Gy WORK 4GP
i COLD LANDS GEAR 25 GP HOUNTAINEER ING 8 GP !
o BE wesothe i
' L OTH (4 yord wide, 20 !
' FUR-LINED gg EP ya dsdta thé gnlt) !
' FUR 150 GP -H00L bGP
: URLVET & FUR 200 GP ~COTTON {0 GP !
i GLOVES, WOOLEN 2 GP -SATIN 50 GP !
i LLATHER b G —VELVET 208 GP .
' FUR-LINED 8 GP -SILK 350 GP |
! FOODSTUFFS i
. FLOUR (20 pound sack) 4 GP HERRS, DRIED (1 pound) 20 GP
. ONIONS (20 peund sack) 4 GP PEPPER (1 ounce) 75 GP |
i DRIED REANS (10 pound sack) i GP SALT, ROCK (1 eunce) 3 GP
+ LENTILS (10 pound sack) { G SUGAR, BROWN ({ ounce) bGP
i BREAD, DARK ({ pound lsaf) 3ce WHITE (1 ounce) 0 GP !
! WHITE (1 Beund loaf) 2 5P HONEY (1 pint) 4GP,
i VEGETABLES, DRIED (25 pound sack) i0 GP GARLIC (1 clove) i GP
| FRUITS, DRIED (10 pownd sack) 0 GP BRANDY (1 quart) 50+ GP |
: GAUSAGE , SHOKED (10 pownds) 2 6P WHISKEY (1 quart) 75+ GF
! HAM, SHOKED (1S peunds) g 6p WINE (1 quart) i+ CP
: BACON, SIDE (20 pounds) 4 6P TEA (40 cups worth) 20 6P !
i MEAT, SALTED (25 pounds) 6 GP COFFEE (20 cups worth) 25 GP |
i FISH, SALTED (10 pavnds) 3 GP LIME JUICE (1 guart) 40 GP ¢
\ CHEESE (30 pound wheel) 10 GP IRON RATIONS (f meal) { GF :
i HARDTACK (10 pounds) i GP TRAVELER'S RATIONS (i meql) 7 Sp
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Short Row
Hapce Hau

Long How .
Sling(with wind
Gling(flnt) 2/14

¢ Knifex 3/2

Howie Blade®
Hand AveX
Honmer¥
Enle 12
00mETQN
Net /3"
Blnggun 3/2

"

Close Weapons

Vespen Tpe

Dagger

Inifex

Stilette

Peiniard

Bowie Hlades

#ain Gauche

Shortsward

Rapier

roadswerd

Hand Axek

Cudqei

Mace

Hammer$
Basic
Hit Prab

A ﬂvﬂ"ﬂf‘fa("“g{ *n{#k f}lw
S/ 9/13
S/ 8/41
4/ 8/41

up) 3/ 8/13
8/13/47
S/ 9/14
4/42/47
b/i1/15
5/ 9/13
A

/

e
S/40/145

WEAONS SPECIFICATIONS

Notes: (Weapons marked ¥ ran be used as either a close weapon or 4 ranged weapen) note,

————

hawever, that if a weapen is vsed in ranged cembat on a given melee round (mr),
1t will be virtually impessible to wse it fer close combat on subsequent ar.)

o) Expert has +2 to hit prob
b) Expert hns +2 to both hit preb and defense
c) Expert has +2 to defense

d) User has 42 for criticals
¢) Expert has +3 to hit prob

f1 User mn
g) {CU+40)

elect to tangle
return Lf miss

=0 1.

Basic Kininum
Kit Prab Damage Requirements
Rl L Ll Rl P 2 e SEEEEEA' -~ !otml ‘pert sT CU ktF H.tes
{1 104 iDh - 9
i1 iD4 DS - 8 -
{0 {n3 1D4 - ft - q
10 {DS D8 - 9 -
8 D8 1010 b 13 1 b
9 iD6 108 b 13 9 4
Q D& {08 s - -
7 {08 1012 I 43 43
8 {040 2D& 7 9 -
9 D6 {P8 I - -
8 103 1D4 - - -
8 104 D8 7 - -
9 {D4 108 7 = =
Hininun fange Limits
Damage Requirements (in feet)
vwnwiNornal Expert  STK, LO REE .......Shert Medius Leng  Motes
1D6 iDo6 § = = 60 150  3k0
bt ihs g - - YR U 1]
106 1Dé 9 = - 100 250 640
1D4 1Db - 13 - S0 100 250
1D4 1Db 8 13 - an 60 90
iD4 104 - 8 - 30 75 120
1Dé ibé 6 13 11 30 60 90
D4 1Dh 3 - - {5 45 90
1D4 1D4 7 - = 15 50 120
1D6 108 7 1t - 30 &0 100
*Db 1010 6 9 1 A0 1200 240
angle = 1 = 21 & 5
P T T R e L L -#nr«-vbnﬂ-cn«rlnn-vﬂwn#norﬂ:nﬂ an:« uwﬂgﬁqw -uwrnaufnnoraﬂ " " 60

DDA

HITS T0 KILL
______ i —eee,
TOTAL |
CIRENGTHYSTAMING  HIT DIE
T0or less™ T
11{-19 Db i
w b
- Dill i
J6-45 D12+D4 |
45 or mere D20 :

SPECIALS FOF ROLLED 18’S

GiE ROLL  EFFECT

T91-725"  No Change

7269440 +{ to Characteristic
M1-979

9744945

996-001 +3 05 above

4 roll again

+2 to thructeristic
+3 to Characteristic !
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HOVEHKENT RATES

ENCOUNTER SCALE MOVEMENT FACTORS

Hﬁ = Hovement Allowance
mr = Melee Round

ENCOUN CALE HOVEMENT FACTORS MELEE SCALE MOVEMENT FACTORS
{in fexes per forn)¥ “Tin"97 hexes per tarnl
Armer worn Armor worn
Race =)CLO0  LTH CHN SCA PLT Race =)(L0 LTH CHN SCA PLT
== Hunun Elven, Orcish L A S R T
Human, Elven, Orcish 3 2 S/ 32 |4 Duarven 7 & 5 4 1
Dwarven S/2 S/3 3 43 o Hobbit, Kobeld h " 4 2 1
Hobhit, Kebald 2 2 { 213 /2 Pixie f 18 {2 i 0 0
Pixie f & 3 i/8 1 0 w5 4 2 i
w 32 { 1/2 1/8 /8 Centaur, Kiding Animal 4B 46 12 8 S
Centaur, Riding Animal S 5 3 5/2 372 Draft Horse, Hule 2 {0 N N N
Draft Hirse Hule 4 4 N N N
EFFECTS ON EMF RATES FOR:
¥{For fractional EHFs, use the specified pattern, and TYPE OF TERRAIN g:LEG@gQ 4-LEGGED  FLYING
repeat each set of turns: Faugh hLTIv ract {72 37 NE
/2 Wove 3, then 2 4+ TYPE OF éaﬁal 2ECGED  ALECGED F
/ ove L,i,g, Heavi ? Wonde NE i ka2l
32 Meve 2,1, River (at ford) 172 3/4 NE
4/3  HMove 1,2,1; River (no ford) 1/4 174 NE
/3 Move 1,0,1; )
{72 Move 1,0; Key: 1/2,3/4,etc,~ fraction of normal ENF permitted.
{/8  Move 0,0,8,8,1,0,0,0) NE - Mo Effect
NA - Mavement thrv this terrain not permitted,
[1) Burros are exempted from this restriction;
way move i hex/turn,
(2] Pixies are exempted from this restriction;
nay meve at 3/4 normal rate
CRITICAL HITS AMD FUMBLES
CRITICAL KITS i
DAMAGE H
DIE ROLL TYPE OF WOUND  MULTIPLIER  OTHER EFFECTS :
I Knocked Breathless [ Stunned 104w !
2 Linb Damaged 1.5 If weapon arm,HP -4; :
if ? WA 1/2 !
3 Limb Broken 2 Limb vseless |
4 Internal Injury T HP -2 !
5 Hassive Internal 2.5 ake STH saving roll or !
Injuries unconscious from sheck |
6 Gash i Lose 4 pt of STH every 2 '
ar from blood loss !
7 Severe Gash 1.5 Lose 2 pts STH each w ;
from blood loss '
8 Instant Death 10 Foe dies at end of ar i
;
FUMBLES ;
DIE ROLL  TYPE OF FUMBLE EEEE_CT,S. '
i Brop Weapan Takes [ ar to retrieve .
2 Break Weapaon Must draw new weapon (takes { mr) !
3 Hit Ally Roll to Y as for o onent ? :
normal damage if cce 35t i
4 Hit Self Autematic hit; rnll normal damage
S Stunble Lose next ar requxn:ng balance |
6 Fall Lose D6 mr getting up J
7 Sprain Ankle Reduce KA by -2 i
8 Dislacate Shoulder HP -2 i
Key: HP = Hit Probability '
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THIEVES’ GUILD CHARACTER SHEET

Thisf

1}
13
iClnss:
i

inme

Player: ___
N G

————

Race! MF Tribe:

s e

fH;ta to Kill ¢

iroptune!

gided die):
GP.?

P,

Social States:

e,

___bGens, warth__

‘ ——

iRequisite

TOTRERGER T

Rolled

(306} __ far Ence

Ad justed Effective

Basic Fields
of Troining

Weapons

(Armar) Trained In

Coardination
i

1
\FafTexes
b

Sfamina

]
E
\Discretion
vinfelTigence

ETEIEnt

ifagic Resistance

Eﬁﬁﬁﬁetssn

iApfearance
]

e eMss S ss svsmmmsmscssss-samEssnas mme
e e Em s S as e s . w e -

i
iHit Prob Bonus: __

]
Missiles Bonus:

iDamage Bonus: +/-

Armor:

Hits Per Blow: to Maxinum:

Shield:
Alrmor] Cllassl:

et e o e e

Heln: Danage to Armer:

N T e R R e i T s e T RS B S e e m e A e e e M s AN e m T am e m . -

iDedqe Bonus: +/- __________ ta AC {natural) +/- to AC (effective)

§ Weapon HACO CHP Danage Ranges Notes

| Thieving Abilities
i Racial Requisite Level Tetal Notes E
g Yensing Traps 1+ = s o % __g
? Mpening Locks e __ 1+ %= S S é
; Lecating Traps ) 35 I i= i ______i
5 lisnrning Traps o 1+ 1+ _t= % E
5 Picking Pockets A 1= X e f
; Hoving Silently 7 S U |- S o 4 . ;
é Hiding in Shadows er Cover ___ o o T 1= 4 ~-——-—--«——-——--—-——---——-——~-——E
5 Cliwbing Surfaces 1+ 1+ = b4 ;
; Hearing Noise o BIP o R _E=_ 4 —— é
Peraission to photocopy C-{
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GAMELORDS,

CA

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 Il --

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 1I] --

The puke's dress ball, and the Tower of the Mage:
peas = Faraod inuitatrian Fan P SR Y ¥ La o i R
YIS & JOYETd INVILELIOH Tor O Crairee il LET L FaUULOuUS

Jjewelry 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 MHand: join the local
Guildmasters in preventing the loss of wvaluable

merchandise (and Guild hanor) 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, 1981, by Gamelords, Ltd.

Monday Morning Manager
(#hat?? 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 unfoids. All 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
eveningy of diversion for fantasy role-players of all
ages.

The Free City of Haven --

A city of 80,000 people can provide a lot
adventure, especially when it's alceady the site
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
2ncounters to occupy even the busiest of adventurers.

of
of

L7o.
1981
TALOG

COMING SUOON!!

Thieves' Guild Special }2 --
~ Thieving iIn 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 -~

_J-’T};g 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 compieie sei of ruie-piaying ruies, wiilh 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 wuse 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

miliev of the American Civil War. Be a Federal or a
Confederate, Billy Yank 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 unigue 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 not to be found in your area, they are
available from

GAMELORDS, LTD.
18616 Grosbeak Terrace

Gaithersburg, MD 20879

Prices for our- products will be found on the
enclosed order blank. I[f ordering by mail, please
include $£1.00 for postage and handling (Maryland

residents also Include 5% state sales tax).






THIEVES’® GUILD provides both rules and scenarios to enable
vov, ‘the player, to assume the role of a daring thief during a
medieval period. Those who have played thief characters in other
fantasy daming systems will be delightfully surprised at the
myriad opportunities provided by this volume, the firet in a

CONTIRULNG Series,

Fe a highwayman, lyinag in wait to ambush a passing merchant
caravan, . .develop the perfect plan to waylay a group of couriers
on their weekly proute through the teeming metropoiis of
Haven.,.try to resist the temptations of the Street of Silk Veils
long @nough to pull a lucrative jewel robbery -~ these are but a

fraction of the adventures within.

The Tk

IEVES’ GUILD rules enable the CamesMaster and his
players to simulate a variety of thievish activities - using
disguises, ransoming prisoners, even the fencing of stolen goods.,
Alse included is an appendix of rules for converting existing
characters from other role-playing systems to THIEVES® GUILD

s Hie S e o

specificotions,

Ye whether you are o newcomer to fantasy gaming, or an

accompliched GamesMaster looking to add new excitement to your
campaign, THIEVES? GUILD is for you!
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ALl THIEVE

1o

’ GUILD material comes three-hole punched, so it

may be stored in a binder for easy reference, and new materinl

may be interleaved to avoid the confusion of Mmultiple booklets,



