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THE GUILDMASTER SPEAKS

Last issue, 1t was mentioned that we nad started work on the original volume of the Thieves'
Guild series one year previousiy. Now, with the release of TG4, we are officially one year old,
since we debuted at Origins '80, Gamelords 1is growing, and we expect to provide many more products
for your thieving (in the fantasy gaming context, of course) enjoyment,

It has been mentioned to us by one of our greatest supporters {thank the gods we're not
athletes) that we should take complete advantage of the unique style we started with modular rules
and looseleaf format, by numbering the pages in the rules sections so that new material,
corrections, etc., can be inserted 1in the proper places. We agree. Behold! ... the renumbering
scheme for the pages in the rules sections of TGl, TG2, and TG3 {nenceforth, all our Thieves*® Guild
material will use the new numbering method - this issue is numbered for the new style),

THE GRAND THIEVES' GUILD RENUMBERING SCHEME

In Thieves' Guild [, pages I-2 through I-16 snould be repnumbered as 1-2
through 1-16; pages I-17 through I-28 should be renumbered as 2-1 through 2-12;
pages 1-29 througn [-32 should be renumbered as 3-1 through 3-4; and pages I-33
and .34 should become 4-1 and 4-2, respectively, In Thieves' Guild I[, pages
1-35 through I1-46 should be renumbered as 5-1 through™ 5-12 (most of this was
completely new material)., In Thieves' Guild ILI, the erronequsly numbered 1-43
and I-44 should become 1-14a and 1-14b, ard should be inserted between new
pages 1-14 and 1-15 (old I-14 and I-15).

Some additigonal renumbering 1in the beginning of the scenarios section will
make that a bit easier to read and follow., The first three pages of the
section, unnumbered through 6-0, should be renumbered 6-i, 6-iii, & 6-iv, The
unnumbered pages from Thieves' Guiid IL should be numbered 6-v and §-vi,

* Kk K * K

Tnere now, wasn't that easy? (Hope those poor people aren't as confused as ] am, Confused?
Whacha mean, confused? why, that brilliant renumbering scheme 1is as clear as...as...well, it's
diamond cliear! Yeah, great - you ever tried to see through a diamond? Okay, okay - Hey, out there!
If anyone has any better ideas, please let us know; we can use all the help we can get!)

As you may have noticed, there is a re-formatted Table of Contents, showing the renumbered
Ruies section. New rules and/or expansions {and the issueS in which they appear) will still be
noted as pefore. Also, inserted im this package, you'll find a littie sheet with page numbers on it
(use these to paste over the old numbers), and an order blank showing all our products,

The winper of the contest (on the questionnaire reply) was Mike Drews of Colorado Springs, CO.
Mike wins a two year extension of his current subscription. The general tenor of the replies from
the questicnnaire was -
Don"t change a thing!
Put anything not for fantasy thieves in special issues!
Have lots of special issues!
On lots of different classes!
And lots of different genres!
OK, already. We will, T6 Special #1 has long been planned to be the special scenarios used in  the
1st Annual Prince of Thieves competition being held this summer at Qrigins, GenconEast, and Gencon,
Ta Special #2 will be out around Thanksgiving, and will revolve arcund rogues in space, special
rules for space and bhigh technology, and a set of scenarios that will knock your eyes out! We're
also including conversion instructions for the scenarios so they can be used with regular fantasy
thieving parties. Also, as of the first of '82, issue #6, TG goes quarterly - now you get great
thieving adventures 4 times a year instead of the previous just 3 (see Mike grin as he gets an
extra issue he didn't expect!),

For those of you who have managed to plow through this pile of purple prose to get to this
point - we are looking for submissions: if you nave favorite (and good) scenarios or plot outlines,
we'd like to look at them, We cannot guarantee publication {of course!), but if we do publish your
material, you get your name in the front of the book {fame! and even a little fortune.,.), and we
do pay royalties to our authors and commissions to our artists, Send your ideas and manuscripts to:

GAMELORDS, LTO.
18616 Grosbeak Terrace
Gaithersburg, MD 20879

If you wish the material returned if we do not use it, please enclose a stamped, self addressed
envelope of sufficient size to contain the material, and we will return it to you,
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INDEX OF KEY ABBREVIATIONS

Throughout the Free City of Haven and the Thieves' oGuild series,
certain abbreviations are comiofily utilized, The meanings of these various

abbreviations

AC -~ Armor  Class: represents
armor, shielding, and skin

APP - Character's appearance rating
BT - Bit{s), a small iren coin; 10 BT =1 CP
CON, €O - Character's co-ordination rating

are sumnarized below.,

-

the protective value of HTK - Hits To kKill: the amount of damage a

can sustain before dying

CP -~ Copper piece(s); 5 CP = 1 5P, or 50 CP = 1 &P MAG, MG - Character's waygnetism rating

D {306, 1038, etc.) - Nuiiber and type of dice tu be MGR, MR - Cnaracter's magic resistance rating

thrown in  the process of resalving & particulasr mr - melee round: a2 1% second Tine

situation

DSC, DN - Cnaracter's discretion rating

reguiate the flow of play

ctass) plus the character's dodge ability PER - Perceptiveness: a measure  of

FRP - Fantasy Role-Playing

general awareness; deveioped from UN and [()

EM - GamesMaster: the referee or moderator of an FRP  REF, RF - Cnaracter’s reflexes rating

gaie

GP - Goid piece(s): 1 4P = approxinmately $5 {1980's;) SR - Saving Reli: an  attespt to  accomplish

SP - Silver piece{s); 16 SP = 1 GP

JHACE - Number that must be equaled or exceeded on the extraordinare; usually 2012 ayainst

rell of a D20 in order to
successfully

HP - Hit Probability: the
striking

strike an  unarmered foe regquisite rating
$TM, SM - Character's staming rating

chances of  successfully STR, ST - Character's strength rating

TAL, TL - Character's taient {magical ability) rating

IQ, INT - Character’s intelligence rating
MA - Movement Allowance: number of hexes
or squares that & character can move in one melee round

(rormally 5')

NPC - Non-Piayer (haracter:; any character
EAC - Effective Ammor Class: represents AC {armor  cuntrolled by tne GM rather than the players
cnaracter's



NEW ABILITIES FOR THIEVES

Tnis section describes two new additions to the
thief's arsenal of personal capabilities: Spot Hidden,
and Sense Ambush, These abilities may also be used, at
reduced capabilities, for non-thief characters.

SPOT _HIDDEN

A thief may make a Spot Hidden roll if ne wishes
to perform any of the following actions:

- search a wali, floor, or corridor for secret

doors;

- examine an object for secret compartinents; or,
- search for a hidden or camouflaged object,

A player may choose to make either a Perfunctory
or a Detailed search attempt,

A ist devel thief's base chance of successfully
spotting a hidden or concealed object is equal to his
Perceptiveness rating. C(haracter Perceptiveness s
derived from DSC and 1G, and is equal to DSC, + 1 point
for each point of IQ greater than 12 and - 2 points for
each point of I less than 3. {Thus a character with a
BSC of 11 and an IQ of 16 would have a Perceptiveness
rating of 15,)}

Additional adjustments are wade to the base rating
for Spot Hidden;

character has
chances;
-6% for

1) (haracter Eyesight - 3f the
Excellent eyesight, add +#15% 1o success
add +10% for VYery uwood, +5% for Good,
poor, and -10% for Bad.

2) Character Race - if the character is elven, add
+15% to success chances; kobolds add +10%, dwarves
+5%, and pixies -20%.

3) Training Fields - if the character knows
Architecture, add +15% to success chances when
searching for secret doors; if the character is a
Cooper, add +10% (+20% if a master) tu success
chances when attempting to locate secret panels on
barrels, chests, boxes, etc,

4} Experience Level - for each level of experience
attained, increase sSuccess  chances by 2.5%,
rounding up {or, more simply, add 3% for even
levels - 2, 4, 6, etc, - and 2% for odd - 3, &, 7,
ete.).

& non-thief character may also attempt to Spot
Hidden objects., HNon-thief base chances are considered
to be 5%, All bonuses for eyesight and race are halved
{rounding wup) when appiied to non-thieves, and all

penalties are doubled,

Non-thieves do not  receive automatic increases in
Spot Hidden abilities for experience level advancenent;
they aay, however, receive an  increase to their
abilities for successful attempts. Wenever a non-thief
successfully Spots Hidden on his first attempt {see
below), he may make a saving rall against I on ZD1Z2;
if the saving roll is successful, the 3Spot Hidden
chances of the non-thief character are increased by 1%,

described $0 far represent  the
character's ¢chance of iocating a desired object throuyh
Perfunctory search, a rapid examination of the area or
object in question. Both thieves and non-thieves may
increase their  <hances af Spotting Hidden by
undertaking a more  Detailed search, If a player

AVl chances

declares that he is making & Detvailed search, multiply
his normal success chances by 1.5 {rounding up};
muitiply the time required for a Perfunctory search by
4, To give the GM some guidelines far time requirenents
for searching, some examples are provided (the tTimes

are givn in the number of 15 second melee rounds
reyuired):
Object Perfunctory Detailed
57sq section of wall, floor Tar diar
Drawer in desk or Dureau 2-3mr 10mr
Small chest, coffer, or chair 2r Sr
Large chest 4mr lémr
Entire desk or bureau 10mr 40mr
Buor 1-2mr fnr

A player wmay attempt only one Perfunctory search

of any area for hidden
continue to make Detailed

objects; he can, however,
searches of an area for as
long as he wishes, Remember that, for a non-thief
character, the experience roll is made only if the
character is successful on his 1st search attempt of an
area, whether it be Perfunctory or Detailed,

If the first search attempt of an a2rea made by a
character 1is in Detailed mode, he may not later make a
Perfunctory search of the same area,

The GM may elect to allow the ‘“Hey, you just
noticed something!" roll for his players. This raill
functions at one-haif (Perceptiveness plus racial and
eyesignt bonuses oanly), and can handle the situations
of glancing into rooms, down halls, etc,, or just
wandering along (effectively, the player's luck was in
that time).

SENSE AMBUSH

Thieves and fighters both have an ability to sense
the presence of other beinys who have nidden themselves
in the vicinity of the characters, A player may elect
to make a Sense Aubush roll if:

1) he wishes Lo deternine whether the area around
him is currently irhabited by beings other than his
own party; or,

2} he is attempting to locate another individual

who 15 believed to be Hiding in Cover,

For Dboth thieves and fighters, the base chances of
Sensing an Ambush  are  equal to the character's
Perceptiveness rating (DSC + tne 1Q bonuses and
penalties outlined under the Spot Hidden ability), The
following adjustments are wade to the base ability, if
retevant:

i) OCnaracter Hearing - Characters isay receive
bonuses tor  their hearing  abilities 1if  the
concealed party of ambushers contains functionally
active individuals who are of  Green or Intermediate
levels (if the concealed group 1s comprised of
monsters, monsters of up to 8 hit dice - 1 tu a

maximuti of 56 HIK - are considered equivalent to
Green, ang those of wup to 16 hit dice - a maxinwi
of 112 HTK - equivaient to Intermediate}, [If the

chdracter attempting to Sense Amnbush has Excellent
hearing, add +5% to his chences of Sensing if there
are [ntermediates n the <oncealed group; add +2%

if _hﬁs aearinyg 1s  Good, If the concealed group
contains Green level bpeings, double these bonuses.
These bonuses are given only f the Green or

Intermediate level beings are active
situation;

in the current
a group couprised primarily of yeterans

1-14c



does not get scored for having a Green level if
they have a Level 2 confederate watching the horses
408 yards away from the proposed ambush, The oM aay
wisit to adjust tihese bonuses upward or downward to
refiect the role-playing tnitiatives actually taken
by thre Sensiny and/or Anbushing parties.

2) otharacter Sense of Smell - (haracters may
recelve Bonuses to thelr Awbush  Sensing if they
have an above average sense of smell, and the wind .
ig blowing the scent of the concealed group toward W
tae sensiayg player{s}. To determine wind direction,
roll a Dlu, using the table below:

1) North (N} £) Soutn {s)

2} Nortneast {NE) &) Southwest (SW}
3) East (E) 7) West (Wj

4) Soutneast (SE) 3} Northwest {NW)

9-10] Winds are too lignt to carry
a scent in any direction,

[f tne sensing player is downwind of his hiaden
opponent{s), add +15% if ne has an Excellent sense
of smell, +10% if VYery Good, and +5% if his sense
of smeli is Good,

3) Requisites - Thieves and Tighters attempting to
Sense an Anbush receive ponuses 1f  they possess
above average TJAL ratings. These are awarded at:
12-13, +3%: 14, +5%; 15, +8%; 16, +12%; 17, +16%;
18, +20%; 19 and above, +25%. These bonuses reflect
the character's innate ability to "sense" that
something is wrong,

4y vpistance - To operate at full effectiveness, a
character who is attempting to Sense  Anbush must be
within 120" of a foe waiting 1in ambush (60" 1f
indoors or underground}, or within 60’ of an
opponent who 13 Hidden in Cover {30' if indoors}.
If a character attempts to 5Sense an Ambush beyond
these maximum distances, reduce his success chances
by -5% for each additional 10 of distance (5' if
indoors) between the sensing character and his
nearest target,

5} Training Fields - 1f the Sensing carecter has
been trained 1o Tracking, add +1%% to h1s  Sense
Anmbush  chances, Lf he nas been trained im Trapping
{and the anbushing party is usiny traps or snares),
add +15%.

6) Paranoia - Players who wish to have their
characters act with extrene caution in potential
encounter  situations way improve  their  Anbush
Sensing  capabiiities by choosing  to exhibit
parangid  sensinilities. A -paranoid character may
add +205% to his narmal success chances for  Sensing
Fmbush ; however, on  any successful Sensing roll, be

will always be positive that Tinpending  danger 715
nearby, whether or nut 4 foe is actually present in
the areq.

1-14d



CHARACTER SENSORY ABILITIES

In Thieves* Guild [,
brief descriptions of

players were provided with
the possible wuses of, and

limitations on, 4 character's basic sensory abilities
{Signt, Hearing, Smell, and Taste), In this section,
those rules are expanded to  identify further

sense-related skills, and a set of tables are providea
to pe wused in generating an individual c¢haracter's
sensory talents,

1} DAYTIME SIGHT.

In Tal, base Signt dentification chances are
stated categorically to be 90% if the player 1is within
50" of his target, 60% between 50' and 150', and 30%
beyond 150', In actual practice, Sight identification
chances  and  ranges  cover a broad spectrum  {pun
intended), depending on the type and size of the object
being scrutinized, If the signted object or person is
humanoid-sized  or larger, chances  of yeneral
identification (measuring the total number of objects
in a group, distinguishing men from dwarves, or
griffons from eagles, etc.,) are 90% within 15G', 60%
between 150' and 300', and 30% between 300' and 500'.

It more exact identification is  sought
{distinguishing marn from arc or elf, determining
whether a party is in battle dress, robes, or peasant
garb, etc,), the range maximums from TGI (50', 150°,
and a maximum of 300' for the 30% sighting range)
should be used, These same ranges and percentages of
success can be used if a character 1is  attempting to
general ly identify a clearly visiple object of at least
the size of the famous bread-box or larger (for those
who have never seen a bread-box - and there should be a
plethora of you - it's about 1' by 1.5' by 1.5', or
2,25 cu') - examples wmignt be a chest, an apenly
displayea weapon, or a 10U' coil of rope,

To identify somewnhat smaller items, or to obtain a
still more complete picture of an approaching figure's
attire (identifying the insigne on a guard's shield or
uniform, Tocating the telitale bulge of a  purse bengath
a man's garments, etc.), success chances are considered
To be 90% within 30', 50% between 30’ and 80', &ng 20
from g6' to 150", Finaiiy, at the most winute level of
detail {(reading an engraved inscription - assuming one
can read, deterwining the general type and/or number of
gems set inte a piece of jewelry, etc,), success
chances are 90% witnin 16', 50% Dbetween 15' and 50',
and 10% from 50* to 100'.

A M snould award pluses to stated identification
chances if a player s in  extremely familiar
surroundings (like his own home), or if ne 1is looking
for a person or thing known to be in the area. In the
wilderness, add +10% to Sight identification chances if

the player has been trained in either Tracking or
Trapping. If the object being sougnt has been
deiiberately camouflaged, a character must make a
successful  Spot Hidden roll in order to “see" the

ebject (see Thiefly Skills, page 1-14a, for details of
this ability), If the character is attempting to iocate
4 person wWia i3 Hiding ia Cover, a Sense Ambush roll
rather thar a Sight roli should be made.

To deterwine an individual character's Sense of
Sight, wroli DLOOU, and cross-reference the result in
the chart for ABJUSTMENTS TO BASE SIGHT IDENTIFICATION
CHANCES on the row corresponding to the character's
raciai backyround,

2) HEARING.
Player-characters have a base 10% chance of
Hearing, and perhaps identifying, nearby sounds (within

60' indoors and 250' outduors). Thieves will receive an
automatic 10% bonus to Hearing chances at 1st  level;
their Hearing abilities also increase by 10% for each 3
levels of experience gained - these bDonuses are gained
at 4th, 7th, 10th, 13th levels, etc.

If a cnaracter is listening at a door, or is
otherwise personaliy concealed while attempting to make

a Hearing roll, add +5% per beiny to his base success
chances 3f there are more than 2 beings in  the group
within listening range, [f & character i3 making a

Hearing ro}l while members of his own party are talking
{this should include piayer discussions as well as
conversations between player-characters), reduce nis
success chances by one-half {rounding up).

To deteruine an  individual character's Sense of
Hearing, roll D100G, and cross-refereace the result in
the chart for ADJUSTMENTS TO BASE HEARING CHANCES on
the  row corresponding to the character's racial
background,

3) SMELL.

Player-characters bhave a
identify nearby smells and odors., A character receives
a 20% bonus when attempting to identify an aroma s/he
has successfully ddentified in the past, (hances of
smell  identification may be adjusted to reflect the
nearness and intensity of the odors being analyzed (the
smell of ten wolves, for example, would be more
pronounced and correspondinyly easier te recogqnize or
identify than the odor of one}.

154 base c¢hance to

In  outdoor encounters, smell identification
chances will also be hignly affected by the positions
of the character and the producer of the odor; if the
character is downwind of the smelly object or being, he
may be able to notice the aroma, while there is little
chance he will even be aware of 1L if he is upwind, [f
one is to the side, the presence of the smell will be
affected by the wind speed, with wmore pheromones being
avaitable to tickle 9one's nostrils in calmer
conditions, Wind direction may be established by
rolling a 010 on the chart below:

1) North {N)

2} Hortheast {NE)
3} East (E)

4) Southeast (SE)
9-10)

3) Soutn (S)

6} Southwest (SW)
7} West (W)

: 8) Northwest {Nw}
Winds are too lignt to carry

a scent in any direction,

Wind speed may be simulated a 100G point scale,
being a hurricane, and 00 being dead calm,
speed for the day may be generated by rolling a D20,
adding whatever amount the GM  feels reflects the
prevailing wind velocity in that particular area, and
then subtracting from 100, Wind speed has a 35% chance

with 01
Initiatl

of changing (about every 10 minutes in encounter
situations), but wiil seldom rise or fall mere than a
10% tncrement, Roll a D10 and a DBy if the D& shows 1,

Z, or 3, add the result
speed, reflacting
shows 4, 5, or 6,
reflecting a fall

of the D1} to the current wing
an increase in velocity; if the D6
subtract the result of the D10,
in velocity, For situations when a
character is to the side of the odor-producer, the GM
may elect to allow success -chances to be to the nearest
10% of the character's base skill (rounding up), using
the wind speed as the percentage.

To determine an ingividual character's Sense of
Smell, roll D000, and crouss-reference the result in
the cnart  for ADJUSTMENTS TO BASE SMELL IDENTIFICATION

CHANCES on  the
Facial background,

row curresponding to  the character's
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1f one or wore characters

in & party

nave dn

Excellent or Very Good sense of smelf, GMs should award

these individuals & saving roll to detect

of  danyerous odors  (poison

sufficient time to  organize
Conversely, characters with Excellent

defensive

the presence
yas, smoke,

etc.) in
action.

senses of sinell

may have to wmake s$aving rolls against Stamina  {5TH)

when  assaulted by powerful

foul odors (deconposing

flesh, a sulfurous stench, etc.} in order to retain the
ability to function at normal peysical levels.

aAdd +10% to the character's base chances
trained in  Dyeing

(fabrics); adg +25%, 1f the character nas been trained

jdentification if s/ne nas Dbeen

in Parfumery.

4) TASTE.
Player-characters have a
identitying an edible or liquid

of smell

base 15%  chance of
supstance througn taste

analysis, A character receives a ZU0p DbONUS when testing

a ypreviously tasted substance
increased to <5 high 45 60%
substances |ike beer or wine),
taste analysis will determorate
attempts ta sample severai different

single sitting (if these substances
alcohalic, just about everythiny

(tis
for

fhances of

rapidly if a
substances 1in a
nappen to be

bonus  Mmay be
pxtreqely cowmmon
successful

character

about the character in
terms uf requisites may deteriorate rapidly).

Player thieves who regularly wuse poisons as part
of their wodus operandi {on weapon tips, as a murder
method, etc.} will have some chance to identify poisons
through taste analysis. A thief who has experience with
poisons is assumed to have a base chance of 25% of
identifying & substance as @ comaon poirson by taste
testing {(this assumes wveerrry tiny sips, of course -
any poison is dangerous, and can kill quickly with a
MINOr overdose}; success chances lmprove by 5% for each
level of experience the thief has attained (using
poisons - a 10th level thief does not have a 7U% chance
of identifying poison by taste unless he has been using
poisens  for tne time invoived in  acquiring those 10
levels), If tne poison 1is exotic (e.q., curare,
caymanite), the same thief would receive a 5% base
chance of 1dentification by taste, and +2% for each
level of experience attained,

Add  +15% bonus to taste identification if the
character has been trained in Cooking, and +10% if s/ne
1s a Brewer.

To determine an individual character's Sense of
smell, roll PIUUL, and cross-reference the result in
the chart for ADJUSTMENTS TO BASE TASTE IDENTIFICATION
CHANCES on the row corresponding to the character s
racial backyground,

ADJUSTMENTS TO BASE SIGHT IUENTIFICATION CHANCES

B lind Hearsignted Bad poor fFair Good Very Good Excellent
Race -60% _ -40% -2U% __-10% . 0% +10% +20% +40%
Humanity T001-002  003-03% 026-090 091-180 181-780 781-590 861-970 971-000
Hobhits, Orcs,

Half-orcs 00i-002 0U3-01%5 U16-060 061-130 131-870 #71-930 931-950 481-000
Elves, Half-elves ool U02-005 006-025 026075 076-200 201-800 201-950 951000
Centaurs - 001-002 003-015 016-060U 61-175 176-300 301-900 901-000
Dwarves 001-003 004-040 041-100 101-300 301-350 851-925 926-990 941-000
Kobolds, Goblins,

Pixies 001-005 QU6-07% 076-525 526-800 $01-940 941-980 481-998 999-000
Uruk-hai oul uu2-010 0U11-07% Ur6-160 161-760 761-920 921-975% 976-000
ADJUSTMENRTS Tu BASE HEARING CHANCES

pDeaf Say What? Bad Poor fair Good yery Good  Excellent
Race o . -60% Ao -20% _-10% 0% +10% +20% +40%
Humanity Qu1-0u3 Ju4-0lb il6-040 U91-220 221-76% 766-500 901-985 986-000
Elves, Halt-eives,

Uwarves, Gobiins JuU1-002 0u3-020 U21-085 Ule-174 171-810 811-915 916-980 981-000
Urcs, Half-orcs 0u1-003 Uu4-920 0£1-100 101-225 226-850 851-930 931-990 991-000
Pixies, Uruk-hai Gl Quz-210 01i-085 056-180 181-800 201-900 901-980 931-000
Hobbits, Centaurs oGl 002-010 011-064 061-120 121-280 281-790 791-950 951-000
Kobolds o1 102-9Us 006-040 041-100 101-230 231-400 401-900 901-000

ADJUSTMENTS TO BASE SMELL IDENTIFICATION CHANCES

None foor fair ood Very Good Excellent
Race B -10% 0% +10% +30% +50%
Humanity 01 -0u8 009-100 101-85% 856-915 916-965 966~-000
Elves, Half-elves,
Orcs, Half-orcs, Uruk-hat Q01005 dU6-070 0¥1-910 911-950 951-980 951-000
Centaurs, Jwarves,
Habiits, Goblins Q0:-003 J04-040 041-340 341-280 531-955 956000
pixies, Kobolds 001 Quz-0z% Q26-175 176-500 501-820 821-000

AUJUSTMENTS TO BASE TASTE IDENTIFICATION CHANCES

Gad poor Fair Good Yery Good Excellent
Race -4k -10% _ 0z +10% +20% +30%
Humanisy h o TTTTG0L-005 JG-065 066-930 931-965 966-985 §236-000
Fives, Haif-elves, N
Centdurs, Gobling gul-002 0J3-03% 336-960 961-980 981-995 996-000
Hobbits, Pixies 001 0yz-015 016-460 461-940 941-979 376-000
Orcs, Halfearcs, Uruk-hai ) )
Dwarves, Kobolds U01-010 011-520 521-965 966-9%0 991-998 999-000
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TAILING,
STAKING, MAKING, & BREAKING

In the course of a thief's underworld activities,
he will occasionally be called upon to follow another
person in order to find out where the latter is going,
the activities he intends to engage 1in, or the others
with whom he is associating, Conversely, the thief may
find himself the quarry, being trailed by a person or
group, This section attedpts to provide some guidelines
which the GM can wuse to moderate tailing situations
{such as those presented in the pursuit adventures from
Thieves' Guild volumes I & IV).

Terminology in trailing is relatively simple. The
target (the one being trailad or followed) s the
"quarry”; the person d¢ing the following or trailing is
referred to as the "taii". when a tail is first set up
or established, the watch for the proposed quarry is
referred to as “staking the tail“, If the quarry spots
the tail, it is called "making the tail" - the quarry
has identified or “made” the person following him, If
the quarry succeeds (purposefully or accidentally} in
evading the scrutiny of the person following him, he
"breaks the tail"., (Yes, the terms rhyme, but that's
accidental, not purposeful.)

In the tailing operation, the GM should encouraye

(require, 1if necessary) the players to role-play as
much as possible, with careful descriptions of the
actions they are using or contemplating to keep the

quarry in sight, or, if one of them is the quarry, what
actions they consider important in "breaking the tail",
As the gquarry and tail wind through the streets of a
city, or the corridors of an wunderground complex, or
even the trees of some great furest, many opportunities
for good role-playing will present themselves {ducking
behind a4 tree or a building to avoid the eyes of a
suspicious quarry, the quarry enters a tavern, oOr
disappears into some crevice - what does the tail do
now, etc,}; the GM should make use of all of these
situations,

Normal distances for tailing are 25' indoors, or
60" outdvors (read yards for feet if in a wilderness,
ratner than an urban, environment). At these distances,
the base chances for spotting the tail are 8% and 5%,
respectively {these reflect the “"rising of the hairs on
the back of the neck" that some people get when under
surveillance), The chances are modified to reflect a
number of different circumstances: perceptiveness of
the quarry and the tail, distance, density of crowds,
lighting conditions, the quarry's personal knowledge of
his tail, the number of people in the parties of both
tail and quarry, cover availibility for voth body ana
sound, and the relative experience jevels,

of tail,
aliow the
outset {the

If e player is acting in the position
the GM shouid set up the situation, and
player to opegin %is operation at the
quarry's home, notorious haunts, etc.), using the
options and modifications in Staking the Tail. The GM
should aiso make checks for “the quarry spotting the
tail, once the tail nas been established; this should
average each 2 wminutes 1in an underground or other
indoor situation, each 5 minutes in an urban (outdoor)
situation, and each 15 wminutes in  the wilderness; he
may wish to use the modifications in Making the Tail.
If the guarry does spot the tail, the player (or the
GM) may wish 10 exercise the options in Breaking the
Tail; the check for losing the tail should also be  mace
whenever any random encounter affects the tail, or
whenever the quarry leaves the immediate line-of-sight
of the tail {if he rounds a cerner, enters a doorway,
etc.). The possibility of losing the quarry can also
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depend on the actions of the tailing player; "a clever
and witty plan staveth off the wrath of the GM."

Staking the Tail

When the quarry's present whereabouts have been
determined, the tail may staeke out the area near this
location so he can pick him up easily when the quarry
leaves, This may require considerable hanging arcund or
loitering, There s a 35% chance somecne will become
suspicious of the tail, depending on how circumspect
the actions of the player have been (GM's discretion),
Such suspicions can lead to questioning of the tail, a
warning being given to the proposed quarry, or even a
descent on the poor tail in force, cuiminating in a
severe beating and & warning not to returfi, The player
should have a ready story or excuse to explain his
presence if such a crisis should develop; disquises are
alse possible {even recommended}, and the GM should
adjust the chances of suspicious reaction according to
the player's handling of the situation. If the quarry

should appear  {apparently totally unaware of the
presence of a follower), the chase s on!
Making the Tail

There is always a small chance that the quarry
will nappenstance spot his tail; this is a base 8%
indoors, and a base 5% outdoors. If the quarry 1is

suspicious, and is searching for a possible taii, tne
chances rise to 20% and 30%, respectively., All chances

of making the tafl are subject to various and sundry
modifications:
Perceptiveness: add the result of quarry's rating
minys tail's rating to the base chance (i.e., the

result is subtracted if tne tail's rating is higner
than that of the quarry).

Distraction: If the tail has provided himself with a
reasonable cover, or & distraction wich wil} draw
the quarry's attention away from the tail (window
shopping, another tail with whom to play at being
lovers walking hand-in-hand, accomplices willing to
make some sort of disturbance, etc.), the GM should
subtract 1% to 20% from the spotting chances
depending on the efficacy of the distraction,
Distance: For each 5' of additional distance between
guarry and tai! indoors {10' or 10 yards outdoors),
subtract 1% froin the quarry's chances of spotting,
For each 5' closer indoors (5' or 5 yards outdoors),
add 3% to the spotting chances.

Density of Crowds: Subtract 5% te 20% (using an
tncrement of 5%) from the spotting chances depending
on the crowd density.

Light Conditions: Subtract 2% to 10% {increments of
2%} depending on the anount of iignt visible to the
quarry,

Personal Knowledge: Add 15% to the spotting chances
1f the taiT 7s personally known to the quarry,

Number in Party: Add 1% to the spotting chances if
there are 2 in the tail, 3% if 3, 6% if 4, 10% if 5,
15% if 6, etc., (assuming the the following party is
not using one of the multi-person tails described in

Special Tails, below).

Ade?uate Cover: [T there is adequate cover and the
talt can Hide 1in Cover while maintaining the taii,
subtract 5% frum the spotting <hances; if he cam, in
addition, Move in Silence, subtract an extra 10%. If
the tail can only Move in Silence {(there is no Cover
for fiding, or the attempt fails), subtract 5% from
the spotting chances. If the tail misses either roll
in the upper 10% of his failure percentage (i.e., a
60% success chance leaves a 40% failure rate; the
upper 10% is the top § - 97 to @@}, add 40% to the
spotting chances - it is assuied that tne tail nas
managed to make himself particularly conspicuous,
Relative Experience: Add the result of quarry level
minus tail level to the spotting chances.




The Teast chance of spotting the tatl is 1%: this is to
account for the Murphy Factor, since sowiething can go
wranyg with  even the most careful plans by the most

foilower, Snculd the adjustments result in a
neyative of zero chance of spotting the tail, treat the
tinal chance as 1%. Alsc, the chances of spotting can
not exceed 99% {unless the tail makes it plain that he
is being an "obvious" tail),

skilled

Breaking the Tail
If the quarry should spot the tail, tne GM may

wish to roll  for the chance that the guarry eludes the
teil, The base chance for an aware quarry to “"shake his
tail” is 15% outdoors, and 25% indoors {the base chance
for a yguarry unaware of the tail is 0%; only those
options indicated by an asterisk [*] apply in this
instance). Many of the niodifications applying to this
action are the same as  those which apply to the chances
of sputbing the tatl:

Ferceptiveness: as for spotting chances,

fistraction®: [f 4 random encounter occurs to the

Td11 Lfor an unaware quarry), there is a 5% to 30%
{using an  increment of 5%} add to the chances of
breaking  {unless  the  encounter s sufficiently

the immediate breaking of the
of the distraction. If

devastdiing Lo cause
tail) depending on  ihe depth
an  daware guarry nas  acconplices who can  Credie a
distraction, they may be able to shake the tail
campletely; in  any cdase, ada 35% to guarry's chances
of  predking the tail if he can, in any way, take
advantage of a randos  encounter, or  Credte Soue
gistraction or gisturbance,

Distance*: Add 2 for each 10' over 100' (10 yards
over 100 yards) tnat the tail is behind the gquarry
outdoors, Add 3% for each 5° ogver 40' indoors,

Density of Crowds*: Add 5% to 25% to the
chances of breaking the tail depending on
the density of the locai crowds,
Light Conditicns*; Add 10% to
thances 3f the chase is at night,
Subtract 2% to 10% (in steps of 2%)
depending on the light visibie to the
tail in the vicinity.

Personal Knowledge*: I the
115 habits are personally known to the
tail, subtract 10% from the cnances of
breaking the tail, Personal  knowledge
means some form of intimate contact.

Number in Party*: as for spotting

the break

quarry and

chances, but the number in the quarry's
party determines the factor,

Adequate Cover*: If  adequate cover is
available, and the quarry is taking
precautions by Hiding in Cover andfor
Moving  Silently, apply the same

percentages as for spotting chances, The
same penalties apply to the quarry as for
the tail in the case of an extreme miss.
Relative Experience: as for spotting
chances,
The chances of breaking the tail can never
exceed 99%; there 1is always that lucky
chance that the tail can manage (through
some  wiracle) to waintain  comtact. In
agdition, the <c¢hances of losing the tail
cannot  fall pelow 1% (again the lucky, or
uniucky, chance),

Arcane Bugging
[t is possible that a thief doing a job

tracking and tailing may have access to
various small devices produced by some of
the mages and enchanters of the local area.
These devices allow a person to be trailed
using such magical adjuncts as crystal balls

or oOther skrying pieces. It requires a
reverse pickpocketing job to plant the bug
an  the suspect; the wuswal chances are
halved, however, to reflect the difficulty of placing
something on a person (it needs to be put in a secure
place, or it will be easily lost), Use norwai methods
to determine success or failure; a c¢ritical miss means

n

that the quarry is now aware that “something funny is
goinyg on", or that he has spotted the plant attempt and
may take special precautions to aveid being followed,

Special Tails

There are some special methods of taitling which
use multiple tails. One such is an exchange tail, which
may use three or more pegple, who can drop off and be
replaced by each other, as they fee! the quarry may
have spotted them; the exchanges are worked by hand
signals, and the cewbers of the tai) are usually about
nalf-a-biock apart. This one is normally wused on city
streets, although the tail may function underground if
the quarry does not expect the area to be deserted,

Another spectal tail 1is the 'obvious" tai}, in
which one menber of the tailing team makes himself very
obvious to the quarry as a pursuer, eventually allowing
himself to be shaken, The ather member{s) of the team,
meanwhile, keep up a nornal exchange tail with frequent
changes. This may lull the quarry into believing that
he is safe, and may proceed to his destination with no
further interference.



CAT-BURGLARY SCENARIOS

MO

SECOND STORY ADVEWTURES

Black Hand
quartet of
to  lock

The clcaked and cowled leader of the
sat  at the head of the table, surveying the
thieves before him, All were attempting
nonchalant. They were good men, he knew; but, as he
scanned their curious, somewhat anxious faces 1in the
flickering lamplight, he could not be sure if they were
good ENOUGH...

"Gentlemen," the leader began, “tonignt is a
portentous evening for our bDrethren throughout the
city! The Guild has again turned aside our most potent
thrust at the last moment. Time after time, we have
coie s0 close to crusning their fading powers, only to
be set back by cruel fate," The leader rose abruptly,

and smashed his mail-encased fist against the oaken
tabletop. "I will not be denied again!”
A decanter half-full of wine, toppled from its

perch by the force of nis blow, fell to the floor,

shattering, spraying glass fragments and wet red spots
over the surrounding tiles, The four said nothing,
merely eyed their shadowy master, who now paced back
and forth pefore them, nis dark eyes ablaze with
hatred, Finally, after several moments, the tall,
blond-hatred thief called Jayonye broke the ominous
stlence, “And nhow may we serve your needs, Father

Marco? We would all gladly give our lives to masten the
day of our accursed enemy's downfall,”

"You %%l well do sol" the leader raspea, as the
gquttering ame cast madly dancing shadows across his
face, “The mission you will perform is but the first
part of a plan to divide and demoralize the Guild from
within, It is well known to all the Black Hand that the
Guild leaders have no greater source of pride than
their supposedly invioiebie sanctuary, Rogues' Roost -
and that this building houses the Guild's revered
shrine to its past masters, Masters' Lounge, where the
skulls and handgs of these wen and women are forever
preserved and displayed, Forever, my brothers - until
now!

"You four are to find a way to gain entry into
Rogues' Roost - to violate the inviolable, Once you are
within, you are to locate and gain entrance to Masters®
Lounge, wnere you will steal the skull and hands of the
venerdted First and Foreaocst, Del ur-Yenite himself. In
its place, you will leave the severed remains of Decla
Monrc, that bumbiing oaf who was the last f{uild
lisutenant sent to . ., , manage our holdings in the
Commons. In this way, Master AZimuth (that simpering
swine} and the rest of his men will know that the Black

Hand 1is responsibie for this retribution - and that
none af them can ever feel safe under the Guild's
protection again!" He ended on a rising note of near
hysteria,

"Surely you jest, Father, and make sport of your
loyal supporters.® The speaker was a short man of
swarthy complexion, sitting to Father Marco's left.
Now, instinctively, his rignt hand rested on the hilt

of the ornate dagger hanging from his belt,
"I do not jest, Cugar - especially about a matter
of this importancet”

“"Then you are wad!" Cugar shouted, leaping to his
feet, "It would be bad enoudh if we nad only to deal
with the fact that we were outnumbered 20 to 1. But tis

well known that the spirits of the thieves of eld still
prowl the corridors of the Roost, and will &llow no
harin to befall their own, We cannot hope to  complete
such a mission,”

"That 145 just the sort of old wives' tale the

Guild hopes we will believe,.."

ou will, Father, I'li not risk my
egend, nor will anycne else once

"Believe what
life challenginyg that

I've told them." Cugar turned and strode forcefully
toward the door, Strode two steps, then crashed to tne
floor, bloed gushing from a gaping, jagged wound in his

throat. Marco retrieved the blade which had opened thisg
flow, wiped it on the dead man's shirt, and returned it
to the small sheath concealed within the foids of his
cloak. He turned toward the three stunned witnesses Lo
nis ruthlessness, and eyed them accusingly,

"That  was unfortunate - unfortunate  but
necessary,” he said n tevel tones, "If tnis venture is
to  succeed, these plans must be kept secret  frum ali
without these four walls, [If any of the rest of you
prefer to refuse this mission," nis voice was siiky,
dangerously sweet, "there'll be no knife - just a few
days in & gutet isolated cell, wuntil the job is
finished,"

For a few seconds, the tension made the siience in
the room  atmost palpable, Finaily, Jayonge spoke up.

“1'm not afraiag of idie rumors, Father.,” The tall, wiry
man at Jayonge's left shoulder, 3evye Bureem, nodded
agreenent, slowly, Marco eyed them momentariiy, then
turned to the third survivor, a robust man with graying
sandy hair,
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"Well,
yourself? Or are you afraid of ghosts?"

Krannock? Have you nothing to say for

Krannock replied in & calm, alnost singsong tone,
"Yes, my lord, I am frightened. Only youny men or fools
are fearless in the face of danger - and [ am neither,
As to gnosts, [ fear your confident words cannot
reassure wme; for you have been ail too fallibie these
past several wmonths,' Marco stiffened, but did not
speak., "Stiil, my lord, [ think your ides 13 a good one
- provided that the three of us are yiven access to the
Hand's storeroci of magical dccessories, ang can  equip
ourselves in & manner that gives us a reasonable chance
of succeediny &t this  task, It seens onily fair, my
lord, given cur, 2k, sudden redultios in nunbers," A
tpan sile  crept  acress Krennock's fegtures, as he saw
that fis gaubit nad borpe fruit, de decideg to  press
nis  luck, "My lord, i, for wyself, would like to know
the rest of your pian, so that [ mwignt  beatter
understand the roie we and our task are {o play.”

Marco's eyes ylinted tike flint on  steel as he
glared back 43 his bold gquestianer., "You will have the
assistance you reduire o ccooupiish  your @issian,
Krannock, though [ thowygh you o were o jrester aetile,
As  for toe informetion you seek, that tus will be
provided - 3t you return successfully with ur-Venite's
skuil., For rnow, sy braothers, listen ciosely - and |
will tell you what is known of Rogues' Roost..,”

* K ok N K

In this adventure, the players will attempt to
execute The daring robbery Just outiined by Father
Marco, To do so, they must first conceive a s3trdlegy
for gyaining entry inte the Guild's sanctuw  sanctorum,
OUnce within the walls of the Rowost, the agents of the
Black Hand must quickly locate the object of their
wission, all the while avoiding the guardians of the
Guiia's headguarters, and the clever smares for the
unwary {and unauthorized;  that the Gus ldmaster uses to
protect his environs.,

If the traditicnal scenario fornat is ased, the GM
will have the responsidiiity of playing the various
Gutld thieves and officers present at Rogues' Roost, as
well  as  any NPCs encountered  in the wvicinity of the
nouse, Afternatively, the scenariu can be run with 4
second group of players portraying 3-4 members of the
Guiig who are actively engaged in the Roost's defense,

These  players will act in the roies of trusted
underiings Lo the Guildiuaster,

{oM's nNote: 1f this scenarro i played with  Guiid
player-cngracters, the G may find it necessary Lo

adiust play Dalance by somewiat reducing the total
number of guards ang traps located around the Roost,)
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THE BLACK HAND THIEVES

Although the GM may at his discretion allow the
players assuming the roles of the Black Hand
infiltrators to use their own characters, we recommnend
instead that they portray the gpre-rolled thieves
described below, and be aliowed to  transfer any
experience points earned on  this mission to their other
cnaracters {(this trio of thieves has been designed to
provide a2 mix of the skills most likely to prove useful
an this mission, and drastic alterations of this
line-up may greatly change the play balance of the
scanaric).

Jayonge - (6th Level Male Human Thief)

Jayonge is a  fearless young
second story burglar with great
30% |agility and quickness, He has a
92% chance of climbing 10' of

Sense Traps
Openiny Locks 5%

Locating Traps 25% | vertical surface Without
Disarming Traps  40% | falling, and a +5 Dodge Bonus
Pocketpicking J0% | (which when added to his cloth
Silent Motion 35% [armor, gives him an effective
Hide in Cover 45% larmor class of 7). He is
Climb Y2% |ambidextrous, a very accurate
Hear Noise 30% |marksman with a throwing knife,
Sense Anbush 19% |and unafraid to take on & man

combat if the
rough. 0On  the
negative side, Jayonye's
exuberant self-confidence sometimes goes too far, and
leads him to act rashly (without thinking of the
possible consequences), He also remains a product of a
rather  barbarian upbringing, and has  troutle
impersonating anyone of station, He has done very well
for nimself financially in his relatively few years as
a criminal, but is fanatically loyal to the Black Hand
cause and completely willing to lay his life on the
line to see this mission successfuily completed, He has
survived some very close scrapes with death in  the
past, causiny some to say that the gods smile on him {a
not unreasonable conclusion; the GM should at  least
treat him as having considerabiy above average luck

20% | in hand-to-hand
going  gets

Spot Hidden

wnen interpreting the possible consequences of a  set of
actions).,
Sevye Bureem {7th Level Male Urc Thief)
Sevye normally makes his living
[T as a nignway robber or mugyer
Sense Traps 354 | rather than as a second story
Gpening Locks 75% jman, for his greatest  skiild
Locating Traps 45% [ lies in Rhis potent physical
Disarming Traps 60% | strenygth; however, he is  also a

Pocketpicking 90% [hignly trained picklock with a
Silent Motion 40% | surprisingly delicate touch fur

Hide in Cover 45% | a tellow of his physical buik,
Climb 87% 1 Sevye keeps mainly to himself,
Hear Noise 40% | and has  few close comrades in
Sense Ambush 30% | the  Hand: he is fairly
spot Hidden 27% | even-tempered for an orc, but a
dangerous enemy when angered

. {as two former tormentors, now

Iying on the batton of the
attest), Like many of his ancestral kindred, Sevye has
a wWeakness for desecrating  symbolic Lreasures That nis
foes hald dear; he will fing it difficult to keep these
enotions in  check while in the halls of the despised
enamy, As a trained locksmitin, he has a 60% chance of
disarming traps, and & 75% chance of picking lacks: he
is also & 90% pickpocket, and has basic First Ald
skilis, He sdys little, and is a0t very successtul  at
disguise {unless ne is portraving a beggar or physical
laporer), OFf the three, he is the most likely to try
and save his oW skin if  the aissian  appears
endangered,

River Dorian, could truly

krannock (7th Level Male Human Thief}
krannock, now in nis
is no longer as

forties,
nimble as he

Sense Traps 37% {was in his youth, and wears
Opening Locks 55:, | spectacles on  most  occasions,
Locating Traps 5u% | The years have only added te
Disarming Traps 40% | kis greatest  assets, however -

Pocketpicking 75% | a very intelligent, inguisitive
Silent Wotion 36% | mind, and a crafiy  tongue,
Hide in Cover 35% | Krannock s incredibly  weil
climb 854 | read on hundreds of subjects,
Hear Hoise 40% | fron history to nerpetology and
Sense fubush 53% | religion to real estate, He is
Spot Hidden Ri% i é master of disguise, able to
impersonate men of 4l stations

{Krannock is of Guild social
background nimself} and, except fur warriors, all waiks
of life (including priests and mages). He 1is an
excellent wimic, who after one listening can duplicate
most woices (80% chance); he alsv 15 & practiced
ventriloquist, who can throw nis voice up to 50 feet.
He is an  expert .on the derivation and use of

slow-acting contact poisons {al) his weapons are coated

With a substance that induces temporary catatonia
within  5-10 minutes after its entry into the
tloodstream). Krannock is a confidence man by trade,
working his swindies throushout Haven wunder a dozen

faces and aliases; he prefers thnis sort of crime, for
he is not fond of killing, dand believes his scams are a
fair game of wits that the public is too stupid to win.
Krannock s a cynical man, with a dim view of luman
nature and the intelligence of the average individual.
He is disliked by many of the Hand's men {Jayonge anony
them} as standoffish and elitist, and is often quite
bilunt {as shown in the opening viynette) about the
oryanization's flaws; nonetheless, he believes  at
bottom in doing a job well, and will not forsake this
mission wunless all hope is  lost  (despite his obvious
self-protectiveness about 1ife and 1imb). He preters
guite to force 1in  all instances, and s neot &
particulariy proficient fignter despite his experience
level {(for he makes use of these skills vary
infrequently), He has a weakness for women, and they
are one gf the subjects on which he does not  act
sensibly.

“The Insider”

There 1s a fourth Biack Hand figure who may become a
factor in the course of this scenarig, a thief wo has
infiltrated the ranks of the Guild and become @ highly
placed official iJn that oryanization, with free access
tu all parts of the Roost. Tnis person i3 described by
Faether Marco oniy as “the dnsider”, and s to ve
contacted by Jayonye, Sevye and Krannock onlz it they

can  figure out no  other way to gain entrance to the
Roost, Marca (i.e., the GM) should esprasize strongly
to the Hand players in setting up the mission that "the

insider” represents a very, very valuable conduit of
information about the Guild's ectivities, and thal any
dctive interventior by that party in this adveniure
could  weil jeopardize that  person's position  of
influence {oy placing ki on the scene of  the criue at
the Lime of 1ty cosmnisyion, and subjecting hRim To
continuing suspicion),
[f the #lack Hand

use the insider, they are

players decide that they st
instructed to leave a messaye

at Caddis Fly's Rooming House {rouow 2i}, indicating
their desire for a ueeting, wen the messdge i3
received  (a process which may take several ddays), a
coded reply will be left ot Caddis' front desk {the
code an  agreed-upon one  given  to botn parties by
Marcoj; the reply wiii set up a nmeeting in & barroom

severai blocks away
of the Labyrinth,

tram the Roost, near the periaeter



At that nmeeting, the insider will be revealed to
be a female, althougn she will be niding her frye
identity (wearing the garb she wuses as Areesha, the
comnon trollop who rents room 2B at Caddis Fly's)., She
can provide help of several types, ranging from
providing the thieves with a relatively secret starting
piace for their assauit (the 1insider has & working
relationsnip with Karla, the kind hearted whore at
Grubb’s Meals and Massage, and the latter will agree to
let "Areesha" use her upstairs bedroom at Grubb's for
an evening}, to entering the Roost and providing a
point of entry {uniocking one of the balcony doors, for
example), to actively producing a diversion within the
Roost to cover the activities of the trio. Of <course,
the agreater the insider’s direct fnvolivenent becomnes,
the greater becomes the likelihgod that she will be
revealed as an infiltrator, so that she will fignt
vociferously to keep her participation o a minimum,
{If the GM feels that the players are callously risking
this major resource 1in order to iasure that their
mission is completed, he should feel free to reduce any
EP awards the players receive at the end of the
scenario, to reflect the nidden costs of their
actions),

Special Resources of the Hand Thieves

It should be assumed that the trio of thieves
making the assault on Rogues Roost have complete access
to any sort of basic equipment they might wish to carry
{ropes, grappling hooks, loeck picks or cutting tocls,
etc.). The Black Hand players should, however, each
identify the items they are carrying with them, so that
the GM can determine whether a character's freedom of
movenient will be inhipited by the weight or bulkiness
of nis equipnent. In addition to these basic items, the

Hand thieves are also permitted to select a limited
number of items from the organization's jealously
guarded stockpile of magical gadgetry, We recommend

that the Biack Hand players be permitted to select 3-5
items from the list below (divided wup between the
individual characters in any way they see fit}),

i} An emerald amulet containing three charges of a
Sleep spell (MR saving roll -2 or sleep 106 hours,
atfects up to 100 HTK of individuals within its 30
degree speil conej

2) A belt of Giant Strenygth {doubles the effective
strength of the wearer for lOUmr; 5 uses}

3) Climbing boots with & Glue spel) within their
seles; when activated, give the wearer 96% climbing
skill for 10mr (2 uses)

4} A ring of Haste ({doubles wearer's normal}
movemant allowance for a time period equal 10 character
STM + 2 mr; 1 use

5) Spectacles
to see through any
feet (5 uses)

6} Small silver mirror that emits a
(victim must make
complietely imaobiie for

of far vision that enable the wearer
solid objects, up to a range of 5]

Freeze ray
MR saving roll wur be rendered
3120 minutes, duration cut in

half if STM saviny roll is made; 3 uses,( Note: If
affected individual 1s struck a damaging bLlow while
trozen, he receives another saving roil against 5TM to
awaken)

7) A set of tfnree glass balls (red, yellow and
black in color} - when shattered, they release fthe
following wmagical energies: Red - sheet of flame, 10’
cubic area (any person or object caught within its

boundaries takes 206 damage per wr until extinguished).

Yeilow - Blaze of MNoon speli; ail looking in its
direction nake STM  saving roll -4 or blinded 206 welee
rounds (kobolds, dwarves, and other predoninantly

underground dwelling races nmake their STH saving roll
at -8). Black - Hurls surrounding area {50' diameter,
10" nigh} inte total darkness; infravision functions at
half nornal ability,

8) Small tablets which, when swallowed, will
temporarily Shrink the swallower {and everything he
holds) to 1710 his normal heignt - effect lasts

d+108wr, Wnile in shrunken state, character retains nis
normal strength, but not his norual mass {4 tablets)

9} Cloak of Stealth - while worn, always adds 20%
tu weargrs ability to Hide in Shadows; a spell embedded
in the neck clasp can also be activated to almost
compietely (95% chance) silence the movement of the
wearar (Note: the spell does not amuffle the voice of
the wearer, or the sounds made by any objects he comes
into contact with - like the fzliing vase he just
knocked over), Duration - 10mr; 3 uses

10) Dust of Befuddlement - A pouch cantains three
small vials filled with a fine powder; the powder aay
either be ingested, or used as a thrown weapon with
short/medium/long range limits of 10/30/60 feet, base
HACP of 3/8/13 {defender receives no adjustment for
armor, but does receive any Dodge bonus he possesses if
not surprised). If struck, victim must make MR saving
rell -5, or becowe confused for 1020 minutes; while
confused, victim will pelieve and do almost anything
{including taking orders from his assailant}, provided
the statewent or action does not directly jeopardize
his personal well-being (in cases where the individual
15 extremely foyal to a cause or another person, this
restriction would extend to actions harming those third
parties as well).

11} Pair of matched throwing knives - If thrown
simultaneousiy, the blades will act as a unit, striking
or missing the target at exactly the same spot {thus
only one die roll is made for the 2 attacks) - on a
successful hit, they will each do double damage (204),
and there is a 40% chance of a critical hit, If tirown
by & character who i35 not ambidextrous, subtract 4 from
the player's normal hit probability, to reflect his
unfamiliarity with 2 weapon attacks,

12) Headoband with a Missile Repulsor spell -will

deflect up to 8 "points” of thrawn objects per mr
{arrow, rock, bolo =1 pt, quarrel, thrown axe or
hamner = 2 pts, spear or javelin = 4 pts}, Spell lasts
lar; 7 uses

13) Glass container filled with 0il  of
slipperiness - 3if broken, will render the 10' area
surraunding it virtually impassable on foot ({anyone

running  across this arca has a 90% c<hance of falling;
walking 60% chance; once fallen, there 1is only a 25%
chance per mr of regaining one's feet)., ODuration of
slipperiness is 1020 minutes

14} Riny of tevitation - when activated, will
raise the wearer off the ground at the rate of up to

20" per mr, MNewton's Laws apply if the character is
free-fioating (5 uses)
15) Healing potion - Will heal 206 points of

damage per draugnt taken (3 draughts in pottle). Cannot
heal damage taken from critical wounds,

16} Brunze gauntlet contdining Bash spell - will
deliver & blow equivalent to0 the bGlow of @ battering
ran to any specified dougr, or object, If a living being
15 struck, the biow does 3D10 danage, or nothing if the
victim makes a saving roll versus MR {5 uses)

i7} Scrolls - The three Hand thieves may each use
these scrolls Lo cast magic spelis, Krannock nas a dase
0% c¢hance of naving a spell wisfire, Jayonys has a base
10% c¢hance aof misfire, and Sevye Bureea a base 30w
chance, Misfire chances may increase it the spell beinyg
read is very conmplex, as indicated below, The number in
parentheses after the name of each spell represents tne
numper of mr it takes to read {and hence activate) the
scrolt, If & spell bDpackfires, it wmay either nave no
effect or produce & completely opposite effect (for
exaniple, a Detect Traps spell might set off any traps
in the inmediate vicinity).

a) Hold Portal (3} - Will cause & dour or otner

baerrier to be held as if parred by a 1'%1'

Cross-section of oaken beam, To break the spell, a
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of assailants must roll undar their combined

group
STR rating on 10012 (normally, no iore than 3
individuals can effectively participale in  such an

attack unless some sort of raw is Deing used),
Lasts until bLroken.

b) Detect Traps (2) - Will reveal if there are any
traps within a 10' radius of the caster.

¢} Full Invisibility (5) - Will render the caster
invisible; he may move normally, but aeny attack
will render him visible again. Lasts Z2unr.
Increaseqd chances of bpackfire - Jayonge +10%,
Sevye +20%

d} Ligrtning Bolt (2} « Wili fire a lightning bolt
(3' diameter, 6C' length) up to 3U0' away 1In
direct line of signt, Does 4014 danaye Lo anything

struck (1/2 dawage if MR saving roil s made) .
Increased chances of packfire - Krannock +10%,
Jayonys +30%, Sevye +40%

e} Silence (2} - Creates a mobile sphere of

silence in the 15* radius around the caster, Lasts

dmr.

f) Heal Serious Wounds (6) - Can heal 2020 points
of damage sustained by & single person, including
critical wound damage {reduces recovery time for
sprained or broken  limbs by 1/2}. [Increased
chances of backfire - same as for Lightning Bolt
{d)

a) Svape Seeming {4) - Allows-caster to assume the
shape of any living <creature of approximately the
same size, but does not change his actual physical
abilities. Duration - 10+5TM mr, Increased chances
of backfire - same as for Full Invisibility (c)

THE SCENE OF THE CRIME

The Labyrinth

Rogues' Roost iies 1in the southern end of the
city, in the midst of a maze of narrow streets and
alieyways comonly known to  Haveners as  “the

Labyrintn®, ¥irtually all the buildings
this neighberhood are in a sorry state of disrepair;
trash and refuse litter the streets. The inbabitants
are little better than their surroundings, a rancid
collection of  rayged children, liquor-breathed
derelicts, allieybashers, and cutthroats, Tne City Guard
seldan traverse the perimeter of the Labyrinth (they
tend to keep the inhabitants in, and advise outsiders
to stay out), The only law that is obeyed witinin the

and roadways in

quarter is the law of cold steel; the mere flash of
gold in an outsider's purse i3 sufficient to arouse
unwanted and unwelcome interest. The buildings in the

area are an unsightly mix of tenement nousing,
second-hand shops {were the best goods 1in stock are
stolen, and the rest are of dubjous quality), and grimy
taverns; nearly all the buildings are constructed of
wood end brick. Because of the general lawlessness of
the area, nearly all the commercial establisnhments in
the Labyrinth close well before dusk, the only
exceptions being the taverns, Traffic along the streets
is rather sparse at all tiwes, for nct even the most
adventurous tourist's guide to Haven would call the
Labyrinth a place worth visiting,

housed
an Cust

The hieadquerters of the Thieves' Guild is
in & nondescript four-story building that sits

Way {in the secret argot of rogues known as Thieves'
Cant, "cust" means the successful execution of a
snatch-and-grab larceny, a purse-sratching), and its
exterior appears as run  down 45 any in  the immedigte

vicinity, The buildings on eitier side of thne Roost are
two-story brick-and-wooden structures, with flat roofs;
directiy across the street is a row of siall one-man
shops, a long strip of franre rowouses that have badly
deterjorated, The area looks as villainous as any
portien of the Labyrinth, and is, 1in & sense, both
deadlier and safer than these other seClions,

7-49

The Immediate MNeighborhood

The “various buildings that lie 1in the
vicinity, and hence might enter into the play
scenario, are  briefly described
imasitants of interest) ang
on the map betow,

imnediate

of the
{along with any
identified by letter code
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a) frodamer's Apothecary - is run by a shabbily dressed
yquack physician named {(appropriately) Brodamer. His
potions, powders, and salves are as likely to nurt a
patient {39% chance of 14 internal danage per day of
1pgesting a medication prepared by Broasner) as to heip
him, The shop also carries & variety of miscellaneous
notions (needles and thread, hair brushes, twine, etc.)
of mediocre quality,

b} A small one-story home - usually
the Strangler, Ligntfingered Likka, and Somnor's “lady
love", Moreenz, At present, Somner 1is serving a
one-year term in the Gray Halls, and Likka and Moreena
are rumored to be getting very cCiose,

inhabited by Somnor

¢) Amber Gree's Rooming House - is 2
flophouse of thne Tuwest order, vermin
reeking with stenches, There are two

areas partitioned off by tnin boards} vacant here, one
of which is on the third floor and has a window-opening
which faces the side of the Roost. i

three-story
infested and
"rooms”  {small

d) Grubb's Meals and Massage - serves fast, reasonably
edible meals on the first figor, while his stable of
four rather washed-out wmiddie-aged wotlen serve up a
variety of sexual services 1in the rooms upsteirs,
Karla, a kind-spirited, droopy-cnested bionde, 1%
somewnhat of a local favorite:; she i35 known 10 Rave
helped out a nuamber of nen when they were dowa on  their
fuck, and sne appears willing to tet 3 fellow she likes
{caving roll agatnst MAG) speng the nignt for free.

e} Rogues' Roest - is described in extensive delail
below.

f) The home of Mr. Rasputin - occupied by the
urafficial boss {first nace unknown) of the Labyrinth;
he s often called wpon to setile disputes between
residents, He owns and operdtes a cut-rate building
supply store near the Scuth  Jocks, and is  said Tu be
heavily involved in Haver's swugyling traftic, The
house 35 in decidediy better upkeep than its neighbors,

and Mr, Rasputin
boys as yguards.

eriptoys a squad of half-a-dozen bully



g} Crotofiran Mission - is ane of several sireetside
wissions waintarned by the wonks of Crotofiros {cnild
carriers) in and around the Labyrinth, Here they offer
food and shelter to tite honeless hildren of the areaq
(known as “street rats" by those with less reverence).
Tne friars beg daily in the wealtnier sections of the
city for wmongy to carry on their work, MOsSL native
Haveners (including the denizens of the Labyrinth)
consider it extremely unlucky to hwurt one oOf these
slonks, or To steal  from  them, even though  the
Crotofiros are totally pacifistic in their creed,

h) Emmettik, Greengracer - has an  open-air aarket wiich
carrias day-0ld bakery products, slightiy overripe
fruit, wiited produce, etc,, all procured through the
hustling enterprise of his two sons. The boys make
daily rounds of the wore illustrious marketplaces to

retrieve (scavenge) these nodest gens,

i) Tiropodus, Wheelwrignt - is a forner pickpocket of
moderate  repute; he  was  forced  to  seek  another
profession wien his last conviction in court led to the
Joss of his right hand, He makes only a modest amount
from his swmal! business s repairing  hand-  and
pony-carts, and it is rumored that ne earns most of his
living fencing stolen gems  (making use of his
underworld centacts), Tiropodus s a frequent visitor
to tie Silver Penny {k), and is qite an unpleasant
lout wien drunk.

J) Caadis Fly's Rooming House - 1S  an establishment
which 16 a bare cut above Anber Gree's; it's not that
there's Jless dgirt -  it*s just peen  pushed under the

beds and threadbare carpets more recently, There are no

current vacancies - at least there woen't be any until
someone  enters 4-{ to nvestigate the aromd and
discovers the deterigrating corpse of its  foruer

tenant, a victim of o uurdervus guarrel,

k) The Silver Penny - is a rowdy - and occasionally
fatal - drinking establisnment frequented by wany of
the Guild thieves. Tne proprietor, Varkin Jelas, nas a
rare malady affiicting nis vision, and has not seen a
single criminal act take place innis tavern for over
thirty vears; the dried blooastains on  tne Darrocm
fioor and in the dark corridors which lead to toe other
rooms tell quite & different story. The Penny 1is the
only business establishment on Cust Way which 1s  open
after dark; it remains open til 1:00am,

1) Cacodyl, the Potioner - operates a vile smelling
shop, with wany tabies filled with laboratory appdratus
in which steaning Jiquids bubble, belch, and Tizz,
Cacodyi 1s a waster craftsman  at  synthetically
producing poisons of many types and strengths; in  the
practice of his art, he has inhaled so much  of these
substances that he 1% virtually imiune to poison
tijimselt, He rents a roon at  Auwber Gree's, but 1%
frequently found sleeping on a cot at tne back of the
shop [particulariy when he has 4 DALl brewingl.

vij Fiicker's Fawn Spon - buys
af  Ttens, fron  Jewelry to weapons to musicai
instrunents,  Fiicker takes  the time to carefuiiy
exauling each new acyguisition, and ne seidom  (104)
misses nobiging when  an iten possesses concaeadled
properties (magical enhancesent, secrel compartuents.,
etc.) - the Doetter itens are taken to Thieves' Market,
and there seid  {after unenianced duplicates have been
fabricated t¢  serve as replacements}. His iiwving
quarters are benind the shop; Flicker 35 & very jignt
sieeper, gna will arise o invesiidgate any rnoise he
hears inside o outside ine shog.

and seltls & wide variety

6} Roah tiie Tailer - mends dand

selis used ciothiny, ana
occdasianally produces

some new garinents  to order (hs
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stitchery and styling are above average, but he uses
cheap and poorly dyed fabrics, so clothing made by nin
books old  after just & few wearinygs)., Roah has been
known to indulye in a bit of second-story work in his
of f hours, and is a wember of the Thieves' Guild,

o) Wadame Zanwiy, Uracle - is, by day, one of the nost
aver-theatrical astrologer/palin readers in all of
Haven, 8y nignt, the lady is a rather fearsowe contract
killer {an expert at disquise); she 1is currently on
assignment for the Guild, There 13 & 23 chance she
will complete the mission on the night the Black Hand
thieves wmake their gassault; i1 so, she will enter

Kogues' Roust to make a report,

p) The Bargain Barn - 15 a cornucopia of the unsigstiy
and the barely functional. The shop's primary stock is
furniture and "objets d'art”, with a few trays of
smaller items {mostly costume jewelry, old spectacles,
and an anteresting collection of old insigniae, wedals,
and awards), Koltrak Tanady, the shop's proprietor, has
rescued  the majority of his wares from various refuse
piles around the city; in most cases, this retrieval is
a bad idead.

q) The nouse of Snala-Beth val Prado - an unenpl oyed
alcobolic, 1s a ramshackle pile of ubrepaired planks,
which appears in imminent danger of cowplete collapse,

The old man shares his home with two of the local
street rats, wio bring 1n sufficient coppers with their
petty schemings and swall Jlarcenies to  keep hiwm

besgtted on cheap rotgut,

r} An empty house - whose windows are currently boarded
up, has a hdndwritten "For Rent" siyn huny upon the
front door. kKoltrak Tanady will rent the place out,
though he does not actually own it {he did hany the
siyn, huwever}); the owier has not been seen for over a
year, and his swhereabouts are unknown, There 15 & cache
of stolen money (700 GP in gold coins) stashed in &
concealed compartment at  the back of the fireplace in
the main room, but no one {other than the owner} kpows
about it

s) Fandral's Weapon Shop - specializes in  the types of
weaponry favored by those oFf roguish bent -  short
(concealable) blades, blowguns, small throwing weapons,
saps, garrotes, etc. None of the weaponry is magically
enhanced, but the guality of Fandral's wares is
surprisingly good, and ais prices dre redsonable
(alwost everything in the shop is "hot"; if the buyer
does not indicate that he is carefully scrutinizing the
iten before completing purchase, there is a 204 chance
that it will have some distinguishing feature which
will make it recognizable to those famliar with the
previous uvwner),

t] A ylass- and trash-strewn vacant 1ot - has becone
the "mangout™  for the strect rats in this part of the
Labyrintn. For a few coppers, the rats will volunteer
to perform  any nuaber of helpful functions, including
spying, messdge delivery, and supplying information,
They are generally reliable and useful {itile scum, as
lgny as one Bears ia mind two restrictiaons:
1) they will aiways exayyerate & story, and 53% of
the informgtion they pass aiony is either rumor Or
sheer fabrication; and,
2) there is a 60% chance they wilt not complete the
task they've agreed tu do if tieir "employer" hads
been foolish enough tu pay then the entire sun
agreed on, 10 advance,
Withian  these restrictions, the
co-operate at  teast hatf-heartediy for
ngney they cian get.

urchins wili
whatever



ROGUES' ROUST

EXTERIOR

A5 has been previously noted, the Roost ts  four
stories tall, with a full attic fleor and two basement
levels, The ground floor is windowless, and can be
accessed only by the large, heavily scarred but
unadorned, oaken front door (it bears no identifying
marks of any kind), There are abundant windows on the
upper levels, spaced at about 8' to 12' intervals along
the outside of the second, third, and fourth floors,
All of these openings are barred, a not uncommon
practice in a neighborhood where the most common
professions are larcenous in nature (buildings g, 1, 1,
m, & t are similarly protected); tne bars oan the Guild
windows are about 1" thick, and are maintained 1in
excellent condition. There are fifteen smaller windows
in dormers scattered around the attic fioor; these are
covered by a wire giesh for protection. The roof of the
building is of slate, and is Tlat on top but peaks at a
45" angle along the sides; at the rear of tie building
is a rather large chimney comprised of a doubie layer
of brick, At the front, in a tiine up from the main
entrance, <¢an be seen three stonework baiconies, one
above the other; each is guarded with an iron raiiing,
and the double doors leading onTo the balconies are of
heavy wood with glass panels {they are locked from the
inside when not in use), In addition to the front
entrance, there is a covered passage that runs along
the east wall of the building and descends to a
basemment ianding, leading to @ set of double doors;
these doors are open from 7:00am to $:00pm daily, but
are locked at other times,
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INTERIOR
There are over ninety roous in Rogues' Roost;
consequentiy, the room  descriptions given will

highlight the most important areas of the building, and
those where the Black Hand or Guild players are most
Tikely to find themseives, Detailed plans of the
vgrious floors are provided to give the GM a schematic
view of the relationship between various rooms and
corridors, and to give him a playing surface to run the
adventure on, It the scenario s being run with a team
of players representing each of the two sides, it is
Suggested that the GM  reproduce an  extra copy of these
plans so thdt each tean can deploy its forces secretly
until a face-to-face confrontation occurs,

SUBBASEMENT
Trere are two areas nere - 4 beer and wine sturage
cellar (a2}, cool and wel) stockec, ang the master vault

(b), where the Guild's greatest treasures are Kkept.
Both these arees are accessibie oniy by elevator - the
storage cellar via a huge, plainly visible duabwasiier
in the kitchen, one floor wup, and the other by an
arcane device nidden behind & secret pane!l in the
office of the Keeper of tihe FRecords on the ground
floor., HNeither room all iikely to cowme into play,

except possidly in an  attempt by the Black Hand thieves
10 escape from the Roosi, Two passageways at the norti

and soutn ends of the wine cellar iead inte the
spraw!jng _systeu of catacombs that underlie nwuch of
Kurgan's Hill {the southern portion of the <ity, were



the labyrinth l1es). Anyone enteriny the catacomps

without a map {see Library - 3rd quor} is  indeed
likely to lose nis pursuers in the twisting passages;
however, he is also quite likely to wander in circles

for days, before finding a path that Iieads to  the
surface {(assuming the sewer rats don't wind up feasting
on i) .

BASEMENT

o Kitchen -
meals at noon, and
tire southwest corner leads down

A comman commissary, wWhich serves
from 6:00-8:00pn. A dutib-waiter iu
to the beer ceilar. The

ranp in the northwest corner leads up to the allgy
benind tie Roost, where all the kitchen refuse is
thrown out {after nours, a metal plate slides down from

the ceiling to snut off this access), In the north
wall, there 1is an enormous fireplace with Dread ovens
on either side - baking s done almost continuously
from 3:00am te 8:00pm; after 5:00pm the fire is left to
die down for the night. Anyone climbing down the inside
of the chimney can only exit at this level of the
building {although the Guild Master can enter the shaft

through a secret panel in his rooms that only opens
from the outsidej.

d) Refectory - Long tables and benches provide
seating for up to 200 people. The novices taking

training at the Roost eat here twice a day, as do sowe
of the in-house staff (while others leave the building
in search of more appetizing fare). For the evening
meal, @ number of the Guila's beggars also come in
tirough the passageway (f) to dine.

e} Yarious food and utensil storage &reas.

f} Basement entryway - Tne King of the Beggars and
1-2 of nhis lieutenants overses the comings and goings
throuygn this entryway. Anyone coming to the door nmust
give the current password {spread to the beggars each
dawn as they congregate in the stune passagewday, known
as "Beagars Walk"), and announce his day's take,
handing over the Guild's 25% share to the docrkeeper,
Once Dboth are accomplished, he is permitted in the
refectory. Anyone suspicious is hauled upstairs to the
Qffice of the Master of Novices, and locked 1n to await
interrogators from amony the on-duty sentries.

GROUND FLOOR

y; bround Ficor Entryway - The front door opens
outward, revealing & short flignt of steps up to a
fairly long landing (1) which ends at another locked

door, # knock or call will bring the sentry stationed
in the second anteroom (2) to the door, He will open a
panel sat at eye-level, and demand the day's password,
or a display of the Guild's mark {in the olden days,
the mark was tattooed onto the individual's person, as
the Black Hand still prefers to do in most cases, Now,
the symbol of a thief's allegiance way be placed by an
invisible enchantiment, or be attached to some article
of his clothing, In whatever manner it  appears, neg must
reveal it at this checkpoint to proceed further, or
give ithe password), If a satisfactory indication 1is
given, the door to {2) will be opened, Thase giving the
password ¢re  peraitted only Lo pass throuyh  doors  on

the east or west walls which  access the two  large
dormitories, in  rare cases, 1f tney clawn  thay have
information of critical mportance to deliver, they

will be admitted fto the waiting roma, and permitfed o
speak witn tne "duty officer”, Those with the mark of
tne Guiid may pass througn the north  door iato the
sentry room, and on about their business, The north
doar is locked frow the sentry room side, and unlocked
oaly 1if tne guard at (2} qives the UK (4 special
password sequence between the guards is set up to ealert
the sentry roon wen  1f Uve guard ot {2} 15 acting under
duress (i.e., at swordpoint}

h} Dormaitories - Two large rooms filled with bunks
arranged Three hign, Begyars and other Guild thieves
without accommodativns can sleep in these rgoms oh 4

first come-first served basis:; no oOne
the dorms after 11:00pm (upon
(2} are Jocked

is admitted o
which tine the doors from
by the guard stationed there}, Each dorm
also nas a door in the north wall leading to the main
Sentry Roow; these doors are kept locked frum the
Sentry Reom side, and are unlocked only when there is a
disturbance in one of the dorms that the sentries
investigate,

1) Maia Sentry Room - A sparsely furnished room,
outfitted with a small armory, There are 3-5 guards on
duty here at any given time, One of the doors in the
western wall of the room leads to the guards' sleeping
quarters, vhere 4-10 additional gquards are usually
resting or relaxing {and can be quickly sumaoned to
arits in the event of an emergency},

3} Waiting Room - During the day, Guild thieves
waiting to see the Keeper of the Records (to report
their recent activities, and present the Guild with its
share of the take)] are seated here, In the evening, a
moderate level Guild functionary acting as “officer of
the day" sits 1in this paneled office, and handles

emerygency requests for gssistance, or settles disputes
between Guilasmen, An elevator 1in the corner of the
room 13 used in emergency situations to transport

thieves to the Guild Healer's
floar,

k) Office of the keeper of Records - In this
plushly furaished, soundproofed inner sanctum, the
ledgers of the Guild's operations are wmaintained by
Arquephus, the Keeper of Records. The records of the
Guild's transactions fill many massive volumes, which
line bookshelves alony all four walls, One of these
bookcases pivots around to reveal a short passageway
leading inta the elevator to the Yault, Both doors to
this room are kept Jlocked frowm the inside while
Arquephus is present, and are locked from the outside
hetween 6:00pw and 9:00am,

1) 0Office of the Master of Novices - Should not
enter into the play of this scenario, unless the Hand
players should rouse the suspicions of the guards and
be hauled in for questioning.

m) Trophy Room - Yelvet-lined cases filled with
memorabitia  from  the  Guild's  greatest  criminal
ventures, The cases include personal effects of the
master thieves who conmitted these criwes ({weapons,
clothing, bhurglars tools, etc,), replicas of the famous
items of booty that were captured, and pictures and
diagrams illustrating how the crime was committed, One

Surgery on the thirg

wall is lined with statuary depicting lony-standing
nemeses of the Guild,

n} The Hasters Lounye - A room used by Guild
wenbers  for quiet countemplation; wmany thieves swear
they bave ygotten inspiration frow communing with their

dancestral Counterperts here, Niches have been carved
out of the mardie walls of this room, each filled with
the preserved wiull and hands of the furmer Masters of
the Guild, This room 1s the Black Hand's taryet.

0) Tne -weat Hall -~ A larye, two-story hign
ballroom  use:  for  large  meetings and  forwal
celebrations, /i staircase alonyg the west wall  leads up

to o balcony ivned with the portraits of iilustrious
archfiends of v past. The chimney at this level has
several swall f6" square] vents which allow heat from
the fireplace bDeiow Lo escape and wari the room,

o) Private  accoiudations - Guiall private
bed-chambers available to Guild thieves of 4th or
higner level vho wish to spend the nignt at  the Roost,

196 of tnese rouvms will Le accupied on the evening that
tne Black Hand makes it's assault,

SECUNLG FLOUR

q4) Balcony {Kogues Gallery} - The walis of the
baicony are lined with a dozen portraits depicting the
most notorious thieves who ever belonged tu  the Guild,
The spirits of three of these master thieves still
reside in Rogyues KRoost, and keep a watchful eye over
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its security (even though they are confined to the
Great Hall 1in terms of active movement}. Tne spirits
will sense the presence of evil if the bones of the
Guild Masters in the Masters' |ounge are disturbed -
they will <reate a disturbance of their own 1in the
Great Hall {by knocking something over, ewmitting a
high-pitched <ry, etc.), to attempt to wake the
Guildsmen 1in the Roost aware of the <thareat, If the
Biack Hand thieves should enter the Great Hall after
disturbing the bones of the ur-Venite, the spirits will
physically attack them {treat the spiirits as wraiths

for purposes of determining combat abilities  and
special -attacks). )
r,s) Quarters of the Master of [Novices,

seven individuals charged
candidates in the
residents of Rogues

Instructors Quariers - The
with indoctrinating novice Guild
thiefly arts are semi-permanent
Roost. See the Random Encounters section of  this
adventure below for an explanation of procedures for
deternining the whereabeouts of these individuals during
the course of the scenario.

t) Novices OQDorwmitory - At any given time, there
will be 6+3D10 novice thieves undergoing training at
the Roost. After 9:00pm, all novices are supposed to be
in their guarters with lights out {with no exceptions,
unless indicated by a Random Encounter result],

u) Classrocas - These rooms are locked at night
when not in use.

THIRD FLOOR

v,w,Xx) Healer's Office, Suryery and Recovery Room,
Patient Bedchambers - The private province of Dradd
Plen-or, the Guild's Healer, Dradd's surgery room is
equipped with the most recent innovations in medical
technology, and his supply cabinets are filled with
potent salves, ointments, and antitoxins. Though there
areg six curtained bedchambers cutfitted as temporary
patient bedrooms, it is seidom that more than one or
two of these are in use.

y,z) Salie D['Armes, Weapons Master's Quarters -
The Weapons Master| Pocheffski, teaches a variety of
weapon skills in the salle D'Armes. A system  of

filtered lamps is used to simulate nighttime fighting
maneuvers, and the western portion of the room has been
built wup with rock and sand 1into a rough terrain
repiica. Te Salle D*'Armes wili be locked at nicht,
Pocheffski, though now 1in his late fifties, 1is stii}
cat-gquick on his feet, and able to move with great
stealth across the familiar terrain of the Roost. He
has excellent hearing, and is very likely to hear and
investigate any sort of digturbance in the gymnasium or
nail outside his quarters,

aa) Gymnasium - Another impressively outfitted
facility, lined with tumbling mats, balance beans,
rogpes, and a mechanical, 15' tall, climbing apparatus
which changes its surface characteristics (1,457,769
combinations 1in all) every time it is scaled. The
faciiity is frequentiy wused by non-resident Guila
thieves in the mood for a good hard workout {or feeling
stale after a period of inactivity, like prisonj.

bb} Armory - A large weepon storage area, repiete
with short stabbing blades of all types, a variety of
thrown missile weapons, and other specialized tools of
thievish  assault (brass knuckles, saps, garrotes,
etc,.). The door is always locked unless the Weapons
Master or Quartermaster 1is inside; they have the only
keys.

cc,dd) Quartermaster's (ffice, Supply Room -

Brindle Bakker, the Guild's quarteruwaster, keeps track
of the flow of the organization's basic supplies (food,
egquipment, etc.} at a desk piled bigh with papers.
brindle takes herself and her job wvery seriously, and
is a chronic worrier who gets intensely upset T even a
single batl of twine 15 wunaccounted for; she often
works late into the night, totally oblivious to her
surrpgundings, filling 1in page after page of elabarate

accounting ledgers., Brindle nas the
main supply

only key to the
room {complexity 3 lock), which contains a
cornucopia of equipment, both comwon {blankets, packs,
ropes, lights, etc.) and specialized (lock picks,
safecracking tools, & wide selection of poisons and
otier drugs).
ee,ff,qg9) Healer's, Quartermaster's,

Personal (Quarters « The private bedchambers
three Guild functionaries are
personal effects, and contain littie that is out of the
ordinary. Tne Random Encounters procedure described in
the next section 15 used to determine whether these
NPCs are present in their rooms at any given time.

hh} “Board Room" - Special planning meetings involving

Librarian's
of these
filled with their

the bhighest level Guild officials are held in this
Plushly furnished chamber, which has a well-stocked
liquar cabinet, and & detailed city map along one wall

{(the map is dotted with pins of various colors, and a
variety of pen-marked circies and arrows, There is a 53
chance that such a meeting 1is being neld on the pignt
of the Hand's assault (if this 1is the case, all the
special quarters on the 4th floor will be filled for
the nignt}; otherwise the room is kept locked
(complexity 4 lock),

i1, jJ, kk} Liprarian's Office, Record Storage, Maps
and Plans Room - The office of Rasoom, the librarian,
is filled with unruly piles of bocks stacked on every
chair, table and other flat surface in the room,
Although Resoom’s predecessors had set up an elaborate
filing system to keep track of the Guild's many
reference materials, he is hopelessly lazy about such
matters, and relies heavily on his photographic memory

to locate the books and maps that Guild members
request, The record storage roow  contains  the
historical records of the Guild's activities, and

several shelves of reference books
of the thiefly arts, The Guild's
building plans is

on various aspects
collection of maps and
extraordinary in its depth; the Guild

has compiete (though not always up-to-date) floor plans
for some 355 to 40% of all the buildings 1in Haven
{annotated, with markings detailing sentry routes,

traps, and secret panels and passages), and for many
ather major structures located outside the city
(including the country estates of many of Haven's
leading nobles, a number of large temples, & few of the
older castles, etc,). These rooms remain open until
midnight to 1:00am each night, and are often full of
Guild members planning break-ins or burygiaries. Resoom
feels the Roost's guards can worry about the safety of
the library's materials; he spends the wajority of nis
evenings gambling ang wenching at one or another of the
many sleazy bars dotting the Labyrintn.

FOURTH FLOOR

7] Hideout Quarters - Rooms used by fugitive Guild
thieves being sought Dby the authorities, or by otirers
seeking revenge. On a roll of 01-20 an a D10}, these

roowns are totally unoccupied; 21-8C, 106 rooms are
occupied; 81-00, 208 roows occupied, Occupants of these
rooms are wery likely to notice noises outside their
quarters, but very unlikely to investigate such sounds
by openty revealing themseives {talk about parancidi}.
mm} Special Quariers - These lushly furnished chanbers
are waintained for the wuse of high ranking Guild
officials frowm cther parts of the city (and frow out of
the city] who wish temporary accomuodetions when they
are called to the Roust to confer on Guild business, or
when they come to advance their own persunal inquiries.
Under norinal  circuwstances, there is a 40% chance that
103 of these rocws are occupied; alt these rooms will
be full if a neeting has Leen scneduled for the “Board
Roon® (see room description bh),

nn} Guildmaster’s Quarters - A 3 room suite consisting
of 1iving reom, study, and bedroom, Twe larye gorilicid
bodyquards accowpany the Guildmaster at wvirtwaliy all
times, A secret passage in the wall of the study
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provides the Guildmaster with an access to the flue of
the chimney, to provide him with an escape route in the
event of an attack.

Points of Entr
One of the most critical preblems the Black Hand

players must surmount in this scenario is figuring out

a4 way to get inside the building itself. The following
paragraphs are intended to provide the GMs with
additional information about the wvarious points of

entry into the Roost,

1) Beggar's Walk - The ranks of those who make
their ‘1iving by crying their tale of woe in the streets
of Haven are constantly changing, so that the
appearance of a new face 1in the crowd of beggars coming

to the Roost for a meal and a bed will not greatly
disturp anyone {unless that newcomer acts very
suspiciously or does not know the password, which can

almost always be picked up on the streets for the price
of a copper). Unless the Black Hand thieves truly come
up with a brilliant strategem, however, any character
entering the Roost in the guise of a beggar should find
it verrry difficult to get beyond the four walls of the
refectary or the dormitory room, for there are several
sentries around to ensure that the beggars do not
overstep the bounds placed on where they are allowed to
go and what they are allowed to do. Possible plans that
might work (depending on how realistically they are
carried out} would be pretending to have an illness
requiring the Healer's surgical attentions; claiming
one had obtained important information from a
conversation taking place nearby (which might get you
an audience with the duty officer); or starting a
verbal or physical ruckus within the dorm room after
“lights out" (which could get you pulied out of the
dorm and brought to the Master of Novices' office for
interrogation), The doors here are locked for the night
at 9:00pm; there is a sentry on duty after hours, to
direct stragglers upstairs.

2) Frant Entrance - If entering as a beggar, the
same strengths and weaknesses of this approach listed
under the Beggar's Walk heading apply. The front doar
alse offers a thief the chance to gain a much less
restricted forin  of entry if he can successfully
impersonate a Guild figure, To do 50, one must
accomplish all of the following: a) Find a Guild thief
who wears the "mark" of the Guild in the form of an
external insignia {20% of total membersnip}; b) Capture
that thief and snatch his ipsignia; ¢) Successfully
convince the guards of his "identity" {If the thief
grabbed by the Hand is from another part of the ¢ity,
and does not often visit the Roost, the successfulness
of the impersonation will depend solely on the Disguise
ability of - the character assuming the role.
Aternatively, if the thief grabbed is a native of the
Labyrinth, and not very similar in physical appearance
to one of the thieves, there is a 30% chance that he is
personally known by the on-duty sentries so that the
disguised character will Dbe immediately revealed as an
impostor).

3} 2nd-4th Floor Windows - It would take all night
to cut through one of the window bars by hand, and the
noise would be certain to rouse anyoneg inside the room
{50% chance of awakening people in adjaceat rooms as
well). If a character uses some sort of acid to prime
the bars, the same operation would take 1/2 hour per
bar (but the acid would §ikely play havoc with the saw
blades as well, necessitating their  frequent
replacement}, If the Hand thieves select the Belt of
Gtant Strength as one o7 their magic items, there is a
chance that its wearer can bend these bars sufficiently
to squeeze a human-sized figure through them (85%
cnance if worn by Sevye; 25% if Jayonge; 15% if
Krannock)}, The windows which adjoin the Guildmasters

-

Quarters, Special 4th Floor Quarters, and the Third
Floor supply room are all trapped with alarms (see
Traps bejow) in addition to the protection provided by
the bars,

4) Attic windows - Any thief with a qood pair of
wire cutters should be able to create an dccess hole
into the attic in about 15-30 minutes, provided he can
reach the rooftop and keep his footing on its slick
slate surface, The interior of the attic is, of course,
completely dark and anyone without infravision or a

light source 1is likely to crash about the assorted
debris extensively before he can find the stairs to the
4th floor,

5) thimney ~ A two-piece iron covering wmust be
removed to provide access to the shaft of the chimney,
Players must make Climbing ability rolls to safely

negotiate the first 20 feet down the shaft; thereafter,
they will find that a set of hand and footholds seem to
be regularly set 1into the shaft (part of the
Guildmaster's emergency escape route). Anyone entering
through the chimney must exit through the basement
fireplace, unless they have brought along the magical
Shrink pills, and squeeze their temporarily reduced
bodies through the hot air vents into the Great Hall,

6} Balconies -~ A tempting red herring. Unless the
"insider” or one of the thief characters already inside
the building deactivates the elaborate complex of traps
surrounding these points of entry (see below), anyone
attempting (o0 pass through the balcony's doors will
hardly catch the occupants of the Roost unawares, if
indeed they are able to pass through these doors at
all, A Detect Traps scroll used here would probably
register 10 on the Richter scale,

Traps and Alarms

It should come as ne surprise to any rogue to
learn that the Rpost is well protected by a variety of
mechanical and arcane snares designed to detect, delay
andfor disable any intruders to this supposedly
inviclable sanctuary. These various traps and alarws
dare described below, and identified by number so that

they can be located on the floor plans presented at the
end of this book {traps marked with an * may be
eliminated at the GM's discretion to adjust play

batance, particulariy if there are
participating in the scenario),

active Guild players

T1 (vault Room) - The handle to the vault is
protected by a Noose of Flesh spell; if turned, a 10'
diameter circle of living protoplasm appears before the
vault door; the Noose contracts at a rate of 1' per ar
and consumes all organic matter (including flesh} that
it contacts (MR saving roll at a penalty of 8 or death
if touched:; CDN saving roll at -5 to . dodge free of its
clutches if within dts circle but not yet in contact).
T1 can only be deactivated by turning the proper key in
the niche located along the opposite wall of the
corridor; only the Guildmaster and Keeper of Records
have copies of this key.

J2 * - The stairwells leading between the basement
and 1st figor, ist and 2nd floor, and the 2nd and 3rd
fioors are monitored by a tracking system, Anyone
breaking the plane of the tracking beam activates the
system, which records a picture of the passerby and
stores it {in miniature) in one of the six large jewels
inset into the weapons rack in the Main Sentry Room,
When a picture has been 50 recorded, the jewel housing
the image glows with an unratural light until the image
is summoned, If a character makes a successful Detect
Traps roll in the vicinity of these stairwells, he
should readiiy discover the location of the beams, and
should be able to figure out how 10 climb the stairs
without activating these rays.
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13 (keeper of Records Office) - The concealed door
leading to the vault elevater is Wizard Locked {STR
saving roil on 7Di2 tu physically shdtter the spell, no

more than two persons can exert force against the door
at the same time}, Tne lock may also be temporarily
deactivated by & MWord of (Command, known by the

keeper of Records, the Librarian and
lieutenants {including the

Guildisaster, the
the most trusted Guild
"Insider").

the Trophey Room are
cases without a

74 * « The display cases in
trapped; breaking into any of these
proper key will both set off an alarm, and release a
poison gas from the base of the case (STM saving roil
at a baonus of & or death; second STH roll or
unconscious 106 hours; REF saving roil at -4 to avoid
insaling the gas at all), Trap is activated and
deactivated from a panel housed in the Sentry Room, and
is always set at nignt,

75 - Al1 balcony entrances are protected by a
three-pronged trap: &) an electrified blast, released
whenever the outside handle is touched (308 damage, STM
saving roil at -4 or immobile for 2012 mr from system
shocky; b} a Tanglefield spell blanketing the entire
10" of mnallway Just inside the balcony - activated

whenevar the door is opened from the outside {MR saving
roll -3 or trapped for 10 wr); and ¢) an alarm betl
(located on the ceiling of the haliway) that is

activated whether the balcony door is opened in either
direction, These three traps are all activated and
deactivated by seperate toygle switches located behind
a hidden wall panel on each hallway {GM's Note: If the
rolls for random encounters have previously indicated
that a novice has illegally left the premises, then the
second floor balcony traps will be deactivated),

door nhandle to the Healer's
spell (10' radius,

J6 - The exterior
Supply Room 1is trapped with & Slee
MR saving roll -2 or sleep 2D6 hours).

T7 - The door to the Main Supply Room is trapped
with ~a charm of Befuddlement (STM saving roli at a
penalty of 5 or operate at 1/2 norinal mental capacity

for 1 nour).

I8 ~ The windows
Chamber, and 4th Floor
with alarms.

outside the Supply Room, Master's
Special Rooms are all trapped

79 - The area directly before the inner door to
the Guildmaster's bedchamber is protected by a double
blade trap {swords emerge from floor and sidewall,
doing 2010 damage each, HAC@ = 3).

INHABITANTS OF THE ROOST

Guild Players
If the GM and nhis players wish Lo run this

adventure as a competition between the teams, the
second group of ptayers will assume the reles of 2-4
loyal Guild mempers called upon by the Guildmaster to
assist 1in keeping the hold secure., The Guild players
may choose to portray any of the following characters:

1) Rank and file Guild thieves, with temporary
quarters among the 1st  flioor private rooms, Rank and
filers wiil nave their wmovements warily scrutinized
{and perbaps somewhat inhibited) by the regular on-duty
sentries; they have a 5% chance of knowing the rumors
about the spirit forms idnhabiting the Great Hall's
gallery,

2) Resident instructors, normally charyed with

teaching novice thieves the various roguish arts, They
have virtuaily compliete freedom of ovement anywnere in
the Roost except the 4th floor, and have a 30% chance

of Knowing the spirit rumors, Their permanent quarters
are on the 2nd flaor,

3) Guild lieutenants, housed 1in the 4th floor
special  gquarters, They have complete run of the
premises, and unrquestioned authority te comnand the
sentries to action in an emergency situation. They have
a 25% chance of knowing the spirit rumors.

Regardless of whom the players portray, the
information they receive at the outset of the scenario
will be essentially the same, Guild informants are said
to have heard rumors that the EBlack Hand is planning
some sort of direct assault on the Roost. The objective
of this attack is not known, and neither is the size of
the group charged with making the assault {thougnh it is
assumed that the numbers involved are small, due to the
very fact that the informants have been unable to learn
anything about the attackers), The players are assigned
to Jend their help to the regular protective forces,
but are told not to inform the sentries of the assault
threat (in order to prevent an outbreak of c¢haos in the
lower ranks),

A1l Guild players are assumed to be familiar with
the basic layout of the Roost, though only lieutenants
would be aware of the building's secret passages. The
players wili be urged by the Guildmaster to subdue and
capture the Hand intruders 1if possible, so that the
latter may be questioned,

Sentries

1 Front Gate - Between the hours of
6:00pm-6:00am, there are three guards continuously on
duty at the Roost's front entrance., These guards are
never derelict in their duties, and will never desert
their posts (except to rouse reinforcements from the
adjoining guard sleeping quarters,

2) Beggar's Walk entrance -
from 9:;00pm until morning, There
panel set into the door in this

One guard is on duty
i3 a small eye-level
entranceway which the

gqard can use when he hears a knock or  other
disturbance oautside. After midnight, there is a 20%
chance that this quard will be asleep at his station,

because disturbances occur so infrequently,

3) Guildmaster's Quarters - Tne Guildnaster always
travels with a pair of personal bodyguards, If the
Master 1is gone from the Roost, these quards are also
absent; when he has retired for the avening, one of the
two stands watch outside the door 1o these quarters,
while the other one rasts on the couch within., As
befits such important guardians, both are axtremely
light sieepers (854 chance of waking if there is a
disturbance outside the Master's bedchambers),

4) General - MNormally, there are two guards
charged with the responsibility of patroiling the
entire Roost on a half-hourly basis. These patrols take
10-12  minutes to compiete; between rounds, the
patroliers wait in either the Main Sentry Room (70%),
the office of the Keeper of Records (20%), or the main
room of the Library (10%). There is a 15% chance each
patrol_ that the guards are delayed 206 wminutes
Investigating some sort of disturbance, There is also a
10% §hance that one of the guards will remain behind on
a4 given patroi, to catch a quick nap, {GM's Note: If
this scenario is being run with active Guild piayers,
the GM may wish to renove these wandering sentries from
the action to adjust the <competitive balance of the
adventure).
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Random Encounters

The wvarious other transient and
residents of the Roost may become invoived in  the play
of the scenario, for their normal movements way chance
ta bring them in contact with the Hand intruders.
Befure beginning the scenarivo, the GM must determine
the Starting Location of each of the Guild NPCs present
in the building using the following procedure,

1) Make the appropriate die rolls indicated in the
Roost  room descriptions, to determine the number of
NPCs (if any} occupying the 1st floor private rooms and
4th floor special quarters,

2) tocate each of the above individuais, and the
following perinanent residents of tne Roost: the Guild
Master, the Quartermaster, the L[ibrarian, the Weapons
Master, the Master of Novices, the six instructurs, and
the ten off-duty yuards, Roll a D100 and consult the
table below {subtract 10 from the base die roll result
when rolling for guards; add 20 when rolling for the
Quartermaster, Weapons Master, or Master of MNovices;
add 35 wen roliling for the Guild Master),

permanent

01-15 Character out of building; will not retura
during the course af the evening,

15-40 Character out of building; will return
duriny the course of the evening,

41-65 In building, but in room other than one's
own (roll 010 for exact room determination:
1 library, 2 gymnasium, 3 surgery, 4-6 one
of 1st floor private rooms, 7-9 room of
permanent staff wmember, 10 4th floor
quarters},

66-00 Ip building, in own room,

Modified die roll results of 0 or less are treated as
01's; results of greater than 100 as 00,

3) Te Healer, any fuyitives using the hidecut
quarters, and the Novices are all assumed to begin the
scenario  in their respective rooms, GMs should note
the locations of every NPC on a copy of the fluor plan,
30 that he can correctly inform the Hand and/or Guiid
players of potential encounter situations,

4) Once play begins, the M will make periodic
checks to see if these NPCs  are changing locatioen. If
there are no Guild player characters, these checks
should be made once every 10 game turns; if there are
active Guitd PCs, movement rolls should be made less
frequently (every 20 or 30 wr). Checks are made using
a bb; on a5 or &, NPC movenent occurs, and a further
D20 3is rolled on the Random Event Table below to
determine the exacl action taking place,

RANDOM EVENT TABLE

1) Minor disturbance in one of the 1st floor
domnitory rouows (squabble between two or more beggars),
Twe sentries enter the dorm 1o investigate; there is 4
50% chance the instigators will be taken to the Office
of the Master of Hovices for questioning, and a 20%
chance they will be ejectad from the premises.

2} A badly bloodied Guild thief is led through the
frent  entryway by two of nis compatriots, and is
imnediately passed through to the Healer's Surgery,

3) A Guild thief waaters with an uryent report
concerning a ran being kept under surveiliance by the
Guild. He is taken to the Waiting Room, where the Duty
Officer decides that nis news requires a high level
decision, and summens either one of the in-house
Lieutenants (if any dare on the prenises) or the
Guildiaster himself,

4) Une of the Novices slips out of the Novice. dorm
after curfew, and leaves the Hoost via the second floor
balcony (deactivating all traps and alaras in  that
dred) to keep a rendesvous with a lady love.

5) The Quartermaster, troudbled by
small thefts from the Guild's
the Masters' Lounge
action,

a serjes of
supply stores, qoes to
t0 ponder her possiile courses of
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6) One of the thieves staying on the Ist fioor

becomes restless, and goes up to the Gymnasium for an
after hours workout, [If the Weapons Master is inhis
rooms, he is roused by this disturbance, and looks in
on the workout for a few moments before returning to
bed,

7-11} An NPC identified as being “outside the
Roost”" at the start of the scenario returns to the
puilding, entering by the front doors and ygoing

directly to his room:

7) ™ief staying in first floor private room

8} Guild lieutenant staying on 4th floor

9} Resident Guild official (Master of Novices,
weapons Master, Quartermaster, Librarian, or
Buildnaster)

10) Instructor

11) Off-duty guard )

12-16) An NPC identified as being "inside the
building, but in a roonm other than bis own", returns to
his quarters,

12} Thief staying in 1lst floor private room
13) Guild lieutenant staying on 4th floar
14) Resident Guild official{see list above)
15) Instructor

16) Off-duty guard

17-1%) One of the Roost's inhabitants is roused by
a noise outside his room, and opens his door to look
for its source, For the next 20 minutes, the
individual in question will be extremely aware of
sounds around him, and likely to investigate any new
noises he hears outside the roonm,

20} The Librarian develops a craving for a
midnight snack, and goes down to the kitchen to find
bread and cheese, returning 15 minutes later with a
full plate in hand,

if an instruction cannot be carried
out because no character im  that category of
individuals 1is in a location wiere he can fulfill the
directions given, the instruction is ignored and it is
assumed that nothing happens during that game turn,)

(GM's Note:

SWITCHING THE HEAD

If the Hand thieves wanage to make their way into
the Masters' Lounge, they will find the room unlit
{unless the Quartermaster 1is present - see Random
Encounters List)., If the thieves work by torchlight or

lantern, it should take them several moments to locate
the skull of their target amony the 50-60 niches spread
about the roos, As soon as any one of these sacred

skulls is touched by the hands of an outsider, there is
an 85% chance that the spirits residing in the Great
Hall Gallery wili rise and begin making a great
commotion, hoping to bring guards onta the scene of
this  desecration, The spirits cannot leave the
confines of the Great Hall; they can, however, render
themselves partially tangible and attack the Hand
agents if the latter enter the Great Hall aftar the
spirits have been aroused,

During evening hours the following rooms are unlit
when unoccupied:  (Offices of resident QOfficials,
Kitchen and Refectory, Masters' Lounge, Great Hall,

Gymnasjum ana Salle d'Armes, and Conference Room. The
Trophy Room, Library, cerridors and stairwells are all
dimly Jit ({equivalent of a Moonlight spell). Living

quarters are left it or wunlit according to the GM's

discretion, All other areas are brigntly 1it at all
times.,

It the sentries andfor Guild players  Dbecome
ajerted {0 the Hand intruders, and pursuit begins, the

GM should bear in mind that the Guild characters nave a
thorough knowledge of the Roost's layout, and that the
Hand players do not, Hence, unless the Hand players
retrace their steps exactly in making their retreat,



they will have to spend some amount of tine getting
their bearings 1in each new room or corridor {thus
makjng it possibie for the Guild sentries to close on
their gquarry, even thougn their normal movement speeds
may be the same or worse), Conversely, if the sentries
have lost  signt of their quarry and come to an
intersection, they may -attempt to wnake a Hearing roil
(40% chance peg sentny) to determine the position of
their foes; 1% this.fails, a random die roll is made to

wdetermine the direction in which they continue
“pursuit”,
SCORING THE SCENARIO

For the Hand thieves, of course, successful

completion of the mission is the only way to accomplish
a complete victory. Groups which make little or no use

of the services of the “insider", and who take the
mlnjmum number of mayic items necessary to accomplish
their objective, should be ranked more highly than

those who over use (or overtly abuse) these resources,
The secand most desirable objective {though Father
Marco would doubtless disagree) is for the thieves 10
escape capture, because the capture or death of the
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intruders is likely ta increase the Guild's morale,
even if the thieves have penctrated far enough to make
the switch before they are apprehended, Tne least
satisfactory results are, in order of preference: aj
capture or deatn after the successful switch has been
made, b) capture or death within the Roost, before the
spatch, and ¢) the lowest ignominy, capture or death
pefore the group has even gained entry Lo the Roeost.

[f there are active Guild players, their order of
preferred outcomes is of course the reverse of that
l1sted above. Like the Hand tnteves, the Guild
characters will be ranked more highly if they
accouplish their objectives with a lesser number of
advantages {players portraying rank and file thieves
would receive higher ratings for & given outcome than
instructors, who in turn would pe imore hignly rated
than those playing Lieutenants). If the Guild players
make neavy use of specialized character skills, or
magic weapons or artifacts, their rating snoguld alsc be
reduced, Both sides should be penalized fur attenpting
to kill their foes, except in seif-defense, Individual
players an eitner side may also be awarded bonus points
if they conceive and execCute a particularly innovative
strategy.



CHARACTER BESCRIPTIONS

FOR INTO THE DRAGON'S JAMWS

within 5 - 10 mr, STM seving roll at -4,

{2} Aruior wagically enchanted to +2 proteciion,
{3) Armnor is shirt only.

(4) Armor hids Shield speli embedded
increases AC by 5 for 10 mr,

(5) If he nits successfully, victim rust wake a STM
saving roll at a penalty of 6 or fall unconscious
fafter 106 wr}. Fumble means that he hit himself,

(6} +2 to Hit Probability {non-magical).
* _ jndicates character is female,

t - indicates the weapon will tangle the
a5 dawaging it,

- when activated,

target 45 well

Character Requisites Combat Armor
Name Notes Class ST CO RF SM IQ MR Weapon HACP ~ Damage Class  HTK
Jayonge YET HU THF 10 16 19 16 13 14 ThiKkNFe  1/5/10 105 CLu 7 26
KiF 10 4
MACE 7 204
Sevye Bureenm VET OR THF 171610 8 811 KHF Y 14 LTH 6 24
MAULe 5 406
hen 3/9/15 106
Krannock (1) VET HU THF 912 31216 9 NGRe 7 106* CLo 3 26
BOLO 2/1112 105
SMAXE A 203*
“the jnsider” * EL HU THF 5 15 17 12 16 14 RAPRe 5 1012 CLg 7 23
TnKNFe -1/3/8 105
GUILD SENTRIES {(roil D6)
Sentry 1 INT HU THF 6 10 10 14 9 11 ThKNF 3/7/12 104 LTH S 17
KNEFE 10 104
Sentry 2 VET /E THF i4 14 11 11 11 i8 CLus 6 204 Lo 4 32
SLINGe  0/5/10 106
Sentry 3 * VET HU THF 10 14 15 12 12 7 RAPRe 3 1012 cLo 5 22
FINGCHe 5 108
Sentry 4 (2) INT HU THF 15 12 13 13 16 13 BOSWD 6 404 LTH & 24
Sentry 5 INT QR THF 11 3131414 11 SMAXE 7 203 LTH 5 &2
DGR 10 104
Sentry 6 VET W THF 12 12 12 10 1u 19 MGSTR 9 208 LTH 6 25
BOLOe 1/6/11 in6/t
INHABITANTS OF ROOST
Instructor A IHT HU THF 1712 10 16 11 & BDSKWD 6 44 CLO 3 32
Instructor B * INT Hu TH¥ 10 11 18 10 14 14 DGR 10 104 NOM 4 22
SLING 1/6/10 104
Tnief A INT EL THF 14 13 11 14 10 12 KNIFE 4 ing NON 2 21
Thief B VET HU THF 14 1513 10 13 5 MACE 6 304 CLO 5 29
BOLOe 0/5/10 106/t
Lieutenant A EL HU THF g 17 16 14 11 14 RAPRe 2 w12 CLo s 23
‘Lieutenant B (3) EL HU THF 17 1313 7 14 12 WRHMRe & 406 CHN 6 29
LEOWe 1/5/8 ib6
Arquephus (4 INT HU THF 10 15 16 9 17 11 DGR 4 104 Lo 2 15
Oradd Pien-or {5; VET FE HLR 817131513 7 HYPOe 5 HON ¢ 21
Potcheffski (6) VYET HU FTR 12 16 16 8 12 11 RAPRe 1 1012 CLO 6 24
HMRe 7 404
ThENFe  3/7/12 10%
Brindle * INT HU THF 71311 10 14 14 0GR g 104 NON O 17
Resoom VYET HU SCH 11 1312 817 6 None MON O 18
Azimuth EL HU. TR 16 12 19 11 16 15 SMAXE 4 3ns CHN 17 44
Thrhe 2/7/11 D4
Bodyguard 1,2 (2} YET HU FTR 16 14 11 14 8 19 WRHMR g 406 SCA 12 46
FLAILe 5 308
NOTES:
(1) krannock's blades [marked *} are coated with a
poison that induces 4 catatonic state in the wvictim



PURSUIT ADVENTURES

AN

ARMED ROBBERY SCENARIOS

BACKGROUND
(F THE GUILD

[ t is fascinating, given the fastidiously careful
record —keeping of the wmodern day Guild, that no one
knows for certain how the thieves of Haven first cane
to bind together, There are, of course, legends that
attrib ute this feat to the prodigious efforts of
Eradam as Kurgan, the infanous and charismatic scoundrel
who dominates focal folklore - but there is no tangible
eyiden<ce to support these assertions, Indeed, the
eariie st written records of Guild activities refer to
its mesmbership as & “darke SBruthirhoude", and suggest
an organization bordering on anarchy, providing a sense
of fel lowship and occasional assistance, but” little
direct Jon., Rafkulin, the first thief ever identified
with the title of Master, earned the accolade by
winning a chailenge of thiefly prowess proposed by a

rival high level thief, The title remained laryely
symbol 7C thrgugh the next four Masters, .until the
challenye was mwade and won by a brash youny upstart

nawed bDel ur-yenite,

venite was
capacities Lo match

a man
nis

of yreat ambition, with mental
physical dexterity, Under his

guidance, the Guild thiewes successtully executed a
daring series of ever wore daring robberies that in a
sinyle month filled the grpup's coffers .with over a

year's worth of treasure, For the next two decades,
until Nis untimely death at the nands (Boits of Wrath)
of an anyry spellcaster, Venite served his fellow
thieves both as Guild Master and as cnief planner - and

a new tradition was born,

During the ensuing centuries, the Guild Master
controlied the activities of almost every cutpurse,
catburglar, confidence-man, and begygar in Haven. The
Guild built up a repository of information - in  the
form of floor plans, records of courier routes, yuaid
schedules, etec, - that oftén provide invaluable aid to
¢ scheming thief, The beggars were used as a network of
informants to keep such information fresh; and a
similar npetwork of businessmen was located, who could
ke counted on to pay a fair price for the purloinea
fruits of a thief's labor. The Guild Masters aise
exerted @ more subtle infiuence on events, by
cultivating (either with cold cash, or through
information about a target's past indiscretions) the
co-gperation {however refuctant) of & nunsber of high
political and judicial officiais. As the Guild's power
grew, so did their hierarchy, and s0 too did the need
for funds, All thieves operating in Haven were expected

to tithe & portion of their larcenous earninys to the
Guild in payment for the Guiid's services, bDboth  past
and future, And the Guild went to great Jengtas to
ensure that thieves not obeying this dictum were
pronptly found and  punished (the severity of the
punistunent depending on the amount withheld),
Inevitably, of course, there were thieves who

became dissatisfied with the share of the spoils they
were getting, and who broke away from the Guild to form
their own organizations, Most of these rival groups
were yquickly subdued by the Gaild, and the renegaaes
{minus a few chosen to serve as exampies to others with

ke minds} were returned to the fold, In a few cases
the rebel movenents were more powerful, and only
succumbed after months of harassment that cost the

Guild dearly.in terms of the lives of its members, and
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in the expenditure of the precious political capital
needed to obtain, if not the active co-operation of the
local law enfourcement community, at least their passive

acceptance. But never in all those centuries did a
rival organization offer so great a threat to the
heyemony of the Guild as does the yroup,  now

headquartered in the Borough of the
known as the "Black Hand",

Commons of Haven,

As the Gu1id Masters and their lieutenants grew in
political stature over the years, many used their
infiuence to place themselves in responsible positioas
in the <camwnity, Although this aura of respectibpility
gave the Guild's leaders access to hiygn level sources
of information and identified new and lucrative
crimina)l opportunities, it alsc seemed to change their
attitudes toward their Drothers in crime, Gradually,
the "inner ¢ircle” of tne Guiild's leadersnip Dbecame
more and more isolated, leaving their henchmen to  dedl
with the everyday problems of the rank ana file
mewbership.,

Some of the younger thieves, many of whom had
turned to criwe dand thievery as & means of gaining the
kina of power and respect their luwer-class origins had
denied them, perceived their access to that power to be
steadily declining, and became increasingly frustrated,
They did not intend to become mere foot-soldiers
serving an  elite c¢lique of thieves unwilling to dirty
their own hands. Moreover, the leaders of this faction
had pondered well the fates of tweir predecessoers in
rebellion, and nad vowed not to repeat the mnistake of
acting prematurely, Wien the wost vocal of  the
malcontents left the Guild, they also left the city of
Haven, supposedly to  seek their fortunes eisewhere. The
Guild fathers sighed 10 relief at this departure of
dissidence (even as other unrevealed  sympathizers
recruited additional supportersj.

Meanwhile, the departed thieves were busy plying
thelir trade in the surrounding countryside, and taking
every reasonable opportunity to imeet surrepititiously
with those city figures believed to be disenchanted

with their "co-operation” with the Guild, When they did
return  to Haven, they bhad substantial  nunetary
resources, and friends capable of exerting influence in
the proper places - and vhen the moment of open revoelt
came, alwost one-fifth  of the Guild's mewbership
defected to the #lack Hand, The Guild leaders found, to
their dismayed surprise, that their attempts to  obtain
political sanction for the eradication of the upstart
group were largely blocked., Guild patrois sent to
iocate and gestroy Biack Hand strongholas failea to
return  with distressing regularity. Everything seeted
to be going not-so-slowly downhiil, ..

In part, the Guild's failures ¢ould be attributed
to  the skill and ruthlessness o  their opponents. But
it was also true that the years of hign tiving had made
many  of  the Guild's leaders soft, and had atrophied
their once strong instinets. As tide passed, there were
further setbdcks, and additional defections until
finally, the ablast of the ¢id leaders found themselves
forced fto clean up and streagthen their house by
bringing fresh bicod into the Masters' Councils., The
changes in  leadership stemmed the tide of defections,



and, slowly but surely, the Guild's superiority in
numbers allowed these new leaders to drive the forces
of the Black Hand back, until the Hand was confined to
the areas of their original greatest support. At that
point, however, the resistance of the Black Hand
stiffened and neld, and an uneasy stalemate ensued.

and bloody years later, the struggle
continues, wunabated, Both sides continually probe each
other, like prizefighters looking for openings in their
opponents' defenses to exploit. In some areas the Guiild
rules, in others the Hand,..

Nine long

* * k ® *

IV simulate three
All,

in Thieves® Guild
struggle outlined above,

Tne scenarios
different aspects of the

however, share a comnon thread thdat sets them apart
from most other "programmed” adventures, for they pit
the players against a most dangerous menace - other

characters, with similar skills and abilities, and the
capacity to react to the best laid plans of the players
with their own fiendish counterplots, The scenarios
also share another unique feature - they are designed
to be playad in either of two modes: first, as &
traditional scenario, where the players take one side
of the conflict, either Guild or Black Hand, and the GM
plays the characters on the other side as well as ali
other NKPCs in the scenariv; second, as a coniest
between two teams of players, one group portraying the
Guild thieves, the other the minjons of the Black Hand,

while the GM moderates the flow of the game, conducts
any inter-party confrontations that result, and plays
the occasional innocent by-stander (read - carefully

inserted NPC, designed to produce complications) who
might happen to appear.

THE CRYSTALS
OF
GAMBADOS

SCENARIO SET-UP

The following pages provide the details for two
adventures invoiving the crystals of Gambados, using
two compietely different smuggiing routes. One takes
place along Haven's waterfront, as the Guild must
locate the vessel being used to transport the goods and
relieve it of its precious cargo. In the other, the
Guild thieves must focus their atteantions on the five
principal organizers of a large merchant caravan, to
determine which one may be acting as the Black Hand's
courier, Each scemario fuliy details the clues which
are available to tne players, the activities undertaken

by major NPC characters, and the knowledge availabie
from various types of informants., Floor plans of the
niding places where the crystals are possibly being
kept are alsa provided,

The scenarios c¢an be run either with the GM

portraying the Biack Hand thieves, or with two teams of

players taking on the roles of the Hand and Guild and
facing off directiy against one another, If the tean
option 1s selected, it is suggested that the players

portraying the Hand thieves select the scenarig to be

used, The scenario 15 designed to accomodate 3 to 6
Intermediate to Veteran level thieves per side, The
Guild's objective 1is, as stated, to recover the ten

crystals of Gambados and return them to the Rands; the
Hand thieves are of course dedicated 1o smuggiing the
crystals safely out of Haven to & place where they can
be resold, As long as it does not jeopardize the prime
success of their overall mission, the thieves from both
sides have an auxiliary objective: trying to eliminate
permanently the interference of any rivals they
encounter, snhould the opportunity present itself.
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INTRODUCTION

ar away from the fair city of Haven, at the south
end of the vast and storm-filled Sholokith Bay, lies
the port city of Solhedrin, an old and well rencwned

trade center in its own right, The nilis behind the
city are rich in the metallic ores that fuel its mighty
forges, and the clay used to produce the strangely
colured grey-brown brick that has witnstood the erosive
power of millenia. Nonetheless, the most famed of the
craftsmen of the city of Solnedrin have always been the
glassmakers, and their intricate works have found their
way into nearly every corner of the ola Namori Empire.
The prestige of the Solhedrin glassblowers {(and demand
for their services) is so great that those wealthy
enough to afford to commission a special project often
patiently wait two to three years for their work to be
completed.,

Une  such work
Gambados, a proud
practitioner of the
Runebinding {in

was  comiissioned by the archmage

and petulant necromancer wio was a
ancient spellcasting art known as
which the magic-user harnesses magical
energy through the use of tangible syabols of arcane
power, the runes). Gambados had a set of ten crystat
goblets produced, each engraved with a different potent
runic symbol., The mage himseif worked many enchantments
on the raw wmaterials, to increase their strength and
fiexibility well bpeyond normal capacity ang the end
products were flawlessly sculpted, and shimmered with
an unnatural  sparkle and clarity. Gambados proclaimed
10 all who saw them that the goblets were the ultimate
manifestation of his arcane powers, and would last
forever,

In the centuries that passed after
Gambados, nothing occurred to disprove that claim, as
the <crystals survived individual clumsiness, wars, a
consuming blaze that utterly destroyed an area of sSeven
city blocks, and thousands of miles of travel, without
S0 much as a nick or scratch. The crystals bave changed
ownership many times, and increased in value on each of
these occasions, At times, they have graced the homes
of many of the world's wealthiest men. Finally, tney
came Lo Haven, purchased by Zalle and Fezie Rand, the
beautiful scions of two of the city's greatest banking
houses, The Rands proudly and prowinently displayed
their new treasures, believing themseives safe from
theft; for the family nad Jong ago made its peace with
the Thieves' Guild, and purchased 1its protection,
Unfortunately, nhowever, the thieves swearing allegiance
te the Black Hand pay nu heed to the Guild's agreements
- $0 the Rands awoke one morning to find their prizes
gone - and a blood-scrawled warning from the leader of
the Hand in their place,

The Guild, its honaor

the death of

4t stake, has set out to
recover the crystals. They have sent their best spies
and informants oul intod the heart of the Black Hand's
strongrolds, trying to find out the location of the
goblets, and whatever information is available on any
plans the Hand bas for smuggling them out of the city.
Their harvest of 1nformation has 50 far been scant, but
they have Jlearned one thing for certain Tiine 1s
ruaning out!

GM'S INSTRUCTIONS

IT two teams are playing against one another, we
suggest that the GM place the two groups at  seperate
tatles or even in seperate rooms, Fach group should be
given a xeroxed copy of the appropriate city map, and
place their character pieces in a manner that will
identify their current iocation, Members of the two
groups should not be united uniess ang until they come
in physical contact,

Since most of the action prior to & final {and
likely bloody} confrontation between the Hand and the
Guild will consist of information gatnering, tailing,

suspects, play of the scenario is
ten minute turns, AL the

and eavesdropping on
best conducted in the form of



beginning of each turn players indicate their general
cbjectives; for example, "I go intc the shops in the
neignborhood of Jack's shop and question the employees
about Jack's activities”, or "I keep watcn on the house
and follow Jack if he leaves." If, during the course of
these plans, NPC encounters occur, the GM will portray
the NPC, and the interaction played out in the normal
15 second welee round time scale., The same 15 true of
face-to-face encounters between the Hand and the Guild,

If a Guild or Hand player sights a foe or NPC that
he wisnes to follow, he may attempt to tail him, making
the appropriate rolls as indicatea in the rules section
of this bock., The GM should make all discovery rolls
for the character peing followed {even if it belongs ta
an active player] until recognition of the tail is
made, and should take care not to let the latter player
know he is being followed.

THE CARAVAN ROUTE

INTRGDUCT ION

Tne Long Road runs from
city of the Hasori COepire, far, far to
through the Borderlands, the Free Sector,

Kura Litrin, the capital
the east,
and the

Mountains of Peace, through the area called the
Ten Cities {Haven is one of those ten cities}, and on
to the western edge of the continent, to Belakeor on the

Turbulent {cean, The road extends nearly 2,000 leagues
{a league 1is approximately 3 miles) east to west, and
Spawns numerous side roads towards the equator to the
north, and towards the Lands of Ice to the south, The
Long Road nas been an established trade route for 5,000
years, but the general trail has carried commerce of
gne sort or another since the younger races first
escaped the bondage of the Elder Race,

No day yoes by without at least twenty caravans
passing through Haven, bound either east or west on the
Long Road. Frequently, tne traffic will exceed fifty of
the traders' parties, filling the thorouygnfare called
Caravan Street with gquards, drovers, pack-animals orf
wayons, and colorful traders, merchants, and
travellers. Not infreguentiy, caravans are organized in
Haven itself to carry the goods for which the city is
famed to distant lands, The Guild's informants have
learned that the crystais are yoing to be smugyled out
of Haven on one of these caravans,

The caravan in question
prominent merchants of Haven for an
the northwestern ferritories of the Ten Cities. The
group is scheduled to depart in two days from the
city's Horse Gate (the major gate at the southern end
of Caravan Street), with over thirty wagens, and 150
men-at-aris for guards. Numercus smaller merchants, and
travellers have joined the caravan, so that, tne totai
population of the caravan will number over 500 ({not
including animals).

The four merchants  responsible far the
organization of this expedition are Trojanus Sextiinus,
2 broker of paintings and sculpture; Dortmund, a master
cabinet-maker and  furpniture wmanufacturer; Benedios
Ceilini, the young son of the netalworkers' fiery
Guiidmaster, Salvatore Cellini; and  Alvarade, a
wandering jewel mercnhant temporarily headquartered in
Haven, They have banded together for this trip in order

is being assembled by four
expedition through

to reduce their individual costs, and to increase the
amount  of protection their goods are affurced in
transit, The acddition of the small merchants and the

travellers reduces the organizers' costs even further,

since they are charged a Tee to Jois the caravan and
enjoy 1ts protection,

By uramimous consent, the four organizers have
hired a fifth individual, an experienced {and
reasonably  renowned)  caravan-master nared  Silva
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Boraygio, to organize the details of the expeaition -
pianning the exact route, niring guards and drivers,
acquiring al! the necessary provisions, etc, Boraggio
has set up a base of operations in a large warehouse
located near the Horse Market on Caravan Street, As
departure tiwe nears, there will be an almost constant
bustie of activity around this building, as caryoes are
delivered, organizational details are worked out, and
last minute appiications t©o join the expeaition are
processed, During this same time period, the four
merchants will each be busy attending to the settlement
of their own personal and business affairs for their
departure, and arranging the transfers of their cargos
and personal  travelling equipment to  Boragyio's
wWwarehouse,

At the outset of this adventure, the quild thieves
know only that one of the five main figures in the
caravan 1is to be the courier of the crystalline booty.
Nene of the five have had any known prior connection

with  the Black Hand; conseguently, the thieves
attempting to investigate this route will find a
multiplicity of trails to follow, with leads that may

take them 1into many different corners of the city.
Their task will be greatly aided if they can use their
information resources and deductive powers to identify
the motive that nas caused one of these prowinent men
to sarve the Black Hand's cause; for without tnis key,
the Guild thieves can merely watch each of the suspects
and wait, hoping to witness some sort of revealing
action that will reveal the Black Hand's agent,

THE SUSPECTS
In the descriptions of the five potential couriers

which foellow, three types of information are presented:

1} Genera! kpowlecge about the character - facts

that would be known by the Guild and Black Hand

thieves involved in this mission;

2) GM's description; ang,

3) Timetable of the character’s actions in the 36

hours before the caravan's departure fran the city,
GMs running this scenario may want to copy the general
knowledye information presented here onto file cards
{we suggest 5x8's}, so that the piayers may have easy
access to this data.

A} Alvarado, the Jjewel Merchant

1 - Alvarado ts the only one of the four caravan
grganizers who does not reside permanentiy in  Haven;
however, he does make frequent {and lengthy) visits fo
the c¢ity, and 1S known and admired ijn the business
comeunity of Haven for nis shrewd trading acumen. He
has one constant travelling companion, & lovely
talf-elven maiden nawed Arielle, They are lodged at ihe
Pendragon Inn, focated on Caravan Street not far from
the the warebouse Deing used as the staging site for
the caravan, Tnough Alvarado c¢laims that ne has no
special purpose for making the trip other than & thirst
for knowledge about potential new trading
opportunities, it is known that he Ras Dbezea invoived in
several meetings during the past week with prominent
fiyures frow Haven's major banking houses.

indeed been attespting to secure
Racking for his enterprises during
these efforts are only peripheraliy
related to the upcoming expedition. The jewel merchgant
has, of late, become obsessed with owning an awesanely
beautiful work of sapphires, dianonds, and gold
filligree known as  the Sorcerer's Coroneti. Very
recently, he has been informed that the Thieves' Guild
ey be able to nelp him Yocate this masierpiece, which
ke originatiy believed to be lost somewhere among the

? - Alvarado has
addizional financial
the past week, but

many temples to the wizard-lord Skolv, mow lying 1In
ruins, which are dotted about the Ten Citfes region.
Consequently, ARlvarado is very anxious to get in touch

with the Thieves' Guild before he leaves the city. He



has dispatched Arielle to the Thieves'
attempt to make such a contact.

The Coronet ds currently in the Guild's vaults,
part of its pooty from a very successful temple looting
expedition, The Guild leadership would be willing to
bargaip with Alvarade if contact is made - offering to
sell the Coronet to Alvarado in exchange for his aid in

Market area to

recovering the Crystals, If such a bargain s struck,
Alvarado will be willing to provide any of the
following forws of assistance, 1f the Guild requests
them:
a) hire one or two Guild thieves as his personal
MM dTedrms;

b} send a Guild thief to the warehouse with a
package to be included 1in  the caryo section
assigned to him; and/or,
c) attempt to arrange a Mmeeting with one or more of
the other principals in the caravan, on the pretext
of warning them about the possible smuggling
attenpt.,
However, ne will never voluntarily do anything that
would jeopardize his beloved Arielle's life,

In the absence of news about the Coronet, Alvarado
will always be interested in a possible gem sale or
trade, if the goods in questian are of better than
average quality, He will always make time to meet with
any prospective buyer or seller ne encounters, if the
latter seems to know what he s talking about {if the
thief character is posing as such a merchant, use a
Disguise Success roll as described in TGl to determine
how well this impersonation is received), Alvarado's
incidental knowledge of Jjewelry lore is excellent, and
he has an 80% base chance of recoynizing a false story
or & piece of fake jewelry,

3 - TIMETABLE FOR ALVARADO AND ARIELLE

Morning, Day 1 - Alvarado is a late sleeper - he and
Arielle w1|i seldom make an appearance before 9:30 or
10:00. They will breakfast in the common room of the
Pendragon Inn, and, being 1in a cheery mood, will chat
amiably with the few other [iD6} patrons lounging about
the common room at that time,

10:45am - The pair stroll over to the Horse Market, and
browse around the corrals, Arielle will bargain for &
hign spirited white filly.,

11:40am - Alvarado and Arielle feave the Horse Market,
and walk easterly to Berragie's rented warehouse for a
noon meeting with the caravan-master apd the other
three principals., At that meeting, Boraggio wiil
introduce some of the key personnel he has hired
(captain of the guard, head cook, etc.), and try to
establish a firm schedule for final cargo deliveries,
He will also relay to the group reports ne has received
of brigands operating on some of the wester}y
highroads, and discuss possible ways to circumvent this
danger, This leads to a rather heated argument between

Dortmund (who believes the route of the caravan should
be altered to avoid the area where raids have Deen
reported) and Benedios Cellini (who aryues that the

overail size of the caravan, plus the guard complement
accompanying them, will keep tnem safe from assault).
Alvarado supports Cellini's side of the discugsion when
a vote is taken, but refrains from entering the debate,
due to his personal aistaste for Cellini's overpearing
style. .

1:30pm - The meeting ends; Aivarado and Arielle depart
Tn separate directions, Arielle takes a centeur trolley
(Haven's answer to public transportation} to the large
plaza in thne South Corridor known as Thieves' Market,
She talks with the pushcart-peddiers and shopkeepers 1n
the ares, letting it be known that she is interested 1n
contacting the Guild, and that she can be found at the
knignte Oute, & tavern located near the northwest
corner of the plaza. e will recain there from 2:30
til 4:30pm, If rone of the thieves invoived in  the
adventure approach her, there 1is 2 40% chance that
ancther member of the Guild will learn of her inquiries
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and investigate; if so, there are chances for differing
reactions:
(31-2% - the Guild thief reports the information to
nis superiors immediately; they, in turn, would be
likely to contact the Guild thieves assigned to the
current adveoture,
26-75 - the conversation 1is reported to  the
investigating thief's superiors at the end of the
evening; the tnieves involved in this adventure
will only learn of the discussion if they initiate
contact with their nheadquarters,
76-00 - the thief does not consider the ncident of
sufficient import to retay to his superiors,

flvarado, wmeanwhile, returns to the Pendragon Inn to
yet his horse from the siables, He rides north on
Caravan Street, across Stonebridge, into the North

Corrigor., There he will make three stops: the banking
nouse of Kruegger Rand; the home of No-yen Drachmah,
the goldsimith; and the workshop of U, N, (wen, the
renowned jeweler, He will spend about half-an-hour at
each place, talking to its proprietor; his conversation
with Owen will pe held behind closed doors, causing a
slight stir among Owen's apprentices.

4:30 to 5:00pm - Arielle returns to the inn, and
summons servant girls to prepare a hot bath for her.
She bathes, perfumes herself, then dons a striking gown
trimmed with shimmering precious stones,
5:15pm - Alvarado returns and also retires
suite of rooms.

6:00pm - The couple emerges frow the inn and hails a
centaur cab, They are driven north on the Horseshoe to
Lorien, then easterly on Lorien to a point near Suin
Plaza, where they alignt from the cab, The centaur buws
as low as possible when Alvarade pays him, waving away
the change. Arielle and Alvarado strell up one of the
footpaths through the wooded section, to the home of
Sindra, an elven leather goods trader, and her husband,
Raf Poul, an associate of MNiurodel the shipwrignt,
Sindra and Alvarado were partners (and lovers) in his
younger days; they remain close friends, and have
helped one another weather times of rough fortune, At
approximately 7:00, they are joined for dinner by four
other neighborhood couples; at 8:30, the bard Robin
O'Leary arrives {on fout} to provide some after-dinner
entertaimnent, Alvarado and Arielle excuse themselves
at 10:00, citiny the morrow’s journey as the reason for
tieir early departure; Sindra gives Alvarado a large
rectanguiar, decoratively wrapped box as he leaves (it
contains a specially made pair of new riding boots,
nand-tooled, and s quite lignt for all its apparent
bulk). A passiny centaur cab (fortuitous, isn't it) is
hailed, and the couple returns to the inn; if no
contact with  the Guild has been arranged, they will
retire to their rooms and prepare for bed.

to their

11:15pm - {GM's Note: This settion obtains only if no
Contact has been made with the Guild,) As Arielle
sieeps peacefully, Alvarado gets out of bed, and walks
out  onto tne small balcony adjeining the room,
Frustrated and unable to sleep because of his
unsuccesstul  attempts to parley with the Thieves'

Guild, Alvarado 1is soun overcome by bhiis restlessness,
He quietly dons a tunic, cloak, and sancals, and slips
out of the room, He Ras one quick mug in the cowmwon

rooum downstairs, then (11:40pm} decides to  walk over tu
the warghouse to observe the proyress of the caravan's
final preparations, After passing throudh the gquards,
and entering the warehouse itself, he is somewhat
surprised to find Uoraggio missing frowm the premises.

Alvarado wanders across the warehouse floor, aimlessly
investigating the contents of various waygonloads of
boxes, crates, barrels, etc, His nosing about is
interrupted by the return of some of  Dortmund's
employees  with  yet another shipment of assorted

furniture, Alvarado will {if nct otherwise encountered)
wait in Baoraggio's office wunti) 1:00am; when Boraggio
does not return, he informs the gquards of the



garavan—master's continued absence, then returns
inn,

Morning, Day 2 - As on the first day, the two arise
Taté, Tney breakfast downstairs, then pack up their
personal_belongings {and tnree chests full of Jewels},
and arrive at the warehouse by 10:45am, They create a
minor spot of excitement when Arielle, trying to select
a su1t§ble mount for the journey, spooks a rather
high-spirited coit who breaks free of his handler, and

gallops headlong through the crowded midday traffic on
Caravan Street,

to the

B) Benedios Cellini, Metalcrafter

1 - Benedios is the only son of Salvatore Cellini, the
averbearing, but supremely talented, Master of the
Metalworkers Guild. Benedios 1is considered to be even
more obnoxious than his sire, and totally lacking his
father's redeeming genius. He is extremely short, and
rather pudgy in appearance; nonetheless, he s
conceited about his prowess as & fignhter, and is apt to
make exaggerated claims about his physical abilities
{particularly when under the influence). For a&ll his
shortcomings, he has shown substantial prowess in
financial matters; he 15 a ruthless, aggressive
bargainer, and has a discerning eye for guality, He
lives with nis new bride, Matlalena {the niece of the
reigning duke, Fernando d¢i Cotiliion), in an elegantly

furnished townhouse  just outside the Heights, 1in
northern Haven,

Benni (as he 1s known to his few intimates)
usually spends several nignts a week in  the

neighborhood taverns, and will often buy a round for

the house {if he is in a good mood)., The family
conducts most of its business out of a  set of
ouildings, two small offices and one large workshop,
located on Pewter Street in  the North (orridor;
Benedios appears to be quite proud that his father has
chosen him to represent the family in this trading
venture,

2 - Benni might not be so pleased, if he knew the real
reason his father has chosen nim as the family's
representative, Salvatore's pitter feud with the
dwarven metalworkers of Haven has reachéd dangerous

proportions; he has received threats against his life
from anonymous sources, The father hopes to protect his
son from danger by sending him out of town on this six
month journey, Benedios suspecis nothing of this. The
net may already be tightening around Salvatore, for two
dwarves majntain a constant surveillance of Salvatore's
movements; the elder Cellini has a swall but superbly
equipped workshop in his home (but a few blocks frow
Benedios ‘townhouse), where he creates some of his
finest masterpieces - there have been evidences of
unauthorized entry in this area, and work has been
ruined, possibly by Salvatore's twa shadows. There is
only a 5% chance that Benni will notice these cbservers
when he 1is with nis father; if either the Guilid or the
Black Hand thieves are trailing Benedios, the thieves'
chances of noticing the dwarves are equal to twice
their normal percentage chances of "spotting & taii”
(see the expansion of Chapter 2 rules in this issue for

details on how to calculate these chances - the
Perceptiveness ratings of the two dwarves are 11 ang
14).

If encountered at a tavern, Benni will be
ebullient and -talkative with any (especially iadies)

who show interest in his journey; das he progresses into
higher levels of intoxication, he will becone less
discreet in his commentary, If contacted in 2 business
context in this frame, Benedios is likely {30%) to be
quite abrupt, complaining that he is too busy; however,
he will always show interest in a proposition if it
sounds sufficiently lucrative (profit of 20,000 GP or
more), Benni, while & good judge of items, is not a
good Jjudge of character; being susceptible to flattery,
he can be foooled by a good con artist.

Benedios s far from well-liked in the community,
;onsequeptly, there is a  30% <¢hance that  any
information supplied about Benedios by an informant is

a viclous, unsupported lie (these lies might take the
fqrm of business wmisconduct, rumors of illicit sexual
liaisons, or even a story that Benni has Black Hand
connections},

3 - TIMETABLE FOR BENEDIOS CELLINI

8:00am, Day 1 - Benni Jeaves his hoie and walks to

Pewter Street. He arrives to find the packing operation
progressing smoothly (within moments he has levied a
veritable mountain of instructions, which, if foliowea,
are likely to set the work back by hours}, and goes
inside to his private office, where ne continues to
organize hbis merchandise records for the trip.

9:00am - Salvatore Cellini arrives at the Pewter Street
offices, followed closely by his dwarven shadows,

9:50am - Benedios discovers that a set of silver bowls
is missing from nis lists, and crosses over to the
workshop to determine their wereabouts, Finding that
the items have not been completed on schedule, Benni
delivers a viclent dressing down to the workman in
charge of the project which lasts for several minutes -
until Salvatore arrives on the scene and quietens
things down. The dwarven shadows draw near the werkshop
and listen attentively to the argument,
11:40am - Benedios accompanies one of the
wagons to the staging warehouse, arriving several
minutes late for the noon meeting. Wen Boraggio
delivers his warning about highwaymen on the Long Road,
Benedios vituperatively disparages Dortmund's fears and

laden freight

strenuously argues against c¢hanging the route in any
way; his argument carries the day.

1:30pm - Tremendously self-satisfied over his success,
Benedios repairs to Dunk's Tavern, a drinking
establishment Jocated a few blocks from the warehouse,

and buys a round for the house, There, he tells
everyone in earshot the story of the argument,
embellishing frequently with references to his own
w2apons prowess - there is a 10% chance that someone in
the crowd will pelittle his claims to be & fighter, and
challenge him to demonstrate nis skills outside ({a
chalienge Benni wili not accept, even if it means loss
of face},
2:25pm - Bennt runs into a  casual acquaintance, a
ghter named Migh Runn whe mentions that he is
unemployed, Beani preciaims that he can get Migh a job
4s a guard with the caravan, Dragging the skeptical
fignter {and several other onlookers) in tow, Benni
returns to the warehouse and confronts Boraggio with
the request, and finally browbeats the latter into
agreeing. Migh Runn is told to repert for duty at
nightfaill; the crowd returns to Dunk's for another
raund,
4:20pm - By now feeling exceptionally jovial, Benedios
returns to the Cellini complex to find preparations
still progressing smoothiy. His spirits are daupened
sligntly when he attempts to regale his father with

details  of the afterncon, ana finds the latter
distracted and innatentive,
5:00pm - Benediaos  and Salvatore leave the office

to Benedios' town home for dinner with
family, The dwarves are never far

toyether, and 9o
the rest of the
behind,
7:00 to 11:00pn - Benedios
commemorate his last nignt

goes  out  carcusiag  to
in the city, meking stops at
several North Corridor bars, Frow 10 to 11, he is
inbibing at the Aerie, where he  crosses paths
inadvertently with Trojanus Sextiwmus. There is & 40%
chance that Benni has a ruan-in with the Young Staliions
{25% additional chance he encounter leads to a
fistfignt - three gquesses as to who winds up on the
floor in such an event) wiile at the Aerie.

11:10pn - Benedios toddles home from the Aerie on foot,
1 an extremely drunken state. Upon entering his home,
he pauses for a noment on the couch in his sitting
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roouw, and fwamediately passes out (a turn of events that
ungountedly makes wife Madalena extremely grateful),
1:30 to 3:00am - Benni's friend Migh Runn falis asleep
0N guard Guty, having drawn en assignment to guard one
of the warehouse entrances, There is anly a 15% chance
that he will waken 1if anyone approaches or enters this
doorway, If nol otherwise awakened, ke will be rousea
by Borayggio upon nis return, and thorougnly chewed out
for nis carelessness,

4:30an, Day 2 - Benni 15 awakened by the sound of wice
tiptoging around the basement of the house three doors
away. Before sinking back into oblivion, he stumbles
about the room for a few monients, tripping over
furniture and making a large amount of noise,

7:00am - Benedics awakens, badly hungover from his
Nighit’s revels, and retires to a hot tub in an effort
to soak out the evil humors,

9:30am -~ The merchant leaves his house, feeling
somewnat better but still  abnormalily quiet and nursing
a severe headache. He rides to the office, where the
final portion of their cargo stands loaded and ready to
90 in five closed wagons, Benedios foregoes checking
the 6ills of leading, stopping within the building just
long enough to gyrab his ledgers and sdy a brief
farewell to nis father., The wagons are on their way to
the warehouse by 10:00am.

10:20am - Ypon arriving at the
upbraiged by Boraggio for Migh
accepts this abuse with wuncharacteristic neekness, andg
retreats into the resr of one of the freight wagons,
where he remains until departure time,

warehouse, Benni is
Runn's incompetence, He

C) Dortmund, Master Cabinet-maker
1 - Dortwund lives and works with

many of the other

members of his targe family; he has seven brothers and
sisters, and nas sired eleven children of his own, Now
in nis Jate fifties, he is & swali, delicately boned

man, rather frail in appearance, His health is
excellent, however, a fact he atiributes to the special
diet of nerbs and vegetables ne religiously foilows. He
employs over 106 people in his  furniture-making
enterprises, many of whom live in rooms on his
property; nis home and workplace occupy an entire ity
block on the south side of the Dorian, in the
neighborhoogd just scuthwest of the Plaza of troubadors.
Dortmund is very devoted to his faniiy, anda rarely
socializes with other prominent werchants. He has only
two known pastimes outside of nis work; he coliects
porcelain and china miniatures, and he  considers
nimseif a connoisseur of fine wines,
2 - The only thing extraordinary about Dortmund is nis
spectacuiar ordinariness,. His works reflect meticuious
care and steady hand, and are of excellent quality;
they are, ‘thowever, singularly devoid of artistic
vision, and merely wirror the prevailing styles and
designs, Dortaund's fingacial position is rock solid;
nonetheless, he is a worrier, and constantly expects
the woersi, His caution  and conservatism are so  stirang
that he onty rarely &itows nimself ¢ spend money on
his wines and nis winistures, Me is very innibited, and
alwcst painfully shy &arcund strangers, upless he s
taiking about furniture.

Most of Dortmund's family work with hin and  live
stiiarly coiorless tives., His third eldest cnild,
Torban (& rather turbulent young red-head}, was oot
content with this drab existence, and ran off two years
ag9¢ to become an  adventurer, Dortinund knows notihing  of
his whereabouts, and forbids the mention of his name 1in
his housensic, This is the only breath of coniroversy
suregunding the family, and the incident is so old that
an arca  informant  would be likely to rewember it only
tf he were pressed hard by nis questicner.

Dorumind  3s transporting a sizadle number of very

largye, bulky pieces of furniture on this  journey;
consequently, groups of nis  workmen {lea by his
brothers Wurzmar ang  Claudiil) will constantly be

12:00noon - The scheduled organizational

hauling leads of furniture from their workshops over to
the warehouse staging area during the week before the
caravan's scheduled departure. The bDrothers are not
particularly quick-witted, and are inclined to
interpret things very literaliy. Thus, wien they have
returned to the warehouse on several occasions to  fing
crates disturbed {1ids cpened, shifted to other places,
etc.] in their abseance, they have formed the opinion
that these are evidence of foul play, and have relayed
their fears to Dortiund, wno s also very susceptible
to paranoia.

3 - TIMETABLE FOR MASTER DORTMUND

6:30an, Day 1 - Dortwund rises and eats his morning
imeal, then goes into the workshop to cqmplete the final
details on a leaf pattern being carved into a walnut
table. He is continually interrupted by worknen with
questions, and scuttles about the area at a brisk pace.

11:00am - Dortmund  leaves his workshop, and walks
around the Horseshoe to Caravan Street, then left to
the warehouse being used by Boraggic. He arrives well
before the scheduled noon meeting of the principals,
and privately confers with Boragyio in the latter's
office. Dortmund voices grave concern about warehouse
security, and stoutly avers that someone will attempt
to steal part of the cargo during the coming nignt,
Wnen pressed to reveal the reason for his concern,
Dortmund remains evasive; nevertheless, Boraggio agrees
to double the guard for the comihg evening, Unbeknownst
to Dortmund, Boraggio speaks briefly with twe of his
most  trusted gquards, and asks them to watch for any
suspicious characters lurking about the premises during
the meeting, If thieves of either the Guild or the
Black Hand have the building under surveillance during
this period, there is a 45% chance that Boraggio's men
will spot the watehers, and attempt to tail them when
they leave the warehouse area.

meeting takes
place. Upoh hearing the news of hignwaymen along the
Lang Road, Dortmund iJmmediately suygests that the
cardvan <hange its route to avoid this possible trouble
spet; he 15 voted down by the others after 2@ heated
argument., This further convinces Dortmund that his
colleagues are irresponsible, and that he must take
immediate steps to protect his investment,

2:00pm - Upon returning home, the cabinetter ensconces
nimself at his desk, and writes furiously for a few
minutes, then dispatches an apprentice te the Dwarrow
{the dwarven section of Haven's OQutiands Borougn) to
deliver these hastily scribbled payes to Balin arn
Biibur, a specialist in locks and traps,

4:20pm - The apprentice travels on to Boraggio's
warehouse with Balin in tow. The dwarf carries a huge
valise filled with his toecls and accessories, A number
of the pieces of furniture designed by Dortind have
peen fitted with secref compartments of oneg sort or
angther; Balin has been requested to  install
booby-traps that can be set to temporarily incapacitate
any unauthorized temperer (by releasing sleep gas, a
mild central nervous system poison, etc.] on the most
valuable of these items (he agreed readily; he knows
Dortmund  from past dealings, and is planning to hold
him up fur 2 tidy littie sum). The dwarf and the
apprentice attewpt to gain aanittance to the warehouse
by showing the guard a note frow  Dortmund;
unfortunately, this guard is not literate, and a small
altercation ensues, Eventually, Boraqgio {who can read)
is summoned, and authorizes the pair’s admittance,
Balis sets te work installing the traps; his efforts
gver the next two hours are carried out 1in plain sight,
and coutd be easily identified for what they are by any
witness with experience in disarming or arming traps,
5:45pi - BGrayyio arrives at Dortmund's shop, and goes
Tato the cabinet-maker's office. A  few moments later,
he energes, and departs, carrying a large box under one
ara {1t contains a flanewood jewelry-box, inlaid with
mother-of-pearl, made by Dortound personally, which
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Boraggio will present this evening as & farewell gift
to his sweetheart),
6:30pm - Dortmund
fter dianer, he
vintage wine from his cellar,
for the night,
10:20pm - In the street outside Dortmund's bedroou
window, a wagon heavily laden with furniture swerves
abruptly to avoid a cioaked rider who has galloped out
of a side street at breakneck speed. A poorly secured

sits down to dinper with his family,
indulges himself with a bottle of
At about B8:30, ne retires

table is flung off the wagon, and ricochets off a wall
to the ground with & shattering crash.  Dortmund,
wakened by the noise, looks out his window, and sees

the results of the incident; he rushes jmmediately out
into the street to survey the extent of the damage, Two
of the table's 1legs are damaged irreparably, but the
piece appears otherwise unharmed, Dortiund orders his
workimen to carry it Dback inte the workroom; he then
spends most of the night (until 4:00am) toiling in the
dim lamplight to make the necessary replacements and
repairs,

8:00am, Day 2 - The cabinetter is roused by his wife;
he appears very pale and drawn from his labors of the
previous night. He breakfasts, then packs his personal
gear for the trip into ¢ large manogany fooutlocker,
9:30am - Uortmund  leaves the house, and walks cver to
the open air shop of Tracheotus, the green qrocer,
There, he purchases a number of souewhdl exotic nerbs
and spices that Tracheotus stocks especialiy for nim,
uUpon returning howe. with Bhis purchases, he brews
himself a pot of potent herd tea, and sips from @
steaning mug of tihe brew as he moves about the shop
area, making a final check that afl necessary cdrgo has
been  transferred to the warehouse and  that nis
employees understand thelr tasks during his absence,
11:00an - Dortmund ang  the four workmen (including
Wurzmar) wio are Lo accompany him on the caravan depart
for Boraggio's warehouse in  a wagen which also carries
a number of trunks ana footlockers,

S hpadiitl

D} Trojanus Sextimus, Dealer of Objects d'Art

1 - Trujaeus is a retner Tall, thin aivddle-aged man,
with deiicate fdcial fedtures. He is sule owaer and
proprietor of a fairly large aft gallery in the Norti

Corridur tnat specializes in pottery and sculptures,
mMost  of nis clientele coue from the Guild and Merchant
classes, and can readily atford nis extravaygant fees.

It is also well known that Trojanus greatly enjoys the
nightlife of the city, and 15 an avid driaker, and
yatier Known 1n many of Havern's chic mightspots. He has
never warried and seldom womarizes, He lives alone;
with a small staff of live-in servants, in an elegantly
furnished hume that 1ies ot the very base of the
Heignts.

Z - Although 1lropanus has not  changed his rich
lifestyle, nis  financial fortunes have  faluered
precipitously in the laest 6-9 months, This decline is
attributable to two primary causes: 1) Tne recent
sinking of the large werchant vessel, Falmost, lacen
with Trojanus’ art objects, off tne coast oOF Sek1l, and
2} the neavy losses Trojanus has  sustained from his
ganbiing  endeavors., The sinking of the Faimost i<
comulan knowledue' awomy the city's seamen! ouT Tew | less
than 20%) know the it tary vaiue of  the fergn that was
tost, Stmitariy, daCST  any  Bartender in ane of
Trojanus' regufar vaunts wili De gbie to recall severc!

EVENTNgs i owhich tne  art deaier  suftered large
Setbacks atl the ganing tables; bul, becouse Trojanus
frequents  several  alfferent establisnients, au 5164l
Carkeep 15 likely to know the extent of Wis overail
tosses. Thus, the Guild thieves will probabiy have tu
use @ DIt of dequctive reasoning to determine  thoe full

extrenity ot Trojanus'  situetion, and o
CicuaisTances which  drove K 1o seek
assistance of the LBlack Hand,

1zeniify the
the - finagncia:

Trojanus DGrrowed &  suDSTaniidl SUB from the Hand
to pay off a4 gaibling debt owed te a4 aan who had
threatened o expose his  impoverished state 1o his
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clientele, The Hand, knowing Trojanus is still unabie
to repay his loan, has demanded that he prove his good
faith by acting as their <courier in this current
enterprise, Although Trojanus does not even know the
exact nature of the cargo he is to carry, he is certain
he will be captured in the act and totally disgyraced.
His emotional state as the fateful noment draws nign is
manic denressive, fluctuating between periods of wild,
forced gaiety and fits of melancholia,

3 - TIMETABLE FOR TROJANUS SEXTIMUS
g:50an, Day 1 - Two of [rojanus’
galley, adccompanied by two day

assistants from the
laborers pulling hand

carts, arrive at Trojanus' home, They wait in the
sitting room while Trojanus completes hnis  daily
ablutions,

9:25am - e five men leave the house and travel east
to Caravan Street and then south across Trade Isiand to
Gambol Street, Tnere is little conversation among the
group.

10:05am - The group stops at one of the three-stury row
houses that line Gambol Street, and 4o inside to the
loft studio of Ronn the sculptor. There the workmen and
one of the gallery assistants carefully pack several

targe pieces of statuary in well-padded crates, carry
then downstairs and load them onto the carts, The
second assistant remains on the street to keep an eye
on the caryo. Trojanus remains upstairs while the
loading is going on, although he can occasionally be
seen peering down at the street scene from the loft

window,

11:15am - Tne loading completed, the five continue on
at a leisurely pace back to Caravan Street and south to
the warehouse rented by Boraggio.

12:00noon - Trojanus leaves the rest of the party to
unicad the gouds, and joins the aforementicned meeting
of the caravan Qrganizérs, He  seems  distracted
throughout the meeting, and barely participates in  the
discussion about the possible change of roule,

1:15pm - The meeting ended, Trojanus nhuails o centaur
cab, and sets out on a lony, erratically ziy-zagying
course through the South side of Haven. Trojanus
occasionally stops the cab, clambers out and walks
around for a few moments, then continues on.

2:05pm - Durinyg one of these stops (on Rouge Street,
near Magic Street), Trojanus enters the small shop of
Radri the Potioner, Within, he purchases a swall bottle
of very potent {Level 30} poison, wsich he places in
his left nip pocket,

2:50pm - Up wuntil this moment, Trojanus and his by now
thoroughly confused cabbie have continued their aimless
meanderings along the south bank, Suddenly, Trojanus
seems to become aware of the timeg - the cabbie turns
around from his current route, and heads off at top
speed to Caravan Street, and then across the Dorian to

Trojanus' gallery,
3:10pm - Trojanus rushes into the gallery, very late
or an appointment with one of his bDest custowmers,

Although the dealer apoligizes profusely for nis
absence, fabricating a story zbout being delayed at the
warehouse, the customer stalks cut of the gallery in &
huff,

3:15pm to 6:00pm - Trojanus  and his cohief assistant
Plummyrr, go over the gatlery's recent correspondence,
and try to get the gallery's aftfairs in order for his
absence, During this period, the four man freight crew
make two appearances to lcad a number of artworks frum
the gallery's stock, It 1is also possible that
representatives from the Hand thieves may visit the
galiery during this time, to arrange the meeting when
the extra cardo will be delivered.

6:00pm - Trojanus, Plunamyrr, and ancther gallery worker
close up tine gallery, and laden with a number of empty
packing crates, proceed to Trojanus' home, The crates
are taken inside and placed in Trojanus' study, to be
packed by the dealer Jater with items from his personal

collection, Trojanus invites the two to stay for a
drink; & short while later, they depart after an
extraordinarily emotional goodbye from the dealer,
6:45pa - Trojanus Degins the packing exercise, but soon
becomes distracted. He goes upstairs to nis  rooms,
bathes and perfumes himself, dons some more dressy
attire, and heads out “on the town."

7:30pm to approximately 12:30am - Trojanus  pays brief
visits to aimost all of nis usual nigntspots. He drinks
very heavily, but is rather quiet, and watches the

crowds around him instead of participating 1in the
night's revelry, Between 11:00pm and 11:30pn, both
Trojanus and Benedios are drinking in the Aerie, but

they do not speak L0 one another,
12:30am, Pay 2 - Trojanus yoes home, somewhat tipsy but
not seriouslty drunk, If nhe arrives home before fne
minions of the Hand, there is a 20% cnance that ne will
attempt to take the poisen he has purchased, If he does
30, there is a 40% chance that he will take too large a
dose of the poison {a la Gauguin}, and wind up vomiting
the deadly liquid out of his system before it can take
effect,
Sometime after midnight - The Hand thieves arrive at
Trejanus' home, bearing a crate filled with ten <clay
sculptures of 2 priestiy figure in a variety of poses;
the crate‘s label refers to them as the Ten Miracles of
the Great God Bamos {note the significant number 10,
and the fact that God Bamos 3s an anagram for
Gambados)., They will leave this crate, fully packed and
nailed shut, in the study, regardless of wether or not
Trojanus has attempted to take his own life, All other
actions taken by the Hand thieves during this visit are
up to the discretion of the GM or the players
pertraying the smuggiers,

8:00am - Trojanus, if wunpoisoned, rises and complietes
The packing of nis personal cargo and baggage,

9:30am - Tne team of workmen seen yesterday returns to

the house, this time on a mule-driven light freignt
wagon, They load the crates from the study onto the
wagon,

10:30am to 10:50am - Journey Lo Boragygio's is

walks over to a tavern near the
imbibes three stiff drinks to

completed. Trojanus
warehouse, and quickly
quiet his nerves,

£} Siilve foraggio, Leravan Master

1 - Boraggio is a robust, husky mwan just approaching
middle age, with a booming wvoice and a gruff but
pleasant demeanor., for several years, he has .made his
living as a fur trader, until he discovered that he
could use nis woodland's lore and organizational skills
as a caravan master and make gqood money for much less
risk, He is said to nave traveled every mile of the
Long Road, and wany of its tributaries; and his good

reputation in his trade seewms well-founded. He is by
nature a patient, even-tempered man; when angered to
his breaking point, however, he is a dangercus foe (he

is very proficient with knife and axe, and a competent
bare hands brawlerj, His dgreatest known weakness is his
constant pursuit of the fairer sex, whom he treats both
chivalrously and chauvinistically, Boraggio is wusing
the c¢ffice of the warehouse as his temporary guarters
ia Haven; but he has also been spending many of his
evenings in the company of a young female songstress
from the Street of Harps,

2 - 0f the five suspects, Boragoic has the fewest
secrets, for both his strengths and weaknesses of
character are fairiy openly displayed, Nonetheless, he
values his privacy, and does not like people that ask
too many prytng questions. Thougn Silva is  reasonably
well off {he always seems to bde carrying a healthy
purse of 100-500 GP with him}, he nas few dealings with

the city's fipancial community, and the latter know
very little about him. His tastes in women are very
catholic, and he has & different lady love in almost
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every <City along the Long Road; hence, he will almost
always be interested if anyone claims to have jewelry
items, perfumes, or other small items of affection
availabie for sale at reasonable prices, Most of nis
hirelings (80%) will wvouch that Boraggio is a
reasonable boss who does his best to support his men if
disputes break out between the caravan staff and the
merchants; the dissenters to this view are wusually
those who have run afoul to one of Silva's infrequent
tirades,

3 - TIMETABLE FOR SILVA BORAGGID

6:00am, Day 1 - Despite a Jlate night of carousing,
Boraggio 35 up at the crack of dawn, showing no iil
effects from the nights revels, He takes a quick tour
arpund the warehouse facility to assure nimself tnat
all is well, There is a 70% chance that he wil} notice
if anytning 1in the warehcuse has been tampered with,
moved around, or replaced during the nignt,

6:20am - I{ all is satisfactory, Boraggio will leave
the warehouse area on horseback and ride down to
Fisherman's Cay, accompanied by two of the hired
guards. There he will barter for a shipment of salted
fish to add to the caravan's stores,

7:00am to 11:30am - Upon returning to the warehouse,
Stlva settles down to work, becoming invoived 1in the
dozens of last-minute tasks required to get the caravan
ready for departure, A parade of people file in and out
of his office during this period, including a number of
travelers making last minute applications, prospective
employees, and merchants delivering general stores, At
11:30, Dortmund arrives at the warehouse and confers
with Boraggio for several minutes.

12:00n0on to 1:15pm - Boraggio holds  forth  at the
general meeting with the other organizers, He s
unconcerned, but a bit surprised, wien Dortmund's move

te <change the caravan route to avoid a possible

encounter with brigands is defeated by Benedios' strong
gpposition,

1:15pm to 2:00pm - Boraggio goes to a  small  tavern
around the corner from the warebouse to get a bite to
eat., Wdnile there, he becomes taken with one of the
serving wenches; they talk quietly, and arrange a late
nignt rendezvous, This completed, he returns to the

warehouse and his preparations.
3:20pm - Benedios Cellini returns to the warebouse and,
under threat of withdrawing from the caravan, foists a
rather hapless-looking young fighting man named Mign
Rurn onto the caravan's guard rolls, Boraggio, though
highly irritated, holds his temper during the exch ange;
however, once Benedios has departed, Silva unleashes a
stream of curses, and takes out his-frustrations on
everyone he encounters during the next nour,
5:30pm - Boraggio leaves the warehouse on foot, and
walks through the Soguth (orrider to the block of
buildings where Dortmund plies nis trade. He d¢isappears
inside briefly, and reappears carrying a large wooden
box under one arm. )
6:00pm to 6:30pm - Boraggio walks at a leisurely pace,
from Dortmund's to the Sackbut and  Psalter, a
well-renowied inn Yocated on the Street of Harps. There
he meets Lisa Duncan, the aforementioned songstress,
and two of ner friends {2lse female); the four drink
and sup togetner, and all seem jovial. The box sits on
the bench next to Boraggio,
$:00pm - Some musicians appear, .and begin to play.
oraggio, by row thoroughly over his bad mood, dances
with one and all of his companions, There are moments
when the box is conpletely unattended.
10:45pm to midnight - Boraggio and Lisa take their
ieave and walk €0 the three-story walk-up where she
rents a room. Boraggio presents her with the hox (if it
is still in his possession) - which contains a
delicately hand-crafted music box. The couple make
passionate love, but moments later, Boraggio is back on
his feet, claiming that he must return to the warehouse

immediately because there is much remaining to do, Lisa
protests loudly, and a brief argument ensues, but in
the end she relents.

12:10am, Day 2 - Boraggic hastiiy departs the building
and rapidly makes his way back toward the warenouse,
cutting through alleyways - at times almost breaking
inte a run. A few momnents later, the cause of his haste
is revéaled - the serving wench encountered earlier in
the day. Boraggio saddles his horse; lifting the girl
alongside, he rides out the Horse Gate at a brisk
canter, stopping about twe miles from town on a grassy
hillside overlooking the river.

2:45am, Day 2 - The pair return to the warehouse, where
Beraggio bids the maiden farewell, He walks around to
the rear entrance of the warehouse, only to find the
boy, Migh Runn, asleep on duty. He rouses the hapless
lad, and gives him an extremely severe tongue-lashing,
stopping just short of blows, Having vented his spleen,
he goes to bed,

7:00am, Day 2 - Boraggio rises, and completes the same
check of the warencuse he initiated the previous day.
He busies himself with work up to the very last moment
before departure,

ACTIVITIES OF THE SMUGGLERS

For the most part, the Black Hand thieves {whether
played by the GM ar a team of player-characters) have
complete freedom to undertake any strategies they might
choose to protect the crystals or eliminate the Guild's
interference. There are, however, a limited number of
acts which the minjons of the Hand must perform during
this 36 hour perigd. At the cutset of the scenario, of
course, they must select- a hideout where the crystals
will be kept prior to their delivery to their courier,
This hideout can be placed virtually anywhere in the
city, except for the Labyrinth {the center of Guild
authority), the Heigats, or Trade Island {this last
area can actually be used, but the Hand players should
bear in mind that access to the Island is severely
limited between midnight and 6:00am). The chances for
discovering the location of the Hand*s hideout will be
dependent on the informant’s proximity to the hideout
area (the closer the better), and the amount of Hand
activity taking place around the hideout {the greater
the number ot comings and goings, or thieves lurking
about the Mhiding place undisguised, the greater the
likelinood of being noticed).

During tne 36 hours of the adventure, the Hand
thieves must accompiisn the following tasks;

1) Souetiue during the daylignt hours of the Ist
day, they rust make comtact with Trojanus to arrange
their post-midnight delivery of the concealed crystals.

2) Tney must accomplish the delivery of the
crystals to Trojanus, concealed within the statuettes
of Bamos.

3) There is a 60% chance that the Hand will learn
of Alvarado and Arielle's efforts to contact the Guild,
if they do discover these plans, the Hand players in
this scenario must place the jewel merchant under
surveillance, and attempt te prevent the meeting with
the Guild from taking place,

4} The Hand thieves must send at least one of
their number to the Commons section once each morning
10 deliver a progress report to the Hand lieutenants.

GM's should remember that 1the Hand
have sufficient time before this
set up any ruses of subterfuges
employ to make the transfar
gaster,

thieves will
adventure begins to
they might wish to
and exit of these goods

Use of Iaformants

Given their scant store of knowledge at the outset
of this scenario, the Guild players will almost surely
want to 1increase their understanding of the five
suspects by guestioning their neighbors, associates, or
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the regutar network of Guild informants. The chances of
obtaining useful information will depend on a variety
of factors; a procedure for determining the success of
those efforts is described below,

The Informant Results chart indicates percentage
chances that an individual being questioned in a given
area of town will know some general information about a
particutar suspect, or the plans of the caravan which
the group of suspects has organized. These percentage
¢hances assume that the individuals obeing questioned
have some  logical basis for possessing useful
information (e.g., they are patrons of a bar known to
be frequented by a suspect, neighbors of the suspect's
business or residence, persons involved in similar
business enterprises, etc.); this general chart shouid
not be used if the players are questioning individuals
who are particularly close to the suspect (see the
section on Confidants, below), The differences in base
information ~percentages bDetween areas of the city
refiect the comparative amount of time that each of the
suspects spends 1in that particular portion of town, and
their notoriety in those segwments, The base chances may
be modified by the GM to reflect the effectiveness of
the questioner's technique, and/or the particular type
of information being sought. [f the Guild player <comes
up with a clever, believable ruse to justify his many
questions, his efforts should have greater effect than
those of a character who bluntly asks a man's business
associates to give out incriminating evidence against
him,

As noteda before, the [nformani Chances table may
be used to defipe a pilayer's chances of obtaining
general information about a given suspect; this type of
information may or may not be wuseful in nis current
search, If a player is seeking an answer to & specific
question’, his base chances are considered to be 1/2 the
percentages listed in the table (rounded up), plus an
adjustment from the area-specific c¢hart, Percentage
Bonuses to Specific Information Chances.

Guild informants are assumed to have a 15% penalty
to their stated base chances of knowing most general
information, but have a 20% bonus to their chances of
knowing the answers ©0 the iist of specific questions
{since they are concentrating their efforts on finding
out this particular information). Guild informants are
also the only individuals likely to have any c¢hance of
finding the Hand's temporary storage place for the
crystals, or the locations of the individual smugglers,
A Guild informant is assumed to have a 20% chance of
possessing some ¢lue about the location of the Hand's
pidegut 1if e is in the same area of the city as the
nideout, and a 5% chance if he is in an immediately
adjacent section of tfown. Guiid iaformants have a 55%
chance of knowing that one or more of the smugglers is
currently in their sector of the city; if so, there is
a 30% chance that the informant knows the smuggler's

exact present location., Tnere are ¢ plethora of
wandering Guilda informants ({primarily beggars, but
there are also entertainers, shopkeepers, and even an

occastonal high public personage) throughout the city,
with the greatest concentration of these characters to
be found aiong Caravan Street and in other very crowded
pubiic areas, such as the Plaza of TYroubadors, Thieves
Market, Trade Island, or Guildmasters Square. A Guilid
player searenving for a Guild infermant should have a
5% - 60% chance of locating opne {par 1% minute searcn
turn) in  these most populated areas, and a 25% - 35%
chance elsewiere,

Confidants

un certain occasions, players may decide that they
need to tTalk with & suspect's closest intimates {giri
friengs, iinmediate Tawmiiy, business partners, or key
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aides), Such individuals are assumed to be ‘“hostile
witnesses®; they will give out useful information only
if they can be tricked into believing that such answers
and disclosures are necessary or will, in .some way,
benefit their intimate, To accomplish such a feat, the
Guild player wili normally bhave to construct a disguise
(law enforcement official, long-tost boyhood friend,
etc,) which will gain the confidence af the person
being interrogated, The quality of the disguise (is it
satisfactory for the conception of the role?} can be

judged using the Disguise rules presented in earlier
volumes of Thieves' Gulld. GMs should bear in ming

that, given the often sensitive nature of the questions
the Guild players will 1ikely be asking, the chances
for creating a crisis situvation (wherein the player's
disguised is challenged) are much higher than in normal
disguise situations.

GENERAL INFORMANT INFORMATION TABLE
THE CARAVAN ROUTE
Informant Location

Subject A B C D E F G H 4
Alvarado - 45 - 50 40 30 20 - 20
Benedios 45 60 25 60 10 10 10 20 15
Dortmund - 25 -~ 10 20 &0 60 - 10
Trajanus 25 3% 10 70 & 5 20 30 -
Boraggio - 15 - 10 606 4D 35 5 10
Caravan 10 15 - 25 65 15 35 5 &

{Locatinns:
A& - The Heignts
- Tne North Corridor: Financial
- The Nerth Coryidor: Government
- Tne North Corridor: Other
The South Corridor: Marehouse
- The South Corridor: the Plaza of Troubadors
- The South GCorridor: Other
- The Commons: the South Docks
-~ The Qutlands)

LA s B U g v B o B v =
]

PERCENTAGE BONUSES TO
SPECIFIC INFORMATION CHANCES
THE CARAVAN ROUTE

Informant Location
Subject & & ¢ 0 E F G H

ALVARADO

Financiai Position - 20 - 10 - - 10 - -
Sarcerer's Coronet - - - = 10 - 25 - -
Arielle Relationship - - 25 25 - 25 - 10

BENEDIOS
Financial Position 10 15 1% 1% - - - - -
Wife relaticnsnip 25 - 10 10 - - - - 20

HORTMUND
Financial Position - 15 - - -« 10 - - -
Mismanagement Fears - - - - 10 10 10 - 10

TROJANUS

Financial Position - 1¢c - 10 - - - - -
gambling Habits i6G - -~ 20 - 20 20 - -
Sunken Trade Yessel - -+ « 5 «~ - - 30 -

EDRAGGIO

Financial Position - 5 - - - - - -+ =
Girl Relationship - - - - 10 25 10 - -
professional Repute - - - 20 20 - 20 - -

CARAVAN

departure Time - - - - 30 10 1 - 10
Scheduled Meeting - - - 12 25 1 - - -
Guarc Arrangements - 10 - 1 2 - 10 - -

A




RESCUING THE CRYSTALS
The Guild thieves
locate the-crystals in

in this adventure can, 1if they

time, attempt to recover them at
any of four points: 1) from the warehouse used as the
temporary storage site, 2] from the Hand thieves as the
goeds  are in transit between the warenause and the home
of the reluctant courier, 3} from Trojanus' house, or
4) from Trojanus® men as they haul the target goods to
Boraggio's warenouse, It is also possible that Guild
thieves, in following a false trail or attempting to
find information, may enter Boraggio's warehouse, or
the lodgings of the other caravan principals. In this
section, the GM provided iafeormation on how to handle
surveillance or breaking and entering attempts at each
of these locations, and presents a floor plan for the
art gallery/nouse of Trojanus (the wmost likely site of
a recovery effort),

1} Hand Warenguse. Since the Hand thieves have the
option of chousing any of a number of sites; general
information about these structures can be provided, Any
given warehouse is likely 1o have a foreman and 204
workmen on duty during day hours; there is a 50% chance
that these employees will possess some weapon skills
(primarily club, cudgel, or knife). There is a 204
c¢hance that the warehouse also employs a night shift
consisting of a foreman and 106 workwen, There will
nermally be 203 guards on duty {0l-60 {Green, 61-90
Intermediate, 91-00 Veteran) between dusk and dawn; if
there is a night shift, subtract 2 from this die roll
{thus, 1T two 1’s are rolled, there would be no guards
present). There is a 60% chance these guards {unless
Veteran) will surrender 3if 50% or more of them have
been wounded,

There is only a 15% chance that a warehouse is
equipped with arcane protection devices; #f so, it may
be presumed that the goblets are placed within the area
guarded by this magic. Otherwise, the main, npon-human
obstacle facing the Guild if they attack here is the
sheer volume of crates, barrels, and chests they must
search through to locate the crystals - any warehouse
will nave 201000 containers, in all, within its walls;
4 Perfunctory search of a single container takes 15
seconds, and a Detailed search 1 minute,

One or more Hand thieves may decide to remain at
or pear the warehouse site to keep an eye on their
booty. If they are visible and unsuccessfully Disguised
{if they attempt to disaguise themselves, make & normal
Success rell, assuning that the Guild informants have
I and DSC of 12), add 10% (per Hand thief so occupied)
Lo the chances that a Guild informant will spot the
hideout,

2) Transport of the goblets from the warehouse to
Trojanus' house, The mechanics of this transfer are
entirely up to the GM (or the Hand players, if any are
active); therefore, the Guild’s chances of recovering
the goblets during this phase of Hand activity will be
totally dependent on the strategies employed by the
opposing sides {in other words, you'll get no help from
us on this one!},

nouse, The art dealer's art gallery

in a fairly larye 2-story building,
surrounded by a high hedge; there is a small flaystone
courtyard (lined with shrubs) in front, and a fornal
garden to the rear, The floor plans of the interior are
presented below,

Tne front and side doors to the residence are ali
protected by Coupiexity 3 locks, and all 3 are built of
sturdy timber, There are no windows on the lst floor;
those on the Znd floor are comprised of many smali
diamond-shaped, wmulti-colored glass panels; except for
the one leading to the upstairs Jibrary and the two
beside the fireplace in the living room, none are at
ail trapped; neither 1is the wide, curtained opening in

3} Trejanus’
cum home is located

the living room which overlooks the biggest of the
viewing chambers, As might be expected, there is
artwork and sculpture decorating most of the rooms of
the spacious house, particularly the many areas of the

art gallery on the lower level; nowever, about 80% of

the most valuable pleces are displayed in the library
and the living rooin wupstairs (A,B); Trojanus will
invite favored clients to these areas - they are not

open to the general run of customers,

The works of art contained within the
the living room are protected in the following manner:
if the statues are lifted from the pedestals, or the
paintings from their hanging positions, and an object
of equal weight 1{s not put back in their place, a
stream of gas containing a potent soporific (STM saving
roll at -4 or slesp 206 hours) is released from a
nearby source in the ceiling, Removal of any of these
ttems also sets up a series of blade traps {6 in all,
Spaced at varying heights 3' apart, HACE 2, damage 206)
in the main entry nall on the upper level., The windows
in these rooms are electrified (MGR saving roll or take
208 temporary damage to STM), and are activated when
touched from either side,

Near the front entrance to the gallery on the
lower level is Trojanus' office and study {C}; next to
it 1is a smal) starage area (D). Both are currently
filled with a number of crated or partially packed art

library and

objects awaiting delivery to the caravan. [t is here
that the crate bearing the concealed crystals will be
left for the night, There will be 2020 c¢rates 1in
various stages of readiness about the study and the

storage room; 65% of these are closed and sealed, Al!
closed crates are marked to indicate their contents;
all but one have the information marked on them with a
brush and paint - the other seems to have been marked
with a quiil and ink,

As indicated earlier, the Hand has concealed the
ten goblets within small, clay statuettes described as
"Me Ter Miracles of the Great God Bamas.” Unless the
Guild players purposefully, or accidentally, shatter
one of the statues to reveal the crystal beneath, the
only ways they can guess the true contents of the crate
are the following clues:

* The anagram of God Bamas and Gambados

* The coincidence that there are ten statues and

ten goblets

* The similarity in size between the statues and

the goblets

* The perceptibly lower guality of the workmanship

in the statues

* The difference in handwriting on the crate

containing the crystals , , .
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Besides Trojanus {who, if not deceased, will be up
in his bedroom (E)}, there are 4 live-in servants here
with quarters above the smail stable off the garden and
the main building., There js a 20% chance that one or
more of these servants will hear any disturbance in the
house, and a 40% chance that they will investigate if
they do hear a noise. Trojanus will), due to his highly
agitated {and somewhat tipsy) state, sleep very lignhtly
this night; there is a §5% chance he will be awakened
by any loud noise (defined as anything much above a
whisper) emanating from the study or storage room,
which are nearby (underneath) his bedroom. If he does
appear, he will Dbe only too glad to allow the Guild
thieves to take back the crystais - provided that they
tie him up, beal nim, and/or otherwise make it look as
if he put up a struggle (to get him off the hook with
the Hand). (Note: There is a 30% chance, given the
state of Trojanus' distraction, that he will have
forgotten to set the traps described earlier.}

The other rooms in the house are marked as to the
general purpose, but should not come into the main play
of this scenario. The GM's discretion rules if, the
adventure digresses into these areas.

4) Transfer to Boraggio's, The goods from the
house of Trojanus wikl De transported by the team of
individuals described in the schedule of events, This
pair of muscular laborers are reasonably competent
fighters with close range weapons {though they would
much prefer a hand-to-hand alley fignt); they will not
run from trouble. Treganus and his assistants on the
other hand, are likely to look for the nearest cover
available * and surrender if fired upon (unless Trojanus
sees the Hand agents looking on, whereupon he witl try
to make a good verbal showing of outrage - and fail
rather miserabiy). The cargo will be as described in 3)
above, except that all the crates will now be closed
and marked. The handcart loads are extremely heavy; any
thief lacking the bulk of the laborer's thick arms (an
extremely likely prospect) will nave some difficulty in
escaping at any speed with these vehicles,

Otner Buildings

a) Boraggio's Warehouse - Since all goods Dbeing
transported with the caravan must eventually find their
way here, it is very possible that the Guild thieves
will attempt to search these premises for the crystals.
During daylignt hours, there will be 2 + 1D6 guards
(01-15 Green, 16-55 Intermediate, 56-95 Veteran, 96-00
Elite) present at the warehouse, These guards will
almost certainly (95%) check up on anyone entering the
warenouse complex, They will have little patience with
(and will probably throw out) anyone who hems and haws
apout stating his business; however, if the Guild
thieves have worked out an acceptable story, there is
only a 25% chance that the sentries will investigate
more deeply (basically, this is because there is such a
steady stream of people in here making deliveries - 308
people each nalf nour engaged in such activities).

‘In the evening (6:00pm - 12:00am), the pace
slackens somewhat to an inflow of 1D12 people per hour,
At 10:00pm, a new guard shift comes onm, comprised of
4 + 208 guards (the doubled security force promised by
Boraggio to Dortmund}. The sentries stationed at the
entrances on this late shift will be much more careful
about whom they adamit - characters seeking entry will
probably have to furnish some sort of tangible proof of
tneir story {(a signed note from a caravan participant,
a bill of lading, etc.). Between 1:00 - 3:00am, one of
the rear entrances is unguarded, where Mign Rusn lies
asleep on duty. Only those merchants transporting
extremely large loads (1ike Dortmund) will continue 1o
make deliveries throughout the night,

b) Alvarado's room - Alvarado and Arielle have a
two room suite on the 3rd floor of the Pendragon; the
rooms face onto Caravan Street, Players may attempt to
gain access to the suite either via tne front door
(Level 1 lock, 20% <chance of encountering someone in
the halls of the Inn) or from cutside (by climbing up
to the balcony adjoining the rooms; its door ' is
unlocked between 11:30pm - 2:00am}. Both Alvaradoc and
Arielle are light sleepers; they sleep with a short
blade concealed beneath their bedding (they will not
strike, however, except in self-defense, preferring to
negotiate with intruders if possible}. If tne entry is
made after 11:00pm on tne first day, the Guildsmen will
find the large box presented to Alvarado by Sindra; it
contains only the riding boots described earlier.

¢) Cellini household - The entryways to Benedios'
home are well trapped, a hardly surprising fact given
the controversy surrounding Benedigs' marriage to the
Duke's niece, the raging battle between the (ellinis
and he dwarven metalworkers of Haven, and Benni's own
tess-than-amiable perscnality. Also unsurprising, given
the aggressive mnatures of the Cellini pere' and fils,
is the fact that these enchantments are designed to
damage (or quite possibly Kkill), rather than detain,
anyone $0 audacious as to intrude (GM's discretion as
to the specific nature of these traps, but each should
do .an average of 20-40 points of damage to anyone
unfortunate enough to miss his saving roll), Within the
household are a great many metalworks wortny of a
king's ransom, but no chests or crates which look like
hiding places for the crystals. There is an 85% chance
that Madelena, Benni's rather unwilling spouse, will be
at home whenever the Guild thieves arrive on the scene
{one seldom goes out when it seems that everyone you
pass by is staring at you, and clucking “poor chila"
under their breatn}.

d) portmund's home - There will be a continuous
flurry ~0F activity around this complex of living
quarters and workrooms throughout the 36 hours prior to
the caravan's departure, Consequently, though there are
many, many points of entry into these buildings, and
only modest security (6 Intermediate guards), there is
a good possibility that Guild infiltrators will
encounter approaching workimen while they are in the
widst of their searches. With the enormous number of
bulky furniture pieces being snipped by Dortmund, and
the many more in various stages of assembly about the
workrooms, there are hundreds of potential hiding
places for the <crystals about these premises, Thus, if
the Guild players have failed to eliminate Dortmund as
a suspect on the basis of their inquiries, it is
doubtful tnat they will be able to rule him out by
searching his property.

“PLAYING FOR TIME®

It 1s possibie that the Guild players, panicked by
the seeming enormity of their task, may decide that
they may fail to recover the crystals in the 36-hour
time frame available to them, ang¢ start jooking for
ways to extend this limit, The easiest way in which to
do 50 is to get one or more of the Guild trieves hired
on as guards; characters must have a total 5FR, CDN,
REF and STM attributes equal 1o 44 or more, and make a
saving roi) against MAG (1 peint 15 added to the MAG
saving roil for each point of attributes the player
pessesses over 48 - this reflects the fact that if
you're big and strong and can hit a swallow between the
eyes at 50 paces, no one really cares if you don't
bathe very often), Players may also wish to try te hire
on as cooks {20% if trained in Cooking, 50% if Master),

scouts (must have both Tracking and Trapping skills,
and above average sensory abilities to qualify), or
other caravan personnel (nealers, drivers, etc,, at

GM's discretion}, If Guild thieves are successfuliy
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hired, the scenario can
has laft Haven.

The plans cail  for Trojanus
crystal-bearing statues in Plandissfor, the second stop
on the caravan's travels., To ensure that there are no
hitches 1n this plan, two Hand thieves (Espar D'Aguello
and Montakk the dwarf) haved nired on as scout and
guard, respectively, As the days pass, Trojanus will
become more and more cbviously nervous and paranoig
about everyone {revealing himself quite blatantiy as a
man with a secret), However, the Guild thieves may find

continue cn after the caravan

to dispose of the

act on their undoubtedly growing
caravan tasks consume wost of
are kept somewhat segreyated
after the caravan
canp, quards

it difficult to
suspicions, for their
each day, and eanployees
from the merchants and travelers
stops to piteh cawmp each evening, While in

mave the greatest mobility of any Iof the caravan
workers; however, wnile tThe caravan is on the move,
special personnel such as scouts or nealers are likely

to have the greatast freedom to road anongst the wagons
of the organizers,

CHARACTER DESCRIPTIONS FOR THE CARAVAN ROUTE

Character Requisites Combat Armor
Name Hotes Class 57 CO RF SM 1Q MR Weapon  HAC@ Damage Class HTX
Alvarado (1) VET HU TRU i1 10 91313 14 BOSKHDe 6 304 LTH 5 26
LBOW 2/6/9 106
Arielle *(1) INT /E TRu 7 8.12 11 13 7 DGR i0 104 CLo 3 14
ThKWF 5/9/14 104
Benedios {2) INT HU MER 51212 1012 9 RAPR 9 108 cLe 2 17
DGR 11 104
Madalena *(3) GR HU NON 617 14 10 9 13 None NOW 0 19
Dortmund {4) EL HU MER 10 15 11 12 10 15 ROD NON 2 36
Brother #1 {see text} INT HU NON 11 8 814 717 cLuB 8 204 NON O 26
Brother #2 INT HU NON 1210 914 6 11 CLU8 3 204 NON 0 19
Trojanus (5] INT HU TRD 81111 51212 DGR 10 104 CLo 2 13
Assistant #1 GR HU MER 12 3 8 913 9 None NON O 15
Assistant #2 GR HU MER 12 8 8§ 913 9 None NON O 15
Laborer #1 INT HU FTR 15 7 918 7 16 GRHMR g 2010 NON O 27
FIST 5 105 ea
Laborer #2 INT HU NON 13 11 13 10 11 15 MAUL 7 304 NON 1 21
. FIST 4 104 ea
Boraggio VET HU RGR 121511 1315 6 SPEARe a/7 305 LTH 6 30
ThSPRe  2/7/12 1012
NET 5 tangle
Warehouse Guards {6)
A INT HU FTR 11141214 7 9 BDSWDe 6 304 LTH 5 27
LBOW 3/7/10 ib6
B VET HY FTR i3 91412 912 2BBA%e 4 3p5 LTH6 35
NOTES:
{1} Both wear braceleis which contain Missile Repulser until the morning of the caravan’s departure,
spells (5 charges - each cherge 1ast 10mr and tUPR  {5) Trojanus will surrender jmmediately 1if facing a man

aside the weight equivalent of 8 arrows).

{2) Cloth shirt is embedded with a Limited Invisibility
spel} - wearer may remain invisibie as lofg as ne does
not move,

(3) If you're looking at the HTK column, you better
have a fast horse and plans to move to another town,
This is the Duke of the Haven's niece you idiot!

(4) Dortmund possesses a Rod that contains 18 charges
of a 75 HP Sleep spell; he will net be carrying it

THE RIVER RGUTE
In this scenario, it s assumed that the Hand
simuggies have decided to try to move the crystals out
of the city on one of the vesseis currently lodged in
Haven's ports.

Since Haven is situated on a river, shipping can
go  both ways - upriver, from the North Docks situated
above the rapids, and downriver to the sea, from the
South Docks below the rapids., Two sets of docks and
wharves occupy both sides of the river at each end of
the city, but almost all of the actual carygo handling
is done on the northern bank of the Dorian, while the
south bank caters to those who are stocking their ships
for voyages.

For tne purposes of this adventure, only the South
Dock area need be considered, for the Black Hand lacks

with a weapon - the only thing he is likely to take a
chance on stabbing s an unconscious mass,

(6} To create a warehouse guard, rol) a D100 (01-15
green, 16-55 intermediate, 56-Y5 veteran, 96-00 elite),
then use the hireling fighter tables from TG I1. Two
sanpie guards are provided for those of you who do not
yet own 1G Il - but you better pick up a copy soon,
‘cause we may not be so nice next time!

even & semblance of power along the North Jocks. The

Guild thieves muyst tocate the snip designated to carty

this valued. cargo, and prevent it from embarking with
the ¢rystals aboard,
THE SHIPS

At this moment, there are between 25 to 30 ships
resting at anchor in the down river roadstead of Haven,
mocred to docks and wharves primarily on the north side
of the river, Al ships must register with the ¢ity's
Miristry of Ports and Shipping upon arrival, and are
also required to notify the Ministry of their intended
date of departure (so that Ports officials can collect
the appropriate duties on goods imported into, or
exported from, the city).
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Five of the ships in port below the rapids are
schedyuled to sail within the following week. Since it
is wunlikely that any ship's captain would permanently
jeopardize nis standing in such a  key port by leaving
without the required notification, these vessels are
the only five that can be used by the smugglers, given
their severe time constraint.

1) Intrepid - a small, sleek and rakish
single-masted sloop rumored to be exceedingly swift,
one of the speediest vessels under sail afloat. e is

owned angd operated by two adventurers of some noteriety
in the Ten Cities region, the husky red-bearded warrior
Pfaff Hurd and nis smaller, wiry compatriot, Gramouza.
Their stated destination is Hag's Cliff, an isolated,
rock-scarred  promontory surrounded by  treacherous
shoals, lying at the juncture of Smholokith Bay and the
Turbulent  Ocean  {consequently, many suspect  that
Intrepid has another destination planned n truth),

2) Walpurgis - & round bottomed merchant ship
ownad by a syndicate of foreign free <traders., The
destination of record for their upcoming voyage is the
port city of Solhedria (where the crystal goblets
sought by the Guild thieves were originally crafted).
it is weil known argund the dock area that the captain
and the navigator -of Walpurgis are seeking sailors to
sign on for their coming trip, The cargo is reputed to
be extremely valuable,
3) Highlands Maid - a three-masted schooner owned
by the "Blackbournes of Haven, The cargo is finished
textiles and holts of cloth, and numerous coils of rope
and c¢ord, intended for delivery to several of the
city-states that lie southerly aleng the Turbulent

Ocean. The Blackbourne family, through the efforts of
young  Anson Blackbourne, have cooperated with the
Thieves' Guild on many occasions, and are considered to

be extremely loyal in their Guild sympathies,

4) Cartagena - & galley of 80 oars, partially
refittgd as a warship and donated by the family of
Nimrodel to the c¢ity's naval defense force, The ship
and her all-volunteer (well, that's what the officials
call them) crew are scheduled to ieave port for a week
of routine practice maneuvers before reporting for duty
with the down river patrol squadren,

5) Akureiya - & two masted corvette owned by the
TJandouray Spice Company of Haven., She is scheduled to
satl across the Turbulent Ocean to the fabled Port
Byulana in the distant kingdom of Jez, in search of
fresh shipments of exotic western spices. It is rumored

that the voyage wili require over two years to
compiete. Akureiya carries a strong box filled to
overflowing with gems and golden coins {as many a

wharfside rumormongers can inform you for a small fee},

There are a number of other ships in the southern
roads that the GM may wish to refer to to make life
difficult for the Guiid thieves. None of these are due
to leave for at least a week, but they are, in most
cases, moored near one of the target ships, Some of the
vessels are:

6) Vveritas, a rakish 40-oar galley;

7) Firedrake, a large galieon;

8) Petruchia, another round-bottom merchant;
4) Taras Bulba, sister ship to Petruchia:
0}
1}

10} Bonadieux, a swift built privateer;

11} ¥ictory, another galleon;

12) Delignt, a small coasting vesse!l;

13) Perra Duranja, yet another galleon;

14) Castie of the Sea, a nigh-peaked galleass; and,
15) Eastern Star, & & masted aryosy,

There are three ways in which the Guild thieves

can discover which ships are preparing to leave Haven
for the seaways sometime in the next two days{there
are, of course, other ways to cbtain the information

the Guild thieves desire, but the GM is not supposed to
leave this book shere his players can read it),

First, the thieves can directly approach
dockworkers, or crewnen on the individual vessels, and
inguire as to their sailing: plans, However, this
technigue 1is indiscreet as well as time-censuming, and
would justifiably pigue the interest of every
rumormonger in the dockside area {(and thereby certainly
reach the ears of the Black Hand's men as well}.

Alternatively, they can seek this information from
either a Guild informant or an independent rumcrmonger,
Since the comings and goings of shipping traffic are a
matter of CoInmonN interest, almost any  informant
contacted witl nave some knowledge of this subject,
Roll a DIOC to determine what  fraction of the
departures a given informant is aware of (01-20 = 1

ship, 21-40 = 2 ships, etc.). Then roll a D5 to
identify the vessels about which the informant has
knowledge.

The quickest method of obtaining information on

ship departures is to make contact with Morrey ({the
Eel),a prominently placed official in the Ministry of
Pors and Suipping. Morrey, for a hefty fee, will
provide anyone with a thorough list of scheduled
departures {including the name of the ship's owner, her
captain's name and reputation, and the vessel's
declared cargo), The only problem with this approach is
that Morrey s an equal opportunity gossip who wil)
sell information to anyone - thus, there is & 25%
chance that the Hand thieves will learn of the Guild's
visit and obtain a positive 10 of the individuals who
metwith Morrey, There 1is a 30% chance that the Guild
thieves have had previous dealings with Morrey;
increase this chance to 60% if the player's make direct
inquiries to the GM about wrether such a source might
exist,
Highlands Maid and Cartagena are intended to be easily
identified by the Guiid thieves as unlikely recipients
of the crystalline treasure, leaving the other three
vessels as possible targets requiring further
investigation. These three ships and their most
important (in terms of information) crewmen, are
therefore described in greater detail.

A) Intrepid - Despite the

] skepticism evinced by
cutside observers,

Intrepid is indeed bound for Hag's
Cliff, Gramouza and Pfafi have heard the tale of a
great sunken treasure iost aboard a ship smashed upon
the peritous reef of the promontory, and are determined
to recover a goodly portion of said treasure with the
aid of a Magical Mask of Water Breathing which they
stole during their adventures from the mighty wizard
Scooban . They have been very close-mouthed, a rarity
for Gramouza, about the objective of their voyage,
except for the occasional oblique reference to great
treasures they have made while trying to impress (and
pick up) youny women they've encountered at the Crystal
Ship (a tavern located nearby along the docks),

Both are inveterate womanizers, and can fall easy
prey to the charms of a4 Juscious young wench, However,
they will be very angry if they learn that others {even
Women, even young, pretly women} are snooping into
their affairs, and would quickly draw their dlades if
they personally encounter snoopers, Wien not aboard
their craft, they spend most of their tiwe at the
Crystal Ship, which they find an excellent source of
lore and information, Whenever their snip is left
unattended, a trap is set for any who sneak aboard
Intrepid. At the top of the companionway is a small

antern - when approached from the side facing the
ladder (i,e., when someone tries to go down the steps
inte the interior of the vessel), it releases a blast
of energy <capable of stunning anyone within a 15
radius into unconsciousness for up to 8§ hours {saving
roll against MR -6 to resist initially, saving roll
against 5TM each nour to awaken). Tne safety switch for
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little wheel
lantern -

this trap is the
the wick in the
trap off,

which raises and lowers
lowering the wick turns the

B} Walpurgis - Walpurgis' need for new crewnembers
is the result of a recent pirate attack which, while
staved off and blunted by the resistance of the crew,
wWas extranely costly (almost half the crew lost as
casulties, and extensive hull damage, minor marks of
which are still evident]. One of tine crewnmen lost was
the wizened old first mate, pruwpting the prowotion of
the relatively inexperienced, but undeniably eager,
second mate, Stnpson, Captain Kluhig and his Mavigator,
Nvvl Pfsk, spend most of each afternoon and evening -

roughly 3pm to llpm - haolding forth at the Seasick
Parrot, participating boisterously in the revelry and
buying drinks for prospective crewmen. Klunig is @

buriy, jovial man, totaily in love with the sea and the
seaman's 1life; he has over 20 years experience as a
highiy competent sea-captain, and many an astounding
tale to tell. Pfsk bears a not-quite-healed scar on his
cheek frun the recent encounter, and his brush with
death has caused him to think lonygingly of retirement -
ne has only renained on Walpurgis for this coming
voyaye out Of - loyalty to Kluhig, While the Captain is a
trusting man, willing to think the best of a
prospective new <C(rewnan, Pfsk 1is more cynical, and
tikely to ask penetrating questions about a man's past,
Simpsan  spends his days aboard ship, He 1is &
bundie of nervous energy, scurrying about to supervise
the final aspects of the ship's repairs, making
arrangements for the laying in of stores, and talking
to those seeking berths aboard the vessel, At nignht, he

carouses mightily, trying in vain to forget the lovely
girl in a far-away port wo has stolen nis heart, On
the first nignt of this adventure, he may be found on

the Street of Silk Veils (probably at the Red Rooster)
saupiing the pleasures of the fairer sex; on  the second
night, he will be in the opium den in the rear af the
Crystal Svip.

) Those who sign on Walpurgis as crewken may move
into the forecastle (pronounced fok-sell} living

quarters immediately if they so choose, Since Walpurgis
is berthed quite near Akureiya, an enterprising Guild
thief may wish to hire on 1o make proper use of this
ideal vantage point,

Akureiya - If the sea route is chosen, Akureiya
is tg)be the courier of the crystal gqblets. The
Tandouray Spice Company is a froat organization for the
Black Hand, and has a  high-ranking BH off1;1a1
{(Gilberto Maggia) on its Board of Directors, There 15 @&
30% chance that any Guild tnief will recognize this
Black Hand connecticn if ne hears the company's hade
mentioned in connection with the vessel,

Whether or not the smuggled tredasure is to be
transported on the ship, Akureiya has Just had a satiar 1
eniargement nade to ner cargo capacity - work perforued
by MNimredei the shipwrignt. A new compartient  was
added, concealed berind a false wall, and gccessibie
enly through a locked (cowpiexity 3) secret panel in
that wail. )

Akureiya's captain, Houmbay Gourdebas, 1s 4
medium-built man of very dark complexion {partiy frow
his years of sun and sea), with ltuxuriant, well pomadea
mustaches, and a breath-taking tattoo of a f!gnt1ng
griffin on his chest {this 1is almost alwqys visible,
since Hoombay either wears very loose shirts, open to
the waist, or no shirt at all - particularly aboard
shipy. Hobmbay 1s very congenial, even 1o stranyers,
but is a double-talker; althaugn ne will accept orives,
he is very loyal to his Black Hand bosses, and 3111
provide oniy misinferuation and false help, There 1s 4
A40% charce that Hoombay will nave already visited
Jasmine's House of Tattoos while in port (see the

description of that shop below for furtner details); if
not, there is a 20% chance he will do s6 late on the
first evening of this adventure (after rendezvousing
with the agents of the Hand}.

Zuker  Fassbinder s a
Akureiya, anong other complaiats
imaginary},ne feels that he was passed over for a
praaotion 1o mate that he should have nad {actually,
Zuker 15 a lousy sailor - the fact that he has survived
as many vQyages 4s he has 15 a  matter of pure luck). He
will spend nis last two days in port haviay a final
fling, dividing his time between the $easick Parrut and
the street of 3ilk Veils. If encountered, nhe is likely
to be very drunk, and guite disorderly, but wniore than
willing (with the help of  another foany nwe of
tongue-0il} to talk about the three men in dark cloaks
he has seen negotiating with bis Captain,

Only two of the other crewnan of Akureiya {not
including Fassbinder) know that their ship 15 used in
the service of the Black Hand: Megara, the ship's cook,
and & seemingly undistinguished crewman, Haldor Biock,
Megara 5 a long-time associate of Hoombay, and 1is kept
infornied  so that ne could complete an assignment it
Gourdebas were killed or otherwise incapacitated,
Unbeknownst to Hoowbay and the Black Hand, Megara keeps
an up-to-date diary of nis travels, including many
details of the Hand's work; this diary is currently
kept wunder the bed in the room Meyara rents at
Alekhine's Boarding House (see shop descriptions
below). Block has been placed on the crew by the Hand

disgruntled  seaman an
{most  of  theu

to keep an eye on Hoombay's activities; Gourdebas has
some suspicions about him, but has not yet acted upon
then,

SHUP DESCRIPTIONS
FOR_THE SOUTH DOCKS

information, the Guild thieves
may wish to enter any of a number of varied business
establishinents in the ared near the Soutn Docks, This
section provides basic descriptions of some of  the
shops  and their personnel, apd indicates any special
information available in these shops and the general
circumstances under which such information aight  bhe
revedled, The GM can use this material as a guide when
running encounters between these NPCs  and  Guild/Black
Hand thieves.

In their search for

A} Tne Navy Yard of the City of Haven

provides  storage for  all the  supplies
{cordage, barrels for water, flour, sait meat, etc.,
fittings, weapons, and s$o forth) wused by the eidght
galleys which the city naintains to petrol down  the

Dorian to the sea, There are walls alony the two alleys
at the rear, and 4 wooden fence alony Drayers' Loop,
with a gate located oppasite the city pier; the yard is
guarded 24 hours a day by a smail force of wercenaries
specificaily hired for the purpose,., Cartagena, the
newest ship in the city's fleet, is currently ltoading
stores fur her forthcoming departure,

B) Hamilton, Corder
makes rope
in tne city,

and cord., He supplies to all the
put will seil directiy to ship
the reguirenent s large enough, Pfaff Hurd
has been in in the last few days with an order fur
10,000 of 3/8" line ({not a common size, even fur a
smaller shipl, and Anscn Blackbourne placed an order
two tonths ago for 500,00G° of assorted cordage, for
transshipaent on Hignland Maid, This information will

chandlers
owners 1§

be readily volunteered, since Hamilton is proud of the
ability of the men of his rope walk ©o0 produce yaod
cord, and wili iiiustrate his point by teliing about

these recent orders for large aucunts of rope.
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C} Jasming's House of Tattoos
is  just a tiay

hole-in-the-wall with

dirt-caked windows, through sowme of which can  he
distinguished (barely) some incredible drawings on
display. Jasmine Adder is a tattoc artist of sone

renown, and 1is able to charge a sizable fee for the
application of bher upusual talent, Se is a largish
woman of indeterminate middle-age, with sligntiy
stringy mouse-brown hair, and is usually found seated
on a dilapidated couch in her shop, with @ small table
in front of the couch covered with needles, dye pots,
etc, She employs a netwark of neighborhood urching to
keep her appraised of the arrival of new vessels at
both the MNorth and 3South Docks. Because of her hnigh
rates, nher <clientele is comprised wmainly of ships'
officers, and the rare frugal seaman who has saved up
his meager shares for the privilege of Jasmine's
artistry.

Jasmine wuses a potent liguor as a painkilier
during the tattooing session; consequently, she often
learns a great deal of information that she is not
intended to hear, If Hoombay Gourdebas has been to her
shop, there is an 80% chance that he nhas unknowingly
mentioned the crystal goblets to Jasmine. Although sne
is no Guild sympathizer, Jasmine is & foe of the Black
Hand organization because of their excessive brutality,

which she considers “bad for business", Consequently,
she is likely to give what information she has to any
Guild thieves who 1inquire, 1if they explain their
purpose,

D) Tne Seasick Parrot

is the most
South Docks. The place
wine, women, and wany
revelry frequently lasts
the following morning,

In addition to the key figures from the ships list
already noted to be among the regular patrons of the
bar (Zuker Fassbinder of Akureiya, and Captain Klunhig
and Nvvl Pfsk of walEurgisj, one of the reyular
entertainers s a Guild inforwant, Jigger Cassadi plays
a mean gitar, sings well in a pleasant baritone, and

rollicking of the bars in the
is- usually filled with song,
ribald entertainments; the
througn the night, and into

also sings to Guild thieves about  South Docks
information {he receives a 10% bDonus to the normally
indicated Information chances when asked for info

regarding either of the two ships mentioned above).

E) Bidurim, Cnartmaker
1s reputed to have
port, harbor, and stretch of

charts of almost every
sea-Cuast in  the "wiole,

wide world”, Untortunately for Pfaff Hura and Gramouza,
when they visited him he did not have one in stock for
the Hag's Cl1iff area, He told them it would take him
six monthts to get one from the nearest possible source
{they were not pleased),

F} Petals of the Rose

is supposedly a small version of the baway
nouses occupying the Street of Silk Veils; however, it
is yenerally disparagingly referred to by the denizens
of the South Docks as "Scales of the Fish", There is a
154 chance each on €ach night of the adventure that
Zuker Fassbinder or Simpson will visit nere,

G} T™he Crystal Snip

is & snoky, dimly-lit tavern at the end of a
seldom-cleaned alleyway. There is an opium den in tne
tack rowi of the saloon (the odor of burning drug
occasionally penetrates to the common room), and three
burly toughs guard the connecting door to persuade
non-custeiners of the inadvisability of entering, The
common  room is of reasonable size, but could hardly be
called spacious; it is open around the clock, and there
will normally be 20 to 30 (20 + 010) seawen and other
nautical types drinking, gambling, and telling tales to
each other,

Simpson, first mate of Walpurgis, will enter the
back room on the second night of the adventure,

pfaff Hurd and Gramouza can regularly be found
drinking at a window table in the common room, The
proprietor {and chief barkeep), an immense, ham-fisted
man known to all as “Tiny", nas a long acquaintance
with this adventuresome pair, and knows fhem to be
total independents, unlikely to be working 1in Tleagque
with anyone else, However, this fact will not be
volunteered; it will come out only if Tiny 1is asked
directiy, or if a closely related question is posed, A
middie-aged, rather washed-out barmaid named Drucella
will also claim to know the two adventurers well; she
will, however, revile them as unscrupulous cutthroats
{in reality, she is acting out of spite because her
advances were spurned by Pfaff),

The tavern i5 a hotbed er rumors and
for anyone who knows how to sit patiently and listen -
players who act in such a manner should be rewarded
with a roll on the Informant Informaticn table for each
hour they remain at the tavern {maximum of 4 rolls).

information

H} The Widow Bupkes

runs a bearding house, The new second mate of
Cartagena stays

navy bean soun,

nere, The widow 15 also famous for her




J)} Sym's Storage Company )
is housed n a large warehouse, situated
across from Alekhine's; it 1is used primarily as a
granary, This company is also a stronghald of the Black
Hand, If Guild types stop here to make inquiries, or if
they are spotted entering Aleknine's (only a 15% chance
of the latter unless the parties in question have
already stapped at Sym's}, an employee will be
dispatched to the Black Hand's headquarters to inform
them of the visit, The people at Sym's will try to
detain the suspects at the warehouse for as long as
possible by indicating their willingness and/or ability
to provide wuseful information, 1If they can keep the
Guild suspects there until the runner to headquarters
returns, the latter will be accompanied by a Black Hand
thief, wno will attempt to shadow the Guild people
after they leave,
The owner of the company, Lazar Symbocca, is
almost mever there (5% chance); ne is always said to be

"returning shortiy", Esgar, the foreman, and his
helpers, Rimer, Div, and Jim Bostry, are all loyal
Black Hand supporters, and would never willingly help

the Guild's cause,

K) The House of Fashion

provides Tsnore clothes" for
satlors returning from long voyages, It is run by Noluy
Brekkan, an excellent salesman of clothes, who seems to
have a tremendous fund of general waterfront news and
gossip, There is a 65% chance he will have at least a
tidbit of information on almost any ship presently in
port. O0Ff course, you'll have to buy some of his
clothing “deals”,,,

many of the

L) Jakkeb the Sailmaker

makes salls, 1is completing a new set for
Walpurgis, and knows a great deal about the quality of
canvas, the virtues and merits of different types of
cutting shears, and many other subjects of absolutely
no interest to either the Guild or Black Hand thieves.
At the sligntest provocation, he will bore to tears
anyone foolish enough to stand still and listen,

M) The Slop Chest

carries all wanner of personal items prized
by seamen., There is a 65% chance that any crewnember of
any ship will make at least one stop here, but only a
10% chance that visitors will nave revealed anything of
even vaguely useful import,

N} Alekhine's Boarding House ]

is a cheap; and reasonably clean, transient
rooining pouse frequented by many saiiors when on shore
leave in Haven, Hoombay, Zuker, Megara, and several of
the other Akureiya crewnembers are staying here; so fis

Nvel Pfsk of Walpurgis. Alekhine, a- shriveled,
bald-headed o0ld codger, attributes his longevity in
these tougn surroundings te nis crede of asking no
questions of his clientele, He knows little gossip, and
tells less; however, for a reasonable bribe, bhe can be
convinced to leave & pass-key on the desk for another
to take and use, Aleknine employs a rather sullen
half-orc named KradoC to clean up the rooms daily.

Aleknine, and will eavesdrop
cpportunity; ne is not
the chance and thinks he

Kradoc is much nosier than
on conversations, if given the
above petty theft, if he sees
won't get caught.

P) Honest Boris - Fing Jewelry

surprisingly enough, is honest - and offers
reasonable deals on armbands, 40lden hoop earrings, and
other items of ornamentation favored by seamen, He has
a 15% chance of knowing something about a given ship,

0) Svip's Chandler - Martin Boggle, Prop. )
carries a wide variety of miscellaneous

supplies and lignht equipment, cordage, etc,, likely to
be needed by any vessel stocking up before leaving on a
voyage, There is an 80% <chance that a crewmember from
any of the ships sailing this week has been in the shop
to have an order filled; in most cases, however, this
fact would not be remembered unless the written records
of the sales are checked, Several of the employees will
remember a  visit made by Pfaff Hurd, who ordered an
unusual assortment of tools, and inquired in vain about
a yood navigational chart of the Hag's Cliff area.
Boggle, in particular, wili remember the encounter,
since Hurd laughingly paid his bill with a large pink
pearl worth 2 to 3 times the value of his purchases,

R} Mintar, Weaponsmith

95 a stocky dwarf [stocky even for a dwarf)
who makes naval weapons (ships' weapons primarily,
although he does make cutlasses, mariinspikes, etc,}.
Both Captain Klunhig of Walpurgis and Captain Gourdebas
of Akureiya have visited him in the time they have been
in port; there is a 40% chance that Mintar will know
when and where these ships are traveling,

5) Soul's Anchor

15 a run-down, overcrowded tenement, where a
Salvation Army-style group provides food and shelter to
broken-down 01d seamen, and to the widows and orphans

of sailors lost at sea. Padre Antrim, a rajl-thin,
frail young friar with seemingly boundless enthusiasm,
is the spiritual leader of the flock. The fellowship

has recentfy received a large
anonymous henefactor - this fact is & prominent item in
the current rumor mill ({unfortunately, it bears no
rejationship to the Guild thieves' mission).

centribution from an

T) Veelkher's Sea Transport

is the abandoned warehouse ¢f a long defunct
shipping and forwarding company, The doors and first
tloor windows of the twe story wooden structure have
been boarded up, but there are 2 or 3 crawlways which
can be used to gain entry. The cavernous Jower floor
appears totally deszried and untended for years; all
that is Jeft of the former company's operation are
scattered remndants of broken crates and smashed barrels
(some are still partially filled with rotting grain or
fabrics and vinegary wine).

The second floor only extends over about a quarter
of the floor space, and is reached by a woodan stairway
near the front of the building; the stairs are still
remarkably sturdy, considering the condition of the
rest of the warehouse, At the top of the stairs are two
offices, one small, the other quite large; both have
their furniture stifl iptact. The twe windows in the
smaller office offer an excellent view of the moorings
of Akureiya and Walpurgis; this room appears to have
been recently inhabited - fresh {relatively fresh, only
a few days old) food scraps can be found in a box full
of trash, and a rumpled coat ties in cne corner {this
place 1is sometimes used as a hide-out Dby the Black
Hand}, There are & desk, four chairs of varying
description and solidity {35% chance of coilapse for
any except the one behind the desk if sat wupon), two
sets of shelves against the wall, and & cabinet, In the
top drawer of the desk may be found a spyglass
(muitiplies normal Sight identification ranges by 10).
There is nothing of interest in the large office,

U} The Merwmaid
is a rather seedy,
primarily the nangout of dockworkers

and very rough, saloon,
and longshoremen,

Fights break out here frequentiy, as the broken
foccasionaily patched) furniture and decor nmutely
testify,

Snoops are not appreciated at the Mermaid, and are
likely to be dealt with quickly, roudhly, and, rarely,
fataliy (those who either didn't survive the first
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beating, given as a warning, or w¢ had the tewmerity -
and lack of intelligence - to try again}. If one must
fook for leads in nere, the only patrons iikely to have

even a scrap of useful information are the moth-eaten,
underfed pickpockets (independents strictly - neither
the Guild nor the Black Hand will have them) who hang

edges of the crowd, They have a pepaity of
-30% to their base information <c¢hances; all  other
patrons have a penalty of -50%, and a 35% chance to
react in an extremel!y negative fashion to questioning
{summon a gang of feliow bullyboys, and aaminister a
beating) - otherwise they're just hostile,

around the

¥) The Foundry
produces many types of brass, iron, and

bronze ship fittings. Walpurgis' master was in here
about 5 days ago to order a large number of assorted
pieces (resupply for the ship's locker, which had been
virtually enmptied in the repair and refitting process),
Employees here will be reasonably co-operative, but
will not know much other than the names of ships whose
owners or masters have purchased fittings (25% chance
for any given ship currently in harbor)},

W} Nimrode!'s South City Shipyard

has tihree sets of ways
of new sivips or the drydocking of vessels already
Jaunched., This is the origingl yard that Niarodei
started with over 130 years ayo, and he still waintains
his offices here. He owns three other yards, two
upriver (one, in the city, for quick repairs and minor
construction, the other, outside the walls, for major
new construction) and one wmore downriver outside the

fur the construction

city walls (where very large snips, capable of ocean
voyaginy,  such as ships-of-the-iine, argosies,
¢liippers, etc,, are constructed). The remainder of the
yard is covered with scattered sheds and roofed areas

for the storage of spars, yards, masts, side planking,
etc,

Recently, Akureiya was in drydock for several
days, having a portion of ner carqgo held rebuilt,
Nimrodel completed this  somewhat delicate bit of
business nimself, with the help of a few trusted

anployees (a fact remarkable in itself, since Nimrodel
nas been wholly a designer and supervisor for nearly 5
dacades}, and received & substantial suwm, ia geold, for
nis efforts, There is a 35% chance that any given
informant on the docks will know of Akureiya's sojourn

in the ways. If so0, the informant wi not. know any
details about whatever work was performed, only that
all  parties concerned seem to be  exceptionally

secretive about the nature of the project,

Only Mimrodel and his chief clerk, a young elven
matd nawed Cyrilla, know much about the circumstances
of the transaction; neither will discuss the
modifications, or even admnit to the presence of
Akureiya, unless:

a; the questioners represent themselves as  “the
authorities”, and have documentation to provide a
plausible packup; or,

Py Nimredel is gone (a 40% chance during the day),

and  anocther eif reguests the information from
Cyrilla, asserting that Nimrodel has already
granted his perussion,

Nimrodel's records are kept in an unconcealed floor

safe in his office {at the western corner of the yard};
the safe bas @ Compiexity 3 lock. Four private guards
patrol the yards when the official day of work is done,
and  nost  of  the employees nave departed {occasionally
nignt work will be performed for special rush  jobs,
working under the ligats; this is a 15% chance).

X} Blackbourne Warehouse
is  completely roofed over and walled. [t is
the family Yor pre-shipping storage of nundreds

used by

of belts of many different types of cloth (some of them
quite valuable)}. There are usually 15 to 20 employees
bere during daylight hours, and 3 guards at nignt, They
arg perfectly willing to discuss the destination and

cargo of Highland Maid.

Y) Ware¢house Compounds

are large, fenced (usually) areas which may
or may ndét be partially or completely roofed over,
Uccasionaliy there are walled areas used for offices or

storage of goods which might be easily damaged by
inciement weather, In most cases, whatever eiployees
can be located will appear busy and will be reluctant

to answer questions (generally, they are busy, and just
do not wish to waste time answering foolish questions}.
One of these warehouses may be used as the temporary
storenouse for the crystals (see below),

2} Miscellaneous Shops
are shops or small businesses
nature, The GM's option rules here,

of unspecified

?) Unmarked Buildings
are rooming houses
particular consaquence,

and/or tenements of no

WANDERING NPCS
IN TRE SOUTH DOCKS

In addition £o the personnel aboard the ships and
in the various shops around the docks, there are other
ingividuals whom <the players may encounter in the
course of the adventure, Three of them may play roles
1n the scenario.

The first is Yalyri Pipper, an inspector for the
Ministry of Perts and Shipping. Pipper's Jjob is to
check the cargo of each trade ship leaving Haven, and
to collect the appropriate duties on goods being
exported from the city., An inspector of the Ministry
nas the right to review the bills of lading held by the
ship's captain; if he believes something is amiss, he
may even demand a complete inspection of all cargo. In
practice, of <course, these prerogatives are seldom
exercised, Pipper is a fair-naired men of medium build;
e nas none of the crusader's zeal in nis blood, He is
not known at all Dy the crews on any of the various
ships scheduled for departure in the next week, and is

well known by only a few of the dockside denizens.
Thus, If ne were waylaid, the man holding nhis
credentials would have quite a good chance of puiling
off an impersonation (depending, of course, on the

actual manner in which he conducts himseif),

fishmonger, wheels nis foul-smelling
wneelbarrow full of piscine edibles through the wide
and narrow streets around the South Docks from dawn to
dusk, hawking nis odiferous wares in a resounding basso
profundo {a vocal timbre quite astonishing, since Carp
is a small, brown feilow). There is little thet bappens
around his turf that escapes his eye (+20% to base
information chances), and few are the men capable of
concealing secrets from his penetrating glance. Though
Carp wouid doggedly claim that he is loyal only to
niasel f, there is considerable evidence that, beneath
that rough, smelly exterior, beats & heart of purest
mush, fer he has often surrepititiously aided others in
the South Docks on whom misfortune has fallen, In the
conflict  between the Guild and the Biack Hand,
however, he supports neither side, and witl willingly
sell dnformation to either, or even both, sides (he
will seli you fish, ne will sell you stories, ne will
even seli you fish stories!),

Carp, the

Tne third
entity, whose

impaortance is a  shadowy
but whose presence is

figure of
name is  unknown
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of the South Docks once night
fails, There have been three murders in recent weeks,
in all of which the victim {in each case, a robu;t
young male} has been savagely mutilated by his
assailant, Because of some of the unspeagaple
atrocities practiced upon the corpses, the authorities
suspect that some sort of religiocus fanatic ¥s behind
the Kkillings, There is a 15% chance each evening that
this killer will attempt to strike again, If he does
strike, there is a 25% chance that his intended victim
will be one of the NPCs previously mentioned in the
South Docks or & player-character. {GM's Note: yes, we
realize that this figure is unrealistically hignh. But
wrat good is coincidence, if you can't manipulate it to
throw a monkey wrench into the best laid plans of your
adventurers?}

During the scenario, the Black Hand player (or GM
if this 1s peing played as a traditional adventure)
must select a site were the crystals will be kept
prior to their delivery on shipboard. The Hand players
may choose any of the following options;

1}. Concealment within a private room in either

Aleknine's or the widow Bupke's rooming houses,
This option has tne aption of being an unexpected
move, wunlikely to be anticipated by the Guild
players. 1t bas the disadvantage that, if the
stratagy is discovered, the crystals will be placed
in @ very exposed position (with only the strength
and wiles of the Hand thieves in the vicinity
standing in the way of recovery}. Hand thieves may
choose to remain in  the rooming house to guard the
crystals; for each 12 hours of cumulative time Hand

personnel spend here, there is an additional 10%

chance that the rooming house employees will take

note of this activity, and possibly mention it to

Guild players mwaking inquiries.

2). Concealment at Sym's

felt in every corner

granary (see shop

description, The South
establisnment),
3}. Concealment in the abandoned Yoelkher's Sea
Transport warehouse (see shop description}.
4}. Conceaiment at any of the unnamed warehouse
complexes {marked as ‘'y' on the area map) in the
South Dock area, To determine the nature of the
warehouse selected, use the guidelines presented in
the Caravan Route scenario with the following three
exceptions:
a) The chance that a warenouse is equipped with
arcane protection should de reduced to 5%
b} The <chance that warehouse employees are
trained in weapons should be increased to 753
¢} The number of gquards protecting the
warehouse during the night hours should be
assuted to be 105 - 1 (f to 4),

After tne scenario begins, the Hand players have
anly 3 tasks they must accomplish and a fairly flexible
time frame for completing each of these activities,
First, the Hand must make contact with either Hoombay
or Megara during daylight hours on the first day, or
set up a later meeting to deliver the goods, Second,
they must complete the delivery of the crystals between
the time of the first meeting and dawn of the second
day. Third, between 6 10 12 hours after delivery, they
must meet with Haldor to obtain a status report on the
ship's preparation for departure, and on any known
Guild efforts to recover the crystals. All 3 of these
meetings must take place aboard the Akureiya, unless
the Hand can locate the <crewmen they -séek while the
latter are out about their business, or arrange an
alternative site during the course of the first
meeting,

Other than these few tasks, the Hand thieves have
free rein te choose the strategy they wish to adopt
during the 48 hours of the adventure, They can try to
wait out the last hours, laying low to avoid giving
their Guild counterparts any <clues as to the
whereabouts of the crystals. Conversely, they can take
a@ more active role, either by attempting to leave false
trails, or by aggressively seeking out the Guild
thieves and attempting to eliminate their interference
permanently (a case of. the hunted becoming the hunter},

Chances of cobtaining information around thne dock
area are, for the most part, very similar between
individual to individual, The real determining factors
are the notoriety of the ship being asked about and/or
the talkativeness of its crew. The following are the
Base Information chances {1B100) that a charater will
know about & given ship:

Intrepid 50%
ﬁkuretxa 35%
Walpurgis 30%

{artagena, Highlands Maid 15%
Other ships 10%

pocks, for details on this

Certain individuals may nave higher or iower base
chances due to their own nosiness or personal contact
with the men of one or more vessels, These adjustments
are identified in the various Shop and NPC descriptions
in this section,

If the players seek general information, roll 5i00
and consult the Informant information table for that
ship, If the result indicated is Other Rumor, the
information that the questioned character possesses 1s
not relevant to this scenario, like details on a
crewman's sex life, the barrgom brawl they were in last
nignt, etc. If successful in  obtaining  useful
information, a player can continue to question the Sawme
informant until one of the following occurs: 1) the
informant misses his Base Information roll, 2) an Other
Rumor  result is rolled on the [nformant Information
table, or 3} tne roll made on the Information table
implicates informatien already given., Questicned
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characters will of course know any information
specifically mentioned in the shop descriptions, If the
players seek conformation of a specific rumor, the
character's Base Information chance 1is cut in half to
see if such information is known,

Guild informants may be used in the same manner as
outiined above, and recieve a +15% to their Base
Information chances - this is because the rumors iisted
in tne Information table correspond to the types of
specific inquiries they would De making. Guild
informants are assumed O have the same percentage
chances of spotting Hand thieves or their hideout 4as
listed in the Caravan Route scenaric, However, wherever
the rules in tne Caravan Route scenaric refer to  same
or adjacent "areas of the city", this phrase must be
replaced by “city block", to reflect the much smaller
amount of territory being covered 1in this scenario.
Player percentage chances of finding a Guild infermant
remain the same as descrfved in the Caravan Route.

INFORMANT INFURMATiUN TAELE

Table A - Tnhe Intrepid and crew

OTE ROLL

01 - 15 The ship's destination is Hag's Cliff, a place
where sane seamen would not venture, True,

16 - 25 The ship's true destination is actually the
infamous Brigand’s [sle, and their cargo one
of smuggled jewels. False,

26 - 35 The two owners of Intrepid are inveterate
womanizers, who can never turn down a damsel
in distress (if she is beautiful enough}).
True,

36 - 60 Tne owners have been displaying signs of
unusual wealth {(the pink pearls being used to
pay for their purchases while in port). True,

51 - 55 The Intrepid is protected from intruders by
potent magic. True.

56 - 62 The owners were heard arguing ioudly between
themselves about some plan, and almost came
to blows, False, although this has happened
on other occasions in their travels together.

63 - 69 The owners possess a magical device of great
value. True,

70 - 75 They are harboring a fugitive princess aboard
ship, who is worth a great ransom, False,

76 - 00 Other Rumor

Table B - The nudpuryis and crew
DIE ROLL
01 - 20 Tha snip was attacked by brigands .on its last

voyage, and suffered extensive damage to boat
and crew, True,

The ship is no longer seaworthy, and any wio
sail with her are doomed to Davy Jones'
Locker, False.

The captain is currently seeking to find Crew,
and can be found at the Seasick Parrcot. True,
A witch woman in one of the ports of call on
Walpurgis*® last voyage laid a curse on captaix
Kulnig that is the source of his current
trouble. False.

A wealthy, widowed noblewoman of Haven has
supplied much of the ugney needed to repair
and reoutfit the Walpurgis; many are
suspicious about the price of her generosity.
True,

The first wate Simpson is beset with problems
of the heart, and has turned to alconol and
drugs for solace, True.

One of the Walpurgis' new Crew members is a
known Guild thief with & wurderous
reputation, True, but only toid if one of the
Guild piayers has indeed joined the crew,
gther Rumor

21 - 36

31 - 50
51 - 5%

56 - 62

63 - 68

69 - 75

76 - U0

Table { - The Akureiya and crew

DIE ROLL
01 - 18 ‘While in port, the ship has been undergoing
very secret repairs at Nimrodels, True,

Tne Akureiya is carrying a very valuable
cargo on 1ts upcoming voyage, including
several rare treasures. True, although the
runor does not refer to the crystals.

Hoombay has been granted unofficial
diplomatic status, by the city leaders of
Haven, t0 work out a trade agreement with the
rulers of Jez., False, this rumor was
initially started by Hoombay himself,

One of the crewnen has kept a diary of the
ship's travels, which is said to reveal many
secrets. True.

A city bureaucrat from the Ministry of Ports
claims he was robbed by Rat the kobold, but
was unable to prove his accusation. True,

The Akureiya is scheduled to carry two
important priests from the local temple of
the Emerald God as passengers. True.

Twe priests who are traveling with the ship
nave placed many arcane protections on board,
all embedded in objects bearing emeralds.
False,

Uther Rumor

19 - 30

31 - 45

46 - 51

52 - 61

62 - 69

10 - 80

81 - w0

Rescuiny the Crystals

Lepending on their speed 1in  ferreting out the
location of the crystals, the Guild thieves may have as
Many as three oppertunities to recover the masterwork:
at e temporary hiding place, in transit to the ship
Akureiya, and on shipboard after delivery, Player
attepts to recover the crystals from the initial Hand
hideout or during the transfer process can be handled
uszing tire same procedures (with the exception of the
¢ranges in warehouse  composition  noted  earlier)
outiined in the previous smuygling scenario, THE
CARAVARN ROUTE. GM information for moderating a burglary
atteapt abuard the Akureiya is presented below.

The Axureiya travels with a full crew of 20,
including ~four officers; they are mostly numan, with
two half-elves, an elf, and an extremely eccentric
{evun for the race) female kobola named Rat, who is
considered to be a good luck charm by the crew., Only 6
of tive c¢rew (including Ria Linn [the half-elf second
wate), Haldor Block, and Rat) are lodged aboard ship
#Wrile in port. The ship is also to carry two passengers
{fairly nigh ranking priests) on the first leg of its
voyage, the passengers will embark at about sundown on
the second day.

The table below indicates the general percentage
chances that a given crewmemnber will be on board the
Akureiya during a particular time of day, If a

already been placed at one of the
buildings described in the shop descriptions (e.g., if
Hoombay has already been seen entering Jasmine Adder's
tattoo parlor), do not roil for this individual on this
tabie, There will never be  Tess  tian fuur Crewwen On
board, and at least 2 of these will be awake and on
sgiie senblance of yuard duty,

crewniember has

:00am Z:00an 6:00pn 12:00an
Crewnienber 2:00pm 6:00pm 12:00am g:00am
Hooubay 85 80 35 20
Claxx {1st Mate} 50 65 95 20
“ia {nalf elf) 90 40 25 94
Megara 90 80 10 J
Luker 75 100 5 5
Haldor 80 70 65 45
Rat 70 60 40 90
other Crew 40 65 35 35
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[f Hoombay 1is on board, he will always interrupt
his task to speak with any strangers who come around
the ship, He is very cordial (MAG = 17) with all, and
aives the impression that he has nothing to hide,
However, anyone listening carefully will soon realize
that Hoombay reveals very little in the way of hard
facts and he speaks in alinost pure double talk., If
Hoombay is not present, Claxx or Ria Linn will speak to
those wventuring aboard; though neither Kknow anything
about the crystails, they do know the ship's upper cargo
held has been rebuilt, and will be noticably
uncomfortable if questioned by anyone claiming to be
"the authorities".

GM's Note: A word about Rat - the Akureiya's
kobold is an  avowed kleptomaniac - if any visitors on

the ship show any gaudy signs of wealth, there is a 70%
chance that Rat will folliow them after they leave the
ship, looking for an opportunity to try pickpocketing
an item, Rat has demonstrated quite a proficiency at
this sort of thing (she is still alive, isn't she?);
she has an 85% hide in shadows skill and a 60%
Pickpocketing ability. There is an excellent chance
that, if the Guild thieves she is following are
discussing their plans, Rat will hear & fair portion of
their conversation and fimiediateiy tell all her friends
upon returning to the ship,

The snip is moored at the extreme north erd of the
dock; Nimrodel's ship repair facility lies next to it
on one side. The nearest ships are about B80' down

at present, three unnamed
are anchored there,

river, moored at a pier -
merchant vessels and the Walpurgis
By day, the only access to the ship 1is the gangway
leading up from the dock, After dark, it would be
possible to approach the ship from the water either by
swinming {20% chance of being spotted en route} or by
rowpoat (45% chance of being spotted). Players
approaching from the water must either throw a grapnel
aver the side, or &itempt te board the ship by making
Climbing ability rolls, Three rolls are required to
reach the top; if the player swam. to the hoat, these

2 Maln Deck
N

o ..'\)

at a -15% to normal Climbing abilitidks

slickness of the surface and the
Any fall will certainly alert
who will investigate the

rolls are made
{reflecting the
players sodden state}.
the sailors on gquard duty,
splash within 104 mr,

After nightfall, there is also enough man-made
cover - in the forn of crates, barrels, and piles of
refuse - strewn about the dock area 50 that a player
moving towards the gangway may try to use tThis cover to
conceal his approach, Success in this endeavor is
judged using normal Hide in Cover rolls; a player can
get to about 20' away from the gangway bdefore he imust
abandon cover,

ince on board, the Guild thieves must make their
way to the hatchway to gain access to the cargo
compartments below deck, There will be 2-4 sailors on
guard duty on the main deck. If Hoombay is on board,
the gquards wil almost surely be alert and combat ready;
atherwise, roll DL00 (0i-10 Guard asleep, 11-50 awake
but with weapon unready, 51-85 normal readiness, 86-00
exceptionally alert - no chance of surprise or sneak
attack), If outpumbered, or wounded, the guards will
call out for help - other crewnen will begin to arrive
in 204 wr (208 wr if asleep},

wnile fighting aboard ship, the crew of Akureiya
will have & considerable advantage due to the thieves'
unfamiliarity with the unusual terrain of tne vessel,
Wnenever the Guild players attempt & combat maneuver
involving substantial movement, they must make a CDN
saving roll at a penalty of 3 {6 if the character is
either a dwarf or hobbit - both races, for guite
different reasons, have an aversion to boats) 1o
properly execute the attempted tactic, GM's discretion
prevails in deciding the effects of failing such a
saving rolj.

If the thieves gain

access to the below deck

levels of the ship, the maps of the various decks
indicate the general purpose of each of the ship's
compartments. The areas marked as officer and crew

quarters should be empty unless a call for help was not
given, or the characters within had not yet had timne to
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respund, If characters are ‘encountered  in  their
guarters, it will take them 2 mr {4 if aslieep) to
recover a4 weapon; anyone 30 éencountered will quite

possibly {40%} surrender and plead for mercy.
Caryo is stored througnout much of the lower three

levels; as indicated, the lignter cargo is kept on the
uppermost  levels. Those venturing down the hatch onto
the fourth level will find themselves surrounded by a

half dozen man-sized statues with emersid eyes (these

statues have no iaport, unless the players have heard
the false ruwiors of the wmagical traps set by the
priests of the Emerald God - see Use ¢f Informants for
detaiis),

The crystals will be stored in  two slender,
velvet-lined pinewood cases, in one of the new secret
compartments constructed by HMinrodel (located on the

two walls adjoining the door to tie strong rowva). There
is only a 155 chance that a given thief will notice the
presence of new <construction in this area, unless ne is

section - 1is inade), The hidden doors are equipped with
Level 3 locks - Hoombay and Megara havé the only keys,
The strony room door itself has a Level 4 lock {Hoombay
and Claxx have keys); within are a number (3012) of
small c¢rates filled with well-crafted gold and silver
items (the principal trade carge of this voyage), There
are 100 + 6920 containers of varius sizes in the main
hold; at least 2 of these boxes contain swaller sized
emerald icons, These idols are similar in mass to thosa
used to conceal the crystals in  the Caravan Route
scenario; unfortunately, smashing one open will only
get the thief cursed by the priests of the Emerald God,
Since only Hoombay, Megara, and Haldor know that
the crystals are even aboard ship {and they aren‘t
talking unless tortured by a professional), the thieves
can not gain any information about the crystals by
threatening the lives of the crew. However, if fhey
know enouyn to demand inforwation about the location of
the secret compartments, there is a 30% chance that a

making a detailed search of that portion of the wall given crewman will crack and reveal what he knows [45%
{whereupon a Spot Hidden ability roll - see Rules if Hoombay is not present),
CHARACTER DESCRIPTIONS FOR THE RIVER ROUTE
Character Requisites Combat Armor

Mame Notes Class ST CO RF SM IQ MR Weapon  HACH Damage Class  HTK

Crewnen of INTREPID

Pfaff Hurd EL HU FTR 19 15 12 16 12 14 LGAXEe 1 406 CHR 7 &2
HF SWDe 3 406

Gramouza (1,2} tL Hu THF 12 19 18 15 14 11 RPRe -1 1012 LTH & 41
MNGCHe 2 108
SPELL

Crewnen of WALPURGIS

Klunig VET HUY FTK 12 15 ¢ 14 13 11 SHSWOe 5 304 LTH6 35
BOLO 1/6/11 105

Nvvl Pfsk YET MU TKD 11 8 511 3811 HMACE 7 24 LTHS 23

Simpson INT HU TRD 12 816 16 10 7 SMAXE 7 303 o3 21
KNF 11

Crewnen of AKUREIYA

Hoombay YET HU TRD 1512 1712 14 10 MAUL 7 208 Lo 5 26
THRN 4/10/16 108

Mauara YET HU NUN 1311 18 10 11 7 cLue 6 204 cLo 2z 30

Haldor {3) INT HU THF 1316 12 7 1013 SH3WD 4 304 LTH 5 18
ThiKNF 3/712 104

Zuker INT HU FTR I3 81215 717 BUSWD 8 2D4 Lo 3 33

Claxx VET HU FTR 2 17 8 16 10 12 MACEe 3 304 Lo 3 29

Ria Linn INT JE FTR 912 14 1313 3 BDSWD 5 204 CLo 3 26
LBOW 2/6/9 1D6

Rat * INT KU THF 121417 81210 DGRe 7 105 nNoW 3 18

MPCs of the Docks

TTiny" INT WU FTR 21 10 12 1% 13 8 MACE 8 2010 NON 1 39
FIST 3 108 ea

Esgar INT HU FTR 14 911 210 15 KNFe 9 1b5 cLe 2z 25
ThKNF 2/6/11 104

Rumer/Civ/Jin-5 GROHY NOX Wi 910 811 cLuB 3 254 NON O 15

Kradoc GR /0 THF 12 1 816 7 12 DGR El 104 NON G 17

Tougy #1 {aermaia) INT HU NCN it v 1C 14 9 14 rist 5 105 ea NON O 22

Taugn #2 " INT UH NON i6 i1 1319 7 16 FIST 5 106 ea cLo 2 23
BERCH 9 3010

Guards 1,2 {Nimrodel] VET EL FTR 14 13 12 16 00 i3 HF SWle 3 306 LTH 6 33

Guards 3,4 " VET EL FTR 11 12 18 9 12 12 RAPRe 5 1p12 cLoe 29

Valyri Pipper INT HU MON g 712 81010 None NON O 12

“the Ripper” ? ig 13 12 13 6 1% GRe 6 105 cLe 5 3z
BARGTe 5 104

(1] May attack with Doth weapons in same mr  without SGie strange way. _

penalty to it probability. (3) Shortsword is of +2 sharpness {magical).

(2) Graaguza witl a]ways have some Kkind of extr‘eme]y (‘1) Add  1v4 to damage done {1D4 first _I.I'I.I", 204 5‘;‘(:(?(1(]

potent magic on. hiam {GMs discretion as to exact spell} mr, 304 third mr) for each round the attacker maintains

- if used, there 18 a 40% chance it will packfire in

8-

his grip around his foe's throat.
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The Aerie

The Pendragon Inn
The Horse Market
Thieves' Market
Knighte Oute

The House of Raad
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Te Shop and Home of No-yen Drachma
The Home and Workshop of U.N. Qwen
Summ Plaza

The Home of Sindra and Raf Poul
Dortwund's Home and Factory
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Workshop of Balin arn Bilbur
Jracheotus, Green Grocer

House of Trojanus
Trojanus® Gallery

Studio of Ronn the Scuptor
Radri, Potioner

A tavern near the warehouse
Fisherman's Cay
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Lisa Duncan's House
The Horse Gate
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LANDMARKS
OF THE SOUTH DOCKS

The Navy Yard of the City of Haven
Hamiiton, Corder

Jasmine's House of Tattoos

The Seasick Parrot

Bidurim, Chartmaker

Petals of the Rose

The Crystal Snip

The Widow Bupkes' Rooming House
Syi*s Storage Company

Tne House of Fashign

Jakkab the Sailmaker

The Slop (hest

Aleknine's Boarding House

Honest Boris - Fine JewelFy
Ship's Chandler - Martin Buggle, Prap.
Mintar, Weaponsmith

Soul's Anchor

Yoelkner's Sea Transport

The Mermaid

The Foundry

Wimrodel's South City Shipyard
Blackbourne Warehouse
Miscellaneous Warehouse Compounds
Miscellaneous Snops
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Assorted rooming houses and tenements
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GAMELORDS, LTD.

19381

CATALOG

CURRENTLY AVAILABLL

Thieves’ Guild --
The first adventure

serigs devoted to  thiet
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 quys!?

Tnieves' Guild IT --

The Tombs of Shale-Chuun: a
filled {and decidedly deaaly - no pun intended) Valley
of the Dead, Or try out 10 new nighwaymen encounters,
and the expanded combat ryles first,

foray into the treasure

Thieves' Guiid I1] --

The Duke's dress ball, and the Tower of the Mage:
use a forged invitation for a chance to lift fabulous
Jewelry from the necks of dowayer nugbility, or accept a
mission from the Guild to steal an item (a special one)
trom the residence of an old, retired mage.

Thieves' Guild IV --

The Guild dgainst the Black Hand: join the local
Guilamasters in preventing the loss of valuable
merchandise {(and Guild nonor) by BYack Hand samwyglers,

Oor be a Hand thief in the revenye upor the Guild.

Tnieves' Guild Special #1 --

The special scenarios used in "Prince of Thieves,
‘81", the tournament conducted at tne major gaming
conventions, Summer, 1981, by Gamelords, Ltd.

Duel Arcane --

A duel between snape-changing mages: lightning-quick
shifts of advantage, as players enyage 1in individual
combat by transforming themselves from legendary beast
to mytnical monster.

Monday Morning Manager

(What?? a fantasy company producing a baseball
mini-game?? Darned right!! and it's a good one, too!) A
fast paced game of sports strategy trat allows you, as
tne owner of a major Jeayue franchise, to build your
team carefully; and, as manager of that team, you can
miake all the right tactical decisions as the pennant
race unfolds, All the action and fun of the big league
games !

THE COMPLEAT TAVERN

Settle in for a nignt of ais-adventures at a
medieval tavern - where you can try your hand at games
of skill and luck, get involved 1in a wild barroom
brawl, or even attempt amorous Jiaisons, A great

evening of diversion
ages,

for fantasy role-piayers of all

The Free City of Haven --

A city of 80,000 people can provide a lot of
adventure, especially when it's already the site of
wany of the adventures in  the Thieves' Guild series --
but you don't have to be a thief to en)oy 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 ome of
the companies of the (ity Guard, Multitudes of
encounters to occupy even the busiest of adventurers.

COMING SOON!?

Thieves® Guild V --

Assassination and temple robbery: stop 1the new
messiah of the orcs...dead, or Join in an expedition to
relieve a fast growing cult of some of its treasure,

Thieves' Guild Special #2 -- ]

jeving 1in the far future: rules for foiling
electronic surveillance gear, how to use your thieving
abilities in major SF roie-playing systems, etc., and
special scenarios to delight tne soul of amy SF
role-playing fan.

Thieves' Guila ¥I --

Piracy on the high sSeas: ship to ship combat, and
al} the excitement of life on tne briny deeps - loot
fabulous treasures and capture beautiful women from the
ships of many nations,

THE FANTASY SYSTEM --

T A complete set of role-playing rules, with many new
character races, new classes for <characters to
adventure 1in, two compal systems {one quick'n'dirty,
the other very precise), and a magic system that allows
imaginations free rein, If you use the Thieves' Guild
rules, you've already tried it out,

Mine Eyes Have Seen the Glory --

(MEHSTG for snmort) A role playing game placed in the
milieu of the Americam Civi) 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 unigque experience system that rewards the player
rather than the character!

Ali tne above are available from (we hope!) your
game store. If these materpieces of writing and
not to be found in your area, they are

local
imagination are
available from

GAMELORDS, LTD.
18616 Grosbeak Terrace
Gaithersburg, MD 20879
products will be found on the
enclosed order blank, If ordering by mail, please

include $1.00 for postage and handling (Maryland
residents alse include 5% state sales tax).

Prices for our



GAMELORDS' ORDER RLANK

Thieves' Guild | {the original} . . . . (128pp) . . . .. $11.95
Thieves Guild § . . .. ABdppt. . . .. .. $7.50
Thieves” Guild #l .. . .. ... .. ... Bappt . . ... $7.50
Thieves Guild v ... ... ... ... 48pp). . . .. .. 5595
Thieves Guild v . .. ... . .. ... 48pp) . . ... . $5.95
Thieves' Guild Vi1 ... .. . . . . Bapp) . . .. .. $7.50
Prince of Thieves ‘81 .. . . ... . ... .. ... .. $4.95
Lair of the Freebooters {coming soon) . .. .. .. $5.85
The Compleat Tavern . ... . .. ..... 5395
The Phantastical Phantasimagorical Mentie Haul Dingeon . . $3.895
Monday Morning Manager .. ... ... .. . ......$495
The Free City of Haven . . . . .. .. ... .. ... .. $14.95
Subscriptions to Thieves' Guild:

Calculated at $5.00 per issue for issues

starting with ___ current or ___ next issue icheck one)

(minimum subscription is three issues) . .. .. .. .. .

The Land Beyond the Mcuntains series -~ TFT modules

Forest Lords of Bihad . . . ... . ... . ... ... . . $6.95

Maryland residents please add 5% state sales tax . . . ..

Please include $1.00 for shipping and handling . . . . ...
$1.50 to be sent by UPS

Total enclosed

Send to:
Gameiords. Ltd.

18616 Grosbeak Terrace
Gaithersburg, MDD 20879

Mame

Il T e i e e e e e R bt et et oAt eo et 1o £ 2SS e e aC e C e et £ ert s ermaneanerenns pavars i 2err

GAMELORDS' ORDER BLANK

Thieves' Guild 1 (the original) . . . {128pp) . . ... . .. $11.95
Thieves Guild 2 .. . ... ...... .. {64pp) §7.50
Thieves Guild 3 .. ... ... ... . . B4ppt . . ... ... $7.50
Thieves Guild 4 . ... ... .. .. . 48pp) . . ... .. .. $5.95
Thieves' Guild 5 . ... . ... ... .. 48ppt . . ... . ... $5.95
Thieves Guild 6 . . . . . ... . ... . . 6dpp) . . ... ... 57.50
Thieves' Guild 7 {coming soon} . . . {48pp} . . ... . ... $5.95
Prince of Thieves '81 . . . .. . ... .. ... ... ... $4.95
Lair of the Freebooters {coming soont . . ... .. .. ... 55.95
The Compleat Tavern . . . .. ... ... . ...... ... .8395
The Phantaslical Phantasmagorical Montie Haul Dungeon . . . . . $3956
Monday Morning Manager . . . . .. . .. ... ... $4.99
The Free City of Haven . . . . .. .. ... ... .. .. $14.95
Subscriptions to Thieves' Guild:
Calculated at $5.00 per issue for iIssues

starting with ___ current or __ next issue {check one)
(minimum subscription is three issues) . . . .. . .. .. . .

The Land Beyond the Mountains series — TFT modules

Forest Lords of Dihad . . . . ... ... ... ... .. .... 36.95
intrigue in Plaize (comming soon} . . . .. ... .. . $5.95
Subtotal

BART membership number for 10% discount Discount

{BART members may only take discount. \Write for more information on BART}

BART membership {Brotherhood of Adventurers, Rogues, and Thieves)  $5.00

Maryland residents please add Bb% state sales tax . . . . . . ..

Please include $1.00 for shipping and handling . . . . . . .. ..
$1.50 to be sent hy UPS

Total enclosed

Send to:
enl © Gamelords. Ltd.

18616 Grosheak Terrace
Gaithersburg, MD 20879

MName

Address ...




It’s tﬁief against tﬁief...

When the upstart Black Hand organization challenges the Guild's
control over the city’s thieves, there’s action aplenty and danger galore!
In Thieves’ Guild 4, you can be a member of the elite group of Guild
thieves assigned to foil the Hand's attempt to smuggle a rare set of en-
chanted crystal goblets out of the city. But there’s only 36 hours to com-
plete your task! Or join the Hand as it attempts to pull off the ultimate
second story job, a direct assault on the supposedly impregnable secret
headquarters of the Guild! Both adventures are also specially designed
so that players can face off against each other by portraying the rival
sides in this deadly battle for supremacy, enhancing the challenge still
further.

And as if that weren't enough to keep you busy until the next
issue (Thieves’ Guild 5), you'll also find new rules describing the thiefly
art of tailing, discussions on the care and feeding of informants, and ex-
panded explanations on the determination of character sensory abilities.
So face it, if you like fast paced action, and strange adventures that can
let your role-playing imagination run wild, then you can’'t make a better
investment than this!!!

Gamelorods, L€o.

18616 Grosbeak Terrace, Gaithersburg, MD 20879
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