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THE GUILDMASTER SPEAKS

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

I t 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 ,
correct ions, etc., can be inserted in the proper places. We agree. Behold!
scheme for the pages in the rules sections of TGI, TG2, and TG3 (henceforth , al l our Thieves' Gui Id
material wi l l use the new numbering method - this issue is numbered for the new style).

the renumbering•••

THE GRAND THIEVES ' GUILD RENUMBERING SCHEME

_____ Gui Id I, pages 1-2 through 1-16 should be renumbered as 1-2
through 1-16; pages 1-17 through 1-28 should be renumbered as 2-1 through 2-12;
pages 1-29 through 1-32 should be renumbered as 3-1 through 3-4; and pages 1-33
and 1-34 should become 4-1 and 4-2, respectively, In Thieves ' GuiId I I, pages
1-35 through 1-46 should be renumbered as 5-1 through 5-12 (most of this was
completely new material ). In Thieves ' Guild I I I, the erroneously numbered 1-43
and 1-44 should become l-14a and l-14b, and should be inserted between new
pages 1-14 and 1-15 (old 1-14 and 1-15 ).

In Thieves

Some addit ional renumbering in the beginning of the scenarios section wil l
make that a bit easier to read and fol low. The f irst three pages of the
section, unnumbered through 6-0, should be renumbered 6-i i, 6-i i i, & 6-iv. The
unnumbered pages from Thieves ' GuiId I I should be numbered 6-v and 6-vi.

* * * * *Tnere now, wasn ' t that easy? (Hope those poor people aren ' t as confused as I am. Confused?
Whacha mean, confused? Why, that bri l l iant renumbering scheme is as clear as...as...wel 1, i t ' s
diamond clear! Yeah, great - you ever tr ied to see through a diamond? Okay, okay - Hey, out there!
I f anyone has any better ideas, please let us know; we can use al l the help we can get!)

As you may have noticed, there is a re- formatted Table of Contents, showing the renumbered
Rules section. New rules and/or expansions ( and the issues in which they appear ) wi l l st i l l be
noted as before. Also, inserted in this package, you ' l l f ind a l i t t le sheet with page numbers on i t
( use these to paste over the old numbers), and an order blank showing al l our products.

The winner of the contest ( on the questionnaire reply) was Mike Drews of Colorado Springs, CO.
Mike wins a two year extension of his current subscript ion. The general tenor of the repl ies from
the questionnaire was -

Don ' t change a thing!
Put anything not for fantasy thieves in special issues!

Have lots of special issues!
On lots of dif ferent classes!
And lots of dif ferent genres!

OK, already. We wil l. TG Special #1 has long been planned to be the special scenarios used in the
1st Annual Prince of Thieves competi t ion being held this summer at Origins, GenconEast, and Gencon.
TG Special #2 wi l l be out around Thanksgiving, and wil l revolve around rogues in space, special
rules for space and high technology, and a set of scenarios that wi l l knock your eyes out! We’ re
also including conversion instruct ions for the scenarios so they can be used with regular fantasy
thieving part ies. Also, as of the f irst 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 pi le of purple prose to get to this
point - we are looking for submissions: i f you have favori te ( and good) scenarios or plot outl ines,
we ' d l ike to look at them. We cannot guarantee publ icat ion ( of course! ), but i f we do publish your
material , you get your name in the front of the book ( fame! and even a l i t t le fortune
do pay royalt ies to our authors and commissions to our art ists. Send your ideas and manuscripts to:

) . and we••

GAMELORDS, LTD.
18616 Grosbeak Terrace
Gaithersburg, MD 20879

I f you wish the material returned i f we do not use i t , please enclose a stamped, self addressed
envelope of suff icient size to contain the material , and we w i l l return i t to you.
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INDEX OF KEY ABBREVIATIONS

GuiId series ,

of these various
Throughout the Free City of Haven and the Thieves

certain abbreviat ions are commonly ut i 1 ized. The meanings
abbreviat ions are summarized below.

HTK - Hits To Ki l l : the amount of damage a character
can sustain before dying
IQ, INT - Character ’ s intel l igence rating
MA - Movement Al lowance : number of hexes (normally 5 ' )
or squares that a character can move in one melee round
MAG, MG - Character ' s magnetism rat ing
MGR, MR - Character ' s magic resistance rat ing

15 second t ine span used to

AC - Armor Class: represents the protect ive value of
armor , shielding, and skin
APP - Character ' s appearance rat ing
BT - Bit ( s) , a small i ron coin; 10 BT - 1 CP
CDN, CO - Character ' s co-ordination rat ing
CP - Copper piece ( s ) ; 5 CP = 1 SP, or 50 CP = 1 GP
D ( 306, 108, etc.) - Number and type of dice to be
thrown in the process of resolving a part icular
situation
DSC, ON - Character ' s discret ion rat ing
EAC - Effect ive Armor Class : represents AC ( armor
class ) plus the character ' s dodge abi l i ty
FRP - Fantasy Role-Playing
GM - GamesMaster: the referee or moderator of an FRP
game
GP - Gold piece ( s ) : 1 GP ^ approximately $5 ( 1980 ' s

;HAC0 - Number that must be equaled or exceeded on the
rol l of a U20 in order to str ike an unarmored foe
successful ly
HP - Hit Probabil i ty: the chances of successful ly
str i ki ng

me 1 ee round: amr
regulate the flow of play
NPC - Non-Player Character : any character or being
control led by tne GM rather than the players
PER - Perceptiveness : a measure of a character ' s
general awareness; developed from DN and IQ
REF, RF - Character ' s ref lexes rat ing
SP - Silver piece ( s ) ; 10 SP - 1 GP
SR - Saving Roll : an attempt to accomplish a feat
extraordinare; usual ly 2D 12 against a part icular
requisite rat ing
STM, SM - Character ' s stamina rat ing
STR, ST - Character ' s strength rat ing
TAL, TL - Character ' s talent (magical abi l i ty ) rat ing

\
j



NEW ABILITIES FOR THIEVES

This section describes two new addit ions to the
thief ' s arsenal of personal capabil i t ies; Spot Hidden,
and Sense Ambush . These abi l i t ies may also be used, at
reduced capabil i t ies, for non- thief characters.

declares that he is making a Detai led search , mult iply
his normal success chances by 1.5 ( rounding up) ;
mult iply the time required for a Perfunctory search by
4. To give the GM some guidel ines for t ime requirements
for searching, some examples are provided ( the times
are givn in the number of 15 second melee rounds
required) :

SPOT HIDDEN

A thief may make a Spot Hidden rol l
to perform any of the fol lowing actions :

i f he wishes
Object
5 ' sq section of wall , f loor
Drawer in desk or bureau
Small chest , coffer , or chair
Large chest
Entire desk or bureau
Door

Perfunctory Detai 1 ed
l inr 4mr

lOmr
Smr

16mr
40mr

6mr

search a wall , f loor , or corr idor for secret 2- 3mr
2mr
4mr

doors;
- examine an object for secret compartments; or,
- search for a hidden or camouflaged object. lOmr

l-2nir
A player may choose to make either a Perfunctory

or a Detai led search attempt. A player may attempt only one Perfunctory search
of any area for hidden objects; he can, however,
continue to make Detai led searches of an area for as
long as he wishes. Remember that , for a non- thief
character, the experience rol l is made only i f the
character is successful on his 1st search attempt of an
area, whether i t be Perfunctory or Detai led.

A 1st level thief ' s base chance of successful ly
spott ing a hidden or concealed object is equal to his
Perceptiveness rat ing. Character perceptiveness is
derived from DSC and IQ, and is equal to DSC, + 1 point
for each point of IQ greater than 12 and - 2 points for
each point of IQ less than 8. ( Thus a character with a
DSC of 11 and an IQ of 15 would have a Perceptiveness
rat ing of 15.)

I f the f irst search attempt of an area made by a
character is in Detai led mode, he may not later make a
Perfunctory search of the same area.

Addit ional adjustments are made to the base rat ing
for Spot Hidden; The GM may elect to al low the "Hey, you just

noticed something! " rol l for his players. This rol l
functions at one-half ( Perceptiveness plus racial and
eyesight bonuses only ) , and can handle the situations
of glancing into rooms, down hal ls, etc
wandering along ( effect ively, the player ' s luck was in
that t ime).

1) Character Eyesight -
Excel 1 ent eyesight , add +15% to success chances;
add +10% for Very Good, +5% for Good, -5% for
poor , and -10% for Bad.

i f the character has

or just•*

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

Thieves and f ighters both have an abi l i ty to sense
the presence of other beings who have hidden themselves
in the vicinity of the characters. A player may elect
to make a Sense Ambush rol l i f :

3 ) Training
Architecture, add +15% to success chances vtf ien
searching for secret doors; i f the character is a
Cooper , add +10% (+20% i f a master ) to success
chances when attempting to locate secret panels on
barrels, chests, boxes, etc.

Fields i f the character knows

1) he wishes to determine whether the area around
him is currently inhabited by beings other than his
own party; or,
2 ) he is attempting to locate another individual
who is bel ieved to be Hiding in Cover.4 ) Experience Level - for each level

increase success
of experience

2.5%,attained,
rounding up ( or, more simply,
levels - 2, 4,
etc.) .

chances by
add 3% for even

6, etc. - and 2% for odd - 3, 5, 7, For both thieves and f ighters , the base chances of
Sensing an Ambush are equal to the character ' s
Perceptiveness rat ing (DSC + the IQ bonuses and
penalt ies outl ined under the Spot Hidden abi l i ty) . Die
fol lowing adjustments are made to the base abi l i ty , i f
re ) evant :

A non- thief character may also attempt to Spot
Hidden objects. Non- thief base chances are considered
to be 5%. All bonuses for eyesight and race are halved
( rounding up ) when appl ied to non- thieves, and alt
penalt ies are doubled. i) Character Hearing - Characters may receive

bonuses for the!r hearing abi l i t ies i f the
concealed party of amDushers contains functional ly
act ive individuals who are of Green or Intermed!ate
levels ( i f the concealed group is comprised of
monsters, monsters of up to 8 hit dice - 1 to a
maximum of 56 HTK - are considered equivalent to
Green, and those of up to 16 hit dice - a maximum
of 112 HTK - equivalent to Intermediate ) . I f the
character attempting to Sense Ambush has Excel lent
hearing, add +5% to his chances of Sensing i f there
are Intermediates in the concealed group; add +2%
i f his nearing is Good. I f the concealed group
contains Green level beings , double these bonuses.
These bonuses are given only i f the Green or
Intermediate level beings are active in the current
si tuation; a group comprised primari ly of Veterans

Non- thieves do not receive automatic increases in
Spot Hidden abi l i t ies for experience level advancement ;
they may , however, receive an increase to their
abi l i t ies for successful attempts. Whenever a non- thief
successful ly Spots Hidden on his f irst attempt ( see
below) , he may make a saving rol l against IQ on 2012;
i f the saving rol l is successful , the Spot Hidden
chances of the non- thief character are increased by 1<Y

/0 •

All chances described so far represent the
character ' s chance of locating a desired object through
Perfunctory search , a rapid examination of the area or
object in question. Both thieves and non- thieves may
increase their chances of Spott ing Hidden by
undertaking a more Detai led search . I f a player

l-14c



does no t ge t scored for hav ing a Green leve l i f
they have a Leve l 2 confedera te watch ing the horses
400 yards away f rom the proposed ambush . The GM may
wish to ad jus t these bonuses upward or downward to
re f l ec t the ro le- p lay ing in i t i a t ives ac tua l ly taken
by the Sens ing and / or Ambush ing par t i e s .
2 ) Charac te r Sense of
rece ive bonuses to the i r Ambush
have an above average sense of smel l , and the wind
i s blowing the scen t of the concea led group toward
the sens ing p layer ( s ) . To de te rmine wind d i rec t ion ,
ro l l a DIO , us ing the tab le be low :

Sme 11 Charac te r s may
Sens ing i f they

Nor th ( N )
2 ) Nor theas t ( NE )
3 ) Eas t ( E )
4 ) Sou theas t ( SE )
9 -10 ) Winds a re too l igh t to car ry

a scen t in any d i rec t ion.

1 i 5 ) South ( S )
6 ) Sou thwes t ( SW )
7 ) Wes t ( W )
8 ) Nor thwes t ( NW )

- )

I f tne sens ing p layer i s downwind of h i s h idden
opponen t ( s ) , add +16% i f he has an Exce l l en t sense
of smel l , +10% i f Very Good , and + 6% i f h i s sense
of smel 1 i s Good .
3 ) Requis i t e s - Thieves and f igh te r s a t t empt ing to
Sense an Ambush rece ive bonuses i f they possess
above average TAL ra t ings. These a re awarded a t :
12-13 , +3%; 14 , +5%; 15 , +8%; 16 , +12%; 17 , +16%;
18 , + 20% ; 19 and above , + 25%. These bonuses re f l ec t
the charac te r ' s inna te ab i l i ty to "sense" tha t
someth ing i s wrong .
4 ) Dis tance - To opera te a t fu l l e f fec t iveness , a
charac te r who i s a t t empt ing to Sense Ambush mus t be
wi th in 120 ' o f a foe wai t ing in ambush ( 60 ' i f
indoors o r underground ) , o r wi th in 60 ' o f an
opponen t who i s Hidden in Cover ( 30 * i f indoors ) .
I f a charac te r a t t empts to Sense an Ambush beyond
these maximum dis tances , reduce h i s success chances
by -5% for each add i t iona l 10 ' o f d i s t ance ( 5 ' i f
indoors ) be tween the sens ing charac te r and h i s
neares t t a rge t.

(

5 ) Tra in ing Fie lds
been t ra ined in Track ing , add + 15% to h i s Sense
Ambush chances. I f he has been t ra ined in Trapp ing
( and the ambush ing par ty i s us ing t raps or snares ) ,
add +15%.

I f the Sens ing carac tc r has

6 ) Parano ia P layers who wish to have the i r
charac te r s ac t wi th ex t reme cau t ion in po ten t i a l
encounte r s i tua t ions may improve the i r Ambush
Sens ing capab i l i t i e s by choos ing to exh ib i t
pa rano id sens ib i l i t i e s . A ' pa rano id charac te r may
add + 20% to h i s normal success chances fo r Sens ing
Ambush ; however , on any success fu l Sens ing ro l l , he
wi 11 a 1 ways be pos i t ive tha t impending danger i s

nearby , whe ther o r no t a foe i s ac tua l ly presen t in
the area .

l -14d



indoors and 250 ' ou tdoors). Thieves wiU rece ive an
10% bonus to Hear ing chances a t 1s t leve l ;

inc rease by 10% for each 3
bonuses a re ga ined

60CHARACTER SENSORY ABILITIES
au tomat ic
the i r Hear ing ab i l i t i e s a l so
leve l s of exper ience ga ined - these
a t 4th , 7 th , 10th , 13th leve l s , e tc.

In Thieves 1 Gui ld I , p layers were prov ided wi th
b r ie f desc r ip t ions of the poss ib le uses of , and
l imi ta t ions on , a charac te r ' s bas ic sensory ab i l i t i e s
( S igh t , Hear ing , Sne l l , and Tas te ) . In th i s sec t ion ,
those ru les a re expanded to iden t i fy fur the r
sense- re la ted sk i l l s , and a se t of t ab les a re prov ided
to be used in genera t ing an ind iv idua l charac te r ' s
sensory ta len t s.

I f a charac te r i s l i s t en ing a t a door , o r i s
o therwise persona l ly concea led whi le a t t empt ing to make
a Hear ing ro l l , add + 5% per be ing to h i s base success
chances i f the re a re more than 2 be ings in the group
wi th in l i s t en ing range. I f a charac te r i s making a
Hear ing ro l l whi le members o f h i s own par ty a re ta lk ing
( th i s shou ld inc lude p layer d i scuss ions as wel l a s
conversa t ions be tween p layer-charac te r s ) , reduce h i s
success chances by one-ha l f ( round ing up ) .

1 ) DAYTIME SIGHT.
In TGI , base S igh t i den t i f i ca t i on chances a re

s ta ted ca tegor ica l ly to be 90% i f the p layer i s wi th in
50 ' o f h i s ta rge t , 60% be tween 50 ' and 150 ' , and 30%
beyond 150' . In ac tua l p rac t i ce , S igh t iden t i f i ca t ion
chances and ranges cover a broad spec t rum ( pun
in tended ) , depend ing on the type and s ize of the ob jec t
be ing sc ru t in ized . I f the s igh ted ob jec t o r person i s
humanoid-s ized or la rger , chances of genera l
iden t i f i ca t ion ( measur ing the to ta l number of ob jec t s
in a group , d i s t ingu i sh ing men f rom dwarves , o r
g r i f fons f rom eag les , e tc.) a re 90% wi th in 150 ' , 60%
be tween 150 ' and 300 ' , and 30% be tween 300 ' and 500 ' .

To de te rmine an ind iv idua l charac te r ' s Sense of
Hear ing , ro l l D1000 , and c ross- re fe rence the resu l t in
the char t fo r ADJUSTMENTS TO BASE HEARING CHANCES on
the row cor responding to the charac te r 1 s rac ia l
background.
3 ) SMELL.

Player-charac te r s have a 15% base chance
iden t i fy nearby smel l s and odors. A charac te r rece ives
a 20% bonus when a t t empt ing to iden t i fy an aroma s/he
has success fu l ly iden t i f i ed in the pas t . Chances of
smel l iden t i f i ca t ion may be ad jus ted to re f l ec t the
nearness and in tens i ty of the odors be ing ana lyzed ( the
smel 1

to

exac t iden t i f i ca t ion i s sought
man f rom ore or e l f , de te rmin ing

I f more
( d i s t ingu i sh ing
whether a par ty i s in ba t t l e dress , robes , o r peasan t
garb , e tc .) , the range tnax imums f rom TGI ( 50 ' , 150 ‘ ,
and a maximum of 300 ' fo r the 30% s igh t ing range )
shou ld be used. These same ranges and percen tages of
success can be used i f a charac te r i s a t t empt ing to
genera l ly iden t i fy a c lea r ly v i s ib le ob jec t of a t l eas t
the s ize of the famous bread- box or la rger ( fo r those
who have never seen a bread-box - and the re shou ld be a

of ten wolves , fo r example , would be more
pronounced and cor responding ly eas ie r to recogn ize or
iden t i fy than the odor of one ) .

In ou tdoor encounte r s , smel l iden t i f i ca t ion
chances wi l l a l so be h igh ly af fec ted by the pos i t ions
of the charac te r and the producer of the odor ; i f the
charac te r i s downwind of the smel ly ob jec t o r be ing , he
may be ab le to no t ice the aroma , whi le the re i s l i t t l e
chance he wi l l even be aware of i t i f he i s upwind. I f
one i s to the s ide , the presence of the smel l wi l l be
a f fec ted by the wind speed , wi th more pheromones be ing
ava i l ab le to t i ck le one ' s nos t r i l s in ca lmer
cond i t ions. Wind d i rec t ion may be es tab l i shed by
ro l l ing a D10 on the char t be low:

by 1 .5 ' , o rp le thora of you - i t ' s abou t 1
2 .25 cu ' )
d i sp layed weapon , o r a 100 ' co i l o f rope.

by 1 .5
examples migh t be a ches t , an open ly

To iden t i fy somewhat smal le r i t ems , or to ob ta in a
s t i l l more comple te p ic tu re of an approach ing f igure ' s
a t t i r e ( iden t i fy ing the ins igne on a guard ' s sh ie ld or
un i fo rm , loca t ing the t e l l t a l e bulge of a purse benea th
a man ' s garments , e tc.) , success chances a re cons ide red
to be 90% wi th in 30 ' , 50% be tween 30 ' and 80 ' , and 20 '
f rom 80 ' to ISO 1 . Fina l ly , a t the mos t minu te leve l of
de ta i l ( r ead ing an engraved insc r ip t ion - assuming one
can read , de te rmin ing the genera l type and / or number of
gems se t in to a p iece of jewel ry , e tc. ) , success
chances a re 90% wi th in 15 ' , 50% be tween 15 ' and 50 ' ,
and 10% from 50 ' to 100 ' .

1 ) Nor th ( N )
2 ) Nor theas t ( NE )
3 ) Eas t ( E )
4 ) Sou theas t ( SE )

5 ) South ( S )
6 ) Sou thwes t ( SW )
7 ) Wes t ( W )
8) Nor thwes t ( NW )

9-10 ) Winds a re too l igh t to car ry
a scen t in any d i rec t ion.

A GM should award p luses to s ta ted iden t i f i ca t ion
chances i f a p layer i s in ex t remely fami l i a r
sur round ings ( l ike h i s own home ) , o r i f he i s look ing
for a person or th ing known to be in the area. In the
wi lde rness , add +10% to Sigh t iden t i f i ca t ion chances i f
the p layer has been t ra ined in e i the r Track ing or
Trapp ing . I f the ob jec t be ing sought has been
de l ibe ra te ly camouf laged , a charac te r mus t make a
success fu l Spot Hidden ro l l in order to " see" the
ob jec t ( see Tdie f ly Sk i l l s , page l-14a , fo r de ta i l s of
th i s ab i l i ty ) . I f the charac te r i s a t t empt ing to loca te
a person who i s Hid ing in Cover , a Sense Ambush ro l l
r a the r than a Sigh t ro l l shou ld be made.

Wind speed may be s imula ted a 100 po in t sca le , wi th 01be ing a hur r i cane , and 00 be ing dead ca lm. In i t i a l
speed for the day may be genera ted by ro l l ing a D20,
add ing vt f i a tever amount the GM
preva i l ing wind ve loc i ty in tha t pa r t i cu la r
then sub t rac t ing f rom 100. Wind speed has a 35% chance
of chang ing ( abou t every 10 minu tes
s i tua t ions ) , bu t wi l l se ldom r i se or
10% increment . Rol l a D10 and a D6 ; i f the
2 , o r 3 , add the resu.l t
speed ,
shows 4 , 5 , or
re f l ec t ing a fa l l
charac te r i s to the

fee l s re f l ec t s the
area , and

in encounte r
fa l 1 more than a

D6 shows 1,
of the D10 to the cur ren t wind

re f l ec t ing an inc rease in ve loc i ty; i f the D6
6 , sub t rac t the resu l t o f the D10 ,

in ve loc i ty. For s i tua t ions when a
s ide of the odor- producer , the GMmay e lec t to a l low success -chances to be to the neares t

10% of the charac te r ' s base sk i l l ( round ing up ) , us ing
the wind speed as the percen tage.

To de te rmine an ind iv idua l charac te r ' s Sense of
S igh t , ro l l D1000 , and cross- re fe rence the resu l t in
the char t fo r ADJUSTMENTS TO BASE SIGHT IDENTIFICATION
CHANCES on the row cor responding to the charac te r ' s
rac ia l background . To de te rmine an ind iv idua l charac te r ' s Sense of

ro l l D1000 , and c ross- re fe rence the resu l t in
fo r ADJUSTMENTS TO BASE SMELL IDENTIFICATIONon the row cor responding to the charac te r ' s

Smel 1 ,
the char t
CHANCES
rac ia l background.

2 ) HEARING.
Piayer-charac te r s have a chance ofbase 10%

Hear ing , and perhaps iden t i fy ing , nearby sounds ( wi th in
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I f one or more characters in a party have an
Excel lent or Very Good sense of smel l , GMs should award
these individuals a saving rol l to detect
of dangerous odors ( poison gas ,
suff ic ient t ime to organize defensive
Conversely, characters with Excel lent senses of smel l
may have to make saving rol ls against Stamina ( STM)
when assaulted by powerful foul odors ( decomposing
f lesh, a sulfurous stench , etc.) in order to retain the
abi l i ty to funct ion at normal physical levels.

Player thieves who regular ly use poisons as part
of their modus operandi ( on weapon t ips, as a murder
method, etc.) wi l l have some chance to ident i fy poisons
through taste analysis. A thief who has experience with
poisons is assumed to have a base chance of 25% of
ident i fy ing a substance as a common poison by taste
test ing ( this assumes veerrry t iny sips , of course -
any poison is dangerous , and can ki l l quickly with a
minor overdose) ; success chances improve by 5X for each
level of experience the thief has attained ( using
poisons - a 10th level thief does not have a 70% chance
of ident i fy ing poison by taste unless he has been using
poisons for the t ime involved in acquir ing those 10
levels ) . I f the poison is exot ic ( e.g., curare,
caymanite ) , the same thief would receive a 5% base
chance of ident i f icat ion by taste, and +2% for each
level of experience attained.

the presence
smoke, etc.) in

act ion.

the character ' s base chances of smel l
has been trained in Dyeing

i f the character has been trained

Add +10% to
i den t i f i ca t i on i f s /he
( f ab r i cs ) ; add +25%,
i n Per fumery.
4 ) TA5TE.

chance of15%P laye r-cha rac te r s have a base

ident i fy ing an edible or l iquid substance through taste
analysis. A character receives a 20% bonus vtf ien test ing

a previously tasted substance ( this
increased to as high as

1 ike beer or wine).
analysis wi l l deter iorate rapidly i f

several d i f f e ren t

Add +15% bonus to taste ident i f icat ion i f the
character has been trained in Cookiny , and +10% i f s /he
is a Brewer.bonus may be

60% for extremely common
Oiances of successfulsubst-ances

taste
attempts to sample
single si t t ing
alcohol ic , just about everything about the character in

terms of requisi tes may deter iorate rapidly) .

To determine an individual character ’ s Sense of
Smell , rol l 01000, and cross- reference the result in
the chart for ADJUSTMENTS TO BASE TASTE IDENTIFICATION
CHANCES on the row corresponding to the character ' s
racial background.

a cha rac te r
subs tances i n a

( i f these subs tances happen to be

ADJUSTMENTS TO BASE SIGHT IDENTIFICATION CHANCES

Excel lent
+40%

Fai r Good
+10%

Very Good
+20%

Poor
-10%

Blind
-60%

001-002

Nearsi ghted
- 40%

003-035

Bad
0%-20%Race

HLimani ty
Hobbits , Ores ,

Ha 1 f -orcs
Elves , Half -elves
Centaurs
Dwarves
Kobolds, Gobl ins,

Pixies

781-890 891-970 971-000091-180 181-780026-090

131-870
076-200
061-175
301-850

931-980
801-950
301-900
926-990

981-000
951-000
901-000
991-000

061-130
026-075
016-060
101-300

871-930
201-800
176-300
851-925

016-060
006-025
003-015
041-100

003-015
002-005
001-002
004-040

001-002
001

001-003

801-940
161-760

941-980
761-920

981-998
921-975

999-000
976-000

076-525
011-075

526-800
076-160

006-075
002-010

001-005
Uruk-hai 001

ADJUSTMENTS TO BASE HEARING CHANCES

Deaf
-60%

001-003

Say What ? Bad Fai rPoor Excel lentGood
+10%

Very Good
+20%-40% -20% -10% 0%Race

Humanity
E 1 ves , Half -elves,

Dwarves, Gobi ins
Ores, Half-ores
Pixies, uruk-hai
Hobbits, Centaurs
Kobolds

+40%
004-015 016-090 091-220 221-765 766-900 901-985 986-000

003-020001-002
001-003

021-085 086-170 171-810
226-850

811-915
851-930

916-980
931-990
901=980
791-950
401-900

981-000
991-000
981-000
951-000
901-000

004-020
002-010
002-010
002-005

021-100 101-225
A M1uux
001

0H-085 086-180 181-800 801-900
011-060
006-040

061-120
041-100

121-280
101-230

281-790
231-400001

ADJUSTMENTS TO BASE SMELL IDENTIFICATION CHANCES

None
-30%

001-008

Poor
-10%

Fai r Good
+10%

Excel 1 ent
+50%

Very Good
+30%

916-965
Race
Humanity
Elves , Half-elves,
Ores , Half-ores , Uruk-hai
Centaurs , Dwarves ,
Hobbits , Gobi ins
Pixies, Kobolds

0%
009-100 101-855 856-915 966-000

001-005 006-070 071-910 911-950 951-980 981-000

001-003
001

004-040
002-025

041-340
026-175

341-880
176-500

881-955
501-820

956-000
821-000

ADJUSTMENTS TO BASE TASTE IDENTIFICATION CHANCES

Excel 1 ent
+30%

Very Good
+20%

Fai r Good
+10%

Poor
-10%

Bad
0%-40%Race

Humanity
Elves , Half-elves,
Centaurs, Gobl ins
Hobbits , Pixies,

Ores, Half-ores, Uruk-hai
Dwarves, Kobolds

986-000966-985931-965066-930006-065001-005
996-000
976-000

981-995
941-975

961-980
461-940

036-960
016-460

003-035
002-015

001-002
001

999-000991-998966-990521-965011-520001-010
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depend on the ac t ions of tb-e ta i l ing player ; "a c lever
and wi t ty p lan s tave th of f the wra th of the GM."

TAILING,
STAKING , MAKING , & BREAKING

Stak ing the Tai 1
When the quar ry ' s presen t whereabou ts have been

de te rmined , the ta i l may s take ou t the area near th i s
loca t ion so he can p ick him up eas i ly when the quar ry
leaves. This may requ i re cons ide rab le hang ing around or
lo i t e r ing. There i s a 35% chance someone wi l l become
susp ic ious of the ta i l , depend ing on how c i rcumspec t
the ac t ions of the p layer have been ( GM ' s d i sc re t ion ) .
Such susp ic ions can lead to ques t ion ing of the ta i l , a
warn ing be ing g iven to the proposed quar ry , o r even a
descen t on the poor t a i l in fo rce , cu lmina t ing in a
severe bea t ing and a warn ing no t to re tu rn . The p layer
shou ld have a ready s to ry or excuse to exp la in h i s
presence i f such a c r i s i s shou ld deve lop; d i sgu i ses a re
a l so poss ib le ( even recommended ) , and the GM should
ad jus t the chances of susp ic ious reac t ion accord ing to
the p layer ' s hand l ing of the s i tua t ion. I f the quar ry
shou ld appear ( apparen t ly to ta l ly unaware of the
presence of a fo l lower ) , the chase i s on!

In the course of a th ie f ' s underwor ld ac t iv i t i e s ,
he wi l l occas iona l ly be ca l l ed upon to fo l low another
person in order to f ind out where the la t t e r i s go ing ,
the ac t iv i t i e s he in tends to engage in , or the o thers
wi th whom he i s assoc ia t ing. Converse ly , the th ie f may
f ind himse l f the quar ry , be ing t ra i l ed by a person or
group. This sec t ion a t t empts to prov ide some gu ide l ines
which the GM can use to modera te t a i l ing s i tua t ions
( such as those presen ted in the pursu i t adven tures f rom
Thieves ' Gui ld vo lumes I & IV ).

Termino logy in t ra i l ing i s re la t ive ly s imple. The
ta rge t ( the one be ing t ra i l ed or fo l lowed ) i s the
" quar ry"; the person do ing the fo l lowing or t ra i l ing i s
re fe r red to as the "t a i l ". Wien a t a i l i s f i r s t se t up
o r es tab l i shed , the watch fo r the proposed quar ry i s
re fe r red to as "s tak ing the ta i l ". I f the quar ry spo t s
the ta i l , i t i s ca l l ed "making the ta i l " - the quar ry
has iden t i f i ed or "made" the person fo l lowing him. I f
the quar ry succeeds ( purposefu l ly or acc iden ta l ly ) in
evad ing the sc ru t iny of the person fo l lowing him , he
" breaks the ta i l ". ( Yes , the te rms rhyme , bu t tha t ' s
acc iden ta l , no t purposefu l .)

Making the Tai 1
There i s a lways a smal l chance tha t the quar ry

wi l l happens tance spo t h i s t a i l ; th i s i s a base 8%
indoors , and a base 5% outdoors. I f the quar ry i s
susp ic ious , and i s sea rch ing for a poss ib le t a i l , the
chances r i se to 20% and 30%, respec t ive ly. Al l chances
of making the ta i l a re sub jec t to var ious and sundry
modi f i ca t ions :

Percep t iveness: add the resu l t o f quar ry ' s ra t ing
mTnus t a i 1 ' s ra t ing to the base chance ( i .e., the
resu l t i s sub t rac ted i f the ta i l ' s ra t ing i s h igher
than tha t of the quar ry ) .
P is t rac t ion: I f the ta i l has prov ided h imse l f wi th a
reasonab le cover , or a d i s t rac t ion which wi l l d raw
the quar ry ' s a t t en t ion away f rom the ta i l ( window
shopping , ano ther t a i l wi th whom to play a t be ing
lovers walk ing hand-in-hand , accompl ices wi l l ing to
make some sor t of d i s tu rbance , e tc.) , the GM should
sub t rac t 1% to 20% from the spo t t ing chances
depend ing on the ef f i cacy of the d i s t rac t ion.
Dis tance: For each 5 ' o f add i t iona l d i s t ance be tween
quar ry and t a i l indoors ( 10 ' o r 10 yards ou tdoors ) ,
sub t rac t 1% from the quar ry ' s chances of spo t t ing.
For each 5 ' c lose r indoors ( 5 ' o r 5 yards ou tdoors ) ,
add 3% to the spo t t ing chances.
Dens i ty of Crowds: Subt rac t 5% to 20% ( us ing an
increment of 5% ) f rom the spo t t ing chances depend ing
on the crowd dens i ty.
Ligh t Condi t ions: Subt rac t 2% to 10% ( inc rements of
2% ) depend ing on the amount o f l igh t v i s ib le to the
quar ry.
Persona l Knowledge: Add 15% to the spo t t ing chances
i f the ta i l i s persona l ly known to the quar ry.
Number in Par ty: Add 1% to the spo t t ing chances i f
the re a re 2 in the ta i l , 3% i f 3 , 6% i f 4, 10% i f 5 ,
15% i f 6 , e tc. ( assuming the the fo l lowing par ty i s
no t us ing one of the mul t i - person t a i l s desc r ibed in
Spec ia l Ta i l s , be low ) .
Adequa te Cover : I f the re i s adequa te cover and the
ta i l can Hide in Cover whi le main ta in ing the ta i l ,
sub t rac t 5% f rom the spo t t ing chances ; i f he can , in
add i t ion , Move in S i lence , sub t rac t an ex t ra 10%. I f
the ta i l can on ly Move in S i lence ( the re i s no cover
fo r Hid ing , o r the a t t empt fa i l s ) , sub t rac t 5% f rom
the spo t t ing chances. I f the t a i l misses e i the r ro l l
in the upper 10% of h i s fa i lu re percen tage ( i .e. , a
60% success chance leaves a 40% fa i lu re ra te ; the
upper 10% i s the top 4
spo t t ing chances - i t i s assumed tha t the ta i l has
managed to make h imse l f pa r t i cu la r ly consp icuous.
Rela t ive Exper ience: Add the resu l t of quar ry leve l
minus t a i 1 l eve l to the spo t t ing chances.

In the ta i l ing opera t ion , the GM should encourage
( requ i re , i f necessa ry ) the p layers to ro le- p lay as
much as poss ib le , wi th ca re fu l desc r ip t ions of the
ac t ions they are us ing or con templa t ing to keep the
quar ry in s igh t , or , i f one of them i s the quar ry , Wia t
ac t ions they cons ide r impor tan t in " break ing the ta i l ".
As the quar ry and ta i l wind th rough the s t ree t s of a
c i ty , or the cor r idors of an underground complex , o r
even the t rees of some grea t fo res t , many oppor tun i t i e s
fo r good ro le- p lay ing wi l l p resen t themse lves ( duck ing
beh ind a t ree or a bu i ld ing to avoid the eyes of a
susp ic ious quar ry , the quar ry en te r s a tavern , or
d i sappears in to some c rev ice - what does the ta i l do
now , e tc.) ; the GM should make use of a l l o f these
s i tua t ions.

Normal d i s t ances fo r t a i l ing are 25 ' indoors , o r
ou tdoors ( read yards fo r fee t i f in a wi lde rness ,

ra the r than an urban , env i ronment ) . At these d i s tances ,
the base chances fo r spo t t ing the ta i l a re 8% and 5%,
respec t ive ly ( these re f l ec t the " r i s ing of the ha i r s on
the back of the neck " tha t some peop le ge t when under
surve i 11 ance ) . The chances a re modi f i ed to re f l ec t a
number of d i f fe ren t c i rcumstances: percep t iveness of
the quar ry and the t a i l , d i s t ance , dens i ty of crowds ,
l igh t ing condi t ions , the quar ry ' s persona l knowledge of
h i s t a i l , the number o f peop le in the par t i e s of bo th
t a i l and quar ry , cover ava i l ib i l i ty fo r bo th body and
sound , and the re la t ive exper ience leve l s.

60

I f the p layer i s ac t ing in the pos i t ion of t a i l ,
the GM should se t up the s i tua t ion , and a l low the
p layer to beg in h i s opera t ion a t the ou t se t ( the
quar ry ' s home , no tor ious haun ts , e tc .) , us ing the
op t ions and modi f i ca t ions in Stak i ng the Ta i l . The GM
should a l so make checks fo r the quar ry spo t t ing the
ta i l , once the ta i l has been es tab l i shed ; th i s shou ld
average each 2 minu tes in an underground or o ther
indoor s i tua t ion , each 5 minu tes in an urban ( ou tdoor )
s i tua t ion , and each 15 minu tes in the wi lde rness ; he
may wish to use the modi f i ca t ions in Making the Ta i l .
I f the quar ry does spo t the ta i l , the p layer (or the
GM) may wish to exerc i se the op t ions in Break ing the
Tai 1 ; the check for los ing the ta i l shou ld a i so be made
whenever any random encounte r a f fec t s the ta i l , o r
whenever the quar ry leaves the immedia te 1 ine- of-s igh t
of the ta i l ( i f he rounds a corner , en te r s a doorway ,
e tc.) . The poss ib i l i ty of los ing the quar ry can a l so

97 to 00 ) , add 40% to the
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Dens i ty of Crowds*: Add 5% to 25% to the
chdnces of break ing the ta i l depend ing on
the dens i ty of the loca l c rowds .
Lic f t t Condi t ions*: Add 10% to the break
chdnces i f the chase i s a t n igh t.
Subt rac t 2% to 10% ( in s teps of 2% )
depend ing on the l igh t v i s ib le to the
ta i l in the v ic in i ty.
Persona l Knowledge*: I f the quar ry and
h i s hab i t s a re persona l ly known to the
ta i l , sub t rac t 10% f rom the chances of
break ing the ta i l . Persona l knowledge
means some form of in t imate con tac t .
Number in Par ty*: as fo r spo t t ing
chances , bu t the number in the quar ry ' s
par ty de te rmines the fac to r.
Adequa te Cover*: I f adequa te cover i s
ava i l ab le , and the quar ry i s tak ing
precau t ions by Hid ing in Cover and/ or
Moving S i l en t ly , app ly the
percen tages as fo r spo t t ing chances . The
same pena l t i e s app ly to the quar ry as fo r
the ta i l in the case of an ex t reme miss.
Rela t ive Exper ience: as fo r spo t t ing
chances.

The chances of break ing the ta i l can never
exceed 99% ; the re i s a lways tha t lucky
chance tha t the ta i l can manage ( th rough
some mirac le ) to main ta in con tac t . In
add i t ion , the chances of los ing the ta i l
canno t fa l l be low 1% ( aga in the lucky , or
un lucky , chance ).

t-

v
s

i :
\ :

THto ART

same

Arcane Bugging
I t i s poss ib le tha t a th ie f do ing a job

t rack ing and ta i l ing may have access to
var ious smal l dev ices produced by some of
the mages and enchan te r s of the loca l a rea.
These dev ices a l low a person to be t ra i l ed
us ing such magica l ad junc t s as c rys ta l ba l l s
o r o ther skry ing p ieces. I t requ i res a
reverse p ickpocke t ing job to p lan t the bug
on the suspec t ; the usua l chances a re

ha lved , however , to re f l ec t the d i f f i cu l ty of p lac ing
someth ing on a person ( i t needs to be pu t in a secure
p lace , or i t wi l l be eas i ly los t ) . Use normal methods
to de te rmine success or fa i lu re; a c r i t i ca l miss means
tha t the quar ry i s now aware tha t “ someth ing funny i s
going on " , or tha t he has spo t ted the p lan t a t t empt and
may take spec ia l p recau t ions to avo id be ing fo l lowed.
S n p r i 7\ 1 T a i 1 q

There a re some spec ia l methods of t a i l ing which
use mul t ip le t a i l s. One such i s an exchange t a i l , which
may use th ree or more peop le , who can drop of f and be
rep laced by each o ther , as they fee l the quar ry may
have spo t ted them; the exchanges a re worked by hand
s igna l s , and the members o f the ta i l a re usua l ly abou t
ha l f -a- b lock apar t . This one i s normal ly used on c i ty
s t ree t s , a l though the ta i l may func t ion underground i f
the quar ry does no t expec t the area to be dese r ted.

The leas t chance of spo t t ing the ta i l i s 1% ; th i s i s to
account fo r the Murphy Fac to r ,
wrong wi th even
sk i 1 l ed fa 1 lower ,
nega t ive of
f ina l chance as 1%.
not exceed
i s be ing an " obv ious " t a i l ) .

s ince someth ing can go
the mos t ca re fu l p lans by the mos t
Should the ad jus tments resu l t in a

ze ro chance of spo t t ing the ta i l , t r ea t the
Also , the chances of spo t t ing can

99% ( un less the ta i l makes i t p la in tha t he

Break ing the Tai 1
I f the quar ry shou ld spo t the ta i l , the GM may

wish to ro l l fo r the chance tha t the quar ry e ludes the
ta i l . The base chance fo r an aware quar ry to "shake h i s
t a i l '' i s 15% outdoors , and 25% indoors ( the base chance
fo r a quar ry unaware of the ta i l i s 0%; on ly those
op t ions ind ica ted by an as te r i sk [*] apply in th i s
ins tance ) . Many of the modi f i ca t ions app ly ing to th i s
ac t ion are the same as those which app ly to the chances
of spo t t ing the ta i 1 :

Percep t iveness: as fo r spo t t ing chances .
P i s t rac t ion*: I f a random encounte r occurs to the
ta i l

" ("fo r an unaware quar ry ) , the re i s a 5% to 30%
( us ing an increment of 5% ) add to the chances of
break ing ( un less the encounte r i s suf f i c ien t ly
devas ta t ing to cause the immedia te break ing of the
ta i l ) depend ing on the dep th of the d i s t rac t ion . I f
an aware quar ry has accompl ices who can c rea te a
d i s t rac t ion , they may be ab le to shake the ta i !
comple te ly ; in any case , add 35% to quar ry ' s chances
of break ing the ta i l i f he can , in any way , t ake
advan tage of a random encounte r , o r c rea te some
d i s t rac t ion or d i s tu rbance.
Pi s t ance*: Add 2% for each 10 ' over 100 ' (10 yards
over 100 yards ) tha t the ta i l i s beh ind the quar ry
ou tdoors. Add 3% for each 5 ' over 40 ' indoors .

Another spec ia l t a i l i s the " obvious " t a i l , in
which one member of the ta i l ing team makes h imse l f ve ry
obvious to the quar ry as a pursuer , even tua l ly a l lowing
h imse l f to be shaken. The o ther member ( s ) o f the team ,
meanwhi le , keep up a normal exchange t a i l wi th f requen t
changes. This may l u l l t he quar ry in to be l i ev ing tha t
he i s sa fe , and may proceed to h i s des t ina t ion wi th no
fu r the r in te r fe rence.
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CAT-BURGLARY SCENARIOS

AND

SECOND STORY ADVENTURES

The c loaked and cowled l eade r o f t he Black Hand
s a t a t t he head o f t he t ab l e , su rvey ing the qua r t e t o f
t h i eves be fo r e h im. Al l we re a t t emp t ing to look
noncha l an t . They were good men , he knew; bu t , a s he
scanned the i r cu r ious , somewha t anx ious f ace s in the
f l i cke r i ng lamp l igh t , he cou ld no t be su r e i f t hey were
good ENOUGH

Hand i s r e spons ib l e fo r t h i s
none o f them can eve r f ee l
p ro t ec t i on aga in ! 11 He ended on
hys t e r i a.

re t r i bu t i on - and tha t
s a f e unde r t he Gui Id ' s

a r i s i ng no t e o f nea r

"Su re ly you j e s t , Fa the r , and make spo r t o f you r
loya l suppo r t e r s." The speake r was a sho r t man o f
swa r thy complex ion , s i t t i ng to Fa the r Marco ' s l e f t .
Now , i n s t i nc t i ve ly , h i s r i gh t hand r e s t ed on the h i l t
o f t he o rna t e dagge r hang ing f rom h i s be l t .

•• •

"Gen t l emen ," the l eade r began , "t on igh t i s
po r t en tous even ing fo r ou r b re th r en th roughou t t he
c i t y! The Gu i ld ha s aga in tu rned a s ide ou r mos t po t en t
t h ru s t a t t he l a s t momen t . T ime a f t e r t ime , we have
come so c lo se t o c rush ing the i r f ad ing power s , on ly t o
be se t back by c rue l f a t e." The l eade r ro se ab rup t l y ,
and smashed h i s ma i l -encased f i s t aga in s t t he oaken
t ab l e top. " I w i l l no t be den i ed aga in!"

a

" I do no t j e s t , Cuga r - e spec i a l l y abou t a ma t t e r
o f t h i s impor t ance! "

" Then you a r e mad !" Cuga r shou t ed , l e ap ing to h i s
f ee t . " I t wou ld be bad enough i f we had on ly t o dea l
w i th t he f ac t t ha t we were ou tnumbered 20 to 1. But t i s
we l l known tha t t he sp i r i t s o f t he th i eves o f e ld s t i l l
p rowl t he co r r i do r s o f t he Roos t , and wi l l a l l ow no
ha rm to be fa l l t he i r own. We canno t hope t o comple t e
such a mi s s ion."

A decan t e r ha l f- fu l l o f wine , t opp l ed f rom i t s
pe rch by the fo r ce o f h i s b low , f e l l t o the f l oo r ,
sha t t e r i ng , sp ray ing g l a s s f r agmen t s and we t r ed spo t s
ove r t he su r round ing t i l e s. The fou r s a id no th ing ,
mere ly eyed the i r shadowy mas t e r , who now paced back
and fo r t h be fo r e them , h i s da rk eyes ab l aze wi th
ha t r ed. F ina l l y , a f t e r seve ra l momen t s , t he t a l i ,
b lond-ha i r ed th i e f ca l l ed Jayonge b roke the ominous
s i l ence. " And how may we se rve you r needs , Fa the r
Marco? We wou ld a l l g l ad ly g ive ou r l i ve s to has t en the
day o f ou r accu r sed enemy ' s downfa l l ."

" Tha t i s j u s t t he so r t o f o ld wives ' t a l e the
Gu i Id hopes we wi l l be l i eve..."

• i )" Be l i eve wha t you wi 11 , Fa the r . I
l i f e cha l l eng ing tha t l egend , no r w i l l anyone
I ' ve t o ld them." Cuga r t u rned and s t rode fo r ce fu l l y
toward the doo r. S t rode two s t eps , then c ra shed to the
f l oo r , b lood gush ing f rom a gap ing , j agged wound in h i s
th roa t . Marco r e t r i eved the b l ade which had opened t h i s
f l ow , wiped i t on the dead man ' s sh i r t , and r e tu rned i t
t o the sma l l shea th concea l ed wi th in the fo ld s o f h i s
c loak . He tu rned toward the th r ee s tunned wi tne s se s t o
h i s ru th 1 e s snes s , and eyed them accus ing ly .

no t r i sk my
e l s e once

* i

" You may we l l do so!" the l eade r r a sped , a s the
gu t t e r i ng f l ame cas t mad ly danc ing shadows ac ro s s h i s
f ace. "The mi s s ion you wi l l pe r fo rm i s bu t t he f i r s t
pa r t o f a p l an t o d iv ide and demora l i z e t he Gu i ld f rom
wi th in. I t i s we l l known t o a l l t he Black Hand t ha t t he
Gu i ld l eade r s have no g rea t e r sou rce o f p r i de than
the i r supposed ly inv io l ab l e sanc tua ry , Rogues ' Roos t -
and tha t t h i s bu i l d ing house s t he Gu i ld ' s r eve r ed

t o i t s pas t mas t e r s , Mas t e r s ' Lounge , whe re t he
and hands o f t he se men and women a r e fo r eve r

b ro the r s - un t i 1

un fo r tuna t e bu t" Tha t was un fo r tuna t e
neces sa ry ," he sa id in l eve l t ones . " I f t h i s ven tu r e i s
t o succeed , t he se p l ans mus t be kep t s ec r e t f rom a l l
w i thou t t he se fou r wa l l s . I f any o f t he r e s t o f you
p re f e r t o re fu se t h i s mi s s ion ," n i s vo i ce was s i l ky ,
dange rous ly swee t , " t he r e ' l l be no kn i f e - j u s t a f ew
days in a qu i e t i so l a t ed ce l l , un t i l t he job i s
f i n i sh ed ."

sh r ine
s k u 1 I s
p r e se rved and d i sp l ayed. Foreve r , my
now!

"You fou r a r e t o f ind a way t o ga in en t ry in to
Roos t - t o v io l a t e the inv io l ab l e. Once you a r e
you a r e t o loca t e and ga in en t r ance to Mas t e r s '

t h e sku l l and hands o f t he
u r-Ven i t e h imse l f . In

you wi l l l e ave the seve red rema ins o f Dec l a
bumbl ing oa f who was t he l a s t Gu i ld. . . manage ou r ho ld ings in the

Commons . In t h i s way , Mas t e r Az imu th ( t ha t s impe r ing
swine ) and the r e s t o f h i s men wi l l know tha t t he Black

Rogues
w i th in ,
Lounge , Mere you w i l l s t e a l
vene ra t ed F i r s t and Foremos t , De l
i t s p l ace ,
Monro , t ha t
1 i eu t enan t s en t t o

For a f ew seconds , t he t ens ion made t he s i l ence in
the room a lmos t pa lpab l e. F i n a l l y , J ayonge spoke up.
" I ' m no t a f r a id o f i d l e rumor s , Fa the r ." The t a l l , w i ry
man a t Jayonge ' s l e f t shou lde r , Sevye Bureem , nodded
ag reemen t , s l owly. Marco eyed them momen ta r i l y , t hen
tu rned to the th i rd su rv ivo r , a robus t man wi th g ray ing
sandy h a i r .
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" We i 1 , K rannock ? Have you no th i ng fo rt o say
you rse l f ? Or a re you a f ra i d o f ghos t s ? "

a ca lm, a lmos tK rannock rep l i ed i n s ingsong tone.
" Yes , my l o rd. I _am f r i gh tened. On ly young men o r f oo l s
a re fea r l ess i n the face o f dange r - and I am ne i t he r.
As t o ghos t s , I fea r you r con f i den t wo rds canno t
reassu re me; fo r you have been a l l t oo f a l l i b l e these
pas t seve ra l mon ths." Marco
speak. "S t i l l , my l o rd, I th ink you r i dea
- p rov ided tha t t he th ree o f

execu te the da r i ng robbe ry j us t ou t l i ned by Fa the r
Marco. To do so
f o r ga in i ng en t r y i n to the Gu i l d ' s sanc tum sanc to rum.
Once w i t h i n the wa l l s o f t he Roos t , the agen ts o f t he

Hand mus t qu i ck l y l oca te the ob jec t o f t he i r
v t f i i i e avo id i ng the gua rd ians o f t he

and the c leve r sna res f o r t he

unwary ( and unau tho r i zed ) t ha t t he Gu i l dmas te r uses t o
p ro tec t h i s env i r ons.

they mus t f i r s t conce i ve a s t ra tegy

s t i f f ened, bu t d i d no t
i s a good one

us a re g i ven access t o the
Hand ' s s to re room o f mag i ca l accesso r i es , ana can equ ip
ou rse l ves i n a manne r t ha t g i ves us a reasonab le chance
o f succeed ing a t t h i s task. I t seems on l y f a i r , my
l o rd, g i ven ou r , ah , sudden reduc t i on i n numbers." A
t h i n c i - "i ) r u n t .̂r r n c c l/ r ^ n n n r V ’ c f u r o c

i » J I M i * v
_

u oi ( \ i w i in i v u v/ ui ^

t ha t h i s gamb i t had Dome f ru i t. He dec idea to p ress
h i s luck . " My l o rd, I, fo r myse l f , wou ld l i ke to know
the res t o f you r p lan , so tha t I migh t be t t e r
unde rs tand the ro l e we and ou r t ask a re t o p lay."

B 1 ack
m iss i on, a l l t he
Gu i i d ' s headqua r te r s ,

I f the t r ad i t i ona l scena r i o fo rma t i s used , the GM
w i l l have the respons ib i l i t y o f p l ay i ng the va r i ous

Roos t , as
v i c i n i t y o f t he
be run w i t h a
members o f t he

Roos t ' s de fense,
i n the ro les o f t r us ted

A C h I'j C A W

Gu i l d th i eves and o f f i ce r s p resen t a t Rogues
we l l as any NPCs encoun te red i n the
house. A l t e rna t i ve l y , the scena r i o can
second g roup o f p laye rs po r t r ay i ng 3-4
Gu i l d who a re ac t i ve l y engaged i n the
7h e s e

Marco ' s eyes g l i n t ed l i ke f l i n t on s tee l as he
g la red back a t h i s bo ld ques t i one r. " You w i l l have the
ass i s tance you requ i re t o accomp l i sh you r m iss i on,
Krannock , though I though t you were o f g rea te r me t t l e.
As f o r t ne in fo rma t i on you seek
p rov ided - i f you re tu rn success fu l l y w i t h u r- Ven i t e ' s
s k u l l . Fo r now, my b ro the rs , l i s t en c lose l y
w i l l t e l l you wha t i s known o f Rogues ' Roos t ..."

p laye rs w i l l ac t
unde r l i ngs to the Gu i l dmas te r.
( GM ' s No te : I f t h i s scena r i o i s p layed w i t h Gu i l d
p laye r- cha rac te r s , the GM may f i nd i t necessa ry t o
ad jus t p l ay ba lance by somewha t r educ ing the to ta l
number o f gua rds and t r aps loca ted a round the Roos tT)

t h a t t oo w i 11 be

and I
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K r a n n o c k ( 7 t h L e v e l M a l e H u m a n T h i e f )T H E B L A C K H A N D T H I E V E S
K r a n n o c k , n o w i n h i s f o r t i e s ,
i s n o l o n g e r a s n i m b l e a s h e
w a s i n h i s y o u t h , a n d w e a r s
s p e c t a c l e s o n m o s t o c c a s i o n s .
T h e y e a r s h a v e o n l y a d d e d t o
h i s g r e a t e s t a s s e t s , h o w e v e r -

75% a v e r y i n t e l l i g e n t , i n q u i s i t i v e
m i n d , a n d a c r a f t y t o n g u e .
K r a n n o c k i s i n c r e d i b l y w e l l
r e a d o n h u n d r e d s o f s u b j e c t s ,

4 0% f r o n i h i s t o r y t o h e r p e t o l o g y a n d
r e l i g i o n t o r e a l e s t a t e '. H e i s
a m a s t e r o f d i s g u i s e , a b l e t o
i m p e r s o n a t e m e n o f a l l s t a t i o n s
( K r a n n o c k i s o f G u i l d s o c i a l

b a c k g r o u n d h i m s e l f ) a n d , e x c e p t f o r w a r r i o r s , a l l w a l k s
o f l i f e ( i n c l u d i n g p r i e s t s a n d i n a g e s ) . H e i s a n
e x c e l l e n t m i m i c , w h o a f t e r o n e l i s t e n i n g c a n d u p l i c a t e
m o s t v o i c e s ( 8 0% c h a n c e ) ; h e a l s o i s a p r a c t i c e d
v e n t r i l o q u i s t , w h o c a n t h r o w h i s v o i c e u p t o 5 0 f e e t .
H e i s a n e x p e r t o n t h e d e r i v a t i o n a n d u s e o f
s l o w-a c t i n g c o n t a c t p o i s o n s ( a l l h i s w e a p o n s a r e c o a t e d
w i t h a s u b s t a n c e t h a t i n d u c e s t e m p o r a r y c a t a t o n i a
w i t h i n 5-1 0 m i n u t e s a f t e r i t s e n t r y i n t o t h e
b l o o d s t r e a m ) . K r a n n o c k i s a c o n f i d e n c e m a n b y t r a d e ,
w o r k i n g h i s s w i n d l e s t h r o u g h o u t H a v e n u n d e r a d o z e n
f a c e s a n d a l i a s e s ; h e p r e f e r s t h i s s o r t o f c r i m e , f o r
h e i s n o t f o n d o f k i l l i n g , a n d b e l i e v e s h i s s c a m s a r e a
f a i r g a m e o f w i t s t h a t t h e p u b l i c i s t o o s t u p i d t o w i n .
K r a n n o c k i s a c y n i c a l m a n , w i t h a d i m v i e w o f h u m a n
n a t u r e a n d t h e i n t e l l i g e n c e o f t h e a v e r a g e i n d i v i d u a l .
H e i s d i s l i k e d b y m a n y o f t h e H a n d ' s m e n ( J a y o n g e a m o n g
t h e m ) a s s t a n d o f f i s h a n d e l i t i s t , a n d i s o f t e n q u i t e
b l u n t ( a s s h o w n i n t h e o p e n i n g v i g n e t t e ) a b o u t t h e
o r g a n i z a t i o n ' s f l a w s ; n o n e t h e l e s s , h e b e l i e v e s a t
b o t t o m i n d o i n g a j o b w e l l , a n d w i l l n o t f o r s a k e t h i s
m i s s i o n u n l e s s a l l h o p e i s l o s t ( d e s p i t e h i s o b v i o u s
s e l f - p r o t e c t i v e n e s s a b o u t l i f e a n d l i m b ) . H e p r e f e r s
g u i l e t o f o r c e i n a l l i n s t a n c e s , a n d i s n o t a
p a r t i c u l a r l y p r o f i c i e n t f i g h t e r d e s p i t e h i s e x p e r i e n c e
l e v e l ( f o r h e m a k e s u s e o f t h e s e s k i l l s v e r y
i n f r e q u e n t l y ) . H e h a s a w e a k n e s s f o r w o m e n , a n d t h e y
a r e o n e o f t h e s u b j e c t s o n w h i c h h e d o e s n o t a c t
s e n s i b l y.

A l t h o u g h t h e G M m a y a t h i s d i s c r e t i o n a l l o w t h e
p l a y e r s a s s u m i n g t h e r o l e s o f t h e B l a c k H a n d
i n f i l t r a t o r s t o u s e t h e i r o w n c h a r a c t e r s , w e r e c o m m e n d
i n s t e a d t h a t t h e y p o r t r a y t h e p r e- r o l l e d t h i e v e s
d e s c r i b e d b e l o w , a n d b e a l l o w e d t o t r a n s f e r a n y
e x p e r i e n c e p o i n t s e a r n e d o n t h i s m i s s i o n t o t h e i r o t h e r
c h a r a c t e r s ( t h i s t r i o o f t h i e v e s h a s b e e n d e s i g n e d t o
p r o v i d e a m i x o f t h e s k i l l s m o s t l i k e l y t o p r o v e u s e f u l
o n t h i s m i s s i o n , a n d d r a s t i c a l t e r a t i o n s o f t h i s
l i n e- u p m a y g r e a t l y c h a n g e t h e p l a y b a l a n c e o f t h e
s c e n a r i o ) .

S e n s e T r a p s
O p e n i n g L o c k s
L o c a t i n g T r a p s
D i s a r m i n g T r a p s
P o c k e t p i c k i n g
S i l e n t H o t i o n
H i d e i r r C o v e r
C 1 i m b
H e a r N o i s e
S e n s e A i i b u s h
S p o t H i d d e n

3 7 %
55%
5 0%
4 0%

3 5%
3 5 i>/

/o

8 5%

5 3%
5 1%J a y o n g e - ( 6 t h L e v e l M a l e H u m a n T h i e f )

f e a r l e s s y o u n gJ a y o n g e i s a
s e c o n d s t o r y b u r g l a r w i t h g r e a t
a g i l i t y a n d q u i c k n e s s . H e h a s a
9 8% c h a n c e o f c l i m b i n g 1 0
v e r t i c a l

3 0%S e n s e T r a p s
O p e n i n g L o c k s
L o c a t i n g T r a p s
D i s a r m i n g T r a p s
P o c k e t p i c k i n g
S i l e n t M o t i o n
H i d e i n C o v e r
C l i m b
H e a r N o i s e
S e n s e A m b u s h
S p o t H i d d e n

5 0% o f
s u r f a c e2 5% w i t h o u t

4 0% f a l l i n g , a n d a + 5 D o d g e B o n u s
7 0% ( w h i c h w h e n a d d e d t o h i s c l o t h
3 5% a r m o r , g i v e s h i m a n e f f e c t i v e
4 5% a r m o r c l a s s o f 7 ) . H e i s
9 2% a m b i d e x t r o u s , a v e r y a c c u r a t e
3 0% m a r k s m a n w i t h a t h r o w i n g k n i f e ,
1 5% a n d u n a f r a i d t o t a k e o n a m a n
20% i n h a n d-t o-h a n d c o m b a t i f t h e

g o i n g g e t s r o u g h . O n t h e
n e g a t i v e s i d e , J a y o n g e ' s

e x u b e r a n t s e l f -c o n f i d e n c e s o m e t i m e s g o e s t o o f a r , a n d
l e a d s h i m t o a c t r a s h l y (w i t h o u t t h i n k i n g o f t h e
p o s s i b l e c o n s e q u e n c e s ) . H e a l s o r e m a i n s a p r o d u c t o f a
r a t h e r b a r b a r i a n u p b r i n g i n g , a n d h a s t r o u b l e
i m p e r s o n a t i n g a n y o n e o f s t a t i o n . H e h a s d o n e v e r y w e l l
f o r h i m s e l f f i n a n c i a l l y i n h i s r e l a t i v e l y f e w y e a r s a s
a c r i m i n a l , b u t i s f a n a t i c a l l y l o y a l t o t h e B l a c k H a n d
c a u s e a n d c o m p l e t e l y w i l l i n g t o l a y h i s l i f e o n t h e
l i n e t o s e e t h i s m i s s i o n s u c c e s s f u l l y c o m p l e t e d. H e h a s
s u r v i v e d s o m e v e r y c l o s e s c r a p e s w i t h d e a t h i n t h e
p a s t , c a u s i n g s o m e t o s a y t h a t t h e g o d s s m i l e o n h i m ( a
n o t u n r e a s o n a b l e c o n c l u s i o n ; t h e G M s h o u l d a t l e a s t
t r e a t h i m a s h a v i n g c o n s i d e r a b l y a b o v e a v e r a g e l u c k
w h e n i n t e r p r e t i n g t h e p o s s i b l e c o n s e q u e n c e s o f a s e t o f
a c t i o n s ) .
S e v y e B u r e e m ( 7 t h L e v e l M a l e O r e T h i e f )

"T h e I n s i d e r"
T h e r e i s a f o u r t h B l a c k H a n d f i g u r e w h o m a y b e c o m e a
f a c t o r i n t h e c o u r s e o f t h i s s c e n a r i o , a t h i e f w h o h a s
i n f i l t r a t e d t h e r a n k s o f t h e G u i l d a n d b e c o m e a h i g h l y
p l a c e d o f f i c i a l i n t h a t o r g a n i z a t i o n , w i t h f r e e a c c e s s
t o a l l p a r t s o f t h e R o o s t . T n i s p e r s o n i s d e s c r i b e d b y
F a t h e r M a r c o o n l y a s " t h e i n s i d e r " , a n d i s t o b e
c o n t a c t e d b y J a y o n g e , S e v y e a n d K r a n n o c k o n l y i f t h e y
c a n f i g u r e o u t n o o t h e r w a y t o g a i n e n t r a n c e t o t h e
R o o s t . M a r c o ( i .e., t h e G M ) s h o u l d e m p h a s i z e s t r o n g l y
t o t h e H a n d p l a y e r s i n s e t t i n g u p t h e m i s s i o n t h a t " t h e
i n s i d e r " r e p r e s e n t s a v e r y , v e r y v a l u a b l e c o n d u i t o f
i n f o r m a t i o n a b o u t t h e G u i l d ' s a c t i v i t i e s , a n d t h a t a n y
a c t i v e i n t e r v e n t i o n b y t h a t p a r t y i n t h i s a d v e n t u r e
c o u l d w e l l j e o p a r d i z e t h a t p e r s o n ' s p o s i t i o n o f
i n f l u e n c e ( b y p l a c i n g h i m o n t h e s c e n e o f t h e c r i m e a t
t h e t i m e o f i t s c o m m i s s i o n , a n d s u b j e c t i n g h i m t o
c o n t i n u i n g s u s p i c i o n ) .

I f t h e B l a c k H a n d p l a y e r s d e c i d e t h a t t h e y m u s t
u s e t h e i n s i d e r , t h e y a r e i n s t r u c t e d t o l e a v e a m e s s a g e
a t C a d d i s F l y ' s R o o m i n g H o u s e ( r o o m 2 B ) , i n d i c a t i n g
t h e i r d e s i r e f o r a m e e t i n g. W h e n t h e m e s s a g e i s
r e c e i v e d ( a p r o c e s s w h i c h m a y t a k e s e v e r a l d a y s ) , a
c o d e d r e p l y w i l l b e l e f t a t C a d d i s 1 f r o n t d e s k ( t h e
c o d e a n a g r e e d- u p o n o n e g i v e n t o b o t h p a r t i e s b y
M a r c o ) ; t h e r e p l y w i l l s e t u p a m e e t i n g i n a b a r r o o m
s e v e r a l b l o c k s a w a y f r o m t h e R o o s t , n e a r t h e p e r i m e t e r
o f t h e L a b y r i n t h .

S e v y e n o r m a l l y m a k e s h i s l i v i n g
a s a h i g h w a y r o b b e r o r m u g g e r
r a t h e r t h a n a s a s e c o n d s t o r y
m a n , f o r h i s g r e a t e s t s k i l l
l i e s i n h i s p o t e n t p h y s i c a l
s t r e n g t h ; h o w e v e r , h e i s a l s o a
h i g h l y t r a i n e d p i c k l o c k w i t h a
s u r p r i s i n g l y d e l i c a t e t o u c h f o r
a f e l l o w o f h i s p h y s i c a l b u l k .
S e v y e k e e p s m a i n l y t o h i m s e l f ,
a n d h a s f e w c l o s e c o m r a d e s i n

3 5%S e n s e T r a p s
O p e n i n g L o c k s
L o c a t i n g T r a p s
D i s a r m i n g T r a p s
P o c k e t p i c k i n g
S i 1 e n t M o t i o n
H i d e i n C o v e r
C l i m b
H e a r N o i s e
S e n s e A m b u s h
S p o t H i d d e n

7 5%
4 5%
6 0%
9 0%
4 0%
4 5%
8 7%
4 0%

f a i r l y
b u t a

3 0% t h e H a n d ; h e
2 7% e v e n- t e m p e r e d f o r a n o r e ,

d a n g e r o u s e n e m y w h e n a n g e r e d
( a s t w o f o r m e r t o r m e n t o r s , n o w

l y i n g o n t h e b o t t o m o f t h e R i v e r D o r i a n , c o u l d t r u l y
a t t e s t ) . L i k e m a n y o f h i s a n c e s t r a l k i n d r e d , S e v y e h a s
a w e a k n e s s f o r d e s e c r a t i n g s y m b o l i c t r e a s u r e s t h a t h i s
f o e s h o l d d e a r ; h e w i l l f i n d i t d i f f i c u l t t o k e e p t h e s e
e m o t i o n s i n c h e c k 'w h i l e i n t h e h a l l s o f t h e d e s p i s e d
e n e m y . A s a t r a i n e d l o c k s m i t h , h e h a s a 6 0% c h a n c e o f
d i s a r m i n g t r a p s , a n d a 7 5% c h a n c e o f p i c k i n g l o c k s ; h e
i s a l s o a 9 0% p i c k p o c k e t , a n d h a s b a s i c F i r s t A i d
s k i l l s . H e s a y s l i t t l e , a n d i s n o t v e r y s u c c e s s f u l a t
d i s g u i s e ( u n l e s s h e i s p o r t r a y i n g a b e g g a r o r p h y s i c a l
l a b o r e r ) . O f t h e t h r e e , h e i s t h e m o s t l i k e l y t o t r y
a n d s a v e h i s o w n s k i n i f t h e n i s s i o n a p p e a r s
e n d a n g e r e d .

i s
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8 ) Small tablets which , Men swallowed, wil l
temporari ly Sh r i nk the swallower ( and everything he

effect lasts

At that meeting, the insider wil l be revealed to
be a female, although she wil l be hiding her true
identi ty (wearing the garb she uses as Areesha, the
common trol lop who rents room 2B at Caddis Fly ' s ). She
can provide help of several types , ranging from
providing the thieves with a relat ively secret start ing
place for their assault ( the insider has a working
relat ionship with Karla, the kind hearted More at
Grubb ' s Meals and Massage, and the latter wi l l agree to
let "Areesha" use her upstairs bedroom at Grubb ' s for
an evening) , to entering the Roost and providing a
point of entry (unlocking one of the balcony doors, for
example) , to actively producing a diversion within the
Roost to cover the activi t ies of the tr io. Of course,
the greater the insider ' s direct involvement becomes,
the greater becomes the l ikel ihood that she wil l be
revealed as an inf i l t rator, so that she wil l f ight
vociferously to keep her part icipation to a minimum.
( I f the GM feels that the players are cal lously r isking
this major resource in order to insure that their
mission is completed, he should feel free to reduce any
EP awards the players receive at the end of the
scenario, to ref lect the hidden costs of their
act ions).

holds) to 1/10 his normal
8+lD8rnr. Mile in shrunken state, character retains his
normal strength, but not his normal mass ( 4 tablets )

9 ) Cloak of Stealth - Mile worn, always adds 20%
to wearers abi l i ty to Hide in Shadows; a spel l embedded
in the neck clasp can also be activated to almost
completely (95% chance ) si lence the movement of the
wearer (Note: the spel l does not muff le the voice of
the wearer , or the sounds made by any objects he comes
into contact with

hei ght

l ike the fal l ing vase he just
knocked over ). Duration - lOmr; 3 uses

10) Dust of Befuddlement - A pouch contains three
small vials f i l led with a f ine powder; the powder may
either be ingested, or used as a thrown weapon with
short /medium/ long range l imits of 10/30/60 feet, base
HAC0 of 3/8/13 (defender receives no adjustment for
armor , but does receive any Dodge bonus he possesses i f
not surprised). I f struck, vict im must make MR saving
rol l -5, or become confused for 1D20 minutes; Mile
confused, vict im wil l bel ieve and do almost anything
( including taking orders from his assai lant ) , provided
the statement or act ion does not direct ly jeopardize
his personal well -being ( in cases Mere the individual
is extremely loyal to a cause or another person, this
restr ict ion would extend to actions harming those third
part ies as wel 1 ).

11) Pair of matched throwing knives - I f thrown
simultaneously, the blades wil l act as a unit , str iking
or missing the target at exactly the same spot ( thus
only one die rol l is made for the 2 attacks ) - on a
successful hi t, they wil l each do double damage ( 2D 4) ,
and there is a 40% chance of a cr i t ical hi t. I f thrown
by a character Mo is not ambidextrous, subtract 4 from
the player ' s normal hi t probabil i ty, to ref lect his
unfamil iar i ty with 2 weapon attacks.

12) Headband with a Missi le Repulsor spel l -wi l l
deflect up to 8 "points " of thrown objects per mr
( arrow, rock, bolo = 1 pt, quarrel , thrown axe or
hammer = 2 pts, spear or javel in = 4 pts ). Spell lasts
lmr; 7 uses

Special Resources of the Hand Thieves
f t should-be assumed

"

that the tr io of thieves
making the assault on Rogues Roost have complete access
to any sort of basic equipment they might wish to carry
( ropes, grappl ing hooks, lock picks or cutt ing tools,
etc.). Tine Black Hand players should, however, each
identi fy the items they are carrying with them, so that
the GM can determine Mether a character ' s freedom of
movement wi l l be inhibited by the weight or bulkiness
of his equipment. In addit ion to these basic items, the
Hand thieves are also permitted to select a l imited
number of i tems from the organization 1 s jealously
guarded stockpi le of magical gadgetry. We recommend
that the Black Hand players be permitted to select 3-5
items from the l ist below ( divided up between th e
individual characters in any way they see f i t ).

13 ) Glass container f i l led with
i f broken, wil l render the 10

oi 1 of
area

1) An emerald amulet containing three charges of a
Sleep spel l (MR saving rol l -2 or sleep 1D6 hours,
affects up to 100 HTK of individuals within i ts 30
degree spel l cone )

2 ) A belt of Giant Strength ( doubles the effect ive
strength of the wearer for 10mr; 5 uses )

3 ) Climbing boots with a Glue spel 1 within their
soles; Men activated, give the wearer 96% cl imbing
ski 11 for lOmr ( 2 uses )

4 ) A r ing of Haste ( doubles wearer ' s normal
movement al lowance for a t ime period equal to character
STM + 2 mr; 1 use

5 ) Spectacles of far vision that enable the wearer
to see through any sol id objects, up to a range of 50
feet ( 5 uses )

6 ) Smalt s i lver mirror that emits a Freeze ray
( vict im must make a MR saving rol l or be rendered
completely immobile for 3020 minutes, duration cut in
half i f STM saving rol l is made; 3 use $.( Note : I f
affected individual is struck a damaging blow Mile
frozen, he receives another saving rol l against STM to
awaken )

s 1 ipperiness
surrounding i t virtual ly impassable on foot ( anyone
running across this area has a 90% chance of fal l ing;
walking 60% chance; once fal len, there is only a 25%
chance per mr of regaining one ' s feet ). Duration of
sl ipperiness is 1D 20 minutes

14) Ring of Levitat ion -
raise the wearer off the ground
20 ' per mr. Newton ' s Laws apply i f the character is
free- f loat ing ( 5 uses )

15 ) Healing potion
damage per draught taken ( 3 draughts in bott le). Cannot
heal damage talcen from cri t ical wounds.

16 ) Bronze gauntlet containing Bash spel l
del iver a blow equivalent to the blow of a battering
ram to any specif ied door , or object. I f a l iv ing being
is struck, the blow does 3D10 damage, or nothing i f the
vict im makes a saving rol l versus MR ( 5 uses )

17 ) Scrol ls - The three Hand thieves may each use
these scrol ls to cast magic spel ls. Krannock has a base
0% chance of having a spel l misf ire, Jayonye has a base
10% chance of misf ire, and Sevye Bureem a base 30%
chance. Misf ire chances may increase i f the spel l being
read is very complex, as indicated below. The number in
parentheses after the name of each spel l represents the
number of mr i t takes to read ( and hence activate ) the
scrol l . I f a spel l backfires, i t may either have no
effect or produce a completely opposite effect ( for
example, a Detect Traps spel l might set off any traps
in the immediate vicinity).

a ) Hold Porta! ( 3 )
barr ier to be held

When activated, wil l
at the rate of up to

Wi 11 heal 2D6 poi nts of

wi l l

7 ) A set of three glass bal ls ( red, yel low and
black in color ) - Men shattered, they release the
fol lowing magical energies: Red - sheet of f lame, 10 '
cubic area ( any person or object caught within i ts
boundaries takes 2D6 damage per mr unti l ext inguished) .
Yellow Blaze of Noon spel l ; al l looking in i ts
direct ion make STM saving rol l -4 or bl inded 2D6 melee
rounds ( kobolds, dwarves, and other predominantly
underground dwell ing races make their STM saving rol l
at -8 ) . Black - Hurls surrounding area ( 50 ' diameter ,
10 ' high ) into total darkness; infravision functions at
half normal abi 1 i ty.

Wil l cause a door or otner
as i f barred by a 1‘ X1'

cross- section of oaken beam. To break the spel l , a
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of assai lants must rol l under their combined
no more than 3

i such an
sort of ram is being used) .

The Immediate Neighborhood
The various bui ldings that l ie in the immediate

vicinity, and hence might enter into the play of the
are brief ly described ( along with any

letter code

group
STR rat ing on 10D12 (normally,
individuals can effect ively part icipate in
attack unless some
Lasts unti 1 broken.
b ) Detect Traps ( 2 ) - Wil l reveal i f there are any
traps within a 10 ’ radius of the caster.
c ) Ful l Invisibi l i ty ( 5 ) - Wil l render the caster
invisible; he may move normally, but any attack
wil l render him visible again. Lasts 20mr.
Increased chances of backfire - Jayonge +10%,

scenario,
inhabitants of interest ) and identi f ied by
on the map below.

Sevye +20%
d) Lightning Bolt ( 2 ) - Wil l f i re a l ightning bolt
( 31 diameter,. 60 ' length ) up to 300 ' away in
direct l ine of sight. Does 4D10 damage to anything

made).
Krannock +10%,struck (1/ 2 damage i f MR saving rol l is

Increased chances of backfire - l .
Jayonge +30%, Sevye +40%
e) Silence ( 2)
si ience in the 15 ‘ radius

Creates a mobile sphere of
around the caster. Lasts

Bmr.
f ) Heal Serious Wounds ( 6 ) -
of damage sustained by ,

cr i t ical wound damage ( reduces recovery t ime
broken

Can heal 2D 20 points
a single person, including

for
l imbs by 1/2 ). Increased

for Lightning Bolt
sprained or
chances of backfire - same as
( d)

assume theg) Shape Seeming ( 4 ) - A1 iows - caster to
shape of any l iv ing creature of approximately the
same size, but does not change his actual physical
abi l i t ies.
of backfire - same as for Ful l Invisibi l i ty ( c )

THE SCENE OF THE CRIME

Duration - 10+STM mr. Increased chances

a ) Brodamer ' s Apothecary - is run
quack physician named ( appropriately )
potions, powders, and salves are
patient ( 35% chance of 1D4 internal damage per day of
ingesting a medication prepared by Broaamer ) as to help
him. The shop also carr ies a variety of miscel laneous
notions ( needles and thread, hair brushes , twine, etc.)
of mediocre qual i ty.

by a shabbily dressed
Brodamer. His

as l ikely to hurt a
The Labyrinth

Rogues '
"

Roost l ies in the southern end of the
city, in the midst of a maze of narrow
alleyways commonly known to Haveners
Labyrinth ". Virtual ly al l the bui ldings and roadways in
this neighborhood are in a sorry state of disrepair;
trash and refuse l i t ter the streets. Tbe inhabitants
are l i t t le better than their surroundings, a rancid
col lect ion of ragged chi ldren, 1 iquor-breathed
derel icts, al leybashers, and cutthroats. The City Guard
seldom 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 within the
quarter is the law of cold steel ; the mere f lash of
gold in an outsider ' s purse is suff icient to arouse
unwanted and unwelcome interest. The bui ldings in the
area are an unsightly mix of tenement housing,
second-hand shops ( where the best goods in stock are
stolen, and the rest are of dubious qual i ty ) , and grimy
taverns; nearly al l the bui ldings are constructed of
wood and brick. Because of the general lawlessness of
the area, nearly al l the commercial establ ishments in
the Labyrinth close well before dusk, the only
exceptions being the taverns. Traff ic along the streets
is rather sparse at al l t imes, for not even the most
adventurous tourist ' s guide to Haven would cal l the
Labyrinth a place worth visi t ing.

streets and
as " the

b ) A smal 1 one-story home - usual ly inhabited by Somnor
the Strangler, Lightf ingered Likka, and Somnor ' s " lady
love", Moreena. At present , Somnor is serving a
one-year term in the Gray Halls, and Likka and Moreena
are rumored to be gett ing very close.
c ) Amber Gree ' s Rooming House - is
f 1 ophouse 57 the lowest order ,
reeking with stenches. There are
areas part i t ioned off by thin boards ) vacant here, one
of which is on the third
which faces the side of the Roost.

th ree-story
vermin infested and
two " rooms " ( small

a

f loor and has a window-opening

d ) Grubb ' s Meals and Massage - serves
edible meals on

"

the first f loor,
four rather washed-out middle-aged
variety of sexual services in the rooms
Karla, a kind-spir i ted, droopy-chested
somewhat of a local favori te; she is
helped out a number of men when they were down on
luck , and she appears wi l l ing to let
( saving rol l against MAG) spend the night for free.

fast , reasonably
vtf i i le his stable of

women serve up a
upstairs.

blonde, is
known to have

thei r
a fel low she 1i kes

Guild is housed
on Cust

The headquarters of the Thieves
in a nondescript four- story bui lding that si ts
Way ( in the secret argot of rogues known as Thieves

"cust " means the successful execution
a purse- snatching) , and i ts

down as any in the immediate
vicinity. The bui ldings on either side of the Roost are
two- story brick-and-wooden structures, with f lat roofs;
direct ly across the street is a row of small one-man
shops, a long str ip of frame rowhouses that have badly
deteriorated. The area looks as vi l lainous as any
port ion of the Labyrinth , and is, in a sense , both
deadlier and safer than these other sections.

e ) Rogues ' Roost -
below. is described in extensive detai l

of aCant ,
snatch-and- grab 1 arceny,
exterior appears as run

f ) The home of Mr. Rasputin - occupied
unoff lcial boss ( f i rst name unknown ) of the Labyrinth ;
he is often cal led upon to sett le disputes between
residents, he owns and operates a cut- rate bui lding
supply store near the South Docks , and is said to be
heavi ly involved in Haven ' s smuggling traff ic. Toe
house is in decidedly better upkeep than i ts neighbors ,
and Mr. Rasputin employs a squad of half- a- dozen bul ly
boys as guards.

by the
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stitchery and styl ing are above average, but he uses
cheap and poorly dyed fabrics, so clothing made by nii.i
looks old after just a few wearings ). Roah has been
known to indulge in a bit of second- story work in his
off hours , and is a member of the Thieves ' Guild.

g ) Crotofiran Mission - is one of several streetside
missions maintained by the monks of Crotofiros ( child
carriers ) in and around the Labyrinth . Here they offer
food and shelter to the homeless children of the area
( known as " street rats " by those with less reverence ).
The friars beg daily in the wealthier sections of the
city for money to carry on their work. Most native
Haveners ( including the denizens of the Labyrinth )
consider i t extremely unlucky to hurt one of these
monks , or to steal from them, even though the
Crotofiros are totally pacif ist ic in their creed.

o ) Madame Zanwig, Oracle - is, by day, one of the most
over- theatrical astrologer / palm readers in all of
Haven. By night , the lady is a rather fearsome contract
ki l ler ( an expert at disguise ) ; she is currently on
assignment for the Guild. There is a 20% chance she
wil l complete the mission on the night the Black Hand
thieves make their assault ; i f so, she wil l enter
Rogues ' Roost to make a report.h ) Emmettik , Greengrocer - has an open-air market which

carries
fruit, wilted produce, etc
hustl ing enterprise of his two sons. The boys make
daily rounds of the more i l lustrious marketplaces to
retrieve ( scavenge ) these modest gems .

day-old bakery products , sl ightly overripe
all procured through the•» p ) The Bargain Barn - is a cornucopia of the unsightly

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 interesting collection of old insigniae, medals,
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 idea.

a funner pickpocket of
was forced to seek another

court led to the
right hand. He makes onljy a modest amount

from his small business in repairing hand- and
pony-carts, and i t is rumored that he earns most of his
l iving fencing stolen gems (making use of his
underworld contacts ). Tiropodus is a frequent visitor
t 0 ti ie Silver Penny ( k ) , and is quite an unpleasant
lout when drunk.

i ) Tiropodus, Wheelwright - is
moderate repute; he
profession when his last conviction in
1 oss of his

q ) The house of Shala-Beth val Prado - an
alcoholic , is a ramshackle pile of unrepaired planks,
which appears in imminent danger of complete collapse.
The old man shares his home with two of the local
street rats, who bring in sufficient coppers with their
petty schemings and small larcenies to keep him
besotted on cheap rotgut.
r ) An empty house - itf iose windows are currently boarded
up, has a handwritten "For Rent " sign hung upon the
front door. Koltrak Tanatiy wil l rent the place out ,
though he does not actually own i t (he did hang the
sign, however ) ; the owner has not been seen for over a
year, and his whereabouts are unknown. There is a cache
of stolen money (700 GP in gold coins ) stashed in a
concealed compartment at the back of the fireplace in
the main room, but no one ( other than the owner ) knows
about i t.

unemployed

j ) Caddis Fly ' s Rooming House - is an establishment
which is a bare cut above Amber Gree ' s; i t ' s not that
there ' s less dirt - i t ' s just been pushed under the
beds and threadbare carpets more recently. There are no
current vacancies - at least there won ' t be any unti l
someone enters 4-C to investigate the aroma and
discovers the deteriorating corpse of i ts former
tenant , a victim of a murderous quarrel . /

i

and occasiona 1 ly
fatal "drTriking establishment frequented by many of

Varkin Jelas, has a
has not seen a

act take place in his tavern for over
the dried bloodstains on the barroom

corridors which lead to the other
rooms tel l quite a different story . The Penny is the
only business establishment on Cust Way Wiich is open
after dark; i t remains open t i l 1:00am.

k ) The Si 1 ver Penny - is a rowdy

the Guild thieves. The proprietor ,
rare malady aff l ict ing his vision, and
single criminal
thirty years;
floor and in the dark

s ) Fandral ' s Weapon Shop - specializes in the types of
weaponry favored by those of roguish bent
( concea 1 able ) blades, blowguns, small throwing weapons ,
saps , garrotes, etc. None of the weaponry is magically
enhanced, but the quality of Fandral ' s wares is
surprisingly good, and 'ms prices are reasonable
( almost everything iri the shop is "hot " ; i f the buyer
does not indicate that he is carefully scrutinizing the
item before completing purchase, there is a 20% chance
that i t wil l have some distinguishing feature which
wil l make i t recognizable to those famil iar with the
previous owner ).

short

1 ) Cacodyl , the Potioner - operates a vile smell ing
shop, with many tables f i l led with 1 aboratory apparatus
in which steaming l iquids bubble, belch , and fizz.
Cacodyl is a master 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 is virtually immune to poison
himself . He rents a room at Amber Gree ' s , but is
frequently found sleeping on a cot at the back of the
shop ( particularly when he has a batch brewing) .

t ) A glass- and trash -strewn vacant lot - has
the-1hangout '1 for the- street rats in this part of the
Labyrinth. For a few coppers, the rats wil l volunteer
to perform any number of helpful functions, including

message delivery, and supplying information.
useful l i t t le scum, as

become

spying,
They are generally reliable and
long as one bears in mind two restrictions:

1) they wil l always exaggerate a story , and 50% of
the information they pass along is either rumor or
sheer fabrication; and,
2 ) there is a 60% chance they wil l not complete the
task they ' ve agreed to do i f their "employer " has
been foolish enough to pay them the entire sum
agreed on, in advance.
Within these restri ct i ons , the urchins wil l
co- operate at least hal f-heartedly for whatever
money they can get.

m ) Flicker ' s pawn Shop - buys and sells a wide variety
of fte.ns

", from jewelry to weapons to musical
instruments . Flicker takes the time to carefully
examine each new acquisit ion, and he seldom ( 10% )
misses noticing when an item possesses concealed
properties (magical enhancement , secret compartments -,
etc .) - the better items are taken to TTneves 1 Market ,
and there sold ( after unennanced duplicates have been
fabricated to serve as replacements ). His l iving
quarters are behind the shop; Flicker is a very l ight
sleeper , and wil l arise to investigate any noise he
hears inside or outside the shop.
n ) Roah the Tailor - mends and sells used clothing, and
occasionally produces some new garments to order (his
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ROGUES ’ ROOST

INTERIOREXTERIOR
the Roost Is four There are over ninety rooms in Rogues ' Roost;

consequent 1 y, the room descr ipt ions given wi l l
h ighl ight the most important areas of the bui ld ing, and
those vtf iere the Black Hand or Gui ld players are most
l ikely to f ind themselves. Detai led plans of the
var ious f loors are provided to give the GM a schematic
view of the relat ionship between var ious rooms and
corr idors, and to give him a playing surface to run the
adventure on. I f the scenar io is being run with a team
of players represent ing each of the two sides, i t is
suggested that the GM reproduce an extra copy of these
plans so that each team can deploy i ts forces secret ly
unt i l a face- to- face confrontat ion occurs.

As has been previously noted,
stor ies ta l l , with a fu l l at t ic f loor and two basement
levels, The ground f loor is windowless, and can be
accessed only by the large, heavi ly scarred but
unadorned, oaken front door ( i t bears no ident i fy ing
marks of anv 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 f loors.
Al l of these openings are barred, a not uncommon
pract ice in a neighborhood vtf iere the most common
professions are larcenous in nature (bui ld ings g, i, 1,
m, & t are simi lar ly protected) ; the bars on the Gui ld
windows are about
excel lent condi t ion. 1“ thick , and are maintained in

There are f i f teen smal ler windows
the at t ic f loor ; these are SUBBASEMENTin dormers scattered around

covered by a wire mesh for protect ion. The roof of the
K 1 1imi mi ic nf ciAtp and i <; f lat, on too but oeaks at au u i Iu I I I M I J S/ l «« I V t ^ * — w - - r I

rear of the bui 1 ding

There are two areas here - a beer and wine storage
cel lar ( a ) , cool and wel l stocked, and the master vaul t

vt f iere the Gui ld ' s greatest t reasures are kept ,
these areas are accessible only by elevator - the

plainly vis ib le dumbwaiter
up, and the other by an

a secret panel in the

w45 angle along the sides ; at the
rather large chimney comprised of a double layer

l ine up from the mai n
be seen three stonework balconies , one

guarded with an i ron rai l ing,
balconies are of

Both
storage cel lar via a huge,
in the ki tchen, one f loor
arcane device hidden behind
of f ice of the Keeper of the Records on the ground
f loor. Neither room al l l ikely to come into play ,
except possibly in an attempt by the Black Hand thieves
to escape from the Roost. Two passageways at the north
and south ends of the wine cel lar lead into the
sprawl ing system of catacombs that under l ie much of
Kurgan ' s Hi l l ( the southern port ion of the ci ty, where

is a
of br ick. At the front , in a
entrance, can
above the other; each is
and the double doors leading onto the
heavy wood with glass panels ( they are
inside when not in use )
entrance, there is a covered passage
the east wal l
basement 1 anding,
these doors are open from
are locked at other t imes.

locked from the
In addi t ion to the front

that runs along
of the bui ld ing and descends to a

leading to a set of double doors;
7 :00am to 9:00pm dai ly, but
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t h e L a b y r i n t h l i e s ) . A n y o n e e n t e r i n g t h e c a t a c o m b s
w i t h o u t a m a p ( s e e L i b r a r y - 3r d F l o o r ) i s i n d e e d
l i k e l y t o l o s e h i s p u r s u e r s i n t h e t w i s t i n g p a s s a g e s ;
h o w e v e r , h e i s a l s o q u i t e l i k e l y t o w a n d e r i n c i r c l e s
f o r d a y s , b e f o r e f i n d i n g a p a t h t h a t l e a d s t o t h e
s u r f a c e ( a s s u m i n g t h e s e w e r r a t s d o n ' t w i n d u p f e a s t i n g
o n h i m ) .

f i r s t c o m e-f i r s t s e r v e d b a s i s ; n o o n e i s a d m i t t e d t o
t h e d o r m s a f t e r 1 1:0 0p m ( u p o n w h i c h t i m e t h e d o o r s f r o m
( 2 ) a r e l o c k e d b y t h e g u a r d s t a t i o n e d t h e r e ) . E a c h d o r m
a l s o h a s a d o o r i n t h e n o r t h w a l l l e a d i n g t o t h e m a i n
S e n t r y R o o m; t h e s e d o o r s a r e k e p t l o c k e d f r o m t h e
S e n t r y R o o m s i d e , a n d a r e u n l o c k e d o n l y w h e n t h e r e i s a
d i s t u r b a n c e i n o n e o f t h e d o r m s t h a t t h e s e n t r i e s
i n v e s t i g a t e.

i ) M a i n S e n t r y R o o m - A s p a r s e l y f u r n i s h e d r o o m ,
o u t f i t t e d w i t h a s m a l l a r m o r y. T h e r e a r e 3-5 g u a r d s o n
d u t y h e r e a t a n y g i v e n t i m e. O n e o f t h e d o o r s i n t h e
w e s t e r n w a l l o f t h e r o o m l e a d s t o t h e g u a r d s ' s l e e p i n g
q u a r t e r s , v t f i e r e 4-1 0 a d d i t i o n a l g u a r d s a r e u s u a l l y
r e s t i n g o r r e l a x i n g ( a n d c a n b e q u i c k l y s u m m o n e d t o
a r m s i n t h e e v e n t o f a n e m e r g e n c y )1.

j ) W a i t i n g R o o m - D u r i n g t h e d a y , G u i l d t h i e v e s
w a i t i n g t o s e e t h e K e e p e r o f t h e R e c o r d s ( t o r e p o r t
t h e i r r e c e n t a c t i v i t i e s , a n d p r e s e n t t h e G u i l d w i t h i t s
s h a r e o f t h e t a k e ) a r e s e a t e d h e r e. I n t h e e v e n i n g , a
m o d e r a t e l e v e l G u i l d f u n c t i o n a r y a c t i n g a s "o f f i c e r o f
t h e d a y " s i t s i n t h i s p a n e l e d o f f i c e , a n d h a n d l e s
e m e r g e n c y r e q u e s t s f o r a s s i s t a n c e , o r s e t t l e s d i s p u t e s
b e t w e e n G u i l d s m e n. A n e l e v a t o r i n t h e c o r n e r o f t h e
r o o m i s u s e d i n e m e r g e n c y s i t u a t i o n s t o t r a n s p o r t
t h i e v e s t o t h e G u i l d H e a l e r ' s S u r g e r y o n t h e t h i r d
f 1 o o r.

B A S E M E N T
w h i c h s e r v e s

6 :0 0-8:0 0 p m. A d u m b-w a i t e r i n
t o t h e D e e r c e l l a r. T h e

u p t o t h e a l l e y
t h e k i t c h e n r e f u s e i s

A c o m m o n c o m m i s s a r y ,
f r o m

c ) K i t c h e n
m e a l s a t n o o n , a n d
t h e s o u t h w e s t c o r n e r l e a d s d o w n
r a m p i n t h e n o r t h w e s t c o r n e r l e a d s
b e h i n d t h e R o o s t , v d a e r e a l l
t h r o w n o u t ( a f t e r h o u r s , a m e t a l p l a t e s l i d e s d o w n f r o m
t h e c e i l i n g t o s h u t o f f t h i s a c c e s s ) . I n t h e n o r t h
w a l l , t h e r e i s a n e n o r m o u s f i r e p l a c e w i t h b r e a d o v e n s
o n e i t h e r s i d e - b a k i n g i s d o n e a l m o s t c o n t i n u o u s l y
f r o m 8: 0 0a m t o 8:0 0p m; a f t e r 8:0 0p m t h e f i r e i s l e f t t o
d i e d o w n f o r t h e n i g h t . A n y o n e c l i m b i n g d o w n t h e i n s i d e
o f t h e c h i m n e y c a n o n l y e x i t a t t h i s l e v e l o f t h e
b u i l d i n g ( a l t h o u g h t h e G u i l d M a s t e r c a n e n t e r t h e s h a f t
t h r o u g h a s e c r e t p a n e l i n h i s r o o m s t h a t o n l y o p e n s
f r o m t h e o u t s i d e ) .

d ) R e f e c t o r y - L o n g t a b l e s a n d b e n c h e s p r o v i d e
s e a t i n g f o r u p t o 2 0 0 p e o p l e. T T i e n o v i c e s t a k i n g
t r a i n i n g a t t h e R o o s t e a t h e r e t w i c e a d a y , a s d o s o m e
o f t h e i n-h o u s e s t a f f ( w h i l e o t h e r s l e a v e t h e b u i l d i n g
i n s e a r c h o f m o r e a p p e t i z i n g f a r e ) . F o r t h e e v e n i n g
m e a l , a n u m b e r o f t h e G u i l d ' s b e g g a r s a l s o c o m e i n
t h r o u g h t h e p a s s a g e w a y ( f ) t o d i n e.

e ) V a r i o u s f o o d a n d u t e n s i l s t o r a g e a r e a s.
f ) B a s e m e n t e n t r y w a y - T h e K i n g o f t h e B e g g a r s a n d

1-2 o f h i s l i e u t e n a n t s o v e r s e e t h e c o m i n g s a n d g o i n g s
t h r o u g h t h i s e n t r y w a y. A n y o n e c o m i n g t o t h e d o o r m u s t
g i v e t h e c u r r e n t p a s s w o r d ( s p r e a d t o t h e b e g g a r s e a c h
d a w n a s t h e y c o n g r e g a t e i n t h e s t o n e p a s s a g e w a y , k n o w n
a s " B e g g a r s W a l k " ) , a n d a n n o u n c e h i s d a y ' s t a k e ,
h a n d i n g o v e r t h e G u i l d ' s 2 5% s h a r e t o t h e d o o r k e e p e r.
O n c e b o t h a r e a c c o m p l i s h e d , h e i s p e r m i t t e d i n t h e
r e f e c t o r y. A n y o n e s u s p i c i o u s i s h a u l e d u p s t a i r s t o t h e
O f f i c e o f t h e M a s t e r o f N o v i c e s , a n d l o c k e d i n t o a w a i t
i n t e r r o g a t o r s f r o m a m o n g t h e o n-d u t y s e n t r i e s.

k ) O f f i c e o f t h e K e e p e r o f R e c o r d s - I n t h i s
p l u s h l y f u r n i s h e d , s o u n d p r o o f e d i n n e r s a n c t u m , t h e
l e d g e r s o f t h e G u i l d ' s o p e r a t i o n s a r e m a i n t a i n e d b y
A r q u e p h u s , t h e K e e p e r o f R e c o r d s. T h e r e c o r d s o f t h e
G u i l d ' s t r a n s a c t i o n s f i l l m a n y m a s s i v e v o l u m e s , w h i c h
l i n e b o o k s h e l v e s a l o n g a l l f o u r w a l l s. O n e o f t h e s e
b o o k c a s e s p i v o t s a r o u n d t o r e v e a l a s h o r t p a s s a g e w a y
l e a d i n g i n t o t h e e l e v a t o r t o t h e V a u l t . B o t h d o o r s t o
t h i s r o o m a r e k e p t l o c k e d f r o m t h e i n s i d e w h i l e
A r q u e p h u s i s p r e s e n t , a n d a r e l o c k e d f r o m t h e o u t s i d e
b e t w e e n 6 :0 0p m a n d 9:0 0a m.

l ) O f f i c e o f t h e M a s t e r o f N o v i c e s - S h o u l d n o t
e n t e r i n t o t h e p l a y o f t h i s s c e n a r i o , u n l e s s t h e H a n d
p l a y e r s s h o u l d r o u s e t h e s u s p i c i o n s o f t h e g u a r d s a n d
b e h a u l e d i n f o r q u e s t i o n i n g.

m ) T r o p h y R o o m - V e l v e t- l i n e d c a s e s f i l l e d w i t h
m e m o r a b i l i a f r o m t h e G u i l d ' s g r e a t e s t c r i m i n a l
v e n t u r e s . T h e c a s e s i n c l u d e p e r s o n a l e f f e c t s o f t h e
m a s t e r t h i e v e s w h o c o m m i t t e d t h e s e c r i m e s ( w e a p o n s ,
c l o t h i n g , b u r g l a r s t o o l s , e t c .) , r e p l i c a s o f t h e f a m o u s
i t e m s o f b o o t y t h a t w e r e c a p t u r e d , a n d p i c t u r e s a n d
d i a g r a m s i l l u s t r a t i n g h o w t h e c r i m e w a s c o m m i t t e d. O n e
w a l l i s l i n e d w i t h s t a t u a r y d e p i c t i n g l o n g-s t a n d i n g
n e m e s e s o f t h e G u i I d ,

n ) T h e M a s t e r s L o u n g e - A r o o m u s e d b y G u i l d
m e m b e r s f o r' u u i e t c o n t e m p l a t i o n ; m a n y t h i e v e s s w e a r
t h e y h a v e g o t t e n i n s p i r a t i o n f r o m c o m m u n i n g w i t h t h e i r
a n c e s t r a l c o u n t e r p a r t s h e r e. N i c h e s h a v e b e e n c a r v e d
o u t o f t h e m a r b l e w a l l s o f t h i s r o o m , e a c h f i l l e d w i t h
t h e p r e s e r v e d s k u l l a n d h a n d s o f t h e f o r m e r M a s t e r s o f
t h e G u i l d . T n i s r o o m i s t h e B l a c k H a n d ' s t a r g e t .

o ) T h e -, r o a t H a l l - A l a r g e , t w o-s t o r y h i g h
b a l l r o o m u s e e f o r l a r g e m e e t i n g s a n d f o r m a l
c e l e b r a t i o n s . A s t a i r c a s e a l o n g t h e w e s t w a l l l e a d s u p
t o a b a l c o n y i i n e d w i t h t h e p o r t r a i t s o f i l l u s t r i o u s
a r c h f i e n d s o f l u e p a s t . T h e c h i m n e y a t t h i s l e v e l h a s
^ c v c i Q I 5 n i a i i :> Cjucn c j v t r n L b v v n i u i a i I U W n c a i u u u i

t h e f i r e p l a c e b e l o w t o e s c a p e a n d w a r m t h e r o o m.
p ) p r i v a t e a c c o m o d a t i o n s

!

G R O U N D F L O O R
T h e f r o n t d o o r o p e n s

a s h o r t f l i g h t o f s t e p s u p t o a
a t a n o t h e r l o c k e d

b r i n g t h e s e n t r y s t a t i o n e d
H e w i 1 1 o p e n a

d e m a n d t h e d a y ' s p a s s w o r d ,
t h e G u i l d ' s m a r k ( i n t h e o l d e n d a y s ,

t h e m a r k w a s t a t t o o e d o n t o t h e i n d i v i d u a l ' s p e r s o n , a s
t h e B l a c k H a n d s t i l l p r e f e r s t o d o i n m o s t c a s e s. N o w ,
t h e s y m b o l o f a t h i e f ' s a l l e g i a n c e m a y b e p l a c e d b y a n
i n v i s i b l e e n c h a n t m e n t , o r b e a t t a c h e d t o s o m e a r t i c l e
o f h i s c l o t h i n g . I n w h a t e v e r m a n n e r i t a p p e a r s , n e m u s t
r e v e a l i t a t t h i s c h e c k p o i n t t o p r o c e e d f u r t h e r , o r
g i v e t h e p a s s w o r d ) . I f a s a t i s f a c t o r y i n d i c a t i o n i s
g i v e n , t h e d o o r t o ( 2 ) w i l l b e o p e n e d . T h o s e g i v i n g t h e
p a s s w o r d a r e p e r m i t t e d o n l y t o p a s s t h r o u g h d o o r s o n
t h e e a s t o r w e s t w a l l s w h i c h a c c e s s t h e t w o l a r g e
(i A r n i t i T r i a c i n i f f h p v r m i n i t h p v h a v e
V 4 ^| M i l V V I I ^ ^ 1 1 » I M * V V ^ \. w' ^ » v * • v • • •* • v i -• j

i n f o r m a t i o n o f c r i t i c a l i m p o r t a n c e t o d e l i v e r , t h e y
w i l l b e a d m i t t e d t o t h e w a i t i n g r o o m , a n d p e r m i t t e d t o
s p e a k w i t h t h e "d u t y o f f i c e r " . T h o s e w i t h t h e m a r k o f
t h e G u i l d m a y p a s s t h r o u g h t h e n o r t h d o o r i n t o t h e
s e n t r y r o o m , a n d o n a b o u t t h e i r b u s i n e s s . T h e n o r t h
d o o r i s l o c k e d f r o m t h e s e n t r y r o o m s i d e , a n d u n l o c k e d
o n l y i f t h e g u a r d a t ( 2 )
p a s s w o r d s e q u e n c e b e t w e e n t h e
t h e s e n t r y r o o m m e n
d u r e s s ( i .e. , a t s w o r d p o i n t )

h ) D o r m i t o r i e s - T w o l a r g e r o o m s f i l l e d w i t h b u n k s
a r r a n g e d t h r e e h i g h . B e g g a r s a n d o t h e r G u i l d t h i e v e s
w i t h o u t a c c o m m o d a t i o n s c a n s l e e p i n t h e s e r o o m s o r. a

g ; G r o u n d F l o o r E n t r y w a y
o u t w a r d , r e v e a l i n g
f a i r l y l o n g l a n d i n g (1 ) w h i c h e n d s
d o o r. A k n o c k o r c a l l w i l l
i n t h e s e c o n d a n t e r o o m ( 2 ) t o t h e d o o r ,

p a n e l s e t a t e y e- l e v e l , a n d
o r a d i s p l a y o f

Sma I 1 p r i v a t e
b e d-c h a m b e r s a v a i l a b l e t o G u i l d t h i e v e s o f 4t h o r
h i g h e r l e v e l w h o w i s h t o s p e n d t h e n i g h t a t t h e R o o s t .
1 0 6 o f t h e s e r o o m s w i l l b e o c c u p i e d o n t h e e v e n i n g t h a t
t h e B l a c k H a n d m a k e s i t ' s a s s a u l t .

g i v e s t h e O K ( a s p e c i a l
g u a r d s i s s e t u p t o a l e r t

i f t h e g u a r d a t ( 2 ) i s a c t i n g u n d e r
S E C O N D F L O O R

q
” j "

B a l c o n y ( R o g u e s G a l l e r y ) T h e w a 1 1 s o f t h e
b a l c o n y a r e l i n e d w i t h a d o z e n p o r t r a i t s d e p i c t i n g t h e
m o s t n o t o r i o u s t h i e v e s w h o e v e r b e l o n g e d t o t h e G u i l d .
T h e s p i r i t s o f t h r e e o f t h e s e m a s t e r t h i e v e s s t i l l
r e s i d e i n R o g u e s R o o s t , a n d k e e p a w a t c h f u l e y e o v e r
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i ts securi ty ( even though they are confined to the
Great Hall in terms of active movement ). The spir i ts
wi l l sense the presence of evi l i f the bones of the
Guild Masters in the Masters 1 Lounge are disturbed -
they wil l create a disturbance of their own in the
Great Hall ( by knocking something over , emitt ing a
high-pitched cry, etc.) , to attempt to make the
Guildsmen in the Roost aware of the threat. I f the
Black Hand thieves should enter the Great Hall after
disturbing the bones of the ur-Venite, the spir i ts wil l
physical ly attack them ( treat the spi ir i ts as wraiths
for purposes of determining combat abi l i t ies and
speci al -attacks ).

r,s ) Quarters of the Master of Novices,
Instructors Quarters - The seven individuals charged
with indoctr inat ing novice Guild candidates in the
thief ly arts are semi -permanent residents of Rogues
Roost. See the Random Encounters section of this
adventure below for an explanation of procedures for
determining the whereabouts of these individuals during
the course of the scenario.

t ) Novices Dormitory - At any given time, there
wil l be 6+3D10 novice thieves undergoing training at
the Roost. After 9:00pm, al l novices are supposed to be
in their quarters with l ights out ( with no exceptions,
unless indicated by a Random Encounter resuTt ).

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

accounting ledgers. Brindle has the only key to the
main supply room ( complexity 3 lock ) , which contains a
cornucopia of equipment, both common (blankets, packs,
ropes, l ights, etc.) and special ized ( lock picks,
safecracking tools, a wide select ion of poisons and
other drugs ).

ee,ff ,gg) Healer ' s , Quartermaster 1 s , Librarian ' s
Personal Quarters - The private bedchambers of these
three Guild functionaries are f i l led with
personal effects, and contain l i t t le that is out of the
ordinary. The Random Encounters procedure described in
the next section is used to determine whether these
NPCs are present in their rooms at any given time,
hh ) "Board Room" - Special planning meetings involving
the highest level Guild off icials are held in this
plushly furnished chamber, which has a well-stocked
l iquor cabinet , and a detai led city map along one wall
( the map is dotted with pins of various colors, and a
variety of pen-marked circles and arrows. There is a 5%
chance that such a meeting is being held on the night
of the Hand ' s assault ( i f this is the case, al l the
special quarters on the 4th f loor wil l be f i l led for
the night ) ; otherwise the room is kept locked
( complexity 4 lock ) .
i i, j j > kk ) Librarian ' s Off ice,
and Plans Room - The off ice of Rasoom, the
is f i l led with unruly pi les of books stacked
chair, table and other f lat surface in
Although Resoom' s predecessors had
f i l ing

thei r

Record Storage, Maps
1 ibrarian,

on every
the room,

set up an elaborate
system to keep track of the Guild ' s

reference materials, he is hopelessly lazy about
matters, and rel ies heavi ly on his photographic memory
to locate the books and maps that Guild members
request. The record storage room contains the
historical records of the Guild ' s act ivi t ies, and
several shelves of reference books on various aspects
of the thief ly arts. The Guild' s col lect ion of maps and
bui lding plans is extraordinary in i ts depth ; the Guild
has complete ( though not always up-to-date) f loor plans
for some 35% to 40% of al l the bui ldings in Haven
( annotated, with markings detai l ing sentry routes,
traps, and secret panels and passages ) , and for many
other major structures located outside the city
( including the country estates of many of Haven ' s
leading nobles, a number of large temples, a few of the
older castles, etc.). These rooms remain open unti l
midnight to 1:00am each night, and are often ful l of
Guild members planning break-ins or burglaries. Resoorn
feels the Roost ' s guards can worry about the safety of
the l ibrary ' s materials; he spends the majori ty of his
evenings gambling and wenching at one or another of the
many sleazy bars dott ing the Labyrinth.

THIRD FLOOR many
suchv ,w,x ) Healer ' s Off ice, Surgery 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 f i l led with
potent salves, ointments, and anti toxins. Though there
are six curtained bedchambers outf i t ted as temporary
patient bedrooms, i t is seldom that more than one or
two of these are in use.

y ,z) Sal le D ' Armes, Weapons Master ' s Quarters -
The Weapons Master*", Pocheffski , teaches a variety of
weapon ski l ls in the sal le D ' Armes. A system
f i l tered lamps is used to simulate nightt ime fighting

the western port ion of the room has been
rock and sand into a rough terrain

wi 11 be 1 ocked at ni ght „
in his late f i f t ies, is st i l l

and able to move with great
across the famil iar terrain of the Roost. He

of

maneuvers, and
bui l t up with
repl ica. The Salle D ' Armes
Pocheffski , though now
cat-quick on his feet,
stealth
has excel lent hearing, and is very l ikely to hear and
investigate any sort of disturbance in the gymnasium or
hal l outside his quarters,

aa ) Gymnasium Another impressively outf i t ted
faci l i ty, l ined with tumbling mats, balance beams,
ropes, and a mechanical , 15 * tal i , cl imbing apparatus
which changes i ts surface character!st ics (1,457,769
combinations in al l ) every t ime i t is scaled. Die
faci l i ty is frequently used by non- resident Guild
thieves in the mood for a good hard workout ( or feel ing
stale after a period of inactivi ty, l ike prison ) .

bb) Armory - A large weapon storage area, replete
with short stabbing blades of al l types, a variety of

and other special ized tools o
assault (brass knuckles, saps, garrotes,

The door is always locked unless the Weapons
or Quartermaster is inside; they have the only

FOURTH FLOOR
11 ) Hideout Quarters - Rooms used by fugit ive Guild
thieves being sought by the authori t ies, or by others
seeking revenge. On a rol l of 01-20 an a D100, these
rooms are total ly unoccupied; 21-80, 1D6 rooms are
occupied; 81-00, 2D8 rooms occupied. Occupants of these
rooms are very l ikely to notice noises outside their
quarters, but very unl ikely to investigate such sounds
by openly reveal ing themselves ( talk about paranoid ! ) ,
mm ) Special Quarters - These lushly furnished chambers
are maintained for the use of high ranking Guild
off icials from other parts of the city ( and from out of
the city) who wish temporary accommodations when they
are cal led to the Roost to confer on Guild business, or
when they come to advance their own personal inquir ies.
Under normal ci resistances, there is a 40% chance that
103 of these rooms are occupied; al l these rooms wil l
be ful l i f a meeting has been scheduled for the "Board
Room" ( see room descript ion hh ).
nn) Guildmaster ' s Quarters - A 3 room suite consist ing
of l iv ing room, study, and bedroom. Two large gori l loid
bodyguards accompany the Guildmaster at vir tual ly al l
t imes. A secret passage in the wall of the study

fthrown missi le weapons
thievish
etc.) .
Master
keys.

cc ,dd) Quartermaster ' s Off ice, Supply Room
Brindle Bakker , the Guild ' s quartermaster , keeps track
of the flow of the organization ' s basic suppl ies ( food,
equipment, etc.) at a desk pi led high with papers.
Brindle takes herself and her job very seriously, and
is a chronic worrier who gets intensely upset i f even a
single bal l of twine is unaccounted for; she often
works late into the night , total ly obl ivious to her
surroundings, f i l l ing in page after page of elaborate
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Quarters, Special 4th Floor Quarters, and the Third
Floor supply room are all trapped with alarms ( see
Traps below) in addition to the protection provided by
the bars.

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.

4) Attic windows - Any thief with a good pair of
wire cutters should be able to create an access 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 is likely to crash about the assorted
debris extensively before he can find the stairs to the
4th floor.

Points of Entry
One of the most critical problems the Black Hand

players must surmount in this scenario is figuring out
a way to get inside the building itself. The following
paragraphs are intended to provide the GMs with
additional information about the various points of
entry into the Roost.

5 ) Chimney - A two-piece iron covering must 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 into 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 to 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.

1) Beggar ' s Walk - The ranks of those who make
their living by crying their tale of woe in the streets
of Haven are constantly changing, so that the
appearance of a new face in the crowd of beggars coming
to the Roost for a meal and a bed will not greatly
disturb 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
refectory 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" (vhich could get you pulled 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) Front Entrance - If entering as a beggar, the
same strengths and weaknesses of this approach listed
under the Beggar ' s Walk heading apply. The front door
also offers a thief the chance to gain a much less
restricted form of entry if he can successfully
impersonate a Guild figure. To do so, 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 membership); b) Capture
that thief and snatch his insignia; c) Successfully
convince the guards of his "identity" (If the thief
grabbed by the Hand is from another part of the city,
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.
Alternatively, 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 be immediately revealed as an
impostor).

Traps and Alarms
It should come as no surprise to any rogue to

learn that the Roost is well protected by a variety of
mechanical and arcane snares designed to detect, delay
and/or disable any intruders to this supposedly
inviolable sanctuary. These various traps and alarms
are 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
balance, particularly if there are active Guild players
participating in the scenario).

Tl (Vault Room) - The handle to the vault is
protected by a Noose of Flesh spell; if turned, a 10'
diameter circ 1e of living protoplasm appears before the
vault door; the Noose contracts at a rate of 1' per mr
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 its circle but not yet in contact ).
Tl 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.

T2 * - The stairwells leading between the basement
and 1st floor, 1st and 2nd floor, and the 2nd and 3rd
floors 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 so recorded, the jewel housing
the image glows with an unnatural light until the image
is summoned. If a character makes a successful Detect
Traps roll in the vicinity of these stairwells, he
should readily discover the location of the beams, and
should be able to figure out how to climb the stairs
without activating these rays.

3 ) 2nd-4th Floor Windows - It would take a l l n i n h +ui i ?i i y ii w

to cut through one of the window bars by hand, and the
noise would be certain to rouse anyone inside the room
(50% chance of awakening people in adjacent 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 likely play havoc with the saw
blades well , necessitating their frequent
replacement ). If the Hand thieves select the Belt of
Giant Strength as one of their magic items, there is a
chance that its wearer can bend these bars sufficiently
to squeeze a human-sized figure through them (85%
chance if worn by Sevye; 25% if Jayonge; 15% if
Krannock). The windows which adjoin the Gui Idmasters

as
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2 ) Res ident ins t ruc tors , normal ly charyed with
teaching novice th ieves the var ious roguish ar t s. They
have vi r tua l ly comple te f reedom of movement anywhere in
the Roost except the 4th f loor , and have a 30% chance
of knowing the spi r i t rumors. Thei r permanent quar ters
are on the 2nd f loor.

3 ) Gui ld l ieu tenants , housed in the 4th f loor
specia l quar ters. They have comple te run of the
premises , and unques t ioned author i ty to command the
sent r ies to act ion in an emergency s i tua t ion. They have
a 25% chance of knowing the spi r i t rumors.

T3 ( Keeper of Records Off ice ) - The concealed door
leading to the vaul t e levator i s Wizard Locked ( STR
saving rol l on 7012 to physica l ly sh a t te r

"

the speT1 , no
more than two persons can exer t force agains t the door
a t the same t ime ) . The lock may a lso be temporar i ly
deact iva ted by a Word of Command , known by the
Gui 1 drnas ter , the Keeper of Records , the Librar ian and
the most t rus ted Gui ld l ieu tenants ( inc luding the
11 Ins ider" ) .

T4 * - The display cases in the Trophey Room are
breaking in to any of these cases wi thout a

and re lease a
( STM saving rol 1

second STM rol 1 or

t rapped ;
proper key wi l l both se t off an a larm ,
poison gas from the base of the case
a t a bonus of 6 or death ;
unconscious 106 hours ; REF saving rol l a t -4 to avoid
inhal ing the gas a t a l l ) . Trap i s ac t iva ted and
deact iva ted from a panel housed in the Sentry Room , and
i s always se t a t night .

players por t ray , theRegardless of whom the
informat ion they rece ive a t the outse t of the scenar io
wi l l be essent ia l ly the same. Gui ld informants are sa id
to have heard rumors tha t the Black Hand i s planning
some sor t of d i rec t assaul t on the Roost . The objec t ive
of th is a t tack i s not known , and nei ther i s the s ize of
the group charged with making the assaul t ( though i t i s
assumed tha t the numbers involved are smal l , due to the
very fac t tha t the informants have been unable to learn
anything about the a t tackers ) . The players are ass igned
to lend the i r help to the regular protec t ive forces ,
but are to ld not to inform the sent r ies of the assaul t

T5 - All ba lcony ent rances are protec ted by a
three- pronged t rap: a ) an e lec t r i f ied blas t , re leased
whenever the outs ide handle i s touched ( 3D8 damage , STM
saving rol l a t -4 or immobi le for 2 D12 mr from system
shock ) ; b ) a Tanglef ie ld spel l b lanket ing the ent i re
10 ' of hal lway jus t ins ide the balcony
whenever the door i s opened from the outs ide ( MR saving
ro l l -3 or t rapped for 10 mr ) ; and c ) an a larm bel l
( loca ted on the cei l ing of the hal lway ) tha t i s
ac t iva ted whether the balcony door i s opened in e i ther
di rec t ion. These three t raps are a l l ac t iva ted and
deact iva ted by sepera te toggle swi tches located behind
a hidden wal l panel on each hal lway ( GM ' s Note : I f the
ro l l s for random encounters have previous ly indica ted
tha t a novice has i l legal ly lef t the premises , then the
second f loor balcony t raps wi l l be deact iva ted ).

T6 - The exter ior door handle to the Healer ' s
Supply Room is t rapped with a Sleep spel l ( 101 radius ,
MR saving rol l -2 or s leep 206 hours ) .

T7 - The door to the Main Supply Room is t rapped
with a charm of Befuddlement ( STM saving rol l a t a
penal ty of 5 or opera te a t 1/2 normal menta l capaci ty
for 1 hour ).

threa t ( in order to prevent an outbreak of chaos in the
lower ranks ) .

Al l Gui ld players are assumed to be fami l ia r wi th
the bas ic layout of the Roost , though only l ieutenants
would be aware of the bui ld ing ' s secre t passages. The
players wi l l be urged by the Gui ldmaster to subdue and
capture the Hand in t ruders i f poss ib le , so tha t the
la t te r may be ques t ioned.

act iva ted

Sentr i es
1 ) Front Gate Between the hours of

there are three guards cont inuously on
These guards are

and wi 11 never deser t
f rom the

6 :00pm-6:00am ,
duty a t the Roost ' s f ront ent rance,
never dere l ic t in the i r dut ies ,
the i r pos ts ( except to rouse re inforcements
adjo in ing guard s leeping quar ters.

2 ) Beggar’s Walk ent rance
from 9:00pm unt i l morning ,
panel se t in to the door
guard

One guard i s on duty
There i s a smal l eye- level

in th is ent ranceway which the
can use when he hears a

dis turbance outs ide. After midnight ,
chance tha t th is guard wi l l be as leep a t h is
because dis turbances occur so inf requent ly.

3 ) Gui 1 drnas ter * s Quar ters - The Gui ldmaster a lways
t ravels wi th a pai r of personal bodyguards. If the
Master i s gone from the Roost , these guards are a lso
absent ; vtf ien he has re t i red for the evening , one of the
two s tands watch outs ide the door to these quar ters ,
whi le the other one res ts on the couch wi th in. As
bef i t s such impor tant guardians , both are ext remely
l ight s leepers (85% chance of waking i f there i s a
dis turbance outs ide the Master ' s bedchambers ) .

4 ) Genera l

T8 - The windows outs ide the Supply Room , Master ' s
Chamber , and 4th Floor Specia l Rooms are a l l t rapped
with a larms. knock or other

there i s a 20%
s ta t ion ,T9 - The area di rec t ly before the inner door to

the Gui 1 drnas ter 1 s bedchamber i s protec ted by a double
blade t rap ( swords emerge from f loor and s idewal l ,
doing 2D10 damage each , HAC0 = 3) .

INHABITANTS OF THE RQ0ST
Normal ly , there are two guards

charged with the responsib i l i ty of pa t ro l l ing the
ent i re Roost on a hal f-hour ly bas is. These pat ro ls take
10-12 minutes to comple te; between rounds , the
pat ro l le rs wai t in e i ther the Main Sent ry Room ( 70% ) ,
the off ice of the Keeper of Records ( 20% ) , or the mainroom of the Library ( 10% ) . There i s a
pat ro l tha t the

Gui ld Players
I f the GM and his players wish to run th is

adventure as a compet i t ion between the teams ,
second group of players wi l l assume the roles of 2-4
loyal Gui ld members ca l led upon by the Gui ldmaster to
ass is t in keeping the hold secure. The Gui ld players
may choose to por t ray any of the fol lowing charac ters:

1) Rank and f i le Gui ld th ieves , wi th temporary
quar ters among the 1s t f loor pr iva te rooms. Rank and
f i le rs wi l l have the i r movements war i ly scru t in ized
( and perhaps somewhat inhib i ted ) by the regular on-duty
sent r ies ; they have a 5% chance of knowing the rumors
about the spi r i t forms inhabi t ing the Great Hal l ' s
ga l ie ry.

the

15% chance each
2D6 minutes

a lso a
remain behind on

guards are delayed
inves t iga t ing some sor t of d is turbance. There i s
10% chance tha t one of the guards wi l l
a given pat ro l , to catch a quick nap. ( GM ' s Note : I fth is scenar io i s being run with ac t ive Gui ld players ,
the GM may wish to remove these wander ing sent r ies from

_ ac t ion to adjus t the compet i t ive balance of the
adventure ).the
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Random Encounters
The various other transient and permanent

residents of the Roost may become involved in the play
of the scenario, for their normal movements may chance
to bring them in contact with the Hand intruders.
Before beginning the scenario, 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 ( i f any) occupying the 1st floor private rooms and
4th floor special quarters.

2 ) Locate each of the above individuals, and the
following permanent residents of the Roost : the Guild
Master, the Quartermaster , the Librarian, the Weapons
Master, the Master of Novices, the six instructors, and
the ten off-duty guards. Roll a 0100 and consult the
table below ( subtract 10 from the base die roll result
when roll ing for guards; add 20 vrfien roll ing for the
Quartermaster, Weapons Master, or Master of Novices;
add 35 when roll ing for the Guild Master ) .

6 ) One of the thieves staying on the 1st floor
restless, and goes up to the Gymnasium for an

after hours workout ,
rooms, he is roused
on the workout for
bed.

becomes
If the Weapons Master is in his

by this disturbance, and looks in
a few moments before returning to

7-11) An NPC identified as being “ outside the
Roost " at the start of the scenario returns to the
building, entering by the front doors and going
directly to his room:

7 ) Thief 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
Gui ldinaster )

10) Instructor
11) Off-duty guard

12-16 ) An NPC identified as being
building, but in a room other than his own", returns to
his quarters.

12 ) Thief staying in 1st floor private room
13) Guild lieutenant staying on 4th floor
14 ) Resident Guild official ( see l ist above)
15 ) Instructor
16 ) Off-duty guard

17-19) One of the Roost ' s inhabitants is roused by
a noise outside his room, and opens his door to look

For the next
question will

and likely to investigate any new

" inside the

01-15 Character out of building; will not return
during the course of the evening.

15-40 Character out of building; will return
during the course of the evening.

41-65 In building, but in room other than one ' s
own ( roll D10 for exact room determination:
1 library, 2 gymnasium, 3 surgery, 4-6 one
of 1st floor private rooms, 7-9 room of
permanent staff member, 10 4th floor
quarters ).

66-00 In 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 ) The Healer, any fugitives using the hideout
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 floor plan,
so that he can correctly inform the Hand and/or Guild
players of potential encounter situations.

4 ) Once play begins, the GM will make periodic
checks to see if these NPCs are changing location. If
there are no Guild player characters, these checks

turns; i f there are
movement rolls should be made less

Checks are made using
or 6, NPC movement occurs, and a further

is rolled on the Random Event Table below to
determine the exact action taking place.

20 minutes, the
be extremely aware of

for its source,
individual in
sounds around him,
noises he hears outside the room.

20) The Librarian develops
midnight snack, and goes down to
bread and cheese,
ful 1 plate in hand.

a craving for a
the kitchen to find

returning 15 minutes later with a

if an instruction cannot be carried
character in that category of
a location where he can fulfi l l the

the instruction is ignored and it is

( GM' s Note:
because no

individuals is in
directions given,
assumed that nothing happens during that game turn.)

out

SWITCHING THE HEAD
If the Hand thieves manage to make their way into

the Masters ' Lounge, they will f ind the room unlit
( unless the Quartermaster is 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 among the 50-60 niches spread
about the room. 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 will rise and begin making a great
commotion, hoping to bring guards onto 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 after the
spirits have been aroused.

During evening hours the following rooms are unlit
when unoccupied:
Kitchen and Refectory, Masters ' Lounge, Great Hall ,
Gymnasium and Salle d ' Armes, and Conference Room. The
Trophy Room, Library, corridors and stairwells are all
dimly l it ( equivalent of a Moonlight spell ). Living
quarters are left l i t or unlit according to the GM' s
discretion. All other areas are brightly l i t at all
times.

should be made once every 10 game
active Gui 1d PCs,
frequently ( every 20 or 30 mr ).
a D6; on a 5
D 20

RANDOM EVENT TABLE
1) Minor disturbance in one of the 1st floor

dormitory rooms (squabble between two or more beggars).
Two sentries enter the dorm to investigate; there is a
50% chance the instigators will be taken to the Office
of the Master of Novices for questioning, and a 20%
chance they will be ejected from the premises.

2 ) A badly bloodied Guild thief is led through the
front entryway by two of his compatri ots, and is
immediately passed through to the Healer ' s Surgery.

3 ) A Guild thief enters with an urgent report
concerning a man being kept under surveillance by the
Guild. He is taken to the Waiting Room, where the Duty
Officer decides that his news requires a high level

the in-house
or the

Offices of ^i ^ *i *» 1 ruI I IU I a I 3 yresident

decision, and summons either one of
Lieutenants ( i f any are on the premises )
GuiIdmaster himself.

4 ) One of the Novices slips out of the Novice- dorm
after curfew, and leaves the Roost via the second floor
balcony ( deactivating all traps and alarms in that
area ) to keep a rendesvous with a lady love.

5 ) The Quartermaster, troubled by a series of
small thefts from the Guild ' s supply stores,
the Masters

If the sentries and/or Guild players become
alerted to the Hand intruders, and pursuit begins, the
GM should bear in mind that the Guild characters have 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,

goes to
Lounge to ponder her possible courses of

action.
7-56



* i .9’

; * * ».» •

•* •*• r

they wil l have to spend some amount of t ime yett ing
their bearings in each new room or corr idor ( thus
making i t possible for the Guild sentr ies to close on
their quar ry, even though their normal movement speeds

sentr ies
quarry and corne to an

to make a Hearing rol 1
peg sentry ) to. determine the posit ion of

i f* this.fai Is, a random die rol l is made to
in which they

intruders is l ikely to increase the Guild' s morale,
even i f the thieves have penetrated far enough to make
the switch before they are apprehended. The least
satisfactory results are, in order of preference: a)
capture or death after the successful switch has been
made, b) capture or death within the Roost , before the
snatch, and c ) the lowest ignominy, capture or death
before the group has even gained entry to the Roost.

I f there are active Guild players, their order of
reverse o f that

Gui 1 d
hi gh 1y i f they

lesser number of

may be the same or worse). Conversely, i f the
have lost sight of their
intersection, they may attempt
( 40% chance
their foes;

^determine the direct ion
"•pursui t “. continue preferred outcomes is of course the

l isted above. Like the Hand thieves ,
characters w i l l be ranked more
accomplish their object ives with a
advantages ( players portraying rank and f i l e thieves
would receive higher rat ings for a given outcome than

instructors, who in turn would be more highly rated
than those playing Lieutenants ). I f the Guild players
make heavy use of special ized character s k i l l s, or
magic weapons or art i facts, their rat ing should a l s o be
reduced. Both sides should be penalized for attempting
to k i l l their foes, except in self - defense. Individual
players on either side may a l s o be awarded bonus points
i f they conceive and execute a part icularly innovative
strategy.

t hn
i

SCORING THE SCENARIO
successfulof course,

complet ion of the mission is the only way to accomplish
a complete victory. Groups which make l i t t l e or no use
o f the services of the " insider 11, and who take the
minimum number of magic i tems necessary to accomplish
their object ive, should be ranked more highly than
those who over use ( or overt ly abuse) these resources.
The second most desirable object ive ( though Father
Marco would doubtless disagree) is for the thieves to
escape capture, because the capture or death of the

For the Hand thieves,

7-57



C H A R A C T E R D E S C R I P T I O N S F O R I N T O T H E D R A G O N ' S J A W S

R e q u i s i t e s
S T C O R F S M I Q M R

C o m b a t
W e a p o n H A C g _ D a m a g e

A r m o r
C l a s s H T K

C h a r a c t e r
N o t e s C l a s sN a m e
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2/ 7 /1 2 1D 5

8 2D 3*
1012" t h e i n s i d e r" * E L H U T H F 5 1 5 1 7 1 2 1 6 1 4 C L O 7 2 35

-1/3/8 1D 5

G U I L D S E N T R I E S ( r o l l D6 )
S e n t r y 1 3/ 7 /1 2I N T H U T H F 6 1 0 1 0 1 4 9 1 1 T h K N F

K N I F E
1D 4 L T H 5 1 7

10 1D 4
V E T / E T H F 1 4 1 4 1 1 1 1 1 1 1 8 C L U B 6 2D 4 C L O 4 3 2S e n t r y 2

0/ 5/1 0S L I N G e
R A P R e
l U N G C H e
B D S W D
S M A X E

1D6
•k V E T H U T H F 1 0 1 4 1 5 1 2 1 2 7 3 1012 C L O 5 2 2S e n t r y 3

1 0 85
( 2 ) I N T H U T H F

I N T O R T H F
1 5 1 2 1 3 1 3 1 6 1 3
1 1 8 1 3 1 4 1 4 1 1

4D 4 L T H 8 2 4
L T H 5 2 2

S e n t r y 4
S e n t r y 5

6
7 2 D 3

1D 4D G R 10
V E T D W T H F 1 2 1 2 1 2 1 0 K) 1 9 M G S T R

B O L O e
2D8S e n t r y 6 9 L T H 6 2 5

1/6 /11 l D6/ t

I N H A B I T A N T S O F R O O S T
I n s t r u c t o r A
I n s t r u c t o r B

I N T H U T H F
I N T H U T H E

1 7 1 2 1 0 1 6 1 1 6
1 0 1 1 1 8 1 0 1 4 1 4

B D S W D 6 4D 4 C L O 3 3 2
N O N 4 2 2* D G R 10 1D 4

1/6 /10S L I N G
K N I F E

1D 4
T h i e f A
T h i e f B

I N T E L T H F
V E T H U T H F

1 4 1 3 1 1 1 4 1 0 1 2
1 4 1 5 1 3 1 0 1 3 5

1 1 ) 4 N O N 2 2 1
C L O 5 2 9

8
M A C E 3D 46

0/5/1 0B O L O e
R A P R e
W R H M R e
L B O W e

l D6/t
L i e u t e n a n t A

• L i e u t e n a n t B
E L H U T H F
E L H U T H F

8 1 7 1 6 1 4 1 1 1 4
1 7 1 3 1 3 7 1 4 1 2

2 1012 C L O 6 2 3
C H N 6 2 9( 3 ) 4D 65

1/ 5/8 1D6
( 4 ) I N T H U T H F

V E T / E H L R
V E T H U F T R

A r q u e p h u s
D r a d d p i e n-o r
P o t c h e f f s k i

1 0 1 5 1 6 9 1 7 1 1
8 1 7 1 3 1 5 1 3 7

1 2 1 6 1 6 8 1 2 1 1

D G R 8 1D 4 C L O 2 1 5
N O N 0 2 1
C L O 6 2 4

( 5 ) H Y P O e
R A P R e
H M R e
T h K N F e

5
(6 ) 1 I D1 2

7 4D 4
3/ 7 /1 2 1D 5

B r i n d l e
R e s o o m
rt -i i ,n i 4-^M Z i m U L I >

* I N T H U T H F
V E T H U S C H

7 1 3 1 1 1 0 1 4 1 4
1 1 1 3 1 2 8 1 7 6

1D 4 M A \| A
I'l U U U 1 7n r nu u r\

N o n e
C M A v r nonfAAC.e

9
N O N 0 1 8

E L H U - T H E 1 6 1 2 1 9 1 1 1 6 1 5 3D5 C H N 1 2 4 4
2/ 7 /1 1T h r n e

W R H M R e
F L A I L e

1 0 8
( 2 ) V E T H U F T RB o d y g u a r d 1 ,2 1 6 1 4 1 1 1 4 8 1 9 4 D6 S C A 1 2 4 65

5 3D8

N O T E S:
(1 ) K r a n n o c k ' s b l a d e s ( m a r k e d *) a r e c o a t e d w i t h a
p o i s o n t h a t i n d u c e s a c a t a t o n i c s t a t e i n t h e v i c t i m
w i t h i n 5 - 1 0 m r. S T M s a v i n g r o l l a t -4.
( 2 ) A r m o r m a g i c a l l y e n c h a n t e d t o + 2 p r o t e c t i o n.
( 3 ) A r m o r i s s h i r t o n l y .
( 4 ) A r m o r h a s i e l d s p e l l e m b e d d e d - men a c t i v a t e d ,
i n c r e a s e s A C b y 5 f o r 1 0 m r .
( 5 ) I f h e h i t s s u c c e s s f u l l y , v i c t i m m u s t m a k e
s a v i n g r o l l a t a p e n a l t y o f 6 o r
( a f t e r 1D6 m r ) . F u m b l e m e a n s t h a t h e h i t h i m s e l f .
( 6 ) + 2 t o H i t P r o b a b i l i t y ( n o n-m a g i c a l ) .

i n d i c a t e s c h a r a c t e r i s f e m a l e.
t - i n d i c a t e s t h e w e a p o n w i l l t a n g l e t h e t a r g e t a s w e l l
a s d a m a g i n g i t .

a S T M
f a l 1 u n c o n s c i o u s

*
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P U R S U I T A D V E N T U R E S

A N D

A R M E D R O B B E R Y S C E N A R I O S

B A C K G R O U N D
O F T H E G U I L D

i n t h e e x p e n d i t u r e o f t h e p r e c i o u s p o l i t i c a l c a p i t a l
n e e d e d t o o b t a i n, i f n o t t h e a c t i v e c o-o p e r a t i o n o f t h e
l o c a l l a w e n f o r c e m e n t c o m m u n i t y, a t l e a s t t h e i r p a s s i v e
a c c e p t a n c e. B u t n e v e r i n a l l t h o s e c e n t u r i e s d i d a
r i v a l o r g a n i z a t i o n o f f e r s o g r e a t a t h r e a t t o t h e
h e g e m o n y o f t h e G u i l d a s d o e s t h e g r o u p, n o w
h e a d q u a r t e r e d i n t h e B o r o u g h o f t h e C o m m o n s o f H a v e n,
k n o w n a s t h e "B l a c k H a n d".

I t i s f a s c i n a t i n g, g i v e n t h e f a s t i d i o u s l y c a r e f u l
r e c o r d -k e e p i n g o f t h e m o d e r n d a y G u i l d, t h a t n o o n e
k n o w s f o r c e r t a i n h o w t h e t h i e v e s o f H a v e n f i r s t c a m e
t o b i n d t o g e t h e r. T h e r e a r e, o f c o u r s e, l e g e n d s t h a t
a t t r i b u t e t h i s f e a t t o t h e p r o d i g i o u s e f f o r t s o f
B r a d a m a s K u r g a n, t h e i n f a m o u s a n d c h a r i s m a t i c s c o u n d r e l
w h o d o m i n a t e s l o c a l f o l k l o r e - b u t t h e r e i s n o t a n g i b l e
e v i d e n c e t o s u p p o r t t h e s e a s s e r t i o n s. I n d e e d, t h e
e a r l i e s t w r i t t e n r e c o r d s o f G u i l d a c t i v i t i e s r e f e r t o
i t s m e m b e r s h i p a s a "d a r k e B r u t hi r h o u d e", a n d s u g g e s t
a n o r g a n i z a t i o n b o r d e r i n g o n a n a r c h y, p r o v i d i n g a s e n s e
o f f e l l o w s h i p a n d o c c a s i o n a l a s s i s t a n c e, b u t' l i t t l e
d i r e c t i o n. R a f k u l i n, t h e f i r s t t h i e f e v e r i d e n t i f i e d
w i t h t h e t i t l e o f M a s t e r, e a r n e d t h e a c c o l a d e b y
w i n n i n g a c h a l l e n g e o f t h i e f l y p r o w e s s p r o p o s e d b y a
r i v a l h i g h l e v e l t h i e f. T h e t i t l e r e m a i n e d l a r g e l y
s y m b o l i c t h r o u g h t h e n e x t f o u r M a s t e r s, .u n t i l t h e
c h a l l e n g e w a s m a d e a n d w o n b y a b r a s h y o u n g u p s t a r t
n a m e d D e l u r- V e n1t e.

A s t h e G u i l d M a s t e r s a n d t h e i r l i e u t e n a n t s g r e w i n
p o l i t i c a l s t a t u r e o v e r t h e y e a r s, m a n y u s e d t h e i r
i n f l u e n c e t o p l a c e t h e m s e l v e s i n r e s p o n s i b l e p o s i t i o n s
i n t h e c o m m u n i t y. A l t h o u g h t h i s a u r a o f r e s p e c t i b i 1it y
g a v e t h e G u i l d ' s l e a d e r s a c c e s s t o h i g h l e v e l

i d e n t i f i e d n e w a n d
c r i m i n a l o p p o r t u n i t i e s , i t a l s o s e e m e d t o c h a n g e t h e i r
a t t i t u d e s t o w a r d t h e i r b r o t h e r s i n c r i m e. G r a d u a l l y,
t h e " i n n e r c i r c l e" o f t h e G u i l d ’ s l e a d e r s h i p b e c a m e
m o r e a n d m o r e i s o l a t e d, l e a v i n g t h e i r h e n c h m e n t o d e a l
w i t h t h e e v e r y d a y p r o b l e m s o f t h e
m e m b e r s h i p.

s o u r c e s
1 u c r a t i v eo f i n f o r m a t i o n a n d

r a n k a n d f i l e
V e n i t e w a s a m a n o f g r e a t a m b i t i o n, w i t h m e n t a l

c a p a c i t i e s t o m a t c h h i s p h y s i c a l d e x t e r i t y. U n d e r h i s
g u i d a n c e, t h e G u i l d t h i e v e s s u c c e s s f u l l y e x e c u t e d a
d a r i n g s e r i e s o f e v e n m o r e d a r i n g r o b b e r i e s t h a t i n a
s i n g l e m o n t h f i l l e d t h e g r o u p ' s c o f f e r s . w i t h o v e r a
y e a r ' s w o r t h o f t r e a s u r e. F o r t h e n e x t t w o d e c a d e s ,
u n t i l I n i s u n t i m e l y d e a t h a t t h e h a n d s ( B o l t s o f W r a t h )
o f a n a n g r y s p e l l c a s t e r , V e n i t e s e r v e d h i s f e l l o w
t h i e v e s b o t h a s G u i l d M a s t e r a n d a s c h i e f p l a n n e r
a n e w “t r a d i t i o n w a s b o r n.

S o m e o f t h e y o u n g e r t h i e v e s, m a n y o f w h o m h a d
t u r n e d t o c r i m e a n d t h i e v e r y a s a m e a n s o f g a i n i n g t h e
k i n d o f p o w e r a n d r e s p e c t t h e i r l o w e r-c l a s s o r i g i n s h a d
d e n i e d t h e m, p e r c e i v e d t h e i r a c c e s s t o t h a t p o w e r t o b e
s t e a d i l y d e c l i n i n g, a n d b e c a m e i n c r e a s i n g l y f r u s t r a t e d.
T h e y d i d n o t i n t e n d t o b e c o m e m e r e f o o t- s o l d i e r s
s e r v i n g a n e l i t e c l i q u e o f t h i e v e s u n w i l l i n g t o d i r t y
t h e i r o w n h a n d s. M o r e o v e r, t h e l e a d e r s o f t h i s f a c t i o n
h a d p o n d e r e d w e l l t h e f a t e s o f t h e i r p r e d e c e s s o r s i n
r e b e l l i o n, a n d h a d v o w e d n o t t o r e p e a t t h e m i s t a k e o f
a c t i n g p r e m a t u r e l y. W h e n t h e m o s t v o c a l o f t h e
m a l c o n t e n t s l e f t t h e G u i l d, t h e y a l s o l e f t t h e c i t y o f
H a v e n, s u p p o s e d l y t o s e e k t h e i r f o r t u n e s e l s e w h e r e. T h e
G u i l d f a t h e r s s i g h e d i n r e l i e f a t t h i s d e p a r t u r e o f
d i s s i d e n c e ( e v e n a s o t h e r u n r e v e a l e d s y m p a t h i z e r s
r e c r u i t e d a d d i t i o n a l s u p p o r t e r s ).

a n d

D u r i n g t h e e n s u i n g c e n t u r i e s, t h e G u i l d M a s t e r
c o n t r o l l e d t h e a c t i v i t i e s o f a l m o s t e v e r y c u t p u r s e,
c a t b u r y l a r , c o n f i d e n c e-m a n, a n d b e g g a r i n H a v e n. T h e
G u i l d b u i l t u p a r e p o s i t o r y o f i n f o r m a t i o n - i n t h e
f o r m o f f l o o r p l a n s, r e c o r d s o f c o u r i e r r o u t e s, g u a r d
s c h e d u l e s, e t c. - t h a t o f t f e n p r o v i d e i n v a l u a b l e a i d t o
a s c h e m i n g t h i e f. T h e b e g g a r s w e r e u s e d a s a n e t w o r k o f
i n f o r m a n t s t o k e e p s u c h i n f o r m a t i o n f r e s h; a n d a
s i m i l a r n e t w o r k o f b u s i n e s s m e n w a s l o c a t e d, w h o c o u l d
b e c o u n t e d o n t o p a y a f a i r p r i c e f o r t h e p u r l o i n e d
f r u i t s o f a t h i e f ' s l a b o r. T h e G u i 1 d M a s t e r s a l s o
e x e r t e d a m o r e s u b t l e i n f l u e n c e o n e v e n t s , b y
c u l t i v a t i n g ( e i t h e r w i t h c o l d c a s h , o r t h r o u g h
i n f o r m a t i o n a b o u t a t a r g e t ' s p a s t i n d i s c r e t i o n s ) t h e
c o-o p e r a t i o n (h o w e v e r r e l u c t a n t ) o f a' n u m b e r o f h i g h
p o l i t i c a l a n d j u d i c i a l o f f i c i a l s. A s t h e G u i l d ' s p o w e r
g r e w, s o d i d t h e i r h i e r a r c h y, a n d s o t o o d i d t h e n e e d
f o r f u n d s. A l l t h i e v e s o p e r a t i n g i n H a v e n w e r e e x p e c t e d
t o t i t h e a p o r t i o n o f t h e i r l a r c e n o u s e a r n i n g s t o t h e
G u i l d i n p a y m e n t f o r t h e G u i l d ' s s e r v i c e s , b o t h p a s t
a n d f u t u r e. A n d t h e G u i l d w e n t t o g r e a t l e n g t h s t o
e n s u r e t h a t t h i e v e s n o t o b e y i n g t h i s d i c t u m w e r e
p r o m p t l y f o u n d a n d p u n i s h e d ( t h e s e v e r i t y o f t h e
p u n i s h m e n t d e p e n d i n g o n t h e a m o u n t w i t h h e l d) .

M e a n w h i l e, t h e d e p a r t e d t h i e v e s w e r e b u s y p l y i n g
t h e i r t r a d e i n t h e s u r r o u n d i n g c o u n t r y s i d e, a n d t a k i n g
A i/ A o v / r r iAn t r u r rno i t 1t 1 Anr I wc v c i j r t d d o O i i u u i e c u n t u j r u O m t c u b u i i d p i t i t i D U O I)

w i t h t h o s e c i t y f i g u r e s b e l i e v e d t o b e d i s e n c h a n t e d
w i t h t h e i r "c o-o p e r a t i o n" w i t h t h e G u i l d. W h e n t h e y d i d
r e t u r n t o H a v e n, t h e y h a d s u b s t a n t i a l m o n e t a r y
r e s o u r c e s, a n d f r i e n d s c a p a b l e o f e x e r t i n g i n f l u e n c e i n
t h e p r o p e r p l a c e s - a n d w h e n t h e m o m e n t o f o p e n r e v o l t
c a m e, a l m o s t o n e- f i f t h o f t h e G u i l d ' s m e m b e r s h i p
d e f e c t e d t o t h e B l a c k H a n d. T h e G u i l d l e a d e r s f o u n d, t o
t h e i r d i s m a y e d s u r p r i s e, t h a t t h e i r a t t e m p t s t o o b t a i n
p o l i t i c a l s a n c t i o n f o r t h e e r a d i c a t i o n o f t h e u p s t a r t
g r o u p w e r e l a r g e l y b l o c k e d. G u i l d p a t r o l s s e n t t o
l o c a t e a n d d e s t r o y B l a c k H a n d s t r o n g h o l d s f a i l e d t o
r e t u r n w i t h d i s t r e s s i n g r e g u l a r i t y. E v e r y t h i n g s e e m e d
t o b e g o i n g n o t- s o- s 1 o w l y d o w n h i l l ...

I n p a r t , t h e G u i l d ' s f a i l u r e s c o u l d b e a t t r i b u t e d
t o t h e s k i l l a n d r u t h l e s s n e s s o f t h e i r o p p o n e n t s. B u t
i t w a s a l s o t r u e t h a t t h e y e a r s o f h i g h l i v i n g h a d m a d e
m a n y o f t h e G u i l d ' s l e a d e r s s o f t , a n d h a d a t r o p h i e d
t h e i r o n c e s t r o n g i n s t i n c t s. A s t i m e p a s s e d, t h e r e w e r e
f u r t h e r s e t b a c k s , a n d a d d i t i o n a l d e f e c t i o n s
f i n a l l y , t h e a b l e s t o f t h e o l d l e a d e r s f o u n d t h e m s e l v e s
f o r c e d t o c l e a n u p a n d s t r e n g t h e n t h e i r h o u s e b y
b r i n g i n g f r e s h b l o o d i n t o t h e M a s t e r s ' C o u n c i l s. T h e
c h a n g e s i n l e a d e r s h i p s t e m m e d t h e t i d e o f d e f e c t i o n s,

I n e v i t a b l y, o f c o u r s e, t h e r e w e r e t h i e v e s w h o
b e c a m e d i s s a t i s f i e d w i t h t h e s h a r e o f t h e s p o i l s t h e y
w e r e g e t t i n g, a n d w h o b r o k e a w a y f r o m t h e G u i l d t o f o r m
t h e i r o w n o r g a n i z a t i o n s. M o s t o f t h e s e r i v a l g r o u p s
w e r e q u i c k l y s u b d u e d b y t h e G u i l d, a n d t h e r e n e g a d e s
( m i n u s a f e w c h o s e n t o s e r v e a s e x a m p l e s t o o t h e r s w i t h
l i k e m i n d s ) w e r e r e t u r n e d t o t h e f o l d. I n a f e w c a s e s
t h e r e b e l m o v e m e n t s w e r e m o r e p o w e r f u l , a n d o n l y
s u c c u m b e d a f t e r m o n t h s o f h a r a s s m e n t t h a t c o s t t h e
G u i l d d e a r l y .in .t e r m s o f t h e l i v e s o f i t s m e m b e r s , a n d

u n t i 1
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a n d , s l o w l y b u t s u r e l y , t h e G u i l d ' s s u p e r i o r i t y i n
n u m b e r s a l l o w e d t h e s e n e w l e a d e r s t o d r i v e t h e f o r c e s
o f t h e B l a c k H a n d b a c k , u n t i l t h e H a n d w a s c o n f i n e d t o
t h e a r e a s o f t h e i r o r i g i n a l g r e a t e s t s u p p o r t . A t t h a t
p o i n t , h o w e v e r , t h e r e s i s t a n c e o f t'n e B l a c k H a n d
s t i f f e n e d a n d h e l d , a n d a n u n e a s y s t a l e m a t e e n s u e d .

I N T R O D U C T I O N
F a r a w a y f r o m t h e f a i r c i t y o f H a v e n , a t t h e s o u t h

e n d o f t h e v a s t a n d s t o r m-f i l l e d S h o l o k i t h B a y , l i e s
t h e p o r t c i t y o f S o l h e d r i n , a n o l d a n d w e l l r e n o w n e d
t r a d e c e n t e r i n i t s o w n r i g h t . T h e h i l l s b e h i n d t h e
c i t y a r e r i c h i n t h e m e t a l l i c o r e s t h a t f u e l i t s m i g h t y
f o r g e s , a n d t h e c l a y u s e d t o p r o d u c e t h e s t r a n g e l y
c o l o r e d g r e y-b r o w n b r i c k t h a t h a s w i t h s t o o d t h e e r o s i v e
p o w e r o f m i l l e n i a. N o n e t h e l e s s , t h e m o s t f a m e d o f t h e
c r a f t s m e n o f t h e c i t y o f S o l h e d r i n h a v e a l w a y s b e e n t h e
g l a s s m a k e r s , a n d t h e i r i n t r i c a t e w o r k s h a v e f o u n d t h e i r
w a y i n t o n e a r l y e v e r y c o r n e r o f t h e o l d N a m o r i E m p i r e.
T h e p r e s t i g e o f t h e S o l h e d r i n g l a s s b l o w e r s ( a n d d e m a n d
f o r t h e i r s e r v i c e s ) i s s o g r e a t t h a t t h o s e w e a l t h y
e n o u g h t o a f f o r d t o c o m m i s s i o n a s p e c i a l p r o j e c t o f t e n
p a t i e n t l y w a i t t w o t o t h r e e y e a r s f o r t h e i r w o r k t o b e
c o m p l e t e d .

N i n e l o n g a n d b l o o d y y e a r s l a t e r , t h e s t r u g g l e
c o n t i n u e s , u n a b a t e d . B o t h s i d e s c o n t i n u a l l y p r o b e e a c h
o t h e r , l i k e p r i z e f i g h t e r s l o o k i n g f o r o p e n i n g s i n t h e i r
o p p o n e n t s ' d e f e n s e s t o e x p l o i t. I n s o m e a r e a s t h e G u i l d
r u l e s , i n o t h e r s t h e H a n d •••

T h e s c e n a r i o s i n T h i e v e s ' G u i l d I V s i m u l a t e t h r e e
d i f f e r e n t a s p e c t s o f t h e s t r u g g l e o u t l i n e d a b o v e. A l l ,
h o w e v e r , s h a r e a c o m m o n t h r e a d t h a t s e t s t h e m a p a r t
f r o m m o s t o t h e r “ p r o g r a m m e d" a d v e n t u r e s , f o r t h e y p i t
t h e p l a y e r s a g a i n s t a m o s t d a n g e r o u s m e n a c e -
c h a r a c t e r s , w i t h s i m i l a r s k i l l s a n d a b i l i t i e s , a n d t h e
c a p a c i t y t o r e a c t t o t h e b e s t l a i d p l a n s o f t h e p l a y e r s
w i t h t h e i r o w n f i e n d i s h c o u n t e r p l o t s. T h e s c e n a r i o s
a l s o s h a r e a n o t h e r u n i q u e f e a t u r e - t h e y a r e d e s i g n e d
t o b e p l a y e d i n e i t h e r o f t w o m o d e s : f i r s t , a s a
t r a d i t i o n a l s c e n a r i o, M e r e t h e p l a y e r s t a k e o n e s i d e
o f t h e c o n f l i c t , e i t h e r G u i l d o r B l a c k H a n d , a n d t h e G M
p l a y s t h e c h a r a c t e r s o n t h e o t h e r s i d e a s w e l l a s a l l
o t h e r N P C s i n t h e s c e n a r i o; s e c o n d , a s a c o n t e s t
b e t w e e n t w o t e a m s o f p l a y e r s , o n e g r o u p p o r t r a y i n g t h e
G u i l d t h i e v e s , t h e o t h e r t h e m i n i o n s o f t h e B l a c k H a n d ,
w h i l e t h e G M m o d e r a t e s t h e f l o w o f t h e g a m e , c o n d u c t s
a n y i n t e r- p a r t y c o n f r o n t a t i o n s t h a t r e s u l t , a n d p l a y s
t h e o c c a s i o n a l i n n o c e n t b y-s t a n d e r ( r e a d - c a r e f u l l y
i n s e r t e d N P C , d e s i g n e d t o p r o d u c e c o m p l i c a t i o n s ) w h o
m i g h t h a p p e n t o a p p e a r.

O n e s u c h w o r k w a s c o m m i s s i o n e d b y t h e a r c h m a g e
G a m b a d o s , a p r o u d a n d p e t u l a n t n e c r o m a n c e r w h o w a s a
p r a c t i t i o n e r o f t h e a n c i e n t s p e l l c a s t i n g a r t k n o w n a s
R u n e b i n d i n g ( i n M i c h t h e m a g i c- u s e r h a r n e s s e s m a g i c a l
e n e r g y t h r o u g h t h e u s e o f t a n g i b l e s y m b o l s o f a r c a n e
p o w e r , t h e r u n e s ) . G a m b a d o s h a d a s e t o f t e n c r y s t a l
g o b l e t s p r o d u c e d , e a c h e n g r a v e d w i t h a d i f f e r e n t p o t e n t
r u n i c s y m b o l . T h e m a g e h i m s e l f w o r k e d m a n y e n c h a n t m e n t s
o n t h e r a w m a t e r i a l s , t o i n c r e a s e t h e i r s t r e n g t h a n d
f l e x i b i l i t y w e l l b e y o n d n o r m a l c a p a c i t y a n d t h e e n d
p r o d u c t s w e r e f l a w l e s s l y s c u l p t e d , a n d s h i m m e r e d w i t h
a n u n n a t u r a l s p a r k l e a n d c l a r i t y. G a m b a d o s p r o c l a i m e d
t o a l l M o s a w t h e m t h a t t h e g o b l e t s w e r e t h e u l t i m a t e
m a n i f e s t a t i o n o f h i s a r c a n e p o w e r s , a n d w o u l d l a s t -
f o r e v e r.

o t h e r

I n t h e c e n t u r i e s t h a t p a s s e d a f t e r t h e d e a t h o f
G a m b a d o s , n o t h i n g o c c u r r e d t o d i s p r o v e t h a t c l a i m , a s
t h e c r y s t a l s s u r v i v e d i n d i v i d u a l c l u m s i n e s s , w a r s, a
c o n s u m i n g b l a z e t h a t u t t e r l y d e s t r o y e d a n a r e a o f s e v e n
c i t y b l o c k s , a n d t h o u s a n d s o f m i l e s o f t r a v e l , w i t h o u t
s o m u c h a s a n i c k o r s c r a t c h . T h e c r y s t a l s h a v e c h a n g e d
o w n e r s h i p m a n y t i m e s , a n d i n c r e a s e d i n v a l u e o n e a c h o f
t h e s e o c c a s i o n s. A t t i m e s , t h e y h a v e g r a c e d t h e h o m e s
o f m a n y o f t h e w o r l d ' s w e a l t h i e s t m e n . F i n a l l y , t h e y
c a m e t o H a v e n , p u r c h a s e d b y Z a l l e a n d E e z i e R a n d , t h e
b e a u t i f u l s c i o n s o f t w o o f t h e c i t y ' s g r e a t e s t b a n k i n g
h o u s e s. T h e R a n d s p r o u d l y a n d p r o m i n e n t l y d i s p l a y e d
t h e i r n e w t r e a s u r e s , b e l i e v i n g t h e m s e l v e s s a f e f r o m
t h e f t ; f o r t h e f a m i l y h a d l o n g a g o m a d e i t s p e a c e w i t h
t h e T h i e v e s ' G u i l d , a n d p u r c h a s e d i t s p r o t e c t i o n.
U n f o r t u n a t e l y , h o w e v e r , t h e t h i e v e s s w e a r i n g a l l e g i a n c e
t o t h e B l a c k H a n d p a y n o h e e d t o t h e G u i l d ' s a g r e e m e n t s

s o t h e R a n d s a w o k e o n e m o r n i n g t o f i n d t h e i r p r i z e s
g o n e - a n d a b l o o d-s c r a w l e d w a r n i n g f r o m t h e l e a d e r o f
t h e H a n d i n t h e i r p l a c e.

T h e G u i l d , i t s h o n o r a t s t a k e , h a s s e t o u t t o
r e c o v e r t h e c r y s t a l s. T h e y h a v e s e n t t h e i r b e s t s p i e s
a n d i n f o r m a n t s o u t i n t o t h e h e a r t o f t h e B l a c k H a n d ' s
s t r o n g h o l d s , t r y i n g t o f i n d o u t t h e l o c a t i o n o f t h e
g o b l e t s , a n d M a t e v e r I n f o r m a t i o n i s a v a i l a b l e o n a n y
p l a n s t h e H a n d h a s f o r s m u g g l i n g t h e m o u t o f t h e c i t y.
T h e i r h a r v e s t o f i n f o r m a t i o n h a s s o f a r b e e n s c a n t , b u t
t h e y h a v e l e a r n e d o n e t h i n g f o r c e r t a i n
r u n n i n g o u t !

T H E C R Y S T A L S
O F

G A M B A D O S

S C E N A R I O S E T-U P
T h e f o i l o w i n g p a g e s p r o v i d e t h e d e t a i l s f o r t w o

a d v e n t u r e s i n v o l v i n g t h e c r y s t a l s o f G a m b a d o s , u s i n g
t w o c o m p l e t e l y d i f f e r e n t s m u g g l i n g r o u t e s. O n e t a k e s
p l a c e a l o n g H a v e n ' s w a t e r f r o n t , a s t h e G u i l d m u s t
l o c a t e t h e v e s s e l b e i n g u s e d t o t r a n s p o r t t h e g o o d s a n d
r e l i e v e i t o f i t s p r e c i o u s c a r g o. I n t h e o t h e r , t h e
G u i l d t h i e v e s m u s t f o c u s t h e i r a t t e n t i o n s o n t h e f i v e
p r i n c i p a l o r g a n i z e r s o f a l a r g e m e r c h a n t c a r a v a n , t o
d e t e r m i n e M i c h o n e m a y b e a c t i n g a s t h e B l a c k H a n d ' s
c o u r i e r . E a c h s c e n a r i o f u l l y d e t a i l s t h e c l u e s M i c h
a r e a v a i l a b l e t o t h e p l a y e r s , t h e a c t i v i t i e s u n d e r t a k e n
b y m a j o r N P C c h a r a c t e r s , a n d t h e k n o w l e d g e a v a i l a b l e
f r o m v a r i o u s t y p e s o f i n f o r m a n t s . F l o o r p l a n s o f t h e
h i d i n g p l a c e s M e r e t h e c r y s t a l s a r e p o s s i b l y b e i n g
k e p t a r e a l s o p r o v i d e d.

T h e s c e n a r i o s c a n b e r u n e i t h e r w i t h t h e G M
p o r t r a y i n g t h e B l a c k H a n d t h i e v e s , o r w i t h t w o t e a m s o f
p l a y e r s t a k i n g o n t h e r o l e s o f t h e H a n d a n d G u i l d a n d
f a c i n g o f f d i r e c t l y a g a i n s t o n e a n o t h e r. I f t h e t e a m
o p t i o n i s s e l e c t e d , i t i s s u g g e s t e d t h a t t h e p l a y e r s
p o r t r a y i n g t h e H a n d t h i e v e s s e l e c t t h e s c e n a r i o t o b e
u s e d . T h e s c e n a r i o i s d e s i g n e d t o a c c o m o d a t e 3 t o 6
I n t e r m e d i a t e t o V e t e r a n l e v e l t h i e v e s p e r s i d e. T h e
G u i l d ' s o b j e c t i v e i s , a s s t a t e d , t o r e c o v e r t h e t e n
c r y s t a l s o f G a m b a d o s a n d r e t u r n t h e m t o t h e R a n d s ; t h e
H a n d t h i e v e s a r e o f c o u r s e d e d i c a t e d t o s m u g g l i n g t h e
c r y s t a l s s a f e l y o u t o f H a v e n t o a p l a c e M e r e t h e y c a n
b e r e s o l d . A s l o n g a s i t d o e s n o t j e o p a r d i z e t h e p r i m e
s u c c e s s o f t h e i r o v e r a l l m i s s i o n , t h e t h i e v e s f r o m b o t h
s i d e s h a v e a n a u x i l i a r y o b j e c t i v e: t r y i n g t o e l i m i n a t e
p e r m a n e n t l y t h e i n t e r f e r e n c e o f a n y r i v a l s t h e y
e n c o u n t e r , s h o u l d t h e o p p o r t u n i t y p r e s e n t i t s e l f .

T i m e i s

G M ' S I N S T R U C T I O N S
I f t w o t e a m s a r e p l a y i n g a g a i n s t o n e a n o t h e r , w e

s u g g e s t t h a t t h e G M p l a c e t h e t w o g r o u p s a t s e p e r a t e
t a b l e s o r e v e n i n s e p e r a t e r o o m s. E a c h g r o u p s h o u l d b e
g i v e n a x e r o x e d c o p y o f t h e a p p r o p r i a t e c i t y m a p , a n d
p l a c e t h e i r c h a r a c t e r p i e c e s i n a m a n n e r t h a t w i l l
i d e n t i f y t h e i r c u r r e n t l o c a t i o n. M e m b e r s o f t h e t w o
g r o u p s s h o u l d n o t b e u n i t e d u n l e s s a n d u n t i l t h e y c o m e
i n p h y s i c a l c o n t a c t .

S i n c e m o s t o f t h e a c t i o n p r i o r t o a f i n a l ( a n d
l i k e l y b l o o d y ) c o n f r o n t a t i o n b e t w e e n t h e H a n d a n d t h e
G u i l d w i l l c o n s i s t o f i n f o r m a t i o n g a t h e r i n g , t a i l i n g ,
a n d e a v e s d r o p p i n g o n s u s p e c t s , p l a y o f t h e s c e n a r i o i s
b e s t c o n d u c t e d i n t h e f o r m o f t e n m i n u t e t u r n s. A t t h e
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B o r a g g i o , t o o r g a n i z e t'n e d e t a i l s o f t h e e x p e d i t i o n -
p l a n n i n g t h e e x a c t r o u t e , h i r i n g g u a r d s a n d d r i v e r s ,
a c q u i r i n g a l l t h e n e c e s s a r y p r o v i s i o n s , e t c. B o r a g g i o
h a s s e t u p a b a s e o f o p e r a t i o n s i n a l a r g e w a r e h o u s e
l o c a t e d n e a r t h e H o r s e M a r k e t o n C a r a v a n S t r e e t . A s
d e p a r t u r e t i m e n e a r s , t h e r e w i l l b e a n a l m o s t c o n s t a n t
b u s t l e o f a c t i v i t y a r o u n d t h i s b u i l d i n g , a s c a r g o e s a r e
d e l i v e r e d , o r g a n i z a t i o n a l d e t a i l s a r e w o r k e d o u t , a n d
l a s t m i n u t e a p p l i c a t i o n s t o j o i n t h e e x p e d i t i o n a r e
p r o c e s s e d . D u r i n g t h i s s a m e t i m e p e r i o d , t h e f o u r
m e r c h a n t s w i l l e a c h b e b u s y a t t e n d i n g t o t h e s e t t l e m e n t
o f t h e i r o w n p e r s o n a l a n d b u s i n e s s a f f a i r s f o r t h e i r
d e p a r t u r e , a n d a r r a n g i n g t h e t r a n s f e r s o f t h e i r c a r g o s
a n d p e r s o n a l t r a v e l l i n g e q u i p m e n t t o B o r a g g i o ' s
w a r e h o u s e.

b e g i n n i n g o f e a c h t u r n p l a y e r s i n d i c a t e t h e i r g e n e r a l
o b j e c t i v e s ; f o r e x a m p l e , " I g o i n t o t h e s h o p s i n t h e
n e i g h b o r h o o d o f J a c k ' s s h o p a n d q u e s t i o n t h e e m p l o y e e s
a b o u t J a c k ' s a c t i v i t i e s" , o r " I k e e p w a t c h o n t h e h o u s e
a n d f o l l o w J a c k i f h e l e a v e s." I f , d u r i n g t h e c o u r s e o f
t h e s e p l a n s , N P C e n c o u n t e r s o c c u r , t h e G M w i l l p o r t r a y
t h e N P C , a n d t h e i n t e r a c t i o n p l a y e d o u t i n t h e n o r m a l
1 5 s e c o n d m e l e e r o u n d t i m e s c a l e. T h e s a m e i s t r u e o f
f a c e-t o- f a c e e n c o u n t e r s b e t w e e n t h e H a n d a n d t h e G u i l d.

I f a G u i l d o r H a n d p l a y e r s i g h t s a f o e o r N P C t h a t
h e w i s h e s t o f o l l o w , h e m a y a t t e m p t t o t a i l h i m , m a k i n g
t h e a p p r o p r i a t e r o l l s a s i n d i c a t e d i n t h e r u l e s s e c t i o n
o f t h i s b o o k. T h e G M s h o u l d m a k e a l l d i s c o v e r y r o l l s
f o r t h e c h a r a c t e r b e i n g f o l l o w e d ( e v e n i f i t b e l o n g s t o
a n a c t i v e p l a y e r ) u n t i l r e c o g n i t i o n o f t h e t a i l i s
m a d e , a n d s h o u l d t a k e c a r e n o t t o l e t t h e l a t t e r p l a y e r
k n o w h e i s b e i n g f o l l o w e d.

A t t h e o u t s e t o f t h i s a d v e n t u r e , t h e g u i l d t h i e v e s
k n o w o n l y t h a t o n e o f t h e f i v e m a i n f i g u r e s i n t h e
c a r a v a n i s t o b e t h e c o u r i e r o f t h e c r y s t a l l i n e b o o t y.
N o n e o f t h e f i v e h a v e h a d a n y k n o w n p r i o r c o n n e c t i o n
w i t h t h e B l a c k H a n d; c o n s e q u e n t l y , t h e t h i e v e s
a t t e m p t i n g t o i n v e s t i g a t e t h i s r o u t e w i l l f i n d a
m u l t i p l i c i t y o f t r a i l s t o f o l l o w , w i t h l e a d s t h a t m a y
t a k e t h e m i n t o m a n y d i f f e r e n t c o r n e r s o f t h e c i t y.
T h e i r t a s k w i l l b e g r e a t l y a i d e d i f t h e y c a n u s e t h e i r
i n f o r m a t i o n r e s o u r c e s a n d d e d u c t i v e p o w e r s t o i d e n t i f y
t h e m o t i v e t h a t h a s c a u s e d o n e o f t h e s e p r o m i n e n t m e n
t o s e r v e t h e B l a c k H a n d ' s c a u s e ; f o r w i t h o u t t h i s k e y ,
t h e G u i l d t h i e v e s c a n m e r e l y w a t c h e a c h o f t h e s u s p e c t s
a n d w a i t , h o p i n g t o w i t n e s s s o m e s o r t o f r e v e a l i n g
a c t i o n t h a t w i l l r e v e a l t h e B l a c k H a n d ' s a g e n t .

T H E C A R A V A N R O U T E

I N T R O D U C T I O N

T h e L o n g R o a d r u n s f r o m K u r a L i t r i n , t h e c a p i t a l
c i t y o f t h e N a m o r i E m p i r e , f a r , f a r t o t h e e a s t ,
t h r o u g h t h e B o r d e r l a n d s , t h e F r e e S e c t o r , a n d t h e
M o u n t a i n s o f P e a c e, t h r o u g h t h e a r e a c a l l e d t h e
T e n C i t i e s ( H a v e n i s o n e o f t h o s e t e n c i t i e s ) , a n d o n
t o t h e w e s t e r n e d g e o f t h e c o n t i n e n t , t o B e l a k o r o n t h e
T u r b u l e n t O c e a n. T h e r o a d e x t e n d s n e a r l y 2 ,0 0 0 l e a g u e s
( a l e a g u e i s a p p r o x i m a t e l y 3 m i l e s ) e a s t t o w e s t , a n d
s p a w n s n u m e r o u s s i d e r o a d s t o w a r d s t h e e q u a t o r t o t h e
n o r t h , a n d t o w a r d s t h e L a n d s o f I c e t o t h e s o u t h . T h e
L o n g R o a d h a s b e e n a n e s t a b l i s h e d t r a d e r o u t e f o r 5 ,0 0 0
y e a r s , b u t t h e g e n e r a l t r a i l h a s c a r r i e d c o m m e r c e o f
o n e s o r t o r a n o t h e r s i n c e t h e y o u n g e r r a c e s f i r s t
e s c a p e d t h e b o n d a g e o f t h e E l d e r R a c e.

N o d a y g o e s b y w i t h o u t a t l e a s t t w e n t y c a r a v a n s
p a s s i n g t h r o u g h H a v e n , b o u n d e i t h e r e a s t o r w e s t o n t h e
L o n g R o a d . F r e q u e n t l y , t h e t r a f f i c w i l l e x c e e d f i f t y o f
t h e t r a d e r s ' p a r t i e s , f i l l i n g t h e t h o r o u g h f a r e c a l l e d
C a r a v a n S t r e e t w i t h g u a r d s , d r o v e r s , p a c k-a n i m a l s o r
w a g o n s , a n d c o l o r f u l t r a d e r s , m e r c h a n t s , a n d
t r a v e l l e r s. N o t i n f r e q u e n t l y , c a r a v a n s a r e o r g a n i z e d i n
H a v e n i t s e l f t o c a r r y t h e g o o d s f o r w h i c h t h e c i t y i s
f a m e d t o d i s t a n t l a n d s. T h e G u i l d ' s i n f o r m a n t s h a v e
l e a r n e d t h a t t h e c r y s t a l s a r e g o i n g t o b e s m u g g l e d o u t
o f H a v e n o n o n e o f t h e s e c a r a v a n s.

T H E S U S P E C T S
I n t h e d e s c r i p t i o n s o f t h e f i v e p o t e n t i a l c o u r i e r s

w h i c h f o l l o w , t h r e e t y p e s o f i n f o r m a t i o n a r e p r e s e n t e d :
1) G e n e r a l k n o w l e d g e a b o u t t h e c h a r a c t e r - f a c t s
t h a t w o u l d b e k n o w n b y t h e G u i l d a n d B l a c k H a n d
t h i e v e s i n v o l v e d i n t h i s m i s s i o n ;
2 ) G M ' s d e s c r i p t i o n ; a n d ,
3 ) T i m e t a b l e o f t h e c h a r a c t e r ' s a c t i o n s i n t h e 3 6
h o u r s b e f o r e t h e c a r a v a n ' s d e p a r t u r e f r o m t h e c i t y .

G M s r u n n i n g t h i s s c e n a r i o m a y w a n t t o c o p y t h e g e n e r a l
k n o w l e d g e i n f o r m a t i o n p r e s e n t e d h e r e o n t o f i l e c a r d s
( w e s u g g e s t 5x8 ' s ) , s o t h a t t h e p l a y e r s m a y h a v e e a s y
a c c e s s t o t h i s d a t a.
A ) A l v a r a d o , t h e J e w e l M e r c h a n t
1 - A l v a r a d o i s t h e o n l y o n e o f t h e f o u r c a r a v a n
o r g a n i z e r s w h o d o e s n o t r e s i d e p e r m a n e n t l y i n H a v e n ;
h o w e v e r , h e d o e s m a k e f r e q u e n t ( a n d l e n g t h y ) v i s i t s t o
t h e c i t y , a n d i s k n o w n a n d a d m i r e d i n t h e b u s i n e s s
c o m m u n i t y o f H a v e n f o r h i s s h r e w d t r a d i n g a c u m e n. H e
h a s
h a l f -e l v e n m a i d e n n a m e d A r i e l l e. T h e y a r e l o d g e d a t t h e
P e n d r a g o n I n n , l o c a t e d o n C a r a v a n S t r e e t n o t f a r f r o m
t h e t h e w a r e h o u s e b e i n g u s e d a s t h e s t a g i n g s i t e f o r
t h e c a r a v a n. T h o u g h A l v a r a d o c l a i m s t h a t h e h a s n o
s p e c i a l p u r p o s e f o r m a k i n g t h e t r i p o t h e r t h a n a t h i r s t

p o t e n t i a l
o p p o r t u n i t i e s , i t i s k n o w n t h a t h e h a s b e e n i n v o l v e d i n
s e v e r a l m e e t i n g s d u r i n g t h e p a s t w e e k w i t h p r o m i n e n t
f i g u r e s f r o m H a v e n ' s m a j o r b a n k i n g h o u s e s.

T h e c a r a v a n i n q u e s t i o n i s b e i n g a s s e m b l e d b y f o u r
p r o m i n e n t m e r c h a n t s o f H a v e n f o r a n e x p e d i t i o n t h r o u g h
t h p n Q r t h w P S t p r n t p r r i t n r i p c n f t h a T o n C i t i o c T h p••• •# • • V • V* 5 M V* V V ^ « « « v W * I V v » « w V V » V * ' V |^ | I V • 11 '

g r o u p i s s c h e d u l e d t o d e p a r t i n t w o d a y s f r o m t h e
c i t y ' s H o r s e G a t e ( t h e m a j o r g a t e a t t h e s o u t h e r n e n d
o f C a r a v a n S t r e e t ) , w i t h o v e r t h i r t y w a g o n s , a n d 1 5 0
m e n-a t- a r m s f o r g u a r d s. N u m e r o u s s m a l l e r m e r c h a n t s , a n d
t r a v e l l e r s h a v e j o i n e d t h e c a r a v a n , s o t h a t , t h e t o t a l
p o p u l a t i o n o f t h e c a r a v a n w i l l n u m b e r o v e r 5 0 0 ( n o t
i n c l u d i n g a n i m a l s ) .

T h e f o u r m e r c h a n t s r e s p o n s i b l e f o r t h e
o r g a n i z a t i o n o f t h i s e x p e d i t i o n a r e T r o j a n u s S e x t i m u s ,
a b r o k e r o f p a i n t i n g s a n d s c u l p t u r e ; D o r t m u n d , a m a s t e r
c a b i n e t-m a k e r a n d f u r n i t u r e m a n u f a c t u r e r ; B e n e d i o s
C e l l i n i , t h e y o u n g s o n o f t h e m e t a 1 w o r k e r s 1 f i e r y
G u i l d m a s t e r , S a l v a t o r e C e l l i n i ; a n d A l v a r a d o , a
w a n d e r i n g j e w e l m e r c h a n t t e m p o r a r i l y h e a d q u a r t e r e d i n
H a v e n. T h e y h a v e b a n d e d t o g e t h e r f o r t h i s t r i p i n o r d e r
t o r e d u c e t h e i r i n d i v i d u a l c o s t s , a n d t o i n c r e a s e t h e
a m o u n t o f p r o t e c t i o n t h e i r g o o d s a r e a f f o r d e d i n
t r a n s i t . T h e a d d i t i o n o f t h e s m a l l m e r c h a n t s a n d t h e
t r a v e l l e r s r e d u c e s t h e o r g a n i z e r s ' c o s t s e v e n f u r t h e r ,
s i n c e t h e y a r e c h a r g e d a f e e t o j o i n t h e c a r a v a n a n d
e n j o y i t s p r o t e c t i o n.

B y u n a n i m o u s c o n s e n t , t h e f o u r o r g a n i z e r s h a v e
h i r e d a f i f t h i n d i v i d u a l , a n e x p e r i e n c e d ( a n d
r e a s o n a b l y r e n o w n e d ) c a r a v a n-m a s t e r n a m e d S i l v a

c o m p a n i o n , a l o v e l yc o n s t a n t t r a v e l l i n go n e

t r a d i n gk n o w l e d g ef o r a b o u t n e w

2 - A l v a r a d o h a s i n d e e d b e e n a t t e m p t i n g t o s e c u r e
a d d i t i o n a l f i n a n c i a l b a c k i n g f o r h i s e n t e r p r i s e s d u r i n g
t h e p a s t w e e k , b u t t h e s e e f f o r t s a r e o n l y p e r i p h e r a l l y
r e l a t e d t o t h e u p c o m i n g e x p e d i t i o n . T h e j e w e l m e r c h a n t
h a s , o f l a t e , b e c o m e o b s e s s e d w i t h o w n i n g a n a w e s o m e l y
b e a u t i f u l w o r k o f s a p p h i r e s , d i a m o n d s , a n d g o l d
f i l l i g r e e k n o w n a s t h e S o r c e r e r ' s C o r o n e t . V e r y
r e c e n t l y , h e h a s b e e n i n f o r m e d t h a t t h e T h i e v e s ' G u i l d
m a y b e a b l e t o h e l p h i m
h e o r i g i n a l l y b e l i e v e d t o b e l o s t
m a n y t e m p l e s t o t h e w i z a r d- l o r d S k o l v
r u i n s , w h i c h a r e d o t t e d a b o u t
C o n s e q u e n t l y , A l v a r a d o i s v e r y a n x i o u s t o g e t
w i t h t h e T h i e v e s

l o c a t e t h i s m a s t e r p i e c e , v t f i i c b
s o m e w h e r e a m o n g t h e

n o w l y i n g i n
T e n C i t i e s r e g i o n.

i n t o u c h
G u i l d b e f o r e h e l e a v e s t h e c i t y. H e

t h e



and inves t iga te ; i f so , the re a re chances fo r d i f fe r ing
reac t ions:

01-25 - the Gui ld th ie f repor t s the in format ion to
h i s super io r s immedia te ly ; they , in tu rn , would be
l ike ly to con tac t the Gui ld th ieves ass igned to the
cur ren t adven ture.
26-75 - the conversa t ion i s repor ted to the
inves t iga t ing th ie f ' s super io r s a t the end of the
even ing; the th ieves invo lved in th i s adven ture
wi l l on ly lea rn of the d i scuss ion i f they in i t i a t e
con tac t wi th the i r headquar te r s.
76-00 - the th ie f does no t cons ide r the inc iden t of
su f f i c ien t impor t to re lay to h i s super io r s.

Alvarado , meanwhi le , re tu rns to the Pendragon Inn to
ge t h i s horse f rom the s tab les. He r ides nor th on
Caravan S t ree t , ac ross S tonebr idge , in to the Nor th
Cor r idor. There he wi l l make th ree s tops : the bank ing
house of Kruegger Rand ; the home of No-yen Drachmah ,
the goldsmi th ; and the workshop of U. N. Owen , the
renowned jewele r. He wi l l spend about ha l f - an-hour a t
each p lace , ta lk ing to i t s propr ie to r ; h i s conversa t ion
wi th Owen wi l l be he ld beh ind c losed doors , caus ing a
s l igh t s t i r among Owen ' s appren t i ces .
4 : 30 to 5:00 pm - Ar ie l l e re tu rns to the inn , and
summons se rvan t g i r l s to prepare a

^
ho t ba th fo r her .

She ba thes , per fumes herse l f , then dons a s t r ik ing gown
t r immed wi th sh immer ing prec ious s tones.
5:15 pm - Alvarado re tu rns and a l so re t i r es to the i r
su i t e of rooms.
6:00 pm - The couple emerges f rom the inn and ha i l s a
cen taur cab. They a re dr iven nor th on the Horseshoe to
Lor ien , then eas te r ly on Lor ien to a po in t near Summ
Plaza , v^i e re they a l igh t f rom the cab. The cen taur bows
as low as poss ib le when Alvarado pays h im , waving away
the change. Ar ie l l e and Alvarado s t ro l l up one of the
foo tpa ths th rough the wooded sec t ion , to the home of
S indra , an e lven lea the r goods t rader , and her husband ,
Raf Poul , an assoc ia te of Nimrode l the sh ipwr igh t .
Sindra and Alvarado were par tne rs ( and lovers ) in h i s
younger days ; they remain c lose f r i ends , and have
he lped one ano ther wea ther t imes of rough for tune. At
approx imate ly 7 :0U , they are jo ined for d inner by four
o ther ne i ghborhood couples ; a t 8:30 , the bard Robin
O ' Leary a r r ives ( on foo t ) to prov ide some a f te r-d inner
en te r t a inment . Alvarado and Ar ie l l e excuse themse lves
a t 10: 00 , c i t ing the morrow' s journey as the reason for
the i r ea r ly depar tu re; S indra. ^ ives Alvarado a la rge
rec tangu la r , decora t ive ly wrapped box as he leaves ( i t
con ta ins a spec ia l ly made pa i r of new r id ing boots ,
hand-too led , and i s qu i te l igh t fo r a l l i t s apparen t
bu lk ) . A pass ing cen taur cab ( fo r tu i tous , i sn ' t i t ) i s
ha i l ed , and the couple re tu rns to the inn ; i f no
con tac t wi th the Gui ld has been ar ranged , they wi l l
r e t i r e to the i r rooms and prepare fo r bed .
H= _15pm - ( GM ' s Note : This sec t ion ob ta ins on ly i f no
con tac t has been made wi th the Gui ld.) As Ar ie l l e
s leeps peacefu l ly , Alvarado ge t s ou t of bed , and walks
ou t on to the smal l ba lcony ad jo in ing the room.
Frus t ra ted and unab le to s leep because of h i s
unsuccess fu l a t t empts to par ley wi th the Thieves '
Gui ld , Alvarado i s soon overcome by h i s res t l e ssness.
He qu ie t ly dons a tun ic , c loak , and sanda l s , and s l ips
ou t of the room. He has one qu ick mug in the common
room downs ta i r s , then ( 11: 40pm ) dec ides to walk over to
the warehouse to observe the progress of the caravan ' s
f ina l prepara t ions. Af te r pass ing through the guards ,
and en te r ing the warehouse i t se l f , he i s somewhat
su rpr i sed to f ind Boragg io miss ing f rom the premises.
Alvarado wanders ac ross the warehouse f loor , a imless ly
inves t iga t ing the con ten t s of var ious wagonloads of
boxes , c ra tes , bar re l s , e tc. His nos ing about i s
in te r rup ted by the re tu rn of some of Dor tmund ' s
employees wi th ye t ano ther sh ipment of assor ted
furn i tu re. Alvarado wi l l ( i f no t o the rwise encounte red )
wai t in Boragg io ' s o f f i ce un t i l 1:00am; when Boragg io
does no t re tu rn , he informs the guards of the

has d i spa tched Ar ie l 1 e to the Thieves
a t t empt to make such a con tac t .

The Corone t i s cur ren t ly in the Gui ld ' s vau l t s ,
pa r t o f i t s booty f rom a very success fu l t emple loo t ing
exped i t ion. The Gui ld leadersh ip would be wi l l ing to
barga in wi th Alvarado i f con tac t i s made - of fe r ing to
se l l the Corone t to Alvarado in exchange fo r h i s a id in
recover ing the Crys ta l s. I f such a barga in i s s t ruck ,
Alvarado

Marke t a rea to

wi l l ing to prov ide any of the
fo l lowing forms of ass i s t ance , i f the Gui ld reques t s
th em :

wi 11 be

a ) h i re one or two Gui ld th ieves as h i s persona l
men-a t- arms ;
b ) send a Gui ld th ie f to the warehouse wi th a
package to be inc luded in the cargo sec t ion
ass igned to him; and/or ,
c ) a t t empt to ar range a mee t ing wi th one or snore of
the o ther pr inc ipa l s in the caravan , on the pre tex t
of warn ing them about the poss ib le smuggl ing
a t t empt.

However , he wi l l never vo lun ta r i ly do any th ing tha t
would jeopard ize h i s be loved Ar ie l l e ' s l i f e.

In the absence of news abou t the Corone t , Alvarado
wi l l a lways be in te res ted in a poss ib le gem sa le or
t rade , i f the goods in ques t ion a re of be t t e r than
average qua l i ty. He wi l l a lways make t ime to meet wi th
any prospec t ive buyer o r se l l e r he encounte r s , i f the
la t t e r seems to know vt f ia t he i s ta lk ing about ( i f the
th ie f charac te r i s pos ing as such a merchan t , use a
Disgu i se Success ro l l as desc r ibed in TGI to de te rmine
how wel l th i s impersona t ion i s rece ived ) . Alvarado ' s
inc iden ta l knowledge of jewel ry lo re i s exce l l en t , and
he has an 80% base chance of recogn iz ing a fa l se s to ry
or a p iece of fake jewel ry.
3 - TIMETABLE FOR ALVARADO AND ARIELLE
Morn ing , Day 1 - Alvarado i s a fa te s leeper - he and
Ar ie l 1 e wi 11 se ldom make an appearance before 9:30 or
10: 00. They wi l l b reakfas t in the common room of the
Pendragon Inn , and , be ing in a cheery mood , wi l l cha t
amiab ly wi th the few other (1D6 ) pa t rons loung ing about
the common room a t tha t t ime.
10:45am - The pa i r s t ro l l over to the Horse Marke t , and
browse around the cor ra l s. Ar ie l l e wi l l ba rga in fo r a
h igh sp i r i t ed whi te f i l ly.
11:40 am - Alvarado and Ar ie l l e leave the Horse Marke t ,
and walk eas te r ly to Borrag io ' s ren ted warehouse fo r a

and the o ther
wi 11

noon mee t ing wi th the caravan-mas te r
th ree pr inc ipa l s. At tha t mee t ing , Boragg io
in t roduce some of the key personne l he has h i red
( cap ta in of the guard , head cook , e tc.) , and t ry to
es tab l i sh a f i rm schedu le fo r f ina l ca rgo de l ive r ies.
He wi l l a l so re lay to the group repor t s he has rece ived

opera t ing on some of the wes te r ly
poss ib le ways to c i rcumvent th i s

leads to a ra the r hea ted argument be tween
shou ld

of br igands
h ighroads , and d i scuss
danger . This
Dor tmund ( who be l i eves the rou te of the caravan
be a l t e red to avoid
repor ted ) and Bened ios Ce l l in i ( who a rgues
overa l l s i ^e of the caravan , p lus the guard complement
accompanying them , wi l l keep them safe f rom assau l t ) .
A 1 varado

the area where ra ids have been
tha t the

suppor t s Ce l l in i ' s s ide of the d i scuss ion when
re f ra ins f rom ente r ing the deba te ,

persona l d i s t as te for Ce l l in i ' s overbear ing
a vo te i s taken , bu t
due to h i s
s ty le.
1:30 pm - The mee t ing ends ; Alvarado and Ar ie l l e depar t
TrTTepara te d i rec t ions. Ar ie l l e takes a cen taur t ro l l ey
( Haven ' s answer to publ ic t ranspor ta t ion ) to the la rge
p laza in the South Cor r idor known as Thieves ' Marke t .
She ta lks wi th the pushcar t- pedd le r s and shopkeepers in
the area , l e t t ing i t be known tha t she i s in te res ted
con tac t ing the Gui ld , and
Knigh te Oute , a tavern loca ted
corner of the p laza . She wi l l remain the re
t i l 4 :30pin. I f none of the th ieves
adven ture approach her , the re i s
ano ther member of the Gui ld wi l l l ea rn of he r inqu i r i e s

in

tha t she can be found a t the
near the nor thwes t

f rom 2:30
invo lved in the

a 40% chance tha t

8-16



caravan-master ' s continued absence, then returns
inn.
Morning, Day 2 - As on the first day,Tate. They breakfast downstairs, then pack up theirpersonal belongings ( and three chests full of jewels ) ,and arrive at the warehouse by 10:45am. Tney
minor spot of excitement when Arielle, trying to selecta suitable mount for the journey, spooks a ratherhigh-spi rited colt vho breaks free of his handler, andgallops headlong through the crowded midday traffic
Caravan Street.

Benedios is
consequently, there is a 30%
information supplied about Benedios by an informant isa vicious, unsupported l ie ( these lies might take the
form of business misconduct, rumors of i l l icit
liaisons, or even a story that Benni
connections ).
3 - TIMETABLE FOR BENEDIOS CELLINI
8:00am, Day 1 - Benni leaves his home 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 followed,
are likely to set the work back by hours ) , and goes
inside to his private office, vrfiere he continues to
organize his 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 his lists, and crosses over to the
workshop to determine their whereabouts. Finding that
the items have not been completed on schedule, Benni
delivers a violent 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. Tne dwarven shadows draw near the workshop
and listen attentively to the argument.
11:40am - Benedios accompanies one of the laden freight
wagons to the staging warehouse, arriving several
minutes late for the noon meeting. When Boraggio
delivers his warning about highwaymen on the Long Road,
Benedios vituperatively disparages Dortmund ' s fears and
strenuously argues against changing 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 located 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
weapons prowess - there is a 10% chance that someone in
the crowd will belitt le his claims to be a fighter, and
challenge him to demonstrate his skil ls outside ( a
challenge Benni will not accept, even if it means loss
of face) .
2:25pm - Benni runs into a casual acquaintance, a
fighter named Mi gh Runn who mentions that he is
unemployed. Benni proclaims that he can get Migh a job
as a guard with the caravan. Dragging the skeptical
fighter ( 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 report for duty at
nightfall ; the crowd returns to Dunk ' s for another
round.
4:20pm - By now feeling exceptionally jovial , Benedios
returns to the Cellini complex to find preparations
sti l l progressing smoothly. His spirits are dampened
slightly when he attempts to regale his father with
details of the afternoon, and finds the latter
distracted and innatentive.
5:00pm - Benedios and Salvatore leave the office
together, and go to Benedios ' town home for dinner with
the rest of the family. The dwarves are never far
behind.
7:00 to 11:00pm - Benedios goes out carousing to
commemorate his last night in the city, making stops at
several North Corridor bars. From 10 to 11, he is
imbibing at the Aerie, where he crosses paths
inadvertently with Trojanus Sextimus. There is a 40%
chance that Benni has a run-in with the Young Stall ions
( 25% additional chance the encounter leads to a
fistfight - three guesses as to who winds up on the
floor in such an event ) vJnile at the Aerie.
11:10pm - Benedios toddles home from the Aerie on foot,
in an extremely drunken state. Upon entering his home,
he pauses for a moment on the couch in his sitting

far from well - l iked in the community,
chance that any

to the

the two arise

sexual
has Black Handcreate a

on

B) Benedios Cellini , Metalcrafter
1 - Benedios is the only son of Salvatore Cellini , the
overbearing, but supremely talented, Master of the
Metalworkers Guild. Benedios is 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 is
conceited about his prowess as a fighter, and is apt to
make exaggerated claims about his physical abil it ies
(particularly when under the influence). For all his
shortcomings, he has shown substantial prowess in
financial matters; he is a ruthless, aggressive
bargainer, and has a discerning eye for quality. He
lives with his new bride, Madalena ( the niece of the
reigning duke, Fernando di Cotil l ion) , in an elegantly
furnished townhouse just outside the Heights, in
northern Haven.

Benni ( as he is known to his few intimates)
usually spends several nights 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
buildings, two small offices and one large workshop,
located on Pewter Street in the North Corridor;
Benedios appears to be quite proud that his father has
chosen him to represent the family in this trading
venture.

pleased, if he knew the real
father has chosen him as the family ' s

Salvatore ' s bitter feud with the

2 - Benni might not be so
reason his
representati ve.
dwarven metalworkers of Haven has reached dangerous
proportions; he has received threats against his l ife
from anonymous sources. The father hopes to protect his
son from danger by sending him out of town on this six
month journey. Benedios suspects nothing of this. The
net may already be tightening around Salvatore, for two
dwarves maintain a constant surveillance of Salvatore ' s
movements; the elder Cellini has a small but superbly
equipped workshop in his home (but a few blocks from
Benedios townhouse ) , where
finest masterpieces
unauthorized entry in this area, and work has been
ruined, possibly by Salvatore ' s two shadows. There is
only a 5% chance that Benni will notice these observers
when he is with his father ; if either the Guild or the
Black Hand thieves are trail ing Benedios, the thieves '
chances of noticing the dwarves are equal to twice
their normal percentage chances of "spotting a tail "
( see the expansion of Chapter 2 rules in this issue for
details on how to calculate these chances
Perceptiveness ratings of the two dwarves are 11 and
14).

he creates some of his
there have been evidences of

the

If encountered at a tavern, Benni will be
ebullient and talkative with any ( especially ladies )
who show interest in his journey; as he progresses into
higher levels of intoxication, he will become less
discreet in his commentary. If contacted in a business
context in this frame, Benedios is likely (80% ) to be
quite abrupt , complaining that he is too busy; however ,
he w i l l always show interest in a proposition if it
sounds sufficiently lucrative (profit of 20,000 GP or
more). Benni , while a good judge of items, is not a
good judge of character; being susceptible to flattery,
he can be foooled by a good con artist.
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hauling loads of furniture from their workshops over to
the warehouse staging area during the week before the
caravan ' s scheduled departure. The brothers are not
part icularly quick-witted, and are incl ined to
interpret things very l i teral ly. Thus , Wien they have
returned to the warehouse on several occasions to f ind
crates disturbed ( l ids opened, shif ted to other places,
etc.) in their absence, they have formed the opinion
that these are evidence of foul play, and have relayed
their fears to Dortmund, Wio is also very susceptible
to paranoia.
3 - TIMETABLE FOR MASTER DORTMUND
6:30 am, Day 1 - Dortmund rises and eats his morning
meal , then goes into the workshop to complete the f inal
detai ls on a leaf pattern being carved into a walnut
table. He is continual ly interrupted by workmen with
questions, and scutt les 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 Boraggio. He arr ives well
before the scheduled noon meeting of the principals,
and privately confers with Boraggio in the latter ' s
off ice. Dortmund voices grave concern about warehouse
securi ty, and stoutly avers that someone wil l attempt
to steal part of the cargo during the coming night.
When pressed to reveal the reason for his concern,
Dortmund remains evasive; nevertheless, Boraggio agrees
to double the guard for the comiftg evening. Unbeknownst
to Dortmund, Boraggio speaks brief ly with two of his
most trusted guards, and asks them to watch for any
suspicious characters lurking about the premises during
the meeting. I f thieves of either the Guild or the
Black Hand have the bui lding under survei l lance during
this period, there is a 45% chance that Boraggio ' s men
wil l spot the watchers, and attempt to tai l them when
they leave the warehouse area.
12:00noon - The scheduled organizational meeting takes
place. Upon hearing the news of highwaymen along the
Long Road, Dortmund immediately suggests that the
caravan change i ts route to avoid this possible trouble
spot; he is voted down by the others after a heated
argument. This further convinces Dortmund that his
col leagues are irresponsible, and that he must take
immediate steps to protect his investment.
2:00pm - Upon returning home, the cabinetter ensconces
himself at his desk , and writes furiously for a few
minutes, then dispatches an apprentice to the Dwarrow
( the dwarven section of Haven ' s Outlanas* Borough ) to
del iver these hasti ly scribbled pages to Balin arn
Biibur, a special ist in locks and traps.
4:20pm - The apprentice travels on to Boraggio ' s
warehouse with Balin in tow. Tne dwarf carr ies a huge
val ise f i l led with his tools ana accessories. A number
of the pieces of furniture designed by Dortmund have
been f i t ted with secret compartments of one sort or
another ; Balin has been requested to instal l
booby- traps that can be set to temporari ly incapacitate
any unauthorized tamperer ( by releasing sleep gas, a
mild central nervous system poison, etc.) on the most
valuable of these items (he agreed readi ly; he knows
Dortmund from past deal ings, and is planning to hold
him up for a t idy l i t t le sum). The dwarf and the
apprentice attempt to gain admittance to the warehouse

showing the guard a note from Dortmund;
unfortunately, this guard is not l i terate, and a small
al tercation ensues. Eventual ly, Boraggio ( who can read)
is summoned, and authorizes the pair ' s admittance.
Balin sets to work instal l ing the .traps; his efforts
over the next two hours are carr ied out in plain sight ,
ana could be easi ly identi f ied for what they are by any
witness with experience in disarming or arming traps.
5 :45pm - Boraggio arr ives at Dortmund ' s shop, and goes
into the cabinet-maker 1 s off ice. A few moments later,
he emerges , and departs , carrying a large box under one
arm ( i t contains a flamewood jewelry-box , inlaid with
mother-of- pearl , made by Dortmund personal ly, which

room, and immediately passes out ( a turn of events that
undoubtedly makes wife Madalena extremely grateful ).
1:30 to 3:00am - Benni ' s fr iend Migh Runn fal ls asleep
on guard duty , having drawn an assignment to guard one
of the 1 warehouse entrances. There is only a 15% chance
that he wil l waken i f anyone approaches or enters this
doorway. I f not otherwise awakened, he wil l be roused
by Boraggio upon his return, and thoroughly chewed out
for his carelessness.
4:30am, Day 2 - Benni Is awakened by the sound of mice
t iptoeing around the basement of the house three doors
away. Before sinking back into obl ivion, he stumbles
about the room for a few moments, tr ipping over
furniture and making a large amount of noise.
1:00am - Benedios awakens , badly hungover from his
nTght 1 s revels , and ret ires to a hot tub in an effort
to soak out the evi l humors.
9:30am - The merchant leaves his house, feel ing
someWiat better but st i l l abnormally quiet and nursing
a severe headache. He rides to the off ice, where the
f inal port ion of their cargo stands loaded and ready to
go in f ive closed wagons. Benedios foregoes checking
the bi l ls of loading, stopping within the bui lding just
long enough to grab his ledgers and say a brief
farewell to his father. The wagons are on their way to
the warehouse by 10:00am.
10:20am - Upon arr iving at the warehouse, Benni Is
upbraided by Boraggio for Migh Runn ' s incompetence. He
accepts this abuse with uncharacterist ic meekness, and
retreats into the. rear of one of the freight wagons,
where he remains unti l departure t ime.
C ) Dortmund, Master Cabinet-maker
1 - Dortmund l ives and works with many of the other
members of his large family; he has seven brothers and
sisters, and has sired eleven chi ldren of his own. Now
in his late f i f t ies, he is a small , del icately boned
man, rather frai l in appearance. His health is
excel lent , however , a fact he attr ibutes to the special
diet of herbs and vegetables he rel igiously fol lows. He
employs over 100 people in his furniture-making
enterprises, many of whom l ive in rooms on his
property; his home and workplace occupy an entire city
block on the south side of the Dorian, in the
neighborhood just southwest of the Plaza of troubadors.
Dortmund is very devoted to his family, and rarely
social izes with other prominent merchants. He has only
two known pastimes outside of his work; he col lects
porcelain and china miniatures, and he considers
himself a connoisseur of f ine wines.
2 - TTie only thing extraordinary about Dortmund is his
spectacular ordinariness.. His works ref lect meticulous
care and steady hand, and are of excel lent qual i ty;
they however , singularly devoid of art ist ic
vision, and merely mirror the prevai l ing styles and
designs. Dortmund’ s f inancial posit ion is rock sol id;
nonetheless , he is a worrier , and constantly expects
the worst. His caution and conservatism are so strong

are

that he only rarely al lows himself to spend money on
his wines and his miniatures. He is very inhibited, and
almost painful ly shy around strangers, unless he is
talking about furniture.

Most of Dortmund ' s family work with him and l ive
similarly colorless l ives. His third eldest chi ld,
Torban ( a rather turbulent young red-head) , was not
content with this drab existence, and ran off two years
ago to become an adventurer. Dortmund knows nothing of
his whereabouts , and forbids the mention of his name in
his household. Thi s is the only breath of controversy
surrounding the family , and the incident is so old that
an area informant would be l ikely to remember i t only
i f he were pressed hard by his questioner.

Dortmund Is transport ing a sizable number of very-
large, bulky pieces of furniture on this journey;
consequently, groups of his workmen ( led by his
brothers Wurzmar and Claudi l l ) w i l l constantly be

by

8-18



U

D ) Trojdnus Sextimus, Dealer of Objects d ' Arta farewel 1 gi f tBoraggio wil l present this evening
to hi s sweetheart ).
6:30pm - Dortmund sits down to dinner with his family.
After dinner, he indulges himself with a bott le of
vintage wine from his cel lar. At about 8: 30, he ret ires
for the night.
10:20prn - In the street outside

1 - Trojanus is a ratt ier tal l , thin middle- aged man,
with del icate facial features. He is sole owner and
proprietor of a fair ly large aft gal lery in the North
Corridor that special izes in pottery and sculptures.
Most of his cl ientele come from the Guild and Merchant
classes
I t is also well known that Trojanus greatly enjoys the
nightl i fe of the city, and is an avid drinker
gamer known in many of Haven ' s chic nightspots. He has
never married and seldom womanizes. He l ives alone,
with a small staff of l ive-in servants, in an elegantly
furnished home that l ies at the very base of the
Hei ghts.

and can readi ly afford his extravagant fees.Dortmund ' s bedroom
window, a wagon heavi ly laden with furniture swerves
abruptly to avoid a cloaked rider who has gal loped out
of a side street at breakneck speed. A poorly secured
table is flung off the wagon, and ricochets off a wall
to the ground with a shattering crash,
wakened by the noise, looks out his window, and sees
the results of the incident; he rushes immediately out
into the street to survey the extent of the damage. Two
of the table ' s legs are damaged irreparably, but the
piece appears otherwise unharmed. Dortmund orders his
workmen to carry i t back into the workroom; he then
spends most of the night ( unti l 4:00am) toi l ing in the
dim lamplight to make the necessary replacements and

and

Dortmund,

2 - Although Trojanus has not changed his rich
l i festyle, his f inancial fortunes have faltered
precipitously in the last 6-9 months. This decl ine is
attr ibutable to two primary causes : 1) The recent
sinking of the 1 arge merchant vessel , Falmost , laden
with Trojanus 1 art objects , off tne coast of Seki , and
2 ) the heavy losses Trojanus has sustained from his
gambling endeavors. The sinking of the Faimost is
common knowledge ' among the city ' s seamenl out tew ( less
than 20% ) know tr ie monetary value of the cargo that was
lost. Similarly , almost any bartender in one of
Trojanus 1 regular haunts wi l l be able to recal l several
evenings in which the art dealer suffered large
setbacks at the gaming tables; but , because Trojanus
frequents several di f ferent establ ishments
barkeep is l ikely to know the extent
loss-es. Thus , the Guild thieves
use a bit of deductive
extremity of Trojanus
cicumstances which
assistance of the Black Hand.

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 tr ip into a large mahogany footlocker.
9:30 am - Dortmund leaves the house, and. walks over to
the open air shop of Tracheotus , the green grocer.
There, he purchases a number of somewhat exotic herbs
and spices that Tracheotus stocks especial ly for him.
Upon returning home with his purchases , he brews
himself a pot of potent herb tea, and sips from a
steaming mug of the brew as he moves about the shop
area , making a f inal check that al l necessary cargo has
been transferred .to the warehouse and that his
employees understand their tasks during his absence.

the four workmen ( including
Wurzmar ) who are to accompany him on the caravan depart
for Boraggio ' s warehouse in a wagon vrf i ich also
a number of trunks and footlockers.

no si
of his overa 11

wi 1 ! probably have to
reasoning to determine
situation, ana to identi fy the

drove him to seek the f inancial

e

th e f u 1

11:00am - Dortmund and

Trojanus borrowed a
to pay off a gambling debt owed to a
threatened to expose his impoverished state

substantial sum from the Hand
iian who had

t o h i s

earn es
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col lect ion. Trojanus invites the two to stay for a
drink; a short while later, they depart after an
extraordinari ly emotional goodbye from the dealer.
6:45pm - Trojanus begins the packing exercise, but soon
becomes distracted. He goes upstairs to his rooms ,
bathes and perfumes himself , dons some more dressy
att ire, and heads out " on the town."
7 :30pm to approximately 12:30am - Trojanus
visi ts to almost al l of his usual nightspots. He drinks
very heavi ly, but is rather quiet , and watches the
crowds around him instead of part icipating in the
night ' s revelry. Between 11:00pm and 11:30pm, both
Trojanus and Benedios are drinking in the Aerie, but
they do not speak to one another.
12:30am, Day 2 - Trojanus goes home, somewhat t ipsy but
not seriously drunk. I f he arr ives home before the
ininions of the Hand,, there is a 20% chance that he wil l
attempt to take the poison he has purchased. If he does
so, there is a 40% chance that he wil l take too large a
dose of the poison ( a la Gauguin ) , and wind up vomit ing
the deadly l iquid out of his system before i t can take
effect.
Sometime after midnight - The Hand thieves arr ive at
Trojanus ' home, bearing a crate f i l led with ten clay
sculptures of a priest ly f igure in a variety of poses;
the crate ' s label’ refers to them as the Ten Miracles of
the Great God Barnos ( note the signif icant number 10,
and the fact that

cl ientele. The Hand, knowing Trojanus is st i l l unable
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 wil l be captured in the act and total ly disgraced.
His emotional state as the fateful moment draws nigh is
manic depressive, f luctuating between periods of wild,
forced gaiety and f i ts of melanchol ia. pays brief

3 - TIMETABLE FOR TROJANUS SEXTIMUS
8:50am, Day T~~Two o? Trojanus ' assistants from the
gal ley, accompanied by two day laborers pul l ing hand
carts, arr ive at Trojanus ' home. They wait in the
sit t ing room while Trojanus completes his dai ly
ablut ions.
9:25am - The f ive men leave the house and travel east
to Caravan Street and then south across Trade Island to
Gambol Street. There is l i t t le conversation among the
group.
10:05 am - The group stops at one of the three- story row
houses that l ine Gambol Street , and go inside to the
loft studio of Ronn the sculptor. There the workmen and
one of the gal lery assistants careful ly pack several
large pieces of statuary in well -padded crates, carry
them downstairs and load them onto the carts. The
second assistant remains on the street to keep an eye
on the cargo. Trojanus remains upstairs while the
loading is going on, although he can occasional ly be
seen peering down at the street scene from the loft
window.
11:15 am - The loading completed, the f ive 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
unload the goods, and joins the aforementioned meeting
of the caravan organizers". He se£ms ' distracted
throughout the meeting, and barely part icipates in the
discussion about the possible change of route.
1:15pm - The meeting ended, Trojanus hdi ls a centaur
cab, and sets out on a long, errat ical ly zig- zagging
course through the south side of Haven. Trojanus
occasional ly stops the cab, clambers out and walks
around for a few moments, then continues on.
2:05pm - During one of these stops ( on Rouge Street ,
near Magic Street ) , Trojanus enters the small shop of
Radri the Potioner. Within, he purchases a small bott le
of very potent (Level 30) poison, which he places in
his left hip pocket.
2:50pm - Up unti l 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 time - the cabbie turns
around from his current route, and heads off at top
speed to Caravan Street , and then across the Dorian to
Trojanus 1 gal lery.
3:10pm - Trojanus rushes into the gal lery, very late
for an appointment with one of his best customers.
Although the dealer apol igizes profusely for his
absence, fabricat ing a story about being delayed at the
warehouse, the customer stalks out of the gal lery in a
huff.
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Plummyrr, go over the gal lery ' s recent correspondence,
and try to get the gal lery ' s affairs in order for his
absence. During this period, the four man freight crew
make two appearances to load a number of artworks from
the gal lery ' s stock. I t is also possible that
representat ives from the Hand thieves may visi t the
gal lery during this time, to arrange the meeting when
the extra cargo wil l be del ivered.
6:00pm - Trojanus, Plummyrr , and another gal lery worker
close up the gal lery, 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 later with i tem? from his personal

Bamos is an anagram for
Gambados ). They wi l l leave this crate, ful ly packed and
nai led shut, in the study, regardless of Whether or not
Trojanus has attempted to take his own l i fe. All other
actions taken by the Hand thieves during this visi t are

discret ion of the GM or the players

nonuvu

up to
portraying the smugglers.
8:00am - Trojanus, i f unpoisoned, rises and completes
the packing of his personal cargo and baggage.
9:30am - The team of workmen seen yesterday returns to
the house, this time on a mule-driven l ight freiyht
wagon. They load the crates from the study onto the
wagon.
10:30am to 10:50am - Journey
completed.
warehouse, and quickly imbibes three
quiet his nerves.

the

Boragyio ' s
Trojanus walks over to a tavern near the

st i f f drinks to

to is

E ) Si lva Boraggio, Caravan Master
1 - Boraggio is a robust , husky man just approaching
middle age, with a booming voice and a gruff but
pleasant demeanor. For several years, he has made his
l iving as a fur trader, unti l he discovered that he
could use his woodland ' s lore and organizational ski l ls
as a caravan master and make good money for much less
r isk. He is said to have traveled every mile of the
Long Road, and many of i ts tr ibutaries; and his good
reputat ion in his trade seems well - founded. He is by
nature a patient , even- tempered man; when angered to
his breaking point, however, he is a dangerous foe (he
is very prof icient with knife and axe, and a competent
bare hands brawler ) . His greatest known weakness is his
constant pursuit of the fairer sex, whom he treats both
chivalrously and chauvinist ical ly. Boraggio is using
the off ice of the warehouse as his temporary quarters

t l ) A K A An r* AAA 1A m -\n * / A ^ U n Aa i z \ j U C C M i j;c i i u n i y mQ \ \y u i i * « ;>
evenings in the company of a young female songstress
from the Street of Harps.
1n LI *» uA A "i n i i u v c i i , \ ' j 4“ K h *ir

P U l n c M u O

2 - Of the f ive suspects, Boraggio has the fewest
secrets, for both his strengths and weaknesses of
character are fair ly openly displayed. Nonetheless, he
values his privacy, and does not l ike people that ask
too many prying questions. Though Silva is reasonably
well off (he always seems to be carrying a healthy
purse of 100-500 GP with him) , he has few dealings with
the city ' s f inancial community, and the latter know
very l i t t le about him. His tastes in women are very
cathol ic, and he has a dif ferent lady love in almost
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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 - Boraggio hastily departs the building
and rapidly makes his way back toward the warehouse,
cutting through alleyways - at times almost breaking
into a run. A few moments later, the cause of his haste
is revealed - the serving wench encountered earlier in
the day. Boraggi.o saddles his horse; lifting the girl
alongside, he rides out the Horse Gate at a brisk
canter , stopping about two miles from town on a grassy
hillside overlooking the river.
2:45am, Day 2 - The pair return to the warehouse, where
Boraggio bids the maiden farewell. He walks around to
the rear entrance of the warehouse, only to find the

Migh Runn, asleep on duty. He rouses the hapless
and gives him an extremely severe tongue- lashing,

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
available for sale at reasonable prices. Most of his
hirelings (80%) will vouch 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 usually
those who have run afoul to one of Silva ' s infrequent
tirades.
3 - TIMETABLE FOR SILVA BORAGGIO
6:00am, Day 1 - Despite a Tate night of carousing,
Boraggio is up at the crack of dawn, showing no i11
effects from the nights revels. He takes a quick tour
around the warehouse facil ity to assure himself that
all is well. There is a 70% chance that he will notice
if anything in the warehouse has been tampered with ,
moved around, or replaced during the night.
6:20am - If 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,
Silva settles down to work, becoming involved in 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:Q0noon to 1:15pm - Boraggio holds forth at the
general meeting with the other organizers. He is
unconcerned, but a bit surprised, when Dortmund ' s move
to change the caravan route to avoid a possible
encounter with brigands is defeated by Benedios ' strong
opposition.
1:15pm to 2:00pm - Boraggio goes to a small tavern
around the corner from the warehouse to get a bite to
eat. While there, he becomes taken with one of the
serving wenches; they talk quietly, and arrange a late
night rendezvous. This completed, he returns to the
warehouse and his preparations.
3:20pm - Benedios Cellini returns to the warehouse and,
under threat of withdrawing from the caravan, foists a
rather hapless- looking young fighting man named Migh
Runn onto the caravan' s guard rolls. Boraggio, though
highly irritated, holds his temper during the exchange;
however, once Benedios has departed, Silva unleashes a
stream of curses, and takes out his - frustrations on
everyone he encounters during the next hour.
5:30pm - Boraggio leaves the warehouse on foot, and
walks through the South Corridor to the block of
buildings where Dortmund plies his trade. He disappears
inside briefly, and reappears carrying a large wooden
box under one arm.
6:U0pm to 6:30pm - Boraggio walks at a leisurely pace,
from Dortmund' s to the Sackbut and Psalter, a
well -renowned inn located on the Street of Harps. There
he meets Lisa Duncan, the aforementioned songstress,
and two of her friends ( also female) ; the four drink
and sup together, and all seem jovial. The box sits on
the bench next to Boraggio.
9:00pm - Some musicians appear, .and begin to play.
Boraggio, by how thoroughly over his bad mood, dances
with one and all of his companions. There are moments
when the box is completely unattended.
10:45pm to midnight - Boraggio and Lisa take their
1eave and walk to the three-story walk-up where she
rents a room. Boraggio presents her with the box (if it

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

boy,
1 ad,
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 warehouse 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 or a team of piayer-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 vtfn' ch the minions of the Hand must perform during
this 36 hour period. At the outset 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 Heights, 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 of comings and goings, or thieves lurking
about the hiding place undisguised, the greater the
likelihood of being noticed).

During the 36 hours of the adventure, the Hand
thieves must accomplish the following tasks:

1) Sometime during the daylight hours of the 1st
day, they must make contact with Trojanus to arrange
their post-midnight delivery of the concealed crystals.

2 ) Tney must accomplish the delivery of the
crystals to Troianus, 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 to 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
to deliver a progress report to the Hand lieutenants.

GM' s should remember that the Hand thieves will
have sufficient time before this adventure begins to
set up any ruses or subterfuges they might wish to
employ to make the transfer and exit of these goods
easier.
Use of Informants

Given their scant store of knowledge at the outset
of this scenario, the Guild players will almost surely
want to increase their understanding
suspects by questioning their neighbors, associates, . or

is still in his possession)

of the five
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the regu la r ne twork of Gui ld in formants. The chances of
ob ta in ing usefu l in fo rmat ion wi l l depend on a var ie ty
of fac to r s; a procedure fo r de te rmin ing the success of
those e f fo r t s i s desc r ibed be low.

a ides ) . Such ind iv idua l s a re assumed to be "hos t i l e
wi tnesses"; they wi l l g ive ou t use fu l in fo rmat ion on ly
i f they can be t r i cked in to be l i ev ing tha t such answers
and d i sc losures a re necessa ry or wi 113 in . some way ,
benef i t the i r in t imate. To accompl i sh such a fea t , the
Gui ld p layer wi l l normal ly have to cons t ruc t a d i sgu i se
( law enforcement o f f i c ia l , long- los t boyhood f r i end ,
e tc.) which wi l l ga in the conf idence of the person
be ing in te r roga ted. The qua l i ty of the d i sgu i se ( i s i t
sa t i s fac to ry for the concep t ion of the ro le? ) can be
judged us ing the Disgu i se ru les presen ted in ea r l i e r
vo lumes of Thieves ' Gui Id, GMs shou ld bear in mind
tha t , g iven the of ten sens i t ive na tu re of the ques t ions
the Gui ld p layers wi l l l ike ly be ask ing , the chances
fo r c rea t ing a c r i s i s s i tua t ion ( where in the p layer ' s
d i sgu i sed i s cha l l enged ) a re much h igher than in normal
d i sgu i se s i tua t ions.

The Informant Resu l t s char t ind ica tes percen tage
chances tha t an ind iv idua l be ing ques t ioned in a g iven
area of town wi l l know some genera l in fo rmat ion about a
par t i cu la r suspec t , o r the p lans of the caravan which
the group of suspec t s has organ ized. These percen tage
chances assume tha t the ind iv idua l s be ing ques t ioned
have some log ica l bas i s fo r possess ing usefu l
in fo rmat ion ( e.g., they a re pa t rons of a bar known to
be f requen ted by a suspec t , ne ighbors of the suspec t ' s
bus iness o r res idence , persons invo lved in s imi la r
bus iness en te rp r i ses , e tc.) ; th i s genera l char t shou ld
no t be used i f the p layers a re ques t ion ing ind iv idua l s
who a re par t i cu la r ly c lose to the suspec t ( see the
sec t ion on Conf idan t s , be low) . The d i f fe rences in base
in format ion percen tages be tween a reas of the c i ty
re f l ec t the compara t ive amount o f t ime tha t each of the
suspec t s spends in tha t par t i cu la r por t ion of town , and
the i r no to r ie ty in those segments. The base chances may
be modi f i ed by the GM to re f l ec t the e f fec t iveness of
the ques t ioner ' s techn ique , and/ or the par t i cu la r type
of in format ion be ing sought. I f the Gui ld p layer comes
up wi th a c lever , be l i evab le ruse to jus t i fy h i s many
ques t ions , h i s e f fo r t s shou ld have grea te r e f fec t than
those of a charac te r who b lun t ly asks a man ' s bus iness
assoc ia tes to g ive ou t inc r imina t ing ev idence aga ins t
h im.

GENERAL INFORMANT INFORMATION TABLE
THE CARAVAN ROUTE

Informant Loca t ion
A B C D E F G H JSubjec t

A1 varado 50 40 30 20
45 60 25 60 10 10 10 20 15

10 20 60 60 -
25 35 10 70 5 5 20 30

10 60 40 35 5 10
25 65 15 35 5 5

45 20
Benedios
Dor tmund
Tro janus

Boragg i o
Caravan

1025

15
10 15

As no ted before , the Informant Chances t ab le may
be used to def ine a p layePs chances 57 obta in ing
genera l in fo rmat ion about a g iven suspec t ; th i s type of
in format ion may or may no t be use fu l in h i s cur ren t
sea rch . I f a p layer i s seek ing an answer to a spec i f i c
ques t ion*, h i s base chances a re cons ide red to be 1/ 2 the
percen tages l i s t ed in the tab le ( rounded up ) , p lus an
ad jus tment f rom the area-spec i f i c char t , Percen tage
Bonuses to Spec i f i c Informat ion Chances.

( Loca t ions:
A - The Heigh t s
B - The Nor th Cor r idor : F inanc ia l
C - The Nor th Cor r idor : Government
D - The Nor th Cor r idor : Other
E - The South Cor r idor : Warehouse

The South Cor r idor : the Plaza of Troubadors
G - The South Cor r idor: Other
H - The Commons : the South Docks
J The Out lands )

j- —

Gui ld in formants a re assumed to have a 15% pena l ty
to the i r s ta ted base chances of knowing mos t genera l
in fo rmat ion , bu t have a 20% bonus to the i r chances of
knowing the answers to the l i s t of spec i f i c ques t ions
( s ince they are concen t ra t ing the i r e f fo r t s on f ind ing
ou t th i s par t i cu la r in format ion ). Gui ld in formants a re
a l so the on ly ind iv idua l s l ike ly to have any chance of
f ind ing the Hand ' s tempora ry s to rage p lace fo r the
c rys ta l s , o r the loca t ions of the ind iv idua l smuggle r s.
A Gui ld in formant i s assumed to have a 20% chance of
possess ing some c lue about the loca t ion of the Hand ' s
h ideou t r f he i s in the same area of the c i ty as the
h.ideou t , and a 5% chance i f he i s in an immedia te ly
ad jacen t sec t ion of town. Gui ld in formants have a 55%
chance of knowing tha t one or more of the smuggle r s i s
cur ren t ly in the i r sec to r of the c i ty ; i f so , the re i s
a 30% chance tha t the informant knows the smuggle r ’ s
exac t p resen t loca t ion. There a re a p le thora of
wander ing Gui ld in formants ( p r imar i ly beggars , bu t
the re a re a l so en te r t a ine rs , shopkeepers , and even an
occas iona l h igh publ ic personage ) th roughout the c i ty ,
wi th the grea tes t concen t ra t ion of these charac te r s to
be found a long Caravan S t ree t and in o ther very crowded
pub l ic a reas , such as the Plaza of Troubadors , Thieves
Marke t , Trade Is land , or Gui Idmas te r s Square. A Gui ld
p layer sea rch ing for a Gui ld in formant shou ld have a
50% - 60% chance of loca t ing one ( per 15 minu te sea rch
tu rn ) in these mos t popu la ted a reas , and a 25% - 35%
chance e l sewhere.

PERCENTAGE BONUSES TO
SPECIFIC INFORMATION CHANCES

THE CARAVAN ROUTE

Informant Loca t ion
B C 0 E F G H JSubjec t

ALVARADO
Financ ia l Pos i t ion
Sorcere r ' s Corone t
Ar ie l l e Re la t ionsh ip

20 1010
2510

1025 25 25

BENEDIOS
Financ ia l Pos i t ion
Wife re la t ionsh ip

10 15 15 15
2025 10 10

DORTMUND
Financ ia l Pos i t ion
Mismanagement Fears

15 10
- 1010 10 10

TROJANUS
Financ ia l Pos i t ion
Gambl ing Habi t s
Sunken Trade Vesse l

10 10
20 2010 20

305
B0RAGGI 0
Financ ia l Pos i t ion
Gi r l Re la t ionsh ip
Profess iona l Repute

5
10 25 10

2020 20
CARAVANConf idan t s 10Depar tu re Time
Schedu led Meet ing
Guard Arrangements

30 10 10On cer ta in occas ions , p layers may dec ide tha t they
need to ta lk wi th a suspec t ' s c loses t in t imates ( g i r l
f r i ends , immedia te

10 25 10
10 10 20 10ami ly , bus iness par tne rs , or key
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RESCUING THE CRYSTALS
the living room which overlooks
viewing
artwork and sculpture decorating most of the

The Gui ld thieves in this adventure can, if they
locate the crystals in 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
goods are in transit between the warehouse and the home
of the reluctant courier, 3 ) from Trojanus 1 house, or
4 ) from Trojanus * men as they haul the target goods to
Borayyiols warehouse. 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 information on how to handle
surveillance or breaking and entering attempts at each
of these locations, and presents a floor plan for the
art gallery/house of Trojanus ( the most l ikely site of
a recovery effort ).

the biggest of the
chambers. As might be expected, there is

rooms of
the spacious house, particularly the many areas of the
art gallery on the lower level ; however, about 80% of
the most valuable pieces are displayed in the library
and the living room upstairs ( 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 library and
the living room are protected in the following manner :
i f the statues are lifted from the pedestals, or the
paintings from their hanging positions, and an object
of equal weight is not put back in their place, a
stream of gas containing a potent soporific ( STM saving
roll at -4 or sleep 2D6 hours ) is released from a
nearby source in the ceiling. Removal of any of these
items also sets up a series of blade traps ( 6 in all ,
spaced at varying heights 3 ' apart , HAC0 2, damage 2D6 )
in the main entry hall on the upper level . Tne windows
in these rooms are electrif ied ( MGR saving roll or take
2D8 temporary damage to STM) , and are activated when
touched from either side.

1) Hand Warehouse. Since the Hand thieves have the
option of choosiny any of a number of sites; general
information about these structures can be provided. Any
given warehouse is likely to have a foreman and 2D4
workmen on duty duriny day hours; there is a 50% chance
that these employees will possess some weapon skil ls
(primarily club, cudgel , or knife). There is a 20%
chance that the warehouse also employs a night shift
consisting of a foreman and 106 workmen. There will
normally be 2D3 guards on duty (01-60 Green, 61-90
Intermediate, 91-00 Veteran) between dusk and dawn; if
there is a night shift, subtract 2 from this die roll
( thus, if two l' s are rolled, there would be no guards
present ). There is a 60% chance these guards (unless
Veteran) will surrender i f 50% or more of them have
been wounded..

There is only a 15% chance that a warehouse is
equipped with arcane protection devices; if so, it may
be presumed that the goblets are placed within the area
guarded by this magic. Otherwise, the main, non-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 have 2D1000 containers, in all, within its walls;
a 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 near the warehouse site to keep an eye on their
booty. If they are visible and unsuccessfully Disguised
( i f they attempt to disguise themselves, make a normal
Success roll , assuming that the Guild informants have
IQ and DSC of 12), add 10% (per Hand thief so occupied)
to the chances that a Guild informant will spot the
hideout.

Near the front entrance to the gallery
lower level is Trojanus ' office and study ( C ) ; next to
it is a small storage area (D). Both are currently
fi l led with a number of crated or partially packed art
objects awaiting delivery to the caravan. It is here
that the crate bearing the concealed crystals will be
left for the night. There will be 2D 20 crates in
various stages of readiness about the study and the
storage room; 65% of these are closed and sealed. All
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 quill and ink.

As indicated earlier, the Hand has concealed the
ten goblets within small , clay statuettes described as
"The Ten 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 quality of the workmanship
in the statues

* The difference in handwriting on the crate
containing the crystals . . .

theon

k

2 ) Transport of the goblets from the warehouse to
house. The mechanics of th is 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 ' l l get no help from
us on this one! ).

T rojanus

L _LJ Storage

~] Gallery

house. The art dealer ' s art gallery
cum home is located Tn a fairly large 2-story building,
surrounded by a high hedge; there is a small f lagstone
courtyard ( lined with shrubs) in front , and a formal
garden to the rear. The floor plans of the interior are
presented below.

The front and side doors to the residence are all
protected by Complexity 3 locks , and all 3 are built of
sturdy timber. There are no windows on the 1st floor ;
those on the 2nd floor are comprised of many small
diamond- shaped, multi - colored glass panels; except for
the one leading to the upstairs library and the two
beside the fireplace in the living room, none are at
all trapped; neither is the wide, curtained opening in

*3 \ Trm’ annf
j y I S \J ,J U I I U J

J
C

rrrrrTTT^n ASL
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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 the front door
(Level 1 lock, 20% chance of encountering someone in
the halls of the Inn) or from outside (by climbing up
to the balcony adjoining the rooms; its door is
unlocked between 11:30pm - 2:00am). Both Alvarado and
Ariel le 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 the entry is
made after 11:00pm on the first day, the Guildsinen will
find the large box presented to Alvarado by Sindra; it
contains only the riding boots described earlier.

c ) Cel lini household - The entryways to Benedios 1

home are we11 trapped, a hardly surprising fact given
the controversy surrounding Benedios ' marriage to the
Duke ' s niece, the raging battle between the Cellinis
and he dwarven metalworkers of Haven, and Benni ' s own
1 es's-than-amiable personality. Also unsurprising, given
the aggressive natures of the Cellini pere 1 and fils,
is the fact that these enchantments are designed to
damage ( or quite possibly kill ), rather than detain,
anyone so audacious as to intrude (<!M' 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 worthy 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 child"
under their breath ).

d) Dortmund' s home - There will be a continuous
flurry of 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 workmen while they are in the
midst of their searches. With the enormous number of
bulky furniture pieces being shipped 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 that they will be able to rule him our by
searching his property.

Besides Trojanus (who, if not deceased, will be up
in his bedroom (E ) ), there are 4 live-in servants here
with quarters above the small stable off the garden and
the main building. There „is 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 lightly
this night; there is a 65% chance he will be awakened
by any loud noise (defined as anything much above a
vrtiisper ) emanating from the study or storage room,
which are nearby ( underneath ) his bedroom. If he does
appear, he will be only too glad to allow the Guild
thieves to take back the crystals - provided that they
tie him up, beat him, 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 from
house of Trojanus wi 11 be 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 fight ) ; they will not
run from trouble. Trojanus and his assistants on the
other hand, are likely to look for the nearest cover
avai 1able “ and surrender if fired upon (unless Trojanus
sees the Hand agents looking on, whereupon he will try
to make a good verbal showing of outrage - and fail
rather miserably). 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 have some difficulty in
escaping at any speed with these vehicles.

goods the

Other Bui Idings

a) Boraggio ' s Warehouse - Since all goods being
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 daylight 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
warehouse complex. They will have little patience with
( and will probably throw out ) anyone who hems and haws
about 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 - 3D8
people each half hour 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 on, comprised of
4 + 2D8 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 admit - characters seeking entry will
probably have to furnish some sort of tangible proof of
their 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 Migh Runn lies
asleep on duty. Only those merchants transporting
extremely large loads ( like Dortmund) will continue to
make deliveries throu^iout the night.

"PLAYING FOR TIME"
It is possible that the Guild players, panicked by
seeming enormity of their task, may decide that

to recover the crystals in the 36-hour
and start looking for

which to
or more of the Guild thieves hired

the
they may fail
time frame available to them,
ways to extend this limit. The easiest way 4 n
do so is to get one
on as guards; characters must have
REF and STM attributes equal to 48

a total STR, CDN,
or more, and make a

saving roll against MAG (1 point is added to the MAG
saving rol 1 for each point of attributes the player

this reflects the fact that ifpossesses over 48
you' re big and strong and can hit a swallow between the

one really cares if you don' t
bathe very often). Players may also wish to try to hire
on as cooks (20% if trained in Choking, 50% if Master) ,
scouts (must have both Tracking and Trapping s k i l l s,
and above average sensory abilities to qualify) , or
other caravan personnel (healers, drivers, etc
GM' s discretion), if Guild thieves are successfully

eyes at 50 paces, no

at•»
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undoubtedly growing
consume most of

i t di f f icul t to act on their
suspicions , for their caravan tasks
each day, and employees are kept soinevtf iat segregated

and travelers after the caravan
camp, guards

hired, the scenario can cont inue on after the caravan
has lef t Haven.

The plans cal l for Trojanus to dispose of the
crystal -bearing statues in Plandissfor , the second stop
on the caravan ' s travels. To ensure that there are no
hitches in this plan, two Hand thieves (Espar D ' Aguel lo
and Montakk the dwarf ) haved hired
guard, respect ively. As the days pass, Trojanus wi l l
become more and more obviously nervous and paranoid
about everyone ( reveal ing himself quite blatant ly as a
man with a secret ). However, the Gui ld thieves may f ind

from the merchants
stops to pitch camp each evening. While in

the greatest mobi l i ty of any of the
however , whi le the caravan is on

/

caravan
the move,h ave

workers;
special personnel such as scouts or healers are l ikely

have the greatest freedom to roam amongst the wagons

on as scout and

to
of the organizers.

CHARACTER DESCRIPTIONS FOR THE CARAVAN ROUTE

Character
Notes

Requisi tes
ST CO RF SM IQ MR Weapon HAC0

Armor
Damage Class HTK

Combat
ClassName

inAlvarado VET HU TRD 11 10 9 13 13 14 BUSWDe
LBOW

3D4 LTH 56 26
2/6 /9 1D 6

* (1)Ariel le 1NT /E TRU 7 8 - 12 11 13 7 1D 4 CLO 3DGR 10 14
5/9 /14ThKNF 1D 4

( 2 )Benedios INT HU MER 5 12 12 10 12 9 RAPR 1D8 CLO 29 17
DGR 11 1D4

*(3 )Madalena
Dortmund
Brother #1 ( see text )
Brother #2
T rojanus
Assistant #1
Assistant #2
Laborer #1

GR HU NON
EL HU MER

INT HU NON
INT HU NON
INT HU TRD

GR HU MER
GR HU MER

INT HU FTR

6 17 14 10 9 13
10 15 11 12 10 15
11 8 8 14 7 17
12 10 9 14 6 11

8 11 11 5 12 12
12 8 8 9 13 9
12 8 8 9 13 9
15 7 9 18 7 16

NON 0
NON 2
NON 0
NON 0
CLO 2
NON 0
NON 0
NON 0

19None
(n ROD 36

CLUB 8 2D4 26
2D4CLUB 8 19

(5 ) DGR 10 1D4 13
None 15

15None
GRHMR
FIST

8 2D10
1D5 ea

27
5

Laborer #2 INT HU NON 13 11 13 10 11 15 MAUL 3D 4 NON 17 21
FIST
SPEARe
ThSPRe

4 1D 4 ea
VET HU RGRBoraggio 4/7 LTH 6 3012 15 11 13 15 6 3D5

2/7 /12 ID12
tangleNET 5

(6)Warehouse Guards
A INT HU FTR 11 14 12 14 7 9 BDSWDe

LBOW
2BBAXe

6 3D4 LTH 5 27
3/ 7 /10 1D6

VET HU FTR 13 9 14 12 9 12 4 3D5 LTH 6 35B

NOTES:
(1) Both wear bracelets which contain Missi le Repulser
spel 1 s ( 5 charges
aside the weight equivalent of 8 arrows ).
( 2 ) Cloth shir t is embedded with a Limited Invisibi l i ty
spel l - wearer may remain invisible as long as he does
not move.
( 3) I f 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 spel 1; he wi 11 not be carrying i t

unt i l the morning of the caravan's departure.
( 5 ) Trojanus wi l l surrender immediately i f facing a man
with a weapon - the only thing he is l ikely to take a
chance on stabbing is an unconscious mass.
( 6 ) To create a warehouse guard, rol l a D100 (01-15
green, 16-55 intermediate, 56-95 veteran, 96-00 el i te) ,
then use the hirel ing f ighter tables from TG I I. Two
sample guards are provided for those of you who do not
yet own TG I I - but you better pick up a copy soon,
' cause we may not be so nice next t ime!

each charge last lOmr and turn

THE RIVER ROUTE

even a semblance of power along the
Gui Id
this valued- cargo, and prevent
the crystals aboard.

In this scenario, i t is assumed that the Hand
les have decided to try to move the crystals out

of the ci ty on one of the vessels current ly lodged in
Haven ' s ports.

Since Haven is si tuated on a r iver , shipping can
go both ways - upriver, from the North Docks si tuated
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 r iver at each end of
the ci ty, but almost al l of the actual cargo handl ing
is done on the northern bank of the Dorian, v*nle the
south bank caters to those who are stocking their ships
for voyages.

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

North Docks, the
the ship designated to carry

i t from embarking with
thieves must locatec m nomuy ynn

THE SHIPS

At this moff ient , there are between 25 to 30 shipsrest ing at anchor in the down r iver roadstead of Haven,
moored t o d o c k s and Carves primari ly on the north sideof the r i ver. A 1 i ships must register with the ci ty ' sMinistry of Ports and Shipping upon arr ival , and arealso required to not i fy the Ministry of their intended

can col 1 ectdate of departure ( so that ports off ic ials
the appropriate dut ies
exported from, the ci ty). on goods imported into, or
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the Guild thieves desire , but the GM is not supposed to
leave this book where his players can read it ) .

First ,
dockworkers ,

Five of the ships in port below the rapids are
scheduled to sail within the following week . Since it
is unlikely that any ship ' s captain would permanently
jeopardize his standing i n such a key port by leaving
without the requi red notification , these vessels are
the only five that can b e used by the smugglers , given
their severe time constraint .

the thieves can directly approach
or crewmen on the individual vessels , and

inquire as to their sailing- plans . However , this
technique is indiscreet as well as time-consuming , and
would justifiably pique 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 rumormonger .
Since the comings and goings of shipping traffic are a
matter of common interest , almost any informant
contacted will have some knowledge of this subject .
Roll a 0100 to determine what fraction of the
departures a given informant is aware of ( 01-20
ship , 21-40 = 2 ships , etc . ) . Then roll a D5 to
identify the vessels about which the informant has
knowledge .

a small , sleek and rakish
single-masted sloop rumored to be exceedingly swift ,
one of the speediest vessels under sail afloat . She is
owned and operated by two adventurers of some notoriety
in the Ten Cities region , the husky red-bearded warrior
Pfaff Hurd and his 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 Sholokith Bay and the
Turbulent Ocean ( consequently , many suspect that
Intrepid has another destination planned in truth ) .

a round bottomed merchant ship
owned by

-a syndicate of foreign free traders . The
destination of record for their upcoming voyage is the
port city of Solhedrin ( where the crystal goblets
sought by the Guild thieves were originally crafted ) .
It is well known around 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 bolts of cloth , and numerous coils of rope
and cord , intended for delivery to several of the
city-states that lie southerly along 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

1 ) Intrepid

1

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 Shipping . Morrey , for a hefty fee , will
provide anyone with a thorough list of scheduled
departures ( including the name of the ship' s owner ,
captain ' s name and reputation , and the vesse
declared cargo ) . The only problem with this approach is
that Morrey is an equal opportunity gossip who will
sell information to anyone - thus , there is a 25%
chance that the Hand thieves will learn of the Guild ' s
visit and obtain a positive It) of the individuals who
metwith Morrey . There is 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 whether such a source might
exi st .

2 ) Walpurgis

her
1 ' s

High lands Maid and Cartagena are intended to be easily
identified by the Guild thieves as unlikely recipients
of the crystalline treasure , leaving the other three
vessels as possible targets
investigation . These three ships
important ( in terms of information ) crewmen , are
therefore described in greater detail .

a galley of 80 oars , partially
refitted as a warship and donated by the family of
Nimrodel to the city' s naval defense force . The ship
and her all - volunteer ( well , that ' s what the officials
call them ) crew are scheduled to leave port for a week
of routine practice maneuvers before reporting for duty
with the down river patrol squadron .

5 ) Akureiya
Tandouray Spice Company of Haven . She is scheduled to
sail across the Turbulent Ocean to the fabled Port

requiring further
and their most

A ) Intrepid - Despite the skepticism evinced by
outside observers
Cliff . Gramouza and Pfaff have heard the tale of a
great sunken treasure lost aboard a ship smashed upon
the perilous 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
Scoobah . 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 ) young women they' ve encountered at the Crystal
Ship ( a tavern located nearby along the docks ) .

Both are inveterate womanizers , and can fall easy
wench . However ,

be very angry if they learn that others ( even
pretty women ) are snooping into

n H 1 1 1 H /"I I I T O I/ I W ^ ^ I.I A i k l -i ^ ^V I M \J n u i i i u v j u V I J T U I O W I I U I Q U C i !|

not aboard

a two masted corvette owned by the
Intrepid is indeed bound for Hag ' s

Byulana in the distant kingdom of Jez , in search of
fresh shipments of exotic western spices . It is rumored
that the voyage will require over two years to
complete . Akureiya carries a strong box filled to
0 v 6 i i i .OWniy wi on y6mS emu yuiucr i u u i n S ^ a:> m a n 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 Guild 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 : prey to the charms of a luscious young

th ey wi 11
women , even young ,
f h r .a -f f ai re
\> I • V • I U I I VA I I V ^they personally encounter snoopers . When
their craft , they spend most of their time at the
Crystal Ship , vtfiich they find an excellent source of
lore and information . Hienever their ship is left

sneak aboard

6 ) Veritas , a rakish 40-oar galley ;
7 ) Firedrake , a large galleon;
8 ) Petruchia , another round- bottom merchant ;
9 ) Taras BuTba , sister ship to Petruchia;

10 ) Bonadieux , a swift built privateer;
11 ) Victory , another galleon ;
12 ) Delight , a small coasting vessel ;
13 ) Perra Duranja , yet another galleon ;
14 ) Castle of the Sea , a high - peaked galleass ; and ,
15 ) Eastern Star , a 4 masted argosy .

unattended , a trap is set for any who
Intrepid . At the top of the companionway is a
Iantern

smal 1
- vdien approached from the side facing the

to go down the steps
releases a blast

ladder ( i .e . , when someone tries
into the interior of the vessel ) , it
of energy capable of stunning anyone within a 15
radius into unconsciousness for
roll against MR -6 to resist initially ,
against STM each hour to awaken ) . The safety switch for

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 obtain the information

up to 8 hours ( saving
saving rol 1
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th i s t rap i s the l i t t l e whee l which ra i ses and lowers
the wick in the lan te rn - lower ing the wick tu rns the
t rap of f .

desc r ip t ion of tha t shop be low for fu r the r de ta i l s ) ; i f
no t , t i i e re i s a 20% chance he wi 11 do so la te on the
f i r s t even ing of th i s adven ture ( a f t e r rendezvous ing
wi th the agen t s of the Hand ) .

Zuker Fassb inder i s a d i sgrun t l ed
Akure iya ; among o ther compla in t s ( mos t o f
imagi nary ) ,he fee l s tha t he was passed
promot ion to mate
Zuker i s a lousy sa i lo r - the fac t tha t he has
as many vqyages as he has i s a
wi l l spend h i s las t two days in
f l ing ,
the St ree t of S i lk Vei l s. I f encounte red , he i s l ike ly
to be very drunk , and qu i te d i sorder ly , bu t more than
wi l l ing ( wi th the he lp of ano ther foamy mug of
tongue-o i l ) to ta lk about the th ree men in dark c loaks
he has seen nego t ia t ing wi th h i s Capta in.

Only two of the o ther crewman of Akure i .ya ( no t
inc lud ing Fassb inder ) know tha t the i r sh ip i s used in
the se rv ice of the Black Hand : Megara , the sh ip ' s cook ,
and a seeming ly und is t ingu i shed crewman , Haldor Block .
Megara i s a long-t ime assoc ia te of Hoornbay , and i s kep t
in formed so tha t he cou ld comple te an ass ignment i f
Gourdebas were k i l l ed or o therwise incapac i t a ted .
Unbeknowns t to Hoornbay and the Black Hand , Megara keeps
an up- to-da te d ia ry of h i s t rave l s , inc lud ing many
de ta i l s of the Hand ' s work ; th i s d ia ry i s cur ren t ly

in t i i e room Megara ren t s a t
desc r ip t ions

the crew by the Hand
ac t iv i t i e s; Gourdebas has

ac ted upon

B ) Walpurg i s - Walpurg i s 1 need fo r new crewmembers
i s the resu l t o f a recen t p i ra te a t t ack which , whi le
s taved of f and b lun ted by the res i s t ance of the crew ,
was ex t remely cos t ly ( a lmos t ha l f the crew los t as
casu l t i e s , and ex tens ive hu l l damage , minor marks of
which a re s t i l l ev iden t ) . One of the crewmen los t was
the wizened o ld f i r s t mate , prompt ing the promot ion of
the re la t ive ly inexper ienced , bu t unden iab ly eager ,
second mate , Simpson. Capta in Kluh ig and h i s Naviga to r ,
Nvvl Pfsk , spend mos t o f each a f te rnoon and even ing -roughly 3pm to 11pm - ho ld ing for th a t the Seas ick
Par ro t , pa r t i c ipa t ing bois te rous ly in the reve l ry and
buying dr inks fo r prospec t ive crewmen. Kluh ig i s a
bur ly , jov ia l man , to ta l ly in love wi th the sea and the
seaman ' s l i f e; he has over 20 years exper ience as a
h igh ly competen t sea-cap ta in , and many an as tound ing
ta le to te l l . Pfsk bears a no t-qu i t e-hea led sca r on h i s
cheek f rom the recen t encounte r , and h i s brush wi th
dea th has caused him to th ink long ing ly of re t i r ement -he has on ly remained on Walpurg i s fo r t in' s coming
voyaye ou t of loya l ty to Kluh ig . Whi le the Capta in i s a
t rus t ing man , wi l l ing to th ink the bes t of a
prospec t ive new crewman , Pfsk i s more cyn ica l , and
l ike ly to ask pene t ra t ing ques t ions about a man ' s pas t .

Simpson spends h i s days aboard sh ip. He i s a
bundle of nervous energy , scur ry ing about to superv i se
the f ina l aspec t s of the sh ip' s repa i r s , making
ar rangements fo r the lay ing in of s to res , and ta lk ing
to those seek ing ber ths aboard the vesse l . At n igh t , he
carouses migh t i ly , t ry ing in va in to forge t the love ly
g i r l in a fa r- away por t who has s to len h i s hear t . On
the f i r s t n igh t of th i s adven ture , he may be found on
the S t ree t of S i lk Vei l s ( p robab ly a t the Red Roos te r )
sampl ing the p leasures of the fa i re r sex; on the second
n igh t , he wi l l be in the opium den in the rea r of the
Crys ta l Sh ip.

Those vrf io s ign on Walpurg i s as crewmen may move
in to the forecas t l e ( pronounced fok-se l l ) l iv ing
quar te r s immedia te ly i f they so choose. Since Walpurg i s
i s ber thed qu i te near Akure iya , an en te rp r i s ing Gui ld
th ie f may wish to h i re on to make proper use of th i s
idea l van tage po in t.

seaman on
th em

over fo r a
tha t he shou ld have had ( ac tua l ly ,

surv ived
mat te r of pure 1 uck ) . He

por t hav ing a f ina l
d iv id ing h i s t ime be tween the Seas ick Par ro t and

kep t under the bed
Alekh ine ' s Board ing House ( see shop
be low) . Block has been p laced on
to keep an eye on Hoornbay' s
some susp ic ions about h im , bu t has no t ye t
them.

SHOP DESCRIPTIONS
FOR THE SOUTH DOCKS

In the i r sea rch for in format ion , the Gui ld th ieves
may wish to en te r any of a number of va r ied bus iness
es tab l i shments in the area near the South Docks . Th i s
sec t ion prov ides bas ic desc r ip t ions of some of the
shops and the i r personne l , and ind ica tes any spec ia l
in fo rmat ion ava i l ab le in these shops and the genera l
c i rcumstances under which such in format ion migh t be
revea led. The GM can use th i s mate r ia l as a gu ide Wien
runn ing encounte r s be tween these NPCs and Gui ld / Black
Hand th ieves .C ) Akure iya - I f the sea rou te i s chosen , Akure iya

of the crys ta l gob le t s. The
Tandouray Spice Company i s a f ron t organ iza t ion for the

a h igh - rank ing BH of f i c ia l
( Gi lbe r to Maggia ) on i t s Board of Di rec to r s. There i s a
30% chance tha t any Gui ld th ie f wi l l recogn ize th i s
Black Hand connec t ion i f he hears the company ' s name
ment ioned in connec t ion wi th the vesse l .

Whether o r no t the smuggled t reasure i s to be
t ranspor ted on the sh ip , Akure iya has
en la rgement made to her cargo capac i ty - work per fo rmed
by Nimrode l the sh ipwr igh t . A
added , concea led beh ind a
on ly th rough a locked
f h A T u/ a } 1
Ul • U V ? f V* » • •

i s to be the cour ie r
A ) Tne Navy Yard of the Ci ty of Haven

prov ides s to rage for a l l the supp l ies
( cordage , bar re l s fo r wate r , f lour , sa l t mea t , e t c . ,
f i t t ings , weapons , and so for th ) used by the e igh t
ga l l eys which the c i ty main ta ins to pa t ro l down the
Dor ian to the sea . There a re wal l s a long the two a l l eys
a t the rea r , and a wooden fence a long Drayers ' Loop ,
wi th a ga te loca ted oppos i t e the c i ty p ie r ; the yard i s
guarded 24 hours a day by a smal l fo rce of mercenar ies
spec i f i ca l ly h i red for the purpose. Car tagena , the
newes t sh ip in the c i ty ' s f l ee t , i s cur ren t ly load ing
s to res fo r her for thcoming depar tu re.

Black Hand , and has

jus t had a smal 1

compar tment was
and access ib le

new
fa l se wal l

( complex i ty 3 ) sec re t pane l in

B ) Hami 1 ton , CornerHoornbay Gourdebas , i s aAkure iya * s cap ta in ,
medium- bu i l t man of very dark complex ion ( pa r t ly f rom

years of sun and sea ) , wi th luxur ian t , we l l pomaded
brea th - tak ing ta t too of a f igh t ing

i s a lmos t a lways v i s ib le ,
very loose sh i r t s , open to

sh i r t a t a i l - par t i cu la r ly aboard
congen ia l , even to s t rangers ,

makes rope and cord . He supp l ies to a l l the
chand le r s in the c i ty , bu t wi l l se l l d i rec t ly to sh ip
owners i f the requ i rement i s la rge enough . Pfa f f Hurd
has been in in the las t few days wi th an order fo r
10 ,000 ' o f 3/8" l ine ( no t a common s ize , even fo r a
smal le r sh ip ) , and Anson Blackbourne p laced an order
two months ago for 500 ,000 ' o f assor ted cordage , fo r
t ranssh ipment on High land Maid . This in format ion wi l l
be read i ly vo lun tee red , s ince Hami l ton i s proud of the
ab i l i ty of the men of h i s rope walk to produce good
cord , and wi l l i l lus t ra te h i s po in t by t e l l ing about
these recen t o rders fo r la rge amounts of rope.

h i s
mus taches , and a
gr i f f in on h i s ches t ( th i s
s ince Hoornbay e i the r wears
the wai s t , o r no
sh ip ) ,
bu t i s

Ho'ombay i s very
a double- ta lke r ; a l though he wi l l accep t b r ibes ,

Black Hand bosses , and wiHhe i s very 1 oya l to h i s
prov ide on ly mis in format ion and fa l se he lp. There i s a
40% chance tha t Hoornbay wi l l have a l ready v i s i t ed
Jasmine ' s House of Ta t toos whi le in por t ( see the
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wide world". Unfortunately for Pfaff Hurd and Gramouza,
when they visited him he did not have one in stock for
the Hag ' s Cliff area. He told them it would take him
six months to get one from the nearest possible source
( they were not pleased) .

C ) Jasmine ' s House of Tattoos
is just a t iny hole-in-the-wall with

dirt-caked windows, through some of which can be
distinguished (barely) some incredible drawings on
display. Jasmine Adder is a tattoo artist of some
renown, and is able to charge a sizable fee for the
application of her unusual talent. She is a largish
woman of indeterminate middle- age, with slightly
stringy mouse-brown hair, and is usually found seated
on a dilapidated couch in her shop, with a small table
in front of the couch covered with needles, dye pots,
etc. She employs a network of neighborhood urchins to
keep her appraised of the arrival of new vessels at
both the North and South Docks. Because of her high
rates, her clientele is comprised mainly of ships '
off icers, and the rare frugal seaman who has saved up
his meager shares for the privi lege of Jasmine ' s
art i stry.

F ) Petals of the Rose
is supposedly a small version of the bawdy

houses occupying the Street of Silk Veils; however , i t
is generally disparagingly referred to by the denizens
of the South Docks as " Scales of the Fish ". There is a
15% chance each on Gach night of the adventure that
Zuker Fassbinder or Simpson wil l visit here.
G) The Crystal Ship

is a smoky, dimly-l i t tavern at the end of a
seldom-cleaned alleyway. There is an opium den in the
back room 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-custoiners of the inadvisabil i ty of entering. The
common room is of reasonable size, but could hardly be
called spacious; i t is open around the clock, and there
wil l normally be 20 to 30 ( 20 + DIO) seamen and other
nautical types drinking, gambling, and tel l ing tales to
each other.

Simpson, f irst mate of Walpurgis, wil l 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", has a long acquaintance
with this adventuresome pair , and knows them to be
total independents, unlikely to be working in league
with anyone else. However, this fact wil l not be
volunteered; i t wil l come out only i f Tiny is asked
directly, or i f a closely related question is posed. A
middle-aged, rather washed-out barmaid named Drucella
wil l also claim to know the two adventurers well ; she
wil l , however, revile them as unscrupulous cutthroats
( in reality, she is acting out of spite because her
advances were spurned by Pfaff ).

The tavern is a hotbed or rumors and information
for anyone who knows how to sit patiently and l isten -
players who act in such a manner should be rewarded
with a roll on the Informant Information table for each
hour they remain at the tavern (maximum of 4 rolls ).

Jasmine uses a potent l iquor as a painkil ler
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 has unknowingly
mentioned the crystal goblets to Jasmine. Although she
is no Guild sympathizer, Jasmine is a foe of the Black
Hand organization because of their excessive brutality,
which she considers "bad for business ". Consequently,
she is l ikely to give what information she has to any
Guild thieves Wio inquire, i f they explain their
purpose.
D ) The Seasick Parrot

is the most rol l icking of the bars in the
South Docks. The place is usually f i l led with song,
.wine, women, and many ribald entertainments; the
revelry frequently lasts through the night , and into
the following morning.

In addit ion to the key figures from the ships l ist
already noted to be among the regular patrons of the
bar ( Zuker Fassbinder of Akureiya, and Captain Kluhig
and Nvvl Pfsk of Wa 1purgfs7, one of the regular
entertainers is a Guild informant. Jigger Cassadi plays
a mean gitar , sings well in a pleasant baritone, and
also sings to Guild thieves about South Docks
information (he receives a 10% bonus to the normally
indicated Information chances when asked for info
regarding either of the two ships mentioned above) .
E ) Bidurim, Chartmaker

is reputed to have charts of almost every
port, harbor, and stretch of sea-coast in the " whole,

H) The Widow Bupkes
runs a boarding house. The new second mate of

Cartagena stays here. The widow is also famous for her
navy bean soup.

i
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J ) Sym' s Storage Company
is housed in a large warehouse, situated

across from Alekhine’ s; it is used primarily as a
granary. This company is also a stronghold of the Black
Hand. If Guild types stop here to make inquiries, or if
they are spotted entering Alekhine ' s ( only a 15% chance
of the latter unless the parties in question have
already stopped 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 will ingness and/or ability
to provide useful information. If they can keep the
Guild suspects there until the runner to headquarters
returns, the latter will be accompanied by a Black Hand
thief, vino will attempt to shadow the Guild people
after they leave.

The owner of the company, Lazar Symbocca, is
almost never there ( 5% chance) ; he is always said to be
" returning shortly". Esgar, the foreman, and his
helpers, Rimer, Div, and Jim Bostry, are all loyal
Black Hand supporters, and would never wi 1 l ingly help
the GuiId ' s cause.

supplies and light 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 fi l led; 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 good navigational chart of the Hag ' s Cliff area.
Boggle, in particular, will remember the encounter,
since Hurd laughingly paid his bil l with a large pink
pearl worth 2 to 3 times the value of his purchases.
R ) Mintar, Weaponsmith

is a stocky dwarf ( stocky even for a dwarf )
who makes naval weapons ( ships ' weapons primarily,
although he does make cutlasses, marlinspikes, etc.).
Both Captain Kluhig 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.
S) Soul 1 s Anchor

K ) The House of Fashion
provides " shore clothes" for many of the

sailors 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. Of course, you' l l have to buy some of his
clothing "deals"

is a run-down, overcrowded tenement, where a
Salvation Army-style group provides food and shelter to
broken-down old seamen, and to the widows and orphans
of sailors lost at sea. Padre Antrim, a rail-thin,
frail young friar with seemingly boundless enthusiasm,
is the spiritual leader of the flock. The fellowship
has recently received a large contribution from an
anonymous benefactor - this fact is a prominent item in
the current rumor mill (unfortunately, it bears no
relationship to the Guild thieves ' mission).••

L ) Jakkeb the Sai lmaker
makes sails, is 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 slightest provocation, he will bore to tears
anyone foolish enough to stand sti l l and listen.

T ) Voelkher ' s Sea Transport
is the abandoned warehouse of a long defunct

shipping and forwarding company. The doors and first
floor windows of the two story wooden structure have
been boarded up, but there are 2 or 3 crawlways which
can be used to gain entry. The cavernous lower floor
appears totally deserted and untended for years; all
that is left of the fohiner company ' s operation are
scattered remnants of broken crates and smashed barrels
( some are sti l l partially fi l led 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 wooden stairway
near the front of the building; the stairs are sti l l
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 sti l l intact. The two 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 l ies in one corner ( this
place is sometimes used as a hide-out by the Black
Hand). There are a desk, four chairs of varying
description and solidity ( 35% chanc& of collapse for
any except the one behind the desk if sat upon) , two
b c t b ui b n c i v c i a y a i i i H u » c w a \ i

top drawer of the desk may be found a spyglass
(multiplies normal Sight identification ranges by 10).
There is nothing of interest in the large office.

M) The Slop Chest
carries all manner of personal items prized

by seamen. There is a 65% chance that any crewmember of
any ship will make at least one stop here, but only a
10% chance that visitors will have revealed anything of
even vaguely useful import.
N) Alekhine ' s Boarding House

is a cheap; and reasonably clean, transient
rooming house frequented by many sailors when on shore
leave in Haven. Hoombay, Zuker, Megara, and several of
the other Akureiya crewmembers are staying here; so is
Nvvl Pfsk of Walpurgis. Alekhine, a - shriveled,
bald-headed old codger , attributes his longevity in
these tough surroundings to his credo of asking no
questions of his clientele. He knows l itt le gossip, and
tells less; however, for a reasonable bribe, he can be
convinced to leave a pass-key on the desk for another
to take and use. Alekhine employs a rather sullen
half-ore named Kradoc to clean up the rooms daily.
Kradoc is much nosier than Alekhine, and will eavesdrop
on conversations, if given the opportunity; he is not
above petty theft, if he sees the chance and thinks he
won ' t get caught.

*% ^ Ki T n A
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U) The Mermaid
is a rather seedy, and very rough, saloon,

primarily the hangout of dockworkers and longshoremen.
Fights break out here frequently, as the broken
( occasionally patched) furniture and decor mutely
testify.

P ) Honest Boris - Fine Jewelry
surpri si ngly enough, jjs honest

reasonable deals on armbands, golden hoop earrings, and
other items of ornamentation favored by seamen. He has
a 15% chance of knowing something about a given ship.

and offers

Snoops are not appreciated at the Mermaid, and are
likely to be dealt with quickly, roughly, and, rarely,
fatally ( those who either didn' t survive the firstQ) Snip ' s Chandler - Martin Boggle, Prop.

carries a wide variety of miscellaneous
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of bolts of many dif ferent types of cloth ( some of them
quite valuable ) . There are usual ly 15 to 20 employees
here during dayl ight hours, and 3 guards at night. They
are perfect ly wil l ing to discuss t'ne destination and
cargo of Higt» land Maid.

beating, given as a warning, or who had the temerity -
and lack of intel l igence - to try again). I f one must
look for leads in here, the only patrons l ikely to have
even a scrap of useful information are the moth -eaten,
underfed pickpockets ( independents str ict ly - neither
the Guild nor the Black Hand wil l have them) who hang
around the edges of the crowd. They have a penalty of
- 30% to their base information chances; al l other
patrons have a penalty of -50%, and a 35% chance to
react in an extremely negative fashion to questioning
( summon a gang of fel low bullyboys, and administer a
beating) - otherwise they ' re just hosti le.

Y ) Warehouse Compounds
aFe large, fenced (usual ly) areas which

or may ndt be part ial ly or completely roofed
Occasional ly there are walled areas used for off ices or
storage of goods which might be easi ly damaged by
inclement weather. In most cases, whatever employees
can be located wil l appear busy and wil l be reluctant
to answer questions ( general ly, they are busy, and just
do not wish to waste t ime answering fool ish questions ).
One of these warehouses may be used as the temporary
storehouse for the crystals ( see below).
Z ) Miscel laneous Shops

are shops or small businesses of unspecif ied
nature. The GM' s option rules here.
? ) Unmarked BuiIdings

are rooming houses and/or tenements of no
part icular consequence.

may
over.

V ) The Foundry
produces many types of brass , iron,

bronze ship f i t t ings. Walpurgis
about 5 days ago to order a Targe number of assorted
pieces ( resupply for the ship ' s locker , v/i ich had been
virtual ly emptied in the repair and ref i t t ing process ).
Employees here wil l be reasonably co-operative, but
wi l l not know much other than the names of ships whose
owners or masters have purchased f i t t ings ( 25% chance
for any given ship currently in harbor ).

and
master was in here

W ) Nimrodel ' s South City Shipyard
has three sets of ways for the construct ion

of new ships or the drydocking of vessels already
launched. This is the original yard that Nimrodel
started with over 130 years ago, and he st i l l maintains
his off ices here. He owns three other yards, two
upriver ( one, in the city, for quick repairs and minor
construct ion, the other, outside the walls, for major
new construct ion) and one more downriver outside the
city walls ( where very targe ships, capable of ocean

such

WANDERING NPCS
IN THE SOUTH DOCKS

In addit ion to the personnel aboard the ships and
in the various shops around the docks , there are other
individuals whom the players may encounter in the
course of the adventure. Three of them may play roles
in the scenario.

ships-of- the- l ine, argosies,
are constructed). The remainder of the
with scattered sheds and roofed areas

voyaging,
cl ippers, etc
yard is covered
for the storage of spars, yards, masts, side planking,

as
The f i rst is Valyri Pipper , an inspector for the

Ministry of Ports and Shipping. Pipper ' s job is to
check the cargo of each trade ship leaving Haven, and
to col lect the appropriate duties on goods being
exported from the city. An inspector of the Ministry
has the right to review the bi l ls of lading held by the
ship ' s captain; i f he believes something is amiss, he
may even demand a complete inspection of al l cargo. In
practice, of course, these prerogatives are seldom
exercised. Pipper is a fair-haired man of medium bui ld;
he has none of the crusader ' s zeal in his blood. He is
not known at al l by 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, i f he were waylaid, the man holding his
credentials would have quite a good chance of pul l ing
off an impersonation ( depending, of course, on the
actual manner in which he conducts himself ).

• »

etc.
Recently, Akureiya was in drydock for several

days , having a port ion of her cargo hold rebui l t.
Nimrodel completed this somewhat del icate bit of
business himself, with the help of a few trusted
employees ( a fact remarkable in i tself, since Nimrodel
has been wholly a designer and supervisor for nearly 5
decades ) , and received a substantial sum, in gold, for
his efforts. There is a 35% chance that any given
informant on the docks wi l l know of Akureiya ' s sojourn
in the ways. I f so, the informant wi l l not know any
detai ls about whatever work was performed, only that
al l part ies concerned seem to be exceptional ly
c o r roti \/ o ^hruit’ thD n^tiirp n -f t-ho r\ r* r\ i c^r t
^ V,.O V i » \— W k y v uu l i u v u i C U l •u p i v j C v* v •

Only Nimrodel and his chief clerk , a young elven
maid named Cyri l la, know much about the circumstances
of the transaction; neither wi l l discuss the
modif icat ions, or even admit to the presence of
Akureiya, unless:

a )" the questioners represent themselves as “ the
authori t ies " , and have documentation to provide a
plausible backup; or ,
b ) Nimrodel is gone ( a 40% chance during the day) ,
and another elf requests the information from
Cyri l ia, assert ing that Nimrodel has already
granted his permssion.

Nimrodel ' s records are kept in an unconcealed f loor
safe in his off ice ( at the western corner of the yard) ;
the safe has a Complexity 3 lock. Four private guards
patrol the yards vielen the off icial day of work is done,
and most of the employees have departed ( occasional ly
night work wi l l be performed for special rush jobs,
working under the l ights; this is a 15% chance).
X ) Blackbourne Warehouse

is completely roofed over and walled. I t is
used by the family for pre- shipping storage of hundreds

Carp, the fishmonger, vtf ieels his foul -smell ing
wheelbarrow ful l of piscine edibles through the wide
and narrow streets around the South Docks from dawn to
dusk , hawking his odiferous wares in a resounding basso
profundo ( a vocal t imbre quite astonishing, since Carp
is a small , brown fel low) . There is l i t t le that happens
around his turf that escapes his eye (+20% to base
information chances ) , and few are the men capable of
uuntca i MIY ccb i i urn M I :> pcucu a u i n y Q iance • n iuuyn

Carp would doggedly claim that he is loyal only to
himself , there is considerable evidence that, beneath
that rough , smelly exterior, beats a heart of purest
mush, for he has often surrepit i t iously aided others in
the South Docks on whom misfortune has fal len. In the
confl ict between the Guild
h owever ,
sel l information to
wil l sel l you f ish , he wil l sel l
even sel l you f ish stories! ) .

and the Black Hand,
he supports neither side, and wil l wi l l ingly

either, or even both , sides (he
you stories, he wi 11

The third f igure of importance is a shadowy
enti ty, whose name is unknown but whose presence is
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description, The South Docks, for details on this
establishment ).
3 ). Concealment in the abandoned Voelkher ' s
Transport warehouse ( see shop description).
4 ). Concealment at any of the unnamed warehouse
complexes (marked as ' yl 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
exceptions:

a ) The chance that a warehouse is equipped with
arcane protection should be reduced to 5%
b) The chance that warehouse employees are
trained in weapons should be increased to 75%
c ) The number of guards protecting the
warehouse during the night hours should be
assumed to be 1D5 - 1 (0 to 4 ).

After the scenario begins, the Hand players have
only 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 to 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 Akurei.ya, unless
the Hand can locate the crewmen they - seek while the
latter are out about their business, or arrange an
alternative site during the course of the first
meeting.

Sea

th ree

\

Other than these few tasks, the Hand thieves have
free rein to 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 obtaining information around the 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 (1DIG0) that a charater will
know about a given ship:

once night
recent weeks,

of which the victim ( in each case, a robust
mutilated by his

unspeakable

felt in every corner of the South Docks
falls. There have been three murders in
in all
young male) has been savagely
assailant. Because of some of the
atrocities practiced upon the corpses, the authorities
suspect that some sort of religious fanatic is behind
the kil l ings. There is a 15% chance each evening that
this kil ler will attempt to strike again. If he does
strike, there is a 25% chance that his intended victim
will be one
South Docks or a piayer-character. (GM‘ s Note:
realize
what good is coincidence, if you can ' t manipulate it to
throw a monkey wrench into the best laid plans of your
adventurers? )

of the NPCs previously mentioned in the
yes, we

that this figure is unrealistical ly high. But
Intrepid 50%
Akureiya 35%
Walpurgis 30%
Cartagena, High lands Maid 15%
Other ships 10%

During the scenario, the Black Hand player ( or GM
i'f this is being played as a traditional adventure)
must select a site where 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
Alekhine' s or the widow Bupke ' s rooming houses.
This option has the option of being an unexpected
move, unlikely to be anticipated by the Guild
players. It has the disadvantage that , if the
stratagy is discovered, the crystals will be placed
in a 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 making inquiries.
2 ). Concealment at Sym' s granary ( see shop

Certain individuals may have higher or lower 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 D100
and consult the Informant Information table for that
ship. If the result indicated is Other Rumor , the
information that the questioned character possesses is
not relevant to this scenario, like details on a
crewman ' s sex l ife, the barroom brawl they were in last
night , etc. If successful in obtaining useful
information, a player can continue to question the same
informant until one of the following occurs: 1) the
informant misses his Base Information roll , 2 ) an Other
Rumor result is rolled on the Informant Information
table, or 3 ) the roll made on the Information table
implicates information already given. Questioned
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Table C - The Akureiya and crewcharacters wi l l of course know any information
specif ical ly mentioned in the shop descript ions. I f the
players seek conformation of a specif ic rumor, the
character ' s Base Information chance is cut in half to
see i f such information is known.

Guild informants may be used in the same manner as
outl ined above, and recieve a +15% to their Base
Information chances - this is because the rumors l isted
in the Information table correspond to the types of
specif ic inquir ies they would be making. Guild
informants are assumed to have the same percentage
chances of spott ing Hand thieves or their hideout as
l isted in the Caravan Route scenario. However , wherever
the rules in the Caravan Route scenario refer to same
or adjacent " areas of the city" , this phrase must be
replaced by "city block" , to ref lect tt ie much smaller
amount of terr i tory being covered in this scenario.
Player percentage chances of f inding a Guild informant
remain the same as described in the Caravan Route.

DIE ROLL
01 - 18 While in port, the ship has been undergoing-

very secret repairs at Nimrodels. True.
The Akureiya is carrying a very valuable
cargo on i ts upcoming voyage, including
several rare treasures. True , although the
rumor does not refer to the crystals.
Hoombay has been granted unoff icial
diplomatic status, by the city leaders of
Haven, to work out a trade agreement with the
rulers of Jez. False , this rumor was
ini t ial ly started by Hoombay himself.
One of the crewmen 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.
The priests who are travel ing with the ship
have placed many arcane protect ions on board,
al l embedded in objects bearing emeralds.
False.
Other Rumor

19 - 30

31 - 45

46 - 51

52 - 61

62 - 69

INFORMANT INFORMATION TABLE
70 - 80

Table A - The Intrepid and crew
DIE ROLL
01 - 15 The ship ' s destination is Hag ' s Cl i f f , a place

where sane seamen would not venture. True.
The ship ' s true destination is actual ly the
infamous Brigand ' s Isle, and their cargo one
of smuggled jewels. False.
The two owners of Intrepid are inveterate
womanizers, who can never turn down a damsel
in distress, ( i f she is beauti ful enough ).
True.
The owners have been displaying signs of
unusual wealth ( the pink pearls being used to
pay for their purchases while in port ). True.
The Intrepid is protected from intruders by
potent magic. True.
The owners were heard arguing loudly between
themselves about some plan, and almost came
to blows. False, although this has happened
on other occasions in their travels together.
The owners possess a magical device of great
value. True.
They are harboring a fugit ive princess aboard
ship, who is worth a great ransom. False.
Other Rumor

81 - 00
16 - 25

Rescuing the Crystals

26 - 35 Depending on their speed in ferret ing out the
location of the crystals, the Guild thieves may have as
many as three opportunit ies to recover the masterwork :
at t i ie temporary hiding place, in transit to the ship
Akureiya, and on shipboard after del ivery. Player
attempts

"

to recover the crystals from the ini t ial Hand
hideout or during the transfer process can be handled
using the same procedures (with the exception of the
changes in warehouse composit ion noted earl ier )
outl ined in the previous smuggling scenario, THE
CARAVAN ROUTE. GM information for moderating a burglary
attempt aboard the Akureiya is presented below.

36 - 50

51 - 55

56 - 62

63 - 69 The Akureiya travels with a ful l crew of 20,
including four off icers; they are mostly human, with
two half-elves, an elf, and an extremely eccentr ic
( even for the race) female kobold named Rat, who is
considered to be a good luck charm by the crew. Only 6
of the crew ( including Ria Linn [the half-elf second

Haidar Block , and Rat ) are lodged aboard ship
wii i le in port. The ship is also to carry two passengers
( fair ly high ranking priests ) on the f irst leg of i ts
voyage; the passengers wi l l embark at about sundown on
the second day.

70 - 75

76 - 00

Table B - The Halpurgis and crew
mateDIE ROLL

01 - 20
J 9

The ship was attacked by brigands .on i ts last
voyage, and suffered extensive damage to boat
and crew. True.
The ship is no longer seaworthy, and any who
sai l with her are doomed to Davy Jones '
Locker. False.
The captain is currently seeking to f ind crew,
and can be found at the Seasick Parrot. True.
A witch woman in one of the ports of cal l on
Walpurgis * last voyage laid a curse on captain
Kulhig that is the source of his current
trouble. False.
A wealthy, widowed noblewoman of Haven has
supplied much of the money needed to repair
and reoutf i t the Walpurgis; many are
suspicious about the price of her generosity.
True.
The f i rst mate Simpson is beset with problems
of the heart , and has turned to alcohol and
drugs for solace. True.
One of the Walpurgis ' new crew members is a
known Guild thief with a murderous
reputat ion. True, but only told i f one of the
Guild players has indeed joined the crew.
Other Rumor

21 - 30
The table below indicates the general percentage

chances that a given crewmember wi l l be on board the
Akureiya during a part icular t ime31 - 50 of day.
crewmember has already been placed at one of the
bui ldings described in the shop descript ions ( e.g., i f
Hoombay has already been seen entering Jasmine Adder ' s
tattoo parlor ) , do not rol l for this individual on this
table. There wil l never be less than four crewmen on
board, and at least 2 of these wil l be awake and on
some semblance of guard duty.

I f a

51 - 55

56 - 62

6:00pm
12:00am

12:00am
8:00am

8:00am
2:00pm

2:00am
6:00pmCrewmember

Hoombay
Claxx (1st Mate ) 50
H1 a (half e l f ) 90
Megara
Zuker
Hal dor

63 - 68 85 80 35 20
2065 95
9540 25

69 - 75 90 80 010
575 100 5

80 70 65 95
9070Rat 60 4076 - 00 3580 65 35other crew
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rol ls are made at a -15% to normal Climbing abi l i t ies
( ref lect ing the
players sodden state) . Any fal l wi l l certainly alert
the sai lors on guard duty, who wil l investigate the
splash within 1D 4 mr.

After nightfal l , there is also enough man-made
in the form of crates, barrels, and pi les of

strewn about the dock area so that a player

I f Hoombay is on board, he wil l always interrupt
his task to speak with any strangers who come around
the ship. He is very cordial ( MAG = 17 ) with al l , and
gives the impression that he has nothing to hide.
However , anyone l istening careful ly wi l l soon real ize
that Hoombay reveals very l i t t le in the way of hard
facts and he speaks in almost pure double talk. I f
Hoombay is not present, Claxx or Ria Linn wil l speak to
those venturing aboard; though neither know anything
about the crystals, they do know the ship ' s upper cargo
hold has been rebui l t, and wil l be noticably
uncomfortable i f questioned by anyone claiming to be
" the authori t ies ".

GM ' s Note: A word about Rat - the Akurei.ya ' s
kobold is an avowed kleptomaniac - i f any visi tors on
the ship show any gaudy signs of wealth , there is a 70%
chance that Rat wi l l fol low them after they leave the
ship, looking for an opportunity to try pickpocketing
an item. Rat has demonstrated quite a prof iciency at
this sort of thing ( she is st i l l al ive, isn' t she? ) ;
she has an 85% hide in shadows ski l l and a 60%
Pickpocketing abi l i ty. There is an excel lent chance
that , i f the Guild thieves she is fol lowing are
discussing their plans, Rat wi l l hear a fair port ion of
their conversation and immediately tel l al l her fr iends
upon returning to the ship.

sl ickness of the surface and the

cover
refuse
moving towards the gangway may try to use this cover to
conceal his approach. Success in this endeavor is
judged using normal Hide in Cover rol ls;' a player can
get to about 20 ' away from the gangway before he must
abandon cover.

Once on board, the Guild thieves must make their
way to the hatchway to gain access to. the cargo
compartments below deck. There wi l l be 2-4 sai lors on
guard duty on the main deck. I f Hoombay is on board,
the guards wi 1 almost surely be alert and combat ready;
otherwise, rol l D100 (01-10 Guard asleep, 11-50 awake
but with weapon unready, 51-85 normal readiness, 86-00
exceptional ly alert - no chance of surprise or sneak
attack). I f outnumbered, or wounded, the guards wil l
cal l out for help - other crewmen wil l begin to arr ive
in 204 mr ( 2D8 rnr i f asleep) .

While f ight ing aboard ship, the crew of Akureiya
wil l have a considerable advantage due to the thieves '
unfamil iar i ty with the unusual terrain of the vessel .
Whenever the Guild players attempt a combat maneuver
involving substantial movement, they must make a CDN
saving rol l at a penalty of 3 (6 i f the character is
either a dwarf or hobbit
di f ferent reasons, have
properly execute the attempted tact ic. GM' s discret ion
prevai ls in deciding the effects of fai l ing such a
saving rol 1.

I f 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 off icer and crew
quarters should be empty unless a cal l for help was not
given, or the characters within had not yet had time to

The ship is moored at the extreme north end of the
dock; Nimrodel ' s ship repair faci l i ty l ies next to i t
on one side. The nearest ships are about 80 '

r iver, moored at a pier - at present , three unnamed
merchant vessels and the Walpurgis are anchored there.

the only access to the ship is the gangway
After dark, i t would be

down
- both races, for quite

an aversion to boats ) to
By day,
leading up from the dock,
possible to approach the ship from the water either by
swimming ( 20% chance of being spotted en route) or by
rowboat (45% chance of being spotted). Players
approaching from the water must either throw a grapnel
over the side, or attempt to board the ship by making
Climbing abi l i ty rol ls. Three rol ls are required to
reach the top; i f the player swam , to the boa t , these

i
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I f s e c t i o n - i s m a d e ) . T h e h i d d e n d o o r s a r e e q u i p p e d w i t h
L e v e l 3 l o c k s - H o o m b a y a n d M e g a r a h a v e t h e o n l y k e y s.
T h e s t r o n y r o o m d o o r i t s e l f h a s a L e v e l 4 l o c k { H o o m b a y
a n d C l a x x h a v e k e y s ) ; w i t h i n a r e a n u m b e r ( 3 0 1 2 ) o f
s m a l l c r a t e s f i l l e d w i t h w e l l -c r a f t e d g o l d a n d s i l v e r
i t e m s ( t h e p r i n c i p a l t r a d e c a r g o o f t h i s v o y a g e ) . T h e r e
a r e 1 0 0 + 6 0 2 0 c o n t a i n e r s o f v a r i u s s i z e s i n t h e m a i n
h o l d ; a t l e a s t 2 o f t h e s e b o x e s c o n t a i n s m a l l e r s i z e d
e m e r a l d i c o n s. T h e s e i d o l s a r e s i m i l a r i n m a s s t o t h o s e
u s e d t o c o n c e a l t h e c r y s t a l s i n t h e C a r a v a n R o u t e
s c e n a r i o ; u n f o r t u n a t e l y , s m a s h i n g o n e o p e n w i l l o n l y
g e t t h e t h i e f c u r s e d b y t h e p r i e s t s o f t h e E m e r a l d G o d .

S i n c e o n l y H o o m b a y , M e g a r a , a n d H a l d o r k n o w t h a t
t h e c r y s t a l s a r e e v e n a b o a r d s h i p ( a n d t h e y a r e n ' t
t a l k i n g u n l e s s t o r t u r e d b y a p r o f e s s i o n a l ) , t h e t h i e v e s
c a n n o t g a i n a n y i n f o r m a t i o n a b o u t t h e c r y s t a l s b y
t h r e a t e n i n g t h e l i v e s o f t h e c r e w. H o w e v e r , i f t h e y
k n o w e n o u g h t o d e m a n d i n f o r m a t i o n a b o u t t h e l o c a t i o n o f
t h e s e c r e t c o m p a r t m e n t s , t h e r e i s a 3 0% c h a n c e t h a t a
g i v e n c r e w m a n w i l l c r a c k a n d r e v e a l w h a t h e k n o w s ( 4 5%
i f H o o m b a y i s n o t p r e s e n t ) .

i n t h e i r
a s l e e p ) t o
w i 1 1 q u i t e

r e s p o n d .
q u a r t e r s ,
r e c o v e r a w e a p o n ; a n y o n e s o e n c o u n t e r e d
p o s s i b l y ( 4 0% ) s u r r e n d e r a n d p l e a d f o r m e r c y.

C a r g o i s s t o r e d t h r o u g h o u t m u c h o f t h e l o w e r t h r e e
l e v e l s ; a s i n d i c a t e d , t h e l i g h t e r c a r g o i s k e p t o n t h e
u p p e r m o s t l e v e l s. T h o s e v e n t u r i n g d o w n t h e h a t c h o n t o
t h e f o u r t h l e v e l w i l l f i n d t h e m s e l v e s s u r r o u n d e d b y a
h a l f d o z e n m a n-s i z e d s t a t u e s w i t h e m e r a l d e y e s ( t h e s e
s t a t u e s h a v e n o i m p o r t , u n l e s s t h e p l a y e r s h a v e h e a r d
t h e f a l s e r u m o r s o f t h e m a g i c a l t r a p s s e t b y t h e
p r i e s t s o f t h e E m e r a l d G o d - s e e U s e o f I n f o r m a n t s f o r
d e t a i I s ) .

c h a r a c t e r s a r e 'e n c o u n t e r e d
i t w i l l t a k e t h e m 2 m r ( 4 i f

T h e c r y s t a l s w i l l b e s t o r e d i n t w o s l e n d e r ,
v e l v e t- l i n e d p i n e w o o d c a s e s , i n o n e o f t h e n e w s e c r e t
c o m p a r t m e n t s c o n s t r u c t e d b y N i m r o d e l ( l o c a t e d o n t h e
t w o w a l l s a d j o i n i n g t h e d o o r t o t h e s t r o n g r o o m ) . T h e r e
i s o n l y a 1 5% c h a n c e t h a t a g i v e n t h i e f w i l l n o t i c e t h e
p r e s e n c e o f n e w c o n s t r u c t i o n i n t h i s a r e a , u n l e s s h e i s
m a k i n g a d e t a i l e d s e a r c h o f t h a t p o r t i o n o f t h e w a l l
( w h e r e u p o n a S p o t H i d d e n a b i l i t y r o l l s e e R u l e s

C H A R A C T E R D E S C R I P T I O N S F O R T H E R I V E R R O U T E

C h a r a c t e r
N o t e s

R e q u i s i t e s
S T C O R F S M I Q M R W e a p o n H A C0

C o m b a t A r m o r
D a m a g e C l a s s H T KC l a s sN a m e

C r e w m e n o f I N T R E P I D
P f a t f H u r d E L H U F T R 1 9 1 5 1 2 1 6 1 2 1 4 L G A X E e

H F S W D e
1 4D6 C H N 7 6 2
3 4D6

( 1 ,2 ) E L H U T H F 1 2 1 9 1 8 1 5 1 4 1 1G r a m o u z a R P R e -1 I D1 2 L T H 9 4 1
M N G C H e
S P E L L

2 1D8

C r e w m e n o f W A L P U R G I S
K l u h i g V E T H U F T R 1 2 1 5 9 1 4 1 3 1 1 S H S W D e

6 0L0
5 3D 4 L T H 6 3 5

1/6 /11 1D 5
N v v l P f s k
S i m p s o n

V E T H U T R D
I N T H U T R D

1 1 8 9 1 1 8 1 1
1 2 8 1 6 1 6 1 0 7

M A C E 7 2 0 4 L T H 5
C L0 3

2 3
S M A X E 7 3 0 3 21
K N F 11

C r e w m e n o f A K U R E I Y A
V E T H U T R D 1 5 1 2 1 7 1 2 1 4 1 0H o o m b a y M A U L 7 2 0 8 C L0 5 2 6

4/1 0/1 6T H R N 1D8
V E T H U N O N
I N T H U T H F

1 3 1 1 1 0 1 0 1 1 7
1 3 1 6 1 2 7 1 0 1 3

M a g a r a
H a l d o r

3 0C L U B 6 2 D 4 C L0 2
L T H 5( 3 ) S H S W D

T h K N F
B D S W D
M A C E e
B D S W D
L B Q W
D G R e

4 3D 4 1 8
3/ 7 /1 2 1 0 4

I N T H U F T R
V E T H U F T R
I N T / E F T R

1 3 8 1 2 1 5 7 1 7
8 1 7 8 1 6 1 0 1 2
9 1 2 1 4 1 3 1 3 8

3 3Z u k e r
C l a x x
R i a L i n n

8 2D 4 C L0 3
C L0 3
C L0 3

3D 4 2 93
2 65 2 0 4

2/6 /9 1D6
* I N T K0 T H F 1 2 1 4 1 7 8 1 2 1 0 7 N O N 3 1 81 0 5R a t

N P C s o f t h e D o c k s
"T i n y ,r I N T H U F T R 3 92 1 1 0 1 0 1 5 1 3 8 M A C E 8 N O N 12010

F I S T
K N F e
T h K N F
C L U B

3 1U8 e a
2 5I N T H U F T R 1 4 9 1 1 8 1 0 1 5 9 1D 5 C L O 2E s g a r

2/6 /11 1D 4
R i m e r / D i v / J i m- B G R H U N O N 1 51 0 1 2 9 1 0 8 1 1 9 2 D 4 N O N 0

G R / 0 T H F
T M T I H I K ' M f c f
i m n u w o n
I N T U H N O N

1 2 1 5 8 1 6 7 1 2
/s

1 0 1 0 1 U 1 ei 3

1 6 1 1 1 3 1 0 7 1 6

1 7D G R
n T r*Tr i o i

F I S T
B E N C H
H F S W D e
R A P R e
N o n e
D G R e
G A R O T e

9 1D 4
i -> r ^L U O e a
1 0 6 e a
3D1 0

N O N 0
M M r\w u N u
C L O 2

K r a d o c
T o u g h 1 ( m e r m a i d )
T o u g h #2 "

LL6
2 3b

9
G u a r d s 1 ,2 ( N i m r o d e l )
G u a r d s 3 ,4 "
V a l y r i P i p p e r
“ t h e R i p p e r "

3 3V E T E L F T R
V E T E L F T R
I N T H U N O N

1 4 1 3 1 2 1 6 1 0 1 3
1 1 1 2 1 8 9 1 2 1 2

9 7 1 2 8 1 0 1 0
1 8 1 3 1 3 1 3 6 1 5

3 3 0 6 L T H 6
C L O 6
N O N 0
C L O 5

2 95 I D1 2
12
3 2? 6 1D 5

r 1D 4o

s o m e s t r a n g e w a y.
( 3 ) S h o r t s w o r d i s o f + 2 s h a r p n e s s ( m a g i c a l ) ,

k i n d o f e x t r e m e l y ( 4 ) A d d 1 0 4 t o d a m a g e d o n e ( 1 0 4 f i r s t m r , 2 0 4 s e c o n d
m r , 3 0 4 t h i r d m r ) f o r e a c h r o u n d t h e a t t a c k e r m a i n t a i n s
h i s g r i p a r o-u n d h i s f o e ' s t h r o a t .

^ 1 ) M a y a t t a c k w i t h b o t h w e a p o n s i n s a m e m r w i t h o u t
p e n a l t y t o h i t p r o b a b i l i t y.
( 2 ) G r a m o u z a w i l l a l w a y s h a v e s o m e
p o t e n t m a g i c o n . h i m ( G M s d i s c r e t i o n a s t o e x a c t s p e l l )
- i f u s e d , t h e r e i s a 4 0% c h a n c e i t w i l l b a c k f i r e i n
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SOME LANDMARKS
IN THE CITY OF HAVEN

A Boraggio ' s Warehouse

B Ihe House of Benedios Cellini
C Dunk ' s Tavern
D The Aerie
E The Pendragon Inn
F The Horse Market
G Thieves ' Market
H Knighte Oute
J The House of Rand
K. The Shop and Home of No-yen Orachma

L The Home and Workshop of U.N. Owen
M Summ Plaza
N The Home of Sindra and Raf Poul
P Dortmund' s Home and Factory

Q Workshop of Balin arn Bilbur
R Tracheotus, Green Grocer
S House of Trojanus
T Trojanus' Gallery
U Studio of Ronn the Scuptor

V Radri , Potioner
W A tavern near the warehouse
X Fisherman' s Cay

Y Lisa Duncan ' s House
Z The Horse Gate



LANDMARKS
OF THE SOUTH DOCKS

A The Navy Yard of the City of Haven
B Hamilton, Corder
C Jasmine ' s House of Tattoos
D The Seasick parrot

E Bidurim, Chartmaker
F Petals of the Rose

G The Crystal Shi p

H The Widow Bupkes * Roominy House

J Sym' s Storage Company

K The House of Fashion

L Jakkab the Sai ( maker

M The Slop Chest

N Alekhine ' s Boarding House

P Honest Boris - Fine Jewelry

Q Ship’ s Chandler - Martin Boggle, Prop.
R Mintar , Weaponsmith
S Soul ' s Anchor
T Voelkher ' s Sea Transport

U The Mermaid
V The Foundry

W Nirnrodel ' s South City Shipyard

X Blackbourne Warehouse

Y Miscellaneous Warehouse Compounds

Z Miscellaneous Shops

? Assorted roominy houses and tenements
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GAMELORDS, LTD.
1981

CATALOG

COMING SOON! !CURRENTLY AVAILABLE

Thieves 1 GuiId V --
Assassinat ion and temple robbery: stop

messiah of the ores
rel ieve a fast growing cult of some of i ts treasure.

Thieves * GuiId --
The f i rst adventure series devoted to thief

characters in fantasy role-playing: 128 pages of rules
and robbery; scenarios bound to prove that sometimes
i t ' s more fun to play the bad guys!!

the new
dead, or join in an expedit ion to•••

Thieves * Gui ld Special #2 ~
Thieving in the far future: rules for foi l ing

electronic survei l lance gear, how to use your thieving
abi l i t ies in major SF role-playing systems, etc
special scenarios to del ight the soul of any SF
role-playing fan.
Thieves ' Gui la VI —

Piracy on the high seas: ship to ship combat, and
al l the excitement of l i fe on the briny deeps - loot
fabulous treasures and capture beauti ful women from the
ships of many nat ions.

Thieves ' Gui ld I I --
The Tombs of Shale-Chuun: a foray into the treasure

f i l led ( and decidedly deadly - no pun intended) Val ley
of the Dead. Ur try out 10 new nighwaymen encounters,
and the expanded combat rules f i rst.

and•»

Thieves ' GuiId I I I --
The Duke ' s dress bal l , and the Tower of the Mage:

use a forged invi tat ion for a chance to l i f t fabulous
jewelry from the necks of dowager nobi l i ty, or accept a
mission from the Guild to steal an i tem ( a special one)
from the residence of an old, ret i red mage.

THE FANTASY SYSTEM —
A complete set of role-playing rules, with many new

character races, new classes for characters to
adventure in, two combat systems (one quick * n ' dir ty,
the other very precise) , and a magic system that al lows
imaginat ions free rein. I f you use the Thieves ' GuiId
rules, you' ve already tr ied i t out.
Mine Eyes Have Seen the Glory --

(MEHSTG for short ) A role playing game placed in the
mil ieu of the American Civi l War. Be a Federal or a
Confederate, Bi l ly 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 posit ion from the enemy. Complete with dice,
and a unique experience system that rewards the player
rather than the character!

Thieves ' GuiId IV --
The Gui ld against the Black Hand: join the local

Gui ldmasters in prevent ing the loss of valuable
merchandise ( and Gui ld honor ) by BTack Hand smugglers,
or be a Hand thief in the revenge upon the Gui ld.
Thieves ' Gui ld Special #1 --

The special scenarios used in "Prince of Thieves,
' 81" , the tournament conducted at the major gaming
convent ions, Summer , 1981, by Gamelords, Ltd.
Duel Arcane --

A duel between shape-changing mages: l ightning-quick
shif ts of advantage, as players engage in individual
combat by transforming themselves from legendary beast
to mythical monster.
Monday Morning Manager

[What?? a fantasy company producing a basebal l
mini - game?? Darned r ight!! and i t ' s a good one, too! ) A
fast paced game of sports strategy that al lows you, as
the owner of a major league franchise, to bui ld your
team careful ly; and, as manager of that team, you can
make al l the r ight tact ical decisions as the pennant
race unfolds. Al l the act ion and fun of the big league
games!

Al l the above are avai lable from ( we hope! ) your
local game store. I f these materpieces of wri t ing and
imaginat ion are not to be found in your area, they are
avai lable from

GAMELORDS, LTD.
18616 Grosbeak Terrace
Gaithersburg, MD 20879THE COMPLEAT TAVERN

Sett le in for a night of mis-adventures
medieval tavern - Mere you can try your hand at games
of ski l l and luck , get involved in a wi ld barroom
brawl , or even attempt amorous l ia isons,
evening of diversion for fantasy role-players of al l
ages.

at a
Prices for our products wi l l be found on the

enclosed order blank. I f ordering by mail , please
include $1.00 for postage and handl ing (Maryland
residents also include 5% state sales tax).A great

The Free City of Haven --
A ci ty of 80,000 people can provide a lot of

adventure, especial ly when i t ' s already the si te of
many of the adventures in the Thieves ' Gui ld series —
but you don ' t have to be a thief to enjoy al l the ci ty
has to offer : scores of temples and rel igions, taverns
and barkeeps, beggars and wealthy businessmen,
streetvendors, shops, homes; you can even join one of
the companies of the City Guard. Mult i tudes of
encounters to occupy even the busiest of adventurers.



GAMELORDS* ORDER BLANKGAMELORDS* ORDER BLANK

Thieves’ Guild 1 (the original) . . . .( 128pp) . .
.(64pp) . .
.(64pp) . .
(48pp) . .
.(48pp) . .
.(64pp) . .

Thieves' Guild 7 (coming soon) . . . (48pp) . .

Prince of Thieves '81
Lair of the Freebooters (coming soon) . . . .
The Compleat Tavern

$ 1 1.95
. $7 50
. $7.50
. $5.95
. $5.95
. $7.50
$5 95

. $4.95
.$5.95
$3.95

. $3.95
.$4.95

$14.95

Thieves’ Guild I (the original) . . . . ( 1.2.8pp).
(64pp)

(64pp)

I48pp)

.(48pp)

164pp).

$ 1 1.95
. $7.50
.$7.50

. $5 95
$5 95

. $7.50
. $4 95

$5.95
$3.95

Thieves' Guild 2
Thieves’ Guild 3
Thieves’ Guild 4
Thieves' Guild 5
Thieves' Guild 6

Thieves' Guild II
Thieves' Guild III
Thieves' Guild IV
Thieves' Guild V
Thieves' Guild VI . . .
Prince of Thieves '81
Lair of the Freebooters (coming soon)

The Compleat Tavern
The Phantastical Phantasm3gorical Montie Haul Dungeon . . $3.95
Monday Morning Manager
The Free City of Haven
Subscriptions to Thieves' Guild:

Calculated at $5.00 per issue for
starting with
(minimum subscription is three issues)

The Phantastical Phantasmagorica! Montie Haul Dungeon
Monday Morning Manager
The Free City of Haven
Subscriptions to Thieves’ Guild:

Calculated at $5.00 per issue for
current or

$4.95
$ 14.95

issues

next issue (check one)current or issues

next issue (check one)starting with
(minimum subscription is three issues)

The Land Beyond the Mountains series - TFT modules

Forest Lords of Dihad The Land Beyond the Mountains series - TFT modules

Forest Lords of Dihad
Intrigue in Plaize (comming soon)

$6.95
. . $6.95

. . .$5.95
Subtotal
Discount

Maryland residents please add 5% state sales tax . . .

Please include $ 1.00 for shipping and handling
$ 1.50 to be sent by UPS for 10% discountBART membership number

{BART members may only take discount. Write for more information on BART)Total enclosed
$5.00BART membership (Brotherhood of Adventurers. Rogues, and Thieves)

Maryland residents please add 5% state sales tax . .
Please include $1.00 for shipping and handling . . . .

$ 1.50 to be sent by UPS
Send to:

Gamelords. Ltd.
Total enclosed18616 Grosbeak Terrace

Gaithersburg, MD 20879 Send to:
Gamelords. Ltd.

18616 Grosbeak Terrace
Gaithersburg, MD 20879Name

NameAddress

Address



It's thief against thief
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!!!

GameLoRbs, Ltd.
18616 Grosbeak Terrace, Gaithersburg, MD 20879

1 9 0 4
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